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Playtest: 

P L A Y T E S T

 Monk
illustrations by Amanda Sartor

by Rob Heinsoo and Mike Mearls

“You fight well, but without  
discipline and focus,  

you will fail.”

From high in forbidding mountains to the alleys of a 
city’s meanest district, the ascetic warriors known as 
monks practice their art. By focusing on their minds 
and bodies, honing both to near perfection, they 
master a psionic fighting art that allows them to deliver 
a punch with the force of a giant’s club and to absorb 
attacks as well as a heavily armored knight. Monks tap 
into the psionic potential that rests within their bodies 
and minds, turning that energy further inward to for-
tify their bodies and sharpen their minds.
 Perhaps you set out on this path to put a dark past 
behind you, or maybe your village was victimized one 
time too many by an evil lord or marauding beasts 
and you now seek justice. No matter what your moti-
vation, the path of the monk transforms you into a 
living weapon.
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 The road opens wide before you. With little more 
than a walking stick and perhaps a satchel of food, 
you are ready to take on whatever the world can 
throw at you. Your many years of training taught 
you to turn your eye inward. Now it is time to look 
outward and test yourself against the world and its 
dangers.

Monk Class Features
Monks have the following class features.

Monastic Tradition
Monks train in a number of traditional techniques, 
with each monastery focusing on a specific style. Each 
monk chooses a Monastic Tradition, which provides a 
Flurry of Blows power and a defensive benefit.
 Your training and use of psionic magic allow you 
to strike with incredible speed, represented by the 
Flurry of Blows class feature. Each Monastic Tradition 
teaches a different version of Flurry of Blows. Your 
tradition also helps you focus your body or mind to 
become more resilient to attacks.
 This playtest presents the Centered Breath 
tradition.

Centered Breath
The Centered Breath tradition focuses on honing your 
mental awareness to better harness psionic magic. 
This tradition teaches that only by controlling yourself 
can you control your environment. The tradition’s 
adherents are typically ascetics, whose monasteries 
stand in quiet corners of the world, where the monks 
can train and study without distraction. In some of 
these monasteries, speech is forbidden except for one 
hour each day.
 Flurry of Blows: You gain the centered f lurry of 
blows power (see page 68).
 Mental equilibrium: You gain a +1 bonus to For-
titude. This bonus increases to +2 at 11th level and +3 
at 21st level.

CLASS TRAITS
Role: Striker. You typically eschew weapons in 
favor of unarmed attacks, and you avoid armor in 
favor of maneuverability and agility. No one can 
match your speed and poise on the battlefield. 
Your powers are more than simple attacks; they 
are complex forms that allow you to strike and 
move with unmatched grace. Depending on your 
choice of class features and powers, you might 
lean toward controller as a secondary role.
Power Source: Psionic. Your intense focus, 
constant training, and exceptional talent combine 
to allow you to harness the psionic power within 
yourself.
Key Abilities: Dexterity, Strength, Wisdom

Armor Proficiencies: Cloth
Weapon Proficiencies: Club, dagger, quarterstaff, 
shuriken, sling, spear
Implements: Monk weapons
Bonus to Defense: +1 Fortitude, +1 Reflex, +1 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 7 + Constitution modi-
fier

Trained Skills: From the class skills list below, 
choose four trained skills at 1st level.
 Class Skills: Acrobatics (Dex), Athletics (Str), 
Diplomacy (Cha), Endurance (Con), Heal (Wis), 
Insight (Wis), Perception (Wis), Stealth (Dex), 
Thievery (Dex)

Class Features: Monastic Tradition, Unarmed 
Combatant, Unarmored Defense

Monk overview
 Characteristics: You use powers that com-
bine movement with powerful strikes, allowing 
you to dart in and out of battle without risking 
attack from your foes. Compared to other strik-
ers, you are better at taking on small groups of 
enemies. You hit, move, and fade away before 
your enemies can respond.
 Religion: Some monks forgo devotion to 
the gods, preferring to find strength in rigorous 
adherence to their ascetic principles and the 
training needed to unlock their psionic powers. 
However, some monasteries are specifically 
dedicated to the gods. Bahamut attracts monks 
who serve as champions of good. Other monks 
revere Kord, seeing in his martial prowess an 
example they can aspire to. Many contempla-
tive monks devote themselves to Ioun, seeking 
to hone their minds and bring their entire beings 
into balance.
 Races: Humans are the most common monks 
and master more fighting styles than other 
monks do. Elves are talented monks, for their 
awareness and agility are both useful tools in 
studying monastic disciplines. Half-orcs take 
surprisingly well to this class, though few of them 
have the discipline needed to become monks.
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Unarmed Combatant
You can make unarmed attacks with much greater 
effectiveness than most combatants. When you make 
an unarmed attack, you can use the monk unarmed 
strike, which is a weapon in the unarmed weapon 
group. This weapon has the off-hand weapon prop-
erty, a reach of 1, and a +3 proficiency bonus, and the 
weapon damage die is 1d8. You must have a hand 
free to use your monk unarmed strike, even if you’re 
kicking, kneeing, elbowing, or head-butting a target.
 The Enchant Magic Item ritual (Player’s Handbook, 
page 304) can be used to turn your monk unarmed 
strike into a magic weapon. For example, through 
that ritual, you could have a +1 f laming monk unarmed 
strike.

