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What is a Monk?

The monk belongs to a religious order seeking for
physical and mental perfection. The monk is a com-
bat expert, though he does not depend on weapons
or armour. Instead, the light-footed monk uses only his
fists in combat and prefers to evade enemy atftacks
instead of blocking them.

Class Basics

Attribute Requirements  STR 15, CON 11, DEX 15, WIS 15

Prime Requisite None

Races Human

Hit Die d4 (max 18)

Alignment Any Lawful
Bo stick, club, crossbow, dag-

Weapons ger, hand axe, javelin, jo stick,
pole arm, spear, staff

Armour None

Attack Progression As Cleric

Saving Throws As Thief

Weapons Proficiencies 1+1 every 2 levels

Non-Proficiency Penalty -3

Weapon Specialisation  N/A

Atiribute Requirements

The way of the monk is mentally and physically de-
manding. To become a monk, a character has to
have a score of 15 in Strength, Dexterity and Wisdom
as well as a Constitution score of 11. A monk does not
get an armour class bonus from a high Dexterity score
or any aftack roll or damage bonus from his Strength
score. He is not eligible for exceptional Strength.

Prime Requisite
A monk does not have a prime requisite and does
not gain an experience bonus from any ability score.

Races

Only humans can become monks. Other races are
not suited to take the path of the monk.

Hit Die

The monk uses the d4 to determine his hit points. He
starts with two hit dice at the first level and gains an-
other for every level thereafter up to a maximum of
18 hit dice at level 17.

Alignment

The way of the monk requires rigorous discipline and
infensive training. Therefore, monks can only be of
Lawful alignment. They can be Good, Neutral or Evil,
though. NPC monks will be Lawful Good in 50%, Law-
ful Neutral 35% and Lawful Evil 15% of the time.

Weapons and Armour

A monk can use the bo stick, club, crossbow, dagger,
hand axe, javelin, jo stick, pole arm, spear or staff, but
generally prefers to use his fists. He does not use flam-

ing oil and cannot wear any armour or use shields.
Whether or not monks can use poison is the game
master's decision.

Attack Progression

Monks have the same attack progression as thieves
(see Table 3).

Saving Throws

Monks have the same saving throw progression as
thieves (see Table 4).

Weapon Proficiencies

A monk starts with one weapon proficiency slot and
gains an additional one every two levels. Monks are
not eligible for weapon specialisation. If they use a
weapon they are not proficient in, they suffer a -3
penalty to their aftack roll.

Table 1: Monk Experience Progression

Level XP Title
1 0 Postulant
2 2,250 Prospective
3 4,500 Initiate
4 9,000 Mendicant
5 18,000 Friar
6 35,000 Adept
7 70,000 Prime Adept
8 140,000 Disciple of the Snake
9 275,000 Disciple of the Mantis
10 550,000 Disciple of the Tiger
11 825,000 Disciple of the Dragon
12 1,100,000 Master of Stars
13 1,375,000 Master of the Rising Sun
14 1,650,000 Master of the Dawning Sun
15 1,925,000 Master of Twilight
16 2,200,000 Master of Radiance
17 2,475,000 Grandmaster

Experience Progression

With each new level, a monk acquires a new fitle and
advances in the hierarchy of his monastic order (see
Table 1). There can only be a limited number monks
with a rank above Prime Adept. There are three Dis-
ciples of the Snake: The Disciple of the Cobra, the Vi-
per and the Nafter, and only one monk of every rank
above it. When a monk reaches level 8, he temporar-
ily gains all the abilities of this level and has to chal-
lenge one of three Disciple of the Snake. This fight has
fo be hand-tfo-hand combat. No weapons or magic
items are allowed.

If the challenger wins, he permanently gains all the
abilities of his new level and assumed the fitle of Dis-
ciple of the Snake. If the challenged monk wins, he
keeps his title. In any case, the loser drops to an ex-
perience level just above the one needed for the



level below his current level (he drops to level 7 in
this case). When the loser gains enough experience
point, he can challenge the winner again. Challeng-
ing a higher-ranking monk is necessary to progress to
any level above level 7.

