Monk 3

Exile

CLASS & LEVEL

Sol Seti

Pruitt

BACKGROUND

PLAYER NAME

ALIGNMENT

EXPERIENCE POINTS

Avia Ra
RACE

CHARACTER NAME

INSPIRATION

STRENGTH

0

17
2

ARMOR
CLASS

PROFICIENCY BONUS

4

40

INITIATIVE

SPEED
PERSONALITY TRAITS

10
DEXTERITY

●

2

Strength

●

6

Dexterity

1

Constitution

1

Intelligence

3

Wisdom

1

Charisma

4
19
CONSTITUTION

Hit Point Maximum 21

21

SAVING THROWS

1
●

6

13

Total

Acrobatics (Dex)
Animal Handling (Wis)

1
12

IDEALS

TEMPORARY HIT POINTS

BONDS

3

SUCCESSES

d8

Arcana (Int)
INTELLIGENCE

CURRENT HIT POINTS

FAILURES

HIT DICE

DEATH SAVES

●

3

Deception (Cha)

NAME

History (Int)
●

5

Insight (Wis)
Intimidation (Cha)
Investigation (Int)

WISDOM

Medicine (Wis)

3

Nature (Int)

Performance (Cha)
Persuasion (Cha)

CHARISMA
●

3

1

ATK BONUS DAMAGE/TYPE

Avir ra sun staff

+6

2d6 radiant 60/180

Sun Staff (quarterstaff)

+6

1d6 +4 bludgeoning

Whip

+6

1d4 +4 slashing

Unarmed Strike +6 1d4+4
10 darts
Shortsword
Ki points - 3

Perception (Wis)

16

Religion (Int)
Sleight of Hand (Dex)
Stealth (Dex)

12

●

5

Survival (Wis)
SKILLS

13

FLAWS

Athletics (Str)

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Lang: Common, Avia Ra,
Gnomish, Skathari
Weapons: avia-ra sunstaff,
scimitar, shortbow, spear, and
whip

SP

EP

GP

5

small strongbox,
memento from
homeland
a set of common
clothes
woodwind flute
Explorer's pack

Darkvision 60 ft
Blessings of the Sun. 1/long
You can cast the spell bless, targeting only yourself,
without using a spell slot.
Wisdom is your spellcasting ability for this spell. For
the spell’s duration, if you roll a 4 on the d4 that you
add to
attacks and saving throws, you gain advantage on
that attack or saving throw
Sun’s Chosen. You know the sacred flame and
thaumaturgy cantrips. Wisdom is your spellcasting
ability for these spells.
Exile Network
You keep in touch with a network of exiles and
expatriates, who possess an eclectic mix of skills
and the durable spirit of pioneers. If you need to find
someone with an unusual or specialized skill (such
as art forgery, translation of ancient languages, or
poison-brewing), you likely know where to find them
Way of Gravity
Subjective Gravity
Starting when you choose this monastic tradition at
3rd level, you can choose your own center of
gravity. On your turn, you can use half your
movement to choose a solid surface (such as a wall
or ceiling) within 10 feet of you to act as the ground
for your subjective gravity. You are pulled down to
this surface, as if by gravity, and fall to it if you are
too far away from it. Your subjective gravity
follows this surface along any smooth contours, but
stops at any corners that turn 90 degrees or more.
Only you and objects carried by you are influenced
by your subjective gravity.

PP

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT
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FEATURES & TRAITS

CHARACTER NAME

AGE

HEIGHT

WEIGHT

EYES

SKIN

HAIR

Deflect Missles
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 1d10 + your Dexterity modifier
+ your monk level.

NAME

If you reduce the damage to 0, 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 (20/60 feet) 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.
CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Unarmored Defense
At 1st level, while you are
wearing no armor and are not
wielding a shield, your AC
equals 10 + Dexterity modifier +
your Wisdom modifier.
Martial Arts
you gain the following benefits
while you are unarmed or
wielding only monk weapons and
you aren't wearing armor or
wielding a shield:
You can use Dexterity instead of
Strength for the attacks and
damage rolls of your unarmed
strikes and monk weapons.
You can roll a d4 in place of the
normal damage of your unarmed
strike or monk weapon. This die
changes as you gain monk
levels, as shown in the Martial
Arts column of the Monk table
When you use the Attack action
with an unarmed strike or a
monk weapon, you can make
one unarmed strike as a bonus
action.
CHARACTER BACKSTORY

SYMBOL

Ki
Your monk level determines the number of points you have, as shown in the Ki Points column of the Monk table.

When you spend a ki point, it is unavailable until you finish a short or 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.
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
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.
Patient Defense
You can spend 1 ki point to take the Dodge action as a bonus action on your turn.
Step of the Wind
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.
ADDITIONAL FEATURES & TRAITS

TREASURE
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WIS
SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

CANTRIPS

3

SPELL SAVE DC

6

Thaumaturgy

Sacred Flame

SPELL
LEVEL

SLOTS TOTAL

SLOTS EXPENDED

1
PR

ED

EPAR

●

7
SPELL NAME

Bless 1/long rest

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

