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Rasnaar Naalted
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(®+_7 Acrobatics DEX
O _*3  Animal Handling wis

O _+0  Arcana INT

® +4 Athletics STR
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O _+0_ History INT
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CLASS & LEVEL PLAYER NAME
Dragonborn Custom Background 48,000
RACE BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+3 17 57 -
INITIATIVE CLASS \ HIT POINTS
1 (. ods 1
Resistances - Lightning, successes Q=00
Cold raiLures O=O=0
\§ DEFENSES \ HIT DICE \ DEATH SAVES
3
INSPIRATION j === WEAPONS ===
=N Shortsword, Simple Weapons
=== TOOLS ===
PROFICIENCY BONUS j Brewer's Supplies, Dragonchess Set

{1

=== LANGUAGES ===

— Common, Deep Speech, Draconic
ABILITY SAVE DC |
N N
/ N
45 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
/
=== ACTIONS ===
Standard Actions === BONUS ACTIONS ===

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

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.

74

O _#3  Stealth DEX Breath Weapon (Bronze) « 1/ Short Rest Patient Defense
U CHARISMA O 3 Survival wis As an action once per short rest, exhale in a 5 by You can spend 1 ki point to take the Dodge action
30 ft. line (DEX DC 13, half damage on success) for as a bonus action on your turn.
+O o) 2d6 Lightning Damage [6th] 3d6, [11th] 4d6, [16th]
- 5d6 Step of the Wind
(@) You can spend 1 ki point to take the Disengage or
Wholeness of Body * 1 / Long Rest Dash action as a bonus action on your turn, and your
o —_— Once per long rest as an action, you can regain 27  jump distance is doubled for the turn.
HP.
L SKILLS )/ \ ACTIONS
7 N
17 PASSIVE WISDOM (PERCEPTION) Tranquility +7 1d6+3 Piercing +Cold, Martial, Finesse, Light
Unarmed Strike +7 1d6+3 Bludgeoning
17 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +7 1d6+3 Bludgeoning
PASSIVE INTELLIGENCE (INVESTIGATION )
10 ( ) Flurry of Blows +7 1d6+3 Bludgeoning
Deflect Missiles Attack +7 1d6+3
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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
9 points per short rest and your Ki save DC is 15.
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: 9 / 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 15 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of the Open Hand

* 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 +12. 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

* Open Hand Technique « PHB 79

Whenever you hit with one of your Flurry of Blows
attacks, you can impose one of the following effects on
that target: fall prone if it fails a DEX saving throw (DC
15), get pushed up to 15 ft. if it fails a STR saving
throw (DC 15), or it can't take reaction until the end of
your next turn.

| Special
* Ability Score Improvement « PHB 78
* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any

falling damage you take by 45.

| 1 Reaction

* Extra Attack « PHB 79
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Stunning Strike « PHB 79

When you hit with a melee weapon attack, you can
spend 1 ki point to make the target stunned until the
end of your next turn if it fails a CON saving throw (DC
15).

| Special

* Ki-Empowered Strikes « PHB 79
Your unarmed strikes count as magical for the purpose
of overcoming resistance and immunity.

* Wholeness of Body « PHB 79
Once per long rest as an action, you can regain 27 HP.

| 1/ Long Rest « 1 Action

* Evasion « PHB 79

When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

* Stillness of Mind « PHB 79
You can use an action to end one effect on yourself
that is causing you to be charmed or frightened.
| 1 Action
* Unarmored Movement Improvement « PHB 78

You can move along vertical surfaces and across
liquids on your turn without falling during the move.

=== DRAGONBORN RACIAL TRAITS ===

FEATURES & TRAITS
Dagger 1 1lb. Torch 10 10 Ib.
Dart 10 251b. Waterskin 1 51b.
Tranquility 1 21b. Rope, Hempen (50 feet) 1 10 Ib.
Cloak of Protection 1 - Pocket of Holding 1 --
Ring of the Ram 1 - champion Belt 1 --
Wand of Magic Missiles 1 - Gem of elemental minion 1 --
Ring of Warmth 1 -
Elemental Gem (Emerald) 1 -
Wand of Magic Missiles 1 -
WEIGHT CARRIED Backpack 1 51b.
67 Ib. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
165 Ib. Rations (1 day) 11 22 Ib. Cloak of Protection 1 -
PUSH/DRAG/LIFT Potion of Healing (Greater) 1 0.5 Ib. Ring of Warmth 1 -
330 Ib. Tinderbox 1 1lb.

