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Common, Goblin

simple weapons, shortswords
painter's supplies

herbalism kit

) OTHER PROFICIENCIES & LANGUAGES

a crowbar

a hammer

10 pitons

10 torches

a tinderbox

10 days of rations
a waterskin

10 darts

EQUIPMENT

50 feet of hempen rope

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.
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

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

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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	Feat+Traits: Darkvision. You can see in dim light within 60 feet of you as if it were bright light and in darkness as if it were in dim light. You discern colors in that darkness only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and the creature's size is larger than yours, you can cause the attack or spell to deal extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus, regaining all expended uses when you finish a long rest, and you can use it no more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action on each of your turns.
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	Features and Traits: Unarmored Defense. Beginning at 1st level, while you are wearing no armor and not wielding a shield, your AC equals 10 + your Dex mod + your Wis mod.

Martial Arts. 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.

Ki. 
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. 


