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Monk 17 Cloistered Scholar
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Ghostwise Halfling 225000
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Ghostwise Halfling Traits:
shortsword +11 1d10 +5 P ASI: +2 to DEX & +1 to WIS
Speed: 25 ft
Lucky: when you roll 1 on ability checks, attack rolls or saving
darts +11 1d10 +5 P throws, you can reroll using the new roll
Brave: advantage on saving throws against being frightening
. Nimbleness: can move through space of creatures that are
unarmed strike  +11 1d10+5B larger than you

Darts range: 20/60
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Background Equipment:
scholar's robes

Languages: halfling & common

Class Proficiencies:

Armor: none

Weapons: simple weapons & shortswords
Tools: choose 1 type of artisan's tools or music
instrument

Skills: acrobatics & insight

Cloistered Scholar Background Features:
Skills: history & religion

Languages: 2 additional languages

Feature: Library Access (see pg 146 of SCAG)

OTHER PROFICIENCIES & LANGUAGES

writing kit (pouch, quill, ink,
folded parchment, small
penknife)

borrowed book

pouch

Class Equipment:
shortsword

darts x10

explorer's pack: backpack,
bedroll, mess kit, 10 torches,
10 days of rations, waterskin,
50 ft of hempen rope

EQUIPMENT

Silent Speech: can speak telepathically to any creature with
30 ft, if you each share a language you both understand

Monk Class Features:

1st Ivl: Unarmored Defense: while wearing no armor or
wielding a shield

- AC = 10 + DEX mod + WIS mod

1st Ivl: Martial Arts

- can use DEX instead of STR to make attack and damage
rolls, must use monk weapons or unarmed strikes

- can use 1d10 in place of monk weapons or unarmed strikes,
damage increase as per table on pg 77 of the PHB

- when using the Attack action, you can make 1 unarmored
strike as a bonus action

2nd Ivl: Ki

- have 17 Ki points

- monk level determine how many Ki points you have, refer to
pg 77 of PHB

- regain after short or long rest, must spend 30 minutes
meditating to regain

- Ki save DC = 8 + prof. bonus + WIS mod

- can spend Ki on class features, start with 3

Flurry of Blows: spend 1 Ki point to make 2 unarmed strike as
bonus action

Patient Defense: spend 1 Ki point to take Dodge action as a
bonus action

Step of the Wind: spend 1 Ki point to take Disengage or Dash
action as bonus action, your jump distance is doubled for the
turn

2nd Ivl: Unarmored Movement: when you are wearing no
armor or using shield you are granted a bonus to your
movement

- at 9th Ivl, you can move along vertical surfaces and across
liquids without falling

- +25 feet

3rd Ivl: Monastic Traditions (Way of the Long Death)
3rd Ivl: Touch of Death: when you reduce a creature to 0 hit

points that is within 5ft, you gain temp hit points equal to WIS
mod + monk Ivl (minimum of 1 temp hit point)

FEATURES & TRAITS




CHARACTER NAME

37 3-1" 40
AGE HEIGHT WEIGHT
EYES SKIN HAIR
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CHARACTER APPEARANCE ALLIES & ORGANIZATIONS
3\ /4

CHARACTER BACKSTORY

3rd Ivl: Deflect Missiles: you can use your reaction to reduce ranged weapon damage by 1d10+ DEX mod+monk vl

- if reduced to 0, you catch it if its small enough to hold in 1 hand, you can spend 1 Ki point to throw it back using DEX to hit and
damage, damage die is 1d4 and range is 30 ft

4th Ivl: ASI: +2 to DEX

4th Ivl: Slow Fall: - you can use your reaction when falling to reduce fall damage by 5 x monk Ivl

5th Ivl: Extra Attack: - when you use Attack action, you make 2 attacks

5th: Ivl: Stunning Strike: when you kit another creature with a melee weapon attack, spend 1 Ki point to attempt to stun target, target
must make CON saving throw, if fail target is stunned until the end of your next turn

6th Ivl: Hour of Reaping: when you take this action, each creature within 30 ft that can see you must succeed and WIS saving throw or
be frightened of you until the end of your next turn

