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Level Proficiency Bonus Ki Points Ki Abilities  Features
1st +2 - - Unarmored Defense, Martial Arts
2nd +2 2 2 Ki, Ki abilities
3rd +2 3 2 Deflect Blows, Monastic Tradition
4th +2 4 2 Feat
5th +3 5 3 Extra attack, Ki ability
6th +3 6 3 Ki-Empowered strikes, Monastic Tradition ability
7th +3 7 4 Evasion, Ki ability
8th +3 8 4 Feat
9th +4 9 5 Ki ability
10th +4 10 5 Martial Arts Improvement
11th +4 11 6 Ki ability, Monastic Tradition ability
12th +4 12 6 Feat
13th +5 13 7 Ki ability
14th +5 14 7 Diamond Body
15th +5 15 8 Ki ability, Timeless body
16th +5 16 8 Feat
17th +6 17 9 Ki ability, Monastic Tradition ability
18th +6 18 9 Empty Body
19th +6 19 10 Feat
q 20th +6 20 10 Perfect Self
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Hrt POINTS UNARMORED DEFENSE

Hit Dice: 1d8 per monk level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per monk level after 1st

At 1st level, you gain expertise in Armor (Unarmored).
This allows you to add twice your proficiency modifier
to AC when unarmored.

PROFICIENCIES MARTIAL ARTS

T0.0lS: Choose one type of artisan’s tools or one musical Starting at 1st level, due to your combat training you
instrument gain a martial arts fighting style of your choice from the

Saving Throws: Strength, Dexterity options below.

Regardless of the number of times you hit a target,
they only make one saving throw against any carrier
effects from your unarmed attack. The saving throw for
any special style effect is equal to your Ki saving throw.

You can use shortswords and simple weapons that

Skills: Armor (expertise in Unarmored), Divine
Spellcasting (Ki, any one), Melee Combat (brawling,
any 1). Choose three from Athletics, Endurance,
Insight, Lore, Ranged Combat (any), Religion, and

R egh. are not two-handed or have the heavy property with your
EQUIPMENT style special abilities.
You start with the following equipment, in addition to BURNING WEST WIND STYLE

the equipment granted by your background:
oo £ A E You can use Strength, Dexterity or Wisdom for attack

and damage rolls, and your unarmed strikes deal 1d8

¢ (a) a shortsword or (b) any simple weapon
bludgeoning damage.

¢ (a) a dungeoneer’s pack or (b) an explorer’s pack
¢ 10darts CLAWING TIGER STYLE
You use Strength or Dexterity for attack and damage
rolls, and your unarmed strikes deal 1d8 piercing

damage. Also, when you hit an enemy you can choose to
start a grapple against the target for free.



DRUNKEN MONKEY STYLE

You can use Dexterity or Wisdom for attack and
damage rolls, and your unarmed strikes deal 1d6
bludgeoning damage. As a reaction, when an enemy
misses with an attack roll, you gain advantage against
that enemy until the end of your next turn.

EAST WIND FLURRY STYLE

You use Dexterity or Wisdom for attack and damage
rolls, and your unarmed strikes 1d4 bludgeoning
damage. When you use the attack action to make
unarmed strikes, you can make two attacks instead of
one. You only apply your damage modifier to one of the
Jattacks. When you gain the extra attack ability or use
Flurry of Blows, you can make one more additional
attack than normal.

FrROZEN SOUTH WIND STYLE

You use Dexterity or Wisdom for attack and damage
rolls, and your unarmed strikes deal 1d6 bludgeoning
damage. Also, on a hit you can force a target to make a
Wisdom saving throw. On a failure, the target’s speed is
reduced by 10 feet and it has disadvantage on any
reaction it takes until the end of their next turn.

Furious BEAR STYLE

You use Strength for attack and damage rolls with your
unarmed strikes, however they deal 1d12 bludgeoning
damage on a hit. Also, on a hit you can force a target to
make a Strength saving throw. On a failure, the target is
moved 5 feet in a direction of your choice.

GRACEFUL CRANE STYLE

You use Dexterity or Wisdom for attack and damage
rolls, and your unarmed strikes deal 1d6 bludgeoning
damage. Also, on your turn you can take the Disengage
or Dodge action as a bonus action.

IRON MOUNTAIN STYLE

You use Strength for attack and damage rolls, and your
unarmed strikes deal 1d8 bludgeoning damage. When
you use the Deflect Blows ability, you add an additional
dé6 to the total damage you reduce taking.

NORTH STAR STRIKE STYLE

You use Strength, Dexterity or Wisdom for attack and
damage rolls, and your unarmed strikes deal 2d4
slashing damage. Also, on a hit you can force a target to
make a Constitution saving throw. On a failure, the
target cannot take a reaction until the start of your next
turn.

PouUNCING LEOPORD STYLE

You use Strength or Dexterity for attack and damage
rolls, and your unarmed strikes deal 1d6 bludgeoning
damage. Also, on your turn you can take the Dash or
Disengage action as a bonus action.



RisING NORTH WIND STYLE

You use Dexterity or Wisdom for attack and damage
rolls, and your unarmed strikes deal 1d8 bludgeoning
damage. Also, on a hit you can force a target to make a
Wisdom saving throw. On a failure, the target is »,
restrained until they succeed a Constitution saving
throw at the end of their turn.

ROARING DRAGON STYLE

You use Strength, Dexterity or Wisdom for attack and
damage rolls, and your unarmed strikes deal 1d8
bludgeoning damage. Also, on a hit you can force a
target to make a Wisdom saving throw. On a failure, the
target is frightened. At the end of its turn, the target may
repeat the save to end the condition.

RUSHING RIVER STYLE

You use Strength or Dexterity for attack and damage
rolls, and your unarmed strikes deal 1d8 bludgeoning
damage. On a successful hit, you can move up to 15 feet
after the attack without provoking an attack from your
target.

SLASHING MANTIS STYLE

You use Strength or Dexterity for attack and damage
rolls, and your unarmed strikes deal 1d10 piercing
damage. Also, on a hit you can force a target to make a
Constitution saving throw. On a failure, the target takes
disadvantage on its next attack roll.

STINGING SCORPION STYLE

You use Dexterity or Wisdom for attack and damage
rolls, and your unarmed strikes deal 1d4 piercing
damage. Also, on a hit you can force a target to make a
Wisdom saving throw. On a failure, the target is blinded
until the end of its next turn.

STRIKING SNAKE STYLE

You use Strength or Dexterity for attack and damage

rolls, and your unarmed strikes deal 1d6 piercing

damage. Also, on a hit you can force a target to make a
Constitution saving throw. On a failure, the target takes %
1d4 poison damage.

TRANQUIL VALLEY STYLE

You use Wisdom for attack and damage rolls, and your
unarmed strikes deal 1d4 psychic damage. As a reaction-
when an enemy makes a melee attack against you or an
ally within 5 feet, the attacker takes bludgeoning

damage equal to half the damage it inflicted on you or
the ally if the attack hits. If the enemy’s attack missed,
they take 1d6 psychic damage instead.
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‘WHISPERING WOODS STYLE

You use Dexterity or Wisdom for attack and damage
rolls, and your unarmed strikes deal 1d6 bludgeoning
damage. As a reaction, you gain a bonus to your AC
equal to your proficiency modifier until your next turn.
You can use this ability a number of times equal to your
Wisdom modifier before you must take a long rest to
regain all uses of this ability.

K1

Starting at 2nd level, your training allows you to
harness the mystic energy of ki. Your access to this
energy is represented by a number of ki points. Your
monk level determines the number of points you have,
as shown in the Ki Points column of the Monk table.

You can spend these points to fuel various ki features.
You start knowing two such features from the list below.
At 5th, 7th, 9th, 11th, 13th, 15th and 17th level, you
gain an additional ki ability. You cannot choose the
same ki ability twice.

You may choose to change one ki ability you know
when you gain a level in monk.

When you spend a ki point, it is unavailable until you
finish a long rest, at the end of which you draw all of
your expended ki back into yourself. You must spend at
least 30 minutes of the rest meditating to regain your ki
points.

However, during a short rest, if you spend at least 30
minutes meditating, you can recover a number of ki
points equal to your Proficiency bonus. You can only do
this three times per day.

Some of your ki features require your target to make
a saving throw to resist the feature’s effects. The saving
throw DC is calculated as follows:

Ki save DC = 8 + your proficiency bonus + your Wisdom
modifier

DEFLECT BLOWS

Starting at 3rd level, you can use your reaction to
deflect or block attacks when you are hit by a melee or
ranged weapon attack. When you do so, the damage you
take from the attack is reduced by 1d10 + your Dexterity
modifier. You can spend 1 or more ki points to further
decrease the damage taken by 1d10 per ki point. You
can spend up to a number of ki points equal to your
Proficency Bonus.