If the monk does not search out the respective high-
er-ranking monk, he also loses experience poinfs to
demote him one level. He intuitively knows where to
find that monk.

Special Abilities

Unarmed Strike

Monks can use a variety of weapons, but generally
prefer to fight using their fists. Monks are frained ma-
terial arts and the damage they deal with their un-
armed attack increases with every level they gain.
They also gain additional attacks at certain levels
and will ultimately be able to make four attacks in a
single round. A monk does not gain any bonus to his
attack or damage rolls from a high Strength score.

Armour Class and Movement Rate

Monks do not wear armour and prefer to simply avoid
aftacks. With every level, a monk's effective armour
class and movement rate increases.

Evasion

Monks are so nimble that they can avoid or deflect
nonmagical missiles like arrows, bolts or javelins with
a successful saving throw vs. Pefrification. For every
potential hit, a separate saving throws is required. If
the monk is hit by an aftack that permits a saving
throw to reduce the damage taken (like a Fireball),

the can avoid taking any damage with a successful
saving throw. From level 9 on, the monk only takes
half damage even if he does not make the save and
no damage if the save is made. This ability only ne-
gates damage, not other harmful effects (like a me-
dusa's petrifying gaze).

Danger Sense

At level 1, a monk is as likely to be surprised as any
other character and his surprise chance is 33.3%. At
level 2, the surprise chance is reduced to 32% and by
another 2% for every level thereafter.

Thief Skills

A monk has access to the thief skills of a thief of equal
level (see Table 5).

Weapon Expert

Even though the monk's weapon of choice is his fist,
he is also an expert in armed combat and anatomy.
Due to this special knowledge, a monk deals 0.5 ad-
difional points of damage per experience level when
he uses a weapon other than his fists. Nevertheless,
high-level monks will infict more damage with un-
armed combat.

Speak with Animails

From level 3 on, monks can Speak with Animals. This
ability isidentical to the druid spell of the same name.

Slow Fall

At level 4, the monk gains the ability to fall slowly. If
he is within 1" of a wall, he can fall up to 20" without
taking damage. At level 6, this increases to 4' and 30'
and at level 13 to 8 and an unlimited height.

Table 2: Monk Special Abilities

Level Armour Class M;;/;n(\f(:)ni Una;r:re&ﬁ:gcks g’;‘:::g: Special Abilities
1 10 150 1 103 e el Skis, Weapon Bxoer
9 160 1 1d4 -
3 8 170 1 1dé Speak with Animals
4 7 180 5/4 1dé6 ESP Resistance, Slow Fall
5 7 190 5/4 aen e and Sow
6 6 200 3/2 2d4 Feign Death
7 5 210 3/2 2d4+1 Self-Healing
8 4 220 3/2 2dé6 Speak with Plants
9 3 230 2 3d4 Charm Resistance
10 3 240 2 2d6+1 Shielded Mind
11 2 250 5/2 3d4+1 Poison Immunity
12 1 260 5/2 4d4 Immunity to Quest and Geas
13 0 270 5/2 4d4+1 Quivering Palm
14 -1 280 8 5d4 -
15 -1 290 3 6d4 -
16 -2 300 4 5dé -
17 -3 320 4 8d4 -
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Table 3: Monk Attack Progression
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Table 4: Monk Saving Throw Progression
Death, Paralysis,

Breath Weapon

Find Traps

25%
29%
33%
37%
41%
45%
49%
53%
57%
61%
65%
69%
73%
77%
81%
85%
89%

Table 5: Monk Thief Skills

16
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13
12
11

*Includes the 5% bonus for humans to Open Locks and Climb Walls

ESP Resistance

At level 4, the monk gains the ability to close his mind.
This reduces the chance of being affected by ESP to
30%. The chance is reduced by an additional 2% per
experience level.

Immunity to Diseases

At level 5, a monk becomes immune to diseases.

Immunity to Haste and Slow

From level 5 on, a monk is no longer affected by
Haste and Slow.

