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	ClassLevel: Drunken Master Monk 10
	Background: 
	PlayerName: 
	CharacterName: Borissza Szamárfül, a Bolondok Királya
	Race : Wood Elf
	Alignment: Chaotic Good
	XP: 
	Inspiration: +4
	STR: -1
	ProfBonus: 
	AC: 18
	Initiative: +5
	Speed: 55
	PersonalityTraits : Mindig jókedvűnek látszom, sosem csüggedhetek, és igyekszek mindenki mást is felvidítani a közelemben.
	STRmod: 8
	HPMax: 73
	DEX: +5
	HPCurrent: 
	Ideals: Nevess és a világ veled nevet, sírj és egyedül sírsz, de ha berúgsz igazából mindegy.
	DEXmod : 20
	HPTemp: 
	Bonds: Nem állhatom szó és tett nélkül ha valaki tönkre teszi más boldogságát.
	CON: +2
	HDTotal: 10 x (D8 + 2)
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Különösen a legfontosabb és legszomorúbb dolgokból éri meg viccet csinálni. Az özvegyasszony könnyeire a férje ballépéseinek felemlegetése a legjobb gyógyír.
	INT: -1
	Wpn Name: Unarmed Strike
	Wpn1 AtkBonus: +9
	Wpn1 Damage: D6+5 / MB
	INTmod: 8
	Wpn Name 2: Longbow (150/600)
	Wpn2 AtkBonus : +9
	Wpn2 Damage : D8+5 / P
	WIS: +3
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Wpn3 Damage : 
	WISmod: 16
	CHA: +1
	CHamod: 12
	AttacksSpellcasting: Extra Attack: You can attack twice, instead of once, whenever you take the Attack action on your turn.Martial Arts: • You can use Dexterity for unarmed strikes.• You can roll a d6 in place of the normal damage of your unarmed strike. Your unarmed strikes count as magical weapons.• When you use the Attack action to make unarmed strikes, you can make 1 unarmed strike as a bonus action, or 2 if you spend 1 ki point. If you spend the ki point you also gain the benefit of the Disengage action, and your walking speed increases by 10 feet until the end of the current turn.Redirect Attack: When a creature misses you with a melee attack roll, you can spend 1 ki point as a reaction to cause that attack to hit one creature of your choice, other than the attacker, that you can see within 5 feet of you.Deflect Missiles: Reaction against ranged weapon hit. Reduce the damage with 1d10+15. If you reduce the damage to 0, you can catch the missile if it is small enough for you to hold in one handand you have at least one hand free. If you catch a missile in this way, you can spend 1 ki point to make a ranged attack (+9 atk d6+5 dmg) with the weapon or piece of ammunition you just caught, as part of the same reaction.
	Passive: 17
	ProficienciesLang: Languages: Common, elfArmor: NoneWeapons: Simple weapons, shortswords, longswords, shortbow, longbowTools: Thieves’ tools, Shawm, Lute, Brewer's supplies
	Equipment: Kincsek: Ring of Free Action, Potion of Invulnerability, Potion of Superior Healing, Potion of Heroism.Felszerelések: Longbow (20 arrows), shawm, lute, half of a dozen bottles of various high quality alcoholic drinksRing of Free Action: While you wear this ring, difficult terrain doesn't cost you extra movement. In addition, magic can neither reduce your speed nor cause you to be paralyzed or restrained.Potion of Invulnerability: For 1 minute after you drink this potion, you have resistance to all damage. The potion's syrupy liquid looks like liquified iron.Potion of Superior Healing: You regain 8d4+8 hit points when you drink this potion. The potion's red liquid glimmers when agitated.Potion of Heroism: For 1 hour after drinking it, you gain 10 temporary hit points that last for 1 hour. For the same duration, you are under the effect of the bless spell (no concentration required). This blue potion bubbles and steams as if boiling.
	Features and Traits: Ki: You have 10 Ki points, 30 minutes meditation during a short rest recharge all.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.Stunning Strike: When you hit another creature with a melee weapon attack, you can spend 1 ki point to attempt a stunning strike. The target must succeed on a Constitution saving throw (DC 15) or be stunned until the end of your next turn.Evasion: When you are subjected to an effect that allows you to make a Dexterity 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: You can use your action to end one effect on yourself that is causing you to be charmed or frightened.Purity of Body: You are immune to disease and poison.Mask of the Wild. You can attempt to hide even when you are only lightly obscured by foliage, heavy rain, falling snow, mist, and other natural phenomena.Darkvision: 60 feet darkvisionFey Ancestry: You have advantage on saving throws against being charmed, and magic can’t put you to sleep.Leap to Your Feet: When you're prone, you can stand up by spending 5 feet of movement, rather than half your speed.Unarmored Movement: You can move along vertical surfaces and across liquids on your turn without falling during the move.Slowfall: Any falling damage you suffer is reduced by 50.
	Athletics: +3
	SavingThrows: +3
	Check Box 18: Off
	SleightofHand: +5
	Stealth: +9
	ChBx Athletics: Yes
	ST Strength: Yes
	ChBx Sleight: Off
	ChBx Stealth: Yes
	ST Dexterity: Yes
	SavingThrows2: +9
	SavingThrows3: +2
	ST Constitution: Off
	ChBx Acrobatics: Yes
	Acrobatics: +9
	ChBx Nature: Off
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	Survival: +3
	ChBx Survival: Off
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	Medicine: +3
	ST Wisdom: Off
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	ChBx Insight: Off
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	SavingThrows5: +3
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