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This document exists to present Combat Styles to players
and GMs. Despite their name, they actually exist to augment
almost every aspect of a character: offensive and defensive
combat abilities, skills, abilities, and even basic stats. They
are designed to be used in nanagic Pathfinder settings,
with the specific flavor of the styles in this document tailored

to the world of CerenthHttp://www.cerenth.com).

For many adherents tBaizds Pathfindergaming system,
magic is an integral aspect of the experiencd?uissant
wizards hurl spheres of fire or cross entire dimensions with a
word while noble clerics bring the mighf their gods to bear,
harrowing the unfaithful with righteous fire or returning souls
from the clutches of death. Mad necromancers empty
abandonedcrypts to people their undead armies while sylvan
druids adopt the shape of their woodland charges. Modés
battle with ki powers, barbarians can tap into primal energies
when they rage, and even classes wholly divorced from
mystical abilities still rely on magic equipment to hold their
own at higher levels.

But what if you wanted to play a game completely
without magic? It might be a world that simply has no magic
or where magic is so rare that PCs will never heal@able
access to it. Maybe you are interested in exploring past ages
of our own Earth, with PCs facing dangers in medieval
Europe,feudal Japg, the Old West, ancient Rome, or any of
the other limitless possibilities.

At first blush, it seems like it should be relatively easy to
accomplish. Yooompletelyremove puremagic classes such
as clerics, druidsmagi, oracles, sorcerers, summoners,
witches, andwizards. You take classes with major magical
elements like the alchemist, bard, and inquisitor atetide if
you want to make the&hanges necessary to keep them or just
scrap them outright. Then you look at the classes with minor

magical elerants like monks, paladins, and rangers; with

these you can either decide how to replace the magic or
employ existing aroftypes like the martial artist or trapper.
And that still leaves you with barbarians, cavaliers, fighters,
rogues, and, if your settin uses firearms, gunslingers, all
ready to be used without any real modification necessary.
Except that isn't exactly true.
You see, there are mechanics under the hood that make
the removal of magic a complex proposition. You've probably
already guessedome of them, like the loss of healing magic
leading to high body counts. Perhaps you're okay with that,
though; the higher risk can encourage more thoughtful,
realistic gameplay as characters know that death is THE END.
But have you stoppetb think atout base attack bonies?
Let's say we have two fighteiiga a nonmagic setting
We'll call themJosh and Zurthan the Destroyer
1 Josh is a welbalanced I-level fighter with a Strength
and Dexterity of 14 each, a new longswogd sturdy
heavy wooden skid, anda shiny suit of chainmail.
For one of his % level feats, he took Weapon Focus in
that longsword. That means he has a +4 to hit and an
AC 0f20.

1 Zurthan the Destroyer is a likewise wiedllanced 28-
level fighter who started in the same plaes Josh.
He's put two ability score points from leveling up into
Strength and two into Dexterity, raising each to 16. His
gear has upgraded to a diamomstudded masterwork
longsword, a masterwork heavy steel shield, and a
beautiful suit of masterwork mitril full plate. Over
the course of his career, he's picked up Dodge and
Greater Weapon Focus for his longsword. His AC has
increased to a respectable 25, increasing by 5 points.
His attack bonus, on the other hand, has soared to +30,
increasing by aomparatively massiv26 points.

There at the end, you have Zurthan the Destroy's attack
bonus being five points higher than his AC before you even
bother to factor in the outcome of the attack roll, arile
disparity would only grow worse if he decided witch the
shield fora two-handed weapon or focus all his ability score

increasesnto his Strength. So what happened?
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Well, without magic,you're losing out ona cascade of
bonuses to your AC. Whileoosts to your Strength can be
matched by boosts toqur Dexterityand the enhancement
bonus on your armor would be canceled out by the twése
expensive enhancement bonus on your weapon (though
armor still gains some ground there, since a magic weapon's
attack bonus doesn't stack with the masterwoweaporis
attack bonus), you still have the enhancement bonus on your
shield, the deflection bonus fromring of protection and the
natural armor bonus from aamulet of natural armor And a
skilledr or desperate PC can always bump their AC even

higher with other, more esoteric items.

We can compensate with combat styles.

This was one of thguidingdesign principles behind the
inception of the combat style system to counterbalance
Pathfinders assumptions about the presence of magic
keeping the core game in tact while making roagic play
viable. This is accomplished by use of shdge bonuswhich
is a new type of nomstacking bonus that can be applied to
many different aspects of a character and will be discussed
more in a late sectionof this chapter

Our other design principle was to make noragical
combat more thrilling.  This is something that basic
Pathfinderhas already made stridetowards, with combat
maneuvers and feats such as Cleave and Vital Strike that give
melee combatantsmore options than simply "I roll to hit"
when faced with foes. But combat styles are an attempt to
take that a step further, giving players access to new abilities
called techniquesthat do everything from granting passive
bonuses to enhancingxisting attacks to being entirely new

actions a character can take in combat.

A combat styleis simply a group of related techniques
that are based around a certain weapon or group of
weapons, way of fighting, set of skills, situation. These

styles are often flavored to the fit the setting, incorporating

distinct regional or cultural traits in their background lore.
This document include45 different combat styleswhichcan
be slotted into your own campaign if you dortiave the time
or inclination to design your own. Eachf the styles
presented hereis flavored for asetting called Cerenth, but
you can easily change or eliminate those fadégt you find
do not fit in with the character of the setting you choose
Comba stylescome in one of three varieties or focuses:
offensive, utility, or skill.
Offensive stylesare geared towards battle and often
include techniques that inflict increased damage and have
passives that boost attack or damage. In return for their

improved combat abilities, their defensive boosts are
relatively small.

Utility stylesare more about surviving and controlling the
battlefield, with techniques that initiate combat maneuvers
or incapacitate foes, as well as passives geared towards large
defensive improvements.

Skill stylesre usually uassociatedo combat or, at best,
only tangentially related. They boosfiass abilities,skill
checks, improve other character abilities such as movement
or endurance, and grant new skitlated techniques Meant
to be taken either by nomombat characters or in
conjunction with an offensive or utility style, theyenerally

(though not necessarilyack defensive bonuses.

Most passive style techniques and some actomees
grant what is know as astyle bonus Thisis shown asa +2
style bonus to attackor "a +6 style bonus to AC."

These are bonuses that arise from a character's skill,
experience, and focus, which are a reflection of the specific
style or styles that they have pursuedyle bonuses stack
with all other bonus types, but not with themselves.

Because of this, style bonuses require a character to be
aware and functional téake advantage othem. Any timea
character would is flat-footed or denied their Dexterity
bonus they also lose any style bonuses; this makes being

surprised far more deadly in a campaign that uses combat



style rules. Conversely, since the style bonus to a character's
ACis effectiveagainst touch attackghey becomemuch less
dangerous (though nomagic settingstend to have fewer
opportunities for touch attacks).

It should be noted that, unlike many bonuses to attack
and AC, style bonuses to attack or AChdbget factored into
CMB or CMD calculations. Only style bonuses that say
specifically thatthey apply to CMB and/or CMD will
contribute to those stats. If a style grants a bonus that would
normally contribute to CMB or CMDsuch as a dodge bonus
to AC or an increase of any sort to Strergthen these

bonuses are factored in as normal.

Within all the offensive styles and most of the utility
styles, there are techniquetat follow other techniques and
these formstyle chains Simply put, this means that even if
you know a given technique, you cannutcessariljust use
it combat. It must first be preceded by whatever technique it
is supposed to follow.

You can link multiple techniques together into chains as
short as two attacks or as long as 10 distinct techniques. As a
chain lengthens, successive techniques are usualtye
powerful, inflicting more damagend/or causing the target
increasingly dire negative effects.

Chains last for as long as you use the techniques in order.
While you can use the first technique in a chain as often as
you want, all subsequent techniques muse used inthe
proper progressionthe second technique must follow the
first, the third technique must follow the second, etc. You
cannot jump from the second to the fourth, nor can you
backtrack from the third to the second. These attacks do not
haveto be in the same round; you can attack once per round
for four rounds and still pull off a fottechnique chain.

Maintaining a chain can be difficult, though the rewards
of the final technigue in the series are usually worth it. There
are 6 major waygo break a chain:

1.Miss an attack. Failing to connect with your target will

break most chainghut check theindividual technique

descriptiors. Some chains have techniques that can
still be used when you miss, and others will have
techniques that camnlybe used when you miss.
2.Change your target. Unless a technique specifically
says you can change your target and still maintain a
chain, then attacking someone different ends your
chain (even if your original target is eliminated)his
includes taking dacks of opportunity.
3.Don't attack. If you go your turn without attacking at
least once for any reasorr being incapacitated,
helping an allyor just spending your turn catching up
with a target that fled then your current chain
breaks. You can move betes attacks, but you must
attack at least once a round to keep the chain going.
4.Use a norchain attack. If you have four attacks per
round and use two chained techniques in a row, then
throw in a regular attack, you would not be able to use
the third techrique ina chain as your fourth attack.
Youcouldmake a regular attack for your first attack
and then string the three chain techniques together for
attacks 2 through 4.You arealsonot required to use
all your attacks in a round if you do not want t&ven
if you have four attacks, you could elect to only use the
first three to use three chain techniques, then pick up
the chain where you left off the next round.
5.Use an attack from a different chain. Chains are
denotedin the individual style descrigins, both in the
diagram (being shown with arrows instead of the
normal connecting bars) and in the charts, where it is
indicated that one movefollows another in the
prerequisites section. Chamsven chains within the
same combat styleare distinct and you cannot
substitute moves from one chain into another.
6.Reach the end of the chainwhen you have used the
last technique in a chain, it automatically ends. You
can begin a new chain immediately, if you wish.
Always remember to check the descriptionsirdividual
techniques; a number of them permit you to break the

chaining rules presented here in one way or another.



The rules for acquiring combat style techniques are fairly
simple: at 2° level and every level thereafter, chatars
receive 1styleslot, which they can fill with a styleechnique
of their choice. Additionally, evedylevek, when you receive
an ability score increase, yoalso receive two style slots
rather than the normal single slotThis progression is siva
on Table 1: Combat Style Progression.

Every style technigue costs a single style slot, no matter
what its level, prerequisites, or bonuse$hetechniquesyou
can choose are governed Byules:

1.A total characterlevel must behigh enoughto select

the specificcechnique. Required characterlevelsstart
at 2 and increased in increments of 2 levels, to a
maximum of 28 level.

2.You must have at least one technique of each previous

level tier within that combat styleTo select a B-level
technique, you must have at least one™4evel one
and one 2*levelonein the same style.

3.You musthave any prerequisitetechniques, feats, or

skills. If a techniqudollows another technique in its
prerequisites, a character must know the technique
that it followsin orderto learn the new technique.

As long as you hold to these three rules, you tzarn
any technique you wish. You do not have to focusoaty
one style; you canstart with an offensive or utility style and
then dip into a skill style to roundut your character you can
balance out aroffensive style with a utility style that applies
to the same weapons or circumstances. If yeallywished,
you could fill all your style slots with 2" evel technique
from 24 different combat styles.

If you look at the various different stylentries, in
addition to the table describing the different techniqugsu
will see thateach has a chart displeng a series of connected
boxes. These boxes each show an individual technique,
positioned from left to ight according to the level at which
they can first be learneditéelf indicated by the row of
numbers at the top of the chart)These boxes areelated to

each otherin one ofsixbasic ways:

Table 1: Combat Style Progression

Level | Slots Gained | Total Slots
1 0 0
2 1 1
S 1 2
4 2 4
5) 1 5
6 1 6
7 1 7
8 2 9
9 1 10
10 1 11
11 1 12
12 2 14
13 1 15
14 1 16
15 1 17
16 2 19
17 1 20
18 1 21
19 1 22
20 2 24

1 A box with no connections to any other boxd$ese
techniques haveno specificprerequisites. So long as
you are of an appropriate level and have at least one
techniquein the styleof every levetier prior to it, you
can learn this technique.

1 Asolid line with a square on the end, connected to the
left side of a box This technique has a specific
prerequisite If you follow the line left to the other box
it is connected to, you will arrive at the prerequisite.

1 A solid line with a square on the end, connected to the
right side of a box. This teclyuie serves as a

prerequisite for another technique. If you follow the
line right to the other box it is connect to, you will
arrive at the technique it is a prerequisite for.

1 Asolid line with an arrow on one enadonnected to a
box ldentical tothe square-tipped lines above except
that this technique follows or is follow by the
technique to which it is connected.

1 A dashed line with an arrow on one or both ends
connected to a box This is a very rare occurrence and
is similar to the arrowipped lineabove except that it
is part of a chain where the techniques can be used out
of sequence without breaking the chain.

1 A box with a line connected to both the left and right

sides. This technique both has a prerequisite and is a

prerequisite for another tehnique.



In addition to these various line styles, a box can have
more than one line leading into or coming out of it. This
simply means that it has more than one prerequisite or can
serve as a prerequisite to more than one other technique.

Style techmjues are usually learned by characters
through the course of their adventures, much like feats and
skills; as long as the character is acting a manner that is
conducive to learning a new style, such as using the weapon
or weapons the style focuses on orggeng up with the skills
that the style relates to, they can usually advance
automatically as they level up. However, if a GM wants to
add some flavor to style acquisition, they can require that
players learn new style techniques from teacletse they
more-advanced fellow students or speciatigdicated
trainerst or just occasionally go to train at a school or temple
devoted to the style.

Much like feats, Wen a technique is chosen, it cannot be
changed If you truly wish to change after making your
choiee, you can alwayspeak with your GM about expanding
Pathfindefs retraining rules to cover combat styles.

Also remember, if you choose to pursue multiple styles,
style bonuses to the same statistic do not stack. If you have a
+4 style bonus to AC frorme techniqueand a +7 style bonus
to AC from another, you only take the +7 bonus. In some rare
instances, styles grant other types of bonusesich as
competence, morale, and dodgewhich all stack with style
bonuses. See thPathfinderrules for more infomation on

how these bonuses interact with each other.

To use techniques from a combat style you know, you
must beappropriately equipped or trained. For offensive and
utility styles,you mustuse whatevertype of weapon, shield,
or armor the style calls folor meet its other requiremens.

For skill styles, you need at least 1 ranlkairieast one of the

required skills. You also need at least 1 rank in the specific
skill to be eligible for any of the techniques in that skill's
technique chain These requirementsare marked with

parentheses '()in the styledescription.

If you meet these requirement@re not restricted from
acting and are not surprised then you gainall the passive
bonuses fromwhatever techniqguesyou knowand canuse
any active techniqueghat you know Some of these active
techniques may have additional requirements that you must
meet to be able to use themwhich will be detailed in the
technique's individual description

One of thesaequirements that several éige techniques
haveis a concept thaPathfinderdoes not reallyuse facing.
That is, you must be in front of, behind, or to the side of a
target. It is up to GMs to adjudicate how they want facing to
work (or to ignore this requirement entirely).

Unless otherwisdndicated using a activetechnique is
an attack action, which mearngyou havetwo attacks (BAB
+6 or greater)you canuse two technigues in one round,
three attacks (BAB +11 or greatel®t you use three
techniques in one round, and fouattacks (BAB +16 or
greater)for four techniques in one round. Certain styles have
longer chains because they provide additional attacks or rely
on duatwielding.

Many techniques either grant or expend attacks of
opportunity. Thesefollow attack of oppatunity rules unless
they specificallysay otherwise If a technique gives you an
attack of opportunity, you must have an attack of opportunity
available. Thus,you only have a single attack of opportunity
per round unless you havan ability likeComba Reflexes
that grants you more. Additionally,you can only take a single
attack of opportunity against angne target in a round no
matter how many attacks of opportunityou get

All active techniques inflict normal attack damage
addition to their other effectsunless theyspecifically state
otherwise.

When a technique indicates that it adds damage or an
effect, itadds thisto your normal attack damageTechniques
can benefit fromall applicablefeats and class abilitiesich as
Weapon Focus ondproved Criticaind you can use feats that
augment normal attacks, such as Combat Expertise or Power
Attack. You cannot, however, add effects that are actions in

their own right, such as Cleave or Vital Strike.



Finally, because of theature of this document's origin
as a tool for use in a homebrew campaign without any real
expectation of expanding it to the wider world, there are a
few foibles that have been introduced into it because of the
nature of the group that | game withRatherthan try and dig
them all out, inevitably miss a fevanly to have the entire
document suffer as a result, | think the best thing to do would
be to draw your attention to what the group has done, why
we've done it, and how it has worked for us.

It should be noted that | amnot the GM for the
campaigns run in Cerenth, the nomagic setting for which
these combat styles were originally designed. While | am a
GM in my own right and often bring my love of tinkering with
rules to my campaigns, combat stylesne actuallybegun as
a collaboration between our Cerenth GM and myself. We
came up with a number of ideas for schools, many of which
were kept, and some of which were eventually discarded
(such as the Iron Bear Path and the Two Hawks School).

The lllumnated School of the Steel Blaze was actually the
very first combat style to be designed, though it only had
about two-thirds of the total number of techniques it would
end up with and they've gone through numerous redesigns
since then. But, owing to myassion for playingwith
mechanics, the project ended up my primary provenance,
which is how we grew from the original 12 styles planned to

the 45 styles in this document.

One of the chief differences that we have discovered
between Cerenth and a pycal, magiesaturated Pathfinder
setting is that skills suddenly come to prominence. You don't
really stop and think about how much of the deorday is
handled by magic even fairly early on in an adventurer's
career.

Then, you suddenly have to ride aail from one
destination to another, provide your own food, set up your
own camp, keep an eye out whitesting repair equipment

as it gets damaged or breaks, know the languages of every

creature you want to speak with, and so many more things.
Magic wa the geto solution for pretty much all of those by
5" level for most characters, and let's not even get into the
subject of noamagical healing.

Now, the only way for PCs to have access to those things
is to either drag around an entourage of squishiPQ¢ to
pamper them or else learn how to do it on their own.
Suddenly, every skill point you have is at a premium and you
have to decide if you'd rather be able to find food while

traveling overland or sail well enough to survive a storm.

The Marshal was a class introduced Tihe Miniature's
Handbookfor old D&D 3.5 (which the astute will remember
was the basis foPathfinde). It was a martial class whose
purpose was to bolster one's allies and lead troops in battle.
It was a fun class with nice flavor and some pretty unique
mechanics with its auras.

Pathfinder decided to replace the Marshal with the
Cavalier, which is a jumpeatgp Paladin archetype. So you
may notice that there is an entire combat style in this
document devoted exclusilye to the Marshal: Military
College. No, I'm not going to remove it. No, I'm not going to
adapt it to the Cavalier. My advice is that you look up the

D&D 3.5 Marshal and use it in ydeathfindercampaigns.

And we save the biggeshange for last. | can't claim any
credit for this system at all: it was entirely the work of our
Cerenth GM. When we first started playing in a +moagic
environment, we needed to do something about how squishy
the characters were. Without healing magitany type let
alone resurrection speftswe ran the risk of just losing the
whole party every battle. While some groups might be fine
with that, we weren't too thrilled at the idea.

Our GM's firstplan was to adapt the ‘armor as DR’
concept, basicallgranting characters DR in addition to the
full AC of thé& armor.

It worked well enough, but was an

unbalanced system for our purposes.



The system offatigue and wounds was the next
evolution, and we've been using it for about 7 years now. It is
actually quite simpleit starts with your character'sit points,
which are determined as normal.

You have a pool of fatigue, which is equal tm@ur
number of hit points. This fatigue potentially represents a lot
of things, depending on your character. It aapresent the
character's ability to shrug off pain and minor injury, their
gear's ability to absorb punishment before they're huadr
even just their luckhow much damage they can avoid before
anything actually connects with them.

Whatever a characté&s fatigue represents, they sustain
‘damage’ to their fatigue just as if it was their hit points. The
difference is that a character's fatigue restores itself
automatically after an encounter. So long as a character can
rest uninterrupted for about 5 miates, their fatigue will
replenishback to its maximum

Then, a character also has their wounds, which are
identical totheir hit points. They have the sananount of
wounds as they do fatigue amdbarring a few exceptions we
will discuss in just amomentt a character musctompletely
exhaust their entire pool of fatigue before they begin taking
damage to their wounds. Since wounds are identical to
Pathfinder hit points, damage to your wounds recovers
naturally. In a nonmagic setting, this means you'redaced
to resting for days after taking wound damage.

If a characternormally has 10 hit points, that means
under this systenthey wouldinsteadhave 10 fatigugpoints
and 10 woundpoints. If they are hit for 7 points of damage,
they would be reduced to 3atigue and 10 wounds. After
leaving battle and resting for 5 minutes, they would return to
10 fatigue and 10 wounds.

However, if they werdnstead hit for 14 damage, they
would be reduced to 0 fatigue and 6 wounds. This raises the
next point about thesystem: a character cannot have more
fatigue than theircurrent total wounds. So after leaving
battle and resting for 5 minutes, our hypothetical character
would have 6 fatigue and 6 wounds. As their wounds recover

naturally, their fatigue would likewésrecover.

There are also certain attacks that bypass fatigue and
cause damage tdirectly to wounds Energy damage (such as
a dragon's fire breath or a bomb explosion) and falling
damage is always appligd wounds directly You also apply
damage froma confirmed critical hit directly to wounds.

When bypassing fatigue and damaging wounds directly,
bear in mind what we mentioned above about fatigue never
being higher than your current total wounds. This means that
if a character's wounds are reduced l&ss than their current
total fatigue, their fatigue is reduced to match it.

For example, our character from above has suffered
some damage and currently has 3 fatigue and 10 wounds. If
they were hit by a small explosion that inflicted 4 points of
damag to their wounds they would be reduced to 3 fatigue
and 6 wounds. Their fatigue isn't reduced, because they still
have more wounds than fatigue. But if they were subjected
to a second small explosion for 4 more damagevounds
they would be reduceda 2 fatigue and 2 wounds. Because
their wounds were reduced to less than their current total of
fatigue, their fatigue was automatically reduced to stay equal
to their wounds.

Fatigue and wounds play a largeeah severalcombat
styles, which inflict extra damage against fatigue, apply
directly to wounds, or recover fatiguanakingit difficult to
extricate the system from. My advidEyou are running a
non-magic world is to give it a whiiit has worked well for us.
| know it can seem somewhat coieg, but it's very intuitive
once you get used to it. Just remember:

1 A character hafatigue andwoundseachequal to their

normal number of hit points.

1 Most damage is inflicted téatiguefirst.

1 Energy damage, falling damage, and critical hits are

dealtdirectly towounds

1 Fatiguerecovers after 5 minutes of rest.

T Your fatigue can never be greater than your current

total wounds

1 Woundsrecover naturally, just like hit points.

1 If you reach a number of negatiwvgounds equal to

your Constitution score, youig just like hit points.
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Offensive: Passiidelee CombaBonuses for NPCs
(Simple or Martial Melee Weapeah

Wild techniques and esoteric combat styles are not for everyone. For thosaiwipdy wish to learn how to use normal weapons to
demolish a foe, martial education is available almost anywhere: from the basic training in most militaries to the simpleokcho
hard knocks that comes with fighting battle after battle, these are aslithat anyone can acquire.

2 4 6 8 10 12 14 16 18 20
Basic Basic Inte_r— Inte_r— Advanced Advanced Expert Expert Master Master
—4 . 9—¢ mediate —¢ mediate ¢—¢ —4 . —4 —4 ) —4 —4 .
Defense Resistance ) Defense Resistance Defense Resistancg Defense Resistancs
Defense Resistance
) ) ) ) ) ) ) ) ) )
Basic Basic Inte_r— Inte_r— Advanced Advanced Expert Expert Master Master
- —4 9—9 mediate 9—¢ mediate ¢—¢ . —4 —4 . —o *—4 - —4
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Lvl | Name Prerequisite Effect
2 | Basic Defense Passive: +2 style bonus to AC.
2 | Basic Strike Basic Defense Passive: +1 stylsonus to damage.
4 | Basic Resistance Basic Defense Passive: +1 style bonus to CMD.
4 | Basidlaneuver Basic Strikand Basic Resistance Passive: +1 style bonus to CMB.
4 | Basic Skill BasidVlaneuver Passive: +1 style bonus to attack.
6 | Intermediate Defense Basic Resistance Passive: +4 style bonus to AC. Replaces the bonus from Basic Defense.
6 | Intermediate Strike BasidVlaneuverand Basic Resistance Passive: +2 style bonus to damage. Replaces the bonus from Basic Strike.
8 | Intermediate Resistance| Intermedate Defense Passive: +2 style bonus to CMD. Replaces the bonus from Basic Resistance.
8 | IntermediateManeuver g‘é:gaegfge Skl HemE e Passive: +2 style bonus to CMB. Replaces the bonus fromMVEasaver
8 | Intermediate Skill Basic Skitind IntermediateManeuver Passive: +2 style bonus to attack. Replaces the bonus from Basic Skill.
10 | Advanced Defense Intermediate Resistance Passive: +6 style bonus to AC. Replaces the bonus from Intermediate Defensg
10 | Advanced Strike g;;r:sglateManeuverandAdvanced Passive: +3 style bonus to damage. Replaces the bonus from Intermediate St
12 | Advanced Resistance Advanced Defense Passive: +3 style bonus to CMD. Replaces the bonus from Intermediate Resis
12 | Advancel Maneuver Advanced Strikand Advanced Resistance| Passive: +3 style bonus to CMB. Replaces the bonus from Intermitdineiver
12 | Advanced Skill Intermediate Skiland Advancedvlaneuver | Passive: +3 style bonus to attack. Replaces the bonus fronmiedigate Skill.
14 | Expert Defense Advanced Resistance Passive: +9 style bonus to AC. Replaces the bonus from Advanced Defense.
14 | Expert Strike AdvancedManeuverand Expert Defense Passive: +4 style bonus to damage. Replaces the bonus from Advanked Stri
16 | Expert Resistance Expert Defense Passive: +4 style bonus to CMD. Replaces the bonus from Advanced Resista
16 | ExpertManeuver Expert Strikand Expert Resistance Passive: +4 style bonus to CMB. Replaces the bonus from Ad\Manedver
16 | Expert Skill Intermediate Skiland Extra Attack Passive: +4 style bonus to attack. Replaces the bonus from Advanced Skill.
18 | Master Defense Expert Resistance Passive: +12 style bonus to AC. Replaces the bonus from Expert Defense.
18 | Master Strike Expet Maneuverand Master Defense Passive: +5 style bonus to damage. Replaces the bonus from Expert Strike.
20 | Master Resistance Master Defense Passive: +5 style bonus to CMD. Replaces the bonus from Expert Resistance.
20 | MasterManeuver Master Strikeand Master Defense Passive: +5 style bonus to CMB. Replaces the bonus from Eqrextiver

Note: The Martial Training style was actually developed to be applied to general NPCs, so that they could scale up in power
characters did, but not have to retyn the GM remembering active techniques or situational bonuses for multiple combatants at
one time. You simply start at the top of the table when an NPC reaches level 2 and fill in each technique every tintgla sietv s
becomes available. When youaeh level 20, you will have acquired all 24 techniques in the style.

GMs are not required to use the Martial Training style for NPCs if they are confidant in their ability to run multiple styieisat
at once, and are encouraged to outfit unique or imi@ot NPCs with a more involved combat style that will reflect their flavor and
provide a greater challenge to PCs.

To discourage players from selecting the style, their bonuses ge@erally speakingnot quite as good as the bonuses
available in other stgs. PCs are still allowed to take this style if they want to, but they will find themselves with lower bonuses and
fewer combat options.



Offensive:Shield
(Light WeaponLight Shielar Buckley

Aregimentedoffshoot of the Annt Academy of Earth, the Academy of Sky and Earth teaches the quickest to dance with a light
weapon and small shield in battle.

2 4 6 8 10 12 14 16 18 20
Basic Unguarded Whirlwind
Basic Cut BasicThrust Basic Slani Secondary] gu
Strike Ward
Thrust
Inter- Inter- Inter- Inter-
: : mediate :
mediate mediate Seconda mediate
Thrust Slam & Cut
Slam
Expert
Guarded Expert Sla Expert Cut| Secondary Expert
Charge Thrust
Cut
Buckler Diligent Peerless Master
Training Training Traning y
Form | Form Il Form Il Form IV Form V
Lvl | Name Prerequisite Effect
2 | Basic Cut A basic strike with your weapon. All attacks in this chain use your Dexterity instead of Strength for dam
2 | Buckler Training PassiveYou can shield bash with bucklers or light shields. They inflict 1d4 damage and threateB(rx29
4 | Intermediate Thrust | Basic Cut An intermediate strike with your weapon that increases its critical multiplier by +1.
4 | Guarded Charge Passive: You no longer suffer an AC penalty when charging.
4 | Form | Passive: +1 style bonus to,hi2 style bonus t&C
6 | Basic Thrust follows Basic Cut A followrup strike with your weapon that inflicts an extra +1d6 damage.
6 | Expert Slam Intermediate Thrust | A nondamaging strike with your shield that automatically Dazes your target for 1 round.
8 | Intermediate Slam f?rl,lﬁjvlts Intermediate A followrup strike with your shield that doubles its threat range and increases its critical multiplier by +2.
8 | Diligent Training Buckler Training PassiveYou gain a dodge bonus to AC equal to your shield bonus.
8 | Formll Fam | Passive: +1 style bonus to hit, +3 style baiwuaC. Replaces bonus frdform |
10 | Basic Slam follows Basic Thrust | A followrup strike with your kield thatrenders youtarget flat-footed until the beginning of their next turn.
10 | Expert Cut follows Expert Slam | A followup strike with your weapon that inflicts Bleed 1 until Healed (check DC 18).
12 Intermediate follows Intermediate | A followup strike with your shield that doubles its threat range and increases its criticiphaulby +2. A
Secondary Slam Slam critical threat with this technique automatically confirms.
12 | Peerless Training Diligent Training Passive: Increase shield bonus to AClyShield bash attacks now inflict 1d6 damage.
12 | Form lll Form I Passive: +2 style bonus td,ht6 style bonuso AC. Replaces bonus frdform |l
14 _I?ﬁfll(;tSecondaw follows Basic Slam A finishing strike with your weapon that inflicts an extra +2d6 damage.
14 Expert Secondary follows Expert Cut A followup strike Wlt_h your weapon tit increases the target's Bleed to be equal to your Dexterity modi
Cut The Heal check DC increases to 21.
16 | Intermediate Cut follows Intermediate A finishing strike with your weapon that is an automatic critical .
Secondary Slam
- Passiveincrease shield bonus to AC by +2. Shield bash attacks now inflict 1d8 damage. This repl
16 | Mastery Peerless Hining -~
bonuses from Peerless training.
16 | Form IV Form Il Passive: +2 style bonus to hif style bonugo AC. Replaces bonus frdform Il
18 | UnguardedStrike As a swift action, lose yoshield bonus to AC to makarget flat-footed until the beginning of their next turn.
18 | Expert Thrust follows Expert A finishing strike with your weapon that causes the target to be automtiddauseated for 1 round an
p Secondary Cut increases the Heal check DC for their bleed to 27. Any check that heals the Bleed will end the Nausea
- Passive: Add your shield bonus to the A@lkidllies within your reach. Any time one of your wardslies is
20 | Whirlwind Ward . .
attacked by an enemy you threaten, you are allowedhtiack of opportunityagainst the foe.
20 | FormV Form IV Passive: +3 style bonus to hif,2style bonugo AC. Replaces bonus frdform 1V




Offensive: Genetdvielee Combat
(No Requirements

The legendary Black Lions were a famous mercenary company that adventured across thetfaogaofd, fighting wars, traveling
to forbidden lands, and helping to shape the end of thecalbled Shadow Era. Though the fiders would eventually disappear
under mysterious circumstances, thésft a legacy of thousands of troops in the form of one of the lamestd besttrainedt
private mercenary companies in the history of Cererathd their training methods have spread &ard wide

2 4 6 8 10 12 14 16 18 20
. i Taming the Broken Gryphon . . Condem High
Lion Blade Waves Tower svard Indignation| =} nation K Justice
Form U Stand Break We, the Heart of
P Fast Ranks Victorious Iron
Set Up Teamwork Takedown
Encourage Triage Field
ment 9 Medicine
Lion Griffon Dragon
Guard Guard Guard
Wolf Mammoth Unicorn
Guard Guard Guard
Eagle Manticore Phoenix
Guard Guard Guard
Coprer Bronze Steel Silver Gold
Ring Ring Ring Ring Ring
Lvl | Name | Prerequisite | Effect
2 | Lion Blade This basic strike is delivered with a characteristic shout. It inflicts +2 damag
2 | setu When you and an ally flank a target, you can provide additional support. If you successfully strike the
P when your ally attacks, they can add the damage dice from your weapon to their damage roll.
4 | Form up When you and an ally ar@djacent to one another and attack the same target, you can provide suppof

you strike the target, when your ally attacks, they receive a +2 circumstance bonus to their attack roll.