Unarmored Defense
While you are wearing cloth armor or no armor and 
aren’t using a shield, you gain a +2 bonus to AC.

Monk Weapons
Some of your powers might require you to attack 
with a monk weapon. The following weapons count 
as monk weapons: unarmed attacks, clubs, daggers, 
quarterstaffs, and spears.

Implements
Monks wield monk weapons as implements, channel-
ing psionic energy through them. When you wield a 
magic monk weapon as an implement, you can add 
its enhancement bonus to the attack rolls and the 
damage rolls of monk powers and monk paragon path 
powers that have the implement keyword. Without 
an implement, you can still use these powers. If you 
score a critical hit with a magic monk weapon when 
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using it as an implement, you use the weapon’s critical 
hit effect. You don’t use a monk weapon’s proficiency 
bonus when wielding the weapon as an implement.

Creating a Monk
You can choose any powers you like for your monk, 
though your choice of Monastic Tradition is likely to 

influence some of your choices. Dexterity is the most 
important ability for monks, since all monk attacks 
rely on it. Depending on your Monastic Tradition, you 
might favor Wisdom or Strength as your second abil-
ity score.

Centered Breath Monk
You search for the f low of energy within yourself, the 
world, and each battle. Calmly anticipating your ene-
my’s attacks, you move swiftly across the battlefield 
and excel at projecting your psionic energy outward 
to control your enemies and foil their plans. Dexterity 
should be your highest score, Wisdom should be your 
second, and Strength can be your third, since you 
will probably want to select a mix of powers that use 
Wisdom and Strength.
 suggested Class Feature: Centered Breath
 suggested Feat: Focused Expertise
 suggested skills: Acrobatics, Athletics, Insight, 
Perception
 suggested at-Will Powers: dancing cobra, five 
storms
 suggested encounter Power: drunken monkey
 suggested Daily Power: masterful spiral

New Feat
The Centered Breath monk uses a new feat, Focused 
Expertise.

Focused Expertise
 Benefit: Choose a weapon that you can wield 
as an implement. You gain a +1 bonus to attack 
rolls with any implement or weapon power you use 
through that weapon. The bonus increases to +2 at 
15th level and +3 at 25th level.

 special: You can take this feat more than once. 
Each time you take this feat, choose a different 
weapon that you can wield as an implement. This 
bonus is not cumulative with the one provided by 
Implement Expertise or Weapon Expertise.

Monk Powers
Your monk powers are called disciplines. They rely on 
your physical training, mental focus, and mastery of 
psionic magic to function.

Class Features
Monks of the Centered Breath tradition gain the 
Flurry of Blows power centered f lurry of blows.

Centered Flurry of Blows Monk Feature
You strike with incredible speed, your fists a blur as you 
follow up your initial attack with another.

At-Will • Implement, Psionic
Free Action (Special) Melee touch
Trigger: You hit with an attack during your turn
Target: One creature
 Level 11: One or two creatures
 Level 21: Each enemy adjacent to you
Effect: The target takes damage equal to your Wisdom 

modifier. If the target was not a target of the 
triggering attack, you can slide the target 1 square to 
a square adjacent to you.

Special: You can use this power only once per round.

Full DisciPline
Many monk powers have the full discipline key-
word. A full discipline power gives you two or 
more actions to choose from, usually an attack 
technique and a movement technique. Attack 
techniques usually require a standard action, 
and movement techniques are options for your 
move actions. For a monk, a full discipline power 
represents a fighting style, a unique combination 
of a move and an attack.
 You can use only one full discipline power 
per round. However, if you spend an action 
point to take an extra action, you can switch to 
a different full discipline power. You can use the 
techniques of a full discipline power in whatever 
order you like, and you can choose to use one of 
the techniques and not the other during a par-
ticular round.
 The number of times you can use a full 
discipline power’s techniques during a round 
is determined by the power’s type—at-will or 
encounter—and by the actions you have avail-
able that round. For example, you can use the 
techniques of an at-will full discipline power as 
many times during a round as you like, provided 
you have enough of the required actions, but 
you can use the techniques of an encounter full 
discipline power once during a round. 
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Crane’s Wings Monk Attack 1
You leap across the battlefield and kick your foe, sending it 
staggering backward.

