Monk (3)

Far Traveler Alex

CLASS & LEVEL

Mi'Lo

BACKGROUND

Lizardfolk

Chaotic Neutral
ALIGNMENT

RACE

CHARACTER NAME

PLAYER NAME

0

EXPERIENCE POINTS

INSPIRATION

STRENGTH

9

20
+2

+3

ARMOR
CLASS

PROFICIENCY BONUS

SPEED

●

+1 Strength

●

+5 Dexterity

Hit Point Maximum

30
Suspicious: I must be careful, for I
have no way of telling friend from foe
here.

+4 Constitution
CURRENT HIT POINTS

+2 Intelligence

+3
CONSTITUTION

I'm fascinated by the beauty
and wonder of this new land.

SAVING THROWS

18
●

+4

TEMPORARY HIT POINTS

Total 3d8

+5 Acrobatics (Dex)

FAILURES

+2 Arcana (Int)
-1

14

HIT DICE

+2 Deception (Cha)

NAME

+2 History (Int)
●

+6 Insight (Wis)
+2 Investigation (Int)

18

+4 Medicine (Wis)
+2

DEATH SAVES

+6

1d6 + 4 bludgeoning

Quarterstaff +1 (two-handed)
+6
1d8 + 4 bludgeoning

Nature (Int)

- Martial Arts. Unarmed strike or monk
weapon, melee, 1d4 + 3 damage.
- Bite. Melee, 1d6 - 1 piercing damage (see
VGM 113).

+6 Perception (Wis)
+2 Performance (Cha)

●

14

FLAWS

+4 Religion (Int)
+3 Sleight of Hand (Dex)

●

+5 Stealth (Dex)

●

+6 Survival (Wis)
ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Weapon Proficiencies:
Shortsword; Simple

OTHER PROFICIENCIES & LANGUAGES

SP

EP

GP

Language Proficiencies:
Common; Draconic; Elvish

Hungry Jaws. Special attack with
your bite. If you hit, you gain 4
temp. hit points (use once/rest, see
VGM 113).

Patient Defense. Spend 1 ki point to
take the Dodge action (see PHB
78).

SKILLS

Tool Proficiencies: Shawm;
Tinker's Tools

----------Bonus Actions---------Flurry of Blows. After you take
Attack action, spend 1 ki to make 2
unarmed strikes (see PHB 78).

Martial Arts. Make an extra
unarmed strike when you take
Attack action (see PHB 78).

+2 Persuasion (Cha)

CHARISMA

I don't take kindly to some of the actions
and motivations of the people of this land,
because these folk are different from me.

ATK BONUS DAMAGE/TYPE

Quarterstaff +1

WISDOM

●

BONDS

Athletics (Str)

+2 Intimidation (Cha)

16

SUCCESSES

+4 Animal Handling (Wis)

INTELLIGENCE

+2

IDEALS

+4 Wisdom
+2 Charisma

+4

I honour my deities through practices that are foreign to this land.

PERSONALITY TRAITS

16

+2

Lizard Folk Quirk: You appreciate the soft humanoids who realise
they need chain mail and swords to match the gifts you were born
with.
Why are you here? Exile

INITIATIVE

-1
DEXTERITY

40/30

PP

5

Pouch (1); Cartographer's
Tools (1); Waterskin (1);
Bedroll (1); Rations (1
day) (10); Rope, hempen
(1); Piece of jewelry from
your homeland (10 GP)
(1); Tinderbox (1);
Clothes, traveler’s (1);
bag of holding (1); Mess
kit (1); Poor maps of your
homeland (1); Backpack
(1); Torch (10)

Step of the Wind. Spend 1 ki point
to take the Disengage or Dash
action and jump distance is doubled
for the turn (see PHB 78).
-------------Reactions------------Deflect Missiles. When hit by a
ranged attack, reduce the damage
by 1d10 + 6. 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 (see PHB
78).
(additional features & traits on page
2)
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FEATURES & TRAITS

40

Mi'Lo
CHARACTER NAME

AGE

Yellow
EYES

6' 2"

231lbs

HEIGHT

WEIGHT

Green

Red Scaling

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

History of the Archeins tribe.
As was told by my mother, who
survived the brutal slaughter of the
great King and council. Rumours say
that they were murdered by a group
comprised of a Black Dragonborn, two
Humans, one wielding a shield bearing
a crest of a Tyr and the other wielding a
great-axe, a Goblin wearing fur and
dark skinned Elf. After I was born and
learnt of this tragedy I went to study the
ways of death to combat this from ever
happening to any other of the tribe.
I found the monastery of <name>, and
was accepted into their fold. Many
years I studied here, until strangers
approached which was when I tested
what I learned. Unfortunately the Order
found what I did and exiled me. From
there I travelled the lands, practising
the skills I have learnt in my time. The
last thing I remember was getting close
to avenging my Tribe and then I woke
up in this foreign place, I don't know
how I got here, or when I got here or
how long it took to travel. I have since
found a guild of adventurers with whom
I have join in on travelling to see if I can
learn of the time I have lost.
CHARACTER BACKSTORY

All Eyes on You. Interest of scholars, nobles, and
merchants (see SCAG 149).
Cunning Artisan. Craft certain weapons and armor
from creature remains. (see VGM 113).
Hold Breath. Up to 15 min. (see VGM 113).
Ki. You have 3 ki points (see PHB 78).
Touch of Death. When you reduce a creature within
5 ft. to 0 HPs, you gain 7 temp HPs (see SCAG
130).
ADDITIONAL FEATURES & TRAITS
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