4 | Lion Guard

PassiveYou have received training in Black Lion fation tactics. When you are equipped with a light g
one-handed melee weapon and a shield, all allies adjacent to you receive a +1 bonus to thad &8I1Dso
long as you are aware and able to rea€his bonus stacks with multiple instances of itself.

4 | Wolf Guard

Mounted Combat
feat

You have received training in Black Lion mounted combat tadfiti®en you are mounted, all allies within 1
feet of you who are likewise mounted receive a +4 bonus any Handle Animal or Ride checks. Thi
stacks withmultiple instances of itself.

4 | Eagle Guard

You have received training in Black Lion firing line tacti¢hen you are equipped with a ranged weapon,
allies adjacent to you who are likewise equipped with ranged weapons receive a +1 bonus toalsackhis
bonus stacks with multiple instances of itself.




CopperRing

Passive+1 style bonus to attack;2 style bonus to AC. Named for the copper rings given to Black Lions
Soldier rank.

Taming the Velves

follows Lion Blade

This followup strike is used to keep an enemy at bay. If you hit your target, make a combat maneuve
at your highest base attack bontisat does not provoke an attack of opportunity. Your target sufferg &
penalty to ther attack rolls until the end of their next turn. For every 5 points by which you beat their ¢
they suffer an additionall to hit.

Encouragement

As a standard action that provokes an attack of opportunity, you can bolster the resolve of an adjace
They can either recovéd8 fatigue or make a Fortitude save to end an ongoing negative condition.

Stand Fast

follows Set Upr
Form Up

This followup strikecreatesan opening for an ally that is attacking the same targeyolfr attackhits, an ally
of your choice that threatens your target can take an immediate attack of opportunity against them.

Teamwork

follows Set Up

This followup strike against a target you and an ally flank overwhelms your opponent. The target los|
benefit ofthe Uncanny Dodge and Improved Uncanny Dodge class abilities until the beginning of yo
turn and must make a Reflex save DC 10 + 1/2 your level + your Dexterity modifier + your flankin
Dexterity modifier. If they fail, they are also flabted until the beginning of your next turn.

BronzeRing

CopperRing

Passive+1 style bonus to attack3 style bonus to AC. Named for thi@nzerings given to Black Lions of th
Lancepesade rankReplaces the bonuses from Copper.

10

Broken Tower

follows Taming the
Waves

This followup strike makes the target easier for you and your allies to deal with. If you hit your target, m
combat maneuver check at your highest base attack bonus that does not provoke an attack of oppo
Your target sffers a-2 penalty to their AC until the beginning of your next turn. For every 5 points by W
you beat their CMD, they suffer an additioralto AC.

10

Triage

Encouragement,
Heal 1 rank

As a standard action that provokes an attack of opportunigy gan help an injured ally. They can eith
recover 418 fatigueor make a Fortitude save with a +4 bonus to end an ongoing negative condition.

12

Break Ranks

follows Stand Fast
or Teamwork

This followup strike allows your allies to take the battle tioet enemy. If you hit a target that at least or
other ally threatens, all allies that threaten that target immediately receive a free move action.

12

Griffon Guard

Lion Guard

Passive: You have received advanced training in Black Lion formation t&¢ties you are equipped with §
light or onehanded melee weapon and a shield, all allies adjacent to you receive a +1 bonus to their
and CMB. This bonus stacks with multiple instances of itself.

12

Mammoth Guard

Wolf Guard

Passive: You have receivadvanced training in Black Lion mounted combat tactics. When you are mou
all allies within 10 feet of you who are likewise mounted receive a +4 bonus on all damage rolls made
of a charge. This bonus stacks with multiple instances of itself.

12

Manticore Guard

Eagle Guard

Passive: You have received advanced training in Black Lion firing line tactics. When you are equippg
ranged weapon, all allies adjacent to you who are likewise equipped with ranged weapons receive
bonus to heir range increment. This bonus stacks with multiple instances of itself.

12

Steel Ring

Bronze Ring

Passive: +2 style bonus to attack, +6 style bonus to AC. Named for the steel rings given to Black Lio
Sergeant rank. Replaces the bonuses fBnanze.

14

Gryphonsvard

follows Broken
Tower

A finishing blow that leaves the target unable to harm your allies. If you hit your target, they must m
Fortitude save DC 10 + 1/2 your level + your Strength modifier or be Dazed for 1 round.

14

Takedown

This followup strike drops the target right into your flanking ally's clutches. If you hit your target, yol
make a free Trip attempt as an immediate action. If the target is Tripped, the ally that is currently flg
them can make an attack opportunity against the prone target.

14

Field Medicine

Triage, Heal 5 ranks

As a standard action that provokes an attack of opportunity, you can help an injured ally. They can
recover 6d8 fatigue or substitute your Heal check for a Fortitude &aead an ongoing negative condition.

16

Indignation

If an opponent has inflicted at least 1 point of damage against you since the end of your last turn, you ¢
them back with this attack. On a successful strike, you inflict an amount of adtliiamage equal to 50% ¢
the damage the target's last attack caused you.

16

We, the Victorious

follows Break Rankg
or Takedown

A finishing blow that rattles the target. When you roll your weapon damage, do so twice and add the
together before fatoring in your damage bonuses. Then your target must make a Fortitude save DC 1
your level + your Strength modifier or be Stunned for 1 round.

16

Silver Ring

Steel Ring

Passive: +2 style bonus to attack, +9 style bonus to AC. Named for theisgsegiven to Black Lions of th
Lieutenant rank. Replaces the bonuses from Steel.

18

Condemnation

follows Indignation

A followrup strike that allows you to make two attacks at the same base attack bonus against the ta
your Indignation technique

18

Heart of Iron

Any time you are adjacent to an ally that is required to make a Fortitude save, you can make one as
your total is higher than your ally's total, they can use your result in place of theirs.

20

High Justice

follows
Condemnatn

A finishing blow, where you deliver a single, perfect strike against the target of your Indignation tech
This attack is delivered at your highest base attack bonus and if it hits is an automatic threat for a critic
your multiplier increasd by +1. If the critical is confirmed, the target must make a Fortitude save DC 10
your level + your Strength modifier or be Staggered until they receive a Heal check (DC = Fort DC). E
target makes its save, they are Shaken for the rewhexi of the encounter.

20

Dragon Guard

Griffon Guard

Passive: You have received advanced training in Black Lion formation tactics. When you are equipp€g
light or onehanded melee weapon and a shield, all allies adjacent to you receiverta te3their damage
reduction. This bonus stacks with multiple instances of itself.

20

Unicorn Guard

Mammoth Guard

Passive: You have received advanced training in Black Lion mounted combat tactics. When you are 1
all allies within 10 feet of you who arikéwise mounted double the threat range and increase the crit
multiplier by +1 of any attacks they or their mounts make.

20

Phoenix Guard

Manticore Guard

Passive: You have received complete training in Black Lion firing line tactics. When youigpecewith a
ranged weapon, all allies adjacent to you who are likewise equipped with ranged weapons recei
additional attack at their highest base attack bonus when making-atfaltk action.

20

Gold Ring

Silver Ring

Passive: +3 style bonus taadk, +12 style bonus to AC. Named for the gold rings given to Black Lions
Colonel rank. Replaces the bonuses from Silver.




Offensive: Mele®ual Wieldihg
(Pair of LighiWeapons)

Assassins and thieves often favemall Bades because thegre fastand find the smallest chinks in armorAlsg they're so easy to

hide! Over the years, scholars, defectors, prisoners, and-sgapeoved bounty hunters exposed the discipline of quick fighting with

light blades in this styleften shortened to just "The Death."

2 4 6 8 10 12 14 16 18 20
Quick Deep Ripping Vital Why Won't . Bloody Slaughter So Much
Slash > Backslashi=> Thrust K Arc K Thrust K It Stop!? | Eviscerater> Murder K house K Blood...
Between Along the Into the Divide & Around the| [Through thg Across the| At the In the
the Rlbs Arm Knee Conquer Eyes Shoulder Throat Heart Groin
Slice Scar Disfigure Maim Maul
Lvl | Name Prerequisite Effect
2 | QuickSlash A basic strike that addel to damage witlyour primary weapon.
2 | Between the Ribs PassiveOna successfuttackwith your primary weapon, you gain a +1 circumstance bonus to damage o

your next offhand weapon attackCannot be combined with other primary passives.

4 | Backslash followsQuickSlash | A followrup strike that adds-2 to damage with f-hand weapon.
Passive: Autcessful strikavith your offhand weapomeduces the enemy's attack rolls Hyif they fail a
4 | Along the Arm Reflex save DC 10 + 1/2 your level + your Dexterity modiftdrthey receive a Heal check (Dg).1Cannot be
combined with other offhand passives.
4 | Slice Passive: +1 style bonus to hi, style bonus to AC
6 | DeepThrust follows Backslash | Afree attack with your primary weapaet your highest base attack bonu€auses Bleed 1.
PassiveOn asuccessful hit witlyour primary weaponthe target is immobilized for 1d4 round3hey can
6 | Into the Knee make aReflex DC 10 + 14@urlevel +your Dexterity modifier toonly bereduced to onehalf movement for 1
round. Cannot be combined with other primary passive
8 | Ripping Arc followsDeepThrust | A followrup slash that adds2 to damage witlyour offhand weapon.
8 | Divide & Conquer PassiveWhen fighting multipletar_gets,you ignore the penalties to attack for dueielding on any target you
use only one of yar weaponsagainst
8 | Scar Slice Passive: +2 style bonus to hig style bonus toAC Replaces the bonus froSlice.
10 | Vital Thrust follows Ripping Arc A foIIow-up attack that adds-1 to damage with your primary weapamd doubles itsthreat rangefor the rest
of the chain Bleed increases to 2.
PassiveOn a successful hit wiour primary weaponthe target is Blindedor 1d6 rounds They can make a
10 | Around the Eyes Reflex DC 10 + 1/2 character level + Dexterity modifievtid the effect Cannot be combined with other
primary passives.
12 | Why Won't It Stop!? | follows Vital Thrust A followrup attack with your ofhand weapon that dubles itsthreat rangefor the rest of the chain. Bleed
increases to 3
PassiveOna successful hit with your offhand weapanake a combat maneuver attempt adding your
12 | Through the Shoulder Dexterity modifier to your CMB. If you succeed, the target drops the contents of one hand of your choiq
Cannot be combined with other offhand passives.
12 | Disfigure Scar Passive: 3-style bonus to hit, 5 style bonus toAC. Replaces the bonus fr&uar.
14 | Eviscerate follows Why Wont | A free followup strike at your highest base a_tt_ack bonus that stri_kgs with bo_th your primary and offhand
It Stop!? weapon, but does ot add your Strength modifier to damag®lot eligible for primary or offhand passives.
14 | Across the Throat PassiveOn a successful hit with primary weapdine target gains Bleed 1 or current Bleed increases by +1
16 | Bloody Murder follows Eviscerate | A followup attack with your offhand weapon that add2 to damage Bleed increases to 4.
16 | At the Heart PassiveOn a_succes_s_ful offha_nd attgdke target is _FrightgnedT hey can make W_ill DC 10 + 1/ourlevel
+your Dexterity modifierto resig. Cannot be combined with other offhand passives.
16 | Maim Disfigure Passive: 4 style bonus to hit, #style bonus toAC Replaces bonusoim Disfigure.
18 | Slaughterhouse I\(A){Ij?c\;\:asr SEIRY A followrup attack with your primary weapon that adéi8 to damage.Bleed increases to.5
PassiveOn a successful hit witypur primary weaponthe target isNauseded for 1d4 rounds. They can
18 | In the Groin make aFortitude DC 10 + 1/2our level +your Dexterity modifier toonly be Sickened for 1 roun€annot be
combined with other primary passives.
20 | So Much Blood follows A_free finishing strikat yourh_ighest base attac_k bonust inflicts bpth primary and_ offhand weapon dam_age
Slaughterhouse with your full Strength modifier for eactBleed inceases to 6. Eligible for one primary or offhand passive.
20 | Maul Maim Passive: 3 style bonus to hit, 30 style bonus tcAC Replaces bonus from Maim.




Offensive: Combat Maneuvers
(No Requirements

The sweet alchemy of blunt force traunfeas been turning opponents into pieces of opponents since the dawn of time and its
practitioners know that you need more than weapon skills to survive: you have to be able to control the battlefield with wit,
strength, andechnique. So where better to geyour education than #inishingoff schoo?

2 4 6 8 10 12 14 16 18 20
Rhinocerog Stack the Twin Great Endless Pushing
Style Horn  €—¢ Turnbull 9—¢ Deck 9—¢ Wallpaper Horns —4 Horn —4 Charge the Limits
Out of - )
Snake Coil 49— Sight, Ou®—e Lockpick Within ¢ Tlght Venom
Style ' Your Grasy Coil
of Mind
Gorilla Follow Massive The Lon
Paw Careless9—¢  You 9
Style Paw Haul
Anywhere
Ox . Cloven Path of
Style Hoof 4—¢ Trample Stamped Hobnails ¢—¢ Hoof Destruction
Shark Meteor . Jagged Take Them
Tooth "9
Style Swing Orbit Tooth for a Spin
Golden Razor Reap the
Cat Style Claw ¢—¢
Y! Pounce Opportunity Claw 9—¢ Breathles%—¢ Whirlwind
The Bigget -.The
They Are. $ Harder Not OnhMy
They Fall Watc
Contender Grappler Wrestler Gladiator Champion
Lvl | Name | Prerequisite | Effect

Rhinoceros Style| Improved Bull Rush feat | On a successful Bull Rush, you inflict your normal attack damage.

Passive: You no longer sufferdapenalty for attempting to Disarm a target while unarmed. Additionally,

2 | Snake Style Improved Disarm feat only need to exceed thearget's CMD by 5 to Disarm both their hands with one action and you are ne
danger of losing your own weapon if you fail the Disarm attempt.
2 | Gorilla Style Improved Drag feat On a successful Drag, the target ends up prone in whatever square yaithem to.
2 | Ox Style Improved Overrun feat | Passive: Targets do not have the option of avoiding your Overrun.
On a successful Reposition, you can move the target into a square that is intrinsically dangerowm atsn
2 | Shark Style Improved Reposition featt move the target into an occupied square, provided you make a second Reposition attempt agair

occupier of that square.

Passive: You ignore a target's bonus to their CMD against Trip attempts for having niedispde otherwise

2 | CatSyle Improved Trip feat being more stable than normal.
4 ;?: SEREEIEY Passive: You can now use combat maneuvers against targets up to two size categories larger than you
4 | Contender Passive: 2 style bonus to AC, +1 style bonus to CMB and .CMD

6 | Horn Rhinoceros Style Passive: The bonus from Improved Bull Rush increasek to +




Lvl | Name | Prerequisite | Effect

6 | Cail Snake Style Passive: The bonus from Improved Disarm increased.to +

6 | Paw Gorilla Style Passive: The bonus fromproved Drag increases td.+

6 | Hoof Ox Style Passive: The bonus from Improved Overrun increased.to +

6 | Tooth Shark Style Passive: The bonus from Improved Reposition increaseé. to +

6 | Claw Cat Style Passive: The bonus from Improved Trip increaseg to

8 | Turnbull Horn Passive: While Bull Rushing a target, you can change direction once, up to 90 degrees.

On a successful Overrun, you can choose to inflict damage equal to your unarmed attack + your

8 | Trample Hoof modifier x 1.5. This is lethdamage and does not provoke an attack of opportunity, even if you do not

Improved Unarmed AttackYour movement ends in the square immediately after you trample your target|
. If you have a free handiven you succesully Disarm a target, you can catch what they drop and throw i

8 out (.Jf Sight, Out Cail an immediate action. Treat the object as an improvised weapon with a range increment, dfutGou
of Mind . . .

cannot use this free throw to attackinsteadyou can throw the itemawayor to oneof your allies.

8 | Pounce Claw If you successfully Trip a target, you can immediately make a free attack against them.

8 ;I._.r;llar;e’:l-;ﬁrder The Bigger They Are... Passive: You can now use combat maneuvers against targets regardless of theiegiagy/ cat

8 | Grappler Contender Passive: 3 style bonus toAC, +2 style bonus to CMB and CNR2places the bonus from Contender

10 | Stack the Deck | Turnbull Passive: You no longer takedapenalty to your Bull Rush checks when pushing multiple targets.

10 | Lockpick Out of Sight, Out of Mind| Passive: You ignore the bonus to CMD against Disarm attempts provided by locked gauntlets.

10 | careless Paw Passive: If you Drag a target through any intrinsically dangerous squares (such as fire or caltrops), the

double the normal amount of damage.
If you Reposition a target 5 feet into a space occupied by another target, you can slam them togethe

10 | Meteor Swing Tooth targets take 2d6 + your Strength modifier in damage. For every additional 5 feetgwrione target before

the collision, both targets take an additional +1d6 damage. The collision automatically ends the Repos
Passive: You can now Bull Rush targets into a solid wall or obstacle. Doing so inflicts equnadgo 1d6 +

12 | Wallpaper Stack the Deck your Strength modifier x 1.5. Additionally, for every extra 5 feet you would have Bull Rushed the targe

obstacle had not been there, you inflict another +1d6 damage.

12 Follow You Careless Passive: When you successfilisag a target, if you encounter the appropriate conditions, you can mak
Anywhere Acrobatics check to jump, a Climb check, or a Swim check to continue Dragging the target through ther

Passive: Your movement no longer immediately ends afteample while Overrunning. This means you (

12 | Stampede Trample

trample as many targets as you can Overrun.

12 gglp?oer?unity Pounce You may now substitute a Trip attempt any time you are allowed to make an attack of opportunity.

12 | Wrestler Grappler Passive: Sstyle bonus toAC, +3 style bonus to CMB and CMD. Replaces the bonus from Grappler

14 | Twin Homs Wallpaper Y_ou can Bull Rush two adjacent targets. _You make a single Bull Rush check_and _if the two targ

different CMDs, you resolve the attempt agsti the higher of the two CMDs to determine distance traveleq

14 Within Your Lockpick Eassive: You ignore any ability or Fgchnique that n_1‘a‘1kes your opponent immune to Disarm attempts, sy
Grasp fighter's Weapon Mastery class ability. Instead, #ngity grants the target a +8 bonus to their CMD.

14 | Hobnails Stampede Passive: When trampling a target, you now inflict unarmed damage as if you were one size category lar

14 | Orbit Meteor Swing If you have two hands available, you can Repositiamdifferent targets as a single standard action.

16 | Great Horn Twin Horns Passive: The bonus from Improved Bull Rush increases to +

16 | Tight Coll Within Your Grasp Passive: The bonus from Improved Disarm increase8.to +

16 | Massive Paw Follow You Anyiere Passive: The bonus from Improved Drag increase$.to +

16 | Cloven Hoof Hobnails Passive: The bonus from Improved Overrun increase6.to +

16 | Jagged Tooth Orbit Passive: The bonus from Improved Reposition increases. to +

16 | Razor Claw Passive: Theonus from Improved Trip increases 6. +

16 | Gladiator Wrestler Passive: #style bonus toAC, +4 style bonus to CMB and CMReplaces bonusoim Wrestler

18 | Endless Charge | Great Homn Passive: When you Bull Rush, the maximum distance you can movgowititarget is no longer limited by

your movement speed.
When you successfully Trip a target, you knock the wind from their lungs. The target must make a F

1 | Eresliness RETIT G save D)é 10 + 1/2 you?levepl + yot?r St?,ength madifier or be &ed)épr 1 roSnd. ’

18 Not On My If an allied character you are adjacent to is subject to a combat maneuver, you can make a combat mg
Watch check as if you were attempting the same maneuver. Your ally can use the result of this check for their
Pushing the Upon successfully completing a Bull Rush, if you have moved_ With your'target, then you can imme

20 S Endless Charge make a second Bull Rush against the same target (or targets, if using Twin Horns) as a free action.
Limits

only dlowed one of these free Bull Rush attempts per round.
When you Disarm your target, you strike so hard that the tardetisdis left numb. Your target must make

20 | Venom Tight Coil Reflex save DC 10 + 1/2 your level + your Dexterity modifier or #ayot use the hand (or hands, if yg

perform a double Disarm) for 2d4 rounds. A Heal check (DC = Ref DC) will cure the numbness.

20 | The Long Haul Massive Paw Whgp you successfully Drag a target, you can mwite the target up to your base movement speéu

addition to the normal Drag distance.

20 Path of Cloven Hoof When trampling a foe or stampeding over multiple foes, every target you successfully Overrun must |
Destruction Fortitude save DC 10 + 1/2 your level + your Strength modifier or b8tlefhedfor 1 round.

20 Take Them for a Jagged Tooth When you successfully Reposition a target, you deliver a jarring spin that leaves them disoriented. The
Spin must make a Fortitude save DC 10 + 1/2 your level + your Strength modifier oubealt&d for 1 round.

20 \?\li]ai‘ﬁv;hned Breathless As a standard action, you may make a Trip attempt against every target that you threaten.

20 | Champion Gladiator Passive: #0 style bonus toAC, +5 style bonus to CMB and CMReplaces bonus frofladator.




Offensive: General Strengt®ased Melee Combat
(Light or OneHanded Melee Weapons

The llluminated School of the Steel Blaze teaches techniques to all students-obhoted combat, blending strength with g&in a

deadly art.
2 4 6 8 10 12 14 16 18 20
Fire Slash Emerald Opal Flam Amethyst Sapphire Firewhirl
Flame Fame Flame
. The Fire .
Firebrand Backdraft Winged Flamewal That Shieldbun > Devouring Cor‘!flag
Flame Flame ration
Consumes
/\
JARN
Banking thd Flare Wildfire Sacrificial Phlogiston Sundering
Flame Pyre Grasp Flame
Ember Spark Flame Blaze Inferno
Lvl | Name | Prerequisite | Effect
2 | Fire Slash Basic strike that adds +1d4 to normal damage. This chain can attack multiple foes without break|
. Basic strike that causes normal damage and makes the target turn and face you. They do not t
2 | Firebrand . - )
other squares until the beginning of their next turn.
2 | Banking the Flame Quick Draw feat Passive: You can sheath your weapon as a free action.

Basic strike that causes normal damage and you can make a Combat Maneuver check. If

4 | Backdraft behind target successful, the target is considered flabted and cannot move until the beginning of your next tu
If you fail, the target's base epd is still reduced by 10 feet until the beginning of your next turn.

4 | Ember Passive: +1 style bonus to attack rolls, +2 style bonus to AC.

6 | Emerald Fire follows Fire Slash Followup strike that adds +1d6 to normal damage.

6 | Winged Flame When chargng a foe, you can make two attacks. Both are at your highest attack bdnus

8 | Flamewall Passive: +2 shield bonus to AC when armed with a singkbamded weapon.

8 | Flare When you make a full attack action, increasg_the threat range of your welapeil. This bonus stach
witht but is not affected by the Improved Critical feat.

8 | Spark Ember Passive: +2 style bonus to,hiB style bonus to ACReplaces the bonus from Ember.

10 | Opal Fire follows Emerald Eire Followup strike that adds +1d6 to noral damage and the target is treated asflabted until the end
of your current turn

i Passive: When making a full attack action using the Fire Slash technique chain, you can move

10 | Wildfire S
each individual attack, up to a total equal to yoask movement speed.
PassiveApply your Strength bonus x1.5 to damageen armed with a single oAeanded weaponas

12 | The Fire That Consumg Flamewall if you were wielding it with two handslf you have no Strength bonus to damage or only a +1 bo
increase the damage bonus to +2. If you have a Strength penalty to damage, ignore it.

12 | Sacrificial Pyre PassiveWhen n_1aking a full attack action using the Fire Slash technique chaigajyoone additional
attack at your highest base attack bonus

12 | Flame Spark Passive: +3 style bonus to,hib style bonus to ACReplaces the bonus from Spark.

14 | Amethyst Fire follows Opal Fire Followup strike that adds-1d8to normaldamage.

14 | Shieldburn Advanced strike that negates target's shield bonus@®until beginning of their next turn.

16 | Devouring Flame follows Shieldburn Followup strike that causes normal dam.age.and you can make a Disarm check with a +6 style b
you are successful, the target drops their shield.

16 | Phlogiston Grasp Pasive: Youweapon is immune to Disarm or Sunder attempts.

16 | Blaze Flame Passive: +4 style bonus to hi¥ style bonus to ACReplaces the bonus from Flame.

18 | Sapphire Flame follows Amethyst Flame | Finishing strike that inflictsalible normaldamage ad automatically knocks the target prone.

18 | Conflagration Follows Devouring Flame If the targetloses their shield, you can make a second free Disarm attempt with a +6 style bonus.

18 | Sundering Flame Follows Devouring Flamé If the target re_tains_ their dield, you can_initiate a free Sunder attempt against their shield, igno|
hardness and inflicting an automatic critical.

20 | Eirewhirl Passive:.When making a full at'tack action, you gain one extra attack at highest bpnus. Thig
stacks with Sacrifial Pyre if the Fire Slash technique chain is part of the full attack action.

20 | Inferno Blaze Passive: +5 style bonus to hil0 style bonus to ACReplaces the bonus from Blaze.




Offensive: Mele®ual Wieldihg
(Pair of OneHandedWeapons)

Though the Way of Resonant Thunder can strike the most impressive blows and the Death of a Thousand Cuts can put more stee

flesh than any other style, the school of the Iron Tower has the greatest capacity for sheer, visceral dathagealif Requiring a

surfeit of bothSrength andDexterity, it is one of the most difficult schools to master and even the best users will lack the grace of

most other arts, but an Iron Tower master is a terror to behold in battle.

2 4 6 8 10 12 14 16 18 20
Quartz Flint Diamond Adamant Blood Beast Atop)
Keep Fortress Castle Citadel God the Spire

Threnody UB?:?Ee Lord of Catechism|
of Saints y Headsmen| of Atrocity
Towers
Looping Helm Havoc Tower Iron Gates of
Hard Cut => Slash ] Call to War—> Splitter Rampage =) Gyre Slash Bite Death
Battle
Trance
Snow of Thicket of Storm of Wall of Throne of
Petals Blossoms Barbs Thorns Roses
Lvl | Name | Prerequisite | Effect
2 | Quartz Keep Passive: Redudbe penalties for dualielding two onehanded weapons by 1 each, 4&/-3.
2 | Hard Cut A basic strike with you primary weap that inflicts an extra2 damage.
A basic strike thatsestwo attack actionsone from your primary weapon and one from your-bénd weapon. &u
4 Threnody of strike with your primary and offiand weapons simultaneously, using only one &teall (though you still treat it ag
Saints dual wielding for the purposes of bonuses and penalties to the attatkflict damage for only one weaparf your
choice, rolling damagas if it were a size category larger and add your Strength modifier x2 to damage
4 | Looping Slash follows Hard Cut | A followrup strike with your offhand weapon that inflicts an extra +2 damage.
4 ﬁzfavlvsof Passive: +1 style bonus to,hif2 style bonus to AC.
6 | Flint Fortress | Quartz Keep Passive: Redudbe penalties for dualvielding two onehanded weapons by 2 each, #/-2. Replaces the bonus fron
Quartz Keep.
6 | Call to War EI;c;vr:s Looping A followrup strike with you primary weapon that inflicts an extradeimage.
A followrup strike that westwo attack actionsone from your primary weapon and one from your-bénd weapon.
You strikea crippling blowwith your primary and ofhand weapons simultaneously, using only one attack(tioiugh
Broken Upon | follows Threnody | you still treat it asdual wielding for the purposes of bonuses and penalties to the attack)ict damage for only ong
the Towers of Sains weaponof your choice, rolling damagss if it were a size category larger and add your Strength modifier x2 to dan
The arget must make &ortitudesave DC 10 + 1/our level +your Strength modifier or have their movement reduce
by half and be unable taun or hustleuntil they receive a Heal check (DC = to the Fort DC)
8 | Helm Splitter | follows Call to War| A followrup strike with your offhand weapothat inflicts an extra +4 damage.
8 ;Ihcl)gl;?)tmosf Snow of Petals Passive: +2 style bonus to ,hi3 style bonus to AC. Replaces bonus fsomow of Petals.
Diamond . Passive: Redudbe penalties for dualielding two onehanded weapons by 3 each, {&/-1. Replaces the bonus fron
10 Flint Fortress :
Castle Flint Fortress.
10 | Battle Trance | Helm Splitter PassiveEvery consecutive round you attack the same target, you gain a cumulative +2 to damage against that tg
A followrup strike that sestwo attack actionsone from your primary weapon and one from your-bénd weapon.
You strikea bloody blowwith your primary and ofhand weapons simultaneously, using only one attack(tbtugh
Lord of follows Boken . L .
12 Headsmen Upon the Towers you sill treat it as dual wielding for the purposes of bonuses and penalties to the attauict damage for only ong
P weaponof your choice, rolling damagss if it were a size category largardsadd your Strength modifier 8 damage
as well as cause Bld equal to your Strength modifier




Lvl | Name | Prerequisite | Effect
follows Helm A free followup strike with you offhand weapon at your highest base attack behuhat inflicts an extra +8amage.
12 | Rampage - If the attack is successful, you can initiate a free Trip attempt against the target as you literally batter them ir]
Splitter . .
ground. If you fail, they do not get a free attempt to Trip you back.
12 Storm of Thicket of Passive: +3 style bonus to,hi# style bonus to ACReplacesdnus from Thicket of Blossoms.
Barbs Blossoms
Adamant . Passive: Redudbe penalties for dualielding two onehanded weapons by 4 each, 40/-0. Replaces the bonus fron
14 ; Diamond Castle )
Citadel Diamond Castle.
14 | Havoc Gyre | follows Rmpage A followrup strike with your primary weapon that inflicts an extra +6 damage.

