
Earth Bender 
Earth is the element of substance, of endurance. It is strong and persistent. Earth Benders practice the art of 
listening and waiting for the right moment to strike. When that moment arrives, they act. Decisively. With 
unyielding force.  

Earth Benders harbor a profound connection to the land, which nurtures and roots them. Many Earth Benders go 
barefoot so as to maximize contact with the land. 

Role: Focusing their will through their martial arts, Earth Benders shape and manipulate the bones of the land 
to fight for them. They access a tight array of Earth-based supernatural and spell-like abilities allowing them to 
move quickly about a battle field and to strike where most advantageous. Their martial training and focus make 
them proficient fighters even when out of their element. 

Alignment: Any Lawful 

Hit Die: d8 

Class Skills 

The Earth Bender’s class skills are Acrobatics (Dex), Climb (Str), Craft (Int), Escape Artist (Dex), Intimidate (Cha), 
Knowledge (Arcana) (Int), Knowledge (Engineering) (Int), Knowledge (geology)* (Int), Knowledge (religion) (Int), 
Perception (Wis), Profession (Wis), Ride (Dex), Sense Motive (Wis), and Stealth (Dex). [*Knowledge (geology) 
covers Earth-type creatures, mineralogy, the plane of Earth, spelunking, terrain] 

Skill ranks per level: 4 + Intelligence Modifier 

Table: The Earth Bender 

Level Base Attack 
Bonus 

Fort 
Save 

Ref 
Save 

Will 
Save Special Flurry of Blows Attack 

Bonus 
Unarmed 
Damage1 

AC 
Bonus 

1st +0 +2 +2 +2 Earth Affinity, Earth Forming, Flurry of Blows, 
Unarmed Strike –1/–1 1d6 +0 

2nd +1 +3 +3 +3 Evasion, Stones Throw +0/+0 1d6 +0 
3rd +2 +3 +3 +3 Earth Shield, Earth Wave, Still Mind +1/+1 1d6 +0 
4th +3 +4 +4 +4 Earth Fall 20 ft., Ki pool (magic), Tremor Sense +2/+2 1d8 +1 
5th +3 +4 +4 +4 Earth Launch +3/+3 1d8 +1 
6th +4 +5 +5 +5 Earthen Armor, Earth Fall 30 ft. +4/+4/–1 1d8 +1 
7th +5 +5 +5 +5 Earth Column, Ki (cold iron and silver) +5/+5/+0 1d8 +1 
8th +6/+1 +6 +6 +6 Earth Fall 40 ft. +6/+6/+1/+1 1d10 +2 
9th +6/+1 +6 +6 +6 Improved Evasion +7/+7/+2/+2 1d10 +2 
10th +7/+2 +7 +7 +7 Earth Fall 50 ft., Ki (lawful) +8/+8/+3/+3 1d10 +2 
11th +8/+3 +7 +7 +7 Tremors +9/+9/+4/+4/–1 1d10 +2 
12th +9/+4 +8 +8 +8 Earth Fall 60 ft., Earth Step +10/+10/+5/+5/+0 2d6 +3 
13th +9/+4 +8 +8 +8 Diamond soul +11/+11/+6/+6/+1 2d6 +3 
14th +10/+5 +9 +9 +9 Earth Fall 70 ft. +12/+12/+7/+7/+2 2d6 +3 
15th +11/+6/+1 +9 +9 +9 Rock Slide +13/+13/+8/+8/+3/+3 2d6 +3 
16th +12/+7/+2 +10 +10 +10 Earth Fall 80 ft., Fissures, Ki (adamantine)  +14/+14/+9/+9/+4/+4/–1 2d8 +4 
17th +12/+7/+2 +10 +10 +10 Timeless body, Tongue of Father Earth +15/+15/+10/+10/+5/+5/+0 2d8 +4 
18th +13/+8/+3 +11 +11 +11 Earth Fall 90 ft. +16/+16/+11/+11/+6/+6/+1 2d8 +4 
19th +14/+9/+4 +11 +11 +11 Earthen Body +17/+17/+12/+12/+7/+7/+2 2d8 +4 
20th +15/+10/+5 +12 +12 +12 Earth Fall any distance, Metal Affinity +18/+18/+13/+13/+8/+8/+3 2d10 +5 