Poison

13
12
11
10
9
8

Move Quietly S:i:?:oivr\‘rs
20% 20%
25% 25%
30% 30%
35% 35%
40% 40%
45% 45%
50% 50%
55% 55%
60% 60%
65% 65%
70% 70%
75% 75%
80% 80%
85% 85%
920% 90%
21% 921%
92% 92%

Feign Death

4 5 6
16 15 14
14 13 12
12 11 10
100 9 8
8 7 6
6 5 4
5 4 3
Petrification,
Polymorph
12
11
19
9
8
7
Hear Noise
10%
13%
16%
19%
22%
25%
28%
31%
34%
37%
40%
43%
46%
49%
52%
55%
58%

turns equals to twice his level.

Self-Healing
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Climb Walls*

At level 6, a monk has mastered conftrol of his body
temperature and heart rate and can appear dead
to ofhers. He can remain in this state for a number of

At level 7, a monk gains the power to gather his inner
strength and heal himself. Once per day, he can heal
1d4+1 hit points plus an additional hit point for every

level above level 7.



Speak with Plants

From level 8 on, monks can Speak with Plants as per
druid spell of the same name.

Charm Resistance

At level 9,the monk is 50% resistant against Beguiling,
Hypnosis, Suggestion and Charm spells. This resistance
increases by 5% for every level above level 9.

Shielded Mind

At level 10, a monk has mastered control over his
mind. If he is attacked by the mind blast of a brain
slayer or by telepathic attacks, he is freated as a
character with an Intelligence score of 18.

Poison Immunity

Fromlevel 11 on, a monkis no longer affected by poi-
sons of any kind.

Immunity o Quest and Geas

From level 12 on, Quest and Geas no longer affect a
monk.

Quivering Palm

Atlevel 13, a monk gains the fearsome ability fo gen-
erate vibrations in the body of another creature and
fatally disrupt it at the time point of his choice.

The quivering palm can be used once per week. Af-
ter the monk has declared that he intends to use it
on a creature, he has to touch that creature within
three mélée rounds. If he fails to do so, the creature
remains unharmed and the Quivering Palm cannot
be used for another week. After the creature has
been touched, the monk can chose to let it die af
any point thereafter up to a number of days equal
to his experience level at the time where he used the
ability.

Undead, creatures immune to nonmagical weapons,
creatures with more hit dice than the monk and creao-
fures with more than twice the monk's hit points are
not affected by the Quivering Palm.

Item Restrictions

A monk may not posses more than two magic weap-
ons and three other magic items at a time. Monks
can use magic versions of allowed weapons, magic
rings, and any miscellaneous magic item usable by
the thief. A monk may only possess enough money
to support himself and his henchmen. Excess wealth
has to be donated to a church worthy of it (unless
he saves money to build a stronghold as described
below).

Henchmen and Followers

Henchmen

Until level 6, a monk may not hire anyone at all. From
that level on, he can hire up to two henchmen for a
single job. For each additional level of experience,

an additional henchman can be hired until the max-
imum number of henchmen allowed by the monk's
ability score has been reached. These henchmen
may be fighters (but not rangers or paladins), assas-
sins or thieves.

Followers

At level 8, a monk starts to gains followers. These fol-
lowers will join him once he defeated a Disciple of the
Snake in the bafttle necessary to permanently gain
that level. If he has accomplished that and addition-
ally has a monastery or similar building that he uses
as a headquarters, the monk will be joined by 1d4+1
monks of the first level. For each level after level 9,
1d2 more monks join him. All these monks start at level
1 but can gain additional experience levels later on.
When they reach level 7, they will leave.

Monk followers do not require any upkeep. They will
have same alignment as their master. If their master's
alignment changes, they will leave him. The monk will
still be joined by new followers of his new alignment
when he reaches a new level, though.

A Monk's Stronghold

A monk can take over the monastery of a higher-rank-
ing monk that he defeated in bafttle or build one of
his own. If he does the latter, the monk is permitted to
save freasure and money worth up to 250,000 GP to
construct the stronghold. Likewise, he is permitted to
retain money needed to support it.



