D&D
1B ENOINID)

Fizz Bubblefist
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Monk 5 danielhkwan
CLASS & LEVEL PLAYER NAME
Deep Gnome Far Traveler 6,500
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5d8 successes O=O=0O
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\§ DEFENSES \ HIT DICE \ DEATH SAVES )
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INSPIRATION
j === WEAPONS ===
=N Shortsword, Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS .
@ j Pan Flute, Playing Card Set
y-
=== LANGUAGES ===
I — Common, Gnomish, Primordial,
ABILITY SAVE DC | Undercommon
S==x N
/ N
35 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
N\
=== ACTIONS ===
Standard Actions Step of the Wind

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Flurry of Blows

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.

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.

Tavern Brawler Grapple

When you hit a creature with an unarmed strike or
an improvised weapon on your turn, you can use a
bonus action to attempt to grapple the target.

Unarmed Strike

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.

74

ACTIONS
4 N
16 PASSIVE WISDOM (PERCEPTION) Dagger +7 1d6+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
16 PASSIVEISDOM (NSIGHT) Shortsword of Warning +7 1d6+4 Piercing Martial, Finesse, Light
Unarmed Strike +7 1d6+4 Bludgeoning
12 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike +7 1d6+4 Bludgeoning
Darkvision 120 ft. Flurry of Blows +7 1d6+4 Bludgeoning
Deflect Missiles Attack +6 1d6+3
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== MONK FEATURES ===

* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action
*Ki+PHB 78
You can spend Ki Points to fuel ki features. You have
5 points per short rest and your Ki save DC is 14.
Flurry of Blows - 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.

| Ki Points: 5/ Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of the Four Elements

* Deflect Missiles « PHB 78

You can 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 + 3 + 5. If you reduce damage to 0
and have a free hand, you can spend 1 ki point to
make a ranged attack (as with a monk weapon) with
range 20/60.

| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Disciple of the Elements « PHB 80

You can use elemental disciplines, some of which
allow you to cast spells, by spending ki points. The
max ki points that can be spent on a discipline are
based on your monk level: [5th-8th] 3, [9th-12th] 4,
[13th-16th] 5, [17th-20th] 6

* Elemental Disciplines « PHB 81

| Elemental Attunement « PHB 81
As an action, you can briefly control elemental forces
within 30 feet of you - a harmless sensory effect, light
or snuff a candle or campfire, chill or warm 1 Ib. of
nonliving material for up to 1 hour, or create elements
within a 1-ft. cube for 1 minute.

| 1 Action

N

| Water Whip « PHB 81
You can spend 2 ki points as an action to cause a
creature that you can see that is within 30 ft. to make a
DEX saving throw (DC 14). On failure, 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. (Half damage on success and no
push or pull)

| 1 Action

* Ability Score Improvement « PHB 78
* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any
falling damage you take by 25.

| 1 Reaction
* Extra Attack « PHB 79
You can attack twice, instead of once, whenever you
take the Attack action on your turn.
* Stunning Strike « PHB 79
When you hit with a melee weapon attack, you can
spend 1 ki point to make the target stunned until the
end of your next turn if it fails a CON saving throw (DC
14).

| Special

=== DEEP GNOME RACIAL TRAITS ===

* Gnome Cunning * PHB 37

You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.

* Superior Darkvision « EE

WEIGHT CARRIED
7 lb.
ENCUMBERED

285 Ib.

PUSH/DRAG/LIFT

570 Ib.

FEATURES & TRAITS
Dagger 1 11b.
Quarterstaff 1 4 1b.

Shortsword of Warning 1 2 b.

EQUIPMENT
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Your darkvision has a radius of 120 feet.

* Stone Camouflage « EE
You have advantage on Dexterity (stealth) checks to
hide in rocky terrain.

=== FEATS ===

* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed
strike uses a d4 for damage. When you hit a creature
with an unarmed strike or an improvised weapon on
your turn, you can use a bonus action to attempt to
grapple the target.

| Tavern Brawler Strike: 1 Action

| Tavern Brawler Grapple: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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50 Small

Male
SIZE

GENDER
Chaotic Good
ALIGNMENT

AGE
Mazu, Goddess Light

FAITH SKIN

4 ft 45
HEIGHT WEIGHT

tan Brown Black

EYES HAIR
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| begin or end my day with small traditional

rituals that are unfamiliar to those around me.

PERSONALITY TRAITS
L~ .
[N ~"1]
Adventure. | should take every opportunity to

learn something new!
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| carry a gourd filled with water from

the purest river of my homeland. So

long as | have it, my community will
BONDS
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| pretend not to understand the local

language in order to avoid
interactions | would rather not have.

ALLIES & ORGANIZATIONS )

CHARACTER APPEARANCE )
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\\ FLAWS //

My Shortsword of Warning surrounds me in a water
bubble when | sleep. This not only serves as a
magical ward, but also as a sensory deprivation tank.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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