Class Features 

Weapon and Armor Proficiencies 

Earth Benders are proficient with the club, crossbow (light or heavy), dagger, great hammer*†, handaxe, javelin, 
kama‡, light hammer*‡, nunchaku‡, quarterstaff, sai‡, shuriken‡, siangham‡, sling, and warhammer*. [*They prefer 
stone hammers when available. †A great hammer is a two handed, large-headed hammer: 1d12, 20/ ×3, bludgeon, 
15 gp, 15 lb. ‡May by used with Flurry of Blows.] 

Earth Benders are not proficient with any armor or shields. 

When wearing armor, using a shield, or carrying a medium or heavy load, an Earth Bender loses his AC bonus, as 
well as his Earth Wave and Flurry of Blows abilities. 

Bonus Language: 

An Earth Bender gains Terran as a bonus language. 

Monk Equivalence: 

For the purposes of determining prerequisites for feats, Earth Bender levels count as Monk levels. 

AC Bonus (Ex):  

When unarmored and unencumbered, the Earth Bender adds his Wisdom bonus (if any) to his AC and CMD. In 
addition, an Earth Bender gains a +1 bonus to AC and CMD at 4th level. This bonus increases by 1 for every four 
Earth Bender levels thereafter, up to a maximum of +5 at 20th level. 

These bonuses to AC apply even against touch attacks or when the monk is flat-footed. He loses these bonuses 
when he is immobilized or helpless, when he wears any armor, when he wields a shield, or when he carries a 
medium or heavy load. 

Earth Affinity (Su): 

The Earth Bender must be in contact with an eartheni surface (rooted), and free to perform his martial arts forms 
for his powers to work. Worked and shaped stone is sufficient for rooting if it has contact with the land below (e.g. 
a stone castle resting on solid ground). Any chunk of earthen matter at least 1/8 cubic mile in volume is sufficient 
to root an Earth Bender. Wood of at least six inches thickness, metal of at least one inch thickness, and water or air 
of any thickness is sufficient to separate the Earth Bender from the land. For example, a wooden house with an air 
gap between the floorboards and the land would not allow an Earth Bender to root.  

At 6th level the Earth Bender gains resistance 5 to acid. This resistance increases to 10 at 12th level. At 18th level an 
Earth Bender can survive entombment in earthen material or the deleterious effects of the Plane of Earth. At 20th 
level, an Earth Bender becomes immune to acid. 

When rooted, the Earth Bender may ignore modifiers to Acrobatics checks for obstructed or sloping terrain on 
earthen surfaces, and the modifier for performing Acrobatics checks during an earthquake is reduced to +5.  



Earth Forming (Su): 

An Earth Bender has the ability to shape and manipulate earth by focusing his will through his martial arts. For a 
new Earth Bender this power is limited to destruction as the bender can pulverize rock and hard earth with blows 
from his body. As the Earth Bender progresses in power he can begin to shape dirt and stone into crude shapes 
and even create voids within the earth.  

Beginning at 1st level the Earth Bender can pulverize ½ cu. ft. of earthen material per Earth Bender level per round 
as a full round action.  

At 4th level the Earth Bender gains the ability to shape earth within close or touch range. The Earth Bender can 
form one or more simple shapes of up to 2 cu. ft. per level in total volume as a full round action. Forms that remain 
rooted can be moved at a speed of 5’/5 levels as a standard action. At 8th level the Earth Bender can begin to shape 
and manipulate solid stone in this manner. Creating better than rudimentary forms requires a successful Craft 
(sculpture) check, though no tools are required. 