If you reduce the damage to 0 and the attack is a
ranged weapon attack, you can catch the missile if it is
small enough for you to hold in one hand and you have
at least one hand free. If you catch a missile in this way,
you can spend 1 ki point to make a ranged attack with
the weapon or piece of ammunition you just caught, as
part of the same reaction. You make this attack with
proficiency, regardless of your weapon proficiencies,
and the missile counts as a monk weapon for the attack.

If you reduce the damage to 0 and the attack is a
melee weapon (or unarmed) attack, you counterstrike
the attacker. To counterstrike, you spend 1 ki point to
make a melee unarmed or melee weapon attack against
the original attacker.

FEAT

At 4th level, and again at 8th, 12th, 16th and 19th level,
you can take a feat of your choice. You must meet the
requirements of the feat to take it.

EXTRA ATTACK

At 5th level, you can attack twice, instead of once,
whenever you take the Attack action on your turn.

Ki1-EMPOWERED STRIKES

At 6th level, your unarmed strikes count as magical for
the purpose of overcoming resistance and immunity to
nonmagical attacks and damage.

EVASION

At 7th level, your instinctive agility lets you dodge out of
the way of certain area effects, such as a blue dragon’s
lightning breath or a fireball spell. When you are
subjected to an effect that allows you to make a
Dexterity saving throw to take only half damage, you
instead take no damage if you succeed on the saving
throw, and only half damage if you fail.

MARTIAL ARTS IMPROVEMENT

At 10th level, your martial arts unarmed attacks and
attacks with monk weapons improves. Increase the
damage die of your unarmed attackes and the die used
with monk weapons one grade.

Current Increase
1d4 1d6
1d6 1d8
1d8 1d10
1d10 1d12

1d12/2d6 2d8
2d8 2d10
2d10 2d12

DiaMoND SOoUL

At 14th level, your mastery of ki grants you proficiency
in all saving throws.

TiMELESS Bopy (15TH LEVEL)

At 15th level, your ki sustains you so that you suffer
none of the frailty of old age, and you can’t be aged
magically. You can still die of old age, however. In
addition, you no longer need food or water.



PERFECT SELF

At 20th level, when you roll for initiative and have 3 or
less ki points remaining, you set your available ki points
to 4.

K1 POWERS

The following is a list of powers that can be taken when
you would recieve a ki ability.

AGGRESSIVE STANCE

At the start of your turn, you can choose this stance.
When active, you gain advantage on attacks rolls with
your unarmed attacks, but you cannot take reactions.
You can only have one stance active at a time.

ASTRAL BOLSTER

You can spend 1 or more ki point to gain 5 temporary
hit points. For each additional ki point past 1, you gain
an additional 5 temporary hit points. You can spend up
to a total ki equal to your proficiency bonus. The
temporary hit points last for 1 hour or until expended.

ATHLETIC GRACE

You can spend 1 ki point to gain a +5 bonus on the next
Athletics, Acrobatics or Performance skill check that
requires physical activity or motion.

AVOIDANCE STANCE

At the start of your turn, you can choose this stance.
When an opponent misses with a melee or ranged
weapon attack you can spend 1 ki point and an
opponent within 5 feet you must make a Dexterity
saving throw. On a failure, the target takes 1d8 damage.
This increases to 2d8 damage at 10th level, and 3d8 at
17th level. You can only have one stance active at a
time. This ability does not cost your reaction, but you
must have your reaction to benefit from it.

BLINDING STRIKE

When you hit an opponent with an unarmed attack, you
can spend 1 ki point to force the target to make a
Dexterity save. On a failure, the target is blinded for 1
minute. The target can make a subsequent saving throw
at the end of each of its turns to negate the effect early.

Brock

As an action, you have resistance against bludgeoning,
piercing, and slashing damage dealt by weapon attacks
until the start of your next turn.

At 13th level, as an action you can spend 5 ki to gain
immunity to bludgeoning, piercing, and slashing
damage for 10 minutes.

BLow FOR BLow

When an opponent attacks, you can spend 1 ki point to
make a single unarmed attack against the opponent
after the opponent’s attack is resolved. You must have
your reaction available, though this ability does not cost
you your reaction to use.

CarMING Focus

You can spend 1 ki point to use a bonus action to heal
1d4 hit points, up to a number of ki equal to your
proficiency modifier. You can spend multiple ki points at
once for healing.

At 11th level, this increases to healing 1d6 hit points
per ki point.

CHILLING STRIKE

When you hit with an unarmed attack, you can spend 1
ki point to change the damage type to Necrotic. The
target must also make a Constitution save. On a failure,
it cannot regain hit points until the start of your next
turn.

CORRUPTION SENSE

You can spend 1 ki point to cast detect poison &
disease without the need for material components.

DEADLY BLow

When you hit with an unarmed attack, you can spend 1
or more ki points to deal an additional 2d10 necrotic
damage. For each ki point you spend past 1, you deal an
additional 1d10 necrotic damage, up to a maximum ki
cost equal to your proficiency modifier.

DEAFENING STRIKE

When you hit an opponent with an unarmed attack, you
can spend 1 ki point to force the target to make a
Constitution save. On a failure, the target is deafened
for 1 minute. The target can make a save at the end of
each of its subsequent turns to negate the condition
early.

DEFENSIVE STANCE

At the start of your turn, you can choose this stance.
While active and when wearing no armor and not using
a shield, you increase your AC by half your proficiency
modifier (rounded up). You can only employ one stance
at a time.

DiaMOND FORTITUDE (19TH LEVEL)

At 19th level, as a bonus action, you expend 6 ki to gain
resistance to all damage but force damage for one
minute.

D1AMOND RESISTANCE (7TH LEVEL)

At 7th level, whenever you make a saving throw and fail,
you can spend 1 ki point to reroll it and take the second
result.



Di1SEASED BLow (17TH LEVEL)

At 17th level, when you hit an opponent with your
unarmed attack, your touch inflicts disease. If you use
your bonus action and spend 6 ki, the target is poisoned.

At the end of each of the poisoned target’s turns, the
target must make a Constitution saving throw. If the
target succeeds on three of these saves, it is no longer
poisoned, and the ability ends. If the target fails three of
these saves, the target is no longer poisoned, but choose
one of the diseases below. The target is subjected to the
chosen disease for 7 days.

Since this spell induces a natural disease in its target,
any effect that removes a disease or otherwise
ameliorates a disease’s effects apply to it.

¢ Blinding Sickness. Pain grips the creature’s mind,
and its eyes turn milky white. The creature has
disadvantage on Wisdom checks and Wisdom saving
throws and is blinded.

o Filth Fever: A raging fever sweeps through the
creature’s body. The creature has disadvantage on
Strength checks, Strength saving throws, and attack
rolls that use Strength.

o Flesh Rot. The creature’s flesh decays. The creature
has disadvantage on Charisma checks and
vulnerability to all damage.

e Mindfire. The creature’s mind becomes feverish.
The creature has disadvantage on Intelligence
checks and Intelligence saving throws, and the
creature behaves as if under the effects of the
confusion spell during combat.

e Seizure. The creature is overcome with shaking. The
creature has disadvantage on Dexterity checks,
Dexterity saving throws, and attack rolls that use
Dexterity.

e Slimy Doom. The creature begins to bleed
uncontrollably. The creature has disadvantage on
Constitution checks and Constitution saving throws.
In addition, whenever the creature takes damage, it
is stunned until the end of its next turn.

DISORIENTATING STRIKE

When you hit with a unarmed attack, you can spend 1 ki
point to force the opponent to make a Constitution save.
On a failure, the opponent is unable to take reactions
until the start of your next turn.

EcHOES OF INNER VOID (17TH LEVEL)
At 17th level, you can spend 7 ki to cast mislead.

ENERVATING BLoW (17TH LEVEL)

At 17th level, when you hit with an unarmed strike you
can use your bonus action and expend 6 ki to drain life
from the target for the next minute. The target must
make a Dexterity saving throw. On a successful save,
the target takes 2d8 necrotic damage, and the ability
ends. On a failed save, the target takes 4d8 necrotic
damage, and until the ability ends, you can use your

action on each of your turns to automatically deal 4d8
necrotic damage to the target. The ability ends if you
use your action to do anything else, if the target is ever
more than 60 feet away, or if the target has total cover
from you.

Whenever the ability deals damage to a target, you
regain hit points equal to half the amount of necrotic
damage the target takes.

ESSENCE OF THE HUMMINGBIRD (11TH LEVEL)

At 11th level, you spend 4 ki to cast haste without need
for material components.

EYES OF THE DRAGON

You attune your eyesight to detect the presence of
magic. As a bonus action, you can spend 2 ki points to
cast Detect Magic.

EYES oF THE MIND (7TH LEVEL)

At 7th level, you can penetrate the minds of others to
know their thoughts. You can spend 3 ki points to cast
detect thoughts without the need for a material
component.