At-Will ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk weapon.
 Target: One creature
 Attack: Dexterity vs. AC
 Hit: 1[W] + Dexterity modifier damage, and you push 

the target 1 square.
Movement Technique
 Move Action Personal
 Effect: You make an Athletics check to jump with 

a +5 power bonus. You are considered to have a 
running start, and the distance of the jump isn’t 
limited by your speed.

Five Storms Monk Attack 1
You move like a whirlwind, spinning as you unleash an 
array of kicks and punches, which slam into your foes like 
a storm crashing ashore.

At-Will ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Close burst 1
 Target: Each creature in burst
 Attack: Dexterity vs. Reflex
 Hit: 1d6 + Dexterity modifier damage.
Movement Technique
 Move Action Personal
 Effect: You shift 2 squares.

Level 1 Encounter Disciplines

Drunken Monkey  Monk Attack 1
You lurch seemingly out of control. Your enemies are be-
wildered as they try to hit your swaying form, and with a 
cunning jab, you cause your foe to attack its companion.

Encounter ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Will
 Hit: 1d6 + Dexterity modifier damage, and you slide 

the target 1 square. The target then makes a melee 
basic attack as a free action against an enemy of your 
choice. The target gains a bonus to the attack roll 
equal to your Wisdom modifier.

Movement Technique
 Move Action Personal
 Effect: You move your speed + 2. During this 

movement, you ignore difficult terrain and gain a 
power bonus to all defenses against opportunity 
attacks triggered by the movement. The power bonus 
equals your Wisdom modifier.

Open the Gate of Battle  Monk Attack 1
Your sudden movement catches your foe unprepared, and 
you launch into your attack.

Encounter ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk weapon.
 Target: One creature
 Attack: Dexterity vs. AC
 Hit: 2[W] + Dexterity modifier damage. If the target 

was undamaged before the attack, the attack deals 
1[W] extra damage.

Movement Technique
 Move Action Personal
 Effect: You move your speed + 2. During this 

movement, you don’t provoke opportunity attacks 
from the first enemy you move adjacent to.

Level 1 At-Will Disciplines

Dancing Cobra Monk Attack 1
You slither like a cobra, weaving among your enemies and 
turning their attacks against them.

At-Will ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk 

weapon.
 Target: One creature
 Attack: Dexterity vs. Reflex
 Hit: 1[W] + Dexterity modifier damage. The attack 

deals extra damage equal to your Wisdom modifier 
if the target made an opportunity attack against you 
during this turn.

Movement Technique
 Move Action Personal
 Effect: You move your speed + 2.

Dragon’s Tail Monk Attack 1
Your hand lashes out like a dragon’s tail, and with the 
lightest touch unleashes power that knocks your foe to the 
ground.

At-Will ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Fortitude
 Hit: 1d6 + Dexterity modifier damage, and you knock 

the target prone.
Movement Technique
 Move Action Personal
 Effect: You swap places with an adjacent ally or an 

adjacent prone enemy.
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Level 1 Daily Disciplines

Masterful Spiral  Monk Attack 1
With the merest gesture, you deliver crushing kicks and 
punches of psionic force to nearby enemies.

Daily ✦ Force, Implement, Psionic, Stance
Standard Action Close burst 2
Target: Each creature in burst
Attack: Dexterity vs. Reflex
Hit: 2d6 + Dexterity modifier force damage.
Miss: Half damage.
Effect: You assume the spiral stance. Until the stance 

ends, your reach with melee touch attacks increases 
by 1.

Whirling Mantis Step  Monk Attack 1
With swift steps and overwhelming leverage, you shove 
aside your foes and cripple them with vicious kicks to their 
legs and knees.

Daily ✦ Psionic, Weapon
Standard Action Melee weapon
Requirement: You must be wielding a monk weapon.
Effect: You shift your speed. If you enter a square 

adjacent to an enemy during this shift, you slide that 
enemy 1 square. You can slide an enemy only once 
in this manner. After the shift, make the following 
attack.

 Target: One, two, or three creatures
 Attack: Dexterity vs. AC
 Hit: 1[W] + Dexterity modifier damage, and the 

target is slowed (save ends).
 Miss: Half damage, and the target is slowed until the 

end of your next turn.

Level 2 Utility Disciplines

Leaf on the Wind Monk Utility 2
Before your enemy can force you back, you whirl around, 
using its force to propel you forward.

Encounter ✦ Psionic
Immediate Interrupt  Personal
Trigger: You are pulled, pushed, or slid
Effect: Instead of being affected by the forced 

movement, you shift the number of squares it would 
have moved you.

