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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.

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. 
•	 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. 

•	 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. 

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

•	 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 offhand 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 offhand 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.

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 
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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. 

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.

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.
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Weekly Wonders

Combat Style feats allow players to specialize in very specific 
combat tactics, rewarding players whose characters use specific 
weapons, or fight in particular ways. In addition to being 
particularly flavorful feats, combat styles encourage making 
characters that function differently, leading to new and unique 
experiences at the table. While the number of style feats have 
continued to grow since their inception, their focused nature 

ensures that there is always room for more.ensures that there is always room for more.

This book presents ten new combat styles, comprising a total of This book presents ten new combat styles, comprising a total of 
thirty new combat feats. Combine mystical and martial arts 
with the black hand style, which allows those with access to 
both magic and ki to meld those talents to a single purpose. The 
lightning stroke style renders mounted combatants a terrifying 
force on the battlefield, delivering deadly charges and shrugging 
off attacks against their mount with ease. The reaper style 
teaches its followers to use a sickle to mow down their foes like teaches its followers to use a sickle to mow down their foes like 
so much wheat, while the tornado style allows the full potential 

of the whirlwind attack to be realized.
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