EYESs oF THE NIGHT

You alter the compositions of your eyesight to see in
darkness. You gain 60 feet of darkvision. You can see in
dim light as if it were bright light, and in darkness as if it
were dim light. You can’t discern color in darkness, only
shades of gray.

EvEs oF THE UNSEEN (7TH LEVEL)

At 7th level, you attune your eyesight to see the unseen
world. You can spend 3 ki points to cast see invisibility.

FEIGN DEATH

As an action, you can expend 3 or more ki to enter a
death-like state that resembles death for up to an hour,
plus an additional hour for each ki you expend beyond
the initial 3. You appear dead to all outward inspection
and to spells used to determine your status. You are
blinded and incapacitated, and your speed drops to O.
You can exit this state at any time you desire simply by
willing it.

While in this state, you have resistance to all damage
except psychic damage. If you are diseased or poisoned
when you enter this state, or becomes diseased or
poisoned while under this effect, the disease and poison
have no effect until you awaken. (11th Level Required)



FricHTFUL KATA

You spend 2 or more ki and as an action assume a
fearsome pose, awakening a sense of mortality in one
creature, plus one creature per ki point past 2 (up to
your proficiency bonus) that you can see within 60 feet.
A construct or an undead is immune to this effect. Each
target must succeed on a Wisdom save. On a failure, the
target becomes frightened for 1 minute. The target can
repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success.

FLICKERING FATE (11TH LEVEL)

At 11th level, as an action you spend 4 ki and begin to
flicker between the Material Plane and the Ethereal
Plane. This is has several effects:

¢ You can move through solid objects 5 foot thick or
less, as long as it is not coated in lead or gorgon’s
blood or otherwise magically treated or warded
against passage, as if it were difficult terrain.

¢ Attacks against you have disadvantage, unless the
opponent can see invisible creatures.

¢ As areaction when you are targeted by an attack,
you can gain damage resistance to all damage except
force and radiant damage against the attack.

¢ You can see and attack, and be seen and attacked by,
creatures on the ethereal plane - such as
noncorporeal creatures like ghosts, wraiths and
banshees.

This ability lasts for 1 minute or you can dismiss the
ability as an action. Maintaining this ability consumes
your concentration.

FLURRY OF BLOWS

Immediately after you take the Attack action on your
turn, you can spend 1 ki point to make an unarmed
strike as a free action.

FOCUSED STRIKE

You can spend 1 ki point to add 1d4 to your next attack
roll. This increases to 1d6 at 6th level, 1d8 at 11th level
and 1d10 at 15th level.

ForM OF THE WILD (13TH LEVEL)

At 13th level, you can spend 6 ki to cast polymorph on
yourself without need of material components.

FRIEND OF THE BEAST

As an action, you can befriend or calm an animal. As an
action, you expend 1 ki point and choose a single beast
within 30 feet that you can see whose Intelligence is 4
or less. The beast must succeed a Wisdom save or it is
charmed by you for 24 hours. If you or one of your
companions harm the creature, the effect instantly ends.
You can only keep a number of creatures equal to your
proficiency modifier charmed at one time. If you
successfully charm a number of creature that exceeds

this number, the effect ends on one creature of your
choice that you previously charmed.

G1FT OF LIFE (WAY OF MERCY, 11TH LEVEL)

At 11th level, you can touch an individual to sacrifice
some of your health to mend another creatures injuries.
As an action, you spend 3 or more ki points and take
1d8 necrotic damage per ki point spent that can’t be
reduced in any way. The creature that you touch regains
a number of hit points equal to twice the necrotic
damage you take.

GENTLE KNOCK (7TH LEVEL)

At 7th level, as an action, you can spend 3 ki and lightly
rap a door, box, chest, set of manacles, padlock or
another object that contains a mundane or magical
means that prevents access. A target that is held shut by
a mundane lock or that is stuck or barred becomes
unlocked, unstuck, or unbarred. If the object has
multiple locks, only one of them is unlocked. If the
target is held shut with arcane lock, that spell is
suppressed for 10 minutes, during which time the target
can be opened and shut normally.

GRAPPLING BLOW

You can spend 1 ki point when you hit with an unarmed
attack to start a grapple.

GOLDEN AURA

You can spend 2 ki points to cast sanctuary on yourself.
Maintaining this ability consumes your concentration.

INTELLECT FORTRESS (11TH LEVEL)

At 11th level, as an action, you spend 4 ki and gain
resistance to psychic damage, as well as advantage on
Intelligence, Wisdom and Charisma saving throws. This
ability lasts for an hour and consumes your
concentration.

INTROVERTED EYE (7TH LEVEL)

At 7th level, you can use your action to spend 3 or more
ki points to become invisible for 10 minutes. You can
expend additional ki points beyond the intial 3 to extend
the duration by an additional 10 minutes - up to a total
ki equal to your proficiency modifier. If you attack or use
an ability that costs ki points, the invisiblity is broken.
Maintaining this ability consumes your concentration.

At 19th level, you can use your action to spend 6 ki
points to gain an improved invisiblity for 1 minute that
does not end if you attack or use other ki abilities.

INVISIBLE MIND (15TH LEVEL)

At 15th level, you can spend 4 ki points to become
untargetable by any divination magic and prevent being
percieved through magical scrying sensors. This
protection lasts for 8 hours and consumes your
concentration.



IMPROVED SPEED

Your Unarmored Speed speed bonus increases by 5 feet
times your proficiency modifier while you are not
wearing armor or wielding a shield.

At 13th level, you gain the ability to move along
vertical surfaces and across liquids on your turn without
falling during your move.

LEAP oF THE CLOUDS

You can spend 1 ki point to triple your jump distance
until the end of your turn.

LETHARGIC BLOW (9TH LEVEL)

At 9th level, when you hit a target, you can use your
bonus action to expend 3 ki to force the target to make a
Wisdom save. On a failure, for then next minute the
target’s speed is halved, it takes a —2 penalty to AC and
Dexterity saving throws, and it can’t use reactions. On
its turn, it can use either an action or a bonus action, not
both. Regardless of the creature’s abilities or magic
items, it can’t make more than one melee or ranged
attack during its turn.

If the creature attempts to cast a spell with a casting
time of 1 action, roll a d20. On an 11 or higher, the spell
doesn’t take effect until the creature’s next turn, and the
creature must use its action on that turn to complete the
spell. If it can’t, the spell is wasted.

A creature affected by this ability makes another
Wisdom saving throw at the end of each of its turns. On
a successful save, the effect ends for it.

LEVITATE (7TH LEVEL)

At 7th level, you can spend 2 ki points to cast levitate on
yourself, without the need for material components.

KuArRMIC HAND (17TH LEVEL)

At 17th level, you can use your action and spend 7 ki to
cast Bigby’s Hand as a 5th level spell with no need for
material components.

LIFE SENSE

You can focus your senses to detect the presence of
nearby living creatures. As an action, you expend 1 ki
points and can sense the presence and general direction
of living creatures within 60 feet that is not behind total
cover. You can sense the type (beast, humanoid,
celestial, fiend), but not its identity. This awareness lasts
for 1 minute. Maintaining this ability consumes your
concentration.

At 19th level, if you instead spend 5 ki points, you can
locate a creature (living, dead or otherwise) known to
you within 1,000 feet of you for up to one hour.

LiMITLESS SOUL (17TH LEVEL)

You can spend 7 ki points to cast the astral projection
spell, without needing material components. When you
do so, you can’t take any other creatures with you.

LIGHTNING REFLEXES (7TH LEVEL)

As a bonus action, you can spend 3 ki to take a number
of reactions equal to your proficiency modifier for this
turn.

MARTIAL SKILL

You gain a special bonus when you perform certain
actions. As a free action, up to once per turn, you can
expend one ki to gain one martial dice, which are d6s. A
martial die can be expended when you use a bonus
action to perform a Combat Option (see Advanced
Combat Options) or make a Strength, Dexterity or
Constitution based skill check. You add the roll of the
d6 to your d20 roll or the DC of the action’s saving
throw.

At 5th level, you can use a martial die as a reaction to
add to a saving throw or to your AC when targeted by an
attack. You can choose to add the martial die after the
save or attack is rolled, but before it is resolved.

This die increases at 7th level (1d8) and 14th level
(1d10).

MENTAL RESISTANCE

As a reaction, you can expend 1 ki point to add 1d4 to a
saving throw. This increases to 1d6 at 6th level, 1d8 at
11th level and 1d10 at 16th level.

MiIND OVER MATTER (17TH LEVEL)
At 17th level, you can spend 7 ki to cast telekinesis.

MYSTICAL INSIGHT (7TH LEVEL)

At 7th level, you can spend 1 ki point to automatically
succeed one Arcana, History, Nature, Religion, Insight
or Survival skill check for knowledge whose DC is 20 or
less.

At 15th level, you can succeed against one of the
above checks whose DC is 30 or less.

