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Healing Hands Light

Bonus Actions:

Bonus Unarmed Strike

Bonus Dagger hit (if action was with
the dagger too)

A ATTACKS & SPELLCASTING )

13 PASSIVE WISDOM (PERCEPTION)

\
Spear, 7 daggers, Gaming set,
Bedroll, 2 pouches, Traveler's
Clothes, Cook's Utensils

Languages: Common, Celestial, Thieves' Cant

Skill Proficiencies:
Acrobatics, Athletics, Insight, Stealth

Weapon Proficiencies: Simple weapons and
(Light) Martial weapons

Armor Training: None
Tool Proficiencies: Thieves' Tools

Darkvision 60ft. & Resistant to Necrotic and
Radiant damage

OTHER PROFICIENCIES & LANGUAGES

Explorer's Pack (a backpack,
a bedroll, a mess kit, a
tinderbox, 10 torches, 10 days
of rations, and a waterskin. 50
feet of hemp rope strapped to
the side of it.)

Thieves' Tools:
small file, lock picks, small
mirror, scissors, pliers.

EQUIPMENT )

Monk, Way of the Prophet  Wayfarer Guy
CLASS & LEVEL BACKGROUND PLAYER NAME
Aasimar LVL 3
RACE ALIGNMENT EXPERIENCE POINTS
N—— ———
\ 7 N
ARMOR
CLASS INITIATIVE SPEED )
7 < | . PERSONALITY TRAITS |
[N "]
CURRENT HIT POINTS IDEALS
L~ . L~ ]
M ~"T] ~— ~
A TEMPORARY HIT POINTS Yy BONDS
L~ —~J
/ y " \ / \ [N ~"1]
VXL successes O=O=0
D8 raiures Q=00
\ HIT DICE /B DEATH SAVES ) N\ FLAWS Y
a N 7 N
Monk LVL 1:
Spear +5 1d6 +3 Weapon Mastery:
- Dagger (bonus action to hit another time if the
action was also with the dagger)
Spear +5 1d8 +3 - Spear (if you hit a creature with this weapon the
creature has disadvantage on it's next attack roll)
Dagger +5 1d6 +3
- Bonus Unarmed Strike:
. You can make an Unarmed Strike as a bonus
Actions: action.
Spear range: 20ft/60ft
Dagger range: 20ft/60ft - Martial Arts Dice:

You can roll 1d6+3 instead of Unarmed Strike or
Monk weapon damage.

Monk LVL 2: (3 Focus Points per day)

- Flurry of Blows:

1 Focus Point to make two extra unarmed strikes as
bonus action

- Patient Defense:
Disengage action as bonus action. 1 Focus Point to
take Disengage and Dodge action

- Step of the Wind:

Dash action as bonus action. 1 Focus Point to take
Disengage and Dash action as bonus action. Jump
distance doubled.

Uncanny Metabolism: (once per day)

When you roll Initiative you regain all expended
focus points. Aditionally you can roll your martial
arts hit dice and regain this in HP + the amount of
your monk level.

Monk LVL 3:

- Deflect Attacks: Als een aanval je raakt met
Bludgeoning, Piercing of Slashing, dan kan je als
reactie de totale damage verminderen met 1d10+5
- Proficiency in Performance en Persuasion.

- Gebruik Wisdom ipv Charisma voor checks.

- Charming Aura: je kan 1 Focus Point gebruiken
om "Charm Person” of "Command" te casten.

of 2 Focus Points om Suggestion te casten.
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CHARACTER BACKSTORY

Aasimar LVL 1: Healing Hands, Light Bearer:
- Healing hands: A creature you touch regains a number of hit points equal to 2d4. (once per day)

- Light Bearer: You know the Light cantrip.

Aasimar LVL 3: Celestial Revelation. (1 minuut)
- Heavenly Wings: Two spectral wings sprout from your back temporarily. You have a Fly Speed
equal to your Speed.

- Inner Radiance: Searing light temporarily radiates from your eyes and mouth. You shed Bright
Light in a 10-foot and Dim Light for an extra 10 ft. At the end of your turns, each creature within 10
ft. takes 2 Radiant damage.

- Necrotic Shroud: Your eyes briefly become pools of darkness, and flightless wings sprout from
your back temporarily. Creatures other than your allies within 10 feet of you must succeed on a
Charisma saving throw (DC 8 plus your Charisma modifier and Proficiency Bonus) or have the
Frightened condition until the end of your next turn.

Wayfarer: Feat: Lucky
Je kan twee keer per dag een d20 opnieuw rollen, of een vijand nadeel geven.

