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On top of a mountain lies a giant rock. This giant rock is
worshiped by a rare tribe of Golden Moon Monkeys.
One night under a Full Moon, a cool breeze of wind blew
and tip the giant rock, causing it to break. The next
morning the tribe of monkeys went to expect the rock to
only find the rock shatter into a million pieces. They
were distraught, but within the debris lied a dragonborn;
however, this dragonborn has golden fur along with its
scales and a monkey tail. The dragonborn immediately
became the king of the tribe. The dragonborn live
leisurely among the monkeys for 15 years until one day
a group of poachers came to hunt and collect the
Golden Moon monkey's furs. With the leadership of the
dragonborn, the tribe was able to fend off the poachers,
but without losing some friends. Sadden by the death of
his friends and now aware of the possiblity of his fate too
sought out a way to become immortal.

His adventure led him to a temple. The monks there
were surprise when they saw the dragonborn; they have
never saw anything like him before, and they wanted to
help him. The dragonborn did not speak the common
language, but with the help of the high priest there the
dragonborn was able to convey his story and what he
seeks. After listening to the dragonborn's story he name
him Atumun Jun, since names were not a thing among
the tribe. There he learn the way of a monk, and how to
speak the common language; learning things came
easily to Jun. Jun was a trouble maker there, and his
strong curiosity had led to many broken sacred objects,
but that was last of the monks worries. During a full
moon jun would turn into savage beast that would
destroy anything in its way. To counter this the head
priest put a magical headband on Jun to suppress his
transformation and to control him a special chant can be
sung to cause terrible pain onto him.

After many years of training as a monk and perfecting
everything that was taught to him, he decided to go back
to his tribe. Arriving there after 25 years he found out
that his tribe were still being hunted. Enrage he led his
tribe to attack the poacher's camp/town and kill every
single one of 'em: men, women, and children. With the
all of the poacher dead, Jun destroyed all maps of the
Golden Moon Monkeys location and destroy all evidence
of their existence. With Jun back the tribe was able to
thrive and populate.

CHARACTER BACKSTORY

Hermit

Life of Seclusion: | was a pilgrim in search of relic of spiritual significance.
Feature: Discovery

The high priest find out about jun's travesty and decide to punish him by
imprisoning him in a mountain. After 10 years of imprisonment jun was
allow to be free if he agrees to be the disciple of Xuan Zang a monk on his
way west through multiple worlds to retrieve a holy scripture. Jun agree to
do so, but only because he heard that the holy scripture is capable of
giving him and his tribe immortality. However, traveling with the monk,
Xuan Zang, Jun lost all control of his action due to the headband; because
of this he ran away from the monk, and decide to search for the holy
scripture himself while avoiding contact of the monk at all cost. Thus
began Atumun Jun's adventure.

ADDITIONAL FEATURES & TRAITS

TREASURE
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	ClassLevel: Monk, 1st
	Background: Hermit
	PlayerName: Cher
	CharacterName: Atumun "Jun" Deserene
	Race : Dragonborn
	Alignment: Chaotic Neutral
	XP: 0
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	STR: 15
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	AC: 14
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	PersonalityTraits : I'm oblivious to etiquette and social expectations
	STRmod: +2
	HPMax: 9
	ST Strength: +2
	DEX: 15
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	Ideals: Inquiry and curiosity are the pillars of progress
	DEXmod : +2
	HPTemp: 
	Bonds: Should my discovery come to light, it could bring ruin to the world
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	HDTotal: 
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	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: I like keeping secrets and won't share them with anyone.
	INT: 8
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	Animal: 
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	Check Box 19: Off
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	Wpn Name: Staff
	Wpn1 AtkBonus: +4
	Wpn1 Damage: d6 bludge
	INTmod: -1
	Wpn Name 2: Unarmed
	Wpn2 AtkBonus : +4
	Wpn2 Damage : d4 bludge
	Investigation : 
	WIS: 15
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 
	Wpn3 Damage : 
	Perception : 
	WISmod: +2
	CHA: 9
	Nature: 
	Performance: 
	Medicine: 4
	Religion: 1
	Stealth : 
	Check Box 23: Yes
	Check Box 24: Off
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	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
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	Persuasion: 
	SleightofHand: 
	CHamod: -1
	Survival: 
	AttacksSpellcasting: Staff (versatile d8)
	Passive: 12
	CP: 
	ProficienciesLang: Simple weapons, shortswords
Tools: Brewer's Supplies, Herbalism Kit

