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	ClassLevel: Monk 4 (open hand)
	Background: Entertainer
	PlayerName: 
	CharacterName: Laeroth
	Race : Half-Elf
	Alignment: CG
	XP: 
	Inspiration: n.a.
	STR: +0
	ProfBonus: +2
	AC: 16
	Initiative: +3
	Speed: 40ft.
	PersonalityTraits : Nobody stays angry at me or around me for long, since I can defuse any amount of tension.
	STRmod: 10
	HPMax: 29
	ST Strength: +2
	DEX: +3
	HPCurrent: 29
	Ideals: Creativity. The world is in need of new ideas and bold action
	DEXmod : 16
	HPTemp: 
	Bonds: I idolize a hero of the old tales and measure my deeds against that person’s
	CON: +0
	HDTotal: 4
	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: 1d8
	Flaws: A scandal prevents me from ever going home again. That kind of trouble seems to follow me around.
	INT: +0
	ST Dexterity: +5
	ST Constitution: +0
	ST Intelligence: +0
	ST Wisdom: +3
	ST Charisma: +2
	Acrobatics: +5
	Animal: +3
	Athletics: +2
	Deception : +4
	History : +0
	Insight: +5
	Intimidation: +2
	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: 
	Wpn1 AtkBonus: 
	Wpn1 Damage: 
	INTmod: 10
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : +0
	WIS: +3
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +0
	Wpn3 Damage : 
	Perception : +5
	WISmod: 16
	CHA: +2
	Nature: +0
	Performance: +4
	Medicine: +3
	Religion: +0
	Stealth : +3
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Yes
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +2
	SleightofHand: +3
	CHamod: 14
	Survival: +3
	AttacksSpellcasting: shortsword
+5 1d6+3 piercing
dart
+5 1d4+3 piercing, range 20/60
Quarterstaff
+5 1d6+3 bludgeoning, versatile 1d8
	Passive: 15
	CP: 
	ProficienciesLang: Languages: Common, Elvish, Dwarvish
Armor: None
Weapons: Simple weapons, shortswords
Tools: Lute, Pan flute
	SP: 
	EP: 
	GP: 15
	PP: 
	Equipment: Lute, Pan flute
a lock of silver Hair (the favor of an admirer), a costume
Explorer’s Pack: Includes a backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope strapped to the side of it.
	Features and Traits: Class: Monk (PHB p. 76)
Level1
- Unarmored Defense
Beginning at 1st level, while you are wearing no armor and not wielding a shield, your AC equals 10 + your Dexterity m odifier + your Wisdom modifier.
- Martial Arts
At 1st level, your practice o f 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.

Level 2
- Ki (4 Points/Rest, DC 13)
• Flurry of Blows
Immediately after you take the Attack action on your turn, you can spend 1 ki point to make two unarmed strikes as a bonus action.
• Patient Defense
You can spend 1 ki point to take the Dodge action as a bonus action on your turn.
• Step of the Wind
You can spend 1 ki point to take the Disengage or Dash action as a bonus action on your turn, and your jump distance is doubled for the turn.
- Unarmored Movement
Starting at 2nd level, your speed increases by 10 feet while you are not wearing armor or wielding a shield. 

Level 3
- Deflect Missiles
Starting at 3rd level, 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 + your Dexterity modifier + your monk level. If you reduce the damage to 0, you can catch the missile if it is small enough for you to hold in one hand and you have at least one hand free. If you catch a missile in this way, you can spend 1 ki point to make a ranged attack with the weapon or piece of ammunition you just caught, as part of the same reaction. You make this attack with proficiency, regardless of your weapon proficiencies, and the missile counts as a monk weapon for the attack.
- Monastic Tradition: Way of the Open Hand: Open Hand Technique
Starting when you choose this tradition at 3rd level, you can manipulate your enemy’s ki when you harness your own. Whenever you hit a creature with one of the attacks granted by your Flurry of Blows, you can impose one of the following effects on that target:
• It must succeed on a Dexterity saving throw or be knocked prone.
• It must make a Strength saving throw. If it fails, you can push it up to 15 feet away from you.
• It can’t take reactions until the end of your next turn.

Level 4
- Slow Fall
Beginning at 4th level, you can use your reaction when you fall to reduce any falling damage you take by an amount equal to five times your monk level.
- feat: variant Tavern brawler
Accustomed to rough-and-tumble fighting using whatever w eapons happen to be at hand, you gain the following benefits:
• Increase your Strength or Constitution score by 1, to a maximum of 20.
• Improvised weapons are monk weapons for you
• When you hit a creature with an unarmed strike or an improvised weapon on your turn, you can use a bonus action to attempt to grapple the target.
	CharacterName 2: Laeroth
	Age: 50
	Height: 1,95
	Weight: 90kg
	Eyes: green
	Skin: 
	Hair: copper
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: Laeroth ging als unehelicher Spross eines elfischen Prinzen und einer menschlichen Adligen hervor. Da keiner der beiden das uneheliche Kind offiziell anerkennen konnte, wurde Laeroth in ein Kloster gegeben. Das Leben dort war sehr streng und vertrug sich wenig mit dem kreativen Geist des Halbelfen. Für Laeroth war zu musizieren genauso Meditation wie das unbewegliche Herumsitzen. Nur wollte keiner der Mönche das wirklich einsehen, weshalb sie annahmen, dass er sich nicht richtig bemühte. Nicht selten hagelte es daher auch Erziehungsmaßnahmen in Form von Strafarbeiten und extra Training. Nur der Leiter des Klosters erkannte, die künstlerische Ader des jungen Halbelfen und schickte ihn daher auf eine Pilgerreise, damit er sich abseits der strengen Klosterregeln entfalten konnte.
Im Grunde ist Laeroth offiziell immer noch auf dieser Pilgerreise und vielleicht besucht er den Zielort auch irgendwann einmal. In der Zwischenzeit widmet er sich aber erstmal der Musik und verdient sich durch das Spielen seinen Lebensunterhalt. Und dennoch lebt fast immer nach den Regeln seines Mönchordens und vernachlässigt sein Training zu keiner Zeit. Seine Kreativität und sein andauernder Aufenthalt in diversen auch raueren Gasthäusern haben ihn zu einem Meister der improvisierten Waffen werden lassen. Egal, was sich in einem Schankraum findet, Laeroth kann es immer als Waffe einsetzen, wovon so mancher übellauniger Halb-Ork berichten kann.
Im Moment macht er Halt in einer Zwergensiedlung und lernt von ihnen begeistert die Kunst des Geschichten erzählens, während er sie seinerseits mit seinem Lautenspiel erfreut. Als er mitbekommt, dass es Probleme gibt, bietet er seine Hilfe an und sitzt nun im Büro des Untergenerals Farhorn um Einzelheiten zu erfahren.
	Feat+Traits: Race: Half-Elf (PHB p. 38)
Darkvision. Thanks to your elf blood, you have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it w ere bright light, and in darkness as if it were dim light. You can’t discern color in darkness, only shades of gray.
Fey Ancestry. You have advantage on saving throws against being charmed, and magic can’t put you to sleep.
Skill Versatility. You gain proficiency in two skills of your choice.
Languages. You can speak, read, and write Common,
Elvish, and one extra language of your choice.

Background: Entertainer (PHB p. 130)
Feature : By Popular Demand
You can always find a place to perform, usually in an inn or tavern but possibly with a circus, at a theater, or even in a noble’s court. At such a place, you receive free lodging and food of a modest or comfortable standard (depending on the quality o f the establishment), as long as you perform each night. In addition, your performance makes you something of a local figure.
When strangers recognize you in a town where you have performed, they typically take a liking to you.
Skill Proficiencies: Acrobatics, Performance
Tool Proficiencies: Disguise kit, one type of musical instrument
	Treasure: philter of love
Potion, uncommon
The next time you see a creature within 10 minutes after drinking this philter, you become charmed by that creature for 1 hour. If the creature is of a species and gender you are normally attracted to, you regard it as your true love while you are charmed. This potion's rose-hued, effervescent liquid contains one easy-to-mis
bubble shaped like a heart.
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