


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
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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.
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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

this product.

information on the compatibility license. Some rights reserved.

identifying marks including trade dress; artifacts; creatures characters; stories, storylines,

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See http:/paizo.com/
pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does not endorse

Open Gaming License Copyright © 2007 Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo Publishing,
LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing,
LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/ pathfinderRPG/compatibility for more

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.
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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.
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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 1.0 © 2000, Wizards of the Coast, Inc.

System Reference Document. © 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. © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC;
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and
Russ Taylor.

Pathfinder Player Companion: Ranged Tactics Toolbox © 2014, Paizo Inc.; Authors:
David N. Ross, David Schwartz, and Kaitlyn Sprague.
The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.

Pathfinder Player Companion: Melee Tactics Toolbox © 2015, Paizo Inc.; Authors:
Paris Crenshaw, Ron Lundeen, and David Schwartz.
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Marid from the Tome of Horrors IIl. © 2005, Necromancer Games, Inc.; Author: Scott
Greene.

Tome of Horrors. © 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.

Player Paraphernalia #46 Flowing Water Style (Martial Arts Style Feats) ©2015, The
Knotty-Works; Author: John Buckley

d20pfsrd.com. Copyright 2010, John Reyst.
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Welcome to the forty sixth
issue of Player Paraphernalia, a
hodge podge of character ideas and
alternate rules that may be used with

the Pathfinder Roleplaying Game (Paizo, Inc©).
This issue introduces the Flowing Water martial
arts style. Focusing on using specific set of one
handed or double weapons generally considered
exotic (many of Eastern persuasion) the style
grants the character a specific set of abilities while
wielding his chosen weapon.

Flowing Water Style

For many, the art of war is seen as a force of
nature and true mastery relies on the wielder's
ability to learn how his weapons become

a natural extension of himself. The flowing
water style of martial arts allows the student
to learn specific martial skills from his chosen
weapon(s) found on the Flowing Water Style
Weapons Group. Many of these weapons are
light, one handed, or double weapon and
practitioners of the Flowing Water style learn
to wield two weapons just as effectively as a
single weapon.

Flowing Water Style Weapons Group: Bo Staff,
Butterfly Sword, Chan Zi Dao, Daito, Deer
Horn Knife, Douoble-Chained Kama, Double
Chicken Sabre, Fighting Fan, Fire and Wind
Wheel, Gunbai, Half Moon Blade, Handaxe,
Jutte, Kama, Khopesh Sword, Kunai, Kusari-
gama, Kyoketsu-shogi, Lajatang, Monk’s
Spade, Nunchaku, Punching Dagger, Qian
Kun Ri Yue Dao, Quarterstaff, Sai, Sang Kauw,
Shang Gou, Shoto, Siangham, Sickle, Star
Knife, Sun and Moon Ring, Tambo, Tonfa, Yin
Yang Blade, and Yuen Yang Blade

Flowing Water Style

You are a master of your weapon and it flows
from the wellspring of your very soul.

By the Knotty-Works

Prerequisites: Weapon Focus (flowing water

s’ryle weapon group), Acrobatics 3 ranks /' \“um;,, \
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Benefit: When you enter the
stance of the Flowing Water
Style while armed with a weapon
or weapons from the flowing water

weapons group with which you have the
weapon focus feat, you are treated as having
the two-weapon fighting feat, with the penalty
for the primary attack reduced by 2 and the
off-handed attack penalty is reduced by 6. In
addition, if you are attacking defensively or
taking the total defense action, you gain a +2
dodge bonus added to the bonus granted by
the action taken.

Plunging Breaker

You sweep your opponent’s legs right out from
under him.

Prerequisites: Flowing Water Style, Acrobatics
5 ranks

Benefit: You do not provoke an attack of
opportunity while using your chosen weapons
to perform a frip combat maneuver. You
may use either your primary or off-hand
attack to disarm an opponent, applying the
two-weapon attack penalty to your CMB if
using this feat as part of a full round attack
action, but you may only attempt to frip
one opponent once per turn. You do gain
a +2 bonus to your CMD when an opponent
attempts to trip you while you are wielding
your chosen weapons.

Rushing Waters

You have learned to lock your opponent’s
weapon with your own weapons and with

a sudden twist remove his weapon from his
grasp.

Prerequisites: Flowing Water Style, Acrobatics
8 ranks

Benefit: You do not provoke an attack of

- opportunity while using your chosen

weapons to perform a disarm combat

maneuver. You may use either your
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primary or off-hand attack to disarm an
opponent, applying the two-weapon attack
penalty to your CMB and you may only
attempt to disarm one opponent once per
turn. You do gain a +2 bonus to your CMD
when an opponent atftempts to disarm you
while you are wielding your chosen weapons.

Spilling Breaker

You can distract your opponents with the
rhythmic movements of your weapons,
providing an opening to strike true.

Prerequisites: Flowing Water Style, Bluff 5 ranks

Benefit: While making a full attack with

your chosen weapons for the Flowing Water
style, you may spend a swift action to feint
your opponent. If successful, the opponent

is denied his Dexterity modifier for both his
primary and off-handed attack, though both
of your attacks suffer an additional -1 penalty.

Sundering Torrent

Your ravaging blows can rip apart the
toughest armor and smash the strongest of
Weapons.

Prerequisites: Flowing Water Style, Rushing
Waters, Str 10

Benefit: You may attempt to sunder an
opponent's weapon or armor with your
chosen weapon without provoking an attack
of opportunity. You may use either your
primary or off-hand attack to sunder your
opponent’s weapon or armor, applying the
two-weapon attack penalty to your CMB and
you may only attempt to sunder one item
once per furn. You do gain a +2 bonus to your
CMD when an opponent attempfts o sunder
your weapon or armor.

New and Reworked Weapons

Weapons associates with martial arts are
generally regarded as exotic and deadly
compared to the more traditional fantasy
weapons found from European descent.

Bokken

These wooden practice swords come in
various sized based off of the sword from
which they are modeled. The daito is the
typical long sword modeled after the katana,
@ fhe shoto is modeled after the wakazashi,
1 ﬂ I | and the tantobo is a dagger sized
BB practice weapon. All bokken cause

—__ on the interior of the ring.
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bludgeoning damage and both the daito and
shoto may be used to block attacks, granting
the wielder a +1 shield bonus to his AC when
fighting defensively.

Although generally not regarded as deadly as
their metallic blade counterparts, bokken can
prove just as lethal in the hands of a master
swordsman.

Monk Double Weapons

There are several exotic looking hafted double
weapons that include elements related to the
monk’s spade. The lajatang includes crescent
shaped blades on either end. The Qian Kun

Ri Yue Dao include curved blades on the

ends with two crescent shaped extensions
mounted along the side of the weapon's haft.
The Chan Zi Dao is similar to the Qian Kun Ri
Yue Dao but straight single edged blades are
mounted on each end. The sang kauw consists
of a crescent blade in the center of the shaft
and each end terminates with a spear.

P _ AN
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Other Martial Arts Weapons

Fire and Wind Wheel is similar to the star knife
in appearance, though it is a little larger with
more projecting blades interspersed along
its out ring and a secondary crescent blade
It can be used
both for piercing and slashing attacks
and it can be used fo capture an
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B8 “5iple Light Weapons
Weapon Cost

Dmg (s) Dmg (m) Critical

Range Weight Type Special

Tambo 12gp 1d3 1d4

X2

11b B monk, see text

Martial Light Weapons

Weapon Cost

Dmg (s) Dmg (m) Critical

Weight Type Special

Fire & Wind Wheel
Half Moon Blade
Shoto

Sun & Moon Ring
Tantobo

Yin Yang Blades

1d3
1d3
1d4
1d3
1d3
1d4

1d4
1d4
1dé
1d4
1d4
1d6

12 gp
89gp
12 gp
10 gp
69p
15 gp

19-20 / x2
x3
19-20 / x2
x3
19-20 / x2
x3

2 lbs PorS
11b S
3 lbs B
11b S
11b B
4 lbs PorS

disarm, monk
monk

blocking
disarm, monk

monk

Martial One Handed Weapons

Weapon Cost Dmg (s) Dmg (m)

Critical Weight Type Special

Daito 18gp 1dé 1d8

19-20 / x2 7 lbs B

blocking

Martial Two Handed Weapons

Weapon Cost Dmg(s) Dmg(m)

Critical Weight Type Special

Chan Zi Doo
Lajatang

1dé/1d6
1d4/1d4

1d8/1d8
1dé6/1dé

28 gp
18 gp

QianKunRiYue Dao 30gp 1dé/1dé 1d8/1d8

Sang Kauw 20gp 1d4/1d4 1dé/1d6

block, double,
monk

double, monk

block, double,
monk, trip

disarm, double,
monk

X2
X2

15 ls.
10 lbs.

PorS
PorS

x3 15lbs PorS

7 lbs

Exotic Light Weapons

Weapon Cost Dmg (s) Dmg (m)

Critical Range Weight Type Special

Gunbai
Tanto
Yuen Yang Blade

1d3
1d3
1d3

1d4
1d4
1d4

20 gp
25 gp
8 gp

X2
18-20 / x2
19-20 / x2

11b BorS
11b P orS
11b PorS

block
deadly
block, monk

opponent’s weapon on the interior of the ring
and then twisted to effectively disarm the
opponent.

Gunbai is a metal or wooden fan that may
be used to black attacks or make slashing
or bludgeoning attacks. Unlike the fighting
fan, the gunbai is not collapsible. Gunbai
are often used by upper echelon soldiers
and commanders to issue orders over great
distances by a specific set of signals and
motions made with the gunbai.

Half Moon Blade is a light slashing weapon
that has a single crescent shaped blade with

i O cross-guard tied to the to end points of the
lade. Often used with two weapon
ttacks.
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Sun and Moon Ring is nearly identical to

the fire and wind wheel without the flaming
projections. It is used for making slashing
aftacks and may be used to disarm an
opponent’s weapon in the same manner as
the fire and wind wheel.

Tambo is a stout rod of wood or metal
between 12 to 18 inches used for jabbing

or striking an opponent. The tambo is also
used for performing joint locks and if used

as part of a grapple, the wielder gains a +1
circumstance bonus for the grapple combat
maneuver check.

anto is the dagger sized version of the
3 WOkOZOShI and katana with a single
shorpened edge and chiseled point.
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‘ Jl’r isn't designed to be thrown but its refined
blade is known for making deep gashes.

Yin Yang Blades come in pairs and have a
tear shaped blade that can be used to makes
slashing or piecing attacks.

Yuen Yang Blade is an exotic steel weapon
with several sharpened edges and multiple
points including a large spear point at one
end. It appears similar to the shang gou in
appearance but with a lateral handle similar
to the tonfa. Although sold individually,

they are often used in pairs as part of a two
weapon attack combination.

Half Foon Knife

Fire and Wind Wheel

in Yane Blades




OTHER KNOTTY WORKS
PATHFINDER COMPATIBLE PRODUCTS

If you enjoyed this product, please check out these other
Pathfinder supplements produced by the Knotty Works.

Each of the Spell Works Compendiums offer
over fifty new and unique spells. Advancing
with Class supplements offer new abilities for
existing classes or introduce a new class with
unique mechanics for the Pathfinder game.
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