PAss WITHOUT TRACE (7TH LEVEL)

At 7th level, you can spend 3 ki points to cast pass
without trace.

PATIENT DEFENSE

You can spend 1 ki point to take the Dodge action as a
bonus action on your turn or as a reaction when
targeted by an attack.

Purity oF Bopy (5TH LEVEL)

At 5th level, as a reaction, you can spend 1 ki point to
gain resistance to disease or poison until the end of your
next turn.

At 11th level, you instead gain immunity to disease or
poison for 1 hour by spending 1 ki point as a reaction.
Further, if you currently are afflicted by the diseased or
poisoned condition, spending 1 ki point ends the
condition.



PROTECTED SOUL

As an action, you can spend 1 ki point to cast protection
from evil and good on yourself without need for material
components.

PUSHING STRIKE

You can spend 1 ki point when you hit with an unarmed
attack to push the target 15 feet away from you.

OFFENSIVE STANCE

At the start of your turn, you can choose this stance.
While active, you gain advantage when rolling damage
with your unarmed attacks. You can only have one
active stance at a time.

RADIANT EMPOWERMENT (17TH LEVEL)

At 17th level, you can spend 7 ki to cast holy weapon on
your martial arts weapons or unarmed attacks. You do
not need material components when you cast this spell.

REBUKE THE UNNATURAL (17TH LEVEL)

At 17th level, You can spend 7 ki to cast dispel evil and
good without the need for material components.

SHOCKING STRIKE

When you hit a target with your unarmed attack, you
can spend 1 ki to change the damage type to Lightning,
and the target must make a Dexterity save. On a failure,
it can’t take reactions until the start of its next turn.

SKILL OF THE SEVENTH ARTISAN (7TH LEVEL)

At 7th level, you can select two known skills and/or
tools. You gain expertise in a subskill within the
selected skills or tools, allowing you to add twice your
proficiency modifier, instead of your proficiency
modifier, to the total.

Furthermore, at 17th level any roll of less than 10 on
the d20 roll for the skill or tool use is treated as a roll of
10.

SLow FALL

You can use your reaction when you fall to reduce any
falling damage you take by an amount equal to five
times your monk level.

SPEAK WITH DEAD (9TH LEVEL)

At 9th level, you spend 3 ki to cast speak with dead
without the need for material components.

STEP OF THE WIND

You can spend 1 ki to take the Dash or Disengage
action as a bonus action.

STILLNESS OF MIND

As a bonus action, you can spend 1 ki to remove one
condition affecting you. The condition can be blinded,
deafened, paralyzed, or poisoned.

STUNNING BLOW (5TH LEVEL)

At 5th level, you can interfere with the flow of ki in an
opponent’s body. When you hit a humanoid with a
melee weapon attack, you use your bonus action and
spend 2 ki point to perform a stunning strike. The target
must succeed on a Constitution saving throw or be
stunned for 1 minute. The target can repeat the saving
throw at the end of each of its turns to end the
condition.

At 17th level, you can spend 6 ki when hitting any
opponent to perform the stunning strike.

SUDDEN BLrock

As a reaction when you are targeted by an attack, you
can spend 2 ki point as a reaction to gain a +5 bonus to
AC against a single attack.

TELEPATHIC BOND (17TH LEVEL)

At 17th level, You can spend 6 ki to cast Rary’s
telepathic bond.

THOUSAND FACES

As an action, you can expend 2 ki point to alter your
physical appearance as you wish. You can appear up to
1 foot taller or shorter and can appear fat, thin or in
between. You can change the color and texture of your
skin, skin and eyes and change gender as you choose.
This alteration lasts for one hour. Maintaining this
ability consumes your concentration.

At 7th level, you can spend 3 ki points to cast alter
self on yourself.

TONGUE OF THE EARTH AND GRASS

You learn to touch the ki of beasts so that you can
understand each other. As an action, you expend 1 ki to
gain the ability to comprehend and verbally
communicate with beasts for 10 minutes. The
knowledge and awareness of many beasts is limited by
their intelligence, but at minimum, beasts can give you
information about nearby locations and monsters,
including whatever they can perceive or have perceived
within the past day. You might be able to persuade a
beast to perform a small favor for you, at the DM’s
discretion.



TONGUE OF THE SUN AND MOON

You learn to touch the ki of other minds so that you
understand all spoken languages. As an action, you can
expend 1 ki to read or understand a language of your
choice that you normally do not know. This effect lasts
for 1 hour. You can use this ability multiple times,
maintaining a number of additional languages at one
time equal to your proficiency modifier.

At 9th level, you can expend 4 ki to read, write, speak
or understand any language you read or hear, for 1
hour.

ToucH OF LI1FE

With a touch, you reclaim the life essense of a dying
creature. You can expend 1 ki point to use Spare the
Dying.

ToucH oF Purity

With a touch, you remove impurities from food or drink.

You can expend 2 ki points to use Purify Food and
Drink.

TRIPPING STRIKE

When you hit with an unarmed attack, you can spend 1
ki to force the opponent to make a Dexterity save. On a
failure, the target is knocked prone for one minute. At
the end of its turn, the target can make subsequent
Dexterity saves to end the condition.

TRUE BLow

You gain supernatural insight into the weaknesses of
your foe’s defenses. As a bonus action, you can expend
1 ki to gain advantage on your next attack.

UNBOUND

As an action you can expend 1 ki to overcome obstacles

to your movement until your next turn. Your movement %

is unaffected by difficult terrain, and you can ignore
mundane effects that affect your speed.
At 9th level, you can spend 2 ki to automatically

escape from nonmagical restraints, such as manacles, a

creature that has grappled you, effects that restrain you
or end a paralysis effect. Likewise, spending 1 ki while
being underwater imposes no penalties on your
movement or attacks until the end of your turn.

VAMPIRIC BLOW (9TH LEVEL)

At 9th level, when you hit an opponent with an unarmed

attack, you use your bonus action and can spend 3 or
more ki, up to a total ki equal to your proficiency bonus.
The target takes 1d6 necrotic damage per ki point, and
you regain hit points equal to half the amount of
necrotic damage dealt.

WARD AGAINST DEATH (15TH LEVEL)

At 15th level, as a reaction when you would drop to O hit

points as a result of taking damage or would be killed
instantly without being dealt damage by an effect, you
spend 5 ki and instead drop to 1 hit point or negate the

death effect. Once you use this ability, you cannot use it
again until you take a short or long rest.

WARDING BOND (7TH LEVEL)

At 7th level, as an action you can spend 2 ki points to
create a mystical ward on a creature you touch. While
the target is within 60 feet of you, it gains a +1 bonus to
AC and saving throws, and has resistance to all damage.
However, each time it takes damage - after accounting
for resistance, you take the same amount of damage.

The ability ends if you drop to 0 hit points, you and
the target become seperated by more than 60 feet or an
hour passes. You can also dismiss the ability as an
action.

WARRIOR MONK

You gain 2 additional hit points for each monk level you
pPOSSESS.

WRATHFUL SMITE

You can spend 2 ki points to cast wrathful smite, using
your unarmed attacks or monk weapons.

e




WAY OF THE FOUR ELEMENTS

You follow a monastic tradition that teaches you to
harness the elements. When you focus your ki, you can
align yourself with the forces of creation and bend the
four elements to your will, using them as an extension
of your body. Some members of this tradition dedicate
themselves to a single element, but others weave the
elements together.

Many monks of this tradition tattoo their bodies with
representations of their ki powers, commonly imagined
as coiling dragons, but also as phoenixes, fish, plants,
mountains, and cresting waves.

DiscIPLE OF THE ELEMENTS

When you choose this tradition at 3rd level, you learn
magical disciplines that harness the power of the four
elements. A discipline requires you to spend ki points
each time you use it.

You know the Elemental Attunement discipline and
one other elemental discipline of your choice, which are
detailed in the “Elemental Disciplines” section below.
You learn one additional elemental discipline of your
choice at 6th, 11th, and 17th level.

Whenever you learn a new elemental discipline or ki
power, you can also replace one elemental discipline
that you already know with a different discipline.

CASTING ELEMENTAL SPELLS

Some elemental disciplines allow you to cast spells. See
the Spellcasting section for the general rules of
spellcasting. To cast one of these spells, you use its
casting time and other rules, but you don’t need to
provide material components for it.

Once you reach 5th level in this class, you can spend
additional ki points to increase the level of an elemental
discipline spell that you cast, provided that the spell has
an enhanced effect at a higher level, as burning hands
does. The spell’s level increases by 1 for each additional
ki point you spend. For example, if you are a 5th-level
monk and use Sweeping Cinder Strike to cast burning
hands, you can spend 3 ki points to cast it as a 2nd-level
spell (the discipline’s base cost of 2 ki points plus 1).

The maximum number of ki points you can spend to
cast a spell in this way (including its base ki point cost
and any additional ki points you spend to increase its
level) is determined by your monk level, as shown in the
Spells and Ki Points table.

