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T h e  M o n k ’ s  G u i l d  o f  D e v a r d e c

I n t r o d u c t i o n

The Monk’s Guild is a peaceful place of worship located in the northeast section of Devardec. Members of the Guild are excellent hand-to-hand combatants, and well versed in using the gifts of nature to their advantage. Though the road is long, those that follow the disciplines of the Monks Guild have the potential to be the strongest and most well rounded citizens of Terris. Guild quests include the slaying of terrible creatures as well as the return of simple treasures of nature. The Monks have a small potion workshop that provides them with basic potion-making capabilities. Monks have much freedom in their choices, but there are a few simple rules that all guild members are required to follow contained in the following Charter.

C h a r t e r  o f  t h e  M o n k s  G u i l d  

This charter contains general guidelines for members of the Monk's Guild. It is not intended to be all-inclusive. All monks are expected to follow these guidelines and the policies established from time to time by the Guild. 

1. All members of the Monk’s Guild are equal in standing and have as much right to be there as any other. Respect for your fellow Monk is the most important common bond and ultimately helps us all have as much fun as possible. 

2. Monks are expected to be considerate of all Terrisians and seek, where possible, to avoid escalating conflicts that may arise with other citizens of the land. A monk must consider not only the effect their actions may have on others but also the effect those actions may have on the guild. 

3. A monk should always respect the right of others to lead the lives they have chosen especially that of fellow Monks. You should not judge people by their race, faith or background and must remain tolerant of those who are different. 

4. Our patron and guild heroes are to be greeted when they enter the lands and ALL Divine figures should be treated with respect at all times regardless of their beliefs. 

5. Monks should seek to help others whenever possible. Providing assistance does not mean leading others to quests or teaching skills. Instead, assistance should focus on helping others develop the ability to explore, quest, and grow. 

6. It is recommended that no Monk learn skills from or teach a colleague where further training is available elsewhere in the guild. The penalties for doing so far outweigh their benefit in the long term. 

7. Although monks may become among the most powerful fighters in Terris, a monk's life should not be focused on mere attainment of material wealth and power. We all choose to pursue such things at times, but a monk is more than a fighter. 

8. All monks who are able should seek to help new monks adjust to life in the guild. This includes offering a faint spiritual light and long flowing robes to those guild members who need them and explaining the importance of the First Path and Sensei program. 

9. There is no set limit on guildtithing, but the guild asks that all who are able tithe at least ten percent of their earned experience to the guild. When participating in official guild hunts, however, guildtithe must be set at 75%. 

10. Out of respect for our fellow monks and our patron, monks are prohibited from attacking monks, golems, scribes, elders, or any other innocents within the guild. 

11. In the event the guild is attacked, it is imperative that all monks return and defend the guild immediately. Otherwise, all members should dismount and disarm when in the guild as a sign of respect to your fellow monk. 

12. The traditions of the Guild are essential to our identity. Our elders and sensei teach and uphold our traditions, many of which may not be contained within the charter or a specific policy. To this end, requests and opinions by elders and sensei should be highly regarded and given the appropriate consideration. 

Written by Guildmaster Liepo, 

based on the guidelines composed by Guildmaster Keraptis 5/98
Latest revision – 1/03

T h e  W a y

The philosophy of the Guild is commonly referred to as “The Way,” a blending of hand-to-hand combat and spiritual enlightenment that makes the Monks the most powerful mortal attack force on the face of the land. There are many aspects of the Way, and there are as many interpretations as there are Monks. Many of the core beliefs stem from the teachings of the legendary masters, Tenshin and Anlin. It was Anlin that coined the phrase “The Way,” while Tenshin is accredited with making it what it has become today.

MadBaron briefly described the Way for us by saying:

 “The Way is a path that each Monk follows on the journey to self-discovery. By combining the discipline of Martial Arts with the study of Nature and the power of spiritual balance, Monks are able to reach a state of awareness that few outside the Guild ever will. Despite the abilities at their disposal, Monks are most humble. It is their study and understanding of their surroundings that gives them a great respect for all things.”
B a l a n c e
Furthermore, new monks should seek to study a balance in all things that they work at. Balance is a large part of being a monk. We try to shy away from becoming too predominant in any one area, such as spirituality, or physical prowess. As a Monk we grow through both aspects, and it is our goal to grow in a balance and natural way. This balance allows us to become the best monks we can be.

P a t h s,  R a n k s,  

a n d   T i  t l e s
With these high standards set forth for each Monk, the guild also gives its members the chance to learn more about what is expected and how to be a Monk. The first opportunity that a new member, commonly called Novice, has after entering the guild is the Paths Program. The Paths will be taught by Sensei’s trained by the Master of Paths, Violetsage. The teachings in this Path will incorporate much of the Guild lore and what it takes to be a monk. It is designed to teach Novices basic commands, and help them to become acclimated to Monk life. The Program will give you a foundation of skills and knowledge that will be vital in becoming a “Monk.”

