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BASILISK BLINK [COMBAT]
Your ki powers include a supernaturally-paralytic gaze attack.
PREREQUISITES: ki pool, Basilisk Style, Heal 5 ranks
BENEFIT: While using the Basilisk Style stance and as long as you have at least 1 point in
your ki pool, you gain a supernatural (Su) gaze attack with a range of 30 ft. Affected
creatures are entitled to a Fortitude saving throw to negate the effects of your gaze,
and your gaze attack affects only living creatures with 1 or more points of Dexterity
damage. Creatures that fail their saving throws take 1 additional point of Dexterity
damage. The save DC for this special attack is equal to 10 + one-half your Hit Dice +
your modifier in the ability score that powers your ki pool.

As with any other gaze attack, creatures may avoid your gaze by closing or averting
their eyes.

BASILISK STARE [COMBAT]

Your ki gaze can overwhelm the nervous systems of living creatures, causing death.
PREREQUISITES: ki pool, Basilisk Blink, Heal 9 ranks

BENEFIT: Your gaze attack causes living creatures made or previously rendered helpless
due to Dexterity damage to die on a failed Fortitude saving throw.

BASILISK STYLE [COMBAT, STYLE]

Your anatomical knowledge is a deadly advantage in combat.

PREREQUISITES: ki pool, Improved Unarmed Strike, Stunning Fist, Heal 1 rank

BENEFIT: As long as you have at least 1 point in your ki pool, creatures stunned by your
Stunning Fist feat take 1d3 points of Dexterity damage in addition to being stunned.

IMPROVED UNCANNY STYLE [COMBAT]

You can spring into a fighting stance with near-supernatural speed.

PREREQUISITES: Wis 15, ki pool, improved uncanny dodge, any style feat, Improved
Initiative, Uncanny Style

BENEFIT: As long as you have at least 1 point in your ki pool, you may gain the benefits
of your Uncanny Style feat without spending ki.

PHOENIX FEATHERS [COMBAT]
A confounding cloak of shimmering heat protects you.
PREREQUISITES: Wis 13, Elemental Fist, Lightning Stance, Phoenix Style, Wind Stance,
Acrobatics 8 ranks
BENEFIT: You gain one additional Elemental Fist attempt per day.

While using the Phoenix Style stance, the concealment granted by your Wind Stance
feat applies against both melee and ranged attacks.

Additionally, as long as you have at least 1 daily Elemental Fist attempt remaining,
you gain fire resistance 5.

PHOENIX FIRE [COMBAT]
A passionate inner flame keeps you warm and shields you from harm.

PREREQUISITES: Wis 15, Elemental Fist, Phoenix Feathers, Acrobatics 10 ranks

BENEFIT: You gain one additional Elemental Fist attempt per day.

While using the Phoenix Style stance and as long as you have at least one daily
Elemental Fist attempt remaining, you gain fire resistance 10 and you may expend one
daily use of your Elemental Fist feat to gain fast healing 1 for a number of rounds equal
to your Wisdom modifier (minimum 1).

PHOENIX STYLE [COMBAT, STYLE]
You have adopted a mobile fighting style centered on the use of fiery rising punches.
PREREQUISITES: Wis 11, Elemental Fist, Improved Unarmed Strike, Wind Stance,
Acrobatics 6 ranks
BENEFIT: While using this style, you gain the ability to deliver a sudden and scorching
strike after successfully using the Acrobatics skill to pass through the space occupied
by an opponent. To do so, you must successfully move through your opponent’s space
and expend one daily use of your Elemental Fist feat as a standard action immediately
afterward. If you do, your opponent is denied its Dexterity bonus to Armor Class against
your Elemental Fist attack, and your attack deals additional fire damage equal to the
number of Elemental Fist attempts you have remaining for the day.

Additionally, whenever you successfully move through an opponent’s space, the
concealment granted by your Wind Stance feat is increased to 30%. Finally, as long as
you have at least 1 daily Elemental Fist attempt remaining, you gain fire resistance 1.

SHIFTING STYLE DEFENSE [COMBAT]

Your unpredictable fighting style leaves your opponents guessing.

PREREQUISITES: any two style feats, Dodge

BENEFIT: Whenever you spend a swift action to change combat style stances, you gain a
+1 dodge bonus to your Armor Class for 1 round.

TOUGHENED BY TRAINING [COMBAT]

Long hours at the dojo have toughened you up.

PREREQUISITES: any style feat, Toughness

BENEFIT: You gain two additional hit points for every style feat that you possess.

UNCANNY STYLE [COMBAT]

You are prepared and able to enter your fighting stance at the barest sign of trouble.
PREREQUISITES: Wis 13, ki pool, uncanny dodge, any style feat

BENEFIT: When you participate in a combat, you may spend 1 point from your ki pool to
enter a stance employed by one of your style feats as a part of the initiative check.
NORMAL: Entering a stance is a swift action.
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