SPELLS AND KiI POINTS

Monk Levels Maximum Ki Points for a Spell

3rd-4th 2
5th—8th 3
9th-12th 4
13th-16th 5
17th—20th 6

ELEMENTAL DISCIPLINES

The elemental disciplines are presented in alphabetical
order. If a discipline requires a level, you must be that
level in this class to learn the discipline.

ABJURE STEEL (7TH LEVEL)

At 7th level, you can spend 3 ki points to cast heat
metal.

BiND TO EARTH (7TH LEVEL)

At 7th level, you can spend 3 ki points to cast earthbind
(Elemental Evil Player’s Companion)

BREATH OF THE DRAGON (7TH LEVEL)

At 7th level, you can spend 3 ki points to cast dragon’s
breath. (Xanather’s)

BREATH OF WINTER (17TH LEVEL)

At 17th level, you can spend 6 ki points to cast cone of
cold.

CLENCH OF THE NORTH WIND (7TH LEVEL)

At 7th level, you can spend 3 ki points to cast hold
person.

ENvious FLAMES

When you hit with an unarmed attack or a monk
weapon, you deal damage to the target and green flames
leap to a target adjacent to the target you struck. The
second creature takes fire damage equal to your
Wisdom modifier.

ELEMENTAL ATTUNEMENT

You can use your action to briefly control elemental
forces within 30 feet of you, causing one of the following
effects of your choice:

¢ Create a harmless, instantaneous sensory effect
related to air, earth, fire, or water, such as a shower
of sparks, a puff of wind, a spray of light mist, or a
gentle rumbling of stone.

¢ Instantaneously light or snuff out a candle, a torch,
or a small campfire.

e Chill or warm up to 1 pound of nonliving material for
up to 1 hour.

e (Cause earth, fire, water, or mist that can fit within a
1-foot cube to shape itself into a crude form you
designate for 1 minute.



ELEMENTAL REDIRECTION

As a reaction, you can expend 1 ki point to gain
resistance to acid, cold, fire, lightning or thunder
damage until the start of your next turn. The next time
you hit with an attack you are resistant to you can then
spend 1 or more ki points to deal 1d6 damage of the
type that triggered this ability. For each additional ki
point you spend on this power past 2, you deal an
additional 1d6 elemental damage, up to a total cost
equal to your proficiency modifier.

ELEMENTAL WAVE

Select an element (acid, cold, fire, lighting or thunder)
when you take this ability. As a bonus action, you can
spend 1 or more ki points to transform your next
unarmed attack into a ranged weapon attack that deals
1d8 damage of the elemental type you selected per ki
point expended. You cannot spend more ki on this
attack than twice your Proficiency Bonus.

ELEMENTAL WEAPON (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast
elemental weapon, using your unarmed attacks or monk
weapons.

ETERNAL MOUNTAIN DEFENSE (17TH LEVEL)

At 17th level, you can spend 5 ki points to cast
stoneskin, targeting yourself.

FANGS OF THE FIRE SNAKE

When you use the Attack action on your turn, you can
spend 1 ki point to cause tendrils of flame to stretch out
from your fists and feet. Your reach with your unarmed
strikes increases by 10 feet for that action, as well as the
rest of the turn. A hit with such an attack deals fire
damage instead of bludgeoning damage, and if you
spend 1 ki point when the attack hits, it also deals an
extra 1d10 fire damage.

FIRE STRIDE (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast
Ashardalon’s stride. (Fizban’s Treasury of Dragons)

F1sT oF FOUR THUNDERS

You can spend 2 ki points to cast thunderwave.

Fi1sT OF UNBROKEN AIR

You can create a blast of compressed air that strikes
like a mighty fist. As an action, you can spend 2 ki points
and choose a creature within 30 feet of you. That
creature must make a Strength saving throw. On a
failed save, the creature takes 3d10 bludgeoning
damage, plus an extra 1d10 bludgeoning damage for
each additional ki point you spend, and you can push
the creature up to 20 feet away from you and knock it
prone. On a successful save, the creature takes half as
much damage, and you don’t push it or knock it prone.




FLAMES OF THE PHOENIX (11TH LEVEL)
At 11th level, you can spend 4 ki points to cast fireball.

Fury oF FLAME (17TH LEVEL)

At 17th level, you gather sparks of heat into flame and
and a whirling shield of fire. You can expend 5 ki to cast
Fire Shield as a warm shield only.

GONG OF THE SUMMIT (7TH LEVEL)
At 7th level, you can spend 3 ki points to cast shatter.

IMMOLATING BLOW (17TH LEVEL)

At 17th level, when you hit with an unarmed attack, you
can use your bonus action and expend 6 ki points to set
the target on fire. The target must make a Dexterity
saving throw. It takes 8d6 fire damage on a failed save,
or half as much damage on a successful one. On a failed
save, the target also burns for 1 minute. The burning
target sheds bright light in a 30-foot radius and dim
light for an additional 30 feet. At the end of each of its
turns, the target repeats the saving throw. It takes 4d6
fire damage on a failed save, and the ability ends on a
successful one. These magical flames can’t be
extinguished by nonmagical means.

If damage from this spell Kills a target, the target is
turned to ash.

Ki1ss oF THE ELEMENTS (11TH LEVEL)

At 11th level, as an action you can spend 4 ki to gain
resistance to one damage type of your choice: acid, cold,
fire, lightning or thunder. The resistance last for 1 hour.
LicHTNING LASH (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast lighting
bolt.

MAELSTROM (17TH LEVEL)

At 17th level, you can spend 6 ki points to cast
maelstrom. (Elemental Evil Player’s Companion)
MASTER OF STONE (15TH LEVEL)

At 15th level, you can spend 5 ki points to cast stone
shape.

MI1ST STANCE (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast gaseous
form, targeting yourself.

RiDE THE WIND (11TH LEVEL)

You can spend 4 ki points to cast fly, targeting yourself.



RivErR oF HUNGRY FLAME (17TH LEVEL)

At 17th level, you can spend 5 ki points to cast wall of
fire.

RUSH OF THE GALE SPIRITS

You can spend 2 ki points to cast gust of wind.

SHAPE THE FLOWING RIVER

As an action, you can spend 1 ki point to choose an area
of ice or water no larger than 30 feet on a side within
120 feet of you. You can change water to ice within the
area and vice versa, and you can reshape ice in the area
in any manner you choose. You can raise or lower the
ice’s elevation, create or fill in a trench, erect or flatten a
wall, or form a pillar. The extent of any such changes
can’t exceed half the area’s largest dimension. For
example, if you affect a 30-foot square, you can create a
pillar up to 15 feet high, raise or lower the square’s
elevation by up to 15 feet, dig a trench up to 15 feet
deep, and so on. You can’t shape the ice to trap or
damage a creature in the area.

SWEEPING CINDER STRIKE

You can spend 2 ki points to cast burning hands.

‘WATER WHIP

You can spend 2 ki points as an action to create a whip
of water that shoves and pulls a creature to unbalance
it. A creature that you can see that is within 30 feet of
you must make a Dexterity saving throw. On a failed
save, the creature takes 3d10 bludgeoning damage, plus
an extra 1d10 bludgeoning damage for each additional
ki point you spend, and you can either knock it prone or
pull it up to 25 feet closer to you. On a successful save,
the creature takes half as much damage, and you don’t
pull it or knock it prone.

WAVE OF ROLLING EARTH (17TH LEVEL)

At 17th level, you can spend 6 ki points to cast wall of
stone.

ONE WITH STONE (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast meld into
stone.

ONE WiTH WATER (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast water
breathing.

RipE THE WIND (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast fly,
targeting yourself.

RIPPLES ON THE LAKE (11TH LEVEL)

At 11th level, your balance is so focused you can walk
on water. As an action, you can expend 4 ki to use water
walk on yourself.

Risine WIND BLow

When you hit with an unarmed attack, you can use your
bonus action and spend 1 ki to push the opponent 5 feet
times your proficiency modifier in a direction of your
choice. The target also makes a Strength save. On a
failure, the target is knocked prone.

River oF HUNGRY FLAME (17TH LEVEL)

At 17th level, you can spend 5 ki points to cast wall of
fire.

RusH oF THE GALE SPIRITS

You can spend 2 ki points to cast gust of wind.

SEARING FiIsT

You can spend 2 ki points to cast searing smite, using
your unarmed attacks or monk weapons.

SHAPE THE FLOWING RIVER

As an action, you can spend 1 ki point to choose an area
of ice or water no larger than 30 feet on a side within
120 feet of you. You can change water to ice within the
area and vice versa, and you can reshape ice in the area
in any manner you choose. You can raise or lower the
ice’s elevation, create or fill in a trench, erect or flatten a
wall, or form a pillar. The extent of any such changes
can’t exceed half the area’s largest dimension. For
example, if you affect a 30-foot square, you can create a
pillar up to 15 feet high, raise or lower the square’s
elevation by up to 15 feet, dig a trench up to 15 feet
deep, and so on. You can’t shape the ice to trap or
damage a creature in the area.

