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1 Mess Kit (BP)
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Unarmored Defense

While you are wearing no armor and not
wielding a shield, your AC equals 10 + your
Dexterity modifier + your Wisdom modifier.

Martial Arts

You can use Dexterity instead of Strength for
the attack and damage rolls of your unarmed
strikes and monk weapons. You can roll a d4
in place of the normal damage of your
unarmed strike or monk weapon. This die
changes as you gain monk levels, as shown in
the Martial Arts column of the Monk table.
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. For example, if you take the
Attack action and attack with a quarterstaff,
you can also make an unarmed strike as a
bonus action, assuming you haven't already
taken a bonus action this turn.

FEATURES & TRAITS

Breath Weapon

You can use your action to exhale destructive
energy. It deals 30foot long by 5 foot wide line
of fire. When you use your breath weapon, all
creatures in the area must make a saving
throw, the type of which is determined by your
ancestry. The DC of this saving throw is 8 +
your Constitution modifier + your proficiency
bonus. A creature takes 2d6 damage on a
failed save, and half as much damage on a
successful one. The damage increase to 3d6
at 6th level, 4d6 at 11th, and 5d6 at 16th level.
After using your breath weapon, you cannot
use it again until you complete a short or long
rest.

Fearless

As an acrobat, danger is part of the job. You
often face towering heights, death-defying
stunts, and risks where one small move could
mean your death. Any fears you may have had
in the past have been numbed to a point that
allows you to concentrate through even the
deadliest of stunts. You gain advantage on any
saving throws against being frightened.

Resistance to Fire

You have resistance to the damage type
associated with your ancestry.
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