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Zoner Prestige Class

Originally a Druid prestige class I saw in a dream.
Zoner
The Zoner is a warrior who focuses the power of the mind to enhance his senses and physical capabilities.

Hit Die: d8.

Requirements

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

Base Attack Bonus:  +6.

Concentration:  5 ranks.

Feats:  Alertness, Dodge, Improved Unarmed Strike.
Class Skills

The Zoner’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Str), Concentration (Con), Jump (Str), Listen (Wis), Spot (Wis), Swim (Str), Tumble (Dex).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions. 


Skill Points at Each Level:  4 + Int modifier.

The Zoner
	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1st
	+1
	+0
	+2
	+2
	Enter the Zone

	2nd
	+2
	+0
	+3
	+3
	Zone strike

	3rd
	+3
	+1
	+3
	+3
	Zone fast healing 1

	4th
	+4
	+1
	+4
	+4
	Extended zone 1/day

	5th
	+5
	+1
	+4
	+4
	Zone endurance

	6th
	+6
	+2
	+5
	+5
	Zone fast healing 2

	7th
	+7
	+2
	+5
	+5
	Extended zone 2/day

	8th
	+8
	+2
	+6
	+6
	Zone blindsense 30 ft.

	9th
	+9
	+3
	+6
	+6
	Zone fast healing 3

	10th
	+10
	+3
	+7
	+7
	Extended zone 3/day


Class Features

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


Weapon and Armor Proficiency:  Zoners gain proficiency with all simple weapons, all light martial weapons, all ranged martial weapons, plus the longsword and the rapier.  They gain no new proficiency in any armor or shields.


Enter the Zone (Ex):  Once per day per class level, the Zoner can focus the power of his mind and body to enhance his physical and sensory abilities, entering the zone.  While in the zone, the Zoner gets a +4 bonus to Balance, Listen, Spot, and Tumble checks, and acts as though under the effects of the haste spell.  Entering the zone is a free action which the Zoner can take only on his own turn, and the zone effect lasts for one round.

Zone Strike (Ex):  A Zoner of 2nd level or higher deals 1d6 points of bludgeoning damage (1d4 points for a Small character) with an unarmed strike or grapple while in the zone.  The Zoner may chose to deal lethal or nonlethal damage with an unarmed strike or grapple.  Because the Zoner makes unarmed strikes with arms and legs interchangeably, he never suffers an off-hand penalty for making an unarmed strike and can even make an unarmed strike while holding items in both hands.

Zone Fast Healing (Ex):  At 3rd level, the Zoner gains fast healing 1 while in the zone, healing 1 point of damage at the beginning of each round he remains in the zone.  He can’t reattach lost limbs or heal damage from starvation, thirst, or suffocation with this ability.  At 6th level the amount of damage healed increases to 2 points per round, and at 9th level to 3 points.


Extended Zone (Ex):  At 4th level, once per day, the Zoner can extend the duration of his zone effect beyond 1 round.  This counts as a single use of the zone ability, and requires a Concentration check which the Zoner makes when the effect would normally end.  The duration of the zone becomes 1 round per every 5 points of the Concentration check result (for example, with a check result of 23 the zone would last a total of 4 rounds).  The Zoner can end the effect early if desired, and the effect ends immediately if he falls unconscious.  Once the effect ends, the Zoner becomes fatigued for the rest of the encounter and can’t enter the zone again for the rest of the encounter.


At 7th level, this ability can be used twice per day, and at 10th level it can be used 3 times per day.


Zone Endurance (Ex):  A Zoner of 5th level or higher automatically succeeds at the following checks made while in the zone:  Swim checks made to resist nonlethal damage, Constitution checks made to continue running, Constitution checks made to hold your breath, and Fortitude saves made to resist damage from suffocation.  Once the zone effect ends, the Zoner must begin making checks again as normal (unless he re-enters the zone immediately).


Zone Blindsense (Ex):  Through subtle non-visual cues, a Zoner who is in the zone can notice hidden or invisible creatures within 30 feet provided he has a line of effect to the creature.  This ability only allows the Zoner to discern the creature’s location; the Zoner still has a concealment miss chance when attacking such a creature, and such a creature is still considered invisible or concealed when attacking the Zoner (for example, the Zoner still loses his Dexterity bonus to AC when struck by an invisible or hidden attacker).  If the Zoner already has the blindsense ability, its range increases by 30 feet while he is in the zone.
