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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 1
	Background: Far Traveler
	PlayerName: Erik
	CharacterName: Ander Stormwind
	Race : Human
	Alignment: NG
	XP: 
	Inspiration: 
	STR: 12
	ProfBonus: +2
	AC: 15
	Initiative: 3
	Speed: 40
	PersonalityTraits : I begin or end my day with small traditional rituals that are unfamiliar to those around me.
	STRmod: +1
	HPMax: 10
	ST Strength: 3
	DEX: 16
	HPCurrent: 
	Ideals: I must be careful, for I have no way of telling friend from foe here.
	DEXmod : +3
	HPTemp: 
	Bonds: I hold no greater cause than my service to my order.
	CON: 14
	HDTotal: 1
	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: d8
	Flaws: I have a weakness for the new intoxicants and other pleasures of this land.
	INT: 14
	ST Dexterity: 5
	ST Constitution: 2
	ST Intelligence: 2
	ST Wisdom: 2
	ST Charisma: -1
	Acrobatics: 3
	Animal: 2
	Athletics: 1
	Deception : -1
	History : 4
	Insight: 4
	Intimidation: -1
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Martial Arts
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d4+3 B
	INTmod: +2
	Wpn Name 2: Mace
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6+3 B
	Investigation : 2
	WIS: 14
	Wpn Name 3: Dart
	Wpn3 AtkBonus  : +5
	Arcana: 2
	Wpn3 Damage : 1d4+3 P
	Perception : 4
	WISmod: +2
	CHA: 9
	Nature: 2
	Performance: -1
	Medicine: 2
	Religion: 2
	Stealth : 5
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: -1
	SleightofHand: 3
	CHamod: -1
	Survival: 2
	AttacksSpellcasting: 
	Passive: 14
	CP: 
	ProficienciesLang: Common
Elvish
Abyssal
Simple Weapons
Shortsword
	SP: 
	EP: 
	GP: 5
	PP: 
	Equipment: Mace
10 Darts 20/60
Backpack
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
	Features and Traits: MARTIAL ARTS - when unarmed or wielding monk weapons and aren't wearing armor or a shield 
-you can use dex instead of strength for the attack and damage rolls of your 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.



