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MARTIAL ARTS ADEPT
artial arts adepts are disciplined monks
with extensive training in hand-to-hand
combat. Some protect monasteries;
others travel the world seeking
enlightenment. A few become
bodyguards, trading their combat

prowess and loyalty for food and
lodging.

ScALABLE NPC
The martial arts adept listed here is a scalable NPC. To scale
the adept, simply follow these instructions:

¢ Find the starting statistics for the martial arts adept in
Volo's Guide to Monsters (page 216).

e Choose your target Challenge Rating.

e Adjust the adept's statistics based on the information
provided on the Martial Arts Adept table below.

STARTING STATISTICS

The martial arts adept’s starting statistics are identified on
page 216 of Volo’s Guide to Monsters.

SPECIAL TRAITS

As the martial arts’ adept’s CR increases, it gains the
following special traits.

UNARMORED DEFENSE

Beginning at CR 3, while the adept is wearing no armor and
not wielding a shield, its AC equals 10 + its Dexterity modifier
+ its Wisdom modifier.

UNARMORED MOVEMENT
Starting at CR 3, the martial arts adept's speed increases by
10 feet while it is not wearing armor or wielding a shield.
This bonus increases when it reaches certain CRs, as shown
on the Martial Arts Adept table.

At 9th level, the martial arts adept can move along vertical
surfaces and across liquids on its turn without falling during
the move.

MULTIATTACK

Starting at CR 3, the martial arts adept can use its action to
make three unarmed strikes or three dart attacks. At CR 5,
the adept can use this trait to make one additional unarmed
strike or one additional dart attack.

DEFLECT MISSILES

Starting at CR 3, the martial arts adept can use its reaction to
deflect or catch a missile when it is hit by a ranged weapon
attack. When it does so, the damage it takes from the attack
is reduced by 1d10 + its Dexterity modifier + its CR. If the
damage is reduced to 0, the adept catches the missile if it's
small enough to hold in one hand and the adept has a hand
free.

ABILITY SCORE IMPROVEMENT

When the adept reaches CR 4, its Constitution score
increases by 2 (15). Then, at CR 8§, its Dexterity score
increases by 2 (19), at CR 12, its Wisdom score increases by
2 (18), at CR 16, its Dexterity score increases by 1 (20) and its
Constitution score increases by 1 (16), and finally, at CR 19,
its Wisdom score increases by 2 (20).

MARTIAL ARTS RESILIENCY
At CR 5, the adept gains proficiency on Strength, Dexterity,
and Wisdom saving throws.

UNARMED STRIKE

When the adept reaches CR 5, its unarmed strike’s damage
increases to 1d10 + its Dexterity modifier. And at CR 9, its
unarmed strike’s damage increases to 1d12 + its Dexterity
modifier.

WHOLENESS OF Bopy

At CR 6, the adept can use its action to regain a number of hit
points equal to three times its Challenge Rating. The adept
can use this action once per day.

MAgIic WEAPONS

Also at CR 6, the adept’s unarmed strikes count as magical
for the purpose of overcoming resistance and immunity to
nonmagical attacks and damage.
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MARTIAL ARTS ADEPT

Prof. Attack  Save

CR Bonus AC hp (HD) Bonus DC Speed Traits

3 +2 16 60 +5 13 40 ft. Unarmored Defense, Unarmored Movement,
(11d8 +11) Multiattack, Deflect Missile

4 +2 16 78 +5 13 40 ft.  Ability Score Increase (Con 15)
(12d8 + 24)

5 +3 16 84 +6 14 40 ft.  Martial Artist Resiliency, Multiattack (4x), Unarmed Strike
(13d8 + 26) (1d10)

6 +3 16 97 +6 14 45 ft.  Wholeness of Body, Magic Weapons
(15d8 + 30)

7 +3 16 104 +6 14 45 ft.  Evasion, Stillness of Mind
(16d8 + 32)

8 +3 17 110 +7 14 45 ft.  Ability Score Increase (Dex 19)
(17d8 + 34)

9 +4 17 117 +8 15 45 ft.  Unarmed Strike (1d12), Improved Unarmored Movement
(18d8 + 36)

