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Introduction

Martial arts are a complex, widely varied, and
demanding practice that has long been poorly portrayed
by simple nondescript attack and damage rolls. Over time,
there have been many attempts to capture the wonder and
exotic variety of combat art forms practiced by warriors
from different backgrounds, in order to better simulate and
describe the diverse array of action that go into dispatching
ones foes. One such method is style feats: groups of feats that
are meant to emulate various styles of fighting. This book is
devoted to expanding on the style feats that exist in order
to provide an even greater breadth of choices for characters
who wish to employ a unique combat style. In this book,
we introduce 10 new combat styles, including a number
of weapon-related styles, some unconventional unarmed
combat styles, and even a style that utilizes both magic spells
and unarmed strikes. All the 3-feat trees contained within
this book aim to capture and develop the style in a way that
seems both organic and logical, allowing characters to master
a new way of fighting with ease.

New Combat Style Feats

Black Hand Style

Those of the Black Hand style deliver powerful spells with
their unarmed strikes, blending the mystical ki with the more
traditional schools of magic.

Black Hand Style (Combat, Style)

You can infuse your strikes with spell power.

Prerequisites: Improved Unarmed Strike, ability to cast 1st-
level spells.

Benefit: While using this style, whenever you cast a spell
that requires a melee touch attack, if the touch attack is
successful, you may deal an amount of damage to the target
equal to your unarmed strike damage, in addition to the
spell’s normal effects.

Stunning Spell Strike (Combat)

You channel magical energies and spiritual energies into a
single strike.

Prerequisites: Black Hand Style, stunning fist ability, ability
to cast 2nd-level spells, base attack bonus +3.

Benefit: While using Black Hand Style, whenever you cast a
spell that requires a touch attack, you may choose to expend
a single use of your stunning fist ability and make an attack
with your unarmed strike instead of the touch attack. If

the attack is successful, it deals damage as normal and the
target must save against the stunning fist effect. If the target
becomes stunned as a result of this attack, he suffers a -2
penalty on any saving throws against the spell cast as a part of
the attack.
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Ki Spell Strike (Combat)

You can use your own spiritual power in order to supercharge
your spells.

Prerequisites: Black Hand Style, ability to cast 3rd-level
spells, ki pool.

Benefit: While using Black Hand Style, as a swift action, you
can spend 1 or more points from your ki pool to do any of the
following things.

e Spend 1 point from your ki pool to apply the effects of
any metamagic feat you know that adjusts the spell
level by 1 or less to the next spell you cast this turn,
without increasing the casting time or effective level of
that spell.

e Spend a number of points from your ki pool equal to
the level adjustment of a metamagic feat you know in
order to apply the effects of that metamagic feat to the
next spell you cast this turn, without increasing the
casting time or effective level of that spell.

e Spend 1 point from your ki pool to increase the caster
level of the next spell you cast by 2.

e Spend 1 point from your ki pool to increase the saving
throw DC of the next spell you cast by 1.

Blade Dancer Style

This style allows you to use your weapon and fist together,
slashing and bashing your way through combat.

Blade Dancer Style (Combat, Style)

You employ an acrobatic style, using your sword to intercept
attacks and keep your foes off balance.

Prerequisites: Improved Unarmed Strike, Weapon Focus
with chosen weapon.

Benefit: Choose one kind of one-handed slashing melee
weapon (such as a longsword). While using this style and
wielding the chosen weapon, you gain a +1 bonus to attack
and a +1 dodge bonus to AC. You lose this bonus if you are
wielding a shield or your ofthand is otherwise occupied.
Additionally, whenever a melee attack misses you, you may
use your attack of opportunity to make an unarmed attack
against the attacker.

Sword Dance (Combat)

You strike with both sword and fist in a flowing dance.
Prerequisites: Blade Dancer Style, base attack bonus +6.
Benefit: While using Blade Dancer Style and wielding

the chosen weapon, the first time each round you hit any
creature with this weapon, you may make an additional
unarmed attack against the target at your highest base attack
bonus as a free action. If the attack hits, it deals an additional
+1d6 points of bludgeoning damage. You are not able to us
this ability if you are wielding a shield or your ofthand is
otherwise occupied.
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Lord of the Blade Dance (Combat)

Your body and blade move as a single entity, capable of
striking in perfect tandem.

Prerequisites: Blade Dancer Style, Sword Dance.

