Golden Monk

In the Far East, an ancient monastery sits nestled between two split peaks of a single mountain.  The monastery is believed to exist only in the petty foolishness of treasure-seekers and the wild claims of madmen.  Few realize the semi-truth behind the stories that abound concerning the Ultamh Trapiboda – the Golden Monastery.  The monastery is named after Mount Ultamh, the mountain on which it sits high in the Range of the Far East.  The truth in most of the rumors that surround the group of monks that study within the Golden Monastery are up to conjecture, but all Golden Monks are said to have a golden tinge to their skin, with darker-skinned individuals having a more brassy tinge.  Those said to have studied in the Ultamh Monastery are known as the Trapi Ultamh – the Superior Students – because only they have mastered the secrets to the Path of Enlightenment.  As most rumored places of great repute, the Ultamh Monastery’s location is kept as a secret not even passed by word of mouth.  The monastery stands as an ancient, walled keep made of granite entirely covered with sheets of hammered gold.  All Trapi Ultamh are called in dreams or far-away whispers, or sometimes by a “celestial pull” to the location.  Due to the location on an undiscovered peak, crags and knife-edged mountains await the pilgrim.  For a monk, however, the rewards are great, for the path to the Ultamh is the beginning of the True Path to Enlightenment.  Due to the nature of the Golden Monastery and the Trapi Ultamh, most monks would never qualify because no one is aware of the requirements for entry.  Once inside, the monk endures rigorous ceremonies of mind and body to toughen a sense of focus and concentration toward the Path of Enlightenment.  This is a non-damaging program that lasts two weeks.  At the end of this program, the monk must test each Primary Ability against a DC 15.  If any one ability test fails, the monk must spend an additional two weeks at the monastery and pass a new set of rolls with the same DC.  The newly-ordained Golden Monk may then leave the monastery and resume individual study and practice.  Most Golden Monks never return to the Ultamh Trapiboda.

For the Trapi, a shared philosophy reigns: the True Path of Enlightenment requires a student not of mere balance in form, but one who embodies balance in all things.  All Trapi intuitively realize that study and intellectual debate complement gracefulness and an appreciation for the arts.  Time has long-ago stood still for the Trapi, so none are driven by a timeframe measured on a mortal scale.  Often seen as slow-moving and submissive, the Trapi are in reality formidable both as adversaries and companions.  Golden Monks are notoriously hard to deceive, and are enemies of illusion.  Even white lies from a less-possessed monk send them into a ritual of atonement taking several hours a day and lasting weeks.  Known for their word, Golden Monks ally themselves with few, and are loyal to friends.  In true fashion, the Trapi do not judge others, but also will not protect those of lesser philosophical leanings; at a crucial moment, a Golden Monk cannot be relied on to provide a false alibi for even the best of friends.  This behavior has caused both strong bonds and huge rifts in friendships, so that a Golden Monk is best kept satisfied.  For those once-friends who betray the Trapi, vengeance is rarely sought – the monk simply walks away from the situation.  Not prone to violence, the Golden Monk is recognized by an aura of pervasive peace and enlightenment, and respect out of admiration comes from most who encounter the Trapi.  Overt love and hatred are extremes of emotion that are nearly unheard-of, for the Trapi must always maintain a focus on balance, though kindness in respect to other living beings permeates their actions.

The Dai Sildan, or the Four Golden Precepts, are ethical rules that are sworn for life by all Golden Monks.  The Dai prohibit sexual intercourse and marriage, theft, the deliberate taking of life (including allowing companions to take life without a true attempt at stopping it), and making false claims regarding one’s spiritual attainments.  Breaking a single precept results in the immediate removal of all prestige class abilities.  Breaking two results in the removal of all prestige class abilities and bonuses.  Breaking more than two results in the complete loss of all experience relating to the acquisition of the Golden Monk prestige class (effectively reducing the monk to the end-point of the tenth monk level), loss of the golden skin tone indicative of the prestige class, prohibition from gaining the prestige class in the future, and immediate loss of knowledge of the secrets to the True Path of Enlightenment.  For breaking one precept, the atonement is the loss of 2000 XP, and nine straight days of prayers atonement (the prayer is known by the Golden Monk) beginning as soon as possible.  For breaking two precepts, a period of solitary atonement equal to a loss of 2000 XP per offense and a physical pilgrimage to the Ultamh Monastery for nine straight weeks of prayers of atonement.  The abbot of the Ultamah Monastery will never provide this atonement more than once.

