Monk 5

Far Traveler

CLASS & LEVEL

Syldan Iaam
CHARACTER NAME

BACKGROUND

Wood Elf

Neutral Good

RACE

ALIGNMENT

Adam Kachelein
PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

13

17/19

+3

ARMOR
CLASS

PROFICIENCY BONUS

+4

45

INITIATIVE

SPEED

I have a strong code of honor or sense of
propriety that others don't comprehend.
I express affection or contempt in ways that are
unfamiliar to others.
PERSONALITY TRAITS

+1
DEXTERITY

●

+4

Strength

●

+7

Dexterity

+1

Constitution

+0

Intelligence

+3

Wisdom

+2

Charisma

18
+4
CONSTITUTION

Hit Point Maximum

CURRENT HIT POINTS

TEMPORARY HIT POINTS

13
+7

Acrobatics (Dex)

+3

Animal Handling (Wis)

+0

Arcana (Int)

+4

Athletics (Str)

+2

Deception (Cha)

+0

History (Int)

+6

Insight (Wis)

+2

Intimidation (Cha)

WISDOM

+0

Investigation (Int)

16

+3

Medicine (Wis)

+0

Nature (Int)

+6

Perception (Wis)

+2

Performance (Cha)

+2

Persuasion (Cha)

+0

Religion (Int)

+4

Sleight of Hand (Dex)

+4

Stealth (Dex)

+6

Survival (Wis)

●

INTELLIGENCE

●

11
+0

●

●

+3
CHARISMA

14
+2

●

Total

FAILURES

HIT DICE

NAME

Unarmed

1d6+4

+7

Sword of Disruption +1:
Gives a +1 to attack and damage. When
you hit a fiend or undead with this magic
weapon they take an additional 2d6
radiant damage. If the target has 25hp
or less they must make a DC 15 Wis
save or be destroyed. On a success the
creature becomes frightened of you until
your next turn.
Ki Points (DC 14): OOOOO
ATTACKS & SPELLCASTING

Dulcimer
Wood Carver's Kit: +7
Languages: Common, Elvish,
Dwarvish
Weapons: Simple,
Shortswords, Longsword,
Shortbow, Longbow

SP

EP

GP

30

I can act recklessly when people
I care about are threatened.
FLAWS

ATK BONUS DAMAGE/TYPE

1d6+5

CP

BONDS

DEATH SAVES

Swd of Dis +8

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES

5d8

SKILLS

16

IDEALS

I hold no greater cause than
my service to my people.

SAVING THROWS

+1

Everything is new, but i have
a thirst to learn.

33

Shortsword
Dulcimer
Dungeoneers Pack
Low Quality Maps of
Home
Small Jewelry from
Home

PP

Dark Vision: 60 ft
Fey Ancestry: Advantage against charm saves, magic can't put
you to sleep.
Trance: Elves don't need to sleep. Meditate in semiconscious for
4 hours a day.
Mask of the Wild: Can attempt to hide even when only lightly
obscured by foliage, heavy rain, falling snow, mist, and other
natural phenomena.
All Eyes on You: Far Traveler feature.
Martial Arts:
• Roll a d6 in place of the normal damage of your unarmed strike
or monk weapon.
• When you use the Attack action with an unarmed strike or a
monk weapon, you can make one unarmed strike as a bonus
action, if haven't already taken a bonus action this turn.
• Ki Points: All back on Short or Long rest.
• 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: Can spend 1 Ki point to take the Dodge action
as a bonus action on your turn.
• Step of the Wind: 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.
• Deflect Missiles: Use reaction to deflect or catch the missile
when hit by a ranged weapon attack. The damage from the
attack is reduced by 1d10 + 9. If damage reduced to 0, can catch
the missile if small enough to hold in one hand and have at least
one hand free. If you catch a missile in this way, can spend 1 Ki
point to make a ranged attack with the weapon or piece of
ammunition you caught, as part of the same reaction. You make
this attack with proficiency, regardless of your weapon
proficiencies, and the missile counts as a monk weapon for the
attack.
• Slow Fall: Use reaction to reduce fall damage by 25.
• Extra Attack: Attack twice whenever you take the Attack action
on your turn.
• Stunning Strike: When attack hits spend 1 Ki point to attempt a
stunning strike. The target must succeed on a Constitution
saving throw or be stunned until the end of your next turn.
Kensei Weapons: Shortsword, Longbow
Path of Kensei:
• If you make an unarmed strike as part of the Attack action on
your turn and are holding a kensei weapon, you can use that
weapon to defend yourself, if it is a melee weapon. You gain a
+2 bonus to AC until the start of your next turn while you are not
incapacitated and the weapon is in your hand.
• As a bonus action on your turn, make your ranged attacks with
a kensei weapon more deadly. When you do so, any
target you hit with a ranged attack using a kensei weapon takes
an extra 1d4 damage of the weapon’s type. You retain this
benefit until the end of the current turn.
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FEATURES & TRAITS