SHATTERING BLOow

When you hit an opponent or object with an unarmed
attack, you can spend 2 or more ki points to unleash
disruptive sound waves from the blow. All objects and
creatures in a 10-foot-radius sphere centered on the
target must make a Constitution save. On a failed save,
the target takes 2d8 thunder damage and half on a
successful save. A creature made of inorganic material
such as stone, crystal, or metal has disadvantage on this
saving throw. For each additional ki point past 2 you
expend, you deal an additional 1d8 thunder damage, up
to a total cost equal to your proficiency modifier. (6th
Level Required)



SHIMMER OF THE SUN (7TH LEVEL)

At 7th level, as an action you can spend 2 ki to cause
your body to become blurred - shifting and wavering to
all who see you. For 1 minute, any creature has
disadvantage on attack rolls against you. An attacker is
immune to this effect if it doesn’t rely on sight, such as
with blindsight, or can see through illusions, as with
truesight.

STEEL WIND BLow (17TH LEVEL)

At 17th level, you can use your action and spend 6 ki to
empower your unarmed attack or monk weapon with a
windborne strike. Choose up to five creatures you can
see within range. Make a weapon attack against each
target. On a hit, a target takes 6d10 force damage.

You can then teleport to an unoccupied space you can
see within 5 feet of one of the targets you hit or missed.

STEP OF THE AGES (15TH LEVEL)
At 15th level, You can spend 6 ki to cast dimension
door.

STEP OF THE FOUR WINDS (17TH LEVEL)

At 17th level, You can spend 6 ki to gain the mystic
ability to instantly transport from one place to another
with a mere thought for 1 minute. As a bonus action,
you can teleport up to 60 feet to an unoccupied space
you can see. Maintaining this ability consumes your
concentration.

STEP OF M1ST (7TH LEVEL)
At 7th level, you can spend 3 ki to cast misty step.

STEP OF THUNDER (11TH LEVEL)
At 11th level, You can spend 4 ki to cast thunder step.

STONE SHAPE (15TH LEVEL)
At 15th level, you can spend 5 ki to cast stone shape.

STORM OF THE NORTH WIND (15TH LEVEL)

At 15th, you can spend 5 ki to cast storm sphere.
(Elemental Evil Player’s Companion; 15th Level
Required)

STRIKE THE STONE
You can spend 2 ki points to cast earth tremor.

SWEEPING CINDER STRIKE

You can spend 2 ki points to cast burning hands.

THOUSAND BoLTS STRIKE (19TH LEVEL)

At 19th level, as an action, you can spend 7 ki points
and choose a target within 150 feet. Then choose three
additional targets within 30 feet of the first target. A
target can be a creature or an object and can be targeted
by only one of the attacks.

A target must make a Dexterity saving throw. The
target takes 10d8 lightning damage on a failed save, or
half as much damage on a successful one. Afterwards,
choose an unoccupied space within your movement rate

from one of the targets you attacked and teleport to that
space.

THUNDEROUS STRIKE

When you hit with an unarmed attack, your can expend
1 ki and choose to deal thunder damage instead of
normal damage. When you do this, all enemies adjacent
to the target take thunder damage equal to your
proficiency bonus. You can also expend 1 ki to deal 1d6
additional thunder damage to the primary target you hit.

TONGUE OF FIRE (7TH LEVEL)

At 7th level, you draw into being a weapon of fire. As a
bonus action, you can expend 3 ki to cast Flame Blade.
The created weapon is treated as a monk weapon and

you are proficient with it.

ToucH OF EVERLASTING STONE (19TH LEVEL)

At 19th level, when you hit an opponent with a melee
unarmed attack, you use your bonus action and 6 ki to
draw out the ki of your opponent, transforming them to
stone. If the target’s body is made of flesh, the creature
must make a Constitution saving throw. On a failed
save, it is restrained as its flesh begins to harden. On a
successful save, the creature isn’t affected. Maintaining
this ability consumes your concentration.

A creature restrained by this ability must make
another Constitution saving throw at the end of each of
its turns. If it successfully saves against this ability three
times, the ability ends. If it fails its saves three times, it
is turned to stone and subjected to the petrified
condition for the duration. The successes and failures
don’t need to be consecutive; keep track of both until the
target collects three of a kind.

If the creature is physically broken while petrified, it
suffers from similar deformities if it reverts to its
original state.

If you maintain your concentration on this ability for 1
minute, the creature is turned to stone until the effect is
removed.

TRANSMUTE Rock (17TH LEVEL)

At 17th level, you can spend 6 ki points to cast
transmute rock.

WALL OF A THOUSAND BLows (11TH LEVEL)

At 11th level, you can spend 4 ki points to cast wind
wall.



‘WATER WHIP

You can spend 2 ki points as an action to create a whip
of water that shoves and pulls a creature to unbalance
it. A creature that you can see that is within 30 feet of
you must make a Dexterity saving throw. On a failed
save, the creature takes 3d10 bludgeoning damage, plus
an extra 1d10 bludgeoning damage for each additional
ki point you spend, and you can either knock it prone or
pull it up to 25 feet closer to you. On a successful save,
the creature takes half as much damage, and you don’t
pull it or knock it prone.

WAVE OF ROLLING EARTH (17TH LEVEL)

At 17th level, you can spend 6 ki points to cast wall of
stone.

WHIRLWIND OF BLOWS (7TH LEVEL)

At 7th level, as an action, you expend 2 ki points and
choose an unobstructed target within 30 feet of you,
who is no closer than 15 feet away. In a burst of sudden
speed you move adjacent to the foe and begin whipping
about the opponent, buffeting them with winds or blows
created by circling them rapidly, like a tornado. You
make an attack as if using Flurry of Blows. If a blow
hits, the target must make a Constitution saving throw.
On a failure, the target is knocked prone and stunned
until the end of your next turn. Regardless of the
number of hits, the target only makes one save.

WRATH OF THE EAST WIND (7TH LEVEL)

At 7th level, you can spend 3 ki points to cast warding
wind. (Elemental Evil Player’s Companion)



WAY OF THE GOLDEN PATH

Those of the Golden Path seek an introspective
enlightenment through understanding of the divine (or
infernal). Drawing on a well of internal understanding,
the monk of the golden path taps into divine power as
they come to understand the mystical power of the
universe around them.

BoNUS PROFICIENCY

At 3rd level, you gain proficiency in the Divine
Spellcasting skill.

SPELLCASTING

When you reach 3rd level, you augment your martial
prowess with the ability to cast spells. See chapter 10
for the general rules of spellcasting and chapter 11 for
the sorceror spell list.

Cantrips. You learn two cantrips of your choice from
the sorceror spell list. You learn an additional sorcerer
cantrip of your choice at 10th level.

Spell Slots. The Golden Path Spellcasting table
shows how many spell slots you have to cast your spells
of 1st level and higher. To cast one of these spells, you
must expend a slot of the spell’s level or higher. You
regain all expended spell slots when you finish a long
rest.

For example, if you know the 1st-level spell shield and
have a 1st-level and a 2nd-level spell slot available, you
can cast shield using either slot.

Spells Known of 1st-Level and Higher. You know
three 1st-level sorcerer or cleric spells of your choice,
two of which you must choose from the abjuration and
evocation spells on either spell list.

The Spells Known column of the Golden Path
Spellcasting table shows when you learn more sorcerer
or cleric spells of 1st level or higher. Each of these
spells must be an abjuration, enchantment, evocation or
transmutation spell of your choice, and must be of a
level for which you have spell slots. For instance, when
you reach 5th level in this class, you can learn one new
spell of 1st or 2nd level.

The spells you learn at 7th, 11th and 17th level can
come from any school of magic, but must come from the
sorceror or cleric list.

Whenever you gain a level in this class, you can
replace one of the spells you know with another spell of
your choice from the sorcerer or cleric spell list. The
new spell must be of a level for which you have spell
slots, and it must be an abjuration, enchantment,
evocation or transmutation spell, unless you’re
replacing the spell you gained at 7th, 11th or 17th level.

Spellcasting Ability. You use the Divine Spellcasting
skill to determine your spell save DCs and spell attack
modifier.

Spell save DC = 8 + your Divine Spellcasting skill

Spell attack modifier = your Divine Spellcasting skill

MARTIAL MAGIC

At 3rd level, you can expend your Ki points to cast a
spell you know instead of using a spell slot. You must
expend a number of Ki points equal to twice the spell
level to cast the spell.

WAR MAGIC

Beginning at 6th level, when you use the attack action,
you can use your bonus action to replace one of your
attacks with a cantrip.

ENLIGHTENED STRIKE

At 11th level, you learn how to make your weapon
strikes undercut a creature’s resistance to your spells.

