Kobukan
Dungeons & Dragons 3E Prestige Class 


Source: by Charles W. Plemons III, Copyright ©2001, February 

Hit Die: d8 

	Statistics for Kobukan

	Level
	Attack Bonus
	Fortitude Save
	Reflex Save
	Will Save
	Special

	1
	+1
	+2
	+2
	+2
	Staff Utility

	2
	+2
	+3
	+3
	+3
	Limb Block

	3
	+3
	+3
	+3
	+3
	Ki Strike 1/day

	4
	+3
	+4
	+4
	+4
	Flurry of Blows

	5
	+4
	+4
	+4
	+4
	Enhanced Deflect Arrows

	6
	+5
	+5
	+5
	+5
	Ki Strike 2/day

	7
	+6
	+5
	+5
	+5
	Evasion

	8
	+6
	+6
	+6
	+6
	Sweep

	9
	+7
	+6
	+6
	+6
	Ki Strike 3/day

	10
	+8
	+7
	+7
	+7
	Empower Staff


	Requirements


	Base Attack +6 

Feat Combat Reflexes 

Feat Deflect Arrows 

Feat Expertise 

Feat Quarterstaff Proficiency 

Feat Two-Weapon Fighting 

Balance 4 Ranks 

Jump 8 Ranks 

Tumble 8 Ranks 



	
	Class Skills

Skill Points at Each Level: 2 + Int modifier. 

The kobukan's class skills (and the key ability for each skill) are: 

Balance (Dex) 

Climb (Str) 

Craft (Int) 

Escape Artist (Dex) 

Hide (Dex) 

Jump (Str) 

Listen (Wis) 

Move Silently (Dex) 

Sense Motive (Wis) 

Spot (Wis) 

Swim (Str) 

Tumble (Dex) 




The kobukan are dedicated martial artists who have mastered the bo staff (quarterstaff). They have perfected the art of staff fighting and use the wooden rods with deadly efficiency. Most live or come from a monastic order and have sought to improve their martial ability. 

The vast majority of kobukan are former monks who have taken up the way of the staff. Fighters are the next likely to join the ranks, followed by rogues and clerics. Druids occasionally study the kobujutsu art. Barbarians generally prefer more intimidating weapons, and wizards and sorcerers, while naturals with staves often have problems meeting the requirements. Human, elves, and half-elves are the most common practitioners with occasional half-orc monks. 

Monks may freely multiclass with kobukans, with the DM's permission. Often, the more militant monastic orders will maintain groups of highly trained kobukans to teach their style to students. Hard-style martial artists will often alternate between deadly staff strikes and rapid kicks from round to round. 

	Class Features


· Weapon and Armor Proficiency Kobukans gain no new proficiency, but they retain any proficiencies acquired from other classes. 

· Empower Staff The pinnacle of kobukan power, the kobukan may infuse his staff with some of his own mystic power. By meditating with his staff for ten rounds, he can empower his staff for 12 hours. The empowered staff gains a +2 magical enhancement bonus and either the Shock, Frost, or Flaming ability as chosen by the kobukan. Once made, this cannot be changed until empowered again. Magical weapons may be empowered, and they gain a stacking bonus to magical enchantment and the elemental ability. The kobukan may only use this ability once per day. It is a supernatural ability. 

· Enhanced Deflect Arrows The kobukan had gained the skill and speed with his staff to be able to use it to deflect ranged weapons targetting him. Rather than one arrow as per the Deflect Arrows feat, he may attempt to deflect one arrow per attack he is allowed. Thus, a kobukan that has three attacks per round may attempt to deflect three ranged attacks per round. This does not prevent the kobukan from attacking normally during the round. This is an extraordinary ability. 

· Evasion The kobukan gains the evasion ability like a rogue or monk. If the character already has the evasion ability, it becomes improved evasion. This is an extraordinary ability. 

· Flurry of Blows The kobukan of this level gains the ability to use a flurry of blows attack with a quarterstaff just as a monk can with unarmed strikes and monk weapons. This flurry is with just one "end" of the quarterstaff (which is a double weapon). Attacking using it as double weapon incurrs the additional penalties for fighting with two weapons. This is a extraordinary ability. 

· Ki Strike The kobukan may make an attack at +4 to hit, and +1 per kobukan level to damage. This attack may be used a limited number of times per day. If the attack misses, the ki strike is expended. This is a supernatural ability. 

· Limb Block When using the Expertise feat, a kobukan gains a special ability. By blocking his opponent's limbs rather than weapons, the kobukan may inflict damage upon his opponent. If an opponent attacks a kobukan who is using Expertise and misses, he must make a Fortitude save (DC 10 + Kobukan's Level) or suffer damage. The foe suffers 20 - AC damage (if positive). For example, a hobgoblin with an AC of 16 attacks a monk 8/kobukan 3 who is using Expertise to fight defensively. The hobgoblin misses his attack and must make a Fortitude save (DC 13) or suffer 4 hit points of damage (20 - AC of 16). Opponents with an AC of 20 or better are too well protected to be damaged. This is an extraordinary ability. 

· Staff Utility The kobukan is trained to use his staff to aid in his endeavors. When able to use his staff to aid him, a kobukan gains a +4 circumstance bonus to all Balance, Jump, and Tumble checks. This bonus is granted due to training to use the staff for balance, pole vaulting, and pivot points. A kobukan cannot attack on any round that he uses his staff for this bonus. In addition, the kobukan adds his attack bonus to either his unarmed or armed attack score when using staves, whichever is greater. 

For example, an 8th level monk with an unarmed attack bonus of +6/+3 chooses to multi-class as a kobukan. When using staves, he may add the +1 attack bonus for 1st level kobukan to hit. However, the kobukan bonus would not be added when attacking unarmed. In other words, the kobukan's attack bonus is to armed combat, he just has the option of using any unarmed attack bonuses to add to it while using staves, but uses his normal attack bonuses when using weapons. This is an extraordinary ability. 

· Sweep By dropping to a crouch and swinging his quarterstaff in an arc, the kobukan may attempt a trip attack against every opponent in 180 degrees either in front or behind him. He suffers a -1 penalty to hit for each opponent in his arc. He can make one attack of opportunity against each foe tripped up to his dexterity bonus (similar to the Combat Reflexes feat). The kobukan can only attempt to sweep opponents that he would normally be able to make a trip attack against. This is a full round action. This is an extraordinary ability.