16

Catechism of

follows Lord of

A finishing blow that ses only one attack action but still strikes with your primary and ofhand weapons
simultaneously using only one attack rofthough you still treat it as dual wielding for the purposes of bonuses
penalties to the attack) Inflict damage for only one weapasf your choice, rolling damagas if it were a size catego
larger and add your Strengtmodifier x3to damage. Additionally, he target is stunned for 1d4 rounds, then stagge!

Atrocity A ST for the remainder of the encounter or until they receive healing (Hea+[B6rt D& If they succeed on a Fortitude sa:
DC 10 + 1/%ourlevel +your Strength madifier, they are merely staggered for 1 round and then shaken for 1d4 ro
afterwards.
16 | Tower Slash | follows Havoc Gyrg A followrup strike with you ofhand weapon that inflicts an extra t&mage.
16 \_I/_\:f:)”rr?; Storm of Barbs Passive: +4 style bas to hit +5 style bonus to ACReplaces bondsom Storm of Barbs.
Adamant C_ltadel Passive: The sight and smell of bleaaves only tarive you to greater feats of brutality. Every time you inflict dama
18 | Blood God and Catechism of . )
. to an opponents wounds, you regain 1d4 fatigue.
Atrocity
18 | Iron Bite f;gzv';/s Uil A followrup strike with your primary weapon that inflicts an extra +8 damage.
As a free action once per encounter before you have attacked,cgm release a bestial roar to show all around y
your anticipation for the coming bloodshed. Every foe with fewer HD than you that can heahgwlmust make a
Beast Ato Will save DC 10 + 14pur level +your Charisma modifier. Foes withHD or less who fabecomePanickedor 1d4
20 the Spire P Blood God minutes Foes wittb to 10HD becoméd-rightenedfor 1d4 rounds.Foes with 11+ HD become Shaken for 1d6 rouiffd
P a foe can only hear you but cannot see, the effedtaifure lasts only inute (for Panic) or 1 round (for Fear being
Shaken) Afterwards, foes witiiO HD or less remaighaken for the rest of the encounter. Foes that succeed at
saving throw suffer no ill effect.
Gates of . A free finishing blow with your primary weapon at yougliest base attack bonus that inflicts an extra +10 damadfe
20 follows Iron Bite . . .
Death the attack is successful, the target is automatically Stunned for 1 round.
20 Throne of Wall of Thorns Passive: +5 style bonus to,hi6 style bonus to ACReplaes bonus from Wall dfhorns.

Roses




Offensive: GenerdbexterityBasedVielee Combat
(Light orOneHandedPiercingWeapon$

The Path of the Ancient Zephyr teaches its initiates ghacefultechniques of striking like the windnd avoiding the clumsy
retaliation of their overbearing opponents usimick ripostes and retreats.

2 4 6 8 10 12 14 16 18 20
Slip Pr::s:rde > StopThrug > Lunge Fleche Riposte C(_)I_Lijnqt:F —> Redouble > Un_?srrui?p B;;;S:s
X L
\
Retreat ¢—¢ c\l/r\gf/tl]e;l :r 32‘:'2 23:;? Remise Rose Slicg Bind Disengage N'T;I]SC%
Breeze Gust Foehn Tempest Hurricane
Lvl | Name Prerequisite Effect
2 | Slip A pintpoint strike that sesyour Dexterity modifier insteadf Strength for damage.
2 | Retreat Designate a secondfbot square that does not provoke an attack of opportunity during a Withdraw action.
. . A feint in lieu of an attack that automaticallgnders thetarget flat-footed until the beginning of their next turibut
4 | Prise de Fer | follows Slip o
inflicts no damage
4 | Withdrawal Retreat During a Withdraw action, you provoke no attacks of opportunity if you move less than your base movement sp
4 | Breeze Passive: +1 style bonus to hi2 style bonus to AC
6 | StopThrust follows Prise de Fer | A follow-up strike that sesyour Dexterity modifier x2 instead of Strength for damage.
When you take a full attack action against a single foe, you may then make -fofivedjustment away Your
6 | Passé Arriere opponent must follow you or be subject to aattack of opportunity as you withdraw You cannot use this ability t|
move into an occupied space or shift the enemy into an occupied space.
A finishing strike that ses your Dexteritymodifier x2 instead of Strength for damage. If the attack succeeds,
8 | Lunge follows StopThrust . ) " .
automaticallyconfirmed asa critical strike.
8 | Passé Avant Whenyou take a full attack acti_on against a si_ngle foz_e,_ you can attenBodld&Rush as a free action. 'U_nlike a norm
Bull Rush,calculate your CMB with your Dexterity modifier and the target loses their Strength modifier to their C
8 | Gust Breeze Passive: +2 style bonus to hif3style bonus to ACReplaces the bonus from Breeze.
10 | Fleche You can instigate a sfyishortranged charge in as little &feet. It is otherwiseidentical to a regular charge attack.
. You may immediately reoll a missed attack once per encounter. You must use the same base attack bonus an
10 | Remise o e P )
modifiers of the originahttack and accept the new result even if it is worse than the previous.
12 | Riposte Any time an enemy atta_cks you in melee and misses with a_II their. attacks thatwaeititer a single standard actio
or a full attack you can immediately take aattack ofopportunity against the foe.
Aslash sharp as rose thorns. As a standard action, you inflict normal damage aadytsuffersBleed 1 andnust
12 | Rose Slice make a Fortitude save DC _10 + YBurlevel +your Dexterity modifier On a failure, theguﬁerz points of _Strength
damage The effectdast until thetarget receives treatment (Heal checkequal to the Fortitude DGand multiple uses
of this technique stack.
12 | Foehn Gust Passive: +3 style bonushd, +5 style bonus to ACReplaces thbonus fromGust.
14 | CounterTime A swift strike with a-2 bonus to hit angou use your Dexterity modifier instead of Strength for damage.
You trap an enemy's weapomlake a Combat Maneuver check, calculating your CMB with Bexterity modifier. If
14 | Bind in front of target successfulyou bind the target's weapanA charactewith a bound weapon cannot attack andfiat-footed. As a
standard action,liey can disengage, but doing so automatically initiatBssarm attempt
follows @unter- If your CounteiTime is successful, you can make a follgwstrike that allows you to makivo attacks at the samg
16 | Redouble . . L -
Time base attack bonugyut without modifiers to damage for ability scores.
16 | Disengage fqllows Counter If your C_ounterTime_ nissed, you can withdraw up tq half your l_)ase movement without provokingiteatk of
Time opportunity. You gain a +4 deflection bonus to AC until the beginning of your next turn.
16 | Tempest Foehn Passive: +4 style bonushd, +7style bonus to ACReplacethe bonus fromFoehn.
18 Under Stop follows Redouble If both of your Redouble strikes were successful, you can make a fofistrike that ses your Dexterity modifier x3
Thrust instead of Strength for damagmnd increases the attack's threat range Hy +
If at least one of your Redouble strikes was successful, you can make auplkivike to thetarget'sknee. They
18 | Falso Manco | follows Redouble must make a~ortitude saveDC 10 + 1/%our level +your Dexterity modifier or youtarget is immobilizd for 1d4
rounds and moves at ha#fpeed after thatuntil they are healed (Heal check equal to the Fortitudg DC
20 Botte de follows Under Stop | A followup strike that uses/our Dexterity modifier x4 instead of Strength for damagel inceases the attack'q
Paysan Thrust threat range by +2
20 | Hurricane Tempest Passive: +5 style bonus to hil O style bonus to ACReplaces the bonus from Tempest.




Offensive: StrengtBasedJnarmed
(Unarmed)

With the popularity of the martial disciples throughout the lands, it often seemed that dlkhioned brawling might fall by the
wayside. A hundred years ago a k@it pair of brothers fronElohosdecided their dream was to make sure that the techniques
that brought them through many a bar figunmaimed if not unscarred were passed on to future generations.

2 4 6 8 10 12 14 16 18 20
Street Under
Brawl - ground
Fight
Tournamen|
Get In . Brute
! ! 1
Therel Guts! Psyched! wild! Force
Driving Hammer Spinning
Disengagel Barge In Fist Shovel Hoo Backfist Haymaker
Brute Get Back Get ...and Stay
Fling Here! Down... Down!
Guillotine .
Liver Blow Body Slan$—¢ Suplex Catapult
Cross
Body Press
Churl Lout Lummox Vulgarian Lawless
Lvl | Name | Prerequisite | Effect
2 | Brawl Passive+2style bonus taCMB and CMD
2 | Gé In There! Your base movement speed increases by +10 feet when charging
4 | Guts! Passive: Whenever you inflict damage against a target, you recover 1 point of fatigue for every 6 points of dama|
4 Driving This attack automaticallyshifts your target bacls feet into an unoccupied spacshile you shifts feetin the opposite
Disengage direction, opening 1@eet of space between you.
. If you succeed in breaking @rapple, you can immediately propel your foe away from you. Treat BudiSRush
4 | Brute Fling .
attempt, except that you do not move with the target.
4 | Churl Passive: +2 style bonus to AC, +1 bonus to damage.
As aswift action, youcanstepinto the spaceof one target you threatentaking armattack of opportunityfrom them bu
6 | Bargeln leaving themflat-footed to all your attacks. At the end of your turn, you shift back into the space you previ
occupied.
Get Back Here! On a successfalttack of opportunityagainst a moving target, you immediately end the move action they tediag.

A simultaneous blow from both fists on either side of the targBteat the attack as if it were twsize categdeslarger

clgtie Ciess and double the threat range.

Hammer Fist You deliver a solid opening blow that inflicts an exttalé damage.

Thishard kick to thetarget's chest initiates alrip attempt without provoking an attack of opportunity or allowing th
target to attempt a Trip attempt in return if it fails

Liver Blow A punishing fist to the midriff thanflicts double damage against fatigue.

6
6
8
8 | Get Down...
8
8

Lout Churl Passive: +3 style bonus to AC, +2 bonus to damage. Replaces the bonuses from Churl.

10 | Street Fight Brawl Passive: 4 style bonus tdCMB and CMDReplaces the bonus froBrawl.




Lvl | Name | Prerequisite | Effect
10 | Psyched! Guts! Passive: Whengver you inflict damage against a target, you recover 1 point of fatigue for every 4 points of dama|
replaces the fatigue recovered from Guts!
As a standard action, yograb your foeand lift them into the airbefore then slamming them down on the groung
10 | Body Slam Initiate aGrapple and, if successful, yautomaticallyinflict an additionakt4d6 damageand leavethe targetprone in a
square of your choosing adjacent to you.
12 | Shovel Hook follows Hammer | A followrup blow to that digs into the target's bodyif the attack hits the target must make a Fortitude save DC 1
Fist 1/2 your level +your Strength modifier or b&taggeredor 1 round. Ithey succed, they are stilhaken for 1 round.
As a standard action, you grab your foe, lifting them into the air and jumping backwards, slamming thefindhéatd
12 | Suplex Body Slam the floor. Initiate aGrapple and, if successful, you inflict additional +4d6 damage andhé target must makea
Fortitude save DC 10 + 1ydur level +your Strength modifier or béazedfor 1 round. Bothyou and your target end
up prone in adjacent squares.
12 | Lummox Lout Passive: +5 style bonus to AC, +3 bonus to damage. Replaces thedftonsLout.
14 ...and Stay follows Get You follow up with éhead stomp onyour prone target. This attackstuns the target for 1d4 rounds. If the targ
Down! Down... succeeds on a Fortitude save DC 10 +ybl® level +your Strength modifier, they @& merely shaken for 1 round.
As a standard action, you delivetemping, fulbody smash attack that crushes the foe against the flddris inflicts an
16 | Body Press extra +1d6 damage and leaves both you and the target prone in the same squarepwiitpmatically Grappling the
target without the need for a combat maneuver check.
16 Spinning follows Shovel A followrup blow where you twist your entire body and deliver a devastating backhand that doubles your St
Backfist Hook modifier to damage
. Passive: Whenever you inflict damage against a target, you recover 1 point of fatigue for every 2 points of damg
16 | Wild! Psyched! -
replaces the fatigue recovered from Psyched!
16 | Vulgarian Lummox Passive: +7 style bonus to AC, +4 bonus to d@m#&eplaces the bonuses from Lummox.
18 ISl Passive: 6style bonus taCMB and CMDReplaces the bonus fro8treet Fight
Tournament
Passive: Anyime you confirm a critical hit, the targét Staggereébr 1 round. They camake a Fortitude save 10 + 1
18 | Brute Force .
your level 4your Strength modifieto negate the effect
20 | H follows Spinning | A finishing move that catches the target full in the throat with your arm. It inflicts an extra +6d6 damag
aymaker ) .
Backfist automatically dops the target prone.
Youhoist your target overhead and hurl them like a weapdfyou successfullgrapple atarget, you can lift themmand
throw them. They count as an improvised thrown weapon, though you ignore the northalendty for using
improvised weapons. Use your highest base attack bonus, a threat range of 20, a critical multiplier of x2, and a
20 | Catapult Suplex 10 feet. Both the target you throw and any target you throw them at (if you succeed on the attack roll) suffer dg
as if they were hit by a falling object of the thrown target's size (2d6 for Small, 3d6 for Medium) plus an addition
damage for every 10 feet they are thrown, up to a maximum of +5d6 if they are thrown the full 50 feet (which
also incur a8 ranged attack penalty).
20 | Lawless Vulgarian Passive: +10 style bonus to AC, +5 bonus to damage. Replaces the bonuses from Vulgarian.




Offensive: Meled’olearms
(Two-Handed Melee Reach Weapgns

The Steel Serpent School teaches téghas to those who prefer to put distance between themselves and their opponents.

2 4 6 8 10 12 14 16 18 20
Thrust Double Shoulder Qoss A(r)ovuer:(’j Fulcrum
Thrust Slash Slash ' Hammer
and Down
. Spinning Piercing
Slice Tip Probe Strike Push > Lockstep =>{ Implacable|
Set Spear -
Hook and Mo§2$r§nts \Ilzlglr?u:
Charge 9
Shallow Deep
Feint K Strike
Solo Pair Squad Formation Unit
Drills Drills Drills Drills Drills
Lvl | Name Prerequisite Effect
2 | Thrust A basic strike that inflicts an extra +2ndage.
. A basic strike that does not add yo8trength modifier to damage, bihe targetsuffersa -2 to their AC
2 | Slice . o .
until the beginning of their next turn.
4 | spinning Ti A basic strike thatloes not addyour Strengthmodifier todamage, but theargetmust makea Reflexsave
P 9 7P DC 10 + 1/3ourlevel +your Dexterity modifier othey cannot enter your threat range for 1 round
4 | Shallow Feint A basic strike that does not damage the target, but makes thenridtgted until their next turn.
4 | Solo Dills Passive: +1 style bonus to,hi2 style bonus to AC.
. A followup strike thatattacks the targettwice with yourweapon at the same base attack bontsit does
6 | DoubleThrust follows Thrusor Slice not add your Strength modifier to the damage fther attack.
6 | Hook follows Spinning Ti A followup strike that deprives the target of their shield bonus to AC until the beginning of their next
P 9P | This technique can only be used against a target with a shield bonus to their AC.
6 | Deep Strike follows Shallow Feint | A finishing blow that inflicts an automatic critical hit and forces the target back 5 feet.
follows Hoolkor A followrup strike that does not add yoBtrength modifier to damage, buihe enemy losesheir armor
8 | Probe - - . - .
Spinning Tip bonusto ACuntil the beginning of their next turn.
8 | Pair Drills Solo Dirills Passive: +2 style bonus to hif3 style bonus to ACReplaces the bonus from Solo Drills.
10 | Shoulder Slash follows DoubleThrust | A followup strike that adds-2d4 to damage.
10 | Set Spear and Charge Passive: Youadible Strengthyour modifier to damage on a successful charge attack.

12 | Piercing Strike follows Probe A finishing blow that transfixes the target, causing Bleed 3. It requires a Heal check (DC 15) to stop.

12 | Shap Movements PassiveYou are allowed to make attacks of opportunity against targets that shift inside your threat ra

12 | Squad Drills Pair Drills Passive: +3 style bonus to hi style bonus to AQReplaces the bonus frofair Drills.

14 | Cross Skh follows Shoulder Slash A followup slash that adds2d6 to damage.

14 | Push An advancedttack that automaticallypushesthe target back 5as you advance.

16 | Lockstep follows Push A followrup strike that adds-1d4 to damageand the arget is pushed dckanother5 feet as you advance.
Passive: When attacking a target with fatigue remaining, the damage from your attacks can be sp

16 | Vicious Fangs affecting fatigue and 50% affecting wounds. If you deal an odd amount of damage, the extrasp
subtracted from fatigue.

16 | Formation Drills Squad Drills Passive: +4 to style bonus hit7 style bonus to AQReplaces the bonus fro@quad Drills.

Over, Around, and s .

18 Down follows Cross Slash A finishing strike that adds +4d6 to damage.

18 | Implacable follows Lockstep A finishing strike that adds1d6 to damagend pushes the targdiackanother10 feet as you advance.

20 | Fulerum Hammer A devastati'ng, overheaq ;Iash as%zmslard action It adds -l4d§ Fo damagg, doublegour weapon'shreat
range, and increaseis critical multiplier by+1. A siccessful criticali@omaticallyknocks the target prone.

20 | Unit Drills Formation Dirills Passive: +5 style bonus to hitl0 style bonus to AQReplaces the bonus frofformation Drills.




Offensive Size Difference
(Versus Opponentat Least One Size Category Larger Thai You

Originally developed by thealflings of Ardeya in their constant struggles against their Alceyni oppressors, the school of the
Titanbreakers teaches techniques thage smaller size and greater agility to the Usexdvantage. Over time, some humans and
elves have found the techniques useful for facing large foes from ogres and giants all the way to dragons.

2 4 6 8 10 12 14 16 18 20
Rat's Badger's Weasel's ,
Scratch Bite Tooth Cat's Claw
Dash Furious Straddle & Disorént Can't Catcl Bantam Nail to Bouncing E:f:”r;sm
Through Takedown Savage Me! Swarm the Earth Ball Strikeg
Scale the . Big Game Uprooted Piercing Go for the
Ride'm! Tree >
Colossus Hunter the Guard Underbelly
Thrust
/\
ARy
Skink Gnat
Behind the
Knee
Student of Scholar of Follower of] Chamjion Master of
the Pebble the Sliver the Crumb of the Wisp the Mote
Lvl | Name | Prerequisite | Effect

\ An opening strike where you duck in and attack up into the target's exposed vitals. This attack and all other at
2 | Rat's Scratch L . . .
the chain inflict damage as if you were usingeapon one size category larger.
When making a charge attack, treat the natural reach of your target and any other creature whose threatened al
2 | Dash Through pass through as equal to your own. They are only permitted to make attacks of opposgaityst you if you leave
square that their new, reduced reach threatens.
. An opening strike that aims to topple the foe. You do not add your Strength modifier to damage, but initiate a fr
Furious ) . f ; .
4 Takedown attempt against the target, regardlsof how_many size categories Iarger than you the target is. You ignore an
penalties to CMB and the target loses any size bonuses to CMD for this attempt.
An opening attack thanflicts no damagen the target,but instead initiates a free Grapple attempt against a targ
regardless of how many size categories larger than you the target is. You ignore any size penalties to CME
Scale the _ target loses any size bonuses to _CMD for this attempt. If you are succgsﬂft_zk;amper U|m_nto the target,occupying
4 behind target the same square as them anelaving themflat-footed to all your attacks until you are dislodged. Though they
Colossus - . . .
continue to move and act normally, the target must succeea combat maneuver check to dislodgeu. This follow
up maneuver does allow size bonuses and penalties to CMB and CMD, but the target recdiyEmnalty. If they
attempt to attack you while you are on them, their own body provides you with cover.
4 Student of the Passive#1 syle bonus to hit, +2 style bonus to AC. Unlike most techniques in this school, these bonuses do n
Pebble only against targets larger than your character.
In a brutal followup, you jump onto the prondarget, occupying the same space as thas youbegin to hack away
6 Straddle & follows Furious Every attack you make against the prone target is considered an automatic threat for a crifialtarget must
Savage Takedown succeed in a combat maneuver check to dislodge you. This fofjonmvaneuver dos allow size bonuses and penalti
to CMB and CMD
6 | Skink PassiveYou receive a1l dodge bonus tgour AC for every size categdarger than you an attacker.is
' follows Rat's A followup §trike ai.n'1ed at disabling your largeief The target must succeed ona Reflex save DC 10 + 1/2 your |
8 | Badgels Bite Scratch yourdDexterlty modifier + 1 for every size category larger than you the target is. If the fail, they are left Stagger
round.




Lvl | Name | Prerequisite | Effect
As a swift action, gu can shift into your targ&t spacethe two of youoccupying it together. This grants yoaver

8 | Disorient against your target and argreature thatattacks you has a 20% chanceatfackingyour target instead. Unfortunately|
any ally attacking your target has a 20% chancattaickingyou, as well
As a followup, rather than attacking your target, you can yank on hair, ears, horns, or other protrusions on your
Make another free Gapple attempt against the target, regardless of how many size categories larger than yq

. follows Scale the . . . . . :

8 | Ridém! Colossus target is. You ignore any size penalties to CMB and the target loses any size bonuses to CMD for this attempt.
successful, the target randomly movesita base speed around the battlefield, expending the move action for its
turn.

As a standard action, you take advantage of ymenfect position to ram a knife blade in behind your tatgéinee The

8 Behind the target must succeed on a Fef save DC 10 + 1/2 your level + your Dexterity modifier + 1 for every size categoryf

Knee than you the target is or drop prone and be immobilized until they receive a Heal check (DC = to Ref DC). Ev
succeed, their movement speed is reducedLi® until the end of their next turn.

8 Scholar of the | Student of the Passive+1 style bonus to hit, +3 style bonus to AC. Unlike most techniques in this school, these bonuses do n

Sliver Pebble only against targets larger than your charact®eplaces the bonuses from Student of the Pebble.
PassiveWhen you use a Withdraw action, choose one target with a natural reach greater than your own. Y
Cartt Catch automatica!ly shift into the nearest square not threatened by that targithout expending the moyement to ge)
10 Mel there. Additionally, the natural reach of any creature whose threatened area you pass through during your With
’ treated as equal to your own. They are only permitted to make attacks of opportunity againstyyeuleave a squarg
that their new, reduced reach threatens.

10 Elﬁlri:rme PassiveYour style bonus to hit against a target increases by +1 for every size category larger than you the targe
As a standard action,oy becomea oneperson mob, picking a 200 block that you occupy one square of. All fo

12 | BantamSwarm . . . .
squares are considered to be occupied andrytbreat range is calculated from all four blocks simultaneously.

12 Uprooted Tree This is a powerfudtrike that can b delivered no matter the circumstance8s a standard actiorit, allows you to attack

Thrust even whenPinnedand, on a successful strikajtomaticallybreaks theGrapple.
12 Follower of the | Scholar of the Passive#2 style bonus to hit, +5 stylonus to AC. Unlike most techniques in this school, these bonuses do not
Crumb Sliver only against targets larger than your character. Replaces the bonuses from Scholar of the Sliver.
follows Badger's | This followup strike digs deep intthe exposed underbelly of the target. It inflicts an automatic critical and, if
14 | Weasels Tooth . - e " A
Bite target is still Staggered from Badger's Bite, its critical multiplier is increased by +1.
You drive your weapon througiome part of the target and leave it therpinning the target to the ground. The targe

14 Nail to the Slashing or is considered Entangled by an anchored sour@eHeal check DC 20 will remove your weapon and regiteréarget's

Earth Piercing weapon | movement speedor it can elect to make a Stretgtheck DC 13 to pull the weapon free, though this will inflict
weapon's damage against the target whether or not it is successful

14 | Gnat Skink gsisnslive: +2 dodge bonus your AC for every size categolgrger than you an attacker.isReplaces théonus from

16 | Bouncing Ball Passive: Whenever@eaturescores a successful criticatackagainst you in melee, you can reduce the damage by
and use the ablated force to roll back a distance equal to the targettural reach +%s an imnediate action

16 Piercing the An opening strikeip from below, splting open the guard of your opponent. This strike inflicts no damage, but all

Guard attacksagainst the target until the end of your turn are treated as-ftadted touch attacks
16 Champion of Follower of the Passive#2 style bonus to hit, +7 style bonus to AC. Unlike most techniques in this school, these bonuses do n
the Wisp Crumb only against targets larger than your character. Replaces the bonuses from FolldheCotimb.
_ A vicious followup that tears into the target's exposed vitals. The target must make a Fortitude save DC 10 + 1
Go for the follows Piercing L . . N,

18 Underbelly the Guard level + your Strength n_10d|f|er + 1 for every size category Iarge_ryhanhe targetis. If thg tar_get fails, it is Nauseat|
for 1 round and then Sickened for a further 1d4 rounds. Even if successful, the target is Sickened for 1 round.

follows Weasel's A finishing blow tha_t rips into the target's fimseless underside. You attack three times, ianictipg regular damag

20 | Cats Claw Tooth each attack. Additionally, each successful attack causes Bleed 1 on the target or increases its current Bleed
source) to increase by 1, until the target receives a ldeatk (DC 25).

As a standard action, you deliver strike to tlaeget'sunprotectedchest hard enough to stop thieheart. Thetarget
must succeed on a Fortitude save DC 10 +yb(#® level +your Strength modifie + 1 for every size category larger tha

20 Elephant follows Piercing | you the target is. If the target fails, it is staggered for 1 round and must make a second Fort save at the same [

Felling Strike the Guard beginning of its next turer fall unconscious. tird saving throw of thesame DC must be made the followirgund or
the character dies. A Heal check of the same DC as the save throw administered before the target fails their th
will revive the target at 1/4 their total hp or the total they hathen firststruckwith the attack whichever is lower.

20 Master of the Champion of the | Passive#+3 style bonus to hit, +10 style bonus to AC. Unlike most techniques in this school, these bonuses do 1

Mote

Wisp

only against targets larger than your character. Repl#wedonuses from Champion of the Wisp.




Offensive: Animal Companion
(Animal Companion

From the kennels of kings to the wild forests of the Silver Council, the bond between man and beast has always beenfekploited

benefit of both paties. This style exists to turn the bond between the two into a weapon that no single foe can match.

2 4 6 8 10 12 14 16 18 20
Barbed Wind Iron Huntin Shar| . Saber Terrible Lightnin The
Kennel Stride B¢ Maw Tt Gazeg ' Sensgs 99 Insatiable claw Roar gtride ‘¢ Beast

[:> Savage <] : Hunting Predator A Feast of] Pack
Flank Party and Prey Bones Tactics
Divide and Mine is And the
. Showoff ) )
Conquer Bigger Winner is..|
Duck Gift of Endless Covering
Hunt Thistle Rain Fire
Barb Hook Claw Talon Fang
Lvl | Name Prerequisite Effect
2 | Barbed Kennel Pasive: Your animal companion receives a +1 style bonus on all attack and damage rolls.
This basic strike creates an opening that your companion can take advantagéeh you and your anima
2 | Savage Flank flanking target companion are flanking the santarget, if you successfully strike the target, your companimmediately
receives a free attack against themihis replaces your companion's normal attack for the round.
4 | Wind Stride Barbed Kennel Passive: Your animal companion receives a +10 footdtmtheir base movement speed.
This basic strike is an opening gambit in a competition between you and your animal companion to s

. can deliver the most damage. When you and your animal companion are attack different tamets

4 | Divide and Conquer S ) : ;
companionimmediately receives a free attack and you both receive a +2 bonus to your damage.
replaces your companion's normal attack for the round.
This basic attack allows you to support your animal companion from afar with adaveggpon. If you use

4 | Duck Hunt ranged weapon to attack a target_ your animal companion threatens, your companion immediately rece
free attack and the target is considered flanked to both your attacks. This replaces your companion's
attack for the round.

4 | Barb Passive+2 style bonus to AC to both you and your animal companion.

6 | Iron Maw Wind Stride Passive: Your animal companion treats their natural attacks as 1 size category larger.

6 | Hunting Party follows Savage Flank This fqllowup str?ke kees your target_oﬂbalance. If youstrike is successful, your animal compani
immediately receives a free attack against the target.

8 | Hunting Gaze Iron Maw Passive: Your animal companion receives a +2 style bonus on all attack and damage rakplatasthe
bonus from Barbed Kennel.

- This followup strike let's either you or your animal companion try and catch up. Your animal comp
L follows Divide and . . . ; ) ) . :

8 | Mine is Bigger Conguer immediately receives a free attack against their target and whiehe¥ you inflicted less damage with th
Divide and Conquer technique doubles their Strength bonus on this attack.
This followup strike keeps the target offalance while your companion deals with them. If you us
ranged weapon to attack a target your animal companion threatens, your companion immediately recg

8 | Gift of Thistle follows Duck Hunt free attack and the target is considered flanked to both your attacks. Additionally, you can make a ¢
maneuver check, substituting your Dexterityr fyour Strength when calculating your CMB. If you
successful, you knock the target prone as if you had Tripped them.

8 | Hook Barb Passive+3 style bonus to AC to both you and your animal companion. Replaces the bonus from Barb

10 | Sharp Senses Hurting Gaze Passive: Your animal companion's natural attacks increase their critical multiplier by +1.
This followup strike knocks your target straight into the waiting jaws of your companion. If your stri

10 | Predator and Prey follows Hunting Party| successful, you can make a combat maneuver check to Trip your target. If successful, they fall prq
your animal companion immediately gets a free attack against them.

12 | Insatiable Sharp Senses Passive: Your animal companion receives a +2 bonugioQonstitution.




Lvl | Name | Prerequisite | Effect
This followup strike is a chance for either you or your animal companiopréen. Your animal companio
12 | Showoff follows Mine is immediately receives a free attack and wiewer of your has inflicted more damage when you add up b
Bigger the Divide and Conquer technique and the Mine is bigger technique receives a +4 morale bonus
attack roll.
This followup strike keeps the targebff-balance while your companion deals with them. If you us
ranged weapon to attack a target your animal companion threatens, your companion immediately recg
12 | Endless Rain follows Gift of Thistle| free attack and the target is considered flanked to both your attacks. Additiottaiytarget of this attack

gains no bonuses to their AC for being prone. Unlike most technigues, you can repeat this attack g
times as you want, as long as the target remains prone.

12

Claw

Hook

Passive+6 style bonus to AC to both you and your ardic@mpanion. Replaces the bonus from Barb.

14

Saberclaw

Insatiable

Passive: Your animal companion receives a +4 style bonus on all attack and damage rolls. This reg
bonus from Hunting Gaze.

14

A Feast of Bones

follows Predator and
Prey

A finihing blow against a prone targeYou and your animal companion attack the target at the same ti
with the threat range for both your attacks doubled.

