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FEATURES & TRAITS

Flurry of Blows. After you take Attack action, spend 1 ki to make 2 unarmed strikes, Or you may replace
one of the strikes with a Healing Hand.

Martial Arts. Make an extra unarmed strike when you take Attack action.

Patient Defense. Spend 1 ki point to take the Dodge action.

Step of the Wind. Spend 1 ki point to take the Disengage or Dash action and jump distance is doubled for
the turn.

All Eyes on You. Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark
you as foreign. Curious glances are directed your way wherever you go, which can be a nuisance, but you
also gain the friendly interest of scholars and others intrigued by far-off lands, to say nothing of everyday
folk who are eager to hear stories of your homeland. You can parley this attention into access to people
and places you might not otherwise have, for you and your traveling companions. Noble lords, scholars,
and merchant princes, to name a few, might be interested in hearing about your distant homeland and
people.

Ki. You have 3 ki points.

Deflect Missiles. 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 + your Dexterity
modifier + your monk level. If you reduce the damage to 0, you can catch the missile if it is small enough
for you to hold in one hand and 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 (20/60 feet) with the weapon or piece of ammunition you just
caught, as part of the same reaction. You make this attack with proficiency, regardless of your weapon
proficiencies, and the missile counts as a monk weapon for the attack.

Path of Tranquility. you can cast the Sanctuary spell on yourself, no material component required, and it
lasts up to 8 hours. Its saving throw DC equals 8 + your proficiency bonus + your Wisdom modifier. A

creature that succeeds on the save is immune to this effect for 1 hour. Once you cast the spell in this way,
you can't do so again for 1 minute.

Healing Hands. you have a pool of magical healing power that replenishes when you take a long rest. With
that pool, you can restore a total number of hit points equal to your monk level x 10. As an action, you can
touch a creature and draw power from the pool to restore a number of hit points to that creature, up to the
maximum amount remaining in the pool.

Cure Aliments. Instead of healing the creature, you can expend 5 hit points from your pool of healing to
cure the target of one disease or neutralize one poison affecting it. You can cure multiple diseases and

neutralize multiple poisons with a single use of Healing Hands, expending hit points separately for each
one.
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Conjuration cantrip [0 J [ |
Mage Hand
1'act. 30 ft S 1/min

A spectral, floating hand appears at a point
you choose within range. The hand lasts for
the duration or until you dismiss it as an
action. The hand vanishes if it is ever more
than 30 feet away from you or if you cast this
spell again. You can use your action to control
the hand. You can use the hand to manipulate
an object, open an unlocked door or container,
stow or retrieve an item from an open
container, or pour the contents out of a vial.
You can move the hand up to 30 feet each time
you use it. The hand can't attack, activate
magic items, or carry more than 10 pounds.

Githzerai DCi3 Mod+5
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Flurry of Blows. After you take Attack action, spend 1 ki to make 2 unarmed strikes, Or you may replace one of the strikes with a Healing Hand.
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Patient Defense. Spend 1 ki point to take the Dodge action.

Step of the Wind. Spend 1 ki point to take the Disengage or Dash action and jump distance is doubled for the turn.

-----------Other Traits------------
All Eyes on You. Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark you as foreign. Curious glances are directed your way wherever you go, which can be a nuisance, but you also gain the friendly interest of scholars and others intrigued by far-off lands, to say nothing of everyday folk who are eager to hear stories of your homeland. You can parley this attention into access to people and places you might not otherwise have, for you and your traveling companions. Noble lords, scholars, and merchant princes, to name a few, might be interested in hearing about your distant homeland and people.

Ki. You have 3 ki points.

Deflect Missiles. 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 + your Dexterity modifier + your monk level. If you reduce the damage to 0, you can catch the missile if it is small enough for you to hold in one hand and 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 (20/60 feet) with the weapon or piece of ammunition you just caught, as part of the same reaction. You make this attack with proficiency, regardless of your weapon proficiencies, and the missile counts as a monk weapon for the attack.

Path of Tranquility. you can cast the Sanctuary spell on yourself, no material component required, and it lasts up to 8 hours. Its saving throw DC equals 8 + your proficiency bonus + your Wisdom modifier. A creature that succeeds on the save is immune to this effect for 1 hour. Once you cast the spell in this way, you can't do so again for 1 minute.

Healing Hands.  you have a pool of magical healing power that replenishes when you take a long rest. With that pool, you can restore a total number of hit points equal to your monk level × 10. As an action, you can touch a creature and draw power from the pool to restore a number of hit points to that creature, up to the maximum amount remaining in the pool.

Cure Aliments.  Instead of healing the creature, you can expend 5 hit points from your pool of healing to cure the target of one disease or neutralize one poison affecting it. You can cure multiple diseases and neutralize multiple poisons with a single use of Healing Hands, expending hit points separately for each one.