Beginning at 13th level the Earth Bender can use Earth Forming to create voids and tunnels through earth and 
stone. An Earth Bender can push aside 5 cu. ft. of loose soil per level, 1 cu. ft. of hard-packed earth or natural stone 
per level, or ¼ cu. ft. of worked stone per level as a full round action. He can also collapse existing voids at the 
same rate. 

Flurry of Blows (Ex): 

Starting at 1st level, an Earth Bender can make a flurry of blows as a full-attack action. When doing so he may make 
one additional attack using any combination of unarmed strikes or attacks with a special Earth Bender weapon 
(kama, nunchaku, light hammer, sai, shuriken, or siangham) as if using the Two-Weapon Fighting feat (even if the 
Earth Bender does not meet the prerequisites for the feat). For the purpose of these attacks, the Earth Bender’s 
base attack bonus from his Earth Bender class levels is equal to his Earth Bender level. For all other purposes, such 
as qualifying for a feat or prestige class, the Earth Bender uses his normal base attack bonus. At 8th level, the Earth 
Bender can make two additional attacks when he uses flurry of blows, as if using Improved Two-Weapon Fighting 
(even if the Earth Bender does not meet the prerequisites for the feat). At 15th level, the Earth Bender can make 
three additional attacks using flurry of blows, as if using Greater Two-Weapon Fighting (even if the Earth Bender 
does not meet the prerequisites for the feat). 

An Earth Bender applies his full Strength bonus to his damage rolls for all successful attacks made with flurry of 
blows, whether the attacks are made with an off-hand or with a weapon wielded in both hands. An Earth Bender 
may substitute disarm, sunder, and trip combat maneuvers for unarmed attacks as part of a flurry of blows. An 
Earth Bender can not use any weapon other than an unarmed strike or a special Earth Bender weapon as part of a 
flurry of blows. An Earth Bender with natural weapons can not use such weapons as part of a flurry of blows, nor 
can he make natural attacks in addition to his flurry of blows attacks. 

Unarmed Strike (Ex): 

At 1st level, an Earth Bender gains Improved Unarmed Strike as a bonus feat. An Earth Bender’s attacks may be 
with fists, elbows, knees, and feet. This means that an Earth Bender may make unarmed strikes with his hands full. 
There is no such thing as an off-hand attack for an Earth Bender striking unarmed. An Earth Bender may thus apply 
his full Strength bonus on damage rolls for all his unarmed strikes. 



Usually an Earth Bender’s unarmed strikes deal lethal damage, but he can choose to deal nonlethal damage 
instead with no penalty on his attack roll. He has the same choice to deal lethal or nonlethal damage while 
grappling. 

An Earth Bender’s unarmed strike is treated both as a manufactured 
weapon and a natural weapon for the purpose of spells and effects 
that enhance or improve either manufactured weapons or natural 
weapons. 

An Earth Bender also deals more damage with his unarmed strikes 
than a normal person would, as shown on Table: The Earth Bender. 
The unarmed damage on Table: The Earth Bender is for Medium monks. A Small monk deals less damage than the 
amount given there with his unarmed attacks, while a Large monk deals more damage; see Table: Small or Large 
Earth Bender Unarmed Damage. 

Evasion (Ex): 

At 2nd level or higher, an Earth Bender can avoid even magical and unusual attacks with great agility. If an Earth 
Bender makes a successful Reflex saving throw against an attack that normally deals half damage on a successful 
save, he instead takes no damage. Evasion can be used only if an Earth Bender is wearing light armor or no armor. 
A helpless Earth Bender does not gain the benefit of evasion. 

Stones Throw (Sp): 

Starting at 2nd level, by stomping appropriately on the ground, an Earth Bender can launch a mass of compacted 
earth up to about waist height. Using a punch, kick, or other blow, the Earth Bender then launches the mass at a 
target as a ranged touch attack, with a range increment of 30 ft. Stones Throw deals 1d6 bludgeoning damage per 
two Earth Bender levels (max 7d6). At 8th level, Stones Throw can rip solid chunks from stone surfaces. Stones 
Throw has an effective spell level of 1st. 

