Wuxia

 
	Note:  This prestige class requires the Psionics Handbook.
 
Wuxia are high-flying martial artists that defy gravity.  They are able to perform great leaps by tapping into their psionic power, though they may not call it that.  Wuxia are often trained at the same monasteries that monks inhabit.  Usually, psychic warriors join the ranks of the wuxia, though some psions do as well.  Many wuxia are both psychic warriors and monks.


 
 
	Requirements

Feats: Dodge, Improved Unarmed Strike, Mental Leap, Speed of Thought
Skills(Ranks): Balance(5), Jump(8), Tumble(5)
Special: Can manifest psionic powers.

	Hit Die: 1d8

	Skill Points: 4 + Int modifier

	Class Skills

Autohypnosis (Wis), Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Escape Artist (Dex), Hide (Dex), Jump (Str), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Stabilize Self (Con), Swim (Str), Tumble (Dex)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+1
	+2
	+2
	+2
	Unarmed Power, Monk Multi-Classing and Unarmed Attacking

	2
	+2
	+3
	+3
	+3
	Wuxia Feat, Evasion

	3
	+3
	+3
	+3
	+3
	Spiritual Reserve (3), Sure-Footed

	4
	+4
	+4
	+4
	+4
	Wuxia Feat

	5
	+5
	+4
	+4
	+4
	Spiritual Reserve (6), Improved Dodge

	6
	+6
	+5
	+5
	+5
	Wuxia Feat

	7
	+7
	+5
	+5
	+5
	Spiritual Reserve (9), Greater Unarmed Power

	8
	+8
	+6
	+6
	+6
	Wuxia Feat

	9
	+9
	+6
	+6
	+6
	Spiritual Reserve (12), Improved Evasion

	10
	+10
	+7
	+7
	+7
	Wuxia Feat


 
	Class Features

Weapon and Armor Proficiency: simple weapons
 
Powers - The wuxia gains bonus power points based on his Wisdom score.  The wuxia’s manifester level for his psionic powers is equal to his class level.
 
Unarmed Power - The wuxia inflicts 1d6 points of damage with his unarmed strikes (1d4 if he is a small creature).  If the wuxia has monk levels then he uses his most favorable damage.
 
Monk Multi-Classing and Unarmed Attacking- The multi-classing restrictions placed on monks do not apply to the wuxia.  A monk who gains wuxia levels may continue to gain monk levels.  If the wuxia has monk levels then his wuxia attack bonus stacks with his monk unarmed attack bonus when determining the number of unarmed attacks he gets using the full attack action.
 
Wuxia Feat - The wuxia gains a bonus feat.  The feat must be chosen from the following list; Internal Armor, Mental Leap, Psionic Charge, Psionic Dodge, Psionic Fist, Speed of Thought, Stand Still, Unavoidable Strike, Up the Walls.
 
Evasion - This ability is identical to the rogue’s evasion ability.  The wuxia cannot use this ability while wearing armor.
 
Spiritual Reserve - The wuxia adds the listed number to his current points when determining how many power points he has in reserve.  These are not real power points and cannot be used to manifest powers.  However, the wuxia is considered to have the listed number as reserve power points even if he has used all of his power points.  The wuxia does not benefit from this ability while wearing armor.
 
Sure-Footed - The wuxia is never flat-footed even when surprised.  The wuxia cannot use this ability while wearing armor.
 
Improved Dodge - The wuxia gains a +1 dodge bonus to his armor class against all attacks.  This replaces (does not stack with) the bonus gained from the Dodge feat.  The wuxia cannot use this ability while wearing armor.
 
Greater Unarmed Power - The wuxia inflicts 1d8 points of damage with his unarmed strikes (1d6 if he is a small creature).  If the wuxia has monk levels then he uses his most favorable damage.
 
Improved Evasion - This ability is identical to the rogue’s improved evasion ability.  The wuxia cannot use this ability while wearing armor.


 
	 
	Powers Discovered

	Level
	Power Points/Day
	0
	1
	2
	3

	1
	+1
	1
	-
	-
	-

	2
	+3
	2
	-
	-
	-

	3
	+3
	3
	-
	-
	-

	4
	+3
	3
	1
	-
	-

	5
	+5
	3
	2
	-
	-

	6
	+5
	3
	3
	-
	-

	7
	+5
	3
	3
	1
	-

	8
	+7
	3
	3
	2
	-

	9
	+7
	3
	3
	3
	-

	10
	+7
	3
	3
	3
	1


 
	Wuxia Power List

	Level
	Powers

	0
	Burst
Catfall
Daze
Far Punch
Talons
Verve

	1
	Biofeedback
Combat Precognition
Expand Vision
Hustle
Vigor

	2
	Animal Affinity
Body Equilibrium
Combat Prescience
Levitate
Painful Touch

	3
	Danger Sense
Displacement
Improved Biofeedback
Prowess
Ubiquitous Vision