46

Syldan Iaam
CHARACTER NAME

AGE

5' 10''

120

HEIGHT

WEIGHT

Hazel

Dull Bronze / Tan

Black

EYES

SKIN

HAIR

Remaining Monks:

NAME

Monastery of Qacaos

Shan Chiao - Human Male 17
Kif Maziz - Human Male 16
Elsys - Half-Elf Female 23
Atran - Half-Orc Male 15
Qa - Aarakocra Female 7

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Syldan Iaam and his parents Nordan and Bryrie were
traveling artists from Isentheas, a far off land beyond
the Rugorim Woods, who wandered the world learning
new forms of art. As long as Syldan could remember,
they had always been on the road. Then one day
around the time Syldan was 25, while traveling near
Orinthal, heading to Nephenee, they were onset by
bandits. They would have died, but their lives were
saved by a traveling monk named Berel. Immediately
awed by the Monk's skill in combat, Syldan begged
his parents to go study with the Monk. Being free
spirits by nature, they gave him their blessing, so long
as they always knew where to find him. Berel told
them that his monastery was near the Capital city of
Orinthal. So Syldan told them that he would always be
either in the monastery or the city.
Syldan studied with the Monks for about 20 years,
under Berel who just so happened to be the head
Master of the Monastery of Qacaos.
The first 10 years of his training were hard but his
progress was smooth and Syldan enjoyed his training,
specifically Berels teaching. However as the looming
threat of ghouls and dragons kept growing, many in
the Monastery were called to action, being an order
well trained in combat. This slowed Syldans training
significantly. Eventually even he was sent out with a
battalion of younger Monks to help fight in the conflict.
Eventually news reached Syldans ears that Qacaos
had been attacked. Rushing home as quickly as he
could, he found the monastery had been wiped out by
a dragon attack. There he found Berel dead, holding
the ancient weapon of their Order. Hence the
responsibility of rebuilding the Order as well as
looking after the younger monks was thrust onto
Syldan.
In the time since the conflict, Syldan has been working
as a member of the City Watch. Being uniquely
trained in combat, yet never wearing armor, Syldan
was easily able to blend into crowds, making him a
valuable asset to the Watch. The money he makes
from working, he sends back to the Monastery to help
with the rebuild efforts.

CHARACTER BACKSTORY

Diety: Sehanine Moonbow
The fey aspect of Selûne, goddess of the moon. She is one of the more
powerful members of the Seldarine. The Lady of Dreams actively opposes the
nefarious schemes of the Spider Queen and the other drow powers. She is said
to be the wife of Corellon Larethian. Sehanine lives in the realm of Arvandor.
As befits the elven goddess of mysteries, Sehanine is cloaked in secrets and
illusions and rarely speaks her mind directly, preferring to communicate through
a process of dreams, visions, and other mystic experiences. The Goddess of
Moonlight is truly spiritual and ephemeral being who evades any attempt to
define her and whose serenity surrounds her like a mantle of moondust.
Worshipers of Sehanine Moonbow seek out and destroy undead creatures, for
Sehanine holds such creatures -- with the notable exceptions of baelnorn and
other good-aligned undead beings who voluntarily prolong their existence in
order to serve their kin -- to be blasphemous.
ADDITIONAL FEATURES & TRAITS

Weird Foreign Traits: (Head is the gateway to the soul. A lot of customs deal with the
head.)
-Greeting familiar people by lightly slapping both sides of face.
-Thanks by bopping forehead with two fingers.
-If encounter a spider traditionally say "Go back to your queen! Do not bother us this day!"
-Before eating, always offer some portion of food to some-one else or some
animal/creature. If no takers, place some aside offering it to god.
-Always offer condolences by rubbing top of persons head.
-When you have made a new friend you press both foreheads together and look at each
other in the eyes.
-A goodbye to friends is to curl your pointer and index fingers on both hands, touch your
temple and gesture towards the other persons head.
-When you have been insulted in conversation you flick their forehead with your index
finger.
TREASURE
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SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

3

ED

PR

6

SLOTS EXPENDED

1
EPAR

SPELL SAVE DC

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

