
Trip Stone
Lawful Neutral Dwarf Monk of the Sacred Mountain 3 (Andoran faction)
Languages Common, Dwarven

"The monk of the sacred mountain finds strength and power in the earth beneath his feet. Rather than spinning though 
the battlefield with the fluid motion of the river, he roots himself to the ground, as immovable and unshakable as the 
stones of the mountain.”

HP 24 (3d8 +6; Toughness, favored class)
AC 17 (16 touch, 14 flat-footed, 11 helpless/immobile)

(+2 Dex, +3 Monk, +1 natural armor, +1 Snapping Turtle Style)
CMD 20 (+1 Snapping Turtle Style)

22 vs grapple
24 vs bull rush, trip

SAVES +3 Fortitude, +5 Reflex, +6 Willpower
Resistances Defensive Training, Hardy, Improved Grapple, Stability, Still Mind
Options Deflect Arrows, Snapping Turtle Style (included, but req swift action to activate)

Init +4 (Reactionary); Speed 20 (30 Fast Movement, Slow & Steady)
BAB +2; CMB +5

Improved Unarmed Strike +4 melee (1d6 +2 Str, lethal or non-lethal)
Flurry of Blows +3/+3 (1d6 +2 Str)
Improved Grapple +9 CMB
3/d Stunning Fist +4 melee (1d6 +2 Str and Stunned for 1 round [Fort DC 13])

Options Hatred, Snapping Turtle Clutch

Abilities Str 15, Dex 15, Con 10, Int 13, Wis 16, Cha 8
Feats Deflect Arrows, Improved Grapple, Improved Unarmed Strike, Snapping Turtle Clutch, Snapping Turtle Style, 
Stunning Fist, Toughness
Skills Acrobatics +8, Climb +7, Escape Artist +8, Perception +9 (darkvision, +11 stonecunning), Sense Motive +7, 
Stealth +8
Possessions 3 leather belts

DWARF
+2 Constitution, +2 Wisdom, –2 Charisma: Dwarves are both tough and wise, but also a bit gruff.
Slow and Steady: Dwarves have a base speed of 20 feet, but their speed is never modified by armor or encumbrance.
Darkvision: Dwarves can see in the dark up to 60 feet.
Defensive Training: Dwarves get a +4 dodge bonus to AC against monsters of the giant subtype.
Greed: Dwarves receive a +2 racial bonus on Appraise skill checks made to determine the price of nonmagical goods 
that contain precious metals or gemstones.
Hatred: Dwarves receive a +1 bonus on attack rolls against humanoid creatures of the orc and goblinoid subtypes due 
to special training against these hated foes.
Hardy: Dwarves receive a +2 racial bonus on saving throws against poison, spells, and spell-like abilities.
Stability: Dwarves receive a +4 racial bonus to their Combat Maneuver Defense when resisting a bull rush or trip 
attempt while standing on the ground.
Stonecunning: Dwarves receive a +2 bonus on Perception checks to potentially notice unusual stonework, such as traps 
and hidden doors located in stone walls or floors. They receive a check to notice such features whenever they pass 
within 10 feet of them, whether or not they are actively looking.

TRAITS
Freedom Fighter: Your family has long waged war against tyranny, ad you learned a great deal about guerilla warfare 
in your youth.  You gain a +1 trait bonus on Stealth checks and a +1 trait bonus on attack rolls during the surprise 
round.
Reactionary: You were bullied often as a child, but never quite developed an offensive response. Instead, you became 
adept at anticipating sudden attacks and reacting to danger quickly. You gain a +2 trait bonus on Initiative checks.

MONK OF THE SACRED MOUNTAIN (favored class +1 hp)
Weapon and Armor Proficiency: Monks are proficient with the club, crossbow (light or heavy), dagger, handaxe, 
javelin, kama, nunchaku, quarterstaff, sai, shortspear, short sword, shuriken, siangham, sling, and spear. Monks are not 
proficient with any armor or shields. When wearing armor, using a shield, or carrying a medium or heavy load, a monk 
loses his AC bonus, as well as his fast movement and flurry of blows abilities.
AC Bonus (Ex): When unarmored and unencumbered, the monk adds his Wisdom bonus (if any) to his AC and his 
CMD. In addition, a monk gains a +1 bonus to AC and CMD at 4th level. This bonus increases by 1 for every four 



