Monk

Requirements: STR 12, DEX 15, WIS 15
Prime Requisite: None

Hit Dice: 1d4

Maximum Level: 16

Monks seek inner enlightenment, they finely hone themselves to
their full potential through training of both mind and body. As a
result, they are able to perform feats unattainable by other classes.
Monks may be of any alignment; the sphere they adhere to reveals
the path they take toward inner perfection, whether it be through
law, chaos, or a balance of forces in neutrality.

Monks may only have small amounts of money. They may wear no
armor. However, they may use any weapon and attack as thieves.
Their study of the body grants them +1 hp damage when using
weapons, per every 2 levels of experience. Monks do not benefit
from bonuses to hit and damage from STR, or bonuses to AC from
DEX. When fighting with bare hands, if a monk succeeds in an
attack by 5 more than needed on a d20, the opponent is stunned
for 1d6 rounds. Further, there is a base probability equal to the
opponent’s AC that the opponent is killed instantly. This
probability increases by 1% per level above 7*. For example, an
opponent with AC 4 attacked by a monk of 8" level would have a
5% chance of being killed instantly. If the AC were -2 and the
monk were 10% level, there would be a 1% chance of instant death.
When fighting bare-handed, monks gain additional attacks and
higher damage. Further, natural AC improves each level. These are
indicated on the table below.

Monks save as clerics; they may dodge missiles of a non-magical
nature with a successful saving throw versus breath attacks or dodge
magic missiles with a successful save versus spell-like devices. When
saving against other effects that deal damage, successful saving
throws result in no damage even when damage would normally be
half. At 9% level, even an unsuccessful save results in half damage.

Monks have the following additional special abilities:

They advance as thieves of an equal level in the following abilities,
sometimes with bonuses as indicated: pick locks (+5%), find and
remove traps (+10%), move silently (+10%), climb walls, hide in
shadows (+10%), and hear noise.

Monks are surprised only with 1 in 6 on a d6.
Reaching 4™ level: Monks gain the ability to speak with plants.

Reaching 5® level: At 5* level, monks may feign death for a
number of turns equal to 1d6 x their level. Further, at this level a
monk gains the ability to fall 20" and suffer no damage, so long as

he is no further than 1’ from a wall to help break the fall.

Reaching 6™ level: At 6" level, ESP will only work on a monk
10% of the time, -1% per level above 6th. At 6™ level a monk gains

the ability to fall 30’ and suffer no damage, so long as he is no
further than 4’ from a wall to help break the fall.

Reaching 7 level: Monks may meditate for 1 turn, healing
1d6+1 hp of damage once per day. An additional point is added for

each level above 7.

Reaching 8 level: Monks gain the ability to speak with animals,
and they become completely immune to hypnotizing effects and
suggestion. They are 50% immune to charm related effects. A
monk may attract 1d4+1 1% level monk followers, and one or two
additional followers per level of experience beyond 8th.

Reaching 10® level: At 10" level monks become immune to the
effects of geas and quest. In addition, they are immune to all
poison.

Reaching 13® level: At 13" level a monk gains his much-feared
“quivering palm” attack. The monk announces he has begun the
vibrations in his palm, and he must succeed in an attack against an
opponent within 3 rounds. If successful, the monk immediately
decides when the transferred quivering sensation of death will cause
instant fatality, which can be any time within 1 day per level of the
monk. Note that this ability, once initiated and regardless of
whether successful, can only be used once per week. In addition,
this effect does not work against beings under the influence of
feign death, any form of undead, or creatures with more HD or
levels than the attacking monk. Finally, at this level a monk gains
the ability to fall from an unlimited height and suffer no damage,
so long as he is no further than 8 from a wall to help break the fall.



Monk Level Progression Monk Special Abilities
Experience Level Hit Dice (1d4) Class Unarmed  Unarmed  Movement

0 1 2 Level Bonus Attack Attacks Rate
2,235 2 3 Damage per
4,765 3 4 Round**
10,025 4 5 1 0 1d4 1/1 120° (40")
18,251 5 6 2 -1 1d4+1 1/1 120’ (40)
45,501 6 7 3 -2 1d6 1/1 150’ (50”)
93,001 7 8 4 -3 1d8 4/3 150’ (50°)
195,001 8 9 5 -4 1d10 4/3 180’ (60°)
340,001 9 10 6 -5 1d12 3/2 180’ (60°)
560,001 10 11 7 6 2d8 3/2 210° (70")
780,001 11 12 8 -7 3d6 3/2 210’ (70°)
1,000,001 12 13 9 -7 2d10 2/1 240’ (80°)
1,220,001 13 14 10 -8 2d12 2/1 240’ (80°)
1,440,001 14 15 11 -8 3d8 5/2 270’ (90°)
1,660,001 15 16 12 -9 3d10 5/2 270’ (90°)
1,880,001 16* 17 13 -9 5d6 3/1 300’ (100)
*Maximum level attainable for monks. 14 -10 4d8 3/1 300’ (1007)
15 -11 3d12 4/1 330’ (110°)
16 -12 4d10 4/1 330’ (110%)

*The number before the slash is the number of attacks, after the
slash is the interval in rounds. For example, 3/2 means 3 attacks
every 2 rounds, with the extra attack occurring on the second
round.



DESIGNATION OF PRODUCT IDENTITY
None

DESIGNATION OF OPEN GAME CONTENT
All text and tables.

OPEN GAME LICENSE Version 1.0a

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 form 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 graphic, 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.

2. 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.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. 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.

5.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.

6.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.

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.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. 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.
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