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	Text26: 
Armor Class Bonus: Monks do not wear armor, but instead train to dodge attacks and roll with  otherwise lethal blows. 
They receive a bonus to their Armor Class equal to their character level. Thus a 3rd level monk receives a +3 bonus to his armor class.

Extra d6 for DEX skill checks
	Text27: 
Weapon/Armor Restrictions: Monks typically forgo the use of weapons, relying instead on their proficiency in unarmed combat. They will sometimes make use a quarterstaff, or a sling, but are
otherwise prohibited from using any other weapons. 

They do not wear armor or use shields.

Unarmed Combat: Monks specialize in perfecting their body, including
mastery of unarmed combat. When fighting without a weapon they inflict damage

Beginning at 4th level, the monk's unarmed attacks are considered to be the equivalent of magical weapons for the purposes of damaging monsters who are immune to mundane attacks.

 At 9th level their unarmed attacks are considered to be the equivalent of +2 weapons for these purposes.
	Text28: 
Meditation (4th): When a monk reaches 4th level he may enter a meditative
state once per day in an effort to recover from any one of a number of
injuries. 

This meditation lasts one minute and if it is interrupted the benefits
are lost and the monk must wait until tomorrow to try again. When the
meditation successfully ends, the monk can choose one of the following
benefits to apply to himself only: healing 2d6+2 points of damage, Cure
Disease (as the cleric spell), or Neutralized Poison (as the cleric spell), 
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Robes
Staff 1d6
Sling 2d6L            40 bullets
12 torches              2 waterskins             12 Iron Rations        Flint Steel
2 vials oil               prayer book              backpack                  4 large sacks
1 chicken               1 rabbit                       2lbs grain
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