monk levels thereafter, up to a maximum of +5 at 20th level. These bonuses to AC apply even against touch attacks or 
when the monk is flat-footed. He loses these bonuses when he is immobilized or helpless, when he wears any armor, 
when he carries a shield, or when he carries a medium or heavy load.
Flurry of Blows (Ex): Starting at 1st level, a monk can make a flurry of blows as a full-attack action. When doing so he 
may make one additional attack using any combination of unarmed strikes or attacks with a special monk weapon as if 
using the Two-Weapon Fighting feat. For the purpose of these attacks, the monk's base attack bonus is equal to his 
monk level.
**A monk may substitute disarm, sunder, and trip combat maneuvers for unarmed attacks as part of a flurry of blows.  
A monk with natural weapons cannot use such weapons as part of a flurry of blows, nor can he make natural attacks in  
addition to his flurry of blows attacks.**
Unarmed Strike: At 1st level, a monk gains Improved Unarmed Strike as a bonus feat. A monk's attacks may be with 
fist, elbows, knees, and feet. This means that a monk may make unarmed strikes with his hands full. There is no such 
thing as an off-hand attack for a monk striking unarmed. A monk may thus apply his full Strength bonus on damage 
rolls for all his unarmed strikes.
A monk's unarmed strike is treated as both a manufactured weapon and a natural weapon for the purpose of spells and 
effects that enhance or improve either manufactured weapons or natural weapons.
A monk also deals more damage with his unarmed strikes than a normal person would, as shown above on Table: 
Monk.
Stunning Fist (Ex): At 1st level, the monk gains Stunning Fist as a bonus feat, even if he does not meet the 
prerequisites. At 4th level, and every 4 levels thereafter, the monk gains the ability to apply a new condition to the 
target of his Stunning Fist. This condition replaces stunning the target for 1 round, and a successful saving throw still 
negates the effect. The monk must choose which condition will apply before the attack roll is made. These effects do 
not stack with themselves (a creature sickened by Stunning Fist cannot become nauseated if hit by Stunning Fist again), 
but additional hits do increase the duration.
*Iron Monk (Ex): At 2nd level, a monk of the sacred mountain gains Toughness as a bonus feat. In addition, the monk 
gains a +1 natural armor bonus. This ability replaces evasion.
Fast Movement (Ex): At 3rd level, a monk gains an enhancement bonus to his land speed, as shown on Table: Monk. 
A monk in armor or carrying a medium or heavy load loses this extra speed.
Maneuver Training (Ex): At 3rd level, a monk uses his monk level in place of his base attack bonus when calculating 
his Combat Maneuver Bonus. Base attack bonuses granted from other classes are unaffected and are added normally.
Still Mind (Ex): A monk of 3rd level or higher gains a +2 bonus on saving throws against enchantment spells and 
effects.

FEATS
Deflect Arrows: You must have at least one hand free (holding nothing) to use this feat. Once per round when you 
would normally be hit with an attack from a ranged weapon, you may deflect it so that you take no damage from it. You 
must be aware of the attack and not flat-footed. Attempting to deflect a ranged attack doesn't count as an action. 
Unusually massive ranged weapons (such as boulders or ballista bolts) and ranged attacks generated by natural attacks 
or spell effects can't be deflected.
Improved Grapple: You do not provoke an attack of opportunity when performing a grapple combat maneuver. In 
addition, you receive a +2 bonus on checks made to grapple a foe. You also receive a +2 bonus to your Combat 
Maneuver Defense whenever an opponent tries to grapple you.
Improved Unarmed Strike: You are considered to be armed even when unarmed—you do not provoke attacks of 
opportunity when you attack foes while unarmed. Your unarmed strikes can deal lethal or nonlethal damage, at your 
choice.
Snapping Turtle Clutch: While you are using the Snapping Turtle Style feat, the shield bonus the style grants to your 
AC applies to your CMD and touch AC. Whenever an opponent misses you with a melee attack while you are using the 
Snapping Turtle Style feat, you can use an immediate action to attempt a grapple combat maneuver against that 
opponent, but with a –2 penalty.
Snapping Turtle Style: While using the Snapping Turtle Style feat with at least one hand free, you gain a +1 shield 
bonus to AC.
Stunning Fist: You must declare that you are using this feat before you make your attack roll (thus, a failed attack roll 
ruins the attempt). Stunning Fist forces a foe damaged by your unarmed attack to make a Fortitude saving throw (DC 10 
+ 1/2 your character level + your Wis modifier), in addition to dealing damage normally. A defender who fails this 
saving throw is stunned for 1 round (until just before your next turn). A stunned character can't take actions, loses any 
Dexterity bonus to AC, and takes a –2 penalty to AC. You may attempt a stunning attack once per day for every four 
levels you have attained (but see Special), and no more than once per round. Constructs, oozes, plants, undead, 
incorporeal creatures, and creatures immune to critical hits cannot be stunned. A monk may attempt a stunning attack a 
number of times per day equal to his monk level, plus one more time per day for every four levels he has in classes 
other than monk.
Toughness: You gain +3 hit points. For every Hit Die you possess beyond 3, you gain an additional +1 hit point. If you 
have more than 3 Hit Dice, you gain +1 hit points whenever you gain a Hit Die (such as when you gain a level).


