The Complete Monk

By Sirrakhis Larethian 
Master Monk of the Emerald Hills
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Introduction

Throughout the history of the Emerald Hills, none have seen an age so populated by those pious ‘pains-in-the-rears’ called monks. Many have fallen to the trend towards the true skill of fighting opponents outgunned, outnumbered, and much of the time outclasses and unbelievably seeming to love it. The problem is, most of those people playing the class haven’t much of an idea of just how much power you get when you are playing a monk. I have written this little pamphlet in hopes that all you aspiring Grand Masters out there will possibly get an idea of just how useful we Monks are.

This is an expansion on the monk class and certain discrepancies regarding the rules, what you can do, and what you can’t do. It should be noted that Kingdoms other than the Emerald Hills may have clarifications contradicting those listed here. Please be sure to check with your current Guildmaster of Reeves before employing the techniques described herein.

First of all, let it sink into your head that monks are not front-line warriors. The monks are best suited to flanking and second line fighting. Why? Because monks don’t wear armor, and they usually can move pretty darn fast. This means that they have the speed necessary to whip around the side of an enemy and start punching into their flanks. Past first level, they have throwing weapons and pole arms, which puts them best either to the sides, where the enemy’s armor isn’t directed, or behind all those tanked out barbarians, paladins, anti-paladins, and warriors, who have enough armor to be on the front line. The reason I am saying this is to keep all you gung-ho tank drivers from doing the wrong thing in a battlegame – get yourself killed. Monks do not wear armor and they cannot use shields. This should be reason enough. When you charge a front line, you are usually engaging the main body of the enemy, and you had better have some sort of armor on or have a very good defensive form, because front line fighters love uncovered body parts. It is much easier (and a whole lot more fun) to flank when playing a monk, or simply sit back behind with a pole arm and some throwing dagger and wallop them where they do not expect or can not see an attack coming.

Second, I see that often most monks do not utilize their potential on the battlefield. Monks, as fighting units, have the most battlefield abilities and immunities on the field, with perhaps the exception of the paladin and anti-paladin. A fifth level monk is immune to nearly all offensive verbal magic in the book, with the exception of stun and call lightning. They are immune to most of those annoying little spells that impair or cripple players on the field. Monks are immune to poison at second level. No other class gets this except druid, and druids have to wait until fourth level to get it. Monks begin with the ability to block arrows with their swords, and also gain the ability to do so with their hands at fourth level. These abilities alone make the monk perfect for flanking or attacking the rear end of enemy forces, where the mages and other strategic players (like archers and assassins) will usually be.

Third, monks should realize that they are not playing the same old fighting class. The monk has to be played differently. When I first started playing in the Emerald Hills, there were nearly thirty assassins in every battlegame, and I had come to think of myself as the anti-assassin. Every little trick that they had up their sleeves…I was immune to, and the mages got just as frustrated, because I was after them soon after I had dealt with the assassins. The monk’s best position is one that will put him behind the front line of the enemy. At one war event, a well placed Doomsday put my entire kingdom in Nirvana – except for me, and the entire army stayed oblivious to the fact that I was still alive, behind them, and killing quite a few of them before they even realized they were being hit by someone from the opposing force…I killed twelve people without even being noticed, and another seven trying to get away before their entire front line came swooping down on me. The point is that I never would have had the opportunity to get back there and do something productive butt-kicking if I wasn’t playing the Monk.

At this point, I am going to go over every point of the Monk class as it appears in the rulebook. I am doing this in order to fully clarify everything that anyone would ever want or need to know about the rules in relation to the Monk.

THE MONK

Garb: A gray belt or sash is required at first level. A black belt or sash is required at every level thereafter. Try to look like a monk of some sort. Flowing robes and long tunic usually do the trick. Remember that not all monks wear/wore sandal and rope belts. Many wore very expensive silks and wielded Daisho, and were albeit kin to the Samurai way back when.
Weapons: Quarterstaff, nunchuku, polearms, dagger, short swords (under three feet in length), a single long sword (3’-4’ in length), and throwing daggers after first level. The throwing daggers are very important, as they give you a fallback and a distance attack, not to mention something that almost always distracts an opponent. I play one of two ways:

1] One yari (or incorrectly called a naginata in Amtgard), one short sword, and a throwing dagger or two. The yari is for supporting any front line forces, and the short sword and throwing dagger is for those who get to close and break through the line I am giving support to.

