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CLASS & LEVEL PLAYER NAME
Tabaxi Sage (Milestone)
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ARMOR Max HP Current HP Temp HP |
+4 15 24 --
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
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FAILURES( )=( >=( >
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INSPIRATION
j === WEAPONS ===
=N Shortsword, Simple Weapons
N
PROFICIENCY BONUS :::.TOOLS, === .
Calligrapher's Supplies, Flute
y-
=== LANGUAGES ===
I — Common, Dwarvish, Elvish, Sylvan
ABILITY SAVE DC |
S==x N
/ N\
40 ft. (Walking), 30 ft. (Climbing)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

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

=== BONUS ACTIONS ===
Flurry of Blows

bonus action.

Kensei's Shot

Attack, Cast a Spell, Dash, Disengage, Dodge,

After you take the Attack action on your turn,

can spend 1 ki point to make two unarmed strikes as a

You can use a bonus action on your turn to make
ranaed attacks with a kensei weapon deal an extra

1d4 damage of the weapon’s type until the end of the
current turn.

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.

you

Unarmed Strike

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.
ACTIONS

74

13

13

14

Darkvision 60 ft.

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

4 N
Unarmed Strike +6 1d4+4 Bludgeoning
Claws +6 1d4+4 Slashing
Unarmed Strike +6 1d4+4 Bludgeoning
Flurry of Blows +6 1d4+4 Bludgeoning
Deflect Missiles Attack +6 1d4+4
A WEAPON ATTACKS & CANTRIPS /)
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=== 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
*Ki+PHB 78
You can spend Ki Points to fuel ki features. You have
3 points per short rest and your Ki save DC is 11.
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: 3/ 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.

* Monastic Tradition « PHB 78
| Way of the Kensei

* Deflect Missiles « PHB 78

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. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Path of the Kensei « XGtE 34

Kensei Weapons - You choose kensei weapons, gain
proficiency with them if you don't already have it, and
they are treated as monk weapons.

Agile Parry - If you make an unarmed strike as part of
the Attack action on your turn and are holding a kensei
weapon, you gain a +2 bonus to AC until the start of
your next turn, while the weapon is in your hand and
you aren't incapacitated.

Kensei's Shot - You can use a bonus action on your
turn to make ranged attacks with a kensei weapon
deal an extra 1d4 damage of the weapon'’s type until
the end of the current turn.

Way of the Brush - You gain proficiency with

FEATURES & TRAITS

N

calligrapher’s supplies or painter's supplies.
| Agile Parry: 1 Action

| Kensei's Shot: 1 Bonus Action

=== TABAXI RACIAL TRAITS ===
* Ability Score Increase * VGtM

* Age » VGtM

* Alignment « VGtM

* Size « VGtM

* Speed * VGtM

* Darkvision  VGtM
You can see in darkness (shades of gray) up to 60 ft.

* Feline Agility « VGtM

When you move on your turn in combat, you can
double your speed until the end of the turn. Once you
use this trait, you can't use it again until you move 0
feet on one of your turns.

| 1/ Other « Special

* Cat's Claws * VGtM

You have a climbing speed of 20 ft. and your claws are
natural weapons that deal 1d4 +1 slashing damage,
instead of the normal bludgeoning damage for an
unarmed strike.

| Claws: 1 Action
* Cat's Talent « VGtM

You have proficiency in the Perception and Stealth
skills.

WEIGHT CARRIED
0 lb.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

EQUIPMENT
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* Languages * VGtM

ADDITIONAL FEATURES & TRAITS
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
=—_1 CHARACTER NAME ALIGNMENT FAITH SKIN EYES HAIR
— —
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/ N
| tell everyone exactly what
| am thinking.
PERSONALITY TRAITS
L~ ]
[ "]

Justice. Fairness and equality are
worth fighting for (especially when it
comes to lunch). (Lawful)

IDEALS

| BONDS o
SOMETIMES | FORGET TO
USE MY INSIDE VOICE.
CHARACTER APPEARANCE I\ ALLIES & ORGANIZATIONS ) N FLAWS 7

CHARACTER BACKSTORY \ ADDITIONAL NOTES /,
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