16

Terrible Roar

Saberclaw

As a standard action, your animal companion can release a terrifyinghoat, hiss, or other threatening
sound. All targets within 30 feet that can hear must make a Will save DC 10 + 1/2 your companion
your companion's Charisma modifiefYour companion also receives a +1 bonus to this DC for every
category largethan Medium they are.If a target fails, ibecomes Frightened for 1d4 rounds. Even if thq
succeed, they are left Shaken for 1 round.

16

And the Winner is...

follows Showoff

This finishing blow shows just how in synch you and your animal compargonYayur animal companio
immediately receives a free attack. If both strikes are successful, determine how much damage eac
inflict. You and your companion both inflict whichever damage total was higher against your targets.

16

Covering Fire

follows Endless Rain

This followup strike allows your animal companion to disengage from the target. If you use a rq
weapon to attack a target your animal companion threatens, your companion can immediately move
their base movement speed without gvoking an attack of opportunity from the target. Additionally, t
target of this attack gains no bonuses to their AC for being prone.

16

Talon

Claw

Passive+9 style bonus to AC to both you and your animal companion. Replaces the bonus from Barb

18

Lightning Stride

Terrible Roar

Passive: Your animal companion receives a +20 foot bonus to their base movement speed. This rep
bonus from Wind Stride.

18

Pack Tactics

Your animal companion is willing to cooperate with your allies, as well fAe® action, you can designat
another character that you companion can see. That character can trigger any Tooth and Mail tec

that you know as if they were you. You can change which other character can trigger these actions,

can only hae one other character designated at any given time and your animal companion will only
to whichever character was designated at the end of your last turn.

20

The Beast

Lightning Stride

Passive: Your animal companion incredsg®ne size categoygranting thema +8 bonus toStrength, a +4
bonus to Constitution and Charisma -2 penalty to Dexterity, and a +3 bonus to their Natural Arm
Replaces the bonus from Insatiable.

20

Fang

Talon

Passive+12 style bonus to AC to both you and your aniomehpanion. Replaces the bonus from Barb.




Offensive:Shield
(Light orOneHandedMelee Weapon; Light ddeavy Shield)

Dissatisfied with what they saw as the weak and ineffectual teachings of the Ancient Academy of Earth, the fotitders o

Volcannon Academy vowed to create a style of swamd-board combat that would strike fear in the hearts of all who cowered

behind their shields. Though the original academy was eventually wiped out by an alliance of mercenary armies hirettbyrthe A
crown, its teachings were ferocious enough that they have never truly passed away.

2 4 6 8 10 12 14 16 18 20
Shield Temple Chopping Blow End it Volcannon
Blast ) dam Edge Back Here! Follow Up Strike

Versatile . . Snapping Dragon Unstop Armored
Shield Gut Slam Dire Shield| | Turtle Slasl—> Turtle > Turtle pable Bull
Slaughter . Bloody
Shield Bruised Battered Pulp
School of School of School of School of Incarnading
Vermillion Crimson Scarlet Carnelian Mastery
Lvl | Name | Prerequisite | Effect
2> | shield Blast Improved Shield Bash feat A basic stkie wlth your_shl_eld that pushes the target off balance, inflicting damage and leaving
flat-footed until the beginning of their next turn.
2 | Versatile Shield Passive: Yoapply your shield bonus to your CMB and CMD.
A followrup attackwith your shield. A wsccessfuktrike inflicts normal damage arldavesthe target
4 | Temple Slam follows Shield Blas Shaken for 1d4 rounds If they make &ortitude saveDC 10 + 1/3our level +your Strength modifiey
they ignore this effect
A followrup attackwith your shield. A wsccessfuktrike inflicts normal damage ankkavesthe target
4 | GutSlam follows Sheld Blast Sickenedor 1d4 rounds If they make &ortitudesaveDC 10 + 1/%ourlevel +your Strength modifiey
they ignore this effect
4 | School oVermillion Passive: +1 style bonus to hit2 style bonus to AC
6 | Dire Shield PassiveTreat your shield as one size category larger when determining bash damage.
6 | Slaughter Shield Passive:

A followrup atack with your shield. A successfuktrike inflicts normal damage arldavesthe target
Dazedfor 1d4 rounds If they make dortitude saveDC 10 + 1/3our level +your Strength modifier
they ignore this effect

follows Temple Slaror

8 | Chopping Edge Gut Slam

As a standard aain, you strike with your weapon while taking advantage of your shield. Add
8 | Turtle Slash damage dice from your shield bash to normal weapon damagmi also gain &1 circumstance bonu
to your AC until the beginning of next turn.

8 | School of Crimson School of Vemillion Passive: +1 style bonus to hit3 style bonus to AQReplaces bonus from School of Vermillion.

As a second standard action, you follow up with your weapon while taking increased advantage
10 | Snapping Turtle follows Turtle Slash shield. Add twice the damage dice from your shield bash to normal weapon dam¥ége also gain §
+2 circumstance bonus tgour AC until the beginning of next turn.

An advanced strikavith your shield The target suffers an additionalld6é damageand 2 points of
10 | Bruised Constitution damageNo single target can suffer Constitution damage from this attack more than
per day.

A followrup attack with your shield. A successful strike inflicts normal damage and autoliya

12 | Blow Back follows Chopping Edge knocks the target prone.

As a third standard action, you follow up with your weapon while taking maximum advantage o
shield. Add three times the damage dice from your shield bash to normal weapon daMeagealso
gain a+3 circumstance bonus tgour AC until the beginning of next turnThis technique can bg
repeated against the same target without breaking the chain.

12 | Dragon Turtle follows Snapping Turtle

12 | School of Scarlet School of Crimson Passive: 2 style bonus to hit+6 style bonuto AC Replaces bonus from School of Crimson.

PassiveFor every point of shield bonus your shield adds to your AC, you can make an additiona
14 | Unstoppable bash attack at your highest base attack bonus once per round. Doing so reduces gtolbshus to
AC by-1 for each attack until the beginning of your next turn.




Lvl | Name

14

Battered

| Prerequisite

follows Bruised

| Effect

A followrup attack with your shield. The target suffers an additional +2d6 damage and das2B
until Healed (check DC 20). This Bleed stacks with Bleed from other sources that stack, but
multiple uses of the Battered technique.

16

End It Here!

follows Blow Back

A finishing strike with your weapon against the prone target. A ssb@destrike inflicts an automatig
critical hit.

16

Armored Bull

PassiveAny successful shield bash against a target can automatically initiate a free Bull Rush
maneuver. If the shield bash was a confirmed critical, add a +4 circumstance boynis t6MB for
the attempt.

16

School of Carnelian

School of Scarlet

Passive: 2 style bonus to hit+9 style bonus to AQReplaces bonus from School of Scarlet.

18

Follow Up

PassiveWhenever you make a full attack with your weapon, you can make asfriedd bash at your
highest base attack bonus at the very end.

18

Bloody Pulp

follows Battered

A finishing attack with your shield. The target suffers an additional +3d6 damage and their
increases to 4. The Heal check DC increases to 25.

20

Volannon Strike

As a standard action, you can choose to strike with both your weapon and shield simultaneously
a successful attack, combine the damage dice from your weapon and your shield bash, plus twi
Strength modifier. The target must makeFortitude saveDC 10 + 1/3our level +your Strength
modifier or be Stunned. If they fail their saving throw, they get a new save every round

cumulative-1 to the DC and remain Stunned until they pass their save. Even when they succeed
save, they are still Shaken for 1d4 rounds. This attack also counts as a shield bash for the pury
the Armored Bull technique.

20

Incarnadine Mastery

School of Carnelian

Passive: 3style bonus to hijt+12 style bonus to AQReplaces bonus from Smhi of Carnelian.




Offensive: StrengtiBased Unarmed
(Unarmed)

Centuries of ascetic contemplation and relentless training in the monasteries of the far north have allowed the dark telvgxeto

their bodies as thoroughly as theyave their spirits The Way of Broken Valleys is one of the codified results of their efforts,

specializing in brutal, fuitrength strikes with feet, legs, and knees for the sole purpose of cripptikifing onés opponents.

2 4 6 8 10 12 14 16 18 20
Kick Snap Kick| Gut Kick Flip Kick Head Kick|
Ward
Piercing Devotion to} Root and Spear Ballista Dragon
Bow Kick the Root Branch Kick Kick doom
. Stone
Tear In Knee Stapblng Splitting
Pummel Kick B
Kick
Straight Curved Jumping N Flying
Knee Knee Knee Knee
Sun Oak Ocean Volcano Crown
Tassel Tassel Tassel Tassel Tassel
Lvl | Name | Prerequisite | Effect
PassiveAny round when you take a total defense and make no other actipmsgain a number of additiona|
2 | KickWard attacks of opportunity equal to your nureb of attacks during a full attack actiorf you have the Flurry o
Blows class ability, you can use the total number of attacks granted by this ability instead.
Whenever you use Acrobatics to make a jump check, if you end your quljagent to an enemy, you cal
2 | Piercing Bow Kick deliver asharp strikeas you land, inflicting damage as an unarmed attaitk the same critical modifier as a|
arrow fired from a bow (x3).
4 | Snap Kick A basicblow to the underside of the chin with theerytip of your foot, snapping the targ&t head back ang
rendering themShaken until the end of their next turn
4 Devotion to the PassiveAttacks delivered usingonly parts ofyour leg the feet, shins, knees, etc.) add.5 your Strength
Root modifier to damage.
4 | Qun Tassel Passive+1 style bonus to hit, +2 style bonus to AC.
Shifting your balance and stretching surprisingly, gmiablekick further than your enemies think possiblas
6 | Root and Branch | Devotion to the Root | a swift action, you camcrease youthreat range to 1Geet, but all attacks are at 2 to hit until the beginning
of your next turn
A basic attack, youysh into your targes space, striking them and forcing them to concentrate on ydake
a combat maneuver check that deaot provoke an attack of opportunity. If successful, your target car
6 | TearlIn . . . . .
shift or move without passing a combat maneuver check of their own, butcannot shift, move, or mak
attacks of opportunityagainst anyther targets
A follow-up strike that 6lds the targetover doubleas you delivea chambered kick to the stomackapping the
8 | GutKick follows Snap Kk target's stamina They must make a Fortitude save DC 10 + 1/2 your level + your Strength modifier or b
Fatigued. Multiple uses of tirdechnique will not make an alreadyatigued character Exhausted.
An intermediate attack that delivers a fearsome, piercing strike treaitn@anently reduces the targat AC from
8 | spear Kick armor or natural armor by 2This AC lossaa be restored irabout 10 minutes outside of combat byGraft
[Armorsmithing] checldC 20for armor and shields or Bleal checkDC 20for natural armor. Thisechnique
does not stack with any other abiéisthat permanently reduce AC, including multipiges of itself.
8 | Oak Tassel Sun Tassel Passive+2 style bonus to hit, +3 style bonus to AC. Replaces the bonuses from Sun Tassel.
10 | Knee Pummel follows Tear In A series of swift follovup drikes with your knee. If the attack hits, you can make a free attack at t@ne
attack bonus5. You can continue attacking the target with a cumulatb/e hit each time, until you miss
An intermediate strike where youdasn your knee into the targé&t midriff, inflicting +18 damage and rendering
10 | Straight Knee the target Staggereduntil the end of their next turn A Fortitude save DC 10 + 1ydur level +your Strength
modifier will resist the Stagger




Lvl | Name | Prerequisite | Effect

12 | Flip Kick follows Gut Kick A fpllow-up strike where ya per_form a backflipand driving both feetp into the targets lowered face You
inflict +2d6 damage ancutomatically render the target prone

12 | Stabbing Kick Delivered as a standard action, this sharp, flemingkick to your own back allows yow strike a foe in &

Grapplewithout having to roll to gain contro§o long as they don't have y&nned.

12

Ocean Tassel

Oak Tassel

Passive+3 style bonus to hit, +5 style bonus to AC. Replaces the bonuses from Oak Tassel.

14

Ballista Kick

follows Sgear Kick

A devastating followp delivered to the same spot. The targetarmanent AC loss increases to 4 and {
Craft or Heal chedRC to restore it increases to 25.

14

Curved Knee

follows Straight Knee

A follow-up strike delivered by yousther knee as it whipsaround, tearing into their other side This attack
inflicts an extrat2d6 damage andnakesa Staggeredarget Sckened for 2 round# they faila Fortitude save|
DC 10 + 1/3ourlevel +your Strength modifier. If the target was n8taggeredy the Straight Knee, then th
Curved Knee wihtaggethem until the end of their next turrinstead.

16

Head Kick

follows Flip Kick

A brutal finishing blow, yourdw backandyou slam your foot into the prone targsthead. This attack ignores
fatigue, dealing damage directly to wounds. Additionally, a Fatigasget must make a Fortitude save DC 1
1/2 your level +your Strength modifieror become Exhaustedlf the target was not Fatigued by the Gut Kig
then the Head Kick will Exhaust them eesd.

16

StoneSplitting Kick

Delivered as a standard action, this downward stitkepecializé against pronegargets. Add +2d8 damage
against prone targets, whmust succeed on a Fortitude save DC 10 +ybi2 level +your Strength modifier
before they are able to standAlternately, a Heal check (DC = Fort DC) will also allow them to stand.

16

Volcano Tassel

Ocean Tassel

Passive+4 style bonus to hit, +7 style bonus to AC. Replaces the bonuses from Ocean Tassel.

18

Dragondoom

follows Ballista Kk

A shattering finishing blow that shatters the last resistance the target's defenses are putting up. The {
permanent AC loss increases to 8 and @raft or Heal checRC to restore it increases to 30.

18

Jumping Knee

follows Curved Knee

Following up, you gasp the targes headand bring it down as yoleap kneefirst. This attack inflicts an extrs
+2d6 damage and Sickened target is rendereNauseated for 3 rounds they faila Fortitude save DC 10 + 1
your level +your Strength modifier. As before, a target that is on§taggereds Sckenedfor 2 roundsinstead,
while a target thais not suffering from either condition is Staggered until the end of their next turn

20

Flying Knee

follows Jumping
Knee

To finish the target, @ they stagger back you leap forward, driving a second knee into the tésgfeice and
carrying them down, landing with all your weigin their head This attack inflicts an extre8d6 damage and
the target isautomaticallyknocked prone. Adckened target must sweed on a Fortitude save DC 10 + 1
your level +your Strength modifier or beParalyzed for 4 rounds As before, a target that is onl§ickened
becomesNauseatedfor 3 rounds, a target that is Staggered becomes Sickened for 2 rounds, and a target
not suffering from any of those conditions is Staggered until the end of their next turn.

20

Crown Tassel

Volcano Tassel

Passive+5 style bonus to hit, +10 style bonus to AC. Replaces the bonuses from Volcano Tassel.




Offensie: DexterityBasedJnarmed
(Unarmed)

Centuries of ascetic contemplation and relentless training in the monasteries of the far north have allowed the dark telvgxeto
their bodies as thoroughly as they have their spiriithe Way of Mist and Lightrgnis one of the codified results of their efforts,
specializing in swift, rapid hand strikes to overwhelm enemies.

2 4 6 8 10 12 14 16 18 20
Fire on the Righteous Fog of Rain of
Horizon Wind Penance Lustration
Terrible Sickening Deadly Hideous Inevitable Eight
Beat Rhythm <—————- > Pace S—————- > Tempo [~~~ > Saccato Flashing
Palms
Asri;)pnznstt Sacrifice i Death Death Eternal
the Trees Battle Stance March Spring
Diamond Seeking the All-Range Hand of the
. ) Eastern
Mind Fox's Paw Punch
Road
Scissor .
Wedge Darting Tempest |[€ = ————— Maelstrom
Technique Grasp
Seed Line Bridge Center Stillness
Lvl | Name | Prerequisite | Effect

2

Fire onthe Horizon

Passive: When you take a full attack action, you can make one additional attack at your full base attack bo|
none of your attacks add your Strength modifier to damage. This extra attack also applies if you use the §
Blows clas ability, gaining the same bonuses and penalties.

Terrible Beat

Passive: Every time you successfully strike a target, all other attacks against that target during that roun
cumulative+1 morale bonus to damageFor example, your first attackas +0 to damage, your second +1
damage, your third +2 to damage, efthis bonudastsuntil the beginning of your next turn.

Serpent Amongst
the Trees

This attack unbalances your targenflicting no damage buautomaticallyrendering them flaffooted until the
end of your turn.

Diamond Mind

PassiveYour mind is evefocusedand verylittle disturbs you. Yowre immune to theSickened and Shake

conditions

Seed

Passive+1 style bonus to hit, +2 style bonus to AC.

Sickening Rhythm

Terrible Beat

A basic strike that hammers into the target's weak spots, draining them of their vitality. If the target f
Fortitude save DC 10 + 1/2 your level + your Wisdom modifier, this attack inflicts 1 point of Constitution d
up to a maximm of 6 points. Unlike other technique chains, as long as Sickening Rhythm is the first tec
used, any attack in the chain can follow any other attack and they can all be used in any order as long as
enough attack actions.

Sacrifice in Bée

Taking an attack allows you to thwooff your opponent's rhythm. Once per round as an immediate actid@nw
a target attacksyou, before the attack is rolled, you can elect to take Hite(though the target still rolls their
attack to check for a gtential critical hit, which they must confirm as normalyY.ourespond witha combat
maneuver check that does not provoke an attack of opportunifithe maneuveris successful, your opponent
turn endsimmediately

Righteous Wind

Fire on the
Horizan

Passive: When you take a full attack action, you can make an additional attack at your full base attack,b
but none of your attacks add your Strength modifier to damage. This extra attack also applies if you use th
of Blows class abilitgaining the same bonuses and penalties. It also stacks with the extra attack granted
on the Horizon.




Lvl | Name

8

Seeking the Fox
Paw

| Prerequisite

Diamond Mind

| Effect

PassiveThroughthe realization that perfetion is impossible, you come closer to perfectioithin your own
mind. You are immune to the Dazed, Frightened, Panicked, Sickened, and Shaken conditions. Repl
bonuses from Diamond Mind.

Scissor Wedge
Technique

You deliver aharp strike tahe target's limbthat rendersit temporarily numb. The attack inflicts no damage, K
the target must succeed on a Fortitude save DC 10 du level +your Dexterity modifier or be unable to us
one of their limbs for 1d4 roundslf you strike thei arm, they drop whatever they were holding. If you targ
their leg, their movement speed is reduced by 1/2.

Line

Seed

Passive+1 style bonus to hit, +3 style bonus to AC. Replaces the bonuses from Seed.

10

Deadly Pace

follows Sickening
Rhythm

A fdlow-up strike that hammers into the target's muscles, ebbing their power. If the target fails a Fortitudg
DC 10 + 1/2 your level + your Strength modifier, this attack inflicts 1 point of Strength damage, up to a mg
of 6 points. Unlike other thnique chains, as long as Sickening Rhythm is the first technique used, any af
the chain can follow any other attack and they can all be used in any order as long as you have enoug
actions.

10

Death Stance

Sacrifice in Battle

By opening yorself to your foe's attacks, you tear into them with unbridled savages/arAiimmediate action,lia
successful attackisy your targetagainst you are considered automatic critical threats, but in turn, all your att
against thenon your next turrare automaticcritical threats as well.

12

All-Range Punch

A series of blindingteacks while you shiftaroundyour target. Between every attack you make as part of a f|
attack action against a single target, you're allowed to make affiotstep into another unoccupied squarg
where you threaten them. At any point that you are opposite from one of the squares you previously ocg
the target is considered flanked.

12

Darting Grasp

As an immediate action,oy canexpend an attack of opportunity toespond to a missed attack with Disarm
attempt.

12

Bridge

Line

Passive+2 style bonus to hit, +6 style bonus to AC. Replaces the bonuses from Line.

14

Fog of Penance

Righteous Wind

Passive: When you take a full attack action, you can make an addititack at your full base attack bontk0,
but none of your attacks add your Strength modifier to damage. This extra attack also applies if you use th
of Blows class ability, gaining the same bonuses and penalties. It also stacks withatedterks granted by Fir
on the Horizon and Righteous Wind.

14

Hideous Tempo

Deadly Pace

A followrup strike that hammers into the target's joints, locking them up. If the target fails a Reflex save D|
1/2 your level + your Dexterity modifier, thigtack inflicts 1 point of Dexterity damage, up to a maximum d
points. Unlike other technique chains, as long as Sickening Rhythm is the first technique used, any atta
chain can follow any other attack and they can all be used in any ordengss you have enough attack action

14

Death March

Death Stance

A merciless but unprotected charge attack. After a charge, you can take a full attack against your target
your successful strikes being considered critical threats, but all gregtacks against you until the beginning
the next turn are considered fl€boted touch attacks.

14

Tempest

Bridge

An advanced strike that delivers a series of punishing blows to the target's midriff, you only apply a t
damage reduction or ankgect's hardness once, to the total damage inflicted by all consecutive Tempest a
in a round. Additionally, every Tempest strike pushes the target off balance, reducing their G Driby the

beginning of their next turn.

16

Eternal Spring

Pass/e: Whenever you make a Fortitude save, you can roll the d20 twice and use the greater of the two reg

16

Hand of the
Eastern Road

A sharp, sudden strike that ends your assault but keeps the enenbalaffice. Any time before you have mal
more than half your possible attacks with a full attack action (rounded down), you can elect to end your|
Your AC gains a circumstance bonus against your target equal to the number of sacrificed attacks {
beginning of your next turn

16

Center

Bridee

Passive+2 style bonus to hit, +9 style bonus to AC. Replaces the bonuses from Bridge.

18

Inevitable Staccato

Hideous Tempo

This finishing blow automatically ends any chain begun by Sickening Rhythm. Allowingeypertd all of the
bonus damage bliiup from Terrible Beain a moment of superhuman strengthAt the end of your attack, as
swift action you can make a combat maneuver checlblast your foe awayp feet for every point of extra
damage. You must spend all the points in this fashidhe target takes damage as if struck by your unarn|
attack and ends up prone.

18

Maelstrom

Center follows
Tempest

A followup strike that can be delivered as often as you have attack actions available, so long as it is preg
least once by TempestYou deliver lightningjuick strikes, to which you only apply a target's damage reductio
an object's hardness once, to the total damage inflicted by all consecutive Tempest and Maelstrom attaq
round. Additionally, for every Maelstrom strikerées the target into a more desperate defense, reducing th
AC by-1 until the beginning of their next turn.

14

Rain of Lustration

Fog of Penance

Passive: When you take a full attack action, you can make an additional attack at your full base attsclbbb
none of your attacks add your Strength modifier to damage. This extra attack also applies if you use the §
Blows class ability, gaining the same bonuses and penalties. It also stacks with the extra attacks granted b
the Horizon Righteous Wind, and Fog of Penance.

20

Eight Flashing
Palms

As astandard actionyoudeliver eightsimultaneouspunches that do not add your Strength modifier to dama
(though they do benefit from the effects of the Terrible Beat chai@jten used ioncert with a charge.

20

Stillness

Center

Passive+3 style bonus to hit, +12 style bonus to AC. Replaces the bonuses from Center.




Offensive:Two-HandedMelee Combat
(Two-Handed Melee Weapois

The Way of Resonant Thunder e ttraditional school for those who value force over finesse in the use chiamaled weapons.

2 4 6 8 10 12 14 16 18 20
. . . Uncon .-
Lightnin Blood Blood Openin Vicious More and
Bash Heedless gtrike ’ Screazw Roary IFBJIOW ’ trollgd ] Blow More!
Swing
Overexteng V\(/:ehau;cl)(n Mar Demolish Crunch! | Brlt_eZier BrBeizckker > Slaughter
Gleeful Helm Hideous Bloody Arm Hurricane
Malice Cleaver Reckoning Harvest Breaker Strike
Rumble Roll Boom Crash Echo
Lvl | Name | Prerequisite | Effect
2 | Bash A basic strike that increases weapdamage by +3
2 | Overextend You can increase your weapon's reach by 5 feet but you takea all attacks.
4 | Heedless If this attack misses, you can immediately initiatBul Rush attempt against the target.
Hurl your weapon at atarget It inflicts its normal damage and uses the same threat range and cr
4 | Chuck Weapon o . . ) .
multiplier. The range increment is 20' and y@weyour Strength for hit and damage.
4 | Rumble Passive: +1 style bonus to,hif2 style bonus to AC
6 | Lightning Strike Passive: +4 style bonus to @imbat maneuver checks made to Disarm or Sunder
6 | Mar Passive: Ignore 1 point of a target's Damage Reduction.
PassiveYou can make a frdatimidate check againstour target when you confirm a critichlt against them
8 | Bloody Scream ) . s 7
This check gains a style bonus equal to your weapon's critical multiplier.
8 | Gleeful Malice Pass_,iye: You double your Strength mogiifier when adding it to dam@lis replaces the normal x1.5 Streng
modifier bonus added to damage wheising a twehanded weapon.
8 | Rall Rumble Passive: +2 style bonus to hi3 style bonus to ACReplacethe bonus from Rumble.
10 | Demolish Mar Passive: Ignore up to 2 points of Damage Reduction. This replaces the bonus from Mar.
Asa standard action, you deliver a punishing blow to the target's head. Roll your weapon's damage
10 | Helm Cleaver extra time and add the result tp your damage. Additionally, the targeaiBuntil the beginning of your nex
turn. If they succeed on &ortitude saveDC 10 + 1/3our level +your Strength bonus, the target is mere
shaken for 1 round.
12 | Bloody Roar Bloody Scream Passive:j(ou can make a fremtimidate check against all opponents within 30" whgou render a target|
unconscious or dead
12 | Hideous Reckoning PassiveThe critical multiplier for your weapon increases by Fhis is a style bonus.
12 | Boom Roll Passive: +3 style bonus to,hi# style bonus to AC. Replaces bonus from Roll.
) An advanced strike that inflicts antex +1d6 damage. Every other attack in this chain adds +1d6 to
14 | Opening Blow . . o - .
normal damage as well. This extra damage is multiplied on a critical hit.
14 | Crunch! A devastatindlow that adds +1d&xtradamage.
As a standard action, seleatyathree adjacent squardbat you threaten. Make anindividualattackall targets
in these squares (even allies, if they are in the affected squares). In additioifidting normaldamage each
14 | Bloody Harvest . . . . - "
occupant is automatically pushed 5 feet away from.ydargets against which you score a confirmed critical
are instead pushed back 10 feet and you can make a Trip attempt to knock them prone.
16 | Uncontrolled Swing| follows Opening Blow A followrup strike that doubles your weapon's threat range. Evengeptittack in this chain benefits from th
increased threat range as well.
Afollow-up blow to the leg. In addition to inflicting normal damagehe target must make a Reflex save DC
16 | Leg Breaker follows Crunch! + 1/2 your level +y0_urStrength bonL_Jsor their m_ovement_speed is reduced to 5 until they are Healed (
’ check DC 25)Even if they make their save, their speed is reduceebbipr 1d6 rounds, though a Heal che
(DC 17) will fix this.
Afollow-up blow to the arm. In addition to inflicting normal damagehé target must make a Reflex save DC
16 | Arm Breaker follows Crunch! + 1/2 your level +your Strength bonusor lose the use ofone arm until Healed gkill checkDC 25). On &
successful save, they still drop whatever that arm wasihgld




Lvl | Name | Prerequisite | Effect
16 | Crash Boom Passive: +4 style bonus to hi style bonus to AC. Replaces bonus from Boom.
As a standard actiolyou swing your weapon in a mighty arcn ®sucessful attackmake a combat maneuve
checkto launch the targetackwards. If you succeed, théarget goes flying a number of feetqual to the
18 | Hurricane Strike attack damage antandsprone. This distance is reduced by half for every size category larger than yq

target is, and is doubled for every size category smaller. If the enemy collides with any solid inanimate
such as walls, trees, or stone pillars, they take 1d6 points of damage for every 10 feet of distance they
to travel.

follows Uncontrolled

A followup strike that increases the damage bonus from Opening Blow to +3d6. Every other attack

L) | iseus B Swing chain benefits from the increased damage as well.
18 | Back Breaker follows Leg Breaker | A brutal torso blow. The target must make a Reflex save DC 10 + 1/2 character level + Strength bd
or Arm Breaker become paralyzed for 1d4 rounds. On a successful save, they are considered shaken for 1 round.

Though it has no additional benedjtthis attack is repeatable for as long as the character maintain the

20 | More and More! follows Vicious Blow | chain. If the target disengages and attempts to flee, this technique can be used as part of a charge to ¢
distance (using normal charging rules).
Going for the throat. The target must make a Fortitude save DC 10 + 1/2 character level + Strength bon
rendered immediately unconscious. On a successful save, the blow is treated as a critical strike. On t|

20 | Slaughter follows BaclBreaker . . - : . ; .
following the failurethey must save again or die. A successful save at this point leaves them unconscioy
hp total halfway between 0 and death.

20 | Echo Crash Passive: +5 style bonus to hi6 style bonus to AC. Replaces bonus from Crash.




UTILITYSTYLES



Utility: Shield
(Heavy or Tower Shield)

This traditional school teaches initiates to use a large shield as a part of their body, and to strike with their weapomeontlze

time is right.
2 4 6 8 10 12 14 16 18 20
Push the Control Isolate Shield Harry Clip Clever No Ineffable
Line the Foe Foe Slam the Foe the Chin Deflection Openings Defense
Shield Running Sheltering . Stand
Overrun Slam Hand Bastion Fast Rampart
Tower .
Barricade Blockade
Slam
Shield Shield Shield Shield Shield
bearer adept hand thane konig $-¢ Codwall
Lvl | Name | Prerequisite | Effect
2 | Push the Line Improved Shield Bash feaf A hard strike with your shield that automatically shifts your target back 5 feet while you shift into the|

space.

2 | Sheldbearer Passive: +2 style bonus to AC.
4 | Control the Foe follows Push the Line A foIIo_w-L_Jp stnk_e with your shield that automatically shifts your tardpetckor to the side 5 feet while
you shift into their old space
4 | shield overrun follows Push th Line A fol_lowup s_,tnkewnh your shieldthat automatically shifts your target back 10 feet while you shift
feet in pursuit.
4 | Tower Slam Passive: You can attack with a tower shield as if it were a heavy shield.
6 | Isolate Foe follows Control the Fe A foll_owup s_trlke with your shield that automatically shifts your targetany directions feet while you
shift into their old space
6 | Running Slam follows Shield Overrun A fo!lowup s_trlkevyltl_w.your shleldthat automatically shifts your target badO feet while you shift 10
feet in pursuit and initiate a free Trip attempt.
6 | Barricade Passive: Reach weapons cannot attack through your square.
6 | Shieldadept Shieldbearer Passive: +5 style bonus to AC, +1 style bon@M& Replacethe bonus fromShieldbearer.
. As a standard action, strike a target with your shield and initiate a free Trip attempt. Add your shiel
8 | Shield Slam .
bonus to your CMB for this attempt.
8 | Sheltering Hand PassiveAlliesadjacentto you cannotbe flanked.
On a successfudttack of opportunity you prevent your targetfrom moving out of your threat range
10 | Hary the Foe : L
They are still able to move within your threat range.
10 | Shieldhand Shieldadept Passive: +9 style bonus to AC, +2 style bon@M& Repaces the bonus fronShieldadept.
12 | Clio the Chin You slam your shield into the target's chin as a standard action. If it hits, this attack inflicts no dg
P but the target is Stunned for 1 round.
. Passive: Once per rounghu may deflect aanged attack whiclyou are aware of by making a Reflex sa|
12 | Bastion DC 20
14 | Clever Deflection Passive: 50% immunity to critical hits.
14 | Stand Fast Passive: Gaioold resistance 10, fire resistance 10, and electricity resistance 10 against direct attack|
14 | Shieldthane Passive: +13 style bonus to AC, +3 style bon@wb. Replaces the bonus fr@hieldhand.
16 | Rampart If charged oBull Rushed by an opponent, make attack of opportunity If it hits, no damage is inflicteg
P but the attempt is haltedand the targeimmediately ends their move
16 | Blockade Barricade Passive: Ranged weapons cannot attack through your square.
18 | No Openings Clever Deflection Passive: Immunity to critical hits.
18 | Shieldkonig Shieldthane Passive: +17 style bonus to A@,style bonus t€MD Replacethe bonus fromShieldthane.
Passive: The ussershield cannot be damaged $undered allowing them to block or deflect any attac
20 | Ineffable Defense
even those that usually penetrate such defenses.
20 | Godwall Shield&onig Passive: +20 style bonus to AC, +5 style bon@MbB. Replaces the bonus fr@hieldkonig.