Harmonious Discipline  Monk Utility 2
Defense and offense, inhalation and exhalation—both are 
part of your discipline.

Encounter ✦ Psionic
Minor Action  Personal
Effect: You gain temporary hit points equal to your 

Wisdom modifier. When you have no temporary hit 
points remaining, you gain a bonus to the damage 
rolls of your next melee attack before the end of the 
encounter. The bonus equals your Wisdom modifier.

Level 3 Encounter 
Disciplines

Dance of Swords  Monk Attack 3
As your foes swarm around you, you leap among them and 
turn their numbers against them.

Encounter ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk weapon.
 Target: One creature
 Attack: Dexterity vs. Reflex
 Hit: 2[W] + Dexterity modifier damage. The attack 

deals extra damage equal to twice the number of 
enemies adjacent to you.

Movement Technique
 Move Action Personal
 Effect: You move your speed + 2. If any enemy makes 

an opportunity attack provoked by this movement 
and misses you, you gain combat advantage against 
that enemy until the end of this turn.

Twin Thunders  Monk Attack 3
You move in a blur, tumbling around a foe, and deliver a 
sweeping kick with such ferocity that thunderous energy 
blasts both that foe and its companion.

Encounter ✦ Full Discipline, Implement, Psionic, 
Thunder

Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Fortitude
 Hit: 1d10 + Dexterity modifier thunder damage, and 

one enemy adjacent to the target takes 1d10 thunder 
damage.

Movement Technique
 Move Action Personal
 Effect: Choose an adjacent enemy and move your 

speed + 2. During this movement, you don’t provoke 
opportunity attacks for leaving squares adjacent to 
that enemy.
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Level 5 Daily Disciplines

Deadly Cobra Strike  Monk Attack 5
You weave from side to side and lash your hand forth like a 
striking cobra, leaving behind psionically poisoned wounds.

Daily ✦ Implement, Poison, Psionic
Standard Action Melee touch
Target: One creature
Attack: Dexterity vs. Fortitude
Hit: 2d10 + Dexterity modifier damage, and ongoing 5 

poison damage (save ends).
Miss: Half damage.

One Hundred Leaves  Monk Attack 5
You launch a flurry of attacks, striking with such speed 
and might that your foes scatter before you like leaves on a 
hurricane.

Daily ✦ Implement, Psionic
Standard Action Close blast 3
Target: Each creature in blast
Attack: Dexterity vs. Reflex
Hit: 1d10 + Dexterity modifier damage, and you push 

the target 2 squares.
Miss: Half damage, and you push the target 1 square.
Effect: Until the end of your next turn, you can target one 

additional creature with your Flurry of Blows power.

Level 6 Utility Disciplines

Centered Defense Monk Utility 6
You breath deeply. With your center strong, you calmly 
avoid enemy attacks.

Daily ✦ Psionic, Stance
Minor Action Personal
Effect: Until the stance ends, you gain a +2 power 

bonus to all defenses.

Purifying Meditation  Monk Utility 6
You focus your mind inward, finding the source of what ills 
you and driving it away.

Encounter ✦ Psionic
Minor Action  Personal
Effect: You make a saving throw with a bonus equal to 

your Wisdom modifier.

Level 7 Encounter 
Disciplines

Fist of One Hundred Strikes Monk Attack 7
You move so quickly that you become a blur, as if a hun-
dred copies of yourself suddenly sprang among your foes.

Encounter ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk weapon.
 Target: One or two creatures
 Attack: Dexterity vs. AC
 Hit: 1[W] + Dexterity modifier damage, and you shift 

1 square.
Movement Technique
 Move Action Personal
 Effect: You shift 2 squares.

Strike the Avalanche Monk Attack 7
As your blow falls, you impart power to your foe that sends 
it flying across the battlefield to slam into your enemies like 
an avalanche.

Encounter ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Melee touch
 Primary Target: One creature
 Primary Attack: Dexterity vs. Fortitude
 Hit: 1d10 + Dexterity modifier damage, and you slide 

the primary target a number of squares equal to your 
Wisdom modifier. Then make a secondary attack.

  Secondary Target: Each enemy adjacent to the 
primary target

  Secondary Attack: Dexterity vs. Fortitude
  Hit: The secondary target is knocked prone.
Movement Technique
 Move Action Personal
 Effect: You move your speed + 2. During this 

movement, you don’t provoke opportunity attacks 
from prone enemies.

Level 9 Daily Disciplines

Strength to Weakness  Monk Attack 9
You psionically perceive what your eyes cannot see: your 
foe’s inner weakness. You lightly touch that foe. A moment 
later, the agony of your attack falls upon it.

