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Monk 2 Ice-cream connoisseur
CLASS & LEVEL BACKGROUND PLAYER NAME
Australovenator Wintonensis ~ Neutral helpful
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Gary aspires to be an opera singer one day,
despite not having functional vocal chords.
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Bight +6 1d6+4 About 2 meters tall at the hips,
armed with razor sharp claws
Claw +6 1d4+4

Gary can attack once per round with either
attack, but may then use a bonus attack to make
another claw attack.

Twice an event he can use his Ki to either -

1. Put on a burst of speed and move. He can
take the Disengage or Dash action as a bonus
action on his turn, and his jump distance is
doubled for the turn.

2. Take the dodge action as a bonus action this
turn.

3. Have a third attack, always the claw.
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PASSIVE WISDOM (PERCEPTION)

Gary may use his Str modifier at
advantage to make intimidate checks if
DM decides the target may feel
threatened by a two meter high carnivore
with teeth like swords

He can carry up to 250 kilograms without
difficulty, and drag up to 2 tonnes on the
ground with great difficulty.

Gary really likes ice-cream.

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT

and teeth, Gary is a terrifying
sight. While lacking opposable
digits he can carry things, and
pick up rudimentary objects so
that, like most other
Australians, what problems he
cannot ignore he usually solves
with a stick. He is a simple
creature with a deep, intuitive
sense of the importance of this
mission and what it means to
the universe.

Despite having respectably
thick skin, his innate wisdom
and physical dexterity are the
main reason his armor class is
what it is.

Gary is uncharismatic,
intellectually challenged,
speaks in short, coarse yaps,
and is by far the strongest,
fastest, and most perpetually
armed of the PCs.
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	AttacksSpellcasting: Gary can attack once per round with either attack, but may then use a bonus attack to make another claw attack. 

Twice an event he can use his Ki to either -
1. Put on a burst of speed and move. He can take the Disengage or Dash action as a bonus action on his turn, and his jump distance is doubled for the turn.
2. Take the dodge action as a bonus action this  turn.
3. Have a third attack, always the claw. 
	Passive: 14
	CP: 
	ProficienciesLang: Gary may use his Str modifier at advantage to make intimidate checks if DM decides the target may feel threatened by a two meter high carnivore with teeth like swords

He can carry up to 250 kilograms without difficulty, and drag up to 2 tonnes on the ground with great difficulty. 

Gary really likes ice-cream. 
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	Features and Traits: About 2 meters tall at the hips, armed with razor sharp claws and teeth, Gary is a terrifying sight. While lacking opposable digits he can carry things, and pick up rudimentary objects so that, like most other Australians, what problems he cannot ignore he usually solves with a stick. He is a simple creature with a deep, intuitive sense of the importance of this mission and what it means to the universe.

Despite having respectably thick skin, his innate wisdom and physical dexterity are the main reason his armor class is what it is. 

Gary is uncharismatic, intellectually challenged, speaks in short, coarse yaps, and is by far the strongest, fastest, and most perpetually armed of the PCs.