Name: Alignment:
Race:
Class:
Abilities
Str: Encumbrance: Minor Test: Major Test: Armour Class
Dex: Missile To Hit: Surprise:
Con: Hit Points: Minor Test: Major Test:
Int: #Languages: Movement
Wis: Mental Save:
Cha: # Henchmen: Loyalty: Reaction:
Saving Throws
Paralysis, Poison, Death Rod, Staff, Wand Petrification, Polymorph
Equipment
TargetAC 10 9 7 6 5 3 2 1 o -1 2
# To Hit
Weapon Type Rate of Fire Damage
Special Combat Abilities Thief Skills
#Unarmed Attacks Unarmed Damage Weapon Damage Bonus Pick Pockets Open Locks Find Traps

Treasure, Gear & Special Abilities

-3

Level:
XP:

Next Level:

Breath Weapon

Move Quietly

Hit Points

ESP Resistance

-5 -6

Range

Hide in Shadows

-7

Charm Resistance

Spell
-8 -9 -10
Special
Hear Noise Climb Walls



OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)"Conftributors” means the
copyright and/or trademark owners who
have contributed Open Game Content;
(b)"Derivative Material” means copyright-
ed material including derivative works and
franslations (including into other computer
languages), potation, modification, cor-
rection, addition, extension, upgrade, im-
provement, 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,
fransmit or otherwise distribute; (d)"Open
Game Content” means the game me-
chanic and includes the methods, proce-
dures, processes and routines to the extent
such content does not embody the Prod-
uct 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 transla-
fions and derivative works under copyright
law, but specifically excludes Product Iden-
fity. (e) “Product Identity” means product
and product line names, logos and identi-
fying marks including trade dress; artifacts;
creatures characters; stories, storylines,
plots, thematic elements, dialogue, inci-
dents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, con-
cepts, 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 abil-
ities or effects, logos, symbols, or graphic
designs; and any other trademark or regis-
tered frademark clearly identified as Prod-
uct identity by the owner of the Product
Identity, and which specifically excludes
the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, mot-
to, designs that are used by a Contributor
to identify itself or its products or the asso-
ciated 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 agree-
ment.

2. The License: This License applies to any
Open Game Content that contains a no-
fice indicating that the Open Game Con-
tfent may only be Used under and in terms
of this License. You must affix such a notice
fo any Open Game Content that you Use.
No terms may be added fo or subtracted
from this License except as described by
the License ifself. No other terms or condi-
fions 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 consider-
ation for agreeing to use this License, the
Contributors grant You a perpetual, world-
wide, 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 Conftributions are Your original cre-
ation 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 fo the COPYRIGHT NOTICE of any
original Open Game Content you Distrib-
ute.

7. Use of Product Identity: You agree not
to Use any Product Identity, including as
an indicatfion as to compatibility, except
as expressly licensed in another, independ-
ent Agreement with the owner of each el-
ement of that Product Identity. You agree
not fo indicate compatibility or co-adapt-
ability with any Trademark or Registered
Trademark in conjunction with a work con-
taining Open Game Content except as
expressly licensed in another, independent
Agreement with the owner of such Trade-
mark or Registered Trademark. The use of
any Product Identity in Open Game Con-
tent does not constitute a challenge to
the ownership of that Product Identity. The
owner of any Product Identity used in Open
Game Contfent shall retain all rights, fitle
and interest in and fo that Product Identity.

8. Identification: If you distribute Open
Game Content You must clearly indicate
which portions of the work that you are dis-
fributing 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 Conftributor 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 fo 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, judi-
cial 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

7

terms herein and fail to cure such breach
within 30 days of becoming aware of the
breach. All sublicenses shall survive the ter-
mination of this License.

14 Reformation: If any provision of this Li-
cense is held to be unenforceable, such
provision shall be reformed only to the ex-
tent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000,
Wizards of the Coast, Inc.

System Reference Document Copyright
2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Wil-
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Gygax and Dave Arneson.

OSRIC™  copyright 2006, Stuart Marshall,
adapting material prepared by Matthew
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others.
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DESIGNATION OF OPEN GAME CONTENT:

All text in this supplement is open game
content.



