
The Pacifist Invented by Edward Couch 

 

The Pacifist is a character who went out into the world much like any other adventurer, seeking fame, fortune, adventure, 

or a multitude of other goals. However, in his travels and adventures, he has seen so much death, so much needless 

voilence, that he has decided to abandon his previous war-like ways in favor of quiet introspection and meditation. He 

has not, however, decided to abandon his life of adventure, and so a compromise must be established between his desire 

to continue adventuring and his desire not to inflict violence on any living creature. The Pacifist class is that 

compromise. 

 

The Pacifist has concluded that he no longer desires to inflict violence on others, however, he is accutely aware that 

others do not share his views. Therefor, he begins to focus all of his attention and energies on developing techniques to 

defend himself without inflicting lethal damage to his opponents. He submits himself to the masters of the monastary 

where he recovered from his wounds (see requirements) and begins to trian with the monks of the Monanstary. As with 

any other goal that one totally devotes himself to, the Pacifist becomes a master of defense, and eventually becomes 

extremely difficult to injure, and nearly impossible to kill. 

 

The Pacifist believes strongly in the Flow of Energy and Karma, that all good deeds produce Good, or positive energy, 

and all bad deeds produce bad, or negative, energy. Anyone producing this energy, whether good or bad, will feel the 

effects of that energy in his life, whether in his health, his mental and spiritual well-being, or simply in the way that the 

Universe as a whole responds to him. The pacifist strives to not only maximize the good energy flowing from and to 

him, but to help others to see the importance of maximizing thier positive energy as well.  

 

While a Pacifist will not actively 'Evangelize', he will share his views freely and, should he view a situation or event that 

is particularly troubling to him, he will most likely express his views openly and with great passion. The Pacifist believes 

that violence for voilence's sake is a crime against one's self, and is destructive not only to the individuals involved but to 

the universe as a whole. However, he will defend himself, but will not deal lethal damage to any living creature, only 

Subdual. He will never initiate combat, will always try to use his diplomacy to avoid combat whenever possible. In fact, 

the only time that the Pacifist will initiate an attack action is when he is trying to trip, disarm or incapacitate his opponent 

with some device. All other combat is reactionary, relying on his high Dexterity and armor class to cause the oponent to 

miss and then using the 'Let Him Go By' ability.  

 

The exception to all of the above rules is Undead. The Pacifist views undead as the ultimate example of Negative Energy 

in the Universe and will attempt to destroy them whenever possible. While he believes that attacking any creature will 

cause negative energy to flow from himself and disrupt his Karma, he also believes that ridding the world of such a 

concentrated focus of negative energy will bring about enough positive energy to off-set any consequences that might 

occure. The pacifist has such an aversion to undead that he has learned to deal his unarmed damage to them as normal 

damage.  

 

The Pacifist prefers to defend himself unarmed, and never uses weapons that can injure others, but can use weapons that 

are designed to disable without harming, such as nets, tangle-foot bags, ect. However, the Pacifist suffers a -4 penalty to 

his attack rolls and loses 2 attacks/round (minimum 1 att/round) when wielding any weapon. He never uses any armor or 

shield, and loses all special abilities, including his Wisdom Modifier to AC and his inherent Monk Bonus to AC if forced 

to do so. The pacifist is so unused to armor that he also suffers the armor check penalty of the particular armor to his 

attack bonus and armor class in addition to the normal effects of armor on certain skills, dexterity modifiers, ect. 



Game Rule Information 
 

The Pacifist is designed to be taken at first level, and as such the levels and bonuses do not stop at 10 but go to 20. The 

Requirements are such that they can all be taken at first level. 
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Class Skills: 

Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Diplomacy (Cha), Escape Artist (Dex), Heal (Wis), Hide 

(Dex), Jump (Str), Knowledge-Arcana (Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Search 

(Int), Spot (Wis), Swim (Str), Tumble (Dex). 

 

Skill Pts at 1st Level : (6 + Int. Modifier) X 4 

Skill Pts at Each Additional Level : 6 + Int. Modifier 

 

Requirements 

To qualify to become a Pacifist, the character must fulfill the following criteria. Again, the requirements should all be 

taken at first level. 

- Alignment = Any Neutral 

- Feat = Expertise 

- Concentration = 4 ranks 

- Diplomacy = 4 ranks 

- Special = 1) The character must have been injured in a fight in which he decided not to cause injury to his attacker, and 

have recovered from that injury in a monastary. 2) The pacifist must keep his 'Concentration' skill ranks at maximum, 

adding the most amount of skill ranks to it as possible each level. 

 

Class Base Fort Ref Will AC  

Level Attack Bonus Save Save Save Bonus Special 

1
st
 +0 +3 +3 +3 +0 Unarmed Strike, Unarmed Evasion, Let him go by,  

Void of War 

2
nd

 +1 +4 +4 +4 +0 Dextrous Dodge, Imp. Initiative 

3
rd

 +2 +4 +4 +4 +0 Still Mind, Circle Boxing, Parry 

4
th

 +3 +5 +5 +5 +1 Slow Fall-20', Combat Instincts, Defensive Stance 

5
th

  +3 +5 +5 +5 +1 Purity of Body, Improved Disarm 

6
th

 +4/+1 +6 +6 +6 +1 Slow fall-30', Combat focus, Improved Trip 

7
th

  +5/+2 +6 +6 +6 +1 Wholeness of Body, Leap of the Clouds 

8
th

 +6/+3 +7 +7 +7 +2 Slow Fall-50', Imp. Expertise, Focus the Flame 

9
th

 +6/+3 +7 +7 +7 +2 Imp. Evasion, The Mountain Does Not Move, Riposte 

10
th

 +7/+4/+1 +8 +8 +8 +2 Ki Strike (+1), Blind Fight, Void of War 

11
th

 +8/+5/+2 +8 +8 +8 +2 Diamond Body, Imp. Combat Focus 

12
th

 +9/+6/+3 +9 +9 +9 +3 Abundant Step, Defensive Roll, Heightened Awareness 

13
th

 +9/+6/+3 +9 +9 +9 +3 Ki Strike (+2), Diamond Soul, Ghost Touch 

14
th

 +10/+7/+4/+1 +10 +10 +10 +3 Focus the Flame 2/day 

15
th

 +11/+8/+5/+2 +10 +10 +10 +3 Determined Soul, The Mountain Does Not Fall 

16
th

 +12/+9/+6/+3 +11 +11 +11 +4 Ki Strike (+3), Uncanny Evasion 

17
th

 +12/+9/+6/+3 +11 +11 +11 +4 Timeless Body, Tongue of the Sun and Moon 

18
th

 +13/+10/+7/+4/+1 +12 +12 +12 +4 Slow Fall (any distance) 

19
th

 +14/+11/+8/+5/+2 +12 +12 +12 +4 Empty Body 

20
th

 +15/+12/+9/+6/+3 +13 +13 +13 +5 Perfect Self 

 

Unarmed Damage by Level  
Subdual Only, Except Against Undead and Demons 

 

Level Damage  

1-4 1d6 

5-8 1d8 

9-12 1d10 

13-16 2d6 

17-20 2d8 

  



 

The Pacifist has the same movement as a normal Monk. 
 

Level Movement 

1-2 30 

3-5 40 

6-8 50 

9-11 60 

12-14 70 

15-17 80 

18-20 90 

 

Special Abilities 
 

The following abilities are covered in the Players Handbook (Core Rulebook One). They are exactly like the abilities of 

the monk class, and as such not covered here. 

 

- Improved Unarmed Strike, Evasion, Deflect Arrows, Still Mind, Slow Fall, Purity of Body, Improved Trip, 

Wholeness of Body, Leap of the Clouds, Improved Evasion, Ki Strike, Diamond Body, Abundant Step, 

Diamond Soul, Timeless Body, Tongue of the Sun and Moon, Empty Body, Perfect self. 

 

The following abilities can be found in Mongoose Publishings "Ultimate Feats" book.  

 

Circle Boxing 

 

- Prerequisite = Fast Movement Ability, Dodge 

 

Benefit : At the beginning of your turn, you may trade in Fast Movement bonuses for an increase to Armour Class. For 

each full 20' of fast movement sacrificed, down to a minimum of your racial base speed, you gain a +1 dodge bonus to 

Armour Class. The Armour Class bonus and Reduced speed last until the start of your next turn. Extra movement gained 

from magic items do not add to Armour class. 

 

Combat Instincts 

 

Benefit : If you are not flat-footed when an adjacent opponent's melle attack roll missed you by more than five, yo umay 

immediately make a single attack as a free action against that opponent. You may use this feat a number of times per 

round equal to your Dexterity Modifier. 

 

Combat Focus 

 

-Prerequisite = Dodge, Improved Initiative, Base attack bonus +5 or higher 

 

Benefit : on your action, before making attack rolls for a round, yo umay choose to focus your efforts against one 

opponent. Against this opponent, yo uget a +2 bonus to attack rolls and a +1 dodge bonus to Armour Class. The +1 

Armour class bonus from Dodge must be applied to the same opponent for a total bonus of +2. You have a -2 penalty to 

Armour Class 

 

Defensive Roll 

 

-Prerequisite = Dex 15+, Expertise 

 

Benefit : The character can roll with a potentially lethal blow to take less damage from it. Once per day, when a rogue 

would be reduced to zero hit points or less by damage in combat (from a weapon or other blow, not a spell or specal 

ability), the rogue can attempt to roll with the damage. He makes a Reflex saving throw (DC=damage dealt) and, if he's 

successful, he takes only half damage from the blow. He must be aware of the attack and able to react to it in order to 

execute the defensive roll. 

 

Defensive Stance 

 

-Prerequisite = Base attack bonus +4 or higher 

 

Benefit : Make a move-equivalent action to get into a defensive stance. You recieve a +2 Dodge bonus to Armour class 

until the beginning of your next round. 



Determined Soul 

 

-Prerequisite = Iron Will 

 

Benefit : Add your Wisdom modifier to the number of points of damage you can sustain before entering each category of 

the death and dying system. For Example, if you have an 18 Wisdom(+4), you become disabled at -4, unconscious (and 

dying) from -5 to -13, and dead at -14. 

 

Dextrous Dodge 

 

Benefit : For the purposes of determining Armour Class, treat your Dexterity score as 2 points higher than its actual 

value.  

Special : This feat grants virtual access to the Dodge Feat, allowing you to take other feats for which dodge is a 

prerequisite. 

 

Focus the Flame 

 

-Prerequisite = Still Mind Ability, Concentration 10 ranks, Wis 15+ 

 

Benefit : Once per day you may substitute your ranks in Concentration for the 1d20 roll in any saving throw. Bonuses 

gained from Skill Focus (Concentration) are counted as ranks for the purposes of this feat but modifiers from ability 

scores or special abilities are not. 

 

Ghost Touch 

 

-Prerequisite = Wis 13+, Ki Strike class ability 

 

Benefit : You can make unarmed attacks against incorporeal opponents as if you had the ghost touch power, negating an 

incorporeal creature's ability to ignore 50% of successful attacks from a corporeal source. Like Ki Strike, Ghost Touch is 

a supernatural ability. 

 

Improved Combat Focus 

 

-Prerequisite = Combat Focus 

 

Benefit : When using the Combat Focus feat, you may specify two opponents to focus against. Against the second, you 

have neither bonuses nor penalties. 

 

Improved Expertise 

 

-Prerequisite = Dex 13+, Int 14+, Expertise, Base attack bonus +10 or higher 

 

Benefit : When yo uuse the attack action or full attack action in mele, you can take a penalty of as much as -10 on your 

attack and add the same number (up to +10) to your Armour class. This number may not exceed your base attack bonus. 

The changes to attack rolls and Armour class last until your next action. The bonus to your Armour Class is a dodge 

bonus. 

 

Let Him Go By 

 

-Prerequisites = Base Attack Bonus +6 or Higher, Combat Reflexes 

 

Benefit : When performing the total defence action, you may make a reflex save (DC your opponent's attack roll) to 

immediately make a melee attack at your highest base attack bonus against any opponent who attacks you and misses. 

This is not an attack of opportunity and may be performed as many times per round as you succeed at the Reflex saves. 

Only one attack may be applied to a single enemy each time he misses you. 

 

Parry 

 

-Prerequisite = Dex 13+, Base attack bonus +3 or higher, Expertise 

 

Benefit : On your action, you may choose to hold one or more of your attacks until an opponent attacks. The opponent 

rolls his attack normally to determine if he hits. If he succeeds, you may then make an opposed attack roll agains a DC 

equal to your opponent'sfinal attack result. If you succeed, you have parried the blow and struck your opponents weapon 

(see Core Rulebook I). Using Parry does not provoke an attack of opportunity. If at the end of the round, you have any 

unused Parry actions, they are lost and may not be transferred to the next round. 



Riposte 

 

-Prerequisite = Base attack bonus +6 or higher, Parry 

 

Benefit : If you made a succcessful parry this round, you may make a free melee attack against the opponent you parried. 

The attack is at your highest base attack bonus and all normal modifiers apply. No matter how may parries you have 

made, you can make no more than one riposte per round, unless you are effected by magic items or spells that increase 

the number of actions you can make in a round, such as Haste or Boots of Speed. 

 

The Mountain Does Not Move 

 

-Prerequisite = Base attack bonus +6 or higher, Con 13 + 

 

Benefit : Whenever you recieve damage in combat (from a weapon or other physical attack, not from a spell or special 

ability), you may suffer a temporary point of Wisdom damage and make a Fortitude saving throw (DC equal to damage 

dealt). If this save is successful, all damage from the blow is negated. 

 

The Mountain Does Not Fall 

 

-Prerequisite = Base attack bonus +12 or higher, Con 13+, Great Fortitude, The Mountain Does Not Move 

 

Benefit : You can choose to suffer 1 point of temporary Wisdom damage in order to ignore the effects of all the 

following status effects for one round: dazed, dazzled, disabled, dying, fatigued, nauseated, paralysed, staggered, stunned 

and unconscious. This action may be performed out of turn immediately before the status begins to affect you. A dying 

character still has fewer than zero hit points but he can continue action normally and ceases losing hit points. Characters 

who reach -10 hit points die. If the effects of this feat cease before the duration of the status effect ends, the status effect 

resumes normally. You may choose to continue ignoring the effects of a negative status effect as long as you continue 

sacrificing Wisdom but you cannot lower your score beneath 3. 

 

Uncanny Evasion 

 

-Prerequisite = Dex 15+, Evasion, Improved Evasion 

Benefit : As Improved Evasion, except that you only suffer 1/4 of the damage from the attack instead of 1/2. 

Special: This feat can be found in the Plot and Poison: A Guidebook to the Drow book by Green Ronin Publishing. 

 

Void of War 

 

- Prerequisites = Base Attack Bonus +3 or Higher 

 

Benefit : Before rolling for Initiative, you may choose to impose a -4 penalty to your Initiative check to gain a +2 dodge 

bonus to Armour Class. Alternately, you may choose to give yourself a -4 penalty to your Armour Class to gain a +2 

circumstance bonus to your Initiative check. It is not possible to acquire a negative Armour Class or Initiativecheck 

using this feat. The bonus and a penalty last from the time you roll inititive until the end of the round. 

Special : You may select this feat multiple times but cannot learn it a total number of times greater than your level 

divided by three. Its effects stack, though you do not have to invoke the full benefit. 

 