Daily ✦ Implement, Psionic
Standard Action Melee touch
Target: One creature
Attack: Dexterity vs. Fortitude or Reflex
Hit: Ongoing damage equal to 15 + your Dexterity 

modifier (save ends).
Miss: Ongoing 10 damage (save ends).
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Twilight Touch Monk Attack 9
You press your fingers against your enemies, disrupting the 
flow of energy through them and clouding their vision.

Daily ✦ Implement, Psionic, Psychic
Standard Action Melee touch
Target: One, two, or three creatures
Attack: Dexterity vs. Reflex
Hit: 3d6 + Dexterity modifier psychic damage, and the 

target is blinded until the end of your next turn.
Miss: Half damage.

Level 10 Utility Disciplines

Iron Dragon Defense Monk Utility 10
You quiet your mind and shrug off the pain inflicted upon 
you.

Encounter ✦ Psionic
Immediate Interrupt Personal
Trigger: You take damage
Effect: The damage is reduced by 10 + your Wisdom 

modifier.

Spider Technique Monk Utility 10
In your mind, you turn walls and ceilings into floors. For a 
moment, you walk on them as if they were indeed floors.

At-Will ✦ Psionic
Move Action Personal
Effect: You climb a number of squares equal to your 

speed. During this movement, you can move across a 
ceiling, but you must end your turn on the ground or 
on a vertical surface. Otherwise, you fall.

Level 13 Encounter 
Disciplines

Dance of the Stinging Hornet Monk Attack 
13
You leap into the air and land on your foe’s back. From 
there, you rain blows on it as it tries to dislodge you.

Encounter ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Reflex
 Hit: 2d10 + Dexterity modifier damage, and you 

grab the target. Until the grab ends, the target grants 
cover to you, and if it is larger than you, you can end 
a move action in its space. If you do so, the target 
isn’t immobilized by this grab, you remain in its space 
when it moves (you don’t provoke opportunity attacks 
as you move with it), and its movement doesn’t 
provoke opportunity attacks from you.

Movement Technique
 Move Action Personal
 Effect: You make an Athletics check to jump with 

a +5 power bonus. You are considered to have a 
running start. You can use the attack technique at any 
point during this movement.

Overpowering Strike Monk Attack 13
You focus psionic energy into a single strike so powerful 
that your foe has trouble striking back.

Encounter ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk weapon.
 Target: One creature
 Attack: Dexterity vs. AC
 Hit: 3[W] + Dexterity modifier damage. Until the end 

of your next turn, the target takes a penalty to attack 
rolls against you equal to your Wisdom modifier.

Movement Technique
 Move Action Personal
 Effect: You shift 3 squares.

Level 15 Daily Disciplines

Way of the Winter Wind Monk Attack 15
You spring into the air and perform a roundhouse kick, 
creating a bitter draft. You dance on the wind as it washes 
over your foes, draining their strength.

Daily ✦ Cold, Implement, Psionic, Stance
Standard Action Close burst 2
Target: Each creature in burst
Attack: Dexterity vs. Fortitude
Hit: 2d6 + Dexterity modifier cold damage, and the 

target is weakened (save ends).
Miss: Half damage, and the target is weakened until the 

end of your next turn.
Effect: You assume the autumn wind stance. Until the 

stance ends, whenever you are hit by an attack, you 
can shift 2 squares as an immediate reaction.

Ring the Golden Bell  Monk Attack 15
You leap up and punch at the air, causing a shimmering 
bolt of force to arc across the battlefield. You land at the 
bolt’s point of impact.

Daily ✦ Force, Implement, Psionic
Standard Action Close burst 1
Effect: Before the attack, you jump 10 squares. This 

movement doesn’t provoke opportunity attacks.
Target: Each creature in burst
Attack: Dexterity vs. Reflex
Hit: 3d6 + Dexterity modifier force damage, and the 

target is dazed (save ends).
Miss: Half damage, and the target is dazed until the 

end of your next turn.
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Level 16 Utility Disciplines

Diamond Mind Monk Utility 16
Your disciplined mind repels your enemy’s attack.

Encounter ✦ Psionic
Immediate Interrupt Personal
Trigger: An attack hits your Will
Effect: You gain a +5 bonus to Will against the 

triggering attack.

Meditative Solace  Monk Utility 16
By focusing your mind, you banish your ills.

Daily ✦ Psionic, Stance
Minor Action  Personal
Effect: Until the stance ends, you can make a saving 

throw as a minor action once per round.

Level 17 Encounter 
Disciplines

Steps of Grasping Fire Monk Attack 17
You become sheathed in flames and leave a trail of fire 
behind you as you take each step.