10 +4 17 123 +8 15 50ft.  Purity of Body
(19d8 + 38)

11 +4 17 130 +8 15 50ft. Tranquility, Legendary Actions (Attack, Move)
(20d8 + 40)

12 +4 18 136 +8 16 50 ft.  Ability Score Increase (Wis 18), Tongue of the Sun and
(21d8 + 42) Moon

13 +5 18 142 +9 17 50 ft. —
(22d8 + 44)

14 +5 18 155 +9 17 55 ft.  Diamond Soul
(24d8 + 48)

15 +5 18 175 +9 17 55ft. —
(27d8 + 54)

16  +5 19 210 +10 17 55 ft.  Ability Score Increase (Dex 20, Con 16)
(28d8 + 84)

17 +6 19 217 +11 18 55 ft.  Death Strike
(29d8 + 87)

18 +6 19 225 +11 18 60 ft.  Invisibility, Astral Projection
(30d8 + 90)

19 +6 20 232 +11 19 60 ft.  Ability Score Increase (Wis 20)
(31d8 + 93)

20 +6 20 240 +11 19 60 ft.  Legendary Resistance
(32d8 + 96)

EvAsioN PurrTy OF BopY

At CR 7, when the adept is subjected to an effect that allows
it to make a Dexterity saving throw to take only half damage
it instead takes no damage if it succeeds on its saving throw,
and only half damage if it fails.

STILLNESS OF MIND
Also at CR 7, the adept gains immunity to the charmed and
frightened conditions.
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At CR 10, the adept gains immunity to poison and the
poisoned condition.

TRANQUILITY

Starting at CR 11, any creature that targets the adept must
succeed on a Wisdom saving throw against its save DC. On a
failed save, the creature must choose a new target or lose the
attack.



This trait does not protect the adept from area effects, such
as the explosion of a fireball. If the adept makes an attack or
casts a spell that affects an enemy creature, this effect ends
for it until it completes a long rest.

LEGENDARY ACTIONS

At CR 11, the adept can take 3 legendary actions choosing
from the options below. Only one legendary action option can
be used at a time and only at the end of another creature’s
turn. The adept regains spent legendary actions at the start of
its turn.

e Strike. The adept makes an unarmed strike attack.
¢ Move (Costs 2 Actions). The adept moves up to its full
movement speed.

TONGUE OF THE SUN AND MOON

Starting at CR 12, the adept understands all spoken
languages. In addition, any creature that can understand a
language can understand what the adept says.

DiaMoND SouL
Starting at CR 14, the adept has proficiency in all saving
throws.

OPEN GAMING LICENSE

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards
of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other forms in which an existing work may be recast,transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)"Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) “Product Identity” means
product and product line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphics, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the owner
of the Product Identity, and which specifically excludes the Open Game Content; (f)
“Trademark” means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use,
Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

N

The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content distributed using
this License.
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Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.
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. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open Game Content.
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. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License
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Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

DEATH STRIKE
At CR 17, the adept gains another legendary action, Death
Strike, which costs 3 actions.

When the adept uses this legendary action, it makes an
unarmed strike attack against a creature. On a hit, the
creature must make a Constitution saving throw. On a failed
saving throw, its hit points are reduced to 0. On a successful
saving throw, it instead takes 10d10 necrotic damage.

INVISIBILITY

Starting at CR 18, the adept can use its action to turn
invisible for 1 minute. While invisible, it has resistance to all
damage except force damage.

ASTRAL PROJECTION

At CR 18, the adept can use its action to innately cast astral
projection as the spell, but may only target itself. Wisdom is
its spellcasting ability for this spell. It can only use this action
once per day.

LEGENDARY RESISTANCE

Beginning at CR 20, if the adept fails a saving throw, it can
choose to succeed instead. It can use this trait three times per
day.
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7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights, title, and interest in and to that Product
Identity.

©

Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.
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. Updating the License: Wizards or its designated Agents may publish updated versions of
this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do
so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
Inc. System Reference Document 5.0 Copyright 2016, Wizards of the Coast, Inc.; Authors
Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original
material by E. Gary Gygax and Dave Arneson.
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