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O _+2 Constitution

O -1 Intelligence

O _+3 Wisdom
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® _+5 Acrobatics DEX \
‘ O _+3  Animal Handling wis
O -1 Arcana INT

O _+0  Athletics STR

O _+0  Deception CHA

O _-1 History INT

® _+5 Insight wis

O _+0_ Intimidation CHA

O _-1  Investigation INT

O _+3  Medicine wis

O -1 Nature INT

® _+5  Perception Wis

QO _+0  Performance CHA

QO _+0  Persuasion CHA

O -1 Religion INT

QO _*3  Sleight of Hand DEX
® _+5 Stealth DEX

O _+3  Survival wis
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L SKILLS ),

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Draconic Roar « 2 / Long Rest

uses when you finish a long rest.

You let out a draconic roar at your enemies within Step of the Wind

10 ft. of you. Until the end of your next turn, you and You can spend 1 ki point to take the Disengage or
your allies have advantage on attack rolls against any ~ Dash action as a bonus action on your turn, and your
of those enemies who could hear the roar. You can jump distance is doubled for the turn.

use this trait 2 times, and you regain all expended
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CLASS & LEVEL PLAYER NAME
Kobold (UA) Far Traveler
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INSPIRATION
j === WEAPONS ===
=N Shortsword, Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS
@ j Dragonchess Set, Shawm
y-
=== LANGUAGES ===
- — Common, Draconic, Undercommon
ABILITY SAVE DC |
S==x N
/7 N
40 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
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=== ACTIONS === Flurry of Blows
Standard Actions After you take the Attack action on your turn, you
Attack, Cast a Spell, Dash, Disengage, Dodge, 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.

Unarmed Strike
When vou use the Attack action with an unarmed
ACTIONS
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SENSES
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15 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dart +5 1d4+3 Piercing Simple, Finesse, Thrown, Range (20/60)
15 PASSIVE WISDOM (INSIGHT)
Quarterstaff +5 1d6+3 Bludgeoning  Simple, Versatile
9 PASSIVE INTELLIGENCE (INVESTIGATION) Fire Bolt +5 1d10 Fire VIS
Darkvision 60 ft. Unarmed Strike +5 1d4+3 Bludgeoning

Unarmed Strike +5

A WEAPON ATTACKS & CANTRIPS "/

1d4+3 Bludgeoning




=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

* Dedicated Weapon ¢ TCoE 48

Whenever you finish a short or long rest, you can
touch one weapon, and then count that weapon as a
monk weapon until you use this feature again. The
weapon must be a simple or martial weapon that you
are proficient with, and must lack the heavy and
special properties.

* KiePHB 78
You can spend Ki Points to fuel ki features. You have
2 points per short rest and your Ki save DC is 13.

Flurry of Blows - 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.

| Ki 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 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.
=== KOBOLD (ARCHIVED) RACIAL TRAITS ===

* Ability Score Increases ¢« _APT

When you determine your ability scores, increase one

of those scores by 2 and a different score by 1, or
increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages ¢ _APT
Your character can speak, read, and write Common

and one other language that you and your DM agree is

appropriate for the character.

* Creature Type « _APT
You are a Humanoid.

* Size « _APT
You are Small.

* Speed « _APT
Your walking speed is 30 feet
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* Darkvision « _APT

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Draconic Legacy ¢« _APT
The kobold connection to dragons can manifest in
unpredictable ways in an individual kobold.

| Cantrip (Wisdom) « UA
You know one cantrip of your choice from the sorcerer
spell list. Wisdom is your spellcasting ability for that
cantrip.
* Draconic Roar « _APT

| 2/ Long Rest « 1 Bonus Action

FEATURES & TRAITS
\\
Dagger 1 1lb. Tinderbox 1 1lb.
Quarterstaff 1 4 1b. Sack 1 0.51b.
Dart 10 251b. Dragonchess Set 1 0.51b.
Backpack 1 51b. Cook's Utensils 1 8 lb.
Bedroll 1 7 Ib. Sack 1 0.5 1b.
Clothes, Traveler's 1 4 1b. Torch 5 51b.
Flask or Tankard 1 11b.
Whetstone 1 11b.
Mess Kit 1 11b.
WEIGHT CARRIED Oil (flask) 3 31b.
82.04 Ib. Pouch 1 11b.
ENCUMBERED Pouch 1 1lb.
150 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
300 Ib. Waterskin 1 5 lb.
EQUIPMENT ))
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Male 33 Small 2'9" 33
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Helm Brown Scales  Burnt Orange None
ALIGNMENT FAITH SKIN EYES HAIR
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| quote (or misquote) sacred texts
and proverbs in almost every
situation.
I am tolerant (or intolerant) of other
PERSONALITY TRAITS
L~ 1
[ ~"1
Tradition. The ancient traditions of
worship and sacrifice must be
preserved and upheld. (Lawful)
IDEALS
L~ —~
[ ~"1
| seek to preserve a sacred text that
my enemies consider heretical and
seek to destroy.
BONDS
L~ —~
[N "]
| am suspicious of strangers and expect
the worst of them.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
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CHARACTER BACKSTORY ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
P Fire Bolt Draconic Legacy (Always Prepared) +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
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