Utility: Armored
(Medium or Heavy Armor)

Many warriors think that the only needful training for a knight is in bladecraft and perthagsemanship and the lance. Often, even
the most diligent amongst them will only dabble in the shield arts to augment their defense, but there is another scihoolgbit t
that holds that sixty pounds of solid steel might just be an effective weapda awin right.

2 4 6 8 10 12 14 16 18 20
Gauntlet Iron Fist Th_|s IS Nutcracker
Serious!
Ant Manslide A[r)(zi\r:ou No, Still Mine is
Crusher 9 ) Really? Nothing... Better
Something’
Battering Tide of Man of Adamant
Man Iron Steel Bastion
Armored Stupid Armored Lock Helm
Athlete Worms! Elbow Blade banger
Sloping
Armor
Ogre Giant Goliath Colossus Titan Behemoth
Lvl | Name | Prerequisite | Effect
PassiveYou treat gauntlets as light weapons that inflict 1d6 damage, with a threat range 29,52. Tl§ means that
2 | Gauntlet they inflict lethal damage and no longer provoke attacks of opportunity. If you are wearing spiked gauntlets, the
1d6 damage, with a threat range of 20, x3.
If you fall or jump onto a target, you can inflict damagedalling object. If you are in medium armor, you are treated
2 | Ant Crusher a falling object of your size category; if you are in heavy armor, you are treated as a falling object of one size
larger.
2 | Ogre Passive+2 style bonus to AC.
4 | Manslide Passve: You add your armor's AC bonus as a circumstance bonus to your CMB on all Trip attempts.
4 | Battering Man PassiveYou add your armor's AC bonus as a circumstance bonus to your CMB on all Bull Rush attempts.
Are You Doing L )
6 Something? Passive: Youain DR 21 .
6 | Tide of Iron When you make a charge attack, you can add your armor's AC bonus as a bonus to damage.
. Passive+4 style bonus to AC and treat your character as one size category larger for opposed rolls and the maxin
6 | Giant Ogre .
category you can affect with combat maneuvers. Replaces the bonus from Ogre.
8 | Iron Eist Gauntlet PaSS|Ye3Your gauntlets and spiked gauntlets now inflict 1d8 damage and gain a bonus on damage equal to 1
armor's AC bonus.
8 | Man of Steel Passive: Angrmor you wear is treated as having +5 hardness and twice as many hit points as normal.
8 Armored PassiveYou no longer suffer armor check penalties for your armor. If you are wearing medium armor, your ma|
Athlete Dexterity is now +6; if you asgearing heavy armor, you maximum Dexterity is now +4.
10 | Stupid Worms! PassiveYou add your armor's AC bonus as a circumstance bonus to your CMD.
. . Passive+6 style bonus to AC and treat your character as one size category largepésedprolls and the maximum siz
10 | Goliath Giant . )
category you can affect with combat maneuvers. Replaces the bonus from Giant.
Are You Doing . .
” .
12 | No, Really? Something? Passive: You gain DR 4/
As a standard action, you can make a Sunder attemptyasiifvere one size category larger. If successful, you can ig
12 | Armored Elbow ) . \ o
the first 5 points of the target's hardness when inflicting damage.




Lvl | Name | Prerequisite | Effect
. Passive: &hged attack such asullets, arows, throwing axes, etc.that threaten a critical hit against you must roll th
12 | Sloping Armor . . .
confirmation twice and take the lower result.
Once per round, Wwen a melee attack misses you, you can initiat&mapple as an immediate actionlf you are
14 | Lock Blade successful you trap thetarget'sweapon with an armored limb and they must win control of &@pple to free it. You
are still free to use your other arm to attack normally without breaking@apple.
. Passive#+9 style bonus to AChd treat your character as two size categories larger for opposed rolls and the max|
14 | Colossus Goliath . . -
size category you can affect with combat maneuvers. Replaces the bonus from Goliath.
16 | This is Serious!| Iron Fist PassiveYour gauntlets now inflict 1d10 damage lwi threat range of 120, x2, and your spiked gauntlets now infli
) 1d10 damage with a threat range of 20, x4. Both still gain the damage bonus from Iron Fist.
16 g‘gzg:) {;nt Man of Steel Passive: Any armor you wear cannot be Sundered or othenaisexded.
Once per round, if a target you threaten makes an attack against you and misses, you can end their turn with a h
16 | Helmbanger head bash right between their eyes. As an immediate action, make an attack roll against them at your higghatiebl
bonus. If you are successful, you inflict no damage, but their turn ends immediately.
18 | Still Nothing... | No, Really? Passive: You gain DR 8/
. Passive+12 style bonus to AC and treat your character as two size categages far opposed rolls and the maximu
18 | Titan Colossus . .
size category you can affect with combat maneuvers. Replaces the bonus from Colossus.
Catching your fos head in the crux of your armored elbow, you grab your wrist and pull, transforming your tarimir|
implacable, steetheathed deathtrap.If you are in control of a Grapplgou caruse this technique as a standard actig
The frget must succeed on a Fortitude save DC 10 +ydi# level +your armor's AC bonusr immediately fall
20 | Nutcracker . . L . .
unconscious. Even if they succeed, you inflidamageas if you struck them with your gauntleind every round you
control the Grapple, you can try again. Continuing pressure for another round after the character falls uncon
requires a second saving throw. Hedl andtheir skullburstslike an overripe melon, killing them instantly.
L Passive: Long acquaintance with armor has left you a savant in the field. &tthekingan armoredtarget, you can
20 | Mine is Better . : e )
ignore their armor bonus to AC if it is lekan the bonusprovided byyour armor.
. Passive+14 style bonus to AC and treat your character as three size categories larger for opposed rolls and the m]
20 | Behemoth Titan . . .
size category you can affect with combat maneuvers. Replaces the bonud itam.




Utility: Defense
(No Requirements)

Begun by the dwarven entrepreneur Fakeef Thundergut with the unwilling assistance of his dark elven friend Ankala Myimetal, t
now-common franchise will teach all comers "the ancient sexit selfdefense developed by the elven monks of mysterious and
foreign lands!" After long years, the techniques dispensed here have been refined by the teachers in their many comfsomititio
returning students demanding refunds.

2 4 6 8 10 12 14 16 18 20
Self Secret Overly‘
Defense Wrestlin Block Dramatic
g Shout!
Basic Quality Special
Swi(;p the Con Con Con
9 ditioning ditioning ditioning
Purple Sast
Purple Sasl Purple Sas Purple Sas Grand
Red Sasl Blue Sast First Second Third Master
Rank Rank Rank Fourth Ran
Certificate Cergf;cate Certificate Certificate Certificate
of Accomp of of of
Recognitior lishment Success Expertise Mastery
Lvl | Name | Prerequisite | Effect
2 | RedSash Passive: +2 style bonus to AC.
4 | SelfDefense Passive: +4 style bonus@MB on all Disarm attempts
4 | Sweep the Leg Passive: +4 style bonus @MBon all Trip attempts.
4 | Certificate of Recognition | RedSash Passive: *style bonus taCMD
6 | BlueSash RedSash Passive: +5 style bonus AC. Replaces the bonus from Brown Sash.
8 | Secret Wrestling Passive: +4 style bonus@MB on all Grapple attents.
8 | Basic Conditioning Passive: +1 style bonus to séiving throws
8 Certn‘lcat.e of BIueSasﬁand Certificate of Passive: +8tyle bonus tacCMD Replaces the bonus from Certificate of Recognition.
Accomplishment Recognition
10 | Purple Sash, Firftank BlueSash Passive: +8tyle bonus to AC. Replacéstbonus from Red Sash.
12 | Block Passive: When you have one hand free, you gain a +2 shield bonus to AC.

Purple Sash, First Raakd

12 || s 07 SNEsess Certificate of Accomplishment

Passive+3style bonus taCMD Replaces the bonus from Certificate of Accomplishment.

14 | Quality Conditioning Basic Conditioning Passive: +2 style bonus tb saves. Replaces bonus from Basic Conditioning.
14 | Purple Sash, Second Rank| Purple Sash, First Rank Passive: +14tyle bonus to AC. Replaces the bonus fitetiow Sash.
16 | OverlyDramatic Shout! As a free action, you can gairmorale bonus to damagié shout as you attack

Purple Sash, Second Ramid

16 | Certificate of Expertise Certificate of Sccess

Passive: 4style bonus taCMD Replaces the bonus from Certificate of Success.

18 | Purple Sash, Third Rank Purple Sash, Second Rank Passive: +14tyle bonus to AC. Replaces the bonus fereen Sash.

20 | Special Conditioning Quality Conditioning Passive: +3 style bonus to all saves. Replaces bonus from Quality Conditioning.

Purple SashGrand Master

Fourth Rank Purple Sash, Third Rank Passive: Hstyle bonus to AC. Replaces the bonus fRioe Sash.

Purple Sash,hird Rankand

20 | Certificate of Mastery Certificate of Expertise

Passive: 5 style bonus taCMD Replaces the bonus from Certificate of Expertise.




Utility: Quarterstaff
(Quarterstaffg

In the days when bandits and bullies were over every hill and in every wled,usty staff was ever the farmarcompanion. Over
time, various staff techniques developed into a trusted discipline for those who favored inexpensive or inconspicuoumprotect

2 4 6 8 10 12 14 16 18 20
No Cow Wide Square Crowd Stick
Bonk Control Tipping Rush ((q)ff AtBay Control Dance
Under Knee Rabbit .
estimate [:> Breaker<:] Shepherd Killer Twirly-Do
A
Combat Battle War
Farming Farming Farming
Berk Tosser Pillock ng#:]ar Cutter ¢—¢ 2?;;?’
Lvl | Name | Prerequisite | Effect
2 | Bonk Passivet+1style bonuso damage.
2 | Berk Passive: +2 style bonus to AC.
4 | No Control A wild strike that suffers & to hit, but doubles your threat range.
. By looking harmless, you cameke the enemylat-footed to your first attack in an encounter. Will save DC 10 4
4 | Underestimate . i .
1/2 yourlevel +your Charisma modifier to resist.
6 | Cow Tipping Passive: You gain a +4 style bonus to your CMB for all Trip attempts.
6 | Tosser Berk Passive: +4 styleobus to AC, +1 style bonus to Reflex saves. Replaces bonus from Berk.
8 | Wide Rush As a standard action, you can Bull Rush two adjacent foes at once, suffefipgmalty to both attempts.
8 | Knee Breaker | flanking target You automat@gally knot_:k the et prone anq they must make a F_ortitude savelDG- 1/2yourlevel +your
Strengthmodifier or their movement speed is reduced by 1/2 until they are Healed (check DC = to the Fort [
8 Combat An intermediate bow to the head that leavethe targetShaken for theduration of theencounter. Success on a
Farming Fortitude save DC 10 + ly@urlevel +your Strength modifiereduces the duration to 1d4 rounds
10 | Square Off As a standard action against a‘target you threaten, rather_ than attackingy@at must make a Reflex save D
10 + 1/2your level +your Dexteritymodifier or they lose their next turn
10 | Pillock Tosser Passive: +7 style bonus to AC style bonus to Reflex saves. Replaces bonus Trosser.
As a standard actigrpick anumber of squares you threaten equal to your Dexterity modifier (minimum 1).
12 | Shepherd o A
Unless you permit it, no creature can pass into or through these squares.
_ follows Combat A follow~up strike that fings dirt into the(_eyes ofa_ _target Blinding_ them for 1d4 roundsThey can rake a Reflex
12 | Battle Farming Farming save DC 10 + 1furlevel +your Dexterity modifier to resistThis attack has a range of 10 feet and can be mg
at a different target than Combat Farming without breaking the chain.
14 | At Bay Square Off It now only takes anoveaction for you to deny your target their turn.
14 | Regular John Pillock Passive: +11 style bonus to AGstyle bonus to Reflex saves. Re&es bonus from Pillock.
s . As a standard dion, you strike the back of the target's head. Thayst make a Fortitude save DC 10 + yigRr
16 | Rabbit Killer behind target level +your Strength modifier or b&tunned forld4 rounds. If successful, they are §ilhken for 1 round.
16 | War Farming follows Battle Farming A finishingstl_'ike to the leg that drops the targgt to 1/2 movemamtil Hegled (_check DC Z_this attacl_( can be
made at a different target than Combat Farming and/or Battling Farming without breaking the chain.
18 | Crowd Control | At Bay It now only takes awift action for you to deny your target their turn.
18 | Cutter Regular John Passive: +14 style bonus to A€style bonus to Reék saves. Replaces bonus from Regular.John
20 | stick Dance PassiveYou gain one additional attack per round at your higloeste attack bonus. If you are u_sing your
quarterstaff as a doubl@veapon, you can take two extra attacks, but each suffesgenalty to hit.
20 | Twirly-Do Passive: You can take a total defense as a swift action.
20 | Bloody Great! Cutter Passive: +16tyle bonus to AC 5istyle bonus to Reék saves. Replaces bonus from Cutter




Utility: Acrobatics
(Unarmored Light orOneHandedWeapons)

A style born from the acrobatic techniques of thieves, it is rumored to have origingitadhe performers of the Circus of the Sky,
back when that traveling show diddrhave its current reputation to defend itself.

2 4 8 10 12 14 16 18 20
Jump Kick gﬁ:%r; Lightning Vault Air Spiral Plummet R}?Etli)r
Allied Short Standing Eagle
Vault Leap Leap Dodge
Drop Flying Shoulder Knee Immortal
Kick Flank Stand Springs Legs
Desperate Leap Shield
Distance Kick
Spring Double
Stand Jump
Hopper Bounder Aerialist Flyer Faicon 4 ¢ siy God
Master
Lvl | Name | Prerequisite | Effect
When attemptingto burst or break an object with sudden force rather than by inflicting damage, you can make a r
2 Jump Kick leap at the object as part of the attempMake an Acrobatics check to jump and for every 10 feet of horizontal dist
covaed, you gain a +2 circumstance bonus to the Strength check.
2 Hopper Passive+2 style bonus to AC, +1 style bonus to Reflex saves.
4 Falcon Charge When making a charge attack, you can make a running leap at the target as part of the attéfage anAcrobatics
check to jump and for every 10 feet of horizontal distance covered, you gain +1d4 damage on the attack.
. Passive: Any time you begin a jump from a square occupied by one of your allies, you can add 2 + their Strength
4 Allied Vault ) ;
to your Acrobaticscheck as a circumstance bonus.
4 Drop Kick Passive: Any round you make Acrobaticscheckto jump and you land adjacent to a targeif you immediately attack|
that target,you gain a +2 circumstance bonus on all atizictt damage rollantil the end of your turn
Passive: If you make an Acrobatics check for the purposes of jumping and the distance you would travel as &
6 Lightning Leap greater than your movement, you can jump the full distance provided the jump was the @vigment action you took|
that round.
6 Bounder Hopper Passive+4 style bonus to AC, +2 style bonus to Reflex saves. Replaces the bonus from Hopper.
8 Vault Whenmaking an Acrobatics check for the purposes of jumpyog can elect toeduce he horizonal distanceyou travel
by 50%and increase the vertical distance coveredidfo (to 1.5x the original total)
Passive: Fohcrobatics checks made for the purposes of jumpymy are considered to have a running start if you mq
8 Short Leap ; A
as littleas 5 prior to the check
. PassiveAny round that you jump over a target from one squarevhich youthreatened them to another, the target i
8 Flying Flank . . L .
considered flanked by you until the beginning of their next turn.
10 Desperate Whenmaking an Acrobatics check for the purposes of jumping,canchoose toincrease your horizontal distance (bl
Distance not vertical) by 10 but you end up pronepon landing
10 | Aerialist Bounder Passive+7 style bonus to AC, +3 style bonus to Reflex s&Replaces the bonus from Bounder.
Whenmaking an Acrobatics check for the purposes of jumpyog can elect toeduce he horizontal distancgou travel
12 | Air Spiral Vault by 75%and increase the vertical distance covered1®0% (to 2x the original toka This technique cannot be used
conjunction with Vault.




Lvl | Name | Prerequisite | Effect
You can occupy the same space atamet by doing a handstand on their shouldesis a standard ain. This is
12 | Shoulder Stand| Flying Flank considered a combat maneuver that does not provoke an attack of opportunity, but you add your Dexterity to you
instead of your StrengthAs long as you remain, they are consideflattfooted to all other attackers.
12 | Leap Passive: Yo base movement speed increases by +10' any round in which you make an Acrobatics check for the
of jumping.
12 | Spring Stand You can stand up from prone as enmediateaction.
14 | Plummet Passive: You do not provoke attacks of opportunitynimvement taken while jumping, except for the square you be|
from or arrive at.
14 | standing Leap | Short Leap _Passive: FoAcropatics ch_e_cks made for the purposes of jumpiray are considered to have a running start even if y
jump from a stationary pason.
14 | Flyer Aerialist Passive+11 style bonus to AC, +4 style bonus to Reflex saves. Replaces the bonus from Aerialist.
. PassiveYou can make an Acrobatics check to reduce your falling damage even if you do not fall delib&stelyg as
16 | Knee Springs . -
you are aware that you are falling and not restrained, you can attempt the check.
You can jumgdeet-first into a shielded target This is a charge attack that initiates a combat maneuver and doe
16 | Shield Kick provoke an attack of oppounity. If you succeed, yquush thetargetback Sfeet and knockhem prone. If you succeed
by 5 or more points, the target'shieldis flung a further 10feet away Regardless of the result, after the impacu roll
five feet in the opposite directioand spring back up to your feet
Whenever you are migump, if you come in contact with\eertical or slantedsurface, you can make a secofdrobatics
16 | Double Jump checkto jump with the result divided in half You can either change direction or yman continue in the same directio
and add the results of the new roll to the old one to determine the total distance you cover
As an immediatection,you canchoose one attack per round against you. Before the attacisislved, you can mak
18 | Eagle Dodge Standing Leap | an Acrobatics check to perform a vertical standjamp with the DC equal to your opponeatheight. On a successf|
check you leap over the attack entirely, but on a failure, youftaefooted to the enemys attack.
18 | Falcon Mater Flyer Passive+14 style bonus to AC, +5 style bonus to Reflex saves. Replaces the bonus from Flyer.
When making an Acrobatics check for the purposes of jumpiog,rigay make arattack of opportunityagainst any
20 | Raptor Kick Plummet target you junp past or over. If you have multipdétacks of opportunityyou can make one for every target you pass,
long as you have aattackremaining.
You can attempt to reduce falling damalgg making an Acrobatics check no neatthe distance you fall. In addition t
20 | Immortal Legs | Knee Springs reducing it by 10 feet with a DC 15 Acrobatics check, for every 5 points your check exceeds 15, you can re
distance by another 10 feet.
20 | Sky God Falcon Master | Passive+16 style bonus to AC, +6 style bsrto Reflex saves. Replaces the bonus from Falcon Master.




Utility: Ranged
(Thrown Weapons)

While some believe that putting a weapon on the end of a long stick or shooting daéwf bowsis the best way to keep an enemy
at a safe distare, those who follow the Horn&t Way say their path isetter. Those who face a trained artist of the Horsétvay
may feel like they have kicked a hornatsst!

2 4 6 8 10 12 14 16 18 20
Hard Sharp Tempest Trip Staple Accurate Perfect
Throw Throw Throw Toss Toss Throw Throw
Dagger Insightful Exotic Arcing Arc & Swift Reckless
Lock Throw Throw Throw Arrow Throw Throw
Mighty Summer Battle
Throw Rain Toss Watchful Predator
. . . Deadly
Sting Drone Flight Hive Swarm ¢—¢ Sting
Lvl | Name | Prerequisite | Effect
2 | Hard Throw A basic strike that inflicts +1 damage.

Use a thrown weapon to foul a target's weapon. This attack inflicts no damage, but if the target's weapon is

2 | Dagger Lock sheathed, they must spend a standard action and sucoeeal Strength check DC 12 to extricate it.

2 | Sting Passive+2 style bonus to AC.

4 | Sharp Throw Passive: You ca use ydexterity modifier for damage instead of Strength.

4 | Insightful Throw Passive: You can ugeur Intelligencemodifier for attackrolls instead of Dexterity

4 | Mighty Throw Passive: You can ugeur Strengthmodifier for attack rolls instead of Dexterity

6 | Tempest Throw Passi_ve: When u_sing a full attack action, you use your highest base attack bonus for each attack iftelcksur a|
are directed at different targets.

6 | Drone Sting Passive+4 style bonus to AC, +5' style bonus to thrown weapon range. Replaces the bonus from Sting.

8 | Trip Toss Passive: You can use thrown weapons to initiate Trip attempts without penalty.
PassiveYou can throw any weapon you are proficient with as an attack action, as if it were designed to be th

8 | ExoticThrow Use the weapon's standard damage, threat range, and critical modifier. It is treated as havifapara@ge

increment. W5eapons thrown in this manner qualify for Hornet's Way techniques like normal thrown weapons.

PassiveWhen makingnultiple attacks against a single target, you can sacrifice one of your attacks to make the

ol e targetflat-footed to all attackghat follow it.

10 | Arcing Throw Your attack gains-820' circumstance bonus to weapon range, but do not ymlat Strength modifier to damage.
10 | Flight Drone Passive+7 style bonus to AC, +5' style bonus to thrown weapon range. Replaces the bonydreen
12 | Staple Toss Trip Toss PassiveAll ranged Trip attempts gain a +6 style bonus to their CMB.

PassiveWhen you have a thrown weapon at hand, you gain a threat range of 10 feet and can make attacks

12 | e TeEs opportunity within that ran@ as if you were using a reach weapon.

14 | Arc & Arrow Arcing Throw As a standard action, youstracta foe with an Arcing Throw, then strike thefiat-footed with a regular throw.

14 | Hive Flight Passive+11 style bonus to AC, +10' style bonus to thravaapon range. Replaces the bonus from Flight.

16 | Accurate Throw This weHaimed shot doubles your weapon's threat range.

16 | Swift Throw PassiveYou gain ne extra attack per round at your highest base attack bamlasn making a full attack

16 | Watachful Battle Toss As a full attack action, you can provide flanking against every target within one range increment of your weaj
18 | Reckless Throw This powerful shot increases your weapon's critical modifier by +1, but sufférgemalty to hit.

18 | Swarm Hive Passive+14 style bonus to AC, +10' style bonus to thrown weapon range. Replaces the bonus from Hive.

Accurate Throw This sublime shot balances finesse and power, doubling your weapon's threat rangeraadimgits critical

A0 | IPEiEE Iy and Reckless Throw| multiplier by +1. When it confirms a critical hit against a target, they are automatically Staggered for 1 round

As a full attack action, you now threaten out to your weapon's full range increment and youaadepflanking

20 | Predator Watchful out to two range increments. These ranges include the bonus from the Sting chain, if you have learned it.

20 | Deadly Sting Swarm Passive+16 style bonus to AC, +15' style bonus to thrown weapon range. Replaces the bonus from Swarm.




Utility: Light Stealth Combat
(LightMelee Weapons)

A quiet blade in the dark has changed history more often and more radically than all the pitched battles ever waged by masse
armies. A good majority of those knives were in the lanéibrothers or sisters in the Order of the Long Knife, who specialize in
quick, quiet ends for their enemies.

2 4 6 8 10 12 14 16 18 20
Ga Beat Bruise Batter Disfigure Deep
g g Critical
On Your Subdue Chloroform Lurking Ghost Behind
Knees Expert Strike Strike the Ear
Heart Quick Sudden
Bar Blast Slam Bye Gouge | Finigh Finish
Six .
Clean Kill| | Choke Holc Second [>| Standing
Blank
Hold
Knife Haze of Solar Close Human
Climb Passage Plexus Quarters Puppet
9 Shot Work pp
Cord Prince of Shadow
Thrust Hangmen shield
Dislocate
Arm
Apparition Revenant Shade Ghost Phantom — Wraith
Lvl | Name | Prerequisite | Effect
As a swift action, gu caninitiate a Grapple attempt. You only need to have one hand free and do not suffe
2 | Ga normal-4 penalty for not having both hands free. Rather than restraining the targetessmeans that your hand
9 is kept firmly clanped over youtarget'smouth, rendering them unable to speak or move away from you as lon
you control theGrapple, though both you and the target otherwise behave as if you wer&ragipled.
When you succeed in a Grapple againgtaget, you have the option to force them ontiheir kneeswhile you
2 | On Your Knees remain standing behind them. When doing this, you do not gain the Grappled condition, but you also do not
+5 bonus to your CMB to maintain the Grapple.
2 | Apparition Passive: +8tyle bonus to AC.
An opening strike that beats the targbidly, makingdifficult to recognize under the bruises and swellinghis
4 | Beat attack nflicts 2 points of Charisma damage addition to normal attack damage Charisma damage from th
technigue does not stack witlEharisma damage fromther sources, including multiple uses of itself.
4 | Subdue Passive: Any time you inflisbnlethaldamage on a target, it sn automatic critical threat
4 | Ear Blast This strike leaves the target Deaf unkiey are Healed (DC 15) or they recover the hit points lost to the attack
4 | Clean Kill Passive: Your precise, withed attacks no longer leave any blood splatter on the floor or surroundings.
6 | Chloroform Expert Passive: +2 style bonus to the s@@ of any chloroform you use.




Lvl | Name

| Prerequisite

| Effect
Delivered as a standard action, thillent jolt to the targets chest that inflicts no damage b&tunsthem for 1

6 | Heart Slam round. A Fortitude save DC 18 1/2 your level +your Strength modifiemegates the Stunthough thetarget is
instead &aken for 1 round.
As part of a Grapple attempyoucan wrap an arm around the target's neckquiring them totake control of the
6 | Choke Hold . ) f
Grapple before thg can make any noise louder than drumming their heels on the ground.
6 | Revenant Apparition Passive: +4 style bonus to AC, +1 style bonus to Reflex and Fortitude saves. Replaces the bonus from Appa
8 | Bruise follows Beat A followup strike that bets the target into utter unrecognizability, unable to convince all but the closes
associates of their idgity. Charisma damage increages4 and the Heal check to [XD.
8 | LurkingStrike As a standard action, you can make a single attack andnfade a Stealth check to hide, albeit a8 to the check.
8 | Eye Gouge This strike leaves the target Blind until they are Healed (DC 20) or they recover the hit points lost to the attack
You can use a pair of daggers or other smallcpigor slashingveapons to grant yourself a +5 circumstance bo
8 | Knife Climb to all dimb checks on materialwith a hardness of 5 or less or else have narrow seams or ciagksllow for a
dagger to benserted, such aBtted stone oriron grillwork
10 | QuickFinish PassiveYou can deliver eoup de gracas a standard action
PassiveYou no longer apply penalties to your Stealth checks for moving faster than half your base movemen
10 | Hazeof Passage ) S
against targets that are threatened by at leastecof your allies in combat.
10 | Shade Revenant Passive: +7 style bonus to AC, +1 style bonus to Reflex and Fortitude saves. Replaces the bonuses from Re
12 | Batter follows Bruise A followrup strike that beats thedrget so badlythat they cannoteven speak coherently, slurring and lisping the
words in addition to being unrecognizable. Charisma damage ina#aéand theHealcheck toDC 25.
This attack knocks the wind from your target, only deahia$f damage, buthe target isStaggeredand unable to
12 | Solar Plexus Shot speakfor 1d4 rounds. On a successful Reflex $2@e10 + 1/%our level +your Dexterity modifier, they ar&haken
and unable to speator 1 round.
Thissharp, precise stab into tharget'sthroat damagsthe vocal cords. Do not add yoffirength modifier to the
12 | cord Thrust damg_ge, but on a successful strike_ the target must make a Reflex save DC_: 1Qot1rll§3/e! +your Dexterity‘
modifier or be unable to produce articulate sounds or any ntseler than wheezinggrunts. This effect lasts unti
the target receives a Heal check (DC 25) or the damage from the strike recovers
12 | Dislocate Arm As a standard action, you can instigate a _Grapple at_tempt. If you succeed, rather than Grappling the targ
insteadrender one of their arms useless until they receive a Heal check (DC 17).
If you have your target in &hoke Hold, you can opt to tighten your grip on their neclhe target must make
14 | sixSecond Hold follows Choke | Constitution checks as long asuycontrol the Grapple, as per the Suffocation rulés you are cutting off blood tq
Hold the brain rather than air to the lungs, they do not get the 2 rounds per point of Constitution before they
suffocating.
14 CloseQuarters Passive: So longgou begin your turn in control ofGapple, you do not need to makec@mbat maneuvecheck
Work to attack your target.
As a standard action, yotan use any long, loose piece of matariabpe, chains, cloth sashes, a whip, et
fashion an impromptunooseand fit it around the neck adin adjacentarget Make a Grapple attempt If successful
. you fit thenoosearound the targes neck and can begin choking them. If a sturdy horizontasietr as a raft, treg
14 | Prince of Hangmen e . . .
branch, or ship's magpresents itselfyou can throw one end of theooseover this and hang your targelou gain a
+10 circumstance bonus to maintain the Grapple if you do this (replacing the normal +5 bonus), though thg
can break free by cutting the noose if thegMe a slashing weapon on hand.
14 | Ghost Shade Passive: +11 style bonus to AC, +2 style bonus to Reflex and Fortitude saves. Replaces the bonuses from S
16 | Disfigure follows Batter This finishing blowpermanently scas the target and they arenableto communicate in more than grunts an|
gestures to those few willing to look at them. Charisma damage inséad® and theHeal DGo 30.
16 | Ghost Strike Lurking Strike Passive: The penalty for attacking and then iealmtely hiding is reduced td.0.
_ follows Six If yourSingcond‘Holdenders the target unconscioggou can choose to It_eave them in the exacF pqsition \
16 | Standing Blank found them in, going so far as fwop the target standing upright in placeThis can fool others ta thinking the
Second Hold S . . o .
target is still conscious, so long as their examination is cursory and/or at a distance.
16 | Shadowshield Passive: Any round that you do not move more than 1/2 your movement speed and do not attack, you can su
a Stealthcheck rolffor your AC.
18 | Sudden Finish Quick Finish Passive: It only requiresswiftaction for you to deliver aoup de gracén combat.
If your SixSecond Hold renders the target unconscioysu can stand behind theirby, controlling it as if it were g
18 | Human Puppet follows Six puppet to imitate their actions and fool onlookers. .Doinglso successfully requires you to make a Bluff check
Second Hold any observes Perceptioncheck You must remain facing any observers at all times or they will gpat
immediately.
18 | Phantom Ghost Passive: +14 style bonus to AC, +2 style bonus to Reflex and Fortitude saves. Replaces the bonuses from G
. Passive: Any attack against a fladted opponent is an automatic threat for a criticaichhas a +1 bonus to it
20 | Deep Critical " e
critical multiplier.
As a standard action, yaleliver a sharp blow to just the right spof hetarget mustmake a Fortitude save DC 10|
20 | Behind the Ear 1/2 your level +your Dexterity modifieror be rendered unconscious féd4 minutes, though they can be roused by
Heal check (DC 25). If they succeed on the check, they are still Staggered for 1 round.
20 | Wraith Ghost Passive: +16 style bonus to AC, +3 style bonus to Reflex and Fortitude saves. Replaces the bondsegdrom P




Utility: Melee Dual Wielding
(OneHanded Weapon; OfflandLight Weapon)

While many choose the quickness aversatility offered by an empty handnd others prefer the reassuring planks of a shitdd
serveas a wall beveen themselves and attackgrstudents of theHawk and Thrusbelieve that a weapon can hast as usefufor
defense as for offense.