When you hit a creature with a unarmed weapon
attack or monk weapon, that creature has disadvantage
on the next saving throw it makes against a spell you
cast or monk ability you use before the end of your next
turn.

ARCANE CHARGE

At 17th level, instead of moving, you gain the ability to
teleport to an unoccupied space you can see at the cost
of 1 or more ki points. You can teleport up to 30 feet for
each ki point you expend, up to an number of ki equal to
half your monk level.

When you arrive at your destination, opponents
within 5 feet of you must make a Dexterity save. On a
failure, they suffer 1d8 force damage for each ki point
you expended, and half damage on a successful save.

Monk Level Cantrips Known Spells Known 1st 2nd 3rd 4th 5th
3rd-4th 2 1
5th-6th
7th-8th
9th-10th

11th-14th
15th-16th
17th-18th
19th-20th
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WAY OF THE GURU

Monks of the Way of the Guru seek to understand
themselves and the universe in an intimate manner.
They are wandering philosophers and mystics with an
uncanny understanding of the way of the world around
them.

EXPANDED KNOWLEDGE

When you take this tradition at 3rd level, you gain
proficiency in two sKkills, tools or languages of your
choice.

At 6th level and again at 11th and 17th level, you can
choose another skill, tool or language of your choice to
gain proficiency in. You can instead choose one Int or
Wis based skill you have proficiency in and gain
expertise in the skill, granting you twice your proficiency
bonus for any ability check you make that uses the
chosen proficiency.

FOREKNOWLEDGE

At 6th level, when an opponent targets you with an
attack, you can use your reaction to cause the attacker
to strike with disadvantage or you grant yourself
advantage to the next single attack you make against the
attacker. If you choose to gain advantage, you cannot
use this ability again until you make an attack.

COMMUNE

At 11th level, you can expend 3 ki points to use the spell
Commune without the need of material components.
ASTRAL SELF

At 17th level, you can expend 5 ki points to use the spell
Astral Projection without need of material components,
targeting only you. Once you use this ability you cannot
use it again until you take a long rest.

GuRruU K1 ABILITIES

When you gain a level where you gain a Ki power, you
may choose one of the abilities listed below, if you meet
the level requirements.

CEREMONY (5TH LEVEL)

At 5th level, you can spend 2 Ki to cast the ceremony
spell without need of a material component.

D1vINE GUIDANCE (3RD LEVEL)

At 3rd level, you can spend a ki to cast the guidance
cantrip on yourself.

Di1VINE RESISTANCE (3RD LEVEL)

At 3rd level, you can spend 1 ki to cast resistance on
yourself without need for a material component.

D1VINE REVELATION (15TH LEVEL)

At 15th level, you can spend 5 ki to cast divination
without need for a material component.

DIVINELY INSPIRED (11TH LEVEL)
At 11th level, you can spend 4 ki to cast beacon of hope.

ETERNAL BOND (7TH LEVEL)

At 7th level, you can spend 3 ki to cast warding bond
without need for a material component.

LEGEND LORE (17TH LEVEL)

You can spend 7 ki to cast legend lore without the need
for material components. Once you use this ability, you
cannot use it again until you take a short or long rest.

Lucip DrEaM (17TH LEVEL)

At 17th level, you can spend 6 ki to cast dream without
need for material components.

HEeAaLING HANDS (7TH LEVEL)

At 7th level, you can spend 3 ki to cast lesser
restoration.

INNER PEACE (7TH LEVEL)

At 7th level, you can spend 3 ki to cast calm emotions
without need for material components.

INVISIBLE SOUL (11TH LEVEL)

At 11th level, you can spend 4 ki to cast nondetection on
yourself without need for material components.

IRON SKIN (3RD LEVEL)

At 3rd level, you can spend 1 ki to cast blade ward as a
reaction.

OBJECT READING (5TH LEVEL)

At 5th level, you can spend 2 ki to cast identify without
need for material components.

OTHERSIGHT (10TH LEVEL)

At 10th level, you can spend 4 ki to cast the clairvoyance
spell without the need for material components.



MENTAL SENDING (11TH LEVEL)

At 11th level, you can spend 4 ki to cast the sending
spell, without need for material components.

SPIRITUAL ARMOR (5TH LEVEL)

At 5th level, you can spend 2 ki to cast mage armor on
yourself, without need for material components.

STRENGTH OF SPIRIT (7TH LEVEL)

At 7th level, you can spend 3 ki to cast aid on yourself,
without need for material components.

UNCORRUPTABLE SOUL (11TH LEVEL)

At 11th level, you can spend 4 ki to cast remove curse.

WORD OF LIFE (15TH LEVEL)

At 15th level, you can spend 5 ki to cast the aura of life
spell.

WORD OF PurITY (15TH LEVEL)

At 15th level, you can spend 5 ki to cast the aura of
Purity spell.

ZONE OF TRUTH (7TH LEVEL)
At 7th level, you can spend 3 ki to cast zone of truth.
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WAY OF THE KENSEI

Monks of the Way of the Kensei train relentlessly with
their weapons, to the point where the weapon becomes
an extension of the body. Founded on a mastery of
sword fighting, the tradition has expanded to include
many different weapons.

A kensei sees a weapon in much the same way a
calligrapher or painter regards a pen or brush.
Whatever the weapon, the kensei views it as a tool used
to express the beauty and precision of the martial arts.
That such mastery makes a kensei a peerless warrior is
but a side effect of intense devotion, practice, and study.

PATH OoF THE KENSEI

When you choose this tradition at 3rd level, your special
martial arts training leads you to master the use of
certain weapons.

Kensei Weapons. Choose two types of weapons to be
your kensei weapons: one melee weapon and one
ranged weapon. Each of these weapons can be any
simple or martial weapon that lacks the heavy and
special properties. The longbow is also a valid choice.
You gain proficiency with these weapons if you don’t
already have it. Weapons of the chosen types are monk
weapons for you.

Fighting Style. You select one fighting style (see the
Fighter class) from the following: Archery, Defense,
Dueling, Great Weapon Fighting, Interceptor, Light
Weapon Fighting, Mobility, Protection, Thrown Weapon
Fighting, Two-Weapon Fighting, Weapon and Shield or
Weapon Master.
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Way of the Brush. You gain proficiency with your choice
of calligrapher’s supplies or painter’s supplies.

ONE WITH THE BLADE

At 6th level, you extend your ki into your kensei
weapons, granting you the following benefits.

Magic Kensei Weapons. Your attacks with your
kensei weapons count as magical for the purpose of
overcoming resistance and immunity to nonmagical
attacks and damage.

Deft Strike. When you hit a target with a kensei
weapon, you can spend 1 ki point to cause the weapon
to deal extra damage to the target equal to your Martial
Arts die. You can use this feature only once on each of
your turns.

IMPROVED KENSEI WEAPON

When you reach 6th level in this class, you gain one
additional weapon proficiency as a kensai weapon.

Also, you gain one one stance of your choice. A stance
is a ki power with the word “Stance” at the end. This
does not count against the number of Ki powers you
known based on level.

SHARPEN THE BLADE

At 11th level, you gain the ability to augment your
weapons further with your ki. As a bonus action, you
can expend up to a number of ki points equal to your
Proficiency Bonus to grant one kensei weapon you
wield a bonus to attack rolls. Likewise, when you hit
with the weapon, you deal an additional 1d6 damage
per ki point you spent. This augmentation lasts until the
start of your next turn.

GREATER KENSEI WEAPON

When you reach 11th level in this class, you gain one
additional weapon proficiency as a kensai weapon.

Also, you gain one ki power power of your choice, as
long as you meet the requirements. This does not count
against the number of Ki powers you know based on
level.

UNERRING ACCURACY

At 17th level, your mastery of weapons grants you
extraordinary accuracy. If you miss with an attack roll
using a monk weapon on your turn, you can reroll it.
You can use this feature only once on each of your
turns.

. SWORD SAINT

When you reach 17th level in this class, you can expend
5 ki points to cast Tenser’s transformation on yourself.
You do not suffer exhaustion when the spell ends. Once
you use this ability, you cannot use it until you take a
long rest.



‘WAY oF THE OPEN HAND

Monks of the Way of the Open Hand are the ultimate
masters of martial arts combat, whether armed or
unarmed. They learn techniques to push and trip their
opponents, manipulate ki to heal damage to their
bodies, and practice advanced meditation that can
protect them from harm.

IMPROVED DEFLECTION

At 3rd level, when you use your ability to deflect missile
or melee attacks, you add your monk class levels to the
total of the d10 roll, as well as your Dexterity modifier
to reduce the damage you take.

OPEN HAND TECHNIQUE

At 3rd level when you choose this tradition, select two
strike ki powers you possess. These are ki powers that
end with the word “Strike”. Whenever you hit a creature
with an unarmed strike, you can use one of the strike ki
powers you chose and use it with no ki cost.