The only exception to the Dai Sildan is the utter destruction of those evil outsiders that are incapable of conversion to a more neutral standpoint.  A related story is that of a Golden Monk abbot by the name of Bavapadasahmin who encountered a host of three dozen greater demons and devils sent by a mountain sorcerer to destroy the Ultamh Trapiboda and all the monks within.  The creatures encountered resistance in the form of a lone figure standing at the open gates to the monastery.  The demons and devils were told to expect fierce resistance, and so were confused by this lone and welcoming figure.  Bavapadasahmin was alerted of the invasion by a scrying monk, and engaged the more intelligent leader in conversation.  Through the use of his charisma and mighty magic, he convinced the entire hoard to adopt a more neutral standpoint!  The demons, instead of attacking the Golden Monastery, became the chief guardians.  The crumbling remains of statues – representing the three dozen guardians – sit atop the walls surrounding the monastery.  Though this story is more legendary, it serves as an example of the neutral behavior to which the Trapi aspire.

Races allowed:  All
Required Skills:
Required Feats:

Monk Level:  10
Perform-Dance, 3 ranks
Weapon Focus: hands

Alignment:  Any lawful, non-evil
Perform-Instrument, 3 ranks
Combat Reflexes

Statistics Required:  All 12+
Knowledge-Arts, 2 ranks
Endurance


Sense Motive, 3 ranks



Innuendo, 3 ranks



Balance, 3 ranks



Tumble, 3 ranks


Weapon Restrictions:  
All weapons are restricted, save slings

Armor Restrictions:
All armor is restricted (save those of a magical nature and under 2 lbs: bracers, periapts, robes, and cloaks.  Generally: clothing and jewelry are allowed.)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+1
+1
+1
+1
Vertical Running

2nd
+1
+1
+2
+1
Levitation

3rd
+2
+2
+2
+2
Resist Elements

4th
+2/+1
+2
+3
+3
Feather Fall

5th
+2/+2
+3
+3
+3
Steel Stance

6th
+3/+2
+3
+4
+4
Karma Projection, Water Form

7th
+3/+3
+4
+4
+4
Walk on Air, Air Form

8th
+4/+3
+4
+4
+5
Express Heat, Fire Form

9th
+4/+4
+4
+5
+5
Lotus Vision, Earth Form

10th
+5/+5
+5
+5
+5
Vaddibata Form, Metal Form

Vertical Running:  with a 10-foot start, the monk may run up a wall as extreme as 90 degrees.  The monk must end the turn with his/her feet on a horizontal (or near-horizontal) surface, but can run up to a vertical height equal to the running start (for example:  to run 40 feet straight up a wall, the monk must have a 40-foot start.  The start distance is not a factor in the total amount of distance run and the distance traveled back down a wall is not a factor, though (as stated above) the monk must end his/her turn on a horizontal surface.  EXAMPLE:  a monk is walking through a dungeon hallway when she encounters a 10x10 pit.  Backing up ten feet, the monk runs ten feet toward the wall, stepping on the wall just before she reaches the pit.  She continues to run full-tilt for ten feet (the length of the pit), and begins descending until she reaches the other side of the pit.  The monk may perform the same actions allowed while running on a horizontal plane.  This is an extraordinary ability

Levitation:  once per day every two Golden Monk levels, the monk may levitate, per the spell of the same name.  The duration of this spell-like ability is a number of rounds equal to the Golden Monk level.  The monk gains an additional levitation at 4th, 6th, 8th, and 10th levels.

Resist Elements:  at 3rd level the monk gains a permanent resistance 10 to cold and heat effects based in an environment.  Environmental effects include: winter chills, tops of mountains, deep in a thermal cave, magmic plains, the Plane of Ice, the Plane of Fire, the Plane of Brass where the djinn reside, etc.  This provides a +2 ability bonus for saves to resist cold and heat effects that are magic-based.

Feather Fall:  at 4th level, the Golden Monk gains a supernatural permanent feather fall effect, as the spell of the same name.  This supercedes the normal slow fall ability of monks, as the Golden Monk does not need to be near a wall for this ability to take effect.

Steel Stance: the Golden Monk is very good at staying on his/her feet.  This extraordinary ability provides a +10 resistance to the Trip, Improved Trip feats or other feats/effects/abilities that stagger or throw a person temporarily to the ground.  If the Golden Monk is lying on the ground, a Partial Action will allow him to stand (this is normally a Full Action) by flipping up and throwing his feet under him to stand.

Karma Projection: at 6th level, the Golden Monk is able to project bright blue bands of karma at an opponent.  This spell-like ability is similar to magic missile, except on two points: the projection is ring-shaped (the most perfect two-dimensional form), and using this ability drains experience points.  The experience drained is 3 points per point of damage.  The Golden Monk may unleash a number of projectiles equal to her Golden Monk level per round, each which strike unerringly for 1d4+1 points of damage.  Example: a monk wishing to unleash 4 projectiles (which total to 12 points of damage) would spend 36 experience points.  NOTE: a monk may not drop below her current monk level by spending experience points due to this ability.

Water Form:  the Golden Monk is effected as if a permanent Freedom of Movement spell had been cast on him.  This is a spell-like ability.

Walk on Air: due to a denser (though impalpable) aura, the Golden Monk walks six inches above the ground.  There must still be a solid surface beneath the monk (cannot walk off of a cliff and expect to continue to walk on air).  The monk’s weight does trigger any weight-sensitive effects (landslides, etc), nor does the monk leave footprints (though the air is still disturbed in the path of the walking monk).  This is a permanent extraordinary ability.

Air Form: the Golden Monk may turn invisible a number of times per day equal to her Golden Monk level.  The duration of each invisibility is also equal to the Golden Monk level, and striking an opponent releases this ability.  After this forceful cessation, the monk may not turn invisible again for two rounds.  This is a spell-like ability.

Express Heat: by concentrating all of her thermal energy into her aura, the Golden Monk may ignite nearby combustibles and burn creatures close to her.  All creatures and combustibles within three feet of the monk suffer one point of damage (unless they make a Fortitude save vs 10+the Golden Monk level), while those touching her suffer d6 points of heat damage (save for half).  This spell-like ability is usable at will and can be concentrated in a particular area of the body (the torso, feet, palms, or even a single arm).

Fire Form: the Golden Monk’s fists and feet strike with flame damage on a hit.  When fighting, the monk’s hands burst into flame, and a successful hit deals 2d6 points of fire damage, in addition to normal damage.  This ability cannot be used simultaneously with express heat, and appears at will during combat.  This is a spell-like ability.

Lotus Vision: the Golden Monk has “eyes in the back of his head”, with all-around vision in all conditions.  The monk cannot be caught flat-footed and actually sees in all directions at once.  The Golden Monk’s aura carries visual information directly to the monk’s mind without going through the eyes.  In addition, the Golden Monk has the benefit of the Blindfight feat, and can fight without any negative modifiers in total darkness, with a range of 10 feet.  This is a supernatural ability.

Earth Form: the Golden Monk is effected as if a permanent Freedom of Movement spell had been cast on her.  This is a spell-like ability.

Vaddibata Form:  at 10th level, the Golden Monk is truly a supernatural being.  The character is relieved of the need for sleep, air, food or hospitable conditions.  The monk may travel to any plane without any adverse effects; this form does not confer the abilities of locomotion, languages, or other such knowledge.  This is an extraordinary ability.

Metal Form: the Golden Monk loses the golden tinge to her skin, and is instead replaced with a golden tone.  The character’s skin appears in all respects to be made of soft gold, and grants the added bonus of a +4 to her AC, as if a permanent mage armor spell had been cast on her.  This is an extraordinary ability.