Encounter ✦ Fire, Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Close blast 3
 Target: Each creature in blast
 Attack: Dexterity vs. Reflex
 Hit: 2d10 + Dexterity modifier fire damage.
Movement Technique
 Move Action Personal
 Effect: You move your speed. Any enemy that hits 

you during this movement takes fire damage equal 
to 5 + your Wisdom modifier. Each square you leave 
during this movement is filled with fire until the end 
of your next turn, and a creature that enters a fire 
square or starts its turn there takes fire damage equal 
to 5 + your Wisdom modifier.

Three Winds Kick Monk Attack 17
You move like a hurricane, dashing amid your enemies as 
you deliver a flurry of kicks.

Encounter ✦ Full Discipline, Psionic, Weapon
Attack Technique
 Standard Action Melee weapon
 Requirement: You must be wielding a monk weapon.
 Target: One creature
 Attack: Dexterity vs. AC
 Hit: 1[W] + Dexterity modifier + Wisdom modifier 

damage, and you shift 2 squares.
 Effect: Make this attack two more times against the 

same target or different ones.
Movement Technique
 Move Action Personal
 Effect: You move your speed + 2. You can use the 

attack technique at any point during this movement.
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Level 19 Daily Disciplines

Inevitable Fist  Monk Attack 19
You strike at your foe. Dodge as it might, it cannot escape 
your attack.

Daily ✦ Implement, Psionic, Stance
Standard Action Melee touch
Target: One creature
Attack: Dexterity + 2 vs. Reflex
Hit: 3d10 + Dexterity modifier damage.
Miss: 2d10 + Dexterity modifier damage.
Effect: You assume the stance of the inevitable fist. 

Until the stance ends, your Flurry of Blows power 
deals 2 extra damage.

Rising Dragon Fire  Monk Attack 19
You focus your mind and execute a spinning kick that 
leaves a blazing inferno in its wake. You stand amidst the 
flames, daring any foe to draw near.

Daily ✦ Fire, Implement, Psionic, Zone
Standard Action Close burst 2
Target: Each creature in burst
Attack: Dexterity vs. Reflex
Hit: 5d6 + Dexterity modifier fire damage.
Miss: Half damage.
Effect: The burst creates a fiery zone that lasts until the 

end of your next turn. When you hit a creature within 
the zone, that creature takes 2d6 extra fire damage.

Sustain Minor: The zone persists.

Level 23 Encounter 
Disciplines

Fist of Golden Fire Monk Attack 23
You focus your psionic energy, transforming your fist into a 
brand of blazing radiance.

Encounter ✦ Full Discipline, Implement, Psionic, 
Radiant

Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Fortitude
 Hit: 2d10 + Dexterity modifier radiant damage. Make 

a secondary attack that is a close burst 1 centered on 
the primary target.

  Secondary Target: Each enemy in burst
  Secondary Attack: Dexterity vs. Fortitude
  Hit: The secondary target is blinded until the end  

 of your next turn.
Movement Technique
 Move Action Personal
 Effect: You move your speed + 4.

Hungry Ghost Monk Attack 23
You transform into a spectral version of yourself, and your 
strike gives you vitality.

Encounter ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Reflex
 Hit: 3d10 + Dexterity modifier damage. You gain 

temporary hit points equal to 10 + your Wisdom 
modifier.

Movement Technique
 Move Action Personal
 Effect: You gain phasing and become insubstantial 

until the end of your turn, and you move your speed.

Level 25 Daily Disciplines

Wandering Comet Strike  Monk Attack 25
You deliver a crushing blow to one foe, focus your psionic 
energy to step between the worlds, and repeat this attack 
again and again.

Daily ✦ Psionic, Teleportation, Weapon
Standard Action Melee weapon
Requirement: You must be wielding a monk weapon.
Target: One creature
Attack: Dexterity vs. AC
Hit: 3[W] + Dexterity modifier damage. You teleport 

to a square adjacent to a different enemy within 10 
squares of you.

Miss: Half damage. You teleport to a square adjacent to 
a different enemy within 10 squares of you.

Effect: You can make the attack two more times. You 
can’t attack a creature more than once with a single 
use of this power.

Watchful Hydra Technique  Monk Attack 25
You assume the hydra stance, making a series of quick 
attacks against enemies all around you.

Daily ✦ Implement, Psionic, Stance
Standard Action Close burst 3
Target: Each creature in burst
Attack: Dexterity vs. Reflex
Hit: 6d6 + Dexterity modifier damage.
Miss: Half damage.
Effect: You assume the watchful hydra stance. Until the 

stance ends, you can target an additional creature 
within 3 squares of you with your Flurry of Blows 
power.



P L A Y T E S T

75A p r i l  2 0 0 9   |   Pl ay t e s t

Level 29 Daily Disciplines

Heart-Sundering Strike  Monk Attack 29
Your vicious blow causes supernatural agony to your foe. 
Slowly but surely, its life slips away.

