DM Note: Creating New Monk Adventure Characters

The following rules apply if your monk adventure characters dies or you want to retire him/her and make a new character.

Background: The new PC (at least for now) is always an outsider joining the order, regardless of status or level, and must complete a successful mission in order to become fully indoctrinated and gain the honor benefits. Existing members are free to treat the newcomer as a pledge until then.

Experience Points: The new character inherits the XP total of the old character, including any XP earned in the adventure where the old character dies.

Honor: The new character has honor from level advancement. However, the earned honor total is 0.

Starting Gold and Equipment: Depends on the class you choose for the new character.

· Noble: GP total of the previous character, plus the fancy clothes. For magic, see below.
· Middle Class: GP total of the previous character. For magic, see below.
· Lower Class: Half the previous character’s existing cash, and all magic is converted to cash at 40% of retail. The character begins adventuring with only non-magic armor and weapons, and mundane gear. The new PC may not borrow from the Brotherhood’s inventory of magic until after formal indoctrination. Other party members may loan him stuff, but remember he is a pledge and should be encouraged to “pay his dues”.
Magic items: Calculate the previous character’s magic item total value at 40% of retail. This amount can be used to purchase new magic items at 40%. Other new magic must be purchased at full retail. Exception: Healing potions are always buy / sell at 50 GP each.
Donations to the order made by the previous character have no relation to the new character. Exceptions could apply if you create an appropriate story (e.g. the new character is from the same noble family).