EQUIPMENT
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* Draconic Ancestry *« BR 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Bronze Dragon « BR 34
Lightning

* Breath Weapon ¢ BR 34

Once per short rest as an action, exhale destructive
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 13 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
damage on a successful one.

| Bronze Dragon * BR 34
As an action once per short rest, exhale in a 5 by 30 ft.
line (DEX DC 13, half damage on success) for 2d6
Lightning Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

| Breath Weapon (Bronze): 1/ Short Rest « 1
Action

* Damage Resistance * BR 34
You have resistance to the damage type associated
with your draconic ancestry.

| Bronze Dragon * BR 34
Lightning Damage

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT




Male 25 Medium
GENDER AGE SIZE
Chaotic Good

ALIGNMENT

Copper

FAITH SKIN

6f 7in
HEIGHT
Green
EYES

——
300

WEIGHT
Nope

HAIR

E——
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CHARACTER APPEARANCE

=== Allies ===

ZANE ZERA?

—

/ S
Despite my noble birth, | do not place myself
above other folk. We all have the same blood.i

PERSONALITY TRAITS
|~

o~
~]

Independence. | must prove that |
can handle myself without the
coddling of my family. (Chaotic)

IDEALS
L~

()

[
Nothing is more important than the other
members of my family.

BONDS
L~

"
| too often hear veiled insults and
threats in every word addressed to
me, and I'm quick to anger.

()

ALLIES & ORGANIZATIONS )

\\ FLAWS //

For generations the Naalted family has held sway
in the land of Tymanther. Influencing politics,
industry and the very fabric of the civilization. That
is, until the royal Vizier conspired against them to
frame Rasnaar’s eldest brother. He was found to
be a traitor to the country, breaking an oath of
allegiance with the neighboring kingdom, by
causing the death of their King’s daughter.
Although there was obvious foul play by the hand
of the family’s advisor, he was able to convince
the kingdom's council of this fallacy. His
treacherous actions caused the entire family to fall
from grace. And left the family with little but the
clothes on their backs. Cast out from the ranks of
nobility, they fought for their titles to be restored.
But no matter what proof they acquired, the once
noble advisor had already sunken his vile fangs
deep into the heart of the people and controlling
council.

Once the family had lost their ruling power, fearing
for her son’s life, Rasnaar’'s mother helped him
escape the city to the Smoking Mountains.
However, lacking the experience to survive in the
wilderness. Rasnaar found himself lost,
dehydrated, and starving. After passing out from
exhaustion, Rasnaar woke to find himself in a
monastic temple. He soon found solace at the
temple and became accustomed to the calm ways,
so different from the royal lifestyle he was so
accustomed to. Years spent in quiet meditation
allowed him to unlock the inner Ki, and a deeper
understanding of the world we live in.€

In his young adulthood, Rasnaar found himself
drawn to the ales that the monks would brew, and
eventually found himself inebriated and urinating
on a sacred statue that was mistaken as a

CHARACTER BACKSTORY

Cast From Grace;

Your family has been shunned from their former
glory. You have decided to take up the simple life
and excel in whatever path you have chosen.
Anyone of noble blood, high ranking clergy, or
knowledgeable of such things would recognize your
heritage.

Wish quest:

- talks of ancient library’s in Granvenhallow
- secret hardest to find

Spare the dying - cantrip
Stabilize death saving throw
cost is loss of health based on DM judgment.

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== 5th LEVEL ===
O Conjure Elemental <C> Elemental Gem (Emerald) - im 90 ft. V,S,M  concenration, upro 1hour  PHB 225 1 Charge (Used), Special: (See Description)*, D: 1h, V/S/M
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