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Languages: Common, Elvish, Orc

Armor: None 

Weapon Proficiencies: Simple Weapons,
Shortswords, Longsword, Shortbow, Longbow

Tools: Herbalism Kit, cook's utensils

Vehicles: None

19 +5 45ft

27

3d8

1d8,1d8,1d8

Quarterstaff +6 1d6+5, B

Darts (range 20/60) +6 1d4+5, P

Unarmed strike +6 1d4+5, B

10

9

6

Weapons: quarterstaff, 10 darts

Backpack:
bedroll, mess kit, tinderbox, 10
torches, 10 days of rations, waterskin,
50 ft hemp rope, scroll case stuffed
full of notes, winter blanket, common
clothes, herbalism kit, a multicolored
stone disk, iron pot, healer's kit (10
uses)

I connect everything that happens to me to a
grand, cosmic plan.

Meddling in the affairs of others only causes
trouble.

I'm still seeking the enlightenment I pursued in
my seclusion, and it still eludes me.

I'd risk too much to uncover a lost bit of
knowledge.

Race: Elf (Wood)
 +2 to Dexterity, +1 to Wisdom
 +1 Skill Proficiency (Perception)
 Darkvision 60ft
 Fey Ancestry (Advantage on charm saves and magic
 can't put to sleep)
 Trance (4 hours "sleep")
 Mask of Wild (hide with light cover)

Class: Monk (Way of the Open Hand)
 Unarmored Defense (AC = 10 + Dex + Wis)
 Martial Arts
Use Dex instead of Str for unarmed and monk weaps
1d4 damage (1d6 at 5th, 1d8 at 11th, 1d10 at17th)
Bonus Action Unarmed Attack

 Ki (points equal to level, starting at 2nd level = 2)
Regain all Ki after short rest
Save DC = 8 + Prof Bonus + Wis Mod
- Flurry of Blows (1 Ki) - 2 unarmed strikes as bonus
- Patient Defense (1 Ki) - Dodge as bonus
- Step of the Wind (1 Ki) - Disengage or Dash as
bonus action and jump distance doubled for turn

 Unarmored Movement (+10ft to speed, no armor)
 Deflect Missiles
Reaction reduce damage by 1d10 + Dex + Monk
Reduce damage to 0, catch. throw (1 Ki)

Way of the Open Hand
Open Hand Technique (when using Flurry of Blows)
- Target Dex Save or knocked prone
- Target Str save or pushed up to 15 ft
- Target can't take reactions until end of next turn

Background: Hermit
 Discovery - As a Hermit, you have learned a greater
 secret: the knowledge contained in the great Library
 was used by an ancient wizard to cast a mighty spell
 and drive the creation of the Vaults by three great
 wizards: Elminster, The Simbul, and Halaster the
 Mad... It seems that this knowledge can be used to
 create something called a "demilich swarm."

Feats:
 Athlete ( +1 to Dex, prone to stand uses 5ft, full speed
 climb, running jump with 5ft instead of 10ft)



Nox

23 5'-4" 120 lbs

Blue Light Blond but Mostly Shaved

Order of the Eldritch Hand

I was a hunter's son.
My father was a hunter. His father was a hunter and
so on. While I appreciated the family heritage, it
seemed lacking. At the time, I had no idea why I felt
that way, but I didn't want to be a hunter. I thought
for sure there had to be something more in life.

While out hunting one day, I stumbled upon a hidden
cavern and witnessed the most spectacular thing.
The ceiling was covered with sparkling stalactites
from which dripped water to a pool below in a
rhythmic pattern. The sounds of my footsteps on the
cave floor affected drops and the sound to make
music come alive. It was as if I was playing the
world's largest musical instrument and I knew there
was no way I could go back to simply being a hunter.
My eyes had been opened to how everything is
linked to each other. The mechanisms of the entire
world all work in unison to produce each and every
outcome. At that instance, I felt like I "knew".
Unfortunately, my awakening didn't last long and I
needed to search out the answers that I knew where
out there. If I could just find them, I could be free.

Leaving my family for the monastery was painful, but
my mother wanted me to be pure to myself. Father,
was not as forgiving, but he did not stand in my way.
He simply told me that I could return when I had
realized the error of my ways. He was always like
that. Probably part of the reason I needed to leave.

I've been with the order ever since that day when I
realized that I was special. Wait, that sounds
arrogant. What I mean to say is that most people,
elves, humans, halflings, whatever, are simple and
ignorant. They accept the way the world is and their
place in it. I, however, do not. I have seen the
workings of the world and it has inspired me. I joined
the order to pursue this truth and expand my
awareness. Unfortunately, there have been many
interruptions, in the form of raids, that have nudged
my studies toward the physical instead of the
spiritual.

Currently on a pilgrimage. Still looking for answers.

Nox is a fairly good cook, if given adequate food stocks.
When the food is bland, he is able to add unique flavors
from his herbalism knowledge.

He prefers the company of others to solitude. He has
spent so much time in private contemplation, he
sometimes appreciates the "boring" conversations with
the unknowing.

His "darts" are throwing spikes he keeps tucked into
wrappings on his forearms.

He has the habit of apologizing to those he strikes in
combat. "So very sorry." and "No disrespect intended"
are common phases he uses in a fight.


