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Human Warrior of the Open Hand

4D8 40 feet
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Martial weapons that have the Light property,  
Simple weapons, Calligrapher’s Supplies,  

Cartographer’s Tools

35

4

+0

+0
+0
+2

+0

+2

+4
+2

Common, Draconic, Elvish Neutral Good

Quarterstaff of 
the Acrobat +8 1D6 + 6 Bludgeoning Thrown (Range 30/120), 

Versatile (1D8)

Unarmed Strike +6 1D6 + 4 Bludgeoning

Dagger +6 1D6 + 4 Piercing Finesse, Light, 
Thrown (Range 20/60)

Ability Score Improvement*
Skilled*
Tough*

Martial Arts
Unarmored Defense*
Monk’s Focus (4 Focus Points)
Unarmored Movement*
Uncanny Metabolism
Deflect Attacks
Open Hand Technique
Ability Score Improvement*
Slow Fall

Resourceful
Skillful*
Versatile*

T
Y

LE
R

 J
A

C
O

B
SO

N



TM & ©2024 Wizards of the Coast LLC.  NOT FOR RESALE. PERSONAL USE ONLY.
PERMISSION IS GRANTED TO PHOTOCOPY THIS PAGE FOR PERSONAL USE.

Equipment
Quarterstaff of the Acrobat
5 Daggers
Calligrapher’s Supplies
Cartographer’s Tools
Explorer’s Pack
Fine Clothes
Lamp
Oil (3 flasks)
Parchment (12 sheets) 

A
Quarterstaff of the Acrobat
Weapon (Quarterstaff), Very Rare (Requires 
Attunement)

You have a +2 bonus to attack rolls and damage rolls 
made with this magic weapon.
 While holding this weapon, you can cause it to 
emit green Dim Light out to 10 feet, either as a Bo-
nus Action or after you roll Initiative, or you can 
extinguish the light as a Bonus Action.
 While holding this weapon, you can take a Bonus 
Action to alter its form, turning it into a 6-inch rod 
(for ease of storage) or a 10-foot pole, or reverting it 
a Quarterstaff; the weapon will elongate only as far 
as the surrounding space allows.
 In certain forms, the weapon has the following 
additional properties.
 Acrobatic Assist (Quarterstaff and 10-Foot Pole 
Forms Only). While holding this weapon, you have 
Advantage on Dexterity (Acrobatics) checks.
 Attack Deflection (Quarterstaff Form Only). When 
you are hit by an attack while holding the weapon, 
you can take a Reaction to twirl the weapon around 
you, gaining a +5 bonus to your Armor Class against 
the triggering attack, potentially causing the attack 
to miss you. You can’t use this property again until 
you finish a Short or Long Rest.
 Ranged Weapon (Quarterstaff Form Only). This 
weapon has the Thrown property with a normal 
range of 30 feet and a long range of 120 feet. Im-
mediately after you make a ranged attack with the 
weapon, it flies back to your hand. 
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Magic Item Attunement

Quarterstaff of the Acrobat




