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	CLASS  LEVEL: Monk 1
	BACKGROUND: Weather Manager
	PLAYER NAME: 
	RACE: Pennate Pegasus
	SPEED: 40/60 fly*
	ALIGNMENT: Chaotic Good
	EXPERIENCE POINTS: 
	HP: 
	a1: Yes
	a6: Off
	Text3: +3
	STR MOD: 1
	b1: Yes
	t2: +5
	t3: 
	t4: 
	AC: 15
	t5: 
	t20: +1
	STR TOTAL: 12
	t6: 
	HP MAX: 10
	HD TOTAL: 1
	DEX MOD: 3
	s1: Off
	c1: Off
	t7: +3
	DEX TOTAL: 17
	OTHER PROF: Navigator's tools, clipboard
Simple weapons, shortswords
	n1: Hoof
	r1: 5 feet
	CON MOD: 2
	d1: 1d6+3
	w1: bludgeoning
	CON TOTAL: 14
	INT MOD: 0
	INT TOTAL: 10
	WIS MOD: -1
	WIS TOTAL: 8
	CHA TOTAL: 14
	a2: Yes
	a3: Off
	a4: Off
	a5: Off
	b2: Yes
	c2: Off
	t8: +5
	b3: Off
	c3: Off
	t9: 
	b4: Yes
	b14: Yes
	c4: Off
	t10: +5
	b5: Off
	t11: 
	b6: Off
	c6: Off
	t12: 
	b7: Off
	c7: Off
	t13: 
	b8: Yes
	c8: Off
	t14: +1
	b9: Off
	c9: Off
	t15: 
	b10: Off
	c10: Off
	t16: 
	b11: Off
	c11: Off
	t17: 
	b12: Off
	c12: Off
	t18: 
	b13: Yes
	c13: Off
	t19: +1
	c14: Off
	t21: 
	b15: Off
	c15: Off
	t22: 
	b16: Off
	c5: Off
	c16: Off
	t23: +4
	b17: Yes
	c17: Off
	t24: 
	b18: Off
	c18: Off
	CHA MOD: 2
	INITIATIVE: +5
	PROFICIENCY: +2
	TEMP HP: 
	s2: Off
	s3: Off
	f1: Off
	f2: Off
	f3: Off
	ab1: +5
	SPELLCASTING: 
	FEATURES&TRAITS: Variant Monk: Charisma in place of Wisdom for class features
Unarmored Defense: 10+Dex+Cha for AC
Martial Arts: Can use d4 in place of weapon or unarmed die, can make bonus action unarmed attack after Attack action, can use Dex for monk weapons and unarmed strikes while unarmored
 
Lightning Reflexes: You add your proficiency bonus to your Initiative rolls.
Cutie Mark: Sprinter: When you use the Dash action, you move 50% faster than normal. When you use the Disengage action, you can also move half your speed.
 
 Natural Weapons: Increase monk damage die by 1 size (up to d12)
 
	EQUIPMENT2: 
	LANGUAGE: Equestrian, Griff
	EQUIPMENT1: Local map, local weather schedule, map case, navigator’s tools, notebook, traveler’s clothes, and 10gb, saddlebags, a bedroll, a mess kit, a tinderbox, 10 darts, 10 torches, 10 days of rations, a waterskin, and 50 feet of hempen rope
	n2: Bite
	r2: 5 feet
	d2: 1d6+3
	w2: bludgeoning
	ab2: +5
	n3: 
	r3: 
	d3: 
	w3: 
	ab3: 
	n4: 
	r4: 
	d4: 
	w4: 
	ab4: 
	n5: 
	r5: 
	d5: 
	w5: 
	ab5: 
	am1: 
	z1: Off
	z2: Off
	z3: Off
	z4: Off
	z5: Off
	z6: Off
	z8: Off
	z9: Off
	z10: Off
	z7: Off
	z16: Off
	z11: Off
	z12: Off
	z13: Off
	z14: Off
	z15: Off
	z17: Off
	z18: Off
	z19: Off
	z20: Off
	z21: Off
	z22: Off
	z23: Off
	z24: Off
	z25: Off
	z26: Off
	z28: Off
	z29: Off
	z30: Off
	z27: Off
	z36: Off
	z31: Off
	z32: Off
	z33: Off
	z34: Off
	z35: Off
	z37: Off
	z38: Off
	z39: Off
	z40: Off
	armor1: 
	armor2: 
	armor3: 
	PP: 
	GP: 10
	SP: 
	CP: 
	shield1: 
	shield2: 
	shield3: 
	AGE: 21
	HEIGHT: 3' 5''
	WEIGHT: 93 lb
	EYES: Magenta
	SKIN: Cyan
	HAIR: Rainbow
	BACKSTORY2: 
	APPEARANCE: 
	BACKSTORY1: 
	TRAITS: I like to play fast and loose with the rules. I'm the fastest pegasus I've ever met.
	IDEALS: Loyalty: Everyone puts their trust in me. I can never let them down.
	ADD EQUIPMENT: 
	BONDS: Nothing means more to me than being able to get into the Wonderbolts.
	FLAWS: I'm pretty much the most awesome pony in Equestria, and I like everypony to know it.
	NOTABLE NPCS: You probably know the official local weather managers (or are one yourself) or can at least find them easily enough. You know or can learn the local weather schedule for the next two weeks. If you can’t acquire the schedule for whatever reason (or you’re in an area where there is no weather management), you can accurately predict the weather 24 hours out. With a DC 10 Wisdom (Nature) check you can predict the weather for the next 3 days. With a DC 15 Wisdom(Nature) check you can predict the weather for the next week. The GM should roll these checks for you in secret. If you come to an area where weather is being  mismanaged or is unmanaged, you can always take up the responsibility and set up a delivery schedule with Cloudsdale.
Cloud Walking: You can touch and interact with clouds as if they were solid (albeit soft) ground. This means you can sit or lie on clouds, move them around, gather them together, or buck them apart with your hooves. You can also stomp on thick clouds and force them to rain, or possibly even coax out a small lightning bolt if it's a thick enough cloud.
Glide: When you fall 30 feet or more, you can use your reaction to spread your wings and slow your fall, preventing you from taking any falling damage. For every 10 feet you fall, you can move 5 feet horizontally.
You have a fly speed of 50 feet. If you are at half your maximum HP or less, your fly speed is halved and you must make a DC 15 Constitution check to gain altitude. If you are at one-quarter your maximum HP or less, you cannot fly. You can only glide to the ground (see below). If you have one level of exhaustion, your fly speed is halved. If you have two or more, you cannot fly.
Sky Hauler: You gain Sky Hauler as a bonus Cartoon Physics ability.
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