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Ascetic Prestige Class

Inspired by the monk, the Vow of Poverty feat, and the Forsaker.
Ascetic
The Ascetic is a holy monk, someone who gives up material possessions in order to strengthen the body, mind and spirit.  In return, they gain phenomenal supernatural powers.  Ascetics are most commonly monks or paladins, but some are fighters, barbarians, clerics, or even rogues.

Hit Die: d10.
Requirements

To qualify to become an Ascetic, a character must fulfill all the following criteria.

Base Will Save Bonus:  +3.

Concentration:  8 ranks.

Feats:  Endurance.
Alignment:  Any good.
Special:  An Ascetic must take a vow of poverty, giving up all unnecessary worldly goods.  (This is NOT the same as the Vow of Poverty feat from the Book of Exalted Deeds.)  An Ascetic must be able to carry everything she owns, and may only own the following items:

· One set of clothing, from the list of outfits available for free to 1st-level characters.

· One dagger.

· One backpack.

· Mundane items worth less than 1 gold piece each.

· One non-masterwork weapon (plus one quiver of ammunition, if it is a ranged weapon).

· Any items required to use her feats or special class abilities.  For example:  

· a wizard’s spell book

· a cleric’s holy symbol (must be a wooden, not silver, holy symbol)

· a spell component pouch, including costly material components for spells known
· a set of thieves’ tools (non-masterwork)

· a bard’s instrument (non-masterwork)

· a shield, if the person has a feat such as Improved Shield Bash

The item must always be the most basic, non-masterwork quality item of its type, and the Ascetic must own as few of the items as possible (for example, if she has a class ability that works with “all swords,” this is not license to carry multiple swords when one will work just fine).  Simply having weapon and armor proficiencies does not allow the Ascetic to carry extra weapons or armor.  She may not own any magic items.
· Up to 10 gold pieces, for living expenses.

She can use items she doesn’t own, including magic items, but only for a limited time (one encounter at most).  However, she may not borrow an item from a friend or party member if there is a reasonable way of achieving her goal without using the item.  She can carry items for others (such as her share of the treasure) but if she uses those items it counts as borrowing them.  If the DM feels that the Ascetic is not following the spirit of the vow by rationalizing excuses to use items, he should declare that the Ascetic has violated her vow and will need to atone.  Players are encouraged to “play it safe” and avoid using items if at all possible.
Special:  An Ascetic also takes a vow of charity.  Gaining a level in this class requires donating gold, or an equivalent amount of goods, to a worthy cause, such as the poor or a good-aligned church.  The amount required is 1000 gp times the level being gained, so gaining 1st level requires a donation of 1000 gold, and gaining 10th level requires a donation of 10,000 gold.

Ex-Ascetics:  An Ascetic who ceases to be good or violates the vow of poverty can’t gain levels as an Ascetic and loses all Supernatural and Spell-Like abilities granted by the class.  An Ascetic who violates her vow of poverty can receive an atonement spell and re-take the vow in order to recover class abilities and continue advancing as an Ascetic.

Multiclass Note:  Monks and paladins may multiclass freely as Ascetics; that is, taking levels of Ascetic does not prohibit a character from taking further levels of monk or paladin.
Class Skills

The Ascetic’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Escape Artist (Dex), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Jump (Str), Knowledge (any) (Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Speak Language, Spot (Wis), Survival (Wis), Swim (Str), Tumble (Dex).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions. 


Skill Points at Each Level:  6 + Int modifier.

The Ascetic
	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Unarmed Damage
	Speed
	Special

	1st
	+1
	+2
	+2
	+2
	1d6
	+0
	Divine protection, flurry of strikes -2, ability +2

	2nd
	+2
	+3
	+3
	+3
	1d8
	+10
	Ignore DR 5, fast healing 1, bonus feat, evasion

	3rd
	+3
	+3
	+3
	+3
	1d8
	+10
	Spell-like abilities I, Ability +2, endurance +10

	4th
	+4
	+4
	+4
	+4
	1d8
	+10
	Flurry of strikes -1, bonus feat, blindsense

	5th
	+5
	+4
	+4
	+4
	1d10
	+20
	Improved divine protection, ignore DR 10, fast healing 2, ability +2

	6th
	+6
	+5
	+5
	+5
	1d10
	+20
	Spell-like abilities II, bonus feat, endurance +20

	7th
	+7
	+5
	+5
	+5
	1d10
	+20
	Flurry of strikes perfect, ability +2, blindsight

	8th
	+8
	+6
	+6
	+6
	2d6
	+30
	Ignore DR 15, fast healing 3, bonus feat, mettle

	9th
	+9
	+6
	+6
	+6
	2d6
	+30
	Spell-like abilities III, Ability +2, endurance perfect

	10th
	+10
	+7
	+7
	+7
	2d6
	+30
	Bonus feat, bare soul, transcendence


Class Features

All of the following are class features of the Ascetic prestige class.