6th Ivl: Ki-Empowered Strikes: your unarmed strikes count as magical for purposes of overcoming resistance and immunity to
nonmagical attacks and damage

7th Ivl: Evasion: when you are subjected to an effect that allows you to make a DEX save for half, you save for none

7th Ivl: Stillness of Mind: can use your action to end the 1 effect on yourself that is causing you to be charmed or frightened

8th Ivl: ASI: +2 to WIS

10th Ivl: Purity of Body: immune to disease & poison

11th Ivl: Mastery of Death: when reduced to O hit points, you can spend 1 Ki point (no action required) to have 1 hit point

12th Ivl: ASI: +2 to DEX

13th Ivl: Tongue of the Sun and Moon: understand all spoken languages and any creature that understands a language understands
you

14th Ivl: Diamond Soul: prof. in all saving throws, if you fail a save, spend 1 Ki to reroll it

15th Ivl: Timeless Body: you can't be aged magically and don't require food and water

16th Ivl: ASI: +2 to WIS

17th Ivl: Touch of the Long Death: as a action, touch 1 creature within 5ft, expend 1 to 10 Ki points, target must make CON saving
throw, if fail takes 2d10 necrotic damage per Ki point spend, half damage on pass save

ADDITIONAL FEATURES & TRAITS

TREASURE
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	CharacterName 2: 
	Age: 37
	Height: 3' - 1"
	Weight: 40
	Eyes: 
	Skin: 
	Hair: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 3rd lvl: Deflect Missiles: you can use your reaction to reduce ranged weapon damage by 1d10+ DEX mod+monk lvl
- if reduced to 0, you catch it if its small enough to hold in 1 hand, you can spend 1 Ki point to throw it back using DEX to hit and damage, damage die is 1d4 and range is 30 ft
4th lvl: ASI: +2 to DEX
4th lvl: Slow Fall: - you can use your reaction when falling to reduce fall damage by 5 x monk lvl
5th lvl: Extra Attack: - when you use Attack action, you make 2 attacks
5th: lvl: Stunning Strike: when you kit another creature with a melee weapon attack, spend 1 Ki point to attempt to stun target, target must make CON saving throw, if fail target is stunned until the end of your next turn
6th lvl: Hour of Reaping: when you take this action, each creature within 30 ft that can see you must succeed and WIS saving throw or be frightened of you until the end of your next turn
6th lvl: Ki-Empowered Strikes: your unarmed strikes count as magical for purposes of overcoming resistance and immunity to nonmagical attacks and damage
7th lvl: Evasion: when you are subjected to an effect that allows you to make a DEX save for half, you save for none
7th lvl: Stillness of Mind: can use your action to end the 1 effect on yourself that is causing you to be charmed or frightened
8th lvl: ASI: +2 to WIS
10th lvl: Purity of Body: immune to disease & poison
11th lvl: Mastery of Death: when reduced to 0 hit points, you can spend 1 Ki point (no action required) to have 1 hit point
12th lvl: ASI: +2 to DEX
13th lvl: Tongue of the Sun and Moon: understand all spoken languages and any creature that understands a language understands you
14th lvl: Diamond Soul: prof. in all saving throws, if you fail a save, spend 1 Ki to reroll it
15th lvl: Timeless Body: you can't be aged magically and don't require food and water
16th lvl: ASI: +2 to WIS
17th lvl: Touch of the Long Death: as a action, touch 1 creature within 5ft, expend 1 to 10 Ki points, target must make CON saving throw, if fail takes 2d10 necrotic damage per Ki point spend, half damage on pass save




	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Monk                 17
	Background: Cloistered Scholar
	PlayerName: 
	CharacterName: 
	Race : Ghostwise Halfling
	Alignment: 
	XP: 225000
	Inspiration: 
	STR: 10
	ProfBonus: +6
	AC: 20
	Initiative: +5
	Speed: 50
	PersonalityTraits : I am horribly, horribly awkward in social situations.

I’m convinced that people are always trying to steal my secrets.
	STRmod: 0
	HPMax: 105
	ST Strength: +6
	DEX: 20
	HPCurrent: 105                                          .
	Ideals: Knowledge. The path to power and self-improvement is through knowledge. (Neutral)
	DEXmod : +5
	HPTemp: 
	Bonds: I have an ancient text that holds terrible secrets that must not fall into the wrong hands.
	CON: 13
	HDTotal: 17
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +1
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1d8 (5) +1
	Flaws: Unlocking an ancient mystery is worth the price of someones life.