2 4 6 8 10 12 14 16 18 20
. Thrush Hawk Shrike Raptor Bird of
Nick Scratch Shred Rush K Chop Ed Strike Ed Slash Ed Prey
. Cut & Hack & Cut to the Bind & Transport Blade
Reinforce - ) h
Thrust Slash Quick Slice & Glide Storm
That's not Swift Distracting Bigger Everybody Blade
Knife! Exchange Toss Distraction Look! Barrier
Dramatic Swift Exceptiona] Perfect Ascendant
Parry
Parry Parry Parry Parry Parry
Lvl | Name | Prerequisite | Effect
2 | Nick A sharp slash with your primary weapon that inflicts 1 point of Dexterity damage instead of weapon dd
Multiple uses of this ability stack with themselves, up to a totalldb Dexterity.
. PassiveUsing your offhand weapon to bl up your primary weapon gives you acigumstancebonus toCMB
2 | Reinforce . .
when attempting a Disarm or Sunder
2 | Parry Passive+2 style bonus to AC.
Unlike most techniques, this one boosts both your first primary and your fist offhand stréljrgy both a+1 style
4 | Cut & Thrust .
bonus to hit and+2 bonus tadamage.
A confusing exchange of weapons leaves you making an offhand attack with your primary weapon agail
4 | That's not Knife! now-flat-footed opponent. Your primary and offhand weapons rema&versed until the end of your turn, if yo
make more than one attack.
. A followrup strike with your offhand weapon that inflicts 1 point of Strength damage instead of weapon da
6 | Scratch follows Nick Multiple uses of this ability stack with themse$y up to a total 04 to Strength.
6 | Swift Exchange PassiveYou suffer no penalties to you attack rolls due to dual wielding when you attack another dual wielder
6 | Dramatic Parry | Parry Passive: +4 style bonus to A style bonus to CMB and CMIpRces bonus frorRarry.
follows Cut & Unlike most techniques, this boosts both your second primary and your second offhand strike, granting bo|
8 | Hack & Slash .
Thrust style bonus to hit and a +4 bonus to damage.
To open this cain, you toss your offhand weapon skywafdrcing yourtargetto makea Will save DC 10 + Liur
8 | Distracting Toss level +your Charisma modifier or be caugfiat-footed by an attack from your primary weaponas they watch the
9 thrown weapon Unless there are environmeait concerns (such as high windsjuycatch your offhand weapor
afterwards, but cannot attack with it until the beginning of your next turn.
A finishing blow with your primary weapon that inflicts 1 point of Constitution damagtead of weapon damage
o) e AT ST Multiple uses of this ability stack with themselves, up to a totadb Constitution.
10 | Cut to the Quick Passive: The ability score damage from Nick, Scratch, and Shred can now stack with themselves to a ma&ir
to Strength, Dexterity, and/or Constitution.
10 | Swift Parry Dramatic Parry Passive: +3tyle bonus to AC+1 style bonus to CMB and CMReplaes bonus from Dramatic Parry.
12 | Thrush Rush An intermediate strike that allows you to make two attacks with ydiinand weapon.
. . You can elect toerificeall attacks with youprimary weapon to make adittacks with youioffhand weapon count
12 | Bind & Slice :
as touch attacks oa singletarget.
12 Bigger follows Distracting | A followrup attack withyour primary weapon. Instead of inflicting damageu can force/our target to make a
Distraction Toss Will save DC 10 + 1¥@urlevel +your Charisma maodifier or lose their next turn.
14 | Hawk Chop follows Thrush RusH Afollow-up strike with your primary weapon that an automatic critical strike if it hits
14 g;(r:reyptlonal SwiftParry Passive: Hlstyle bonus to AC+2 style onus to CMB and CMReplaces bas from SwifParry.
16 | Shrike Strike follows Hawk Chop | A followup strike with your offhand weapon thallows you to initiate a free Disarm attempt.
Transport & . . You can elect toerificeall attacks with your offhandieapon to make akttacks with your primaryeapon count
16 . Bind & Slice -
Glide as touch attacks oa singlearget.




Lvl | Name | Prerequisite | Effect
Everybody follows Bigger A finishing technique thatx@ands yourdistraction to all enemies within 30', forcirtbem all to make a Will save
16 ’ . . DC 10 + 1/%our level +your Charisma modifier olose their next turn. This ability can only affect any individu
Look! Distraction ? -
target once in a 24our period.
18 | Raptor Slash follows Shrike Strikg A followrup strike with your primary weapon that leaves the target Staggered for 1 round.
18 | Perfect Parry Exceptbnal Parry Passive: Hstyle bonus to AC+2 style bonus to CMB and CMReplaces bonus froExceptionaParry.
A finishing technique with your offhand weapon that allows you to attemptimcombat maneuver usingowr full
20 | Bird of Prey follows Raptor base attack bonus with a +4 circumstance bonlfthe attempt issuccessful, you may immediately make a prim
Slash weapon andan off-hand weapon attack against your proterget at your highest base attack bonuses. If you f
the enemy cannot aempt to Trip you in return.
PassiveWhen you take a total defense action, you are permitted to take attacks of opportulddylitionally, there
is no limit to the number of attacks of opportunity you can take. You are even permitte¢teamultiple attacks of
20 | Blade Storm . . .
opportunity against the same target, though no more than 1 for each action that provokes. Treat every mo\
out of a threatened square as a unique provocation.
PassiveWhen you take a total defense acticamy creature wishing to move through your space or any space
threaten must make a Reflex save DC 10 + 1/2 your level + your Dexterity mddlifiezy succeed, they can mo
20 | Blade Barrier into the space as normal, but automatically suffer a strike from your chaficgither your primary or offhand
weapon. [f they fail, they still take the attack damage, but are unable to enter the area and their movement
turn automatically ends.
20 | Ascendant Parry| Perfect Parry Passive: . style bonugo AC, +3 style bars to CMB and CMD. Replaces bonus frarfect Parry.




Utility: Ranged

(Regular or Composite Bojs

TheDomain of the Silver Councibntinues an eonsld hunting tradition, and the master hunters of the Lodge are the best shots on
Cerenth. Tey pass on the techniques of long years of practice at hunting lodges around the world.

2 4 6 8 10 12 14 16 18 20
. . . Shot
Ropecutter Hand Leg N Both Nose Wind Arcing One With Throuah Called
P Shot Shot Legs Shot Hammer Volley the Forest 9" 9% shot
the Heart
. Right
ng)'?g Where You Jaw Shot C:irr?]ful Relentless
Want Then
Woods Games Forest Green Master of
man man Hunter Stalker Soul P the Forest
True True True True True
Woods Games Hunter Forest Green
man man Stalker Soul
Lvl | Name | Prerequisite | Effect
2 | Ropecutter As a standard action, make a rangeoh@er attempt that suffers a damagepenaltyandignores hardnessp to 2.
2 | Woodsman Passive: +1 style bonus to hi2 style bonus to AC
4 | Hand Shot As a standard action, you can make a ranged Disarm attempt. This functions like a normal meiee Disa
4 | Warning Shot This standard actiomflicts no damage, buthe target must makea Will save DC 10 + 1A2our level +your
9 Dexterity modifier or beShakerfor 1d4 rounds.
4 | True Woodsman Woodsman Passivelf you ready an action to fire on a targeipuble your style bonus to attack on that shot.
6 | Leq Shot This opening strikeeduces the target'sspeed by half until they havare Healed (DCL5 Heal check).They can
9 attempt a Reflex save DC 10 + 1/2 your level + your Dexterity modifier to avageabd reduction.
6 | Gamesman Woodsman Passive: *style bonus to hit+4 style bonus to ACReplacethe bonus fromWoodsman.
A followup shot that mmobilizes thetarget until they have beeinlealed (DC @Heal check).Theycan attempt a
8 | Both Legs follows Leg Shot Reflex save DC 10 + 1/2 your level + your Dexterity modifier to avoid the speed reduction.
8 Right Where You follows Leg Shot A followup shot that nails the target to the ground, Entangling them. It is considered an anchometyEngand
Want Them 9 requires a Strength check DC 15 break free. Breaking free inflicts unmodified arrow damage against the tal

Passive: If you ready an action to fire on a target, you gain a damage bonus on the shot equal to ybonsgy

8 | True Gamesman Gamesman to hit. If you have True Woodsman, double this damage bonus as well.
A shot to the nose. Thetget camot usetheir sense of smell (including tt&cent ability until they have been
10 | Nose Shot
Healed ¢heckDC 2).
10 | Hunter Gamesman Passive+2 style bonus to hjt+7 style bonus to ACReplacethe bonus from Gamesman.
12 | Wind Hammer Passive: If you take a full attack action against a foe aypaihattacks hit, they ar@automaticallyknocked prone.
You put an arrow in théarget's jaw. Thegannot speak coherently until they have beldaaled ¢heckDC 25),
12 | Jaw Shot :
though they can still scream and gurgle.
12 | True Hunter Hunter Passivelf you ready an action to fire on a target, double your threat range on that shot.
14 | Arcing \blley This shot doubles youange, but does not arrive at #target squareuntil the beginning of your next turn.
14 | Careful Aim As a standard action, yawan fire a single arrow that is treated as a touch attack
14 | Forest Stalker Hunter Passive: 2 style bonus to hijt+11 style bonus to AQReplacs the bonus from Hunter

16 | One With the Forest

PassiveYou gain an extra attack at your highest base attack bonus on a full attack action.

16 | True Forest Stalker

Forest Stalker

Passivelf you readyan action to fire on a target, increase your critical multiplier by +1 on that shot.

Shot Through the
18
Heart

As a standard action, you cdine a single shot, the damage from whiapplies directly to wounds, bypassir]
fatigue. You can use the Manyshfeat with this technique, but both attacks are atsto hit.

18 | Green Soul

Forest Stalker

Passive: 3 style bonus to hijt+14 style bonus to AQReplacethe bonus fromForest Stalker.

20 | Called Shot

Shot Through the|

When making &hot Throughthe Heart you can elect to inflict one of the following conditiorBteed 4 or
Blindness until Healed (DC = Ref DC), Daze for 1 round, Sicke founds or Staggered for 2 roundsThe

el targetcan makea Reflex save DC 10 + Yaurlevel +your Dexerity modifier to resist the effect.
20 | Relentless Passi\{e: On a fl_JII attack action, if your first attack hits, the next attack i_s only reduc8dristead of-5. This
effect is cumulative-8, -6, -9), but only for attacks that follow successful lsts.
20 | Master of the Forest | Green Soul Passive: 3 style bonus to hit+16 style bonus to AReplacethe bonus fromGreen Soul.
20 | True Green Soul Green Soul Passivelf you ready an action to fire on a target, you can fire two arrows at no penaltijat shot.




Utility: Ranged
(Crossbowsr Guns)

Bornfrom drill sergeants' frustration with teaching peasant conscripts and illiterate mentes how to use the weapons ofodern
warfare, this deceptively easy style contauhspths of skill and misdirection that are welcome in the arsenal of anyone fhem
rank-andfile musketeer tahe lurking sniper.

2 4 6 8 10 12 14 16 18 20
. Groin Stalking Formation Tight Calm Hawk Ricochet
Pick Off By the Ear Shot Shot Breaker Shot Shot Shot Shot
Push You Don't Deft o~ Trick Hunter's Defensive
Over Need That, Shot Shot Shot Shot
With Long Crippling
Style! Shot Shot
K h Death
Trainee Marks Sharp Sniper Deadeye from
man shooter Afar

Lvl | Name | Prerequisite | Effect
2

Pick Off As a fandard actionshoot aclimbingtarget Thetarget's Climb check if hit has a penalty equal to your attack modifier|
As a standard action, shoot a balancing targefieyTmust make @ Acrobaticscheckto keep their balanc€DC = attack

2 | Push Over roll) or immediatelyfall prone
2 | Trainee Passive+2 style bonus to AC.
When adjacent to &arget, you can fire through their square thesha more distantarget without provoking an attack of
4 | By the Ear opportunity. The adjacenttarget mustmake a Brtitude save DC 10 + 1Apour level +your Dexterity modifier or be
Deafenedfor 1d4 rounds
6 | Groin Shot A blast to the privatedeaving the target with Nausea for 1 round and Sickened for the rest of the encoulitsuccessfu

Reflex save DC 10 #2ourlevel +your Dexterity modifier means they are orfBickenedor 1 round.

6 Lc]):tDont Need As a standard action, make a ranged Sunder attempt that suftedamagepenalty.

Attack withflare as a standard actiorlYou take a2 to hit, but ifyou knock out or kilthe target, all their allieshat saw the

9 | Wit Sy attackmust make a Will save DC 10 + géirlevel +your Charisma modifier or béhaken forthe rest of the encounter

6 | Marksman Trainee Passive+4 style bonus to AC1style bonus to Reflex saves. Replaces the bonus from Trainee.

8 | Stalking Shot Passive: If you ready an action to fire on a target behind cover when they emerge, they are treatefoaseitht

10 g?;gf: |ron Passive: If you ready an actionfie on a target when they move, doing so immediately ends their move action.

10 | Deft Shot Passive: If you are fléoted during a surprise round, you can take one free shot at a target that moves within 30" of

10 | Long Shot As a standard actiolypu can fire a shot at double your weapon's normal range.

10 | Sharpshooter Marksman Passive+7 style bonus to AC, +2 style bonus to Reflex saves. Replaces the bonus from Marksman.

12 | Tight Shot Passive: You can fire your weapon normally when Entan@esppled, Shaken, or Sickened.

12 | Trick Shot Deft Shot As a standard action, venyou arethreat(_aned by two or more ta_rgets, you can appear to fire at tavget while deftly
maneuvering to shoot one of the others insteathe actual target is consids flat-footed to your attack.

14 | calm Shot If a creature charges you, you can fire at them as an attack of opportunity. This initiates a Bull Rush attempt on.y

using your Dexterity instead of Strength for your CMB. If successful, they fepghort of reaching you.
14 | Hunter's Shot Passive: You ignore a target's shield bonus to AC.

As a standard action, you can fire a shot that inflicts 1 point of Constitution damage if the target fails a FortituD€ g
10 + 1/2your level +your Dexterity modifier Multiple uses of this technique stack, up to 8 points of Constitution damg
14 | Sniper Sharpshooter| Passivet+11 style bonus to AC, +3 style bonus to Reflex saves. Replaces the bonus from Sharpshooter.

When firing farther than one range increment, you can attempt to makReeptioncheck as a free actionFor every 2
points by which the check exceeds 15, you reducednge penalty to attack by. 1

As a standard action, you camumce your projectile off of convenient obstructions to fire around cornefar every
ricochet the bullet must do, the shédkes a5 to attack. Note: Requires specialty steel bullets if using firearms.

You can ready aaction to fireat the weapon of darget that makesa melee attack.If your attack roll meets or exceed
theirs, you successfully deflect tinstrikeand initiate aDisarm attempt.

18 | Deadeye Sniper Passive+14 style bonus to AC, +4 style bonus to Reflex savedadeepphe bonus from Sniper.

20 | Death from Afar | Deadeye Passive+16 style bonus to AC, +5 style bonus to Reflex saves. Replaces the bonus from Deadeye.

14 | Crippling Shot

16 | Hawk Shot

18 | Ricochet Shot

18 | Defensive Shot




Utility: Improvised
(Unarmed odmprovised Weapons

Few fights are the graceful darser noble duelsthat the inexperienced imagine them to be.

knuckles, and broken bottles, there's really only one way: the hard way.

2 4 6 8 10 12 14 16 18 20
) . Squander
Break Shatter Pulverize Ruin Desolate lust
Gleeful Joyous Rollicking‘
Takedown Drubbing Fun
Bloody Impromptu Scarred 4 Bloodied
Improv Defense
Come Out Pursue the Lay Them Grisly
Swinging Lash Out = Advantage Out Finish
Second - Good Cut Your
Chance Sacrifice Money Losses
After Bad
Rowdy Hooligan Ruffian Thug Cutthroat Outlaw
Lvl | Name | Prerequisite | Effect
2 | Break Passive: You ignore the first 5 points of hardness when damaging an unattended object or using the Sunde
maneuver. You also gain a +2 style bonus to all attempts to burst or break anwitfestidden force.
2 | Bloody Improv You no longer take penalties to attack when using improvised weapons.
2 | Rowdy Passive+2 style bonus to AC.
Imbromotu You can use almost anything for defense in a fight. Small items (butkmes, cats, etc.) give a +1 shield bonug
4 De?ensep Bloody Improv AC. Medium items (chairs, wagon wheels, an orphan, etc.) give a +2 shield bonus to AC. Large items (tabl
livestock, etc.) give a +4 shield bonus to AC and act as cover if you do not attaohufiod.a
4 | Gleeful Takedown Passive: Any tlm_e you deliver a blow that knocks a target unconscious, you recover an amount of fatigue
the damage you inflicted.
Come Out Lo . . .
4 Swinging Passive: You can make attacks of opportunity even if you are sepor flatfooted.
Passive: You ignore the first 10 points of hardness when damaging an unattended object or using the
6 | Shatter Break combat maneuver. You also gain a +4 style bonus to all attempts to burst or break an object with suddel
This replaces the bonuses from Break.
A basic strike that aims to take the target unawares. Make a combat maneuver check against a DC of
6 | Lash Out target's Perception modifier. If you are successful, you catch the targefofieed and doule your weapon's
damage roll (though not your other bonuses to damage). If you fail, it is treated as a normal attack.
6 | Hooligan Rowdy Passive: +4 style bonus to AC. +1 style bon&sititude saves Replaces the bonus froRowdy
8 | JoyousDrubbing Gleeful Takedown Passive: Any tlmeT you conflrm. a critical hit against a target, you recover an amount of fatigue equal to the ¢
you rolled before it was multiplied.
8 | Scarred Gleeful Takedown | Passive: You gain 1 bonus hit point per character level.
Pursue the This followup strike only works if your Lash Out attack was successful. The target is Sbibtéat to your attack
8 follows Lash Out | as you drive a second blow into them. They must make a Fortitude save DC 10 + 1/2 yowyteweStrength
Advantage s . )
modifier or be Staggered until the end of their next turn.
8 | secondChance follows Lash Out Th|§ followup strike only wprks if your Lash Out attack was unsuccessful. You make this attack at a +5 sty
to hit and the threat range isalibled.

In a world of dirty tricks, bloody



Lvl | Name | Prerequisite | Effect
Passive: You ignore the first 15 points of hardness when damaging an unattended object or using the
10 | Pulverize Shatter combat maneuver. You also gain a +6 style bonus to all attempiarsi or break an object with sudden forc
This replaces the bonuses from Shatter.
o As a standard action, you swing your weapon at a target hard enough to destroy it. You inflict an additional
10 | Sacrifice SO .
of damage equal to the object's hit pd$ plus its hardness.
10 | Ruffian Hooligan Passive: +7 style bonus to AQ style bonus tdrortitude saves Replaces the bonus frdfooligan
12 | Bloodied \;?]ﬁosucsa?r;udbblng Passive: You gain 2 bonus hit point per character level. Thiespthe bonus from Scarred.
follows Pursue the This followup strike only works if the target is Staggered. You catch the tottering target a blow to the chil
12 | Lay Them Out automatically knocks them prone if it hits. They must make k $&ve DC 10 + 1/2 your level + your Stren
Advantage o
modifier or be Stunned for 1 round.
12 Good Money followsPursue the | This followup strike only works if the target is not Staggered. You double down on your attackvamgl with all
After Bad Advantage your might, inflicting twice your normal Strength bonus to damage on a successful strike.
Passive: You ignore the first 20 points of hardness when damaging an unattended object or using the
14 | Ruin Pulverize combat maneuver. You also gain a +8 shgdaus to all attempts to burst or break an object with sudden for|
This replaces the bonuses frdPulverize
14 | Thug Ruffian Passive: +11 style bonts AC. 8 style bonus td-ortitude saves Replaces the bonus froRuffian
16 | Rollicking Fun JoyousDrubbing Pa_ssive: Any time you successft_xlly_ hit a target or targets more than once in a round, you recover an an
fatigue equal to the damage you inflict with your last attack.
_ - followsLay Them Thi; finish_ing _blpw only workstlfe target is StunnedA blow to your insensible target's head inflicts an automg
16 | Grisly Finish out critical strike if it connects and the target must make a Fortitude save DC 10 + 1/2 your level + your §
modifier or be knocked unconscious for 1d4 minutes.
16 | Qut Your Losses followsLay Them | This finishing blow onl_y work§ if the target is not S_tunn‘e!du deli_ver a blow that ignores your Strength modifier
Out damage, but you can immediately back 10 feet without provoking an attack of opportunity.
Passive: You ignore an object's hardness when damaging an unattended object or using the Sunder
18 | Desolae Ruin maneuver. You also gain a +10 style bonus to all attempts to burst or break an object with sudden forc|
replaces the bonuses from Ruin.
18 | Cutthroat Thug Passive: +14 style bonus to A@.style bonus td-ortitude saves Replaces the bonus froifthug
Rollicking Fuand | Passive: Any time you inflict any sort of damage to a creature or an object, you recover ant affatigue equal
20 | Squanderlust
Desolate to the damage you caused.
20 | Outlaw Cutthroat Passive: @ style bonus to AC. 5istyle bonus td-ortitude saves Replaces the bonus froButthroat




Utility: OneHandedMelee Combat
(Light or OneHanded MeleaVeapons; Empty Offland

One does not wield the sword; the sword wields the wielder. This is the credo of the Thousand Rising Paths, whose asce
dedication tests the limits of unity between blade and blademaster.

2 4 6 8 10 12 14 16 18 20
Swallow's Swallow's Swallow's Tears of Unity of ot Unity of
Dash Dive Flight Blood Blade Purpose
. . Medi- Halcyon Ascen Master of
Alr Throw Centering tation Breath dancy Paths
Gale Typhoon
Step Advance
Water- Steel Barbed Fallen Lion
Parting Cutting Thrust Hawk Tamin
Sword Sword 9
Abe_ce Initiate Aesthete Savant Preceptor¢—e Grand
darian Tutelary
Lvl | Name Prerequisite Effect
> | swallow's Dash A Ioopmg_ frike tha_t dc_>es not add/our Strength modifier to damagdut if it connects, theaarget suffers a2 penalty
to ACuntil the beginning of your né turn.
By using your opponeltt instinct for selfpreservation, you can use experjaced feints to cause youarget to
> | Air Throw overbalancdtself. This is treated as a normEip attempt, except that yowalculate your CMB with your Wisdo
modifier instead of your Strength and the target calculates their CMD with their Wisdom modifier instead of
Strength and Dexterity
2 | Abecedarian Passive: +2 style bonus to A€l style bonus t€MB and CMD
. Once per day, as a fulbund action that provokes aattack of opportunity you gain fast healing 1 until the end
4 | Centering
the encounter.
4 | Gale Step Passive: +1Gtyle bonus to movement rate.
4 \évv?éergPartmg PassiveYou suffer no penalties to attack or damage when fightihgerssubmerged.
6 g\tsg:(cj:uttmg Passive: Ignore hardness of 10 or less when strikiadtendedobjects.
6 | Initiate Abecedarian Passive: +4 style bonus to AC. +1 style bon@\B and CMDReplaces the bonus from Abecedarian.
e follows Swallow's | A followup drike that does not addyour Strength modifier to damage, but it connects, thetarget cannot apply
8 | Swallow's Dive - . A
Dash their Strength bonus to damagells until the beginning of your next turn
8 | Meditation Centering Once per day, aa.full-round action that provokes aattack of oppprtumty you recover 2d10 fatigue points and gg
fast healing 1 until the end of the encounter. Replaces Centering.
8 | Barbed Thrust Passive: On a successdditack of opportunity you reduce the targét movement speed by 1/2 until the end of the
turn. This only affects how much movement they have remaining after they provoke the attack of opportunity.
10 | Fallen Hawk This snaking thrust is a standard action. desl not inflictany damage but automatically reduces the enemy's
Dexterity by-4 for 10 minutes Multiple uses of this technique do not stack.
10 | Aesthete Initiate Passive: +7 style bonus to A@ style bonus taCMB and CMD Replaces the bonus from Initiate.
follows Swallow's A followup drike that does not addyour Strength modifier to damage, buif it connects, thearget is stunnedintil
12 | Swallow's Flight| . the beginning of your next tutn If they make asuccessful Reflex save DC 10 + yidBr level +your Dexterity
Dive o . . o )
modifier, the target is merelyflat-footed until the beginning of their next turn
12 | Halcyon Breath | Meditation Onpe per day_, as a stgndard action that provokestgack of opp_ortgmty you can recover 3d10 fatigue points at
gain fast healing 2 until the émof the encounter. Replaces Meditation.
12 | Lion Tamin This brutal slash is a standard action. desl not inflictany damage but automaticallyreduces the enemy'Strength
9 by -4 for 10 minutes Multiple uses of this technique do not stack.




Lvl | Name

14

Tears of Blood

| Prerequisite

| Effect

A slash across thirget'seyesas a standard action. This attaiclicts only half damage buBlinds the target A
Reflex save DC 10 + Iydur level +your Dexterity modifier ngates the blindness effectThe Bindness lasts until
the target receives healing (Heal chestqual to the Reflex D®@r they recover the hit points lost to the attack.

14 | Savant Aesthete Passive: +11 style bonts AC. +3tyle bonus taCMB and CMDReplaces the bonus from Aesthete.
16 | Unity of Blade Passive: Adgour Wisdommaodifier as a bonus to damage, addition toyour Strength modifier
Once per day, as a standard action that provokesttack of opportunity youcan recover 4d10 fatigue points an
16 | Ascendancy Halcyon Breath gain fast healing 2 until the end of the encounter. Replaces Halcyon Breath.
16 Iﬁ\)’gﬂgg Gale Step Passive: +2@tyle bonus to movement rate. Replaces the bonus from 'Gale Step.'
18 | Unity of Purpose| Unity ofBlade Passive: Adglour Wisdommoadifier as éonus toyour attackrolls, in addition to your Strength or Dexterity modifie
18 | Preceptor Savant Passive: +14 style bonus to AG.style bonus taCMB and CMDReplaces the bonus from Savant.
20 | Master d Paths | Ascendancy Onpe per day_| as a st_andard action that provokesittenck of opportunity you can recover 6d10 fatigue points a
gain fast healing 3 until the end of the encounter. Replaces Ascendancy.
20 | Grand Tutelary | Preceptor Passive: #stylebonus to AC. +3 style bonus@B and CMDReplaces the bonus from Preceptor.




Utility: Grappling and Throwing
(Unarmed)

Centuries of ascetic contemplation and relentless training in the monasteries of the far north have alhengatk elves to temper
their bodies as thoroughly as they have their spiritfhe Way of Falling Leaves is one of the codified results of their efforts,
specializing in throws, holds, and binds to peacefully restrain a foe while minimizing injuryrio the

2 4 6 8 10 12 14 16 18 20
Flowing Thirsting Rushing Raging
River River River River
Serpent T;)rrr)zﬁng Reed's Ig]égletr?gr
Chisel Flip Melancholy| ating Circle
Reflecting Comple Thrown Counter
Wrist Lock mentary
Force Leap Throw
Force
Calming Reviving Skilled Perfect Dark
Mantra Mantra Deflection Deflection Whirlwind
Single Spirit Ghost Prayer
Gri of the Mantra of
P Harvest Damnation
T.O Al Unrivalled
Things an Skill
Autumn
Curled Fery Bent Reed Watchful Willow Lea Veiled Plum
Stance Ste Lilv Swa Walk Peony ¢—¢ Blossom
p y Yy Sweep Dance
Lvl | Name | Prerequisite | Effect

You gain access to the Throw combat maneuver. As a standard action that does not provokackrofl
opportunity, you can sweep your target off its feet and send it flyigr this maneuver, you can add yol
Wisdom modifier to your CMBIf you aresuccessful, the opponent is thrown in the direction of your chaic|
distance of 5 feet plus anothé feet for every 5 points by which you exceed the target's CMD. Theynlamd
unoccupied squaregre rendered prone, and sustain damage as if struck by your unarmed stfikiee target is
thrown 10 or more feet, they sustain a further +1d6 damagesivery 10 feet they travel.

2 | Flowing River

PassiveThere seems to be no angle from which you cannot attaéa&u no longer incur the regula4 penalty

2 | Serpent Chisel for attacking a foe you are currentGrappling.

As a standard action that dog not provoke arattack of opportunity, you can heal yourseif being Dazzled,

2| Gl i Fatigued, Baken or Sckened.

2 | Curled Fern Stance Passive+2 style bonus to AC, +1 style bonus to CMD.

You gab the target's hanslor forearms.,the pull, twist, and push up, locking the arm from wrist to shoulder g
binding all movement.As a move action, you can makeaach attack that inflicts no damagéut sets the

o || ST target up for aGrapple. If aGrapple attempt is made immediately following the wristk,youreceive a +8 stylg
bonus toyour CMB
Pushing with one hand as you grasp your own wrist with the other, it is a seemingly simple move that
4 | single Grip power up from the ground and magnifies it through every joint in the body to bloweaafeay. You initiate &

Bull Rush against a target regardless of their size and you hevel style bonus to yol€MB, but you do nof
have the option of moving with the opponent on a successful Bull. Rush

Passive: When usj aThrow maneuveryou can replace your Strength modifier as a bonus to the unar
attack damage with the enemy's own Strength modifier.