Daily ✦ Psionic, Weapon
Standard Action Melee weapon
Requirement: You must be wielding a monk weapon.
Target: One creature
Attack: Dexterity vs. AC
Hit: 5[W] + Dexterity modifier damage.
Miss: Half damage.
Effect: The target takes ongoing 10 damage (save ends).
 Each Failed Saving Throw: The ongoing damage 

increases by 5.

Mist on the Storm Monk Attack 29
You transform into a ghostly figure and walk among your 
foes, your fists and feet passing through their armor like so 
much mist.

Daily ✦ Implement, Psionic, Stance
Standard Action Close blast 3
Target: Each creature in blast
Attack: Dexterity vs. Reflex
Hit: 7d6 + Dexterity modifier damage, and the target is 

weakened (save ends).
Miss: Half damage, and the target is weakened until the 

end of your next turn.
Effect: You assume the misty storm stance. Until the 

stance ends, you gain phasing. When you are hit by 
an attack, you can use an immediate interrupt to 
become insubstantial until the end of your next turn, 
and the stance ends.

Paragon Paths

Radiant Fist
“My power comes from within, and I wield it in the name of 
the gods.”

 Prerequisite: Monk, trained in Religion

You studied in a monastery devoted to the gods, guid-
ing your mastery of psionic magic with the discipline 
and study of your faith. You likely worship Pelor or 
Bahamut, but almost every non-evil deity has a mon-
astery dedicated to the martial arts.
 Your monk abilities are touched by divine power, 
allowing you to channel radiant energy and tap into 
the astral realm. Like the typical monk, you move 
with incredible speed and hit with unmatched power, 
but the gods provide you with the ability to quash 
those who follow the gods of evil.
 Dwarf monks are frequently drawn to this paragon 
path, for their piety and endurance allow them to 
withstand the mental and physical demands placed 
on a radiant fist.

Radiant Fist Path Features
 Channel Divinity (11th level): You gain the 
Channel Divinity class feature, which means you can 
use a single Channel Divinity power per encounter. 
You also gain a divinity feat of your choice.
 Radiant Fist’s action (11th level): When you 
spend an action point to take an extra action, you 
regain 15 hit points, and until the end of your next 
turn, your attacks that hit deal extra radiant damage 
equal to your Wisdom modifier.

Level 27 Encounter 
Disciplines

Celestial Drunken Boxer Monk Attack 27
You shudder and stumble, yet there is a method to your 
madness. Each move is perfectly timed to mislead your 
enemies, causing them to attack each other.

Encounter ✦ Full Discipline, Implement, Psionic
Attack Technique
 Standard Action Close burst 2
 Target: Each enemy in burst
 Attack: Dexterity vs. Will
 Hit: As a free action, the target makes a melee basic 

attack against an enemy of your choice. The target 
gains a bonus to the attack roll and the damage roll 
equal to your Wisdom modifier.

Movement Technique
 Move Action Personal
 Effect: You shift 4 squares.

Tap the Life Well Monk Attack 27
Psionic energy flows through you, whisking you through 
space and disrupting your enemies’ life forces.

Encounter ✦ Full Discipline, Implement, Psionic, 
Teleportation

Attack Technique
 Standard Action Melee touch
 Primary Target: One creature
 Primary Attack: Dexterity vs. Fortitude
 Hit: 2d8 + Dexterity modifier damage. You teleport 

to a square adjacent to an enemy within 6 squares of 
you. Then make a secondary attack.

  Secondary Target: One enemy other than the  
 primary target

  Secondary Attack: Dexterity vs. Fortitude
  Hit: The primary and secondary targets are dazed  

 until the end of your next turn.
Movement Technique
 Move Action Personal
 Effect: You teleport to a square adjacent to an enemy 

within 6 squares of you.
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 Radiant Hammer Fists (16th level): When you 
deal damage with your Flurry of Blows power, you 
can make that damage radiant, instead of any other 
damage type. Also, when you score a critical hit with 
a monk or a radiant fist power, each enemy adjacent 
to you is blinded until the end of your next turn.

Radiant Fist Disciplines

Divine Sun Radiant Fist Attack 11
Radiance surrounds you as you teleport yourself and a 
friend across the battlefield and sears through your en-
emy’s defenses against divine light.

Encounter ✦ Divine, Full Discipline, Implement, 
Psionic, Radiant, Teleportation

Attack Technique
 Standard Action Melee touch
 Target: One creature
 Attack: Dexterity vs. Will
 Hit: 3d6 + Dexterity modifier radiant damage, and 

the target gains vulnerable 5 radiant until the end of 
your next turn.

Movement Technique
 Move Action Melee 1
 Target: You and one ally
 Effect: The targets each teleport a number of squares 

equal to your speed + 2 to squares adjacent to each 
other.

