Warlock – Monk (Weirdos)

· Introduction

· These are the classes that didn’t fit anywhere else, especially once we put them in pairs.

· These are the left overs, not much in common.

· They are highly themed, niche classes. 

· Would not recommend to a new player.

· Warlock

· Key Stats

· Charisma

· Constitution/Wisdom

· Races: half elf, tiefling

· Description

· Emo version of wizard

· Stereotypical dark wizards, make pact with the devil

· faustian

· Skull-themed jewelry, dark makeup – goth

· Unique to their role?

· They make a pack with some kind of higher power

· That power is usually fickle, evil, not nice

· Gain abilities based on what type of creature pact is with

· They cast spells…. Sort of

· Limited number of known spells

· Charisma is casting ability

· Invocations 

· Boosts to spells or extra spells in the form of spell-like abilities

· Unlike wizard/sorcerer, higher hp pool, light armor, all simple weapons

· Fun

· Edgy and can be min-maxed due to heavy specialization

· Roleplaying potential or sidequests or possibility of working something into a campaign’s story because of their patron/pact

· Player Types – Power gamer, method actor

· Personal Thoughts

· Hex and Eldritch blast should just be class abilities rather than spell choices.

· Feel a little like a sorcerer with dark/edgy theming

· Shaun: Don’t like the pact element–could be disruptive to the game or a theoretical limitation that is ignored

· Don’t like idea of being beholden to another power

· Like wizard with student loan debt

· Monk

· Key Stats

· Dexterity and wisdom

· Description

· Eastern-style characters with an enormous range represented

· Martial artists, ninjas, avatar the last airbender, kung-fu masters

· Everything from Eastern crammed into one class

· Outsiders in what is traditionally a Western-style fantasy game with Knights and castles and so on

· Unique to their role?

· No armor – like Barbarian get a boost to AC for not wearing any

· From wisdom instead of constitution

· Unarmed combat – extra attack as a bonus action for not using weapons or using a monk weapon (limited, easter-style selection)

· Ki Points – spend for a variety of actions

· Block attacks

· Gain an extra attack (total 2 extra with unarmed combat)

· With unarmed combat & ki points can get 3 attacks at 1st

· Other abilities based on tradition chosen (subclass)

· Range of abilities each level

· Hard to summarize because they are a bit all over the place

· Many based on idea of speed (think evasion from rogue tree) and mental/physical purity and strength – eastern ideas of meditation and honing your body holistically (think paladin immunities)

· Fun

· I know kung fu

· Idea of playing a martial artist or character from any number of cool kung fu movies, animes, or the Avatar from last airbender.

· Combat focused class with a lot of variety

· Cheap – don’t need to spend a lot of in game money on better weapons or armor or arcane focus or copying spells into spellbooks, etc.

· Player Type – Power Gamer (potential, combos)

· Personal Thoughts

· Class has potential

· A lot to manage, easy to forget abilities

· Grounded in Eastern stereotypes

· Tries to be too many things.

· Can be fun, but can be underwhelming 

· Concluding Thoughts

· 2 outsider classes – roleplaying challenges, fitting them into the game (ignore)

· A lot of different abilities, potentially a challenge if you are still learning basics

· And Remember….

· If you sell your soul, make sure you get a receipt.
