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	ExperiencePoints: 6,800
	PlayerName: William
	ClassLevel: MONK 5th
	PersonalityTraits: He lives a life of solitude and has been blamed for the murder of his mentor.
	Ideals: Self Knowledge
	Bonds: He is hiding from those who hunt him. Must keep moving.
	Flaws: Enjoys carnal delights too much.
	HPMax: 55
	HitDiceTotal: D8
	CharacterName: Fo  (Lord's Alliance, Rank "Cloak")
	AC: 15
	Init: +3
	Speed: 40
	FeaturesTraits: 1. Unarmored Defense2. Martial Arts3. Ki: (5)  Save DC: 13Ki is regained by restA. Flurry of Blows: (1) Use a Bonus action to make 2 unarmed strikes. B. Patient Defense: (1) Use Dodge as a bonus actionC. Step of the Wind: (1) Jump distance is x2 for a turn and you can use Disengage/Dash as a bonus action4. Way of the Open Fist: 5. Deflect Missiles:  Use reaction to catch missile if damage reduced to zero when hit. (DR: 1d10+8)6. Slow Fall: Reduce falling damage as reaction equal to x5 level7. Stunning Strike: Use melee weapon. Spend 1 Ki. Stunned if does not Con save.
	ProfBonus: +3
	INTbonus: 0
	CONbonus: 2
	DEXbonus: 3
	STRbonus: 1
	WISbonus: 2
	DEXscore: 16
	CONscore: 14
	INTscore: 11
	WISscore: 15
	STRscore: 13
	CHAscore: 9
	Background: [Hermit]
	Race: [human]
	Alignment: [Neutral Good]
	ACworn: 
	Equipment: Flute, belt pouch, crow bar, hammer, 10 pitons, 8 torches, trail rations, 50' rope, water skin, Herbalism Kit, Healing Kit, clothing, blanket, scroll case, black cloak and mask
	ArmorWorn: 
	ACother: 
	OtherDefenses: 
	AttacksSpellsMisc: 1. Martial Arts grants an additional unarmed strike following Attack action.2. Extra Attack: You may take two Attack actions.
	shieldyes: Off
	CHAbonus: -1
	PWP: 12
	STRsavePROF: Yes
	STRsave: 4
	DEXsave: 6
	DEXsavePROF: Yes
	CONsavePROF: Off
	CONsave: 2
	INTsavePROF: Off
	INTsave: 0
	WISsavePROF: Off
	WISsave: 2
	CHAsave: -1
	CHAsavePROF: Off
	acroPROF: Yes
	Acrobatics: 6
	anhanPROF: Off
	AnHan: 2
	arcanaPROF: Off
	Arcana: 0
	athPROF: Off
	Athletics: 1
	decepPROF: Off
	Deception: -1
	histPROF: Off
	History: 0
	insightPROF: Off
	Insight: 2
	medPROF: Yes
	Medicine: 5
	perPROF: Off
	Perception: 2
	survPROF: Off
	Survival: 2
	intimPROF: Off
	Intimidation: -1
	perfPROF: Off
	Performance: -1
	persPROF: Off
	Persuasion: -1
	investPROF: Off
	Investigation: 0
	naturePROF: Off
	Nature: 0
	religPROF: Yes
	Religion: 3
	sohPROF: Off
	stealthPROF: Yes
	Stealth: 6
	SleightofHand: 6
	Attack1: Strike
	Damage1: 1d4+6
	Damage2: 1d6+6/1d8+6
	Damage3: 1d4+6
	AtkBonus1: +6
	AtkBonus2: +6
	AtkBonus3: +6
	ProfsLangs: Simple Weapons, Short SwordOpen Hand Technique:If you hit with a Flurry of Blows you can choose to use one effect:1. Knocked Prone (Dex save)2. Pushed 15' (Str save)3. No Reactions (1 turn)
	InspYes: Off
	Copper: 
	Silver: 
	Electrum: 
	Gold: 
	Platinum: 
	Attack2: Staff
	Attack3: Dart
	CurrentHP: 
	TempHP: 
	CheckDth2: Off
	CheckDth3: Off
	CheckDth4: Off
	CheckDth5: Off
	CheckDth6: Off
	CheckDth1: Off