Benefit: While using Blade Dancer Style and wielding the
chosen weapon, as a standard action, you may make a single
melee attack with that weapon and a single unarmed strike.
You are not able to us this ability if you are wielding a shield
or your offhand is otherwise occupied.

Hammerhead Style

This combat style maximizes your ability to fight underwater.

Hammerhead Style (Combat, Style)

You have trained in underwater combat.

Prerequisites: Swim 1 rank, base attack bonus +1.

Benefit: While using this style, you never suffer a penalty to
attack or weapon damage rolls while underwater, regardless
of the type of weapon you wield. Additionally, while
underwater, you can make attacks with ranged weapons at

a range of up to 30 feet without suffering any penalty on the
attack roll. You lose these benefits on any round in which you
fail to make a successful Swim check.

Shark Fighting (Combat)

You are trained to hold your breath and fight underwater of
extended periods of time with ease.

Prerequisites: Swim 3 ranks, Hammerhead Style.

Benefit: While using Hammerhead Style, you can hold

your breath for twice as long as you ordinarily could, and

can perform strenuous activities underwater without
affecting the amount of time required to hold your breath.
Additionally, you gain a +4 bonus on Fortitude saves made to
avoid drowning.

Torpedo Charge (Combat)

You can speed through the water and crash into your foes like
a mighty hammerhead shark.

Prerequisites: Swim 5 ranks, Hammerhead Style, Shark
Fighting.

Benefit: While underwater and using Hammerhead Style,

if you made a successful Swim check this round, you can

use the charge action in order to move up to twice your land
speed as part of the charge. If the charge attack hits, it deals
double damage.
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King Cobra Style

This style incorporates the whip with hand-to-hand combat,
to devastating effect.

King Cobra Style (Combat, Style)

You are a master of using a whip in conjunction with your
unarmed strikes, quickly debilitating and neutralizing your
foes.

Prerequisites: Improved Unarmed Strike, Weapon Focus
(whip).

Benefit: While using this style, you treat your class level

as your base attack bonus when making an attack roll with

a whip, and treat whips you wield as though they had the
monk weapon quality, allowing you to use a whip as part of a
flurry of blows or brawler’s flurry attack. If you do, you do not
provoke attacks of opportunity for using a whip. Finally, when
you attach with a whip, you can damage creatures that have
an armor bonus of greater than +1 or a natural armor bonus
of greater than +3.

Diamondback Bite (Combat)

You are able to deliver especially deadly and powerful attacks
with your whip, inflicting painful blows with greater force.
Prerequisite: King Cobra Style.

Benefit: While using King Cobra Style, your first attack with
a whip each turn deals an additional amount of damage equal
to your unarmed strike damage. Additionally, you can choose
to deal lethal or nonlethal damage with your whip. Finally,
any creature that is subjected to a critical hit from your whip
gains the sickened condition and suffers an additional -2
penalty to AC against your unarmed strikes and whip attacks
until the beginning of your next turn.

Rattlesnake Strike (Combat)

You strike with your whip, catching your foe by the foot and
flinging them in the air, possibly setting them up for a terrible
jump kick.

Prerequisites: King Cobra Style, base attack bonus +6.
Benefit: Whenever you successfully make a trip attack with
your whip while using King Cobra Style, you may choose to
move the target up to 15 feet in any direction before they land
prone. If the target lands adjacent to you, you may make an
unarmed strike attack against the target, with a +2 bonus on
the attack and damage rolls.

Lightning Stroke Style

This combat style allows mounted combatants to deftly
maneuver across the battlefield and maximize the
opportunities to strike at their foes.

Lightning Stroke Style (Combat, Style)

This combat style pairs man and horse in fast, aggressive
rushes.

Prerequisites: Handle Animal 1 rank, Ride 1 rank, Mounted
Combat.

Benefit: You must be mounted in order to use Lightning



Stroke Style. While in lightning stroke stance, you can use
Mounted Combat to negate an additional attack each round,
and your mount can make all of its natural attacks when you
make a character attack while mounted. Additionally, both
you and your mount gain a +2 bonus on damage rolls made
while charging.

Lightning Leap (Combat)

You leap through the air on your mount, crossing great
distances and arriving with a meteoric crash.

Prerequisites: Lightning Stroke Style, Trample.

Benefit: While using Lightning Stroke Style, whenever
your mount moves at least half its movement speed, as a
standard action, you can spur your mount to make a mighty
leaping charge. If you do, your mount instantly leaps up to its
movement speed in a straight line, clearing the ground by 5
feet. At the end of this movement, both you and your mount
may make an attack against an adjacent creature. If one or
both of these attacks is successful, the target suffers damage
as normal and is knocked prone.

