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=== MONK FEATURES ===

* Core Monk Traits « PHB-2024 101

* Martial Arts « PHB-2024 101

You gain the following benefits when unarmed or
wielding only Monk weapons, provided you aren’t
wearing armor or wielding a Shield.

« You can make an Unarmed Strike as a Bonus
Action.

« You can roll 1d6 in place of the normal damage
from your Unarmed Strikes or Monk weapons.

« You can use Dex. instead of Str. for the attack and
damage rolls of your Unarmed Strikes and Monk
Weapons. In addition, when you use the Grapple or
Shove option of your Unarmed Strike, you can use
Dex. instead of Str. to determine the save DC.

| Unarmed Strike: 1 Bonus Action

* Unarmored Defense « PHB-2024 101
While you aren’t wearing armor or wielding a Shield,
your base AC equals 15.

* Monk’s Focus « PHB-2024 101

Your focus and martial training allows you to harness a
well of energy within yourself called Focus Points. You
have 2 Focus Points and regain all expended points
after you finish a Short or Long Rest.

You can expend these points to enhance or fuel
certain Monk features. You start knowing three such
features:

Flurry of Blows. You can expend 1 Focus Point to
make two Unarmed Strikes as a Bonus Action.
Patient Defense. You can take the Disengage action
as a Bonus Action or expend 1 Focus Point to take
both the Disengage and Dodge actions as a Bonus
Action.

Step of the Wind. You can take the Dash action as a
Bonus Action or expend 1 Focus Point to take both the
Disengage and Dash actions as a Bonus Action, and
your jump distance is doubled for the turn.
Features that use Focus Points may require your
target to make a saving throw. The save DC equals 8
+ Wis. modifier + Prof. Bonus.

| Focus Points: 2 / Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action
* Unarmored Movement « PHB-2024 102
Your speed increases by 10 ft. while you aren’t
wearing armor or wielding a Shield.
* Uncanny Metabolism ¢« PHB-2024 102
Once per Long Rest, when you roll Initiative you can
regain all expended Focus Points, and regain 1d6+2
HP.

| 1/Long Rest « Special

=== HALFLING SPECIES TRAITS ===

* Creature Type » PHB-2024 193
You are Humanoid.

* Size « PHB-2024 193
Your Size is Small.

* Speed « PHB-2024 193
Your Speed is 30 ft.

* Brave » PHB-2024 193

You have Advantage on saving throws you make to
avoid or end the Frightened condition.

* Halfling Nimbleness « PHB-2024 193

You can move through the space of any creature that
is a size larger than you, but you can't stop in the
same space.

* Luck « PHB-2024 193
When you roll a 1 on the d20 of a D20 Test, you can
reroll the die, and you must use the new roll.

* Naturally Stealthy « PHB-2024 193

You can take the Hide action even when you are
obscured only by a creature that is at least one size
larger than you.

=== FEATS ===
* Alert « PHB-2024 200

Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179

| Increase two scores (+2/ +1) ¢
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EQUIPMENT

FEATURES & TRAITS
Dagger 1 1lb. Rations 10 20 Ib.
Dagger 1 1lb. Rope 1 51b.
Dagger 1 1lb. Bedroll 1 7 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 1lb. Torch 10 10 Ib.
Spear 1 3lb. Waterskin 1 51b.
Backpack 1 51b.
Pouch 1 11b.
Pouch 1 11b.
WEIGHT CARRIED Calligrapher's Supplies 1 5 lb.
82 Ib. Pan Flute 1 2 1b.
ENCUMBERED Thieves' Tools 1 11b.
150 Ib. Crowbar 1 51b.
PUSH/DRAG/LIFT Traveler's Clothes 1 4 1b.
300 Ib. Qil 2 2 1b.
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