	INT: 12
	ST Dexterity: +11
	ST Constitution: +7
	ST Intelligence: +7
	ST Wisdom: +11
	ST Charisma: +5
	Acrobatics: +11
	Animal: +5
	Athletics: 0
	Deception : -1
	History : +7
	Insight: +11
	Intimidation: -1
	Check Box 11: Yes
	Check Box 18: Yes
	Check Box 19: Yes
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: shortsword
	Wpn1 AtkBonus: +11
	Wpn1 Damage: 1d10 +5 P
	INTmod: +1
	Wpn Name 2: darts
	Wpn2 AtkBonus : +11
	Wpn2 Damage : 1d10 +5 P
	Investigation : +1
	WIS: 20
	Wpn Name 3: unarmed strike
	Wpn3 AtkBonus  : +11
	Arcana: +1
	Wpn3 Damage : 1d10 +5 B
	Perception : +5
	WISmod: +5
	CHA: 8
	Nature: +1
	Performance: -1
	Medicine: +5
	Religion: +7
	Stealth : +5
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Yes
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: -1
	SleightofHand: +5
	CHamod: -1
	Survival: +5
	AttacksSpellcasting: Darts range: 20/60









	Passive: 15
	CP: 
	ProficienciesLang: Languages: halfling & common

Class Proficiencies:
Armor: none
Weapons: simple weapons & shortswords
Tools: choose 1 type of artisan's tools or music instrument
Skills: acrobatics & insight

Cloistered Scholar Background Features:
Skills: history & religion
Languages: 2 additional languages
Feature: Library Access (see pg 146 of SCAG)

	SP: 
	EP: 
	GP: 10
	PP: 
	Equipment: Background Equipment:
scholar's robes
writing kit (pouch, quill, ink, folded parchment, small penknife)
borrowed book
pouch

Class Equipment:
shortsword
darts x10
explorer's pack: backpack, bedroll, mess kit, 10 torches, 10 days of rations, waterskin, 50 ft of hempen rope
	Features and Traits: Ghostwise Halfling Traits:
ASI: +2 to DEX & +1 to WIS
Speed: 25 ft
Lucky: when you roll 1 on ability checks, attack rolls or saving throws, you can reroll using the new roll
Brave: advantage on saving throws against being frightening
Nimbleness: can move through space of creatures that are larger than you
Silent Speech: can speak telepathically to any creature with 30 ft, if you each share a language you both understand

Monk Class Features:
1st lvl: Unarmored Defense: while wearing no armor or wielding a shield
- AC = 10 + DEX mod + WIS mod

1st lvl: Martial Arts
- can use DEX instead of STR to make attack and damage rolls, must use monk weapons or unarmed strikes
- can use 1d10 in place of monk weapons or unarmed strikes, damage increase as per table on pg 77 of the PHB
- when using the Attack action, you can make 1 unarmored strike as a bonus action

2nd lvl: Ki
- have 17 Ki points
- monk level determine how many Ki points you have, refer to pg 77 of PHB
- regain after short or long rest, must spend 30 minutes meditating to regain
- Ki save DC = 8 + prof. bonus + WIS mod
- can spend Ki on class features, start with 3
Flurry of Blows: spend 1 Ki point to make 2 unarmed strike as bonus action
Patient Defense: spend 1 Ki point to take Dodge action as a bonus action
Step of the Wind: spend 1 Ki point to take Disengage or Dash action as bonus action, your jump distance is doubled for the turn

2nd lvl: Unarmored Movement: when you are wearing no armor or using shield you are granted a bonus to your movement
- at 9th lvl, you can move along vertical surfaces and across liquids without falling
- +25 feet

3rd lvl: Monastic Traditions (Way of the Long Death)

3rd lvl: Touch of Death: when you reduce a creature to 0 hit points that is within 5ft, you gain temp hit points equal to WIS mod + monk lvl (minimum of 1 temp hit point)
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