Chain Lightning (Combat)

You make a series of short, rapid charge attacks against
multiple foes.

Prerequisites: Lightning Leap, Lightning Stroke Style,
Spring Attack.

Benefit: While using Lightning Stroke Style, whenever

you successfully deal damage with a charge attack while in
lightning stroke stance, if your mount has at least 10 feet of
additional movement remaining, you may make a second
charge attack against a character within range as a free action.

Mirror Style

This combat style trains you to mimic your foes’ maneuvers,
studying their movements to learn their tricks and abilities.

Mirror Style (Combat, Style)

You forsake useless practice of repetitive motions and instead
learn how to seamlessly mimic the abilities of those around
you.

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

Benefit: When you assume this style, you must select a
single character within 30 feet you can see. If you do, you gain
all proficiencies possessed by the target. You also gain a +2
dodge bonus to AC versus that character and a +1 bonus on
attack rolls made against that target. However, you suffer a -1
penalty to AC against other targets.

Mirror Stance (Combat)

You can mimic the combat artistry of another character.
Prerequisite: Mirror Style.

Benefit: When you use Mirror Style, you may designate an
additional target, and also gain the benefits of the mirror
style against that character. Additionally, if any of your targets
uses another style feat, you may benefit from that style feat,
as well as any feats they possess that use that style feat as a
prerequisite.
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Mirror of Martial Perfection (Combat)

You can see your foes’ movements and learn to use their
abilities for a short time.

Prerequisites: Mirror Stance, Mirror Style, base attack
bonus +8.

Benefit: You may select an additional target when you

use Mirror Style (to a total of 3 targets at any one time).
Additionally, if your target has any of the following feats,
you may gain the benefits of one of those feats. The feats
you can gain in this way are: Cleave, Dodge, Gorgon’s Fist,
Great Cleave, Greater Disarm, Greater Grapple, Greater
Trip, Improved Disarm, Improved Grapple, Improved Trip,
Improved Unarmed Strike, Improved Vial Strike, Lightning
Stance, Mobility, Spring Attack, Step Up, Vital Strike, Wind
Stance, Whirlwind Attack.

Reaper Style

Those who employ this style specialize in using the simple
sickle to mow down their foes.

Reaper Style (Combat, Style)

You have practiced extensively with farmer’s tools, making
the sickle a deadly weapon in your hands.

Prerequisites: Weapon Focus (sickle), base attack bonus +1.
Benefit: While using Reaper Style, the critical threat range of
any sickle you wield is increased by 1; apply this effect before
making any other adjustments to the critical threat range,
such as for a keen weapon or the Improved Critical feat.
Additionally, whenever you successfully confirm a critical

hit with a sickle, it inflicts an additional 1d4 points of bleed
damage.

Mighty Reaper (Combat)

You cleave through your foes with overwhelming might,
mowing them down like so much wheat.

Prerequisites: Reaper Style, base attack bonus +8.

Benefit: While using Reaper Style, the critical modifier

of any sickle you wield is increased to x4. Additionally,
whenever you confirm a critical hit with a sickle while using
reaper style, you may immediately make an additional attack
against each character within your reach that is adjacent to
the target, as though you had the Great Cleave feat.

Grim Reaper (Combat)

You are like the very specter of death, and can end the lives of
those you strike with lethal force.

Prerequisites: Reaper Style, base attack bonus +17.

Benefit: Whenever you confirm a critical hit with your

sickle while using Reaper Style, the target must succeed on
Fortitude save (DC 20) or suffer twice the amount of damage
he normally would from the critical hit (a total damage
multiplier of x8).
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Ringing Bell Style

This style uses the mystical power of song to aid your allies
and impede your foes on the battlefield.

Ringing Bell Style (Combat, Style)

You combine song and martial prowess in order to confuse
your foes, awaken your spirit, and tap into the underlying
power of artistry.

Prerequisites: Perform (sing) 1 rank, Improved Unarmed
Strike, base attack bonus +1 or 1st-level monk.

Benefit: While using Ringing Bell Style, you sing during
combat, distracting your enemies from your martial skills.
Enemies that can clearly hear you must succeed on a Will
save (DC = 10 + 1/2 your level + your Charisma modifier) or
suffer a -1 penalty to their AC against your attacks and on
saving throws made to resist your spells and abilities. If you
are currently conducting a bardic performance when you
use this feat, the saving throw DC to resist the effects of this
feat are increased by +2. A character that succeeds on her
saving throw is immune to this effect for 24 hours. This is a
language-dependent sonic mind-affecting effect.

