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Introduction

Martial arts styles are as varied as those who
practice them. They are also a form of magic,
channeling ki through the monk’s body rather
than divine energy or arcane power. In these
brief pages, we present to you three new martial
arts styles: Blurred Strike, Stone Mountain, and
Strand of Fate.

Blurred Strike is for those who want to be
quicker than any other warrior on the field.
Pairing this style with a few levels of rogue
would make for an interesting combination.
Stone Mountain is a style of dwarven innovation.
Between their Constitution and Wisdom
bonuses, their racial bonus to defend against
certain combat maneuvers, and their weapons
proficiencies, dwarves make excellent monks,
and this style complements that build perfectly.
Strand of Fate practitioners do not simply attack
an opponent; they target their life’s threads in the
tapestry of time.

Each of these styles is a wonderful addition to
monk characters everywhere. We hope you enjoy
them as much as we enjoyed making them.

Dale McCoy, Jr

President of Jon Brazer Enterprises.

Blurred Strike Style (Combat, Style)

You dodge attacks at incredible speed.

Prerequisites: 1st-level monk or base attack
bonus +1.

Benefit: You add your Wisdom modifier to
your initiative instead of your Dexterity modifier.
When using this style, you add your Wisdom
modifier to your Reflex saving throws instead of
your Dexterity modifier.

; Blurred Strike Assault (Combat)

Your strikes are so fast, they are difficult to
defend against.

Prerequisites: Blurred Strike Style, 6th-level
monk or base attack bonus +6, flurry of blows.

Benefit: When one of your flurry of blows
attacks deals damage to a creature, all additional
flurry of blows attacks against that creature this
round are made against the target’s flat-footed
armor class.

Blurred Charge (Combat)

Your enemies never see your strikes coming.

Prerequisites: Blurred Strike Assault,
Blurred Strike Style, 11th-level monk or base
attack bonus +11.

Benefit: If you moved more than 10 feet this
round, all of your unarmed strikes are made
against the target’s flat-footed armor class.

Stone Mountain Style (Combat,
Style)

Your hammer stuns like a rock falling from a
mountain.

Prerequisites: Stunning Fist, Weapon Focus
(any hammer), 1st-level monk or base attack
bonus +2.

Benefit: You gain a +1 bonus to all damage
rolls made with hammers. Additionally, hammers
you select with Weapon Focus can be used as
monk weapons. While using this style, you can
deliver your Stunning Fist attacks through any
hammer you have selected for the Weapon
Focus feat. However, you can only move up to a
maximum of 5 feet each round and your feet must
be in contact with the ground to gain the benefits
of this feat (you can still wear footgear). This style




instantly ends if you move more than 5 feet in a
single round for any reason.

Stone Mountain Skin (Combat)

Like a stone mountain, you excel at absorbing
damage.

Prerequisites: Stone Mountain Style,
Stunning Fist, Weapon Focus (any hammer), 5th-
level monk or base attack bonus +10.

Benefit: You gain one additional use of
your Stunning Fist per day. When using Stone
Mountain Style, you gain DR/bludgeoning equal
to half your total character level.

Stone Mountain Fortress (Combat)

Damaging you is like damaging a fortress made
of stone.

Prerequisites: Stone Mountain Skin, Stone
Mountain Style, Stunning Fist, Weapon Focus
(any hammer), 10th-level monk or base attack
bonus +15.

Benefit: You gain a +1 bonus to your CMD.
When using Stone Mountain Style, your damage
reduction changes to DR/adamantine.

Strand of Fate Style (Combat, Style)

You feel a connection to the strands of fate and
know how to pull them in your favor.

Prerequisites: Unarmed Strike, 10th-level
monk.

Benefit: You gain a +1 bonus to all your saving
throws. While using this style, any living creature
you hit with your unarmed strike takes a —2
penalty to all saving throws until the start of your
next turn.

¥ Strand of Fate Tug (Combat)

Once you have felt a creature’s strand of fate,
you can attack that strand from farther away.

Prerequisites: Strand of Fate Style, 14th-level
monk.

Benefit:You gain a number of hit points
equal to your Wisdom modifier. While using the
Strands of Fate Style, you can attack any living
creature you have attacked while using the style
in the last minute within 30 feet as if you were
within melee range. If you hit with your unarmed
strike while using this feat, you also inflict the
—2 penalty to all saving throws as normal for the

style.

Strand of Fate Shatter (Combat)

You can break someone’s strand of fate, killing
them instantly.

Prerequisites: Strand of Fate Style, Strand of
Fate Tug, 18th-level monk, ki pool.

Benefit: You are immune to death effects.
While using Strands of Fate Style, if you
successfully attacked a living creature in the
previous round, you can spend 3 points from
your ki pool as a standard action to shatter the
creature’s strand of fate. The creature must
succeed on a Fortitude save (DC 10 + 1/2 your
monk level + your Wisdom modifier) or die
instantly as its body is reduced to dust. This effect
prevents the use of raise dead and resurrection
to restore the creature to life (although true
resurrection works as normal).
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work

may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)’Open Game Content” means the
game mechanic and includes the methods, procedures, processes

and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs that are used

by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’'s name to the COPYRIGHT NOTICE of any

original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail

to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck,
Jason Bulmahn, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A.
Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K
Reynolds, and Russ Taylor.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All
rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick
Lawinger, and Bill Webb; Based on original content from TSR.

Marid from the Tome of Horrors Ill, © 2005, Necromancer Games,
Inc.; Author Scott Greene.

Book of Feats: 3 Monk Styles. © 2019, Jon Brazer Enterprises.

END OF LICENSE
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The Martial Magic of Monks

Monks are the undoubted masters of of the mystical martial arts. Through hard work, determination
and lots of practice, they can produce effects on par with mages. Within these pages are are three new
styles perfect for monks looking to produce magic-like effects you will want for your monk character.

Inside the 7 pages of the Book of Feats: 3 Monk Styles, you will find:

° Blurred Strike Style, attacking so fast that few can dodge your attacks

° Stone Mountain Style. hardening their body to all but the most durable of weapons

° Strand of Fate Style, letting you interact with someone’s life’s threads in the tapestry of time

Hone Your Technique for the Adventures that Await!
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