At 11th level, select one ki power you possess that
ends in the word “Blow”. Whenever you hit a creature
with an unarmed strike, you can use a strike or blow ki
power at the base level with no ki cost.

‘WHOLENESS OF BoDYy

At 6th level, you gain the ability to heal yourself. As an
action, you can regain hit points equal to three times
your monk level. You must finish a long rest before you
can use this feature again.

TRANQUILITY

Beginning at 11th level, you can enter a special
meditation that surrounds you with an aura of peace. At
the end of a long rest, you gain the effect of a sanctuary
spell that lasts until the start of your next long rest (the
spell can end early as normal). The saving throw DC for
the spell equals 8 + your Wisdom modifier + your
proficiency bonus.

QUIVERING PALM

At 17th level, you gain the ability to set up lethal
vibrations in someone’s body. When you hit a creature
with an unarmed strike, you can spend 3 ki points to
start these imperceptible vibrations, which last for a
number of days equal to your monk level. The vibrations
are harmless unless you use your action to end them.
To do so, you and the target must be on the same plane
of existence. When you use this action, the creature
must make a Constitution saving throw. If it fails, it is
reduced to 0 hit points. If it succeeds, it takes 10d10
necrotic damage.

You can have only one creature under the effect of
this feature at a time. You can choose to end the
vibrations harmlessly without using an action.




WAY OF THE SH ARK Medium). While you have a creature grappled, you add
your Wisdom modifier to any damage you deal to it with
While some monks train in the science of the human unarmed strikes or monk weapons.

body, and others channel the elements or lurk in the
shadows, some monks come from traditions that
require mastery of specific terrains, such as the ocean.
The Way of the Shark is commonly found among
inhabitants of islands or largely seafaring cultures.
These warriors channel the ferocity of the shark,
latching on to their prey and crippling them with joint
locks, elbow strikes, and even actual bites in some
styles. They learn to be as at home in the water as on
land, and to fight with a diverse array of weapons as
well as their body. Additionally, they use intimidating
war dances to imitate the shark and other fierce
creatures, and can be terrifying foes.

ONE WITH THE SEA

Starting at level 3, as long as you are not wearing armor
or using a shield, you have a swimming speed equal to
your normal speed; your unarmored movement feature
applies to this speed as well.

You gain expertise in the Athletics (Grapple) skill,
allowing you to use double your proficiency bonus when
making grapple checks. You also gain Melee Weapon
(Club, Garot) skill, and they count as monk weapons for *
you.

TEETH OF THE SHARK

When you reach 6th level, your grappling attacks rend
flesh and break bone with brutal efficiency. While you
are grappling a creature, your attacks with unarmed
strikes or monk weapons against that creature ignore
any damage resistance it may have.

OCEAN HUNTER

At 6th level, you gain the ability to breathe underwater
indefinitely, and you gain +1 to your AC while
unarmored.

‘WAR DANCER

Beginning at 11th level, you may add your Wisdom
modifier to Intimidate(Cha) checks. Additionally, you
can use your action and spend 2 ki points to cast fear,
save DC 8 + your proficiency bonus + your Wisdom
modifier.

SHARK JAW GRIP

When you reach 17th level, once a foe is in your
clutches, it is only a matter of time before they are
drowned, broken, or bleeding to death. If a creature
attempts to escape your grapple using freedom of
movement, teleportation or similar abilities or spells,
you may spend a ki point to force the creature to win an
opposed grapple check first or the ability is negated.

As long as you have ki points remaining, you have
advantage on all checks made to initiate, maintain, or
escape a grapple, and you may grapple creatures up to
two sizes larger than you (up to Huge if you are




WAY OF THE SUN SouL damage to the creature. The radiant damage equals 5 +
your Wisdom modifier.
Monks of the Way of the Sun Soul learn to channel their

life energy into searing bolts of light. They teach that
meditation can unlock the ability to unleash the
indomitable light shed by the soul of every living
creature.

RADIANT SUN BoLT

Starting when you choose this tradition at 3rd level, you
can hurl searing bolts of magical radiance.

You gain a new attack option that you can use with
the Attack action. This special attack is a ranged spell
attack with a range of 30 feet. You are proficient with it,
and you add your Dexterity modifier to its attack and
damage rolls. Its damage is radiant, and its damage die
is a d4. This die changes as you gain monk levels, as
shown in the Martial Arts column of the Monk table.

When you take the Attack action on your turn and use
this special attack as part of it, you can spend 1 ki point
to make the special attack twice as a bonus action.

When you gain the Extra Attack feature, this special
attack can be used for any of the attacks you make as
part of the Attack action.

SEARING ARC STRIKE

At 6th level, you gain the ability to channel your ki into
searing waves of energy. Immediately after you take the
Attack action on your turn, you can spend 2 ki points to
cast the burning hands spell as a bonus action.

You can spend additional ki points to cast burning
hands as a higher-level spell. Each additional ki point
you spend increases the spell’s level by 1. The
maximum number of ki points (2 plus any additional
points) that you can spend on the spell equals half your
monk level.

SEARING SUNBURST

At 11th level, you gain the ability to create an orb of light
that erupts into a devastating explosion. As an action,
you magically create an orb and hurl it at a point you
choose within 150 feet, where it erupts into a sphere of
radiant light for a brief but deadly instant.

Each creature in that 20-foot-radius sphere must
succeed on a Constitution saving throw or take 2d6
radiant damage. A creature doesn’t need to make the
save if the creature is behind total cover that is opaque.

You can increase the sphere’s damage by spending ki
points. Each point you spend, to a maximum of 3,
increases the damage by 2d6.

SUN SHIELD

At 17th level, you become wreathed in a luminous,
magical aura. You shed bright light in a 30-foot radius
and dim light for an additional 30 feet. You can
extinguish or restore the light as a bonus action.

If a creature hits you with a melee attack while this
light shines, you can use your reaction to deal radiant




WAY oF THE COBALT SOUL

The monks of the Cobalt Soul are the embodiment of
the maxim: “Know your enemy.” Through tireless
research, they steel themselves against the unrelenting
tides of evil. Through rigorous training, they learn to
break through their foes’ mental and physical defenses.
Then, once the fight is done, they record their findings
for future generations of monks to study.

EXTRACT ASPECTS

Starting at 3rd level, you can strike pressure points to
intuit crucial information about a foe. When you hit a
creature with one of the attacks and spend a Ki, you can
analyze it. Whenever an analyzed creature misses you
I with an attack, you can immediately use your reaction to
’make an unarmed strike against that creature if it's
within your reach. This benefit lasts until you finish a
short or long rest.
Additionally, when you analyze a creature, you learn

"all of its damage vulnerabilities, damage resistances,
damage immunities, and condition immunities.

ExTORT TRUTH

Starting at 6th level, you can precisely strike a hidden
cluster of nerves on a creature, temporarily preventing it
from masking its true thoughts and intent. When you hit
Ja creature with an unarmed strike, you can spend 1 ki
point to force it to make a Charisma saving throw. On a
failed save, the creature is unable to speak a deliberate
lie, and all Charisma checks directed at the creature are
made with advantage for up to 10 minutes. You know if
it succeeded or failed on its saving throw.

An affected creature is aware of the effect and can
thus avoid answering questions to which it would
normally respond with a lie. Such a creature can be
evasive in its answers as long as the effect lasts.

If you wish to impose this effect on a creature without
injuring it, you can attack the creature to simply touch it,
. dealing no damage on a hit.




MysticAL ERUDITION

Also by 6th level, you have extensively studied the
history and lore within the archives of the Cobalt Soul.
You learn one language of your choice, and you gain
proficiency with one of the following skills of your
choice: Arcana, Lore, Investigation, Nature, or Religion.
If you already have proficiency in one of the listed skills,
you can instead gain expertise in two subskKills, allowing
you to double your proficiency bonus for any ability
check you make that uses the chosen subskill.

You gain an additional language and an additional
skill proficiency from the above list (or you gain in
expertise in two more subskills) at 11th and 17th level.

MIND OF MERCURY

Starting at 11th level, you've honed your awareness and
reflexes through mental aptitude and pattern
recognition. Once per turn, if you've already taken your
reaction, you may spend 1 ki point to take an additional
reaction. You can use only one reaction per triggering
effect.

DEBILITATING BARRAGE

Upon reaching 17th level, you've gained the knowledge
to manipulate a creature’s ki to undermine their
fortitude. When you hit a creature with an unarmed
strike, you can spend 3 ki points to cause the creature to
gain vulnerability to one damage type of your choice for
1 minute, or until the end of a turn in which it has taken
damage of that type.

If a creature has resistance to the damage type you
choose, this resistance is suppressed for 1 minute,
rather than gaining vulnerability. A creature that is
immune to the damage type you choose is unaffected. A
creature who is affected by this feature cannot be
affected by it again for 24 hours.




