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MONK
To determine if a character can be a Monk he must do the
following: The character must ask a high priest if he may be
accepted into his order. The High Priest will only accept the best
applicant out of twenty. To determine if the character was
chosen, the High Priest (the referee or a player that is a level 15
Monk) will ask the player to pick a number from 1-20. Then the
High Priest will roll a 20 sided die. If the number is the number
chosen by the applicant (character), he was chosen and may
start as a level one Monk. If the number was not chosen, he or
she may still be a Monk, but must first prove himself or herself to
the priest.
Once rejected by one order then no other order will accept the applicant. He
must attain 7th-10th level fighter, then attain 7th-10th level thief. The High Priest
will decide the required levels needed in both fields. Upon attaining his required
fighter level, he must then go to level one thief and start again. After starting a
new class, he does not maintain the abilities or experience of the former classes.
When in the fighter and thief classes, he may not add to his or her attributes.
The prospective Monk can only add to attributes in the Monk class. Upon
completing the required thief level, he may ask again to be accepted into the
order.
The High Priest will roll a twenty sided die. If the number is equal to or less than
the fighter level and thief level added together, then the Monk is accepted into
the order. If not then he will never be a Monk. A 9th level fighter and a 7th level
thief would need a 16 or lower on a 20 sided die. Once accepted, the player
begins as a level one Monk.
Once a player becomes a Monk, he or she will not be under the control of the
High Priest, and will not be required to remain with the priest. It is assumed that
the monk skills will be learned in short order for those who went through the
fighter and thief processes. Those just starting as a Monk would have had
training before being classed as a Monk.
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