ADDITIONAL FEATURES & TRAITS
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	ClassLevel: Monk, Way of the Prophet
	Background: Wayfarer
	PlayerName: Guy
	CharacterName: Kael
	Race : Aasimar
	Alignment: 
	XP: LVL 3
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	STR: 12
	ProfBonus: +2
	AC: 16
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	STRmod: +1
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	Check Box 22: Off
	Wpn Name: Spear
	Wpn1 AtkBonus: +5
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	Wpn2 AtkBonus : +5
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	Wpn Name 3: Dagger
	Wpn3 AtkBonus  : +5
	Arcana: +0
	Wpn3 Damage : 1d6 +3
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	Nature: +0
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	Persuasion: +5
	SleightofHand: +3
	CHamod: -1
	Survival: +3
	AttacksSpellcasting: Actions:
Spear                    range: 20ft/60ft
Dagger                  range: 20ft/60ft

Healing Hands        Light

Bonus Actions:
Bonus Unarmed Strike
Bonus Dagger hit   (if action was with
                                    the dagger too)
	Passive: 13
	CP: 
	ProficienciesLang: Languages: Common, Celestial, Thieves' Cant

Skill Proficiencies:
Acrobatics, Athletics, Insight, Stealth

Weapon Proficiencies: Simple weapons and (Light) Martial weapons 

Armor Training: None

Tool Proficiencies: Thieves' Tools

Darkvision 60ft. & Resistant to Necrotic and Radiant damage
	SP: 
	EP: 
	GP: 71
	PP: 
	Equipment: Spear, 7 daggers, Gaming set, Bedroll, 2 pouches, Traveler's Clothes, Cook's Utensils


Explorer's Pack (a backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. 50 feet of hemp rope strapped to the side of it.)

Thieves' Tools:
small file, lock picks, small mirror, scissors, pliers.
	Features and Traits: Monk LVL 1:
Weapon Mastery:
- Dagger (bonus action to hit another time if the action was also with the dagger)
- Spear (if you hit a creature with this weapon the creature has disadvantage on it's next attack roll)

- Bonus Unarmed Strike:
You can make an Unarmed Strike as a bonus action.

- Martial Arts Dice:
You can roll 1d6+3 instead of Unarmed Strike or Monk weapon damage.
----------------------------------------------------------------
Monk LVL 2: (3 Focus Points per day)
- Flurry of Blows: 
1 Focus Point to make two extra unarmed strikes as bonus action

- Patient Defense:
Disengage action as bonus action. 1 Focus Point to take Disengage and Dodge action

- Step of the Wind:
Dash action as bonus action. 1 Focus Point to take Disengage and Dash action as bonus action. Jump distance doubled.

Uncanny Metabolism: (once per day)
When you roll Initiative you regain all expended focus points. Aditionally you can roll your martial arts hit dice and regain this in HP + the amount of your monk level.
----------------------------------------------------------------
Monk LVL 3:
- Deflect Attacks: Als een aanval je raakt met Bludgeoning, Piercing of Slashing, dan kan je als reactie de totale damage verminderen met 1d10+5
- Proficiency in Performance en Persuasion.
- Gebruik Wisdom ipv Charisma voor checks.
- Charming Aura: je kan 1 Focus Point gebruiken om "Charm Person" of "Command" te casten.
of 2 Focus Points om Suggestion te casten.
	CharacterName 2: 
	Age: 
	Height: 1.65
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: Aasimar LVL 1: Healing Hands, Light Bearer:
- Healing hands: A creature you touch regains a number of hit points equal to 2d4. (once per day)

- Light Bearer: You know the Light cantrip.

Aasimar LVL 3: Celestial Revelation. (1 minuut)
- Heavenly Wings: Two spectral wings sprout from your back temporarily. You have a Fly Speed equal to your Speed.

- Inner Radiance: Searing light temporarily radiates from your eyes and mouth. You shed Bright Light in a 10-foot and Dim Light for an extra 10 ft. At the end of your turns, each creature within 10 ft. takes 2 Radiant damage.

- Necrotic Shroud: Your eyes briefly become pools of darkness, and flightless wings sprout from your back temporarily. Creatures other than your allies within 10 feet of you must succeed on a Charisma saving throw (DC 8 plus your Charisma modifier and Proficiency Bonus) or have the Frightened condition until the end of your next turn.
---------------------------------------------------------------------------------------------------------------
Wayfarer: Feat: Lucky
Je kan twee keer per dag een d20 opnieuw rollen, of een vijand nadeel geven.
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