KI WARRIOR

Hit Die: d8.

Requirements

To qualify to become a ki warrior, a character must fulfill all the following criteria.

Feats: Deflect Arrows, Endurance, Improved Unarmed Strike, Skill Focus (concentration), Stunning Fist.
Skills: Concentration 8 ranks

Class Skills

The ki warriors’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str),
Concentration (Con), Craft (Int), Escape Artist (Dex), Hide (Dex), Jump (Str), Knowledge (religion) (Int),
Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Swim (Str) and Tumble (Dex).

Skill Points at Each Level: 4 + Int modifier.

Table: The Ki Warrior

Base

Attack Fort Ref Will
Level Bonus Save Save Save Special
Ist +0 +2 +2 +2 Graceful waterfall, monk abilities
2nd +1 +3 +3 +3 Fist of iron, ki strike (magic)
3rd +2 +3 +3 +3 Swinging monkey
4th +3 +4 +4 +4 Asp venom
5th +3 +4 +4 +4  Falcon dance
6th +4 +5 +5 +5 Chameleon eyes, ki strike (lawful)
7th +5 +5 +5 +5 Wholeness of body
8th +6 +6 +6 +6  Hydra kick
9th +6 +6 +6 +6 Turtle shell
10th +7 +7 +7 +7 Dragon touch, ki strike (adamantine)

Class Features
All of the following are Class Features of the arcane archer prestige class.

Weapon and Armor Proficiency: Ki warriors are proficient with club, crossbow (light or heavy), dagger,
handaxe, javelin, kama, nunchaku, quarterstaff, sai, shuriken, siangham, and sling. Ki warriors are not
proficient with any armor or shields Ki warriors cannot use their special abilities, unarmed attacks,
unarmed damage, or unarmored speed bonus while wearing armor with a check penalty of -1 or worse.

Monk Abilities: Beginning at 1* level, the ki warrior advances the unarmored damage, AC bonus, and
unarmored speed monk abilities as if she had gained a level in monk. In effect, her monk levels and ki
warrior levels stack when determining these three abilities.

Graceful Waterfall (Ex): This ability allows the ki warrior to land safely from a distance equal to her
unarmored speed. The ki warrior does this by spinning her cloak around her and letting the winds guide
her down safely.

Fist of Iron (Ex): At 2™ level, the ki warrior gains the ability to cause massive damage to inanimate
objects with her fist. As a full round action, the character can use one of her stunning attacks to break an
object. This allows the character to ignore the hardness of an object for purposes of damaging it. The
character deals her normal unarmed strike damage to the object, possibly breaking it. This ability cannot be
used on creatures. If it is accidentally used on a creature (such as striking a mimic disguised as a chest or a
statue that turns out to be a stone golem), it deals normal damage.

Swinging Monkey (Ex): At 3™ level, the ki warrior gains the ability to swing from and hold on to vines,
trees, and rapes. Provided the necessary handholds are present, the ki warrior can swing at % her normal
speed, or her full speed with a successful Climb check (DC 10 + 1 per extra 5 ft. of movement). If she fails
this Climb check, she moves at ¥ speed only. Failure by 5 or more indicates that she has fallen from the



rope.

Asp Venom (Su): At 4™ level, the ki warrior can attempt to poison an opponent by forfeiting one of her
stunning fist uses for the day. On a successful hit, the victim must make Fortitude save (DC 10 + ki warrior
level) or take poison damage (initial damage 1d6 Con, secondary damage 1d6 Str).

Falcon Dance (Su): At 5™ level, the ki warrior gains the ability to glide with this special ability. She
simply jumps from a high place (at least 10 feet high) and then glides, moving 100 feet per round and
losing 10 feet of altitude per round. She can make 90-degree turns, losing an additional 5 feet from her
altitude when doing so.

Chameleon Eyes (Su): At 6" level, the ki warrior is able to extend her visual sense by focusing her
internal energies. The ki warrior gains several abilities after one full round of concentration. This ability
can be used once per day and lasts for 10 minutes per class level.

First, she can see with darkvision out to 30 ft., or increases her darkvision by 30 ft.

Second, she gains a +4 bonus to all Search checks and Spot checks.

Third, the ki warrior gains 360-degree sight, negating any flanking bonuses gained by enemies.

Wholeness of Body (Su): At 7" level, the ki warrior gains the ability to focus her ki to heal her own
wounds. She can cure up to twice her class level in hit points each day. She need not use all her healing at
once.

Hydra Kick (Ex): At 8" level, the ki warrior gains the ability to kick all opponents in melee range as a full
attack action. Each kick deals normal unarmed damage and uses the ki warrior’s full base attack bonus.
This is essentially Whirlwind Attack using only unarmed strike.

Turtle Shell (Ex): Ki warriors reaching 9™ level gain the turtle shell ability. The character may activate
this ability as a free action once per day, and when she does so, she gains a +5 natural armor bonus for one
minute per class level.

Dragon Touch (Su): At 10™ level, ki warriors gain the ability to throw a ball of energy at their opponents.
As a full round action, the ki warrior may throw a ball of either fire or electricity at one opponent. This is
resolved as a ranged touch attack. The energy ball deals 1d6 points of damage per ki warrior class level to
the creature struck. This is usable three times per day. The target can attempt a Ref save with DC equal to
(10 + class level + Wis modifier). Range is 10 ft./level and has no range increment.



LEGAL INFORMATION

Permission to copy, modify and distribute the files collectively known as the System Reference Document (“SRD”) is granted solely
through the use of the Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and you should read and understand the terms of that
license before using this material.

The text of the Open Gaming License itself is not Open Game Content. Instructions on using the License are provided within the
License itself.

The following items are designated Product Identity, as defined in Section 1(e) of the Open Game License Version 1.0a, and are
subject to the conditions set forth in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D, Player’s
Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of the Coast, d20 (when used as a trademark), Forgotten Realms,
Faertin, proper names (including those used in the names of spells or items), places, Red Wizard of Thay, the City of Union, Heroic
Domains of Ysgard, Ever-Changing Chaos of Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss, Tarterian
Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron,
Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, Twin Paradises of Bytopia,
Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands, Sigil,
Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast,
githyanki, githzerai, mind flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of the License.
More information on the Open Game License can be found at www.wizards.com/d20.

The terms of the Open Gaming License Version 1.0a are as follows:

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product
Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to
use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may
be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.


http://www.wizards.com/d20

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this
License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt,
based on original material by E. Gary Gygax and Dave Arneson.

Deadlands d20 Copyright 2001, Fantasy Flight Publishing, Inc.

Dragonstar: Starfarer's Handbook Copyright 2001, Fantasy Flight Publishing, Inc.

Open Game Content from The Tide of Years Copyright 2001, Michelle A. Brown Nephew

Path of the Sword Copyright 2002, Fantasy Flight Publishing, Inc.

Seafarer's Handbook Copyright 2001, Fantasy Flight Publishing, Inc.

Tournaments, Fairs, and Taverns, Copyright 2002, Natural 20 Press

Traps & Treachery Copyright 2001, Fantasy Flight Publishing, Inc.

Wild Spellcraft, Copyright 2002, Natural 20 Press

Revised Ki Warrior Copyright © 2010 by Patric L. Rogers. All rights reserved. Author Patric L. Rogers.
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