Soul of Yin

Study of the inner being, the Soul of Yin learns to control his body to bring about great things. 
Hit Die: d8

Requirements

Class Abilities: Have a Ki Pool of at least 1

Alignment: Any lawful

Class Skills

Acrobatics (Dex), Climb (Str), Craft (Int), Escape Artist (Dex), Intimidate (Cha), Knowledge (history) (Int), Knowledge (religion) (Int), Perception (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), Stealth (Dex), and Swim (Str).
Skill Points at Each Level: 4 + Int modifier.

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special Abilities

	1st
	+1
	+1
	+1
	+1
	Unity of Body, High Jump, Crippling Finger

	2nd
	+2
	+1
	+1
	+1
	Unbroken Fist, Damn the River

	3rd
	+3
	+2
	+2
	+2
	Day to Night, Surge of Speed


Class Features

Weapon and Armor Proficiency: A soul of yin gains no weapon or armor proficiencies.
Unity of Body: As long as you have 1 ki point, you are immune to all diseases and if you have 7 or more ki points, you are immune to poison.
High Jump: A soul of yin adds his level to all Acrobatics checks made to jump, both for vertical jumps and horizontal jumps. In addition, he always counts as having a running start when making jump checks using Acrobatics. By spending 1 point from his ki pool as a swift action, a soul of yin gains a +20 bonus on Acrobatics checks made to jump for 1 round.
Crippling Finger: You may decide to do minimum damage with your unarmed attack. If you do, you increase your threat range by one and your multiplier by one. This stacks with other increases and is added after those.
Unbroken Fist: By spending a ki point, all your attacks against a target are considered one attack for purposes of damage reduction and threshold. Roll to hit and damage normally but only reduce damage reductions once.
Damn the River: By spending a ki point, you gain fast healing 1 for as many rounds as you have ki points left. Feats can be spent to increase this amount by one, but no greater than your Wis mod.
Day to Night: You reduce damage taken from weapons and energy by your Wis mod as long as you have over half your ki points remaining, otherwise reduce the damage by one instead.
Surge of Speed: When rolling initiative, add an insight bonus equal to your ki points. You may spend a ki point to 'Refocus' as a swift action.
Author's Note: Keep in mind, the Soul of Yin does NOT count towards monk level, meaning you are giving up something to follow down this path.

Body of Yang

Study of the inner soul, the Body of Yang learns to control his spirit to bring about great things. 
Hit Die: d8

Requirements

Class Abilities: Have a Ki Pool of at least 1

Alignment: Any lawful

Class Skills

Acrobatics (Dex), Climb (Str), Craft (Int), Escape Artist (Dex), Intimidate (Cha), Knowledge (history) (Int), Knowledge (religion) (Int), Perception (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), Stealth (Dex), and Swim (Str).
Skill Points at Each Level: 4 + Int modifier.

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special Abilities

	1st
	+0
	+1
	+1
	+1
	Candle Punch, Levitate, Cleanse

	2nd
	+1
	+1
	+1
	+1
	The Path Least Taken, Inner Dragon, Waterfall

	3rd
	+2
	+2
	+2
	+2
	Night to Day, Calm in the Storm


Class Features

Weapon and Armor Proficiency: A body of yang gains no weapon or armor proficiencies.
Candle Punch: Your reach is increased by 1 foot per ki point. You may spend a ki point to add 5' to your reach for one round.
Levitate: You float up to 4 inches off the ground, ignoring 2 spaces of difficult terrain each round. You may spend a ki point to 'Levitate' as the spell for 1 minute per ki point.
Cleanse: You may spend a ki point to remove all disease and poison from you and become immune to further affects for 1 minute. By spending 2 ki points, you may do this by touch.
The Path Least Taken: You may take D6 damage and gain a ki point.
Inner Dragon: Spending a ki point allows all your unarmed attacks to gain an energy type, chosen when attacking, for 1 round per ki point. By spending 2 ki points, it lasts for 1 minute per ki point and reduce all energy damage taken by Wis mod.
Waterfall: You gain a bonus to your CMD equal to your ki points.
Night to Day: Choose a poison, with a DC no higher than your Wisdom. Your unarmed attacks are considered poisonous as you strike at certain areas of the body, but only as long as you have over half your ki pool, other wise you must spend a ki point for your attacks to be poisonous for one round.
Calm in the Storm: As long as you do not move farther than your base attack, you do not provoke attacks when moving. You may take 10 on any trained skills as long as you have any ki points.
Surge of Speed: When rolling initiative, add an insight bonus equal to your ki points. You may spend a ki point to 'Refocus' as a swift action.
Author's Note: Keep in mind, the Body of Yang does NOT count towards monk level, meaning you are giving up something to follow down this path.
One with Everything

Your study of the Yin and Yang of yourself has given you unparalleled power.
Hit Die: d8

Requirements

Class Abilities: Day into Night and Night into Day class features.

Alignment: Any lawful

Class Skills

Acrobatics (Dex), Climb (Str), Craft (Int), Escape Artist (Dex), Intimidate (Cha), Knowledge (history) (Int), Knowledge (religion) (Int), Perception (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), Stealth (Dex), and Swim (Str).
Skill Points at Each Level: 4 + Int modifier.

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special Abilities

	1st
	+0
	+1
	+1
	+1
	Golden Glow, Reweave the Strands, At One

	2nd
	+1
	+1
	+1
	+1
	Share the Wealth, Ki Blast, Stance of Many

	3rd
	+2
	+2
	+2
	+2
	Minds Movement, Power Overwhelming, Endless Knot


Class Features

Weapon and Armor Proficiency: A body of yang gains no weapon or armor proficiencies.
Golden Glow: By spending a ki point, your unarmed attacks gain a bonus to damage equal to you ki points. You are also non-lawful for spells and affects that affect lawful targets.
Reweave the Strands: By spending a ki point, you may teleport 5' per ki point as a swift action. If you spend 2 ki points, you may do so as an immediate action but only if you did not do so last round.
At One: You can communicate verbally or telepathically with any thinking creature.
Share the Wealth: If a target misses you by 5 or more, you may make an attack of opportunity and if you hit, you cause the creature that missed you to strike at another target in range instead, using your attack roll instead. 
Ki Blast: By spending a ki point, you create a ball of untyped energy and attack with it as a attack action and as a ranged touch attack. The ball deals d6 damage per ki point and has a range of 15' per ki point. By spending 2 ki points, you can deal the damage as a line or a cone, with a cone half the size of the line. 
Stance of Many: By spending a ki point, you may create a copy of yourself, next to yourself. The copy and you share all hp, ki points, item charges and items. If one dies, the other becomes you and you cannot use this ability for 24 hours. The copy lasts for 1 round per ki point or until there are no more ki points, at which time, you may decide to switch places with the copy.
Minds Movement: You have an 'Unseen Servant' but with an effective Strength equal to your Wisdom. This servant can skim and fly, if desired and has a speed of 30.
Power Overwhelming: When you roll a natural 1 or a natural 20 on a d2, you gain a ki point.
Endless Knot: When you die, you Reincarnate within 10 minutes. This does not cause level loss and does not happen upon Suicide.
Author's Note: Keep in mind, One with Everything does NOT count towards monk level, meaning you are giving up something to follow down this path.