Earth Shield (Sp): 

Beginning at 3rd level an Earth Bender can call the land to his defense. As an immediate action that does not 
provoke an attack of opportunity, the Earth Bender can make a Reflex Save to raise a foot-thick, five foot wide wall 
of compressed earth, in the space he occupies, to intercept a ranged attack he is aware of. The Earth Bender must 
declare his intent to block an attack before the attack roll is made. The DC for the save is the attacker’s attack roll 
result. If the Earth Bender fails the save, the wall rises, but is too late to block the shot (though subsequent attacks 
may be blocked). The wall persists until the beginning of the attacker’s next turn. The wall is positioned such that it 
provides total cover with respect to the designated attacker, though the attacker may be able to reduce the cover 
bonus if it has an ability that allows it to move between attacks in the same round. The shield wall may also 
provide varying degrees of cover with respect to other attackers depending on their location. Beginning at level 6 
the shield wall can be created on stone surfaces. 

Beginning at 6th level the Earth Bender can spend 1 ki points to use Earth Shield as a standard action on an earth 
surface to raise a low, straight berm about 4 feet high, 5 feet thick, and 5 feet per 2 levels long (max 50’) within 
close range. Medium or smaller creatures occupying the space may choose a side to be pushed to, or make a DC 15 
Acrobatics check to remain standing on the berm. Large or bigger creatures may suffer from squeezing modifiers. 
Beginning at 9th level, the berm can be raised even on stone surfaces. 

Table: Small or Large Earth Bender 
Unarmed Damage 

Level 
Damage (Small 
Earth Bender) 

Damage(Large 
Earth Bender) 

1st–3rd  1d4 1d8 
4th–7th  1d6 2d6 
8th–11th  1d8 2d8 
12th–15th  1d10 3d6 
16th–19th  2d6 3d8 
20th  2d8 4d8 



Beginning at 9th level an Earth Bender can spend 2 ki points use Earth Shield as a full round action to call up a 
domed, earthen cage which encloses a 5’ radius and may trap creatures within. A threatened creature of small or 
smaller size may make a Reflex Save (DC 10 + Earth Bender level +Wis Mod) to make a 5’ step safely to an adjacent 
square outside of the area of effect. Failure means incarceration. A medium creature gets a +5 bonus to the save. 
Large or bigger creatures can not be trapped by an Earth Cage and are simply pushed 5’ away in a direction of their 
choosing and the subsequent dome will provide difficult terrain. Beginning at 12th level, the cage can be created 
even on stone surfaces. 

At 14th level, the radius of the dome increases to 10’. Now, a threatened creature of medium or smaller size makes 
a Reflex save with no bonus. A large creature gets a +5 bonus to the save, though if successful will be squeezed in 
next to the cage, suffering the usual penalties. Creatures bigger than large can not be trapped by an Earth Cage, 
and are simply pushed 5’ away in a direction of their choosing and the subsequent dome will provide difficult 
terrain.  

At 19th level, the radius of the dome increases to 15’. Now, a threatened creature of large or smaller size makes a 
Reflex save with no bonus. A huge creature gets a +5 bonus to the save, though if successful will be squeezed in 
next to the cage, suffering the usual penalties. Creatures bigger than huge can not be trapped by an Earth Cage, 
and are simply pushed 5’ away in a direction of their choosing and the subsequent dome will provide difficult 
terrain. 

The cage walls comprise many slabs of 2-inch-thick compressed earth and can be attacked. At 9th level, a 5 ft. 
section of wall has hardness 4 and 16 HP. The cage slabs do not fit perfectly together, leaving large air gaps. 
Amorphous or tiny-sized creatures can pass through and those outside the cage can attack the prisoner(s), though 
it gains improved cover. At 12th level, the Earth Bender gains the ability to use Earth Shield on solid stone surfaces. 
This increases the hardness of the cage to 8 and the HP to 30. At 15th level, the walls’ thickness increases to 3 
inches, increasing the hit points to 24 for earth walls, and 45 for stone. At 18th level, the walls’ thickness increases 
to 4 inches, increasing the hit points to 32 and 60, respectively. 