6 | Reflecting Force Flowing River




Lvl | Name

Reviving Mantra

| Prerequisite

| Effect

As astandard action that does notrpvoke anattack of opportunity, you can heal yourself of beibgzed,
Dazzled, Exhausted, Fascinateatidued,Fightened,Nauseated Panicked,Shaken,Sckened,Saggered(from a
source other than being at 0 hit poinfg)r Sunned. You can use this téniqueeven when a character normall
cannot act because of one of the aforentioned conditions. Replac&alming Mantra.

6 | Bent Reed Step Curled Fern Stance| Passivet5 style bonus to AC, +2 style bonus to CMD. Replaces the bonuses from Curl¢gn€ern S
8 | Thirsting River Flowing River Yqu can now firow yourtarget as an attack actionAdditionally, yowgain a +2 style bonus to your CMB wh
using the Throw combat maneuver
8 | Skilled Deflection PassiveUsing skill and a practiced knowledgeefdrage, you gain the ability to shift large weights with little
no applied force.You gain a +4 style bonus to all attempts made to break or burst an object with sudden fq
When you successfullshrowor Trip atarget, you can deposit them into an occupied squandljcting half of the
. . — . normal damage oioth targetsand rendering them botlprone. Thetarget occupying the square is allowed
10 sz Fip | g (e Reflex save DC 10 + 1yBur level +your Dexterity modifier to avoidthe attack automatically shifting the|
thrown opponent intothe nearestunoccupied square.
10 To All Things an PassiveOnce per day plus 1 additional time for every 4 HD you have, when making a combat maneuve|
Autumn you can roll the d20 twice antdke the higher of the two results.
Spirit ofthe A terrifyingfeint that leaves the foe striking wildly at where you were a momerd.ad\s a swift action, seleq
10 one targetthat threatens you they must make a Will save DC 10 + ¥fur level +your Wisdom modifier or
Harvest : . L
expend arattack of opportunityuselessly attacking thin air.
10 | Watchful Lily Sway | Bent Reed Step Passive+8 style bonus to AC, +3 style bonus to CMD. Replaces the bonuses from Bent Reed Step.
12 | Reeds Melancholy | Thirstirg River E:rsésive: With a deft twist of the body, yoanturn a foe's failedSrapple attempt into arhrow attempt on your
Complementary . Passive: When using Ehrow maneuveryou can add both your Strength Modifier and theeery's Strength
12 Reflecting Force . o
Force Modifier to the unarmed damage inflicted.
PassiveYou have mastered style that uses only skill and technique, caring nothing for size or strenfytly.
12 | Unrivalled Skill time you are involved in a combat maneuvegither as the attackeor the defender both participants replace
their Strength score with their Wisdom score for their CMB and @ktDyou ignore all modifiers for size.
14 | Rushing River Thirsting River You camow Throw a target in lieu of m attack of opportunity Additionally, you gain a +5 style bonus to yo|
CMB when using the Throw combat maneuver.
. . . PassiveYour ability to manipulate physical force is unsurpassed. You gain a +10 style bonus to all a
e R e made to break or bugt an object with sudden forceReplaces the bonus from Skilled Deflection.
14 | Willow Leaf Walk | Watchful Lily Sway | Passive+12 style bonus to AC, +4 style bonus to CMD. Replaces the bonuses from Watchful Lily Sway.
Passive: Whefihrown or Tripped, instead of falling prone, you can use the momenturmtave up to your basg
16 | Thrown Leap . . .
movement speeds @ immediateaction.
As a standard action, you camitiate a Grapple attempt. If successful, you follow up with a combinatiora d
16 | Dark Whirlwind strangle hold and a swift cartwheel movement that leaves the target unconsciodsréamd and bothof you
shifted five feet forward. The target cattempt a Fortitude save DC 10 + daurlevel +your Wisdom modifier
to avoid unconsciousness, thdugheyare still shaken for 1 round.
With a powerful cry, you assault yotarget's most primalinstincts directly, triggering a concentrated burst
- terror. As a standard actionhé target must succeed on a Widve DC 10 + 1/gour level +your Wisdom
e | sl ST @ e modifier or beFrightened for 1d4 rounds. A successful save means that the target can no longer be affed
this ability for the duration of the encounter.
Passie: The ultimate technique for dominating @rapple, when your opponent succeeds in controlling
18 Infinitely Rushing River Grapple, you make an immediate attempt to regain control asastack of opportunity You add your fde
Regenerating Circle Strength modifier to youCMBwhile theyreceive no Bength bonus to their CMDIf you are using Unrivalle
Skill, you still gain their Strength modifier as a bonus and they lose their Wisdom modifier to their CMD.
Passive: Whenever a foe successfiitips or Throws you, pu can immediately make &row attempt against
18 | CounterThrow Rushing River them as amattack of opportunity If successful, yothrow your opponent as usual while using the momenty
and leverage of thathrow to remain uprightind in your starting positian
18 \S/\?VlfspPeony Willow Leaf Walk Passive+16 style bonus to AC, +5 style bonus to CMD. Replaces the bonuses from Willow Leaf Walk.
You can now use Throw as an immediate action in response to an enemy missing you with a melee attack
20 | Raging River Rushing River S0 counts as an attack of opportunitdditionally, you gain a +10 style bonus to your CMB when using a T|
combat maneuver.
This hideous keening drives mandabeast alike mad with fear. As a standard actiorgne creature within 30
20 Prayer of Ghost Mantra feett friend and foe alike must succeed on a Will save DC 10 +yl@r level +your Wisdom modifier or be|
Damnation Panickedor 2d4 rounds. A successful save means that the tesgstill Shaken for 1d4 rounds beain no longer
be affected bythis ability for the duration of the encounter.
20 FHlT Btz vBlzt ey Passive+18 style bonus to AC, +6 style bonus to CMD. Replaces the bonuses from Veiled Peony Sway.

Dance

Sweep




Utility: Basic Unarmed
(Unarmed)

Centuiies of ascetic contemplation and relentless training in the monasteries of the far north have allowed the dark elves to tempe
their bodies as thoroughly as they have their spiriffhe Way of Winter Storms is one of the codified results of their efforts,
specializing in hard, expertpylaced strikes and elegant takiowns that form the mostomprehensivenartial style available.

2 4 6 8 10 12 14 16 18 20
Pressure Pressure Pressure Pressure
Fist Block Point Point Point Point
Viper Falcon Mountain Crane
Black
Calm Red Meteor Grapple Motionless Body Married Thrusting Dragon Attack
Warrior Channel Straight Hammer Strike Shield Couple Fis Fist Elbow Trail
Smash
. ) Roll
Sickle and Winter . . .
Chain 9Thunderb0h With the Knee Pin Point Leap,
Punches
Bloody Spinning .
Shoulder Grapple a)::(; *9 :_('2::3
Shield Smash
Stance of Sprirg's Summer's Fall's Winter's > Dream of
Seasons Tread Stride Dash Birr Seasons
Lvl | Name | Prerequisite | Effect
PassiveAny round when you take a total defense and make no other actipos can automatically block
2 | HRstBlock number of incoming attacks equal to your number of attacks per routidiou have the Flurry of Blows cla

ability, you can use the totalumber of attacks granted by this ability instead.

Passive: Any time an encounter begam you are not surprised, yare considered to be taking a total defen

2 | Calm Warrior until the beginning of your first turnYou do not apply the benefits &fst Block to this total defense.

2 | Stance of Seasong Passive+2 style bonus to AC.
4 Pressure Point A basic strike to one of the target's vital pointhjstattack adds your Wisdom modifier to damage as well
Viper Strength.

As astandard action youdeliver a midair kick to thetarget and use the brief opening talisengage swiftly ang

| e safely, letting you shift back I8et after attackingwithout provoking an attack of opportunity from your target

Passive: Whesver you are subjected to a successful Trip attergpti may make aattack of opportunityagainst

6 | Meteor Straight the target that tripped you on your way down.

Thisbasicstrike immediatelyinitiates a free Gpple attempt without provoking aattackof opportunity. You add

6 | Sickle and Chain your Wisdom modifier to your CMB for this attempt and to your CMD against the target's attempts to breg
Grapple.
Rying to your ally's defense, you sacrifice your safety for theirs. Whenaagst you threaten makes an attac
6 Bloody Shoulder against one of your allies, you can interrupag an immediate action by expending an attack of opportunity
Shield leaping in the way. Doing so fouls the enemy's attack, but they and any other opponents that threaten y
respond with attacks of opportunity
6 | Spring's Tread Stance of Seasons | Passivet+4 style bonus to AC, +1 style bonus to all saving throws. Replaces the bonus from Stance of Sea

If the Grappleattempt is secessful, you caend the Grapple bglamming your foe into the earthThis inflicts
your regular unarmed attack damage and leaves the target prdiey must make a Fortitude save DC 10 +
your level + your Strength modifier or be Staggered for hdoas well.

follows Sickle and

8 | Grapple Hammer Chain

- . If the Grapple attempt is successful and you are near a ledge, cliff, or other sharp change in elevation,
Winter follows Sickle and . .
8 . elect to take both yourself and your target over, landing opporfast at the botom. Your target takes doublg
Thunderbolt Chain . - - )
the regular falling damage while yomly take half, applied to your fatigue before your wounds.

Spinning Grapple | follows Sickle and If the Grapple attempt is successful, you can leap into the air, flipping jo& overand smashing them to the

8 . ground. This is treated as an automatic critical strike with your unarmed attackeawes the target prone in
Smash Chain . L
your square as you shitfeet in any direction.
10 Pressure Point follows Pressure This follow-up strike adds your Wisdom modifier to damage as well as Strengthen struck in their pressurg

Falcon Point Viper point, the target must make RortitudesaveDC 10 + 1/%our level +your Wisdom madifier or collapse prone.




Lvl | Name

10

Motionless Strike

| Prerequisite

| Effect
PassiveTargets aretreated as flatfooted to your first attack in an encounter.
automatically a threat for a critical.

If successful, the attack

10 Roll With the Passive: You are an expert at defing the force of oncoming attacks. When an enemy makes a charge &
Punches against you, you careducethe damagedo 50%by shifting baclb feet.
10 | Summer's Stride | Spring's Tread Passive+7 style bonus to AC, +1 style bonus to all saving throws. Repleebonuses from Spring's Tread.
If you are adjacent to an unconscioaature of your size category or smallgou can throw the body at you
. target as a standard action. You treat the bodyaasimprovised weapomith a range incrment of 5. If you
12 | Body Shield ; o : .
strike your targetjt inflicts your unarmed attack damage as if you were one size category larger and the ta
automatically considered Entangled until the end of their next turn
. PassivelYou can bind foes withoutnduly inconveniencing yourselfAny time you have a target Grappled
12 | Knee Pin . . L
Pinned, you do not gain the Grappled condition.
12 | Spear Hand Passive: You are skilled enough with unarmed attacks that you can simulate piercing attacks in addition tg
bludgeoning strikes. Strikes done this way have a critical modifie4 Ghstead of x2).
14 Married Couple The opening created by a failed strike allcavsecond attacko land home. When you miss a melee attack, y
Fist may make an immediatattack of ogortunity against your foe.
Passive: You are skilled enough with unarmed attacks that you can simulate slashing attacks in addition tq
14 | Knife Hand Spear Hand bludgeoning strikes. Strikes done this way have a threat rang8-80 Iinstead of oyl 20). This cannot be use
in conjunction with 'Spear Hand."'
14 | Falls Dash Summels Stride Passive+11 style bonus to AC, +2 style bonus to all saving throws. Replaces the bonuses from Summer's
Pressure Point follows Pressure Th_isfollow-up strike adds your Wis_dom modifier to damage as well as Strength. When @trtfo&ir pressure
16 . . point, the target must make a FortitudgaveDC 10 + 1/3our level +your Wisdom modifier or beStaggeredor
Mountain Poirt Falcon
1d4 rounds.
By timing the thrust of your attack conjunction with your motionsyou deliver a blow that is magnified by yo
16 | ThrustingFist movement. A successful attack made at the end of a chamgyeases the damage dealt by +1 for every 10 fee
distance traveled intte charge
. With powerful dashes and leaps, you can provide power to any attack you make. Whenever you moveabr
16 | Point Leap o
least 5 feet you can elect to treat your next attack as if it were a charge attack
18 Black Dragon When a target moves into a positionhat threatens you, if they are within your own threat ranggou may make
Elbow Smash anattack of opportunityagainst themas an immediate actionDong so propels the target back 5 feet
18 | Winter'sBirr Falls Dash Passivet+14 styg bonus to AC, +2 style bonus to all saving throws. Replaces the bonuses from Fall's Dash.|
Thisfinishing strike adds your Wisdom modifier to damage as well as Strength. When strilckir pressve
20 Pressure Point follows Pressure point, the target must make Will saveDC 10 + 1/3our level +your Wisdom modifier or fall unconscious for 19
Crane Point Mountain minutes. They can be roused before that duration by a Heal check (DC = to Will DC). Even if the target g
on their save, they aretif Sickened for 1d4 rounds.
With heightened battle awareness, you create a web of all possible routes of attack around you. Whene
attack a target, until the beginning of your next turall other targetsin your threat rangehave a chance of
triggering a sudden attack from you. Moving or shifting into or out of any square you threaten automa
. provokes arattack of opportunity. Unlike most attacks of opportunity, if you have more than one available
20 | Attack Trail . : . )
can take multiple dacks against the same target, though only once per provocation. Moving from one s
you threaten and into another square you threaten counts as only one provocafidditionally, using Acrobatic
to tumble through squares you threaten is more diffit; the DC increasing by an amount equal to your Wisd
modifier.
20 | Dream of Seasong Winter's Birr Passive+16 style bonus to AC, +3 style bonus to all saving throws. Replaces the bonuses from Winter's Bi




Utility: Two-Handed Melee Combat
(Two-Handed Melee Weapois

The Whirling Winds Discipline is for those users of-haoded weapons who look for craft and stratagems to strike precisely rather

than at random.

2 4 6 8 10 12 14 16 18 20
Horse Deer's Hawk's Griffon's
Breaker Dash Drop Stoop

Rabbit Mouse Moth
Dance Dance Dance
Inner Inner Inner Tempest
Zephyr Wind Storm Strike

Oak's Mountain's Avalanche Stallion

Stance Stance Spirit

Reed's Boar's Bull's Brutal

Stance Charge Charge Insight

Fox Badger Wolf Elk Bear Dragon
Stance Stance Stance Stance Stance Stance

Lvl | Name | Prerequisite | Effect

2 | Horse Breaker

A heavy, chopping blow delivered as a standard action against a target with a rider mounted on them.
cannotuse Mounted Combat tsubstitute aRide check for their mours ACagainst this attack

Fox Stance

Passive: +2 style bonus to AC.

Deer's Dash

Passive: +1fbot style bonus to movement speed.

As a move action, you grant yourself-& dodge bonus to AC against ranged attacks until the begjrofiryour
next turn.

2
4
4 | Rabbit Dance
4 | Inner Zephyr

Once per day as a standard action that provokeattack of opportunityyou automaticallyrecover 3d10 fatigue.

6 | Oak's Stance

Passive: +4 style bonts your CMD against any combat maneuver that would potentidiift gou. You cannot
use the Oak's Stance chain and Reed's Stance at the same time, but you can switch between the two
action.

6 | Reed's Stance

Passive: Whenever an enemy takes an action that wthédretically cause your character to shiftgtion, you
can elect toautomatically fail any opposed checkou shift to whatever position they are trying to move you
but get an attack of opportunity against then¥ou cannot use the Oak's Stance chain and Reed's Stance
same time, but yowan switch between the two as a free action.

6 | Badger Stance

Fox Stance

Passive: +4 style bonus to AC, +1 style bonus to Fortiianies. Replaces bonus fréiox Stance.

8 | Mountain's Stance

Oak's Stance

Passive: Angombat styletechnique that would atomatically move your character instead results in an oppo.
combat maneuvecheck as if your opponent had attempted Repositionyou. You cannot use the Oak's Stan
chain and Reed's Stance at the same time, but you can switch between the two asetiivae

8 | Boar's Charge

PassiveOn a successful charge attack, y@an initiate a free Trip combat maneuver attempt to try and knd
your charge target prone

Once per day as a standard action that provokesttack of oppetunity you automaticallyrecover 6d10 fatigue,|

10 | Inner Wind Inner Zephyr
Replaces Inner Zephyr.
10 | Wolf Stance Badger Stance Passive: & style bonudo AC, +&tyle bonus to Fortitude saves. Replattesbonus from Badger Stance.
12 | Hawk's Drop Deer's Dash Passive: +20' styleonus to movement speed. Repladke bonus from Deer's Dash.
12 | Mouse Dance Rabbit Dance As a move action, you grant yourselfr& dodge bonus to AC against ranged attacks until the beginning of

next turn. Replaces the bonus from Rabbit Dance.




Lvl | Name

12

Avalanche

| Prerequisite

| Effect

PassiveYou are treated as beingne size category larger for all Strength checksnbat maneuvers, and othe|
opposed checks.

14

Bull's Charge

Boar's Charge

PassiveOn a succesul charge attack, yooan initiate a free Trip combat maneuver attempt to try and kng
your charge target pronelf they are knocked prone, you can move an extra 10 feet over them and automat
trample the target for an additional 1d6 + Strength difeer damage.

14

Elk Stance

Wolf Stance

Passive: 9-style bonus to AC 3tstyle bonus to Fortitude saves. Replaces bonus from Wolf Stance.

16

Inner Storm

Inner Wind

Once per day as a standard action that provokestteck of opportunityyou automaticdly recover9d10 fatigue.
Replacesnner Wind.

16

Stallion Spirit

PassiveYour maximum possible fatigue no longer decreases as your wounds decrease. Your fatigue ig
capable of being equal to your hit points, no matter how injured you become

16

Brutal Insight

Once per round, when a foe further from you tha@ féet but within your base movement speed takes an acti
that would provoke arattack of opportunitywhen threatened, you can make an immediate charge attack aga
them if the path beiveen the two of you is clear of all obstacles (including allies) and you haattaak of
opportunity available.

18

Tempest Strike

As a standard actioryou bring your weapon down in a series of tremendous strikes. You make four atta
your highestbase attack bonus, but do not add your Strength modifier to any of them. If at least one attac
make a combat maneuver chettkknock the target prone This check gains a +2 style bonus for each additi
successful attacklf you succeed, théargetis knocked prone and must make a Fortitude save DC 10 + 1/2
level + your Strength modifier. If they fail, they are Dazed for 1d4 turns, though they can make an ad
Fortitude save at the beginning of each of their turns to shake off taeeD If they make their initial save,
follow-up save, or after the Daze expires, the target is Shaken for an additional 1d4 rounds.

18

Bear Stance

Elk Stance

Passive: ¥2 style bonus to AC 4istyle bonus to Fortitudsaves. Replaces the bonus fr&k Stance.

20

Griffon's Stoop

Hawk's Drop

Passive: +30' style bonus to movement speed. Repthedmonus from Hawk's Drop.

20

Moth Dance

Mouse Dance

+12 dodge bonus to AC against ranged attacks until the beginning of your next turn. Can be doneofa |
move action or as an attack action. Replaces the bonus from 'Mouse Dance.'

20

Dragon Stance

Bear Stance

Passive: #4 style bonus to AC 5istyle bonus to Fortitudsaves. Replaces the bonus from Bstance.




Utility: MeleePdearms
(Two-Handed Melee Reach Weapgns

Though they are not as combficused as their brethren of the Steel Serpent, this early offshoot is skilled in many arts both esoteric

and practical, the finesse of which has earned them the nickname "the Schiba BfghtFoot Arm."

2 4 6 8 10 12 14 16 18 20
Pole Pole 2?::: Stay Brace One Inch Third glj:;sg
Walk Vault Back! Wall Arm .
Above Strike
Pole Get Down Spinnin Full Lunar
Annoy Overreach Ladder Here! l\rjloon : Moon Eclipse
Choke Half Skewer Nailed to
Up Mast the Wall
Pole Pole Poll Pole Pole Pole
Ward Wall Barrier Barbican Fortress ** Citadel
Lvl | Name | Prerequisite | Effect
2 | Pole Walk Passive+4 circumstance bonus #crobatics checks made to keep your balance
As a standard actin, select any threeadjacent squares that you threaten. Alleaturesin these squares arg
2 | Annoy . . A
consideredlat-footed until the beginning of your next turn.
2 | Pole Ward Passive: +2 style bonus to AC
4 | Overreach As a free action, increase your poleasmeach by Heet, but do not add your Strength modifier &itackdamage.
4 | Choke Up Passive: You can strike at targets adjacent to you with a reach weapon.
6 | Pole Vault Pole Walk Passive: +8 circumstance bonus to Acrobatics checks made to jump.
6 | PoleLadder Pole Walk Passive: You cafimb distances of A feetor less withouthaving to make a Climb check.
6 | Pole Wall Pole Ward Passive: +5 style bonus to AC, +1 style bonus to Reflex. sReplaces the bonus frdhole Ward.
8 | Get Down Here! When a &rget is hit by this attack, they must make a Ride check (DC = to the attack) or be pulled out of their s
8 | HalfMast Choke Up Passive: You can us@alearm as a double weaporDne end functions as the polearm, the other as a quartersta
10 | Deah from Above | Pole Vault After a successful Acrobatics check made to jump, you can land on a, tattgeking as if you had chargttem.
- Passive: Once per round when you would normally be hit with a raagjadk you mayautomaticallydeflect it so
10 | Spinning Moon
that you take no damage. You must be aware of the attack.
10 | Poll Barrier Pole Wall Passive: +8 style bonus to A style bonus to Reflex saves. Reals the bonus frorRole Wall.
12 | Stay Back! Passive: When making attack of opportunity, a successful strike stops your targending their move
As a standard action, you can use your polearm's reach to make a Grapple attempt without moving the targe
12 | Skewer : .
to you. When grappled, you can only damage the target usingp@aarm's normal attack.
14 | Brace Passive: You are immunettte Bull Rush combat maneuver
14 | Full Moon Spinning Moon | PassiveWhen takingatotal defenseand no other actionsyou are immune to ranged attacks.
14 | Pole Barbican Pole Barrier Passive: 42 style bonus to AC, 88yle bonus to Reflexagses. Replaces the bonus frétole Barrier.
Passive: No one can mou#o or through your space if you do not wish them to, including A@obatics checks
16 | Onelnch Wall made to jump(unless they can jap higher than your reachjr tumble. Additionallyreach weapongannot make
melee attacks through your space or diagonally around it.
16 | Nailed to the Wall | Pin PassiveWhen a target is Grappled by your polearm, you can now attempt to move or pin them
. Passive: 6 style bonus toyour CMB With your 10reach, you do not provoke aattack of opportunity using combal
18 | Third Arm . . .
maneuvers unless the target is equipped with a reach weapon as well
18 | Lunar Eclipse Full Moon When taking a total defensand no other actions, you are immune to giflysicalttacks.
18 | Pole Fortress Pole Barbican | Passive: +16 style bonus to A€ style bonus to Reflexases. Replaces the bonus frétole Barbican.
As a standard action, you carake a single attack against every foe you threat¥ou canmake afree Tip attempt
. . on every foe struckvith provoking an attack of opportunityA failed trip attempt in this fashion does not allow th
20 | GrassCutting Strike . L
enemy toattempt to Trip you back Once you haveesolved all the initial attacks, you can make a second attag
the same base attack bonus against every target that was successfully knocked prone.
20 | Pole Citadel Pole Fortress Passive: +8style bonus to AC 5istyle bonus to Reflexases. Replacesé bonus fromPoleFortress




XKILLSTYLES



Skill General Physicalbility
(No Requirements)

Let those prancing fools bother with pretty techniques and flashynatihing acrobatics: real adventurers know thatveek in the
gym, blasting the quads, will do more good than all the fancy "Strikes of the Crispy Golden Eagle" in the world. Cexrgntiaalw
places where you can go to lift weights, do some heavy caxeiobics, and engage in healthy, totafigtero showerroom rough
housing with the boys.

2 4 6 8 10 12 14 16 18 20
Physical Expert Master
Condi Condi Condi
tioning tioning tioning
Lap Heavy County
Running Running Champion
Side Woods Dodge
stepping Running rock
No Pain, Ask For
No Gain! More!
Looking Oh
Good! Yeah!
Lvl | Name | Prerequisite =
2 | Physical Conditioning Passive: ¥ hit point per character level
4 | Lap Running Passive: +1 style bonusFortitude saves
4 | Sidesepping Passive: +1 style bonus to Reftewes.
6 | No Pain, No Gain Passive: Gain DRt
8 | Looking Good! Passive: +1 to Strength, Dexterity, and Constitution
10 | Expert Conditioning Physical Conditioning | Passive: 2 hit points per character level. Replaces the bonus from Physical Conditioning.
12 | Heavy Running Lap Running Passive: +3 style bonus to Fortitusives Replaces the bonus from Lap Running.
12 | Woods Running Sidesepping Passive: +3 style bonus to Refiaves Replaces the bonus from Si&tepping.
14 | Ask For More! No Pain, No Galin PassiveGain DRA . Replaces the bonus from No Pain, No Gain.
16 | Oh Yeah! Looking Good! Passive: +2 to Strength, Dexterity, and Constitution. Replaces the bonus from Lookihg Goo
18 | Master Conditioning Expert Conditioning Passive: 3 hit points per character level. Replaces the bonus from Expert Conditioning.
20 | CrossCountry Champion | Heavy Running Passive: +5 style bonus to Fortitusleves Replaces the bonus from 'HeavynRing.'
20 | Dodgerock Woods Running Passive: +5 style bonus to Refiaves Replaces the bonus from 'Woods Running'




Skill GeneraMental Ability
(No Requirements)

The mind is an oftintapped resource and only through diligent studyndts true potential ever hope to be unlocked. Through
rigorous research and diligent reading, the limits of one's ability can finally be unleashed, creating in a mere mosaphtity to
stand astride nations, all the races bowing in awed subsergi¢mg/our mastery of the limitless potential of pure knowledgst
least that's what the pampbhlet at the library said.

2 4 6 8 10 12 14 16 18 20

. Dee
Rigorous Wide UndeF;-

Study Learning

standing
L That I Know
Linguistics Makes This...
Sense...
Quiet Inner Shield
Confidence Pride o
Knowledge
Careful Expert
Study Study
Docent Doyen
Lvl | Name | Prerequisite | Effect
2 | Rigorous Study Passive:  skil point per character level.
4 | Linguistics Passive: Learn a language.
4 | Quiet Confidence Passive: +1 style bonus to Vgidlve
6 | Careful Study Passive: You can now have a number of ranks in all your clésegkdl to your class level + 1
8 | Doent Passive: +1 to Intelligence, Wisdom, and Charisma.
10 | Wide Learning Rigorous Study Passive: 2 skill points per character level. Replaces the bonus from Rigorous Study.
12 | That Makes Sense... | Wide Learning You can make skill checks even with umteai skills that you do not have any ranks in.
12 | Inner Pride Quiet Confidence Passive: +3 style bonus to Védives Replaces the bonus from Quiet Confidence.
14 | Expert Study Careful Study Passive: You can now have a number of ranks in all your cliseglal to your class level + 2
16 | Doyen Docent Passive: +2 to Intelligence, Wisdom, and Charisma. Replaces the bonus from Docent.
18 | Deep Understanding | Wide Learning Passive: 3 skill points per character level. Replaces the bonus from Wide hgarni
20 | | Know This... Deep Understanding | You carsubstitute your Intelligence maodifier for any other ability score maodifier when using your skills
20 | Shieldof Knowledge | Inner Pride Passive: +5 style bonus to Vgiives Replaces the bonus from Innaide.




Skill:Practical
(Craft; Handle Animal; Profession)

Wild adventures and whimsical tales are all vagltkgood, but at the end of the day, you

table and that takes a dalgng dose of hard wdx

2 4 6 8 10 12 14 16 18 20
Novice Intdgr- Journey Expert Master
Training mec |§1te man Training Training
Training Training
Crafts . Master
Artisan .
man piece
Lessis Rush
More Order
Horse Horse Peerless
Whisperer Shouter Handler
Sk'."ed Herdlord
Trainer
Certified Licensed Onthe
Clock
Diligent Manager
Lvl | Name | Prerequisite | Effect
2 Novice Training Passive: +1 circumstance bonusatbCraft, Handle Animal, and Profession checks
4 Craftsman PassiveCloose one Craft skill. You gaint+d style bonus tall checks with thispecificCraft skill Can be
selected multiple times, but each time is for a differ€raftskill.
4 Horse Whisperer Passive: +4 style bonus to all Handle Animal checks.
4 Certified PassiveChoose one Profession skill. You gaiastyle bonus tall checks with thispecificProfession skill
Can be selected multiple times, but each time is for a diffeRenfessiorskill.
Intermediate . - Passive: 2 circumstance bonus tall Craft, Handle Animal, and Profession checkeplaceshe bonus from
6 . Novice Training - .
Training Novice Training.
8 Less is More Craftsman 'Pas§|ve: When using a'Craft skill for which you have the Craftsman technique, you need only pay 1/4
item's @st for raw materials.
. . . Passive: When using Handle Animal to train an animal, it requires only a single day to teach it a trick, in
9 SRRy ATy one week. Training it for a purpose only requires 1 day per trick as well, dnstdaweek per trick.
8 Diligent Certified When using a Profession skill for which you have the Certified technique, you make earn twice the in
amount of gold.
10 Journeyman Intermediate Passive: 3 circumstance bonus tall Crdt, Handle Animal, and Profession checkReplaceshe bonus from
Training Training IntermediateTraining.
Passive: When using a Craft skill for which you have the Craftsman technique, you can complete order
12 | Rush Order Craftsman the time. When calculating yowprogress, divide the item's price in silver by 2 before determining how
work you have completed.
PassiveWhen using Handle Animal, rather than handling only a single animal at a time, you can ha
12 | Herdlord Horse Whisperer number of target aimals equal to the number of ranks you have with the skill without a penalty. The animg

not have to be the same kind, but they must all be given the same command or training.

still need to be able to put food on the



Lvl | Name | Prerequisite | Effect
When using a Profession skill for which you have the Certified technique, you can efficiently direct a nur
12 | Manager Certified willing allies equal to your number of ranks with the Profession skill. All of these employees use your b
Profession checks rather thaheir own when calculating how much money they earn.
- - Passive: 4 circumstance bonus tall Craft, Handle Animal, and Profession checkeplaceshe bonus from
14 | Expert Training Journeyman Training

Journeymarraining.