Weapon and Armor Proficiency:  Ascetics gain no new weapon or armor proficiency.

Unarmed Damage:  Because they are less reliant on their equipment, Ascetics train in the martial arts like a monk.  An Ascetic deals more damage with unarmed strikes and can strike with any part of her body, just like a monk.  She adds her full Strength bonus (not 1½ Strength or ½ Strength) to damage when making unarmed strikes.

Speed:  An Ascetic gains a bonus to her base land speed as listed on the table.

Divine Protection (Su):  The Ascetic gets a divine bonus to AC equal to ½ her character level.  This bonus applies in all situations.  At 5th level, she also gains Spell Resistance equal to 10 plus her character level.

Flurry of Strikes:  When using the full attack action, an Ascetic may make one extra attack at her highest attack bonus, but all attacks this round suffer a -2 penalty.  Unlike the monk, this attack may be with any weapon.  The penalty decreases to -1 at 4th level and no longer applies at 7th level.

Ability +2 (Su):  At the levels indicated, the Ascetic may increase any of her ability scores by 2 points.  This increase is as if gained through level advancement.

Ignore DR (Su):  When attacking a creature with Damage Reduction, whether using an unarmed strike or a weapon, the Ascetic calculates damage as though the creature had 5 points less DR.  For example, a creature with DR 10/magic would be treated as though it were DR 5/magic.  This ability can’t lower DR to less than 0, and it does not affect creatures with DR that cannot be overcome (such as DR 5/–).  At 5th level the Ascetic may ignore 10 points of DR, and at 8th level, 15 points.


Fast Healing (Su):  The Ascetic heals 1 point of damage at the beginning of each round of combat.  This amount increases to 2 points at 5th level and 3 points at 8th level.


Bonus Feat (Ex):  The Ascetic gains any one bonus feat for which she meets the prerequisites.


Evasion (Ex):  Against any attack which allows a Reflex save for half damage, the Ascetic takes no damage on a successful save instead of half damage.

Spell-Like Abilities (Sp):  The Ascetic may choose any 1st-level spell from any spell list, except an evil spell, and use it once per day as a spell-like ability.  At 6th level, she may chose a 2nd level spell to use once per day, and can also choose another 1st level spell to use once per day.  At 9th level, she may choose a 3rd level spell, another 2nd level spell, and another 1st level spell, each usable once per day.  She may choose the same spell more than once to gain multiple uses per day.  Her caster level for these spells is equal to her class level, and the saving throw DCs are 10 + the spell’s level + her Charisma modifier.

Endurance (Su):  The Ascetic’s bonus from the Endurance feat increases to +10.  At 6th level this increases to +20 and at 9th level the Ascetic automatically succeeds on all such checks.


Blindsense (Su):  Through subtle non-visual cues, the Ascetic can detect the location of invisible or hidden creatures with 60 feet automatically, so long as she has a line of effect to the creature.  These creatures are still considered hidden to her – she still has a 50% miss chance when attacking them and loses her Dexterity bonus to AC against them.


Blindsight (Su):  The Ascetic can see all invisible or hidden creatures within 60 feet.  This replaces the Blindsense ability.

Mettle (Ex):  Against any attack that allows a Fortitude or Will save for half damage or a partial effect (such as a spell with a saving throw entry of “Fortitude partial” or “Will half”), the Ascetic suffers no effect on a failed save.

Bare Soul (Sp):  Once per day, you may channel divine energy through other creatures, healing or harming them according to their alignment.  As a spell-like ability, you may target creatures in a 15-foot radius spread out to a range of 75 feet.  Good-aligned creatures heal damage equal to 1d8 + your character level, and evil creatures take damage equal to 1d8 + your character level (Will save for half damage, DC 10 + ½ your character level + your Charisma modifier).

Transcendance:  At 10th level the Ascetic’s type changes to outsider and she gains DR 10/evil, darkvision 60 feet, a continuous true seeing effect, and the ability to alter self at will.  She gains +2 Wisdom and +4 Charisma, a +4 bonus to Fortitude saves against poison and disease, and immunity to sleep and charm effects.
