CLASS & LEVEL BACKGROUND

PLAYER NAME

Hermit
ALIGNMENT

Dankwood Goblin

I am not in a hurry.
Everything gets done in its own time.

PERSONALITY TRAITS

Fair. | believe that everything is good.
Even if it is being grumpy.

IDEALS

| live to protect the plants and creatures
of the Dankwood.
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| can sometimes overlook the details by being in
love with the big picture.
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§_§ (T SKILLS ) <—: ATTACKS & SPELLCASTING (TEE 56 FEATURES & TRAITS TEET V)
\\ /§ | ATTACK Darkvision 60 ft.
+4
%‘ N | @IZ AcroBATICS NAME BONUS  DAMAGE/TYPE Speak with Small Beast
WV f&\; | peak wi mall Beasts
N N *3 ANIMAL HANDLING Staff of +4 1d6+2 Through sounds and gestures, Ungo can
§//§ L 41 ARcANA Adornment Bludgeoning communicate simple ideas with Small or
% 7 ////4& — smaller beasts. Dankwood goblins like
\ CHARISMA N ' =1 ATHLETICS Unarmed +4 1d4+2 Ungo love animals and often keep squirrels,
§5 § I Strike Bludgeoning badgers, rabbits, moles, woodpeckers, and
&7 § . *1 DECEPTION other creatures as beloved pets.
X/ +1 NN Flurry of 1d4+2 .
N | O wistory Blows *4 Eludgeoning Reactions
§ ,/Q L5 Deflect Missiles. Ungo can use a reaction to
\§>%//, /7/»/’% @2 INSIGHT Bonus Actions deflect or catch the missile when he would
S DN INTIMIDATION Martial Arts. When Ungo uses the Attack action be hit by a ranged weapon attack. When he
LANGUAGES & I - on his turn, he can make one unarmed strike as a does, the damage he would take from the
PROFICIENCIES 1 INVESTIGATION bonus action. attack is reduced by 1d10 +5.
. R . . If Ungo reduces the damage to O and
Languages: | +5 Ki. Ungo can spend Ki Points to activate ki fea- - .
ommon, o tures. Ungo has i points, and regains them after N ’
c @2 MEDICINE U has 3 ki boi d ins th £ has a free hand, he can spend 1 ki point to
Gnomish. Goblin L NATURE a short rest. Your Ki save DC is 13. throw it back, and make a ranged attack
’ ’ | — patient Def. U 41K boint o tak (as with a monk weapon) with range
Weabpons: + atient Defense. Ungo can spen i point to take 20/60.
Shor'tasword Sim- —3 PERCEPTION the Dodge action as a bonus action. /
’ I
+1 . .
ple Weapons . Tl PERFORMANCE Flurry of Blows. After taking the Attack action, £XXRK2{ EQUIPMENT & MONEY 2R2XR1
. | + Ungo can spend 1 ki point to make two unarmed
Tools: '_:IUte!_ .~ PERSUASION strikes (instead of only one) as a bonus action. *5 Gold
Herbalism Kit |43 Whenever Ungo hits with one of these attacks,
@ RELIGION he can do one of the following:
|
+_2 SLEIGHT OF HAND * Knock his ¢ Push his « It can't take
| +2 target prone targetup to 15 areaction
=< STEALTH if it fails a DEX feet if it fails until the end
| saving throw a STR saving of Ungo's next
+3
= SURVIVAL (DC 13) throw (DC13)  turn
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