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ATTACKS & SPELLCASTING
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PASSIVE WISDOM (PERCEPTION)

Languages. Common,
Minotaur

Weapon Proficiencies. Simple
Weapons, Shortsword

Tool Proficiencies. Navigator’s
tools, Vehicles water,
Cartographer’s tools, Painter’s
supplies

OTHER PROFICIENCIES & LANGUAGES

Dungeoneer’s Pack
Shortsword (E)
Arrow (20)
Longbow

EQUIPMENT
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/Homs. Your horns are natural melee weapons, with which you're

N\
proficient. 1d6+1 piercing damage.

Goring Rush. Immediately after you use the Dash action on your
turn and move at least as far as your speed, you can make one
melee attack with your horns as a bonus action.

Hammering Horns. Immediately after you hit a creature with a
melee attack as part of the Attack action on your turn, you can
attempt to shove that creature with your horns using your
reaction. The creature must be no more than one size larger
than you and within 5 feet of you. It must make a DC11 Strength
saving throw. If it fails, you push it up to 5 feet away from you.

Hybrid Nature. You count as humanoid and monstrosity. You
can be affected by a game effect if it works on either of your
creature types.

Unarmored Defense. While you are wearing no armor and not
wielding a shield, your AC equals 15.

Martial Arts. Your unarmed strike does 1d4 damage. You can
use Strength or Dexterity for these attacks.

Ki. You have 4 Ki Points and your Ki DC is 12

Unarmored Movement. Your speed increases by UNKNOWN
VALUE feet while you are not wearing armor or wielding a
shield.

Monastic Tradition.
Way of the Kensei. Channels ki through a set of mastered
weapons

Deflect Missiles. You can use your reaction to deflect or catch

the missile when you are hit by a ranged weapon attack. When
you do so, the damage you take from the attack is reduced by

1d10 + 7.

Slow Fall. Use your reaction when you fall to reduce any falling
damage you take by an amount equal to five times your monk
level. (20)

Path of the Kensei. You have 2 kensei weapons, one melee, one
ranged. (any non-Heavy, non-Special weapon) You gain
proficiency with these weapons, and they are monk weapons. If
you make an unarmed strike in an Attack action while holding a
melee kensei weapon, gain a +2 bonus to AC until the start of
your next turn. Bonus action: Make your ranged weapon more
deadly, until the end of the current turn, ranged weapons deal an
extra 1d4 damage.

FEATURES & TRAITS




AGE HEIGHT WEIGHT
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

You sailed on a seagoing vessel
for years. In that time, you faced
down mighty storms, monsters of
the deep, and those who wanted
to sink your craft to the bottomless
depths. Your first love is the
distant line of the horizon, but the
time has come to try your hand at
something new.

Discuss the nature of the ship you
previously sailed with your
Dungeon Master. Was it a
merchant ship, a naval vessel, a
ship of discovery, or a pirate ship?
How famous (or infamous) is it? Is
it widely traveled? Is it still sailing,
or is it missing and presumed lost
with all hands?

What were your duties on
board—boatswain, captain,
navigator, cook, or some other
position? Who were the captain
and first mate? Did you leave your
ship on good terms with your
fellows, or on the run?

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE




Dungeoneer’s Pack
Equipment Packs

Includes a backpack, a crowbar, a hammer, 10 pitons, 10
torches, a tinderbox, 10 days of rations, and a waterskin. The
pack also has 50 feet of hempen rope strapped to the side of it.

Longbow
Martial Ranged Weapon

Properties. Ammunition (150/600), heavy, two-handed
Damage. 1d8 piercing

Proficiency with a longbow allows you to add your proficiency
bonus to the attack roll for any attack you make with it.

Shortsword

Martial Melee Weapon

Properties. Finesse, light
Damage. 1d6 piercing

Proficiency with a shortsword allows you to add your proficiency
bonus to the attack roll for any attack you make with it.

Arrow (20)

Ammunition

Arrows are used with a bow to make a ranged attack.



	ClassLevel: Monk (4)
	Background: Sailor
	PlayerName: Player 1
	CharacterName: Mogara of clan Kaziganthi
	Race : Minotaur
	Alignment: Neutral
	XP: 2700
	Inspiration: 
	STR: 12
	ProfBonus: +2
	AC: 13
	Initiative: 3
	Speed: 30ft.
	PersonalityTraits : I never pass up a friendly wager.

