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0 Deception
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Monk

Archaeologist

Shortswrd
Dart

+5
+5

ATTACKS & SPELLCASTING

1d6+3 P
1d4+3 P

13

PASSIVE WISDOM (PERCEPTION)

J

Languages: Common, Elvish,
Halfling

Tools: Cartographer's Tools

Weapons: Simple, Shortsword

OTHER PROFICIENCIES & LANGUAGES

Shortsword

10 Darts
Crowbar
Hammer

10 Pitons

10 Torches

10 Rations
Tinderbox
Waterskin

50 ft. Hemp Rope

Wooden case containing a map to a

ruin or dungeon
Bullseye Lantern
Miner's Pick
Shovel
Two-Person Tent
Pouch

A trinket recovered from a dig site

EQUIPMENT

CLASS & LEVEL BACKGROUND PLAYER NAME
Ghostwise Halfling Neutral
RACE ALIGNMENT EXPERIENCE POINTS
—— —
\ 7 N
16 3 2 5 | love a good puzzle or mystery.
ARMOR Traps don't make me nervous. ldiots
CLASS INITIATIVE SPEED ) who trigger traps make me nervous.
PERSONALITY TRAITS
// o \\ P -
[N "1
Immortality. All my exploring is part of a
8 plan to find the secret of everlasting life.
CURRENT HIT POINTS IDEALS
L~ ] L~ —~J
" ~"1 — -
Ever since | was a child, i've heard stories about
the lost city of Dhinnilith. | aim to find it, learn its
secrets, and earn my place in the history books.
A TEMPORARY HIT POINTS y BONDS
L~~~ ]
/ | \ / \ [N ~"1]
SUCCESSES O=O=O | have a secret fear of some common wild
animal--and in my line of work, | see them
1 FAILURES O=O=O everywhere.
\ HIT DICE )\ DEATH SAVES / N\ FLAWS )
7 N 7 N
Lucky: When you roll a 1 on an attack roll, ability check, or
Unarm ed +5 1d4+3 B saving throw, you can reroll the die and must use the new roll.

Brave: You have advantage on saving throws against being
frightened.

Halfling Nimbleness: You can move through the space of any
creature that is of a size larger than yours.

Silent Speech: You can speak telepathically to any creature
within 30 feet of you. The creature understands you only if the
two of you share a language. You can speak telepathically in
this way to one creature at a time.

Historical Knowledge: When you enter a ruin or dungeon, you
can correctly ascertain its original purpose and determine its
builders, whether those were dwarves, elves, humans,
yuan-ti, or some other known species. In addition, you can
determine the monetary value of art objects more than a
century old.

Martial Arts: At 1st level, your practice of martial arts gives
you mastery of combat styles that use unarmed strikes and
monk weapons, which are shortswords and any simple melee
weapons that don’t have the two-handed or heavy property.
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 attack 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 on your turn, you can make one unarmed strike
as a bonus action. For example, if you take the Attack action
and attack with a quarterstaff, you can also make an unarmed
strike as a bonus action, assuming you haven't already taken
a bonus action this turn.

Certain monasteries use specialized forms of the monk
weapons. For example, you might use a club that is two
lengths of wood connected by a short chain (called a
nunchaku) or a sickle with a shorter, straighter blade (called a
kama). Whatever name you use for a monk weapon, you can
use the game statistics provided for the weapon.
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	ClassLevel: Monk
	Background: Archaeologist
	PlayerName: 
	CharacterName: Pimkin Copperberry
	Race : Ghostwise Halfling
	Alignment: Neutral
	XP: 
	Inspiration: 
	STR: 0
	ProfBonus: 2
	AC: 16
	Initiative: 3
	Speed: 25
	PersonalityTraits : I love a good puzzle or mystery.

Traps don't make me nervous. Idiots who trigger traps make me nervous.
	STRmod: 10
	HPMax: 8
	ST Strength: 2
	DEX: 3
	HPCurrent: 8
	Ideals: Immortality. All my exploring is part of a plan to find the secret of everlasting life.
	DEXmod : 16
	HPTemp: 
	Bonds: Ever since I was a child, i've heard stories about the lost city of Dhinnilith. I aim to find it, learn its secrets, and earn my place in the history books.
	CON: 0
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 10
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1
	Flaws: I have a secret fear of some common wild animal--and in my line of work, I see them everywhere.
	INT: 1
	ST Dexterity: 5
	ST Constitution: 0
	ST Intelligence: 1
	ST Wisdom: 3
	ST Charisma: 0
	Acrobatics: 3
	Animal: 3
	Athletics: 2
	Deception : 0
	History : 3
	Insight: 5
	Intimidation: 0
	Check Box 11: Yes
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Unarmed
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d4+3 B
	INTmod: 13
	Wpn Name 2: Shortswrd
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6+3 P
	Investigation : 1
	WIS: 3
	Wpn Name 3: Dart
	Wpn3 AtkBonus  : +5
	Arcana: 1
	Wpn3 Damage : 1d4+3 P
	Perception : 3
	WISmod: 16
	CHA: 0
	Nature: 1
	Performance: 0
	Medicine: 3
	Religion: 1
	Stealth : 3
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	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: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 0
	SleightofHand: 3
	CHamod: 10
	Survival: 5
	AttacksSpellcasting: 
	Passive: 13
	CP: 
	ProficienciesLang: Languages: Common, Elvish, Halfling

Tools: Cartographer's Tools

Weapons: Simple, Shortsword
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Shortsword
10 Darts
Crowbar
Hammer
10 Pitons
10 Torches
10 Rations
Tinderbox
Waterskin
50 ft. Hemp Rope
Wooden case containing a map to a ruin or dungeon
Bullseye Lantern
Miner's Pick
Shovel
Two-Person Tent
Pouch
A trinket recovered from a dig site
	Features and Traits: Lucky: When you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die and must use the new roll.

Brave: You have advantage on saving throws against being frightened.

Halfling Nimbleness: You can move through the space of any creature that is of a size larger than yours.

Silent Speech: You can speak telepathically to any creature within 30 feet of you. The creature understands you only if the two of you share a language. You can speak telepathically in this way to one creature at a time.

Historical Knowledge: When you enter a ruin or dungeon, you can correctly ascertain its original purpose and determine its builders, whether those were dwarves, elves, humans, yuan-ti, or some other known species. In addition, you can determine the monetary value of art objects more than a century old.

Martial Arts: At 1st level, your practice of martial arts gives you mastery of combat styles that use unarmed strikes and monk weapons, which are shortswords and any simple melee weapons that don’t have the two-handed or heavy property.
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 attack 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 on your turn, you can make one unarmed strike as a bonus action. For example, if you take the Attack action and attack with a quarterstaff, you can also make an unarmed strike as a bonus action, assuming you haven’t already taken a bonus action this turn.
Certain monasteries use specialized forms of the monk weapons. For example, you might use a club that is two lengths of wood connected by a short chain (called a nunchaku) or a sickle with a shorter, straighter blade (called a kama). Whatever name you use for a monk weapon, you can use the game statistics provided for the weapon.
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