Common, Draconic, Celestial
	SP: 
	EP: 
	GP: 5
	PP: 
	Equipment: Quarterstaff, 10 Darts, explorer's pack, Scroll case, winter blanket, set of common clothes, herbalism kit
	Features and Traits: Draconic Ancestry: Gold, Damage Type Fire, Damage Resistance Fire, 15 ft. cone (Dexterity Save)

Breath Weapon: You can use your action to exhale destructive energy. When you use your breath weapon, each creature in the area of the exhalation must make a saving throw. The DC for this saving throw equals 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 increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level. After you use your breath weapon, you can't use it again until you complete a short or long rest.
Great Weapon Fighting Style: When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you are wielding with two hands, you can reroll the die and must use the new roll.

Unarmored Defense
When not wearing armor or a shield, your AC equals 10 + your Dexterity modifier + your Wisdom modifier

Martial Arts
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.
	CharacterName 2: Atumun "Jun" Deserene
	Age: 25
	Height: 6'2"
	Weight: 231
	Eyes: Brown
	Skin: Golden Hue
	Hair: ----
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: On top of a mountain lies a giant rock. This giant rock is worshiped by a rare tribe of Golden Moon Monkeys. One night under a Full Moon, a cool breeze of wind blew and tip the giant rock, causing it to break. The next morning the tribe of monkeys went to expect the rock to only find the rock shatter into a million pieces. They were distraught, but within the debris lied a dragonborn; however, this dragonborn has golden fur along with its scales and a monkey tail. The dragonborn immediately became the king of the tribe. The dragonborn live leisurely among the monkeys for 15 years until one day a group of poachers came to hunt and collect the Golden Moon monkey's furs. With the leadership of the dragonborn, the tribe was able to fend off the poachers, but without losing some friends. Sadden by the death of his friends and now aware of the possiblity of his fate too sought out a way to become immortal. 

His adventure led him to a temple. The monks there were surprise when they saw the dragonborn; they have never saw anything like him before, and they wanted to help him. The dragonborn did not speak the common language, but with the help of the high priest there the dragonborn was able to convey his story and what he seeks. After listening to the dragonborn's story he name him Atumun Jun, since names were not a thing among the tribe. There he learn the way of a monk, and how to speak the common language; learning things came easily to Jun. Jun was a trouble maker there, and his strong curiosity had led to many broken sacred objects, but that was last of the monks worries. During a full moon jun would turn into savage beast that would destroy anything in its way. To counter this the head priest put a magical headband on Jun to suppress his transformation and to control him a special chant can be sung to cause terrible pain onto him. 

After many years of training as a monk and perfecting everything that was taught to him, he decided to go back to his tribe. Arriving there after 25 years he found out that his tribe were still being hunted. Enrage he led his tribe to attack the poacher's camp/town and kill every single one of 'em: men, women, and children. With the all of the poacher dead, Jun destroyed all maps of the Golden Moon Monkeys location and destroy all evidence of their existence. With Jun back the tribe was able to thrive and populate.

	Feat+Traits: Hermit
Life of Seclusion: I was a pilgrim in search of relic of spiritual significance.
Feature: Discovery
The high priest find out about jun's travesty and decide to punish him by imprisoning him in a mountain. After 10 years of imprisonment jun was allow to be free if he agrees to be the disciple of Xuan Zang a monk on his way west through multiple worlds to retrieve a holy scripture. Jun agree to do so, but only because he heard that the holy scripture is capable of giving him and his tribe immortality. However, traveling with the monk, Xuan Zang, Jun lost all control of his action due to the headband; because of this he ran away from the monk, and decide to search for the holy scripture himself while avoiding contact of the monk at all cost. Thus began Atumun Jun's adventure. 
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