I work hard so that I can play hard when the work is done.
	STRmod: +1
	ST Strength: +3
	DEX: 16
	Ideals: Fairness. We all do the work, so we all share in the rewards. (Lawful)
	DEXmod : +3
	Bonds: I’m loyal to my captain first, everything else second.
	CON: 16
	HDTotal: 4d8
	Check Box 12: No
	Check Box 13: No
	Check Box 14: No
	CONmod: +3
	Check Box 15: No
	Check Box 16: No
	Check Box 17: No
	HD: 
	Flaws: My pride will probably lead to my destruction.
	INT: 10
	ST Dexterity: +5
	ST Constitution: +3
	ST Intelligence: +0
	ST Wisdom: +2
	ST Charisma: -1
	Acrobatics: +5
	Animal: +2
	Athletics: +3
	Deception : -1
	History : +0
	Wpn Name: 
	Wpn1 AtkBonus: 
	Wpn1 Damage: 
	Insight: +2
	Intimidation: +1
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Check Box 11: Yes
	Check Box 18: Yes
	Check Box 19: No
	Check Box 20: No
	Check Box 21: No
	Check Box 22: No
	INTmod: +0
	Wpn2 Damage : 
	Investigation : +0
	WIS: 14
	Arcana: +0
	Perception : +4
	WISmod: +2
	CHA: 8
	Nature: +0
	Performance: -1
	Medicine: +2
	Religion: +0
	Stealth : +5
	Check Box 23: Yes
	Check Box 24: No
	Check Box 25: No
	Check Box 26: Yes
	Check Box 27: No
	Check Box 28: No
	Check Box 29: No
	Check Box 30: Yes
	Check Box 31: No
	Check Box 32: No
	Check Box 33: No
	Check Box 34: Yes
	Check Box 35: No
	Check Box 36: No
	Check Box 37: No
	Check Box 38: No
	Check Box 39: Yes
	Check Box 40: No
	Persuasion: -1
	HPMax: 35
	HPCurrent: 
	HPTemp: 
	Wpn3 Damage : 
	SleightofHand: +3
	CHamod: -1
	Survival: +2
	AttacksSpellcasting: 
	Passive: 14
	CP: 0
	ProficienciesLang: Languages. Common, Minotaur

Weapon Proficiencies. Simple Weapons, Shortsword

Tool Proficiencies. Navigator’s tools, Vehicles water, Cartographer’s tools, Painter’s supplies


	SP: 0
	EP: 0
	GP: 0
	PP: 0
	Equipment: Dungeoneer’s Pack

Shortsword (E)

Arrow (20)

Longbow


	Features and Traits: Horns. Your horns are natural melee weapons, with which you’re proficient. 1d6+1 piercing damage.



Goring Rush. Immediately after you use the Dash action on your turn and move at least as far as your speed, you can make one melee attack with your horns as a bonus action.



Hammering Horns. Immediately after you hit a creature with a melee attack as part of the Attack action on your turn, you can attempt to shove that creature with your horns using your reaction. The creature must be no more than one size larger than you and within 5 feet of you. It must make a DC11 Strength saving throw. If it fails, you push it up to 5 feet away from you.



Hybrid Nature. You count as humanoid and monstrosity. You can be affected by a game effect if it works on either of your creature types.



Unarmored Defense. While you are wearing no armor and not wielding a shield, your AC equals 15.



Martial Arts. Your unarmed strike does 1d4 damage. You can use Strength or Dexterity for these attacks.



Ki. You have 4 Ki Points and your Ki DC is 12



Unarmored Movement. Your speed increases by UNKNOWN VALUE feet while you are not wearing armor or wielding a shield.



Monastic Tradition. 

    Way of the Kensei. Channels ki through a set of mastered weapons



Deflect Missiles. You can use your reaction to deflect or catch the missile when you are hit by a ranged weapon attack. When you do so, the damage you take from the attack is reduced by 1d10 + 7.



Slow Fall. Use your reaction when you fall to reduce any falling damage you take by an amount equal to five times your monk level. (20)



Path of the Kensei. You have 2 kensei weapons, one melee, one ranged. (any non-Heavy, non-Special weapon) You gain proficiency with these weapons, and they are monk weapons. If you make an unarmed strike in an Attack action while holding a melee kensei weapon, gain a +2 bonus to AC until the start of your next turn. Bonus action: Make your ranged weapon more deadly, until the end of the current turn, ranged weapons deal an extra 1d4 damage.
	CharacterName 2: Mogara of clan Kaziganthi
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: You sailed on a seagoing vessel for years. In that time, you faced down mighty storms, monsters of the deep, and those who wanted to sink your craft to the bottomless depths. Your first love is the distant line of the horizon, but the time has come to try your hand at something new.



Discuss the nature of the ship you previously sailed with your Dungeon Master. Was it a merchant ship, a naval vessel, a ship of discovery, or a pirate ship? How famous (or infamous) is it? Is it widely traveled? Is it still sailing, or is it missing and presumed lost with all hands?



What were your duties on board—boatswain, captain, navigator, cook, or some other position? Who were the captain and first mate? Did you leave your ship on good terms with your fellows, or on the run?
	Feat+Traits: 
	Treasure: 
	CHARACTER IMAGE-replaced: 


