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PASSIVE WISDOM (PERCEPTION)

Tool Proficiencies: Alchemist's Supplies
Weapon Proficiencies: Shortsword; Simple

Language Proficiencies: Common; Draconic;
Goblin; Undercommon

OTHER PROFICIENCIES & LANGUAGES

Pouch (1); Clothes, common (1);
Piton (10); Waterskin (1);
Incense (5); Rations (1 day)
(10); Rope, hempen (1); Amulet
(1); Vestements (1); Tinderbox
(1); Hammer (1); Backpack (1);
Prayer Wheel (1); Crowbar (1);
Torch (10)
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Flurry of Blows. After you take Attack action, spend 1 ki to make 2 unarmed strikes.

Martial Arts. Make an extra unarmed strike when you take Attack action.

Patient Defense. Spend 1 ki point to take the Dodge action.

Step of the Wind. Spend 1 ki point to take the Disengage or Dash action and jump distance is doubled for the turn.
Reactions

Deflect Missiles. When hit by a ranged attack, reduce the damage by 1d10 + 5. If you reduce it to 0, you can catch the missile and use it in a ranged attack as a
monk weapon with range 20/60.

Ki. You have 3 ki points.

Open Hand Technique. When you hit with Flurry of Blows, you impose one of the effects on the target: 1) must make a DC 12 DEX save or be knocked prone. 2)
make a DC 12 STR save or be pushed 15 ft. 3) can't take reactions until end of your next turn.

Shelter the Faithful. You and your companions can expect free healing at an establishment of your faith.



