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CLASS & LEVEL PLAYER NAME
Plasmoid Astral Drifter (Milestone)
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ARMOR Max HP Current HP Temp HP |
+3 17 38 -
INITIATIVE CLASS \ HIT POINTS )
/4 // 5d8 / \
Resistances - Acid, Poison successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === WEAPONS ===
=N Shortsword, Simple Weapons
=== TOOLS ===
@ PROFICIENCY BONUS j Tinker'S TOOIS
=== LANGUAGES ===
— — Celestial, Common, Giant, Gith
ABILITY SAVE DC
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40 ft. (Walking)

Q SPEED
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4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===
Arms of the Astral Self: Summon

(DC:15) or take 2d6 force damage.
For 10 minutes:

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

As a bonus action, you can spend 1 ki point to
summon the arms of your astral self. When you do so,
each creature of your choice that you can see within
10 ft. of you must succeed on a DEX saving throw

- You can use WIS in place of STR when makina STR

checks/saving throws.
- You can use the spectral arms to make unarmed
strikes.

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
You can spend 1 ki point to take the Dodge action
as a bonus action on your turn.

Shape Self (Pseudopod)
You can extrude a pseudopod that's up to 6 inches
wide, and 10 ft. lona or reabsorb it into vour bodv. You

74

SENSES

SKILLS \ ACTIONS
[ 7 N
14 PASSIVE WISDOM (PERCEPTION) Shortsword +6 1d6+3 Piercing Martial, Finesse, Light
17 PASSIVE WISDOM (INSIGHT) JEEE SIS *6 P SENEEO
Arms of the Astral Self (WIS) +7 1d6+4 Force
9 PASSIVE INTELLIGENCE (INVESTIGATION) Arms of the Astral Self (DEX/STR) +6 1d6+3 FOrCe
Darkvision 60 ft. Unarmed Strike +6 1d6+3 Bludgeoning
Flurry of Blows +6 1d6+3 Bludgeoning

'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

* Dedicated Weapon ¢ TCoE 48

Whenever you finish a short or long rest, you can
touch one weapon, and then count that weapon as a
monk weapon until you use this feature again. The
weapon must be a simple or martial weapon that you
are proficient with, and must lack the heavy and
special properties.

* KiePHB 78
You can spend Ki Points to fuel ki features. You have
5 points per short rest and your Ki save DC is 15.

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 - 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.

| Ki Points: 5/ 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.
* Ki-Fueled Attack » TCoE 48
If you spend 1 ki point or more as part of your action
on your turn, you can make one attack with an
unarmed strike or a monk weapon as a bonus action
before the end of the turn.

| Special
* Monastic Tradition « PHB 78

| Way of the Astral Self
* Deflect Missiles « PHB 78
You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +8. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction

| Deflect Missiles Attack: 1 Reaction

* Arms of the Astral Self « TCoE 50

N
As a bonus action, you can spend 1 ki point to
summon the arms of your astral self. When you do so,
each creature of your choice that you can see within
10 ft. of you must succeed on a DEX saving throw
(DC:15) or take 2d6 force damage.

For 10 minutes:

- You can use your WIS modifier in place of your STR
modifier when making STR checks/saving throws.

- You can use the spectral arms to make unarmed
strikes.

- When you make an unarmed strike with the arms on
your turn, your reach for it is 5 ft. greater than normal.

- The unarmed strikes you make with the arms can use
your WIS modifier in place of your STR or DEX
modifier for the attack and damage rolls, and their
damage type is force.

| Arms of the Astral Self: Summon: 1 Bonus Action
| Arms of the Astral Self (WIS): 1 Action
| Arms of the Astral Self (DEX/STR): 1 Action
* Quickened Healing « TCoE 49
As an action, you can spend 2 ki points to regain
1d6+3 hit points.
| 1 Action
* Ability Score Improvement « PHB 78
* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any
falling damage you take by 25.
| 1 Reaction
* Focused Aim « TCoE 49
When you miss with an attack roll, you can spend 1-3

ki points to increase your attack roll by 2 for each of
these ki points you spend, potentially turning the miss

FEATURES & TRAITS
Dart 10 251b.
Shortsword 1 21b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Backpack 1 5 Ib.
Clothes, Traveler's 1 4 1b.
Pouch 1 11b.
Crowbar 1 51b.
Hammer 1 31b.
WEIGHT CARRIED Piton 10 251b.
71.2 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
240 Ib. Waterskin 1 51b.

EQUIPMENT
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into a hit.
| Special

* Extra Attack « PHB 79
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Stunning Strike « PHB 79

When you hit with a melee weapon attack, you can
spend 1 ki point to make the target stunned until the
end of your next turn if it fails a CON saving throw (DC
15).

| Special

=== PLASMOID RACIAL TRAITS ===

* Ability Score Increases « SAIS 9

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 ¢ SAIS 9

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 * SAIS 14
You are an Ooze.

* Size « SAIS 14
You are Medium or Small. You choose the size when
you select this race.

* Speed ¢ SAIS 14

Your walking speed is 30 ft.

* Amorphous ¢ SAIS 14

While you're not wearing or carrying anything, you can
squeeze through a space as narrow as 1 inch wide.
You have advantage on ability checks to initiate or
escape a grapple.

* Darkvision ¢ SAIS 14

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, only
discerning colors in that darkness as shades of gray.

* Hold Breath « SAIS 14
You can hold your breath for 1 hour.

| Special

* Natural Resilience « SAIS 14

You have resistance to acid and poison damage, and
you have advantage on saving throws against being
poisoned.

* Shape Self « SAIS 14

As an action, you can reshape your body to give
yourself a head, one or two arms, one or two legs,
makeshift hands and feet, or you can revert to a
limbless blob. While you have a humanoid shape, you
can wear clothing and armor made for a humanoid of
your size.

As a bonus action you can extrude a pseudopod that's
up to 6 inches wide, and 10 ft. long or reabsorb it into
your body. You can use the pseudopod to manipulate
an object, open/close a door or container, or pick
up/set down a Tiny object. The pseudopod doesn’t
have sensory organs, can't attack, activate magic
items, or lift more than 10 Ibs.

| Shape Self (Reshape Body): 1 Action

ADDITIONAL FEATURES & TRAITS

| Shape Self (Pseudopod): 1 Bonus Action

=== FEATS ===

* Fey Touched (Wisdom) « TCoE 79

You learn the misty step spell and one 1st-level
divination/enchantment spell of your choice and can
cast each of these spells without expending a spell
slot, recharging on a long rest.

You can also cast these spells using spell slots you
have of the appropriate level.

* Magic Initiate (Cleric) « PHB

You learn two cantrips of your choice from the cleric
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Guidance <C> Magic Initiate (Cleric) -- 1A Touch V,S Concentration, wp o 1 minwte - PHB 248 D: 1m, V/S
QO Toll the Dead Magic Initiate (Cleric) WIS15 1A 60 ft. V,S Instantaneous ~ XGtE 169 V/S
=== 1st LEVEL ===
O Hex<C> Fey Touched (Wisdom) - 1BA 90 ft. V,S,M  concentation, upto 1hour  PHB 251 1/LR, D: 1h, VISIM
QO Shield of Faith <C> Magic Initiate (Cleric) -- 1BA 60 ft. V,S,M  concentration, upto 10minutes - PHB 275 1/LR, D: 10m, V/S/IM
===2nd LEVEL ===
O Misty Step Fey Touched (Wisdom) -- 1BA  Self \Y Instantaneous  PHB 260  1/LR,V
SPELLS
3\ P2
)\ {




