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Nidiliel d'Phiarlan

Monk 1
CLASS & LEVEL

PLAYER NAME

Mark of Shadow EIf Criminal / Spy
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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Y N
ﬂa +2_ Strength \ 7/ \
— ) ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
O _+2  Constitution +3 15 1 O -
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / y, " , \
1d8 successes O=O=0O
[ DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Shortsword, Simple Weapons
CONSTITUTION ® +5 Acrobatics DEX \ N
PROFICIENCY BONUS ===TOOLS ===
| o 2 Anima Handling wis Dragonchess Set, Thieves' Tools,
O +0 Arcana INT 7 Woodcarver's Tools
O +0  Athletics STR = —r === LANGUAGES ===
® *2 Deception CHA ABILITY SAVE DC | Common, Elvish
_g— _gu—
O _+0_ History INT o
® _+4  Insight wis (/ N
30 ft. (Walkin
O +0 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +2  Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
® + Perception wis , \
QO _+0  Performance CHA === ACTIONS ===
+ 2 _ Standard Actions
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
0 ) .
Q O _#0_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
7 \ O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+5 Stealth DEX === BONUS ACTIONS ===
f CHARISMA ) > . Unarmed Strike
O 2 Survival wis When you use the Attack action with an unarmed
+O o) strike or a monk weapon on your turn, you can make
- one unarmed strike as a bonus action.
o__
£pd Jo
L SKILLS )/ \ ACTIONS )
r // \\
14 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +5 1d4+3 Bludgeoning
Unarmed Strike +5 1d4+3 Bludgeoning
14 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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EQUIPMENT

Monk 1
A HH 1 H CLASS & LEVEL PLAYER NAME
Nidiliel d'Phiarlan
Mark of Shadow EIf Criminal / Spy
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
————— —
7 N
=== MONK FEATURES ===
* Cunning Intuition « ERftLW 49
* Hit Points « PHB 77 When you make a Charisma (Performance) or
Dexterity (Stealth) check, you can roll a d4 and add the
* Proficiencies « PHB 77 number rolled to the ability check.
* Unarmored Defense « PHB 78 * Shape Shadows « ERftLW
While not wearing armor and not using a shield, your You know the minor illusion cantrip. Starting at 3rd
AC equals 10 + DEX modifier + WIS modifier. level, you can cast the invisibility spell once per long
rest. Charisma is your spellcasting ability for these
* Martial Arts « PHB 78 spells.
While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a * Spells of the Mark « ERftLW 49
shield, you can use DEX instead of STR for the attack If you have the Spellcasting or the Pact Magic class
and damage rolls, you can roll your Martial Arts feature, the spells on the Mark of Shadow Spells table
damage die in place of the normal damage, and when are added to the spell list of your spellcasting class.
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.
| Unarmed Strike: 1 Bonus Action
=== MARK OF SHADOW ELF RACIAL TRAITS ===
* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.
* Keen Senses * BR 23
You have proficiency in the Perception skill.
* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.
* Trance « BR 23
You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.
FEATURES & TRAITS
Dagger 1 11b. Torch 5 51b.
Quarterstaff 1 4 1b. Waterskin 1 51b.
Dart 10 251b. Whetstone 1 11b.
Backpack 1 51b. Woodcarver's Tools 1 51b.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
Flask or Tankard 1 11b.
Mess Kit 1 11b.
Oil (flask) 3 31b.
Pouch 2 21b.
WEIGHT CARRIED
79.04 |b Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
150 Ib. Sack 2 11lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
300 Ib. Dragonchess Set 1 0.5 Ib.
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Female 144 Medium 5'6" 100
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral The Shadow Fair Blue Blonde
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

than a new enemy.

L~

//

| always have a plan for what to
do when things go wrong.
| would rather make a new friend

PERSONALITY TRAITS

N\
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IDEALS
L~

Freedom. Chains are meant to be
broken, as are those who would
forge them. (Chaotic)
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generous benefactor.

BONDS
L~

I'm trying to pay off an old debt | owe to a

()
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look bad.

\\ FLAWS

| turn tail and run when things

&
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CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
Minor lllusion Shape Shadows -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
SPELLS
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