Monks are those who have entered the guild, and spent time learning what it is to be a Monk as a Novice. They should have a basic understanding of “the Way,” and have developed their own interpretations. They should also be relatively well versed with the guild, as well as the other Monks and Elders in the guild. Much of what a Monk is required to know will be learned in the Paths program. After having accumulated this knowledge the Novice may seek out any Guild Officer, and ask to be tested for the rank of Monk. 

There are also two additional titles awarded at guild meetings by the Guild Master. The titles are Lord of the Guild and Guild Guru.

Lord of the Guild is awarded to the person who has exemplified Monkness. They are  active, enthusiastic, caring and attentive to the guild and it's members

Guild Guru is awarded to the person who follows his or her Way most faithfully. They exemplify balance, knowledge and a thirst for wisdom, and are eager to teach as well as be taught from fellow guild members.

Q u o t e s  o f : 

“T h e  W a y”  a n d  B a l a n c e

“The Way is a path to self enlightenment.”


-Violetsage

“It (the way) is the path to the bar”


-Avion

“The way is the discipline of walking with eyes and ears open, and mouth closed, so as to see the harmony in the natural flow”


-Yojiro

“Thought controls action; Therefore one must seek balance within to act in the true spirit of a monk.”


- Brimbur

"As I tread the paths let me not forget that I must balance all within and around myself"


-Roran III

“Outa my way or i'll hit you with my plank.”


-Rogueboy

W o r d s  f r o m  t h e  P a t r o n
“The Way is a simple but effective way of life for all Monks. It consists of everything that is good and successful about our Guild. Living in the Way allows us to hone our skills, learn, teach, and help those in need. The Way also brings us closer together as friends and family. The Guild is your home after all.

Balance is the key to being a Monk. We are always striving for balance. Monks can do anythign they put their mind to, and it all starts with a good foundation, patience, and hard work.

As you grow older and more experienced, living in the Way and striving for balance will bring you closer to achieving the ultimate enlightenment.”


-The Love Monk Rexington, Hero of Chivalry
F r e q u e n t l y  A s k e d  Q u e s t i o n s :

Q: Why can't I train further in Martial Arts (or some other skill)? 

A: The answer to this is quite simple, As a Monk you require many skills to survive out in the world, and the ability to hit hard is only one of them. The complementary skills of Stunning Blow, Multiple Attacks and Called Shot are available early in your training. Do not forget the Defensive skills of Dodging, Toughness and Resilience. To kill something you need to stay alive long enough to succeed. Use the Training areas available to you to train in all the skills available in that area, they are there to develop and keep you balanced.

Q: Where can I get such and such a skill? 

A: This ties in with the above, however some useful skills are available in the shops of the land, check them out and see what you can find. 

Q: Can I learn spells? 

A: Spells available to monks are in naturalism spells, Heal, Accuracy, Shards, Strength, etc…  

Q: What is the best weapon for a Monk to use? 

A: A Monk who has the right skills, and is balanced, the answer is simple: Bare Hands. In addition to your hands, it is wise to carry a weapon with a hold or web enchant on it. At younger levels it is also wise to carry a weapon with a Magic level or two, such as a Lightning Bo Staff, until you get your SK up that is, then your hands can do the work.

Q: Why do Knights/Wizards do more damage then I do? 

A: At lower levels this may be true, though do not despair. When you reach a high enough level of training you will notice a huge increase in martial arts damage, especially if you have called shot and utilize the aim command. To further increase your damage, try learning skills like Warcraft, and Multiple Attacks that supplement your martial arts training.

Q: What level do I need to be to learn from such and such shop, and what does it teach?

A: Well there are several shops within the guild, your best bet is to try to go into the room, and it will tell you what level the shop says you need to be. Additionally most guild shops teach similar skills to what you can already find within the guild just to higher levels, the exception being the shop in the library where you can also learn some NSU type Spells.

Q: What are the Guild’s Unique Skills?

A: In addition to Martial Arts, we teach Meditation and Inner Karma. Meditation allows you to convert some of your SPs into HPs just as you die, so that you may live long enough to fight on, or recall, or run. Inner Karma lowers the amount of time you are slowed, though currently it appears as many guild specific skills, this is broken.

Q: How do I get the Unicorn Charm or Teku Ankh?

A: Talk to a Sensei to start, from there you can ask him/her questions.

Q: What is the Dojo?

A: It is simply a place to further your studies as a Monk, it is recommended that you finish the Paths before joining this, so once again I will leave it to a Sensei if you have further questions.

Q: Can I get a ress, guild summon, or colors?

A: Well this will depend on who you talk to. Though I warn you not to abuse the Guild Officers or fellow monks, they will help you as much as they can, but they do get fed up with people. Ask nicely, be polite, and if they refuse, don’t ask anymore, and you should be in good shape to get these services. For Resurrections look to healers first Monks have other things on their minds, healers want to heal you, let them!

