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CHARACTER NAME

Orwyn (Master Orwyn)
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+5  Stealth DEX
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+3  Survival wis

L SKILLS ),

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.

Patient Defense

as a bonus action on your turn.

After you take the Attack action on your turn,
can spend 1 ki point to make two unarmed strikes as a

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

you

You can spend 1 ki point to take the Dodge action

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.

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.

=== SPECIAL ===
Ki Points « 2 / Short Rest
You can spend Ki Points to fuel ki features. You

have limiteduse - No limited use data available points

per short rest and vour Ki save DC is 13.
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Bugbear Hermit (Milestone)
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ARMOR Max HP Current HP Temp HP |
+3 16 15 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
2d8 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
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INSPIRATION
j === WEAPONS ===
=N Shortsword, Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS . . .
@ j Herbalism Kit, Smith's Tools
y-
=== LANGUAGES ===
I — Common, Daelkyr, Kenderspeak
ABILITY SAVE DC |
S==x N
/ N
40 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
/ N\
=== ACTIONS ===
Standard Actions Step of the Wind

74

\ ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Quarterstaff +5 1d6+3 Bludgeoning  Simple, Versatile
15 PASSIVE WISDOM (INSIGHT) = TR S E e 1d4+3 Bludgeoning
Unarmed Strike +5 1d4+3 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION) o 5 S —

Darkvision 60 ft.

SENSES

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
2 points per short rest and your Ki save DC is 13.

<strong>Flurry of Blows</strong> - After you take the
Attack action on your turn, you can spend 1 ki point to
make two unarmed strikes as a bonus action.

<strong>Patient Defense</strong> - You can spend 1
ki point to take the Dodge action as a bonus action on
your turn.

<strong>Step of the Wind</strong> - 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.

=== BUGBEAR RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase 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 * MotM 5

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 * MotM 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed » MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

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.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed « MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky * MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra
<strong>2d6</strong> damage.

| Special

N

FEATURES & TRAITS
Cedric's Gauntlets of Ice Knife 1 - Bloomed Moon Flower 1 --
Quarterstaff 1 4 1b. Blood Grass x2 2 --
Whip 1 3lb. 2x Glass Vials 2 --
Book 1 51b. 2x Mystical Water vials 1 --
Backpack 1 51b. Canishta 5 -
Bedroll 1 7 Ib. Deadly night shade 1 --
Torch 1 11b. Tangle Weed 6 -
Bloomed Moon Flower 1 -
Blood Grass x2 2 -
WEIGHT CARRIED 2x Glass Vials 2 -
28.16 Ib. 2x Mystical Water vials 1 -
ENCUMBERED Canishta 5 -
300 Ib. Deadly night shade 1 -
PUSH/DRAG/LIFT Tangle Weed 6 -
600 Ib. Herbalism Kit 1 31b.
\ EQUIPMENT
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Male 69 Medium Unknown as mc 255
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Brown Yellow Brown mattere
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=== Allies === , .
1es I've been isolated for so long that |
Previous reluctant allies with a wandering rarely speak, preferring gestures
Dragonborn by the name of Rasskan and have and the occasional grunt.
been a confidant of an ex-fighter named Big Jeff, ;
though he hasn’t seen much of him since a I am Utterly serene, evenin the face
strange cloaked man with a Black Necklace was PERSONALITY TRAITS
seen talking to him in the Inn 200 S
[ "]
=== Organizations === Self-Knowledge. If you know yourself, there’s
nothing left to know. (Any)
Previously the study of XXX, a martial arts
perfected by Orwyn’s ancestors and passed down.
IDEALS
L~ 1
[ "]
| entered seclusion to hide from the
ones who might still be hunting me. |
must someday confront them.
BONDS
L~ 1
[N "]
My age and self imposed solitude has
taken its toll on my psyche generating
clouded memories when attempting
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
\ /4 3\ /4

A bugbear monk of a once forgotten tribe, once

despised for their alliance with orc and goblin-folk.

A once respected master and teacher of ancient
martial arts.

Visited by a mysterious stranger one night after
which he burnt his dojo down and vanished
presumed dead.

Now a wandering hermit living on the streets and
selling potions for food and board looking for
meaning.

His hermit lifestyle plays havoc with his recall of

potion recipes which both helps and hinders in
battle.

CHARACTER BACKSTORY

The longer Orwyn’s self inflicted solitude goes on,
the cloudier his memories get and the more he
strays from his path of enlightenment.

People:

Narvu - instructed by the city

Billington - Rich, owner of property

Barry - Sis boy

Vachnar- going crazy

Franklin - soap dude, helping Vachners wife try to
calm

Vachner has changed into a werewolf, one we saw
with red eyes, susceptible to silver, killed Franklin in
a jealous rage and then his wife for suspected affair
Is Navu involved?

To Do:

Return to village market in 7 days (1 day thus far)
Moon flower (woods)

Find Spear

Find and locate herbs

ADDITIONAL NOTES
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=== 1st LEVEL ===
Ice Knife Cedric's Gauntlets of Ice Knife DEx10/+2 1A 60 ft./5 ft. Sphere S,M Instantaneous  EE 157 1 Charge, 5 ft. Sphere, SIM
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