2] Two short sword, and at least two throwing daggers. This is what I use for flanking. The dagger I use as I am rushing the side to distract the targeted enemies. I always try to have around four throwing dagger in an attack like this, just to make sure I can pick off targets trying to adjust for the flanking force.
Armor: None. If the monk could, it would not be a balanced character class. The monk would be more like a lesser paladin/anti-paladin, considering all the immunities. Do not worry about something you can only use if you get an enchantment from a magic user. Those should be considered good to have when available, but not necessary to the game.
Shield: None. After about the first three levels of play, I didn’t even want a shield. It gets in the way when you are used to having a weapon in each hand.
Levels:


1st Level: 
A) May block arrows with weapons without penalty. This is a perk, considering we monks don’t have any way of protecting ourselves from them aside from moving out of the way. It is also real fun to block them with your weapons when they don’t realize you’re a monk.


B) Heal Self once per life. The same as the healer spell ‘heal.’ It is considered a form of body control and is non-magical in nature. Must recite full incantation to be healed. Recite the healer’s spell ‘heal’ and “BANG!” you’re as good as new. Heck, you didn’t even have to yell for a healer. This also makes you pretty hard to stop for extended periods because even if you go down on a leg, you can recite the spell while you are fighting.



C) Immune to ‘Touch of Death,’ ‘Vibrating Palm,’ and ‘Spell of Wounding.’ This is only the tip of the iceberg as far as the immunities the monks gets. And you do not have to worry about any other monk or assassin being sneaky when they shake your hand in court!


2nd Level: A) May use throwing weapons. This is the kicker, when you have these, you now have enough weaponry to keep yourself alive and do some damage, too. Try to have at least two and four is even better.



B) Immune to Poison. Here it is, a very nice thing to have when one of those all-too-well-known, leg-slicing assassins comes in for his kill. They don’t like it when you tell them you are immune to their favorite party favor. This is also extremely handy when you are a monarch in court. No chance of poison giving you problems, but watch out, for the food itself we have no immunities to.


C) May transfer one life to a teammate once per game. This does not come into play too often, but it is extremely useful when the most important person on your team gets shattered and no mages/healers are around to resurrect or reanimate. But if your shattered teammate is a Warlord, it would probably be a good idea to give him the chance to come back and take vengeance on the enemy for the embarrassment.

3rd Level:
A) Immune to all magics that charm or control. May still be trapped, entangled, subdued, frozen, or petrified. Can still be affected by Bardic ‘Visit’ and Bardic ‘Voice,’ non-charm magic only. This is a big one. No more bards chasing you around, telling you to run backwards for a three hundred count. No more mages telling you to stop when you have chased them all over the field. Here is a specific list of all magics in the spellbook that the monk becomes immune to at this level: Wizard – Honor Duel, Hold Person, Wounding, Touch of Death, and Yield. Healer – Lost, Sleep, Mass Sleep, Wounding Yield, and Touch of Death. Druid – Confusion and Feeblemind. Bard – Charm, Legend, Liplock, Truth, Sleep, Emotion Control, Honor Duel, Lore, and Yield. This is a pretty nice list of spell immunities, isn’t it?


B) Vibrating Palm once per life. This is the same as the assassin’s Touch of Death, but instead charge it by saying “Vibrating Palm” x 20. This touch will go through clothing, but not armor, and kill the enemy. You can use either hand to touch the victim. Pat him on the back for his efforts and let him fall as you have already started to attack the enemies surprised on the other side…it works for me.


4th Level:
A) May turn undead twice per life. By stating this aloud, the monk may prohibit an undead creature (zombie, ghost, etc.) from attacking him or her for a count of one thousand. This may be done twice per life, but never more than once on the same particular unead individual.  This is a quest ability more than anything, but a very useful one. The trick is to get within combat range, with the undead just as you say “Turn Undead!”(I like to say “Apapontos Cacao Daemonos!” it’s Greek for “Begone Foul Demon!”) and start having fun while they cant attack you!



B) May block projectiles with their hands without penalty. This is really handy, because as funny as it sounds, it is easier to block projectiles (i.e.-any non magic, non-siege, projectile weapon, including arrows, crossbow bolts, shuriken, daggers, etc.) with your hands than it is with your weapons.

5th Level:
A) May use the sanctuary chant once per life. By chanting “sanctuary” once every five seconds, the monk may wander unhindered where he or she will and no one within twenty feet may strike at or attack him or her. Sanctuary is negated in the following instances: 1) The monk stops his chant, 2) The monk approached within twenty feet of a base or flag, or 3) the monk has a weapon in hand. Note that this is not a protection from various battlefield effects, but only from deliberate attacks (the monk is unnoticeable). This is the monks best defense tactic. With this power ready a monk can wade in and kill people on the other side until surrounded by enemies, start chanting ‘sanctuary,’ and simply walk away without anyone near being able to touch him. Watch out for the archers though (yes, you can block arrows with your hands while in Sanctuary,) because they have a knack for spotting you when everyone else simply can’t see you. On a side note, the EH observes the following clarification: Vibrating Palm, Touch of Death, and Paralyzation count as "a weapon in hand" in regards to Sanctuary (preventing both from being active at the same time).  (26FEB2001)



B) Protection from Death.  Exactly like the healer enchantment of the same name. However this is an inherent immunity, not a form of magic. This makes the Monk immune to Touch of Death, Curse, Killing Grounds, Mutual Destruction, Finger of Death, Doomsday, Vibrating Palm and class abilities that steal lives. This ability is in effect at all times and is non-magical in nature. This is the clincher! At this point, as I stated earlier, the monk is now immune to all offensive verbal spells, with the sole exceptions of Call Lightning(Druid), and Stun(Healer). This ability makes the monk a complete bane to all magic users, as they will have to throw a spell ball at the monk (which they have to stop moving to cast) to fight at all. At this point the monk is very tough to handle one-on-one, because by the time a person plays the class to fifth level, having two swords, no armor, and no shield is a benefit, not a weakness. Top the whole thing off with a plethora of spell immunities, and you have a different kind of tank. The monk is a tank meant for the not-so-expected fighting in the back, to the side, and over the heads of the enemies, which is what the enemies have the hardest time dealing with.

6th Level:
A) Immunity to traps. This includes magical traps. This is yet another quest ability that doesn’t get a lot of use, but it sure is fun to run through traps and keep on running when they are yelling that you are dead!


B) One additional heal self per life (total of two). With this one the monk can shrug off - or at least not be overly delayed or impaired by – another blow.
Endnote

I would like at this time to point out that this document is motivated toward teaching those monks (and players thinking of playing the monk) the potential of the monk class. The monk is the very embodiment of determination and motivation. When starting out, the class gets next to nothing in comparison to the other classes. Bereft of armor, shield, and spells, the starting monk has to learn how to battle with nothing but skill and speed. At later stages of experience, the monk still seems to stick to the old restrictions, realizing the potential in sheer strength of skill and speed. Many feel that the Monk isn’t that effective on the field. I say that this is because the person playing the monk isn’t using his utmost potential. After reading this any monk should feel that he isn’t an underdog, but a specialist in the art of surprise attack and reinforcement. It is my sincere hope that this document has proven and will prove to be beneficial in the future for all who read it. Thank you for lending me your ear.
In Small Service to the Dream,

Sirrakhis Larethian

Grandmaster of Monks
� Heal Self: Say out loud:


"Sword cut, spear stab, mace smash, arrow jab, let the white light of healing descend on thou. �Sword cut, spear stab, mace smash, arrow jab, let the white light of healing stop thy spilling blood.�Sword cut, spear stab, mace smash, arrow jab, let the white light of healing mend thy bones. �Sword cut, spear stab, mace smash, arrow jab, let the white light of healing close thy wounds. �Sword cut, spear stab, mace smash, arrow jab, let the white light of healing restore thy vigor.�Sword cut, spear stab, mace smash, arrow jab, the white light of healing hath healed thou."