PassiveChoose one Craft skill for which you know the Craftsman technique. You g&istgle bonus taall

16 | Artisan Craftsman checks with thispecificCraft skil Can be selected multiple times, but each time is for a diffe@xafft skill.
Replaceshe bonus from Craftsman.
16 | Horse Shouter Horse Whisperer Passive: 8 style bonus to all Handle Animal checks. Repl#eebonus from Horse Whisperer.
PassiveChoose one Profession skill for which you know the Certified technique. You-fstyte bonws toall
16 | Licensed Certified checks with thisspecific Profession skill Can be selected multiple times, but each time is for a differ
Professiorskill. Replaceshe bonus from Certified.
- - Passive: 3 circumstance bonus tall Craft, Hadle Animal, and Profession check&eplaceshe bonus from
18 | Master Training Expert Training L
ExpertTraining.
Passive: When using a Craft skill for which you have the Artisan technique, you can produce an item of l¢e|
quality. The item is automatically of Igk@rwork quality without having to spend extra time or mone
20 | Masterpiece Artisan Agditionglly, it_s har_dness increases by 2 points and it ha§ twice as many hit points as a norm_al itgm of
Finally, if the item is used to make any rolls (such as skill checks, edticldamage rolls, etc.), it gains a A
bonus to this roll. This bonus stacks with any other bonuses, including the bonus for being Masterwork (
Masterwork weapon a +2 bonus to hit and a +1 bonus to damage).
Passive:You have unsurpassed skill with animals. Any animal you rear with Handle Animal gains a permg
bonus to its Strength and Constitution. Every time you teach an animal a new trick (including training
purpose), it gains one of the follang bonuses. Note that each bonus can only be selected once:
1 +1 hit point per HD
1 +1 bonus to all attack rolls
1 +1 bonus to all damage rolls
20 | Peerless Handler | Horse Shouter 1 +1 bonus to Natural Armor
1 +2 bonus to Dexterity
1 +2 bonus to Constitution
1 +2 bonus to Charisma
1 Immunity to Shaken calition
1 Immunity to Sickened condition
1 Immunity to Frightened condition
20 | On the Clock Licensed Your health and welbeing are secondary to your paycheck. You are so used to working while sick that y

substitute the results of a Profession checkdd-ortitude save once per round as an immediate action.




Skill: Bard Abilities
(Bardic Performance; Bardic Knowlefige

Traveling throughout the world, bards will often meet to exchange tales or new songs, impress one another witly r@oguited

tricks, and, of course, share the latest gossip. From this has been born the tradition of experienced bards teachimgjdteeir |

fantastic new techniques they have learned through their long, adventuresome lives.

2 4 6 8 10 12 14 16 18 20
Courage Hands Tongue Great Tongue Courage Great Catechism
Courage Eternal
of ¢—¢ ofthe ¢—¢ ofthe ¢—9 of Kings % asthe ¢4 ofthe 99 of o9 asthe ¢o¢ of oo Resonance
Lords Master Serpent 9 Oak Devil Legends Mountain Heroes
Song Clarion Implacable Irresistible
Slash Cut Performer Performer
Clear Titan's Dragon's
Voice Tongue Shout
Master qf Ringing § Blade
Fascination Blow Maestro
Bardic Bardic Bardic Bardic
Knack Brilliance Genius Savant
Lvl | Name | Prerequisite | Effect
2 | Courage of Lords PassiveYou gain &1 style bonus to the effects of your Inspire Courage ability.
A ringing blow designed tBeafen onéstarget until the end of their next turn A Fortitude save DC 10 + 3#ur
2 | Song Slash . o ) .
level +your Intelligencemodifier will resist the effect.
4 | Hands of the Master | Courage of Lords| PassiveYou gain &2 style bonus to the effects of your Inspire Competence ability.
4 | Clear Voice PassiveAllies within sixty feet can hear your performances no matter how noisy the environment is. So |
they are not left totally Deafened, they can still benefit from the effects of your bardic performances.
4 | Bardic Knack Pas#ve: You can use your Bardic Performance ability 1 additional round per day per HD.
6 Tongue of the Hands of the PassiveYou gain &1 style bonus to the DC of yofiascinate and Suggestion abilities
Serpent Master
6 | Clarion cut Song Slash If this unsétling attack is successfu!, the targs?l_wext attack, skill check, or saving thmowhichever comes first
takes a penalty equal to your Charisma maodifier.
8 | Courage of Kings Tongue of the PassiveYou gain &2 style bonus to the effects of yourshire Courage ability. Replaces the bonus from Cou
Serpent of Heroes.
Implacable . . .
8 Performer PassiveYou gain a4 dodge bonus to Aghy round where you do nothing but perform
Master of Passive: While Fascinating a target, if they aredtened or struck, you can exper®roundsof your Bardic
8 N Performanceability as an immediate actioto force them to make a Will save DC 10 + g¢ir level +your
Fascination . e .
Charisma modifier or remaifascinated.
10 | Great as the Oak Courage of Kings| PassiveThe range of your Inspire Greatness abilitgreases to 60 feet
10 | Bardic Brilliance Bardic Knack PassiveYou gain &2 style bonus to all Bardic Knowledge checks.
12 | Tongue of the Devil | Great as the Oak PassiveYou gain a2 style bonus to the DC of yofrascinate an&uggestion abiiiégs. Replaces the bonus fror
Tongue of the Serpent.
- If this resounding strike connects with your targetl allies within 3(feet gain the benefits of your Inspirg
12 | Ringing Blow L . A
Courage ability until the beginning wbur next turn.
. . Passive: You can magnify your voice. As a free action, yomaanasethe distance your voice carridg/ x10
e Gleeriierse (though this does not extend the distance at which your bard songs function).
14 | Courage of Legais Tongue of the Pas_sweYou gain &3 style bonus to the effects of your Inspire Courage ability. Replaces the bonus from C
Devil of Kings.
14 | Blade Maestro Ringing Blow If thisattack is successful, aBardic Performancabilities currently ative on your alliedast for1 round longer.
16 Great as the Courage of PassiveThe bonuses from your Inspire Greatndasreaseby +2 HD, +2 attack bonus, and +2 Fortitude s

Mountain

Legends

bonus.




Lvl | Name | Prerequisite | Effect
Iresistible Implacable Passive: Any round that you spend doing nothing but performing,target wishing to attack you must firs|
16 P succeed at a Will save DC 10 + \lé2r level +your Charisma modifier. Artargetthat makes asuccessful save i
Performer Performer : . " ;
immune to this ability for the duration of the encounter.
16 | Bardic Genius Bardic Brilliance | PassiveYou gain &4 style bonus to all Bardic Knowledge checks. Replaces the bonus from Bardic Brilliang
18 | Catechism of Heroes ﬁ:)euar:t:is:]he PassiveThe bonuses from your Inspire Heroiosreaseby +2 AC and +2 damage.
Your voice is honed to the point wherésitn veritable weapon. When adjacent to a target, you can, as a star|
. action that des not provoke amttack of opportunity release a deafening shout. The target must succeed
18 | Dragons Shout Titarls Tongue Fortitude saveDC 10 + 1/3our level +your Charisma modifier or be renderddeaf until they areHealed (DC 3
Will DC).
By sacrificinglO rounds of your &dic Performanceability, you can simultaneously extend both your Insp|
. Greatness and Inspire Heroics abilities to all allies withife80 This lasts for as long as you continue playing
Catechism of o _ !
20 | Eternal Resonance an additional 5 rands after you stop or the ally leaves the radius of effect. Any one ally can only gain the [
Heroes " . . - . .
of Eternal Resonancence per day. Additionally, all alliesot just those gaining the benefits of the musiare
immune to all fear effects as long as yame performing.
20 | Bardic Savant Bardic Genius Passive: You can now take 10 on all Bardic Knowledge checks.




Skill Movement
(Unreduced Movement Speed)

No one is entirely sure the extent or power of the CouseXlliance, buthey exist in every major city in the world and all seem to

obey the same codeConfidentiality. Accuracy. Velocity

2 4 6 8 10 12 14 16 18 20
Terrain O'?:;}% Wall Water
Strider Hill Run Walker
Appointed
Impetus ¢—¢ Amble Lope Dash Rounds
Make Launching| | Full Spee . Lightning
Haste Pad Ahead P Sprint 4 Rush Sprint
. Encourag¢g Bolster
Jink Juke Haste Speed
Zig Zag
Lvl | Name Prerequisite Effect
2 | Impetus Passive: +5tyle bonus to base movement speed.
4 | Amble Impetus Passive: +1@&tyle bonus to base movement speed. Replabedonus from Impetus.
4 | Jink Passive: While runningr charging you can turronce,up to 90 degrees.
6 | Terrain Strider Passive: Yoignore the movement penalties for difficult terrain
6 | Make Haste Passivetncrease the overland distances you can travel in one hour or one day by 50% (x1.5).
. . Passive: Any rounid whichyoutake no actions except movemeanincluding attacks of opportunity you gain a
6 | Zig Jink
dodge bonus to AC equal to your movement spead.
8 | Lope Amble Passive: +2Gtyle bonus to base movement speed. Repldlhedonus from Amble.
8 | Launching Pad Passive: When using a thrown weapon, if you move pase movement speed before attacking, you double
9 weapons range increment and, if the attack succeeatiy your movement speed / 10 to the damage
10 | King of the Hill Terrain Strider PassiveYou are immune to any negative effects of terrain you enover (such as lava heat or caltrop damagg
10 | Full Speed Ahead | Lope Passive: You can run a number of rounds equal to twice your Constitutionbsfore needing to make a check
You canmove up or alongsurfacesthat would normally equire a Climb checkYoubehave as if it were a flaj
surface, but you expend0 feetof movementfor every5 feet of land distance you cover and Acrobatics che
12 | Wall Run Lope . ;
made to jump suffer a8 penalty You must start on a flat surface. If yend your turnon a sheer surface, i
requires a Climb check to cling where you are or you fall
12 | Dash Lope Passive: +3Btyle bonus to base movement speed. Replabedonus from Lope.
12 | Sprint Full Speed Ahead | Passive: Increagmur maximum speed multiplier oa full run action by+1.
12 | Juke iﬂzaagd Full Speed Passive: While runningr chargingyou can turn as much as you wish.
14 | Encourage Haste Passive: Grant all allies witHi20 feet a +10 morale bonus to their movement speed.
14 | 7a Zioand Jike Passive: Any rounid whichyoutake no actions except movementncluding attacks of opportunity you gain a
9 9 dodge bonus to AC equal to your movement spe&@. This replaces the bonus from Zig.
16 | Spider Wall Run Passive: When using your Wall Runy gan now move 5 feet vertically for every 10 feet of movement.
16 | Flight Dash Passive: +4Btyle bonus to base movement speed. Repldabedonus from Dash.
16 | Rush Dashand Sprint Passive: You can move up to twice ybasespeed as a move action.
18 | Lightning Sprint Flightand Rush PassiveYou can move at double your normal maximum run speed/fthe usual number of rounds.
18 | Bolster Speed Encourage Haste Passive: Grant all allies withl20 feet a +20 morale bonus to their movement speedeftaces the bonus froni
Encourage Haste.
. PassiveYou can travel over the surface of water @imilarliquidsby expending 20 feet of movement for every
20 | Water Walker Flight feet traveled You must begin and end your turn on solid ground orfgéunto the liquid
20 | Appointed Rounds | Spiderand Flight Passive: You cannot be knocked prone against your will (such as by Trip or a style technique).




Skill:Movement
(Acrobatics; Climb; Swim)

From streetperformance tumblers t@utdoorsman clinging to the faces of sheer cliffsom the dazzling trapeze artists in carnivals
or circuses tdhe divers who explore wrecked ships, they amgraup dedicated to plumbing all the ways in which a body can move.

2 4 6 8 10 12 14 16 18 20
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Training Training
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Lvl | Name | Prerequisite | Effect
2 Novice Training Passive: +1 circumstance bonustbAcrobatics, Climb, and Swim checks
4 Apprentice Fob Passive: +4 style bonusatl Acrobaticshecks.
4 Jejune Cragsman Passive: +4 style bonusatl Climb checks.
4 Trainee Diver Passive: +4 style bonusatl Swim checks.
Intermediate . - Passive: +2 circumstance bonusatbAcrobatics, Climb, and Swim checkReplaceshe bonus from Novice|
6 L Novice Training L
Training Training.
8 Armored Run Intermediate Training | PassiveYou treat Medium armor as Light armor and you treat Heavy armor as Medium armor.
8 Flavx_/I_es_s Apprentice Fool You carmovewhile balancing at your base movement speed.
Equilibrium
8 Monkey Climb Jejune Cragsman You can climb at 1/2 base movement speed as a move action.
8 Sweeping Stroke | Trainee Diver You can swim at 1/2 base movement speed as a move action.
Journeyman . - Passive: 3 circumstance bonus tall Acrobatics, Climb, and Swim check&eplaceshe bonus from
10 L Intermediate Training . .
Training IntermediateTraining.
. . Whenever you successfuliyse Acrobatics to tumbléhrough an opponent's sque, you can initiate a trip
e ApprElER Ao attempt as arattack of opportunity with provoking an attack of opportunity yourself
10 | Controlled Descent| Monkey Climb When climbing downwards, you may double your normal climbing speed.
10 | Perfect Dive Trainee Diver PassiveYou ignore falling damage if you land in water at least 10 feet deep.
12 | Armored Sprint Armored Run PassiveYou treat all types of armor as Light armor.
. . If you faila Reflex save, you can reroll. thEe reroll issuccessflj youtreat it as if you passed the original ro
1 || ey AppeEies Fedl but alsomove bacl6 feet, provokingattacks of opportunityfrom any foes that threaten your starting space
12 | Spider Climb Monkey Climb You can climlat yourbase movement speed.
12 | Dolphin Stroke Sweeping Stroke You can swinat your base movement speed.
- - Passive: 4 circumstance bonus tall Acrobatics, Climb, and Swim check&eplaceshe bonus from
14 | Expert Training Journeyman Training L
Journeymarrraining.
14 | Ricochet Rushing Tumble Pa;sw_e: Antime you are I_<r_locked prone, you may .expendamack of opportunityto roll back five feet and
spring into a standing position as an immediate action.
16 | Armored Agility Armored Sprint PassiveYou ignore a suit of armor's Maximum Dexterity bonus and Skéck penalty and ignore its weig
when determining your load.
16 | Professional Fool | Apprentice Fool Passive: 8 style bonus tall Acrobatics checks. Replaces the bonus from Apprentice Fool.
16 | Adroit Cragsman Jejune Cragsman Passive: & style bonugo all Climb checks. Repladbs bonus from Jejune Rappeller.
16 | Trained Diver Trainee Diver Passive: 8 style bonus to all Swim checks. Replabesonus from Trainee Diver.
- . Passive: 5 circumstance bonus tall Agobatics, Climb, and Swim checkReplaceshe bonus fromExpert
18 | Master Training Expert Training Training
When tumbling through a square threatened by two or more foes, you candriakget that threatens you
. . . into taking amattack of opportunityagainstanother target that threatens yaulf the target fails a Will save D
20 || el i i s e e 10 + 1/2yourlevel +your Dexterity modifier, they accidentally attackarget of your choosing from the othel
availabletargets adjacent tahe square that you provoked thetack from
20 | Whale Lungs Trained Diver Passive: You can hold your breath fTaminute per point of Constitutian
Passive: While climbingou can keep one hand free, meaning you can carry a shield, fight, use attag
20 | Perch Adroit Cragsman opportunity, or any other activity you can do oianded. Additionally, you do not lose your Dexterity bor|
to AC. Finally, if you are attacked while climbing, you do not need to make a check to avoid falling.
20 | Armored Perfection| Armored Agility PassiveWhen it is beneflmal for you, you can treat yourself as being unarmored, no matter what tyy
armor you are wearing.




Skill:Hunting
(Perception; RideSurvival

A relatively new and friendly guild, their doors are open to anyone who shivevslightest interest. Often considered the easiest of
all guilds to join, be you a peasant trapper, a noble huntsman, or just dipatenthusiast.

2 4 6 8 10 12 14 16 18 20
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Lvl | Name | Prerequisite | Effect
2 | Novice Training Passive: +1 circumstance bonusatbPerception, Ride, and Survival checks
4 | Rookie Scout Passive: +4 style bonusRerception
4 | Untried Saddleman Passive: +4 style bas toRide
4 | Greenhorn Camper Passive: +4 style bonus to Survival.
Intermediate . - Passive: +2 circumstance bonusalbPerception, Ride, and Survival checlReplaceshe bonus from
6 L Novice Training : -
Training Novice Training.




Lv | Name

| Prerequisite

| Effect

6 | Stable Rider PassiveYour mount receives a +4 style bonus to its CMD while you are riding it
8 | Excellent Shot Rookie Scout You can make ﬁ’ergepnonche_ckas a _SW|ft actlor_agamst a D_C equal to your targetAC. If you
succeedyou treattheir ACas being 2 points lowemtil the beginning ofour next turn.
. . . PassiveYour mount's movement speed increases+#i feetwhen you are ridingt. It also gains the|
|| Sl DRl benefits of the Endurance feathen you are riding it, if it does not already have it.
8 | Comfortable Camp | Greenhorm Camper iI;ti(:\kes you 10 minutes to set up a camp that provide2anoralebonus to all skill checks made whi
Passive: You can ndallow tracks at your normal speed without penalty. You can also follow trac
8 | Fast Afoot Greenhorn Camper up to twice your normal speed or forage for food while traveling overland at your normal speg
taking a-10 penalty to your Survival check.
- . - Passive: 3 circumstance bonus tall Perception, Ride, and Survival checlReplaceshe bonus from
10 | Journeyman Training Intermediate Training . -
IntermediateTraining.
10 | Push Mount Skilled Rider PassiveYour mount's multiplier when running increases by +1 when you are riding it
— You can make ®erceptioncheckas a swift actioragainst a DC equal to your targetAC. If you
12| Pinpoint Shot Excellent Shot succeedyou treattheir ACas being 4 points lowemtil the beginning ofour next turn.
12 | Blindsense Rookie Scout Pas#ve: You gain th8lindsense abilitput to 10 feet
. . . PassiveYour mount's movement speed increasest§) feetwhen you are ridingt. Thebenefit from
12| Excellent Rider Skilled Rider the Endurance feat increases to wen you are riding it Replacebonus from Skilled Rider.
12 | Perfect camp Comfortable Camp _It takes you 5 mlnute_s to_set up a camp that p_rov!deﬁ aoralebonus to all skill checks made while
it and all natural healing is doubled when resting in the camp
. Passive: You can now follow tracks at up to twice your normal speed or forage for food while trg
Wind Through the . .
12 . Fast Afoot overland at your normal speed without penalty. You can also follow tracks at more than twice
Willows . )
normal speed by taking-& penalty toyour Survival check.
- - Passive: 4 circumstance bonus tall Perception, Ride, and Survival checlReplaceshe bonus from
14 | Expert Training Journeyman Training L
Journeymarnfraining.
14 | Supreme Mount Push Mount Passive: You are always considered to @&ta10 on your Ride check.
16 | Veteran Scout Rookie Scout Passive: 8 style bonus tdPerception Replaces bonus from Rookie Scout.
. You can make ®erceptioncheckas a swift actioragainst a DC equal to your targetAC. flyou
16 | Perfect Shot Pinpoint Shot succeedyou treattheir ACas being 6 points lowemtil the beginning ofour next turn.
16 | Practiced Saddlemarn Untried Saddleman Passive: 8 style bonus tdRide Replaces bonus frobintried Saddleman
PassiveYou can extenthe effects ofall mountspecific techniquegou have learnedrom the Untried
16 | Leader of the Pack | Supreme Mount Saddle chaito any dher animal of the same speciesthin a 120-foot radius.
16 | HardenedCamper Greenhorn Camper Passive: 8 style bonus to Survival. Repéscbonus from Greenhorn Camper.
- - Passive: 5 circumstance bonus tall Perception, Ride, and Survival checReplaceshe bonus from
18 | Master Training Expert Training L
ExpertTraining.
18 | Superb Rider Expert Saddlemaand PassiveYour nount's movement speed increases #30 feetwhen you are ridingt. Thebenefit from
P Excellent Rider the Endurance feat increases t&é2-when you are riding.itReplaces bonus froExcellenRider.
20 | Ultimate Shot Pinpoint Shoand Veteran | You can make &ercepton checkas a swift actioragainst a DC equal to your targetAC. If you
Scout succeedyou treattheir ACas being 10 points lowemtil the beginning ofour next turn.
20 | Blindsight glclr;ﬂfensedeeteran PassiveThe range of your Blindsense incsea to 30 feet and you gain Blindsight out to 10 feet.
. . PassiveYour mount gains &4 style bonus to Strength and Constitution when you are ridtirmand it is
20 | Master of the Plains | Superb Rider treated as one size category largehen calculating its @B and CMD
Tracks tell a story and you can read it with all the clarity of a sage at their tomes. Any time you
tracks for at least 1 mile and find the creatures that made said tracks, you and up to 1 ally per p|
20 | Huntsman your Wisdom modier gain a +5 insight bonus to attack and damage rolls against the targets fg

duration of the encounter. Additionally, you automatically confirm the first critical hit you threa
against those targets.




Skill:Social
(Diplomacy Intimidate; Sense Motivie

Politicians, nobles, and speechcrafters all meet to hone their skills of debate and diplomacy.
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Lvl | Name | Prerequisite | Effect
2 | Novice Training Passive: +1 circumstance bonusatbDiplomacy, Intimidate, and Sense Motive checks
4 | Undeveloped Debater Passive: +4 style bonus to all Diplomacy checks.
4 | Raw Orator Passive: +4 style bonus to all Intimidate checks.
4 | Tepid Supporter Passive: +4 style bonus to all Sense Motive checks.
. - . - Passive: +2 circumstance bonusatb Diplomacy, Intimidate, and Sense Motive checl®eplaceshe bonus
6 | Intermediate Training | Novice Training . L
from Novice Training.
8 | Intrigue Leadersip feat Passive: +1 to your Leadership score.
8 Good Guard, Bad Undeveloped If an ally attempts a Diplomacy or Intimidate check and fails, you can immediately make a Diplomacy
Guard Debater Your ally substitutes the result of your Diplomacy chieckheir original roll.
If a target within 60 feet is using an ability that relies on sausdch as a Bardic Performance or Marshg
8 | Silence! Raw Orator Aurar you can make an Intimidate check against their CMD as a standard action. If you arefsljdbess
ability is suppressed for 1 minute.
As a standard action that provokes attack of opportunity you can make a Sense Motive check again
8 | Predict Tepid Supporter | targets CMD On a success, you gain airgight bonugo all attackand damage rollsagainst that targetfor
the duration of the encounter.
- Intermediate Passive: 3 circumstance bonus tall Diplomacy, Intimidate, and Sense Motive checl®eplaceshe bonus
10 | Journeyman Training

Training

from IntermediateTraining.




Lvl | Name | Prerequisite | Effect
10 | Engage Intrigue PassiveYou can now recruit a cohort whose level is no higher than your{ével
As a free action, you can attempt Biplomacy checlagainst a target'sSense Motivecheck. If you arg
" Undeveloped . CE , .
12 | Filibuster successfyl you keepthe target from saying anything intelligibleor 1 minute They cannotattempt a
Debater . . g . ) )
Diplomacy, Bluff, or Intimidateheck and they cannot relay any information that requires speaking
) PassiveOn a successful Intimidate check, the targe¥ightened for 1 round anthen becomes Shaken for th
12 | Cow Refined Orato
normal number of rounds
As a standard action that provokes atiack of opportunity you can make a Sense Motive chadainstthe
12 | Prescient Predict highest CMD in group of targets. On a success, you gaiftansight bonudo all attackand damageolls
againstmembers of thagroup for the duration of the encounter.
- Journeyman Passive: 4 circumstance bonuso all Diplomacy, Intimidate, and Sense Motive check&placeshe bonus
14 | Expert Training . L
Training from Journeymartraining.
8 | Attract Engage Passive: + your Leadership scoreReplaces the bonus from Intrigue.
16 | Mature Debater ggg::rloped Passive: 8 style bonugo all Diplomacy checks. Replatesmus fromUndeveloped Debater.
16 | Refined Orator Raw Orator Passive: & style bonus to all Intimid&t checks. Replaces bonus fr&aw Orator.
16 | Enthusiastic Supporte| Tepid Supporter Passive: §style bonus to all &hse Motive checks. Replademus from Epid Supporter.
- - Passive: 3 circumstance bonus tall Diplomacy, Intimidate, and Sense Motive check&eplaceshe bonus
18 | Master Training Expert Training -
from ExpertTraining.
18 | Captivate Attract PassiveYoucan now recruit a second cohort, whose level can be no higher than your evel
20 | Bolster Mature Debater As a fullround actionthat prpvokes an attac_k of opportunityou can encourage your‘allles. For the remain
of the encounter, they are immumnto Confusion, Daze, Exhaustion, Fascination, Fatigue, Fear, and Panic
20 | Deal With It Mature Debater Once_permlnute, as an |mm_ed|ate action, you can aI_Iuwe ally within 60 feetthat fails a Fortitude save tq
substitute the results your Diplomacyestk for their saving throw
20 | Snap Out of It Refined Orator Once_ perminute, as an |mmed_|ate action, you can aI_Imwe ally within 60 feetthat fails aWill save to
substitute the results your Intimidate check for their saving throw
20 | Watch out! Enthusiastic Once perminute, as an immediate action, you can all@ne ally within 60 feetthat fails aReflexsave to

Supporter

substitute the results your Sense Motive check for their saving throw




Skill: Marshal Auras
(Minor Aura; MajorAurag)

The core of many a military formation, the influence of a skilled marshal cannot be underestimated. As a critical foptiermalt
great deal of time and effort has gone into refining their powerful auras and many nations now feature specetinets where
they can sharpen a marstahbilities and enhance every soldier in their army as a result.
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Lvl | Name | Prerequisite | Effect
2 | Minor Aura Trainee Passie: +1 style bonus tgour minor aura

If youmake acharge for your first attack in an encounter, all your alifest also charge before the beginnin

2 | Leadthe Charge of your next turngainan moralebonusto attackequal to your Charisma modifiagainst their target.

Delivered as a standard actiohthis strike succeeds, any one ally who also threateng target can take an

2 || FEmmer ¢ Al attack of opportunityagainst thetarget with a moralebonusto attackequal to your Charisma modifier.

4 | Major Aura Trainee| Minor Aura Trainee Passive: +1 style bonusyour major aura

You gain @ompetence bonus t&C equal to your Charisma modifier against the first attack made agains|

4| MEE D in an encounter. If the attack misses, you aaake an immediatattack of opportunityagainst your attacker.

Whenever you charge, you can select one ally within charging distance of your targein iksnediate

4 | Guided Charge action, they are allowed to make a charge attack against the targéieasame time.

Passive: Whenever your minor aura overlaih the minor aura of an opposing marshal, yauinor aurawill
Minor Aura eclipse theirs, continuing to bolster your allies while tradiieslose the benefit of tk opposing minoaura. If
6 Minor Aura Trainee two marshals with this ability meet, the marshal with the higlesslevel will win out. If they are of the

Sl same level, the higher Charisma will win. HEithCharisma scores asdso matched, botminor auras cancel
one anoher outand neither functions
6 | Momentum Lead the Charge Passive: Alligs bolstergd by your Lead the Charge ability now also add your Charisma modifier as §
bonus to their damage if they charge a target before the beginning of your next turn.
Passive: Whenever yourajoraura overlapsvith the majoraura of an opposing marshal, yauajor aurawill
Major Aura . . eclipse theirs, cqntinu_ing tp' bolster your allies while_ttwlieslqse the benefit.of the)pposing majoaura. If
8 Occlusion Major Aura Trainee two marshals with this ability meet, the marshal with the higle&sslevel will win out. If they are of the

same level, the higher Charisma will win. EithCharisma scores asso matched, botmajor auras cancel
one another outand neitherfunctions

Delivered as a standard action, if this strike is successfulatipeof your choice within th range of your

8 | Light the Beacon minor aura mayake an immediate standard action.

Passivelf you confirm eritical strikeagainst a target, adlllieswithin the range of your minor aura double th

| hezllgy el threat range of all their attacks until the beginning of your next turn

10 | Minor Aura Growth | Minor Aura Occlusion | Passive: The radius of your minor aura increaseX) feet

Passive: Allies bolstered by your Lead the Charge ability now automatically threaten a critical strike

10 M MR their targets if their charge attack is successful.

Delivered as a standard action, if this strike is sssfté, all allies within the range of your minor aura gai

10 | Stand Fast morale bonus to their AC equal to your Charisma modifier until the beginning of your next turn.




Lvl | Name | Prerequisite | Effect
12 | Major Aura Growth | Major Aura Occlusion | Passive: The radius of your major aura incredse30 feet
12 | Bolstering Strike An intermediate blow that inspires your allies to battle oH.this strike is successful, every ally within t

range of your nmor aura recovers an amount of fatigue edta your Charisma modifier.

follows Light the

Delivered as a standard actioffi this strike is successful, every ally within the range of your minor aura

(2 || RO S Beacon make an immediate move action.
14 m:;;s/ura Minor Aura Gravth Passive: +2 style bonusyour minor aura Replaces the bonus from Minor Aura Trainee.
As a standard action, you exhort your applies to rise to your own level of prowesss attack is successful
14 CaptainGeneralks every ally withinthe range of your rimor aura gains anorale bonus tattack equal to your Charisma modifi¢
Strike and a morale bonus to damage equal to your Charisma modifits ## nextattack each one makes befor|
the beginning of your next turn.
Major Aura . Lo . . .
16 Mastery Major Aura Growth Passive: +2 style bonusyour major aura Replaces the bonus from Major Aura Trainee.
. follows Bolstering A followup strike that redoubles the fervor of your troops. If successyery ally within the range gfour
16 | Lion of Battle . . . . -
Strike minor aura recovers an amount of fatigue equal to your Charisma modifier x2.
follows Rally the Delivered as a standard action this strike is successful, every ally within the range of your minor aura
16 | Over the Top ; . )
Troops make an immediatstandardaction.
18 | Minor Aura Mirror | Minor Aura Mastery Passive: You can now project additionaminor auraconcurrently
18 fgzgtnStandard Passive: YauGrant Move Action abilitpow grantsa standard action instead.
Passive: Any foe entering the range of your major aura must succeed on a Will save DC {6u+lév2| +
your Charisma modifier. Characters with 4 HD or less bed@amecked for 1 minute, those with 5 to 10 H
20 Major Aura Major Aura Mastery become Frightened fotd4 rounds, andhose with11+ HD areShaken until the beginning of eturn after
Ascendance they leawe the aura. If a character with 10 HD or fewer makes their save or the duration of the Panick
Frightened condition expires, they are still Shaken until the ehthe encounter. Succeeding on itk save
rendersatarget immune to the effect for the duration of the encounter.
A finishing strike that magnifies your allies' zetilthe strike is successful, every alljthin the range of your
20 | Glorious Stand follows Lion of Battle | minor aura gaing +4 morale bonus to Strength and Constitution (+2 to hit and damage, +2 hit points pe

a +2 morale bonus to AC, and DRt106r 1 minute




Skill Academics
{Heal; Knowledge; Perform)

Where scholars of all stripesometogether to discuss the cuttingdge research of the day.
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Lvl | Name | Prerequisite | Effect

2 | Novice Training Passive+1 circumstance bonus &l Heal, Knowledge, and Perform checks
4 | Practitioner Passive: +4 style bonus to all Heal checks.
As a standard action that provokes attack of opportunity you carmake a DC 15 Heal check on youdrselan
4 | First Aid Practitioner ally. If this check is successful, yestore 1d8 points of fatigue 1 point of fatigue for every 5 points by whi
your check exceeded the DC
4 | student PassiveChoose one Knovx_lledge skill. YOt_J ga_irrlastyle ‘bonus tall chec_ks with thispecificKnowledge skill
Can be selected multiple times, but each time is for a diffekerawledgeskill.
4 | Entertainer PassiveