Ziomnite

The Brotherhood of Ziom is a monk faction that has, at some time in the distant past, broken away from the mainstream. These monks are named after the temple they inhabit. This temple is ancient, standing among the oldest buildings of ? city. The Ziomnites found it in ruin and restored it for their own purposes.

Barbarians, Bards and Sorcerers tend to lack the discipline need to pass the bar set by Ziom. Rangers and Druids are ill suited to spend the time in training and meditation needed to succeed as a Child of Ziom. The wizard is least suited to pursue Ziom as its ways make it difficult to study spell craft. The Paladin and the Cleric make excellent Ziomnites provided their faith does not lead them in an opposing direction. The Fighter and the Rogue have an easy time of adapting to the life of Ziom, once they have made it into the ranks. The Monk finds it easiest to thrive in Ziom as the training is but an extension of what he already knows. 

The path that the Children of Ziom walk on their way to enlightenment has made them outcast among the other monasteries. The motives of Ziom are unclear to the outside world, and their dealing are always kept out of the public eye. It is known that the brothers value the truth, but not always the law. They seek justice in the world around them, but the justice they deal is often startlingly final. Know a Ziomnite by his blind eyes, but do not be deceived; they see more than one would think.

Hit Die: d8.

Requirements
To Qualify to become a Ziomnite, a character must fulfill all the following criteria. 

Alignment: any lawful.
Base Attack Bonus: +7.
Concentration: 8 ranks.
Feats: Improved initiative, Unarmed Strike, and Combat Reflexes.
Special: In addition the character must undergo a ceremony at the temple of Ziom, involving deep meditation, that makes them blind.

Class Skills
The Ziomnite's class skills (and the key ability for each) are Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Diplomacy (Cha), Escape Artist (Dex), Heal (Wis), Hide (Dex), Jump (Str), Knowledge (arcana) (Int), Listen (Wis), Move Silently (Dex), Sense Motive (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

Class Features 

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

Weapons and Armor Proficiency: See Monk, page 39 of the Player's Handbook for information on the weapons and armor aloud with the following addition. A Ziomnite using a quarterstaff can strike with their unarmed attack bonus, including their more favorable number of attacks. The Ziomnite uses the same unarmed attack bonus, unarmed damage, and AC bonus progression as the monk. See Table 3-10: The Monk on page 38 of the Player's Handbook. If a character already uses this chart from a different class, add up all class levels that use the chart to determine unarmed attack bonus, unarmed damage, and AC bonus.

Initiative Bonus: Ziomnites are trained to react in battle before others can. They receive a +1 bonus to initiative every other level starting at first level. This is an extraordinary ability.

Time Stall: The main focus of training at Ziom is to increase ones perception of events. As ones perceptions increase, time seems to slow down. For a number of rounds in a day equal to the characters constitution modifier times their Ziomnite class level the character may stall time. In effect they gain the benefits of a haste spell. At tenth level the Ziomnite's time stall ability increases. Five rounds per day the Ziomnite may have two full round actions per round. Further, the character gains a plus six haste bonus to AC and their initiative is moved up to maximum for the rest of combat. These powers are a free action to activate and the rounds they can be used, per day, need not be consecutive. These powers are not cumulative with each other or haste. This is an extraordinary ability.

Sightless Vision: During initiation, the Ziomnite is guided into a level of enlightenment where he learns to see without his eyes. His mind ignores input from his eyes and he looses the use of them. The extra sensory perception gained in this ceremony functions like blindsight within the given distances on the table above. The perception extends beyond to double the given range, but it is less acute. The character still cannot be fooled by invisibility or darkness, but the sense is no more revealing than normal sight at the same distance. Note that the sense still functions in 360 degrees, but for purposes of distinguishing detail, consider what a normal person could discern at that distance with good light. This is a Supernatural ability.

Improved Movement: Ziomnites are trained to use personal energies to move faster than normal. Starting at second level they improve their movement rate by 10ft, every other level. This is an extraordinary ability.

Bonus Feats: Ziomnites are trained to move quicker, think faster, and notice more. To reflect that, they receive bonus feats as indicated on the above table.

	Class
	Base 
	Fort 
	Ref 
	Will
	

	Level
	Attack
	Save
	Save
	Save
	Special

	1st
	+0
	+2
	+2
	+2
	+1 to Init, Time Stall, Sightless Vision 60ft

	2nd
	+1
	+3
	+3
	+3
	+10ft to Move, Quick Draw and Run Feat

	3rd
	+2
	+3
	+3
	+3
	+2 to Init, Lightning Reflexes and Alertness Feat

	4th
	+3
	+4
	+4
	+4
	+20ft to Move

	5th
	+3
	+4
	+4
	+4
	+3 to Init, Sightless Vision 90ft

	6th
	+4
	+5
	+5
	+5
	+30ft to Move

	7th
	+5
	+5
	+5
	+5
	+4 to Init

	8th
	+6/+1
	+6
	+6
	+6
	+40ft to Move

	9th
	+6/+1
	+6
	+6
	+6
	+5 to Init, Sightless Vision 120ft

	10th
	+7/+2
	+7
	+7
	+7
	+50ft to Move, Improved Time Stall



