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'Through years of intense medltatlon reachlng out

- tothe Astral Plane, Way of the Mindbeast Monks

\' “make contact with the primal entities that inhabit
- the realm of pure thought.

o~

N

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotte'n Realms; the dragon ampersand, Player's Handbook, Monster Manual, Dungeon
Master's Guide, D&D Adventurers League, all other Wizards:of the Coast product names, and their respective 10gos are trademarks of Wizards of
the Coast in the USA and other countries. All charactefs and their distinctive likenesses are property of Wizards of the Coast. This material is
protected under the copyright laws of the United States of Amenca Any reproductlon orunauthorized use of the material-or artwork contained
herein is prohibited without the ipies written perm|5510n of Wizards of the Coast ‘

©2016 Wizards of the Coast LLG, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro SA, Rue Emile-Boéchat 31, 2800 Delémont,
CH. Represented by Hasbro Europe, 4 The Square, Stockley Park, Uxbridge; Middlesex, UB11 1ET, UK. This work contains material that is copyright
Wizards of the Coast and/or othef authars. Such materialis used with permission under the Community. Content Agreement for Dungeon Masters

Guild.

Al other original material in'this work is copyright 2020 by Micah Muldowney and published under the Community Content:Agreement for

Dungeon Master’s Guild.



}lg,rrj(fgr Jﬁca;wtﬂ

Way of the Mindbeast Monks follow a practice of deep

A Laldad s b

meditation that sends their minds searching across the
realms of pure thought to make contact with Astral
entities. Once that mental link is formed, they tap the
powers of the mindbeasts to gain insight into the minds
of those around them and influence their vital Ki flow in
subtle and potent ways.
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M C»Mdz D}f i/ZlnC o 4 "} SNadf the target is reduced to0 HP by the strlke, ;
Asa drscrple of the ways of the Astral Sea and '-‘ < you may expend an add1t1onal Kiand have the
B soul of the Garamorm swallows the soul of that

realms of pure thought you rely on thelr

intellect t{o navigate your world Startrng at the ” : creature Its mouth appears on the Garmorm

third level Intelligence is used to power your k1 o wherever it is located in the astral sea, and you
ability, saves, and unarmored defense 1nstead A4 gam the use of all of the spells and spell slots or
of wisdom. : Sk e uses the Creature had when it d;led “You cannot

". ! gam spell slots. or cast spells usmg this ability
"that are above what a full caster could know or
cast at'your monk level These slots and spells:

Mndeart

Beginning at level 2, you make a krempower
 strike, you may expend addltlonal k1

d1sappear at the end of your next long rest.
summon the powers of an astr mlndb

: A 1 her: Y n 2 K1
you have become conne%ﬁed to throug stra Searc €% You ca expend »

harness the power of the Astral Searcher The
_target makes an mtelhgenCe save against your
l(r 'blhty DC On a failed roll, you gain the use
of one. of the creature’s ab111t1es This can:

~ include traJ.ts like pack tactics or aggressrve

o rac1a1 tralts Jike darkvision, saves, or skill

' proflc1enC1es It cannot include spellcasting,
e channel d1v1n1ty, other magically powered
~ab111t1es or abilities that can only be used a

mtte number of times per rest or day (like

S bard1c msp1rat10n) though it can steal traits

i w1th recharge If the trait scales over time (for

; 1nstance sneak attack damage), you would gain
f it at the level correspondmg to your Monk
level. While you have the use of this trait, the
2l target does not. They can make and intelligence




~ anumber of tlmes equal to your Intelhgence

saving roll again'st"your'vKi ability DC at the 'efnd : nature, hlstory, or rehglon check that is less
of every other turn to end the 'effe('::ft{;ltf alsoends ~  thana 9 or less is treated asa 10

_if you use this ability on another target. ' : R ;
Intellectunl Savant

Startmg at the 6! level, you may Commumcate

telepathically within 30 feet and are ..

permanently under the effect of the d_etect’
thoughts spell. Ty

Gredter Mindyeast
Starting at the 11t level, you gain access to tl¥
folloy\';ing mindbeast Optioﬁs, that are activated
by expendmg 3 K1 pomts, and have a duration
of 1 mmute

Berbalang You may cast the Speak With Dead
spell at will. Since the Berbalang is castmg the .

spell, the dead you speak toin thls Way “do not o
know who you are, and therefore carmot hold a2 :
animus towards you B L

e .Astral Streaker You may cast the Sendmg spell

‘ mod1f1er w1thout expendmg a spell slot..

Psurlon Through the Psurlon you are ab]e to
speak telepathlcally to creatures w1thm‘ 90 feet '

regardless of whether you speak_a "omm

_ 1dent1ca1 to the suggestlon spell that lasts for
1d6 turns ona Creature you are commumcatmg
with telepathlcally d, e

Ml e oSS

Starting at the 17 level you gain 1mmun1 to’ “‘-rga SR
,psych1c damage and roll with advantag ﬁ Lo