Undimmed Sun Radiant Fist Utility 12
Just as you begin to feel the weight of your wounds, you 
stand defiant as the gods heal you.

Daily ✦ Divine, Healing, Psionic 
Minor Action Personal
Requirement: You must be bloodied.
Effect: You regain hits points as if you spent a healing 

surge. Until the end of the encounter, you gain 
resistance equal to your Wisdom modifier to all 
damage.

Rising Sun Technique Radiant Fist Attack 20
You utter a prayer as the psionic energy within you flows 
into your attacks. With each strike, the divine radiance 
that burns within you grows stronger.

Daily ✦ Divine, Implement, Psionic, Radiant
Standard Action Melee weapon
Requirement: You must be wielding a monk weapon.
Target: One creature
Attack: Dexterity vs. Reflex
Hit: 3[W] + Dexterity modifier radiant damage.
Miss: Half damage.
Effect: Until the end of the encounter, you gain a +4 

power bonus to damage rolls, and you can score a 
critical hit with monk powers and radiant fist powers 
on a roll of 19–20. When you score a critical hit with 
such powers, the target of the critical hit is blinded 
(save ends).

Ghostwalker
“I ride the souls as they depart this world for the next.”

 Prerequisite: Monk

The Monastery of the Eternal Void stands at a cross-
roads where the Shadowfell washes against the 
world’s shores. Some who study in the monastery 
delve into the Shadowfell’s secrets, but many more 
contemplate the nature of life and death, the soul’s 
final migration, and the fate awaiting all in the after-
life. Proximity to the darkened plane informed many 
of the monastery’s fighting techniques as they devel-
oped into their current forms.
 Your training at the monastery opened your inner 
eye, allowing you glimpses from this world into the 
realm of the dead. Those visions left a mark on you; 
your f lesh grows pale, and dark circles ring your eyes, 
almost as if death’s touch draws near. In spite of these 
changes, you are no less vital and possess uncanny 
insight into the nature of souls and their movements.
 As a ghostwalker, you use psionic power to cloak 
yourself in shadow and thereby avoid enemy attacks. 
You also strike at a foe’s life force, sapping its strength. 
Mastery of these techniques allows you to seize your 
enemy’s soul and ride it to another location.

Ghostwalker Path Features
 Ghostwalker’s action (11th level): When you 
spend an action point to make an attack and that 
attack hits an enemy granting combat advantage to 
you, the enemy is weakened until the end of your next 
turn.
 Of two Worlds (11th level): You gain conceal-
ment against any enemy granting combat advantage 
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to you. In addition, when any enemy misses you with 
a melee attack while you have concealment, you can 
shift 1 square as a free action.
 Ride the spirit (16th level): When you reduce 
an enemy to 0 hit points, you can teleport 5 squares 
as a free action. You gain combat advantage against 
each enemy adjacent to your destination space until 
the end of your next turn.

Ghostwalker Disciplines

Tormented Spirit Ghostwalker Attack 11
Spirits whisk you and an enemy away, and you sap your 
foe’s strength with your deadly touch.

Encounter ✦ Full Discipline, Implement, Necrotic, 
Psionic, Psychic, Teleportation

Attack Technique
 Standard Action Melee touch
 Target: One enemy granting combat advantage to 

you
 Attack: Dexterity vs. Fortitude
 Hit: 3d6 + Dexterity modifier necrotic and psychic 

damage, and the target is weakened until the end of 
your next turn.

Movement Technique
 Move Action Melee 1
 Targets: You and one enemy
 Effect: The targets each teleport 5 squares to squares 

adjacent to each other. The enemy grants combat 
advantage to you until the end of your next turn.

Soul Dance Ghostwalker Utility 12
Your form wavers, and your enemy thinks you are one 
place when, in a blink of an eye, you are somewhere else.

Daily ✦ Psionic, Stance, Teleportation
Standard Action Personal
Effect: Until the stance ends, you gain concealment. 

When any enemy misses you with a melee attack, 
you can use a free action to teleport to a square 
adjacent to that enemy and gain combat advantage 
against it until the end of your next turn.

Vengeful Ghost Ghostwalker Attack 20
You strike your opponent with such force that you rattle its 
very soul. You teleport away, leaving it vengeful.

Daily ✦ Implement, Psionic, Teleportation
Standard Action Melee touch
Target: One enemy granting combat advantage to you
Attack: Dexterity vs. Will
Hit: 2[W] + Dexterity modifier damage, and the target 

is stunned (save ends).
 Aftereffect: The target is dazed until it hits you with a 

melee attack.
Miss: Half damage, and the target is dazed (save ends).
Effect: You teleport 5 squares.
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