Earth Shield may not be used to create a shield slab in the same round it is used to create a berm or cage. Earth 
Shield has an effective spell level of 2nd. 

Earth Wave (Sp): 

At 3rd level an Earth Bender refines his control of earthen material to create, as a free action, a small wave of earth 
upon which he can surf about at will. Surfing increases the Earth Bender’s movement by 10’ per 2 Earth Bender 
levels. The Earth Bender must maintain concentration to use Earth Wave in this way. If his concentration is broken, 
the effect fails and the Earth Bender must make a successful Acrobatics check (DC 10 + movement speed/5) or fall 
prone. If he makes the check successfully, he continues in the direction of travel for five feet as he stops himself. If 
he fails and falls prone, he continues on for 15 feet and takes 1d4 bludgeon damage per 10’ over his base 
movement that he is travelling. The Earth Bender can use Earth Wave to run (x3) or run (x4) as well as hustle, and 
can use the wave for overland travel at any of these speeds. Overland travel is tiring and costs 1 ki per hour of 
travel. In addition, Concentration DCs increase by +2 for each hour of travel. At 6th level the Earth Bender can use 
Earth Wave on stone surfaces. Earth Wave has an effective spell level of 2nd. 

Still Mind (Ex): 

An Earth Bender of 3rd level or higher gains a +2 bonus on saving throws against enchantment spells and effects. 



Earth Fall (Ex): 

At 4th level or higher, when an Earth Bender is falling within arm’s reach of an earthen wall, cliffside, mountainside 
or similar edifice, he can use it to slow his descent. When first gaining this ability, he takes damage as if the fall 
were 20’ shorter than it actually is. The effective fall reduction increases by 10’ every second level after 4th, until at 
20th level he can fall beside an earthen wall for any distance without harm. 

Ki Pool (Su): 

At 4th level, an Earth Bender gains a pool of ki points, supernatural energy he can use to accomplish amazing feats. 
The number of points in an Earth Bender’s ki pool is equal to ½ his Earth Bender level + his Wisdom modifier.  

As long as he has at least 1 point in his ki pool, he can make a ki strike. At 4th level, ki strike allows his unarmed 
attacks to be treated as magic weapons for the purpose of overcoming damage reduction. Ki strike improves with 
the character’s Earth Bender level. At 7th level his unarmed attacks are also treated as cold iron and silver for the 
purpose of overcoming damage reduction. At 10th level, his unarmed attacks are also treated as lawful weapons 
for the purpose of overcoming damage reduction. At 16th level, his unarmed attacks are also treated as 
adamantine weapons for the purpose of overcoming damage reduction and bypassing hardness. 

By spending 1 point from his ki pool, an Earth Bender can make one additional attack at his highest attack bonus 
when making a Flurry of Blows attack. In addition, he can spend 1 point to increase his base speed by 20 feet for 1 
round. Finally, an Earth Bender can spend 1 point from his ki pool to give himself a +4 dodge bonus to AC for 1 
round. Each of these powers is activated as a swift action. An Earth Bender gains additional powers that consume 
points from his ki pool as he gains levels. 

This ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be 
consecutive. 

Tremor Sense (Ex): 

At 4th level the Earth Bender develops tremorsense out to 60’.  

Earth Launch (Sp): 

At 5th level, as a swift action, the Earth Bender can summon a small column of earth beneath his feet to launch 
himself into the air and improve his jumps. He gains a bonus to Acrobatics (jump) checks equal to his Earth Bender 
level plus 5. By spending 1 ki he doubles the bonus for 1 round. At 10th level the Earth Bender can use this effect on 
solid stone surfaces. The small column rapidly retreats into the land after the jump is made. Earth Launch has an 
effective spell level of 3rd. 

Earthen Armor (Sp): 

Beginning at 6th level, as a standard action the Earth Bender can spend 1 ki point to pull available loose earthen 
components to himself to serve as armor. At 6th level, the Earth Bender can form gauntlets and bracers of 
compacted earth which provide a +2 bonus to unarmed strike damage and a +2 bonus to AC. At 12th level the Earth 
Bender can form a second skin of small stones, pulled from earth or solid stone, over his whole body. This full 
armor provides a +4 bonus to unarmed strike damage and a +4 bonus to AC. Pulling enough stones from earth 
takes a full round action. At 18th level an Earth Bender can form Earthen Armor from crystal refined from stone or 
pulled from available crystal formations, providing a +6 bonus to unarmed strike damage and a +8 bonus to AC. 



Refining crystal from stone takes a full round action. Earthen Armor fits so closely it does not count as armor when 
determining the Earth Bender’s AC bonus or use of Flurry of Blows and Earth Wave. The armor lasts for 1 
round/level. Earthen Armor has an effective spell level of 3rd. 

Earth Column (Sp): 

At 7th level the Earth Bender can spend 1 ki point to attack enemies in close range with a rapid upheaval of earth or 
shattered stone in the enemy’s space. The column shoots upward dealing 2d8 damage plus 1d8 per two Earth 
Bender levels (Reflex save for half DC = 10 + ½ Earth Bender level + Wisdom Mod) with a maximum of 10d8. On an 
earth surface the damage is bludgeoning; on a stone surface it is piercing. At 11th level the Earth Bender can spend 
1 extra ki point to expand the number of columns and the area of effect of the attack to encompass a 10’ radius. At 
15th level he can spend 2 extra ki points to attack a 20’ radius. Earth Column has an effective spell level of 4th. 

Improved Evasion (Ex): 

At 9th level, an Earth Bender’s evasion ability improves. he still takes no damage on a successful Reflex saving 
throw against attacks, but henceforth he takes only half damage on a failed save. A helpless Earth Bender does not 
gain the benefit of improved evasion. 

Tremors (Sp): 

At 11th level the Earth Bender gains the ability to create a large localized earthquake to incapacitate his enemies. 
By spending 2 ki, stomping the ground and focusing his will, the Earth Bender creates a 30’ cone of tremors that 
lasts for 2 rounds plus 1 round per 3 levels beyond 11th. Each round those caught within or entering into the area 
of effect must make a Reflex save (DC 10 + ½ Earth Bender level + Wis Mod) or fall prone. Standing from prone or 
moving within the area requires a successful Acrobatics check (DC 15 + ½ Earth Bender level + Wis Mod). Do not 
add the standard modifiers for movement within a natural earthquake. Failure means the victim is unable to stand 
or move from the spot, respectively. Success means the victim can stand or move at ¼ speed (min 5’), respectively. 
Beating the Acrobatics DC by 5 or more allows movement at ½ speed. Beating it by 10 or more allows ¾ speed. And 
beating it by 15 or more allows full-speed motion. A creature can always crawl through the area at 5’ movement. 
At 15th level the reach of the cone extends to 60 feet. At 20th level the reach of the cone extends to 120’. Tremors 
has an effective spell level of 5th. 

Earth Step (Su): 

At 12th level the Earth Bender gains the ability to instantly transport to any open earthen space within medium 
range in a manner similar to using the spell dimension door, but utilizing travel through the land. Using this ability 
is a move action that consumes 2 ki. The ability affects only the Earth Bender; he can not take anyone with him. 

Diamond Soul (Ex): 

At 13th level, an Earth Bender gains spell resistance equal to his current Earth Bender level + 10. In order to affect 
the Earth Bender with a spell, a spellcaster must get a result on a caster level check (1d20 + caster level) that 
equals or exceeds the Earth Bender’s spell resistance. 

Rock Slide (Sp): 

At 15th level the Earth Bender gains the ability to spend 3 ki to create an avalanche or tsunami of earth or stone, 
ripping the ground, flooring, or even a cliffside or tunnel wall to shreds and sending it to pummel his enemies. The 
Rock Slide devastates all victims within a 30’ by 30’ swath, dealing 1d8 per 2 Earth Bender levels of bludgeoning 



damage. The upheaval leaves a 30’ by 5’ by 5’ trench at the starting line of the effect. Any creatures within the 
space of the starting line are thrown prone into the next adjacent space in the area of effect and take an extra 1d6 
bludgeoning damage. A successful Reflex save reduces all damage by half (DC 10 + ½ Earth Bender level + Wis 
Mod). When used on a cliffside, mountainside, tunnel or other such elevated terrain, there is a chance to trigger 
further unchecked destruction, at the GM’s discretion. Rock Slide has an effective spell level of 7th. 

Fissures (Sp): 

At 16th level the Earth Bender can expend 3 ki to leap into a space and create fissures that radiate from his langing 
square, possibly dropping enemies into the pit. To use this power the Earth Bender makes an Acrobatics (jump) 
check to determine how far he can jump laterally (Earth Launch is allowed), up to his base move. Any extra 
movement indicated over his base goes toward vertical leap. The magnitude of the effect is determined by the 
amount of vertical leap. The resulting fissures are each as long as the height of the vertical leap, rounded down to 
the nearest 5 feet (so a 12’ high leap would produce a 10’ long fissure). Fissures are as deep as they are long, and 5 
feet wide, extending from, but not encompassing the Earth Bender’s space. At 16th level the Earth Bender can 
create two antiparallel fissures, centered on his square. At 18th level he can create four fissures in a plus shape 
centered on his square. At 20th level he can create eight fissures in a star shape centered on his square. Enemies 
within the areas of effect may make a Reflex save (DC 10 + ½ Earth Bender level + Wis Mod) to attempt to catch an 
edge of the chasm and avoid a fall. The sides of the fissure are jagged and non-uniform with a Climb DC of 25. 
Earth Launch has an effective spell level of 8th. 

Timeless Body (Ex): 

Upon attaining 17th level, an Earth Bender no longer takes penalties to his ability scores for aging and cannot be 
magically aged. Any such penalties that he has already taken, however, remain in place. Age bonuses still accrue, 
and the monk still dies of old age when his time is up. 

Tongue of Father Earth (Ex): 

An Earth Bender of 17th level or higher can speak with any living creature that dwells primarily on or within the 
land. 

Earthen Body (Su): 

At 19th level, an Earth Bender gains the ability to assume an earthen body as though using the spell stone body 
(Spell Compendium, p207) and can glide through earthen material like an Earth Elemental (Monster Manual, p98 ). 
Using this ability is a move action that consumes 3 points from his ki pool and lasts for 10 minutes. 

Metal Affinity (Su): 

The advanced Earth Bender develops an affinity with metal. At 20th level all of the Earth Bender’s earth- and stone-
affecting abilities may be used on metal. 

Ex Earth Benders 

An Earth Bender who becomes non-lawful can not gain new levels as an Earth Bender, but retains all Earth Bender 
abilities. Earth Benders may not multiclass as Air, Fire, or Water Benders. 

 



                                                             
i A quick definition of terms, when referring to Earth Benders and their powers: 

earth — (noun) a) a packed mixture of dirt, soil, clay, and/or small rocks and stones. b) (capitalized) of the 
four fundamental elements of nature, the one associated with the land and its components. 

earthen — (adjective) composed of a substance or substances associated with the earth element, such as 
dirt, rocks, stone, minerals, crystals, et cetera. 

stone — (adjective) composed of large polycrystalline concretions of mineral matter with an absence or 
near absence of dirt, sand, or other friable earthen substances. 

land — (noun) the earthen portions of the world’s surface. 
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