Ringing Bell Strike (Combat)

You learn to shout loud, high-pitched notes as you deliver
particularly powerful strikes, deafening your foes.
Prerequisites: Perform (sing) 3 ranks, Ringing Bell Style.
Benefit: When using Ringing Bell Style, whenever you
successfully confirm a critical hit or successfully use the
stunning fist ability, the target is automatically deafened for
1d6 rounds, except that the target can still clearly hear your
song.

Unity of Art (Combat)

You understand both the trappings of martial arts and the
deep magic of music, and can weave them together for
incredibly powerful effects.

Prerequisites: Perform (sing) 5 ranks, Ringing Bell Strike,
Ringing Bell Style, bardic performance class feature.
Benefit: While using Ringing Bell Style, the effects of your
inspire courage bardic performance are doubled when
applied to unarmed strikes.

Swordfish Style

Those trained in this style have mastered the use of a
longspear in all kinds of combat.

Swordfish Style (Combat, Style)

You are skilled in the use of a longspear in close combat.
Prerequisites: Weapon Focus (longspear), base attack
bonus +1 or 1st-level monk.

Benefit: While using this style, you can make attacks

with a longspear against adjacent targets with no penalty.
Additionally, when you set your spear against a charge attack,
you gain a +4 bonus on the attack.
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Leaping Pike (Combat)

You are trained to spring your spear up at a moment’s notice,
striking with great alacrity.

Prerequisites: Swordfish Style, base attack bonus +5.
Benefit: As long as you are armed with a longspear and using
Swordfish Style, you are considered to be bracing against a
charge attack and can make attacks of opportunity with your
longspear even if you are flat-footed. Additionally, because
there is no visual cue to your readiness to strike, whenever
you make attack of opportunity with your longspear, the
target is denied his dexterity bonus to AC against the attack; a
character with the uncanny dodge ability ignores this effect.

Diving Pike (Combat)

Like a mighty pike fish rushing towards its prey, you slice
through obstacles to impale your foe.

Prerequisites: Leaping Pike, Swordfish Style.

Benefit: When using Swordfish Style and armed with

a longspear, you can make attacks against foes up to 15

feet away. If you do, you suffer a -2 penalty on attack

rolls. Additionally, when you make a charge attack with a
longspear, you deal an additional 2d8 points of damage. This
damage is not multiplied on a critical hit.

Tornado Style

This combat style maximizes the offensive potential of those
who use the Whirlwind Attack feat.

Tornado Style (Combat, Style)

You are practiced in the twirling pirouetting attack forms of
the tornado style.

Prerequisites: Whirlwind Attack, base attack bonus +6 or
6th-level monk.

Benefit: When you use this style, you can move up to half
your movement speed before using the Whirlwind Attack
feat.

Squall Slash (Combat)

Your practice in spinning attacks allows you to deliver more
powerful blows.

Prerequisite: Tornado Style.

Benefit: Whenever you use the Whirlwind Attack feat while
using Tornado Style, you gain a +2 bonus to damage rolls.
Additionally, when you confirm a critical hit against a target
of your whirlwind attack, you deal an additional 2d6 points of
damage.

Hurricane Slash (Combat)

You mimic the destructive winds of the hurricane, becoming
progressively more and more dangerous as you wreck your
foes.

Prerequisites: Squall Slash, base attack bonus +8.

Benefit: Whenever you use the Whirlwind Attack feat while
using Tornado Style, you gain a +2 bonus on attack rolls. For
each creature you successfully hit with attacks made during
your whirlwind attack, you gain an additional +1 bonus to
attack rolls against all other targets of your whirlwind attack.

- T



BT opiman | o e
L

Permission to copy, modify and distribute the files collectively known as the System Reference
Document (“SRD”) is granted solely through the use of the Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and you should read
and understand the terms of that license before using this material.

The text of the Open Gaming License itself is not Open Game Content. Instructions on using the
License are provided within the License itself.
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Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, Twin Paradises of
Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian Glades of Arborea,
Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile
Darkness, beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai,
mind flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of the License.
More information on the Open Game License can be found at www.wizards.com/d20.

The terms of the Open Gaming License Version 1.0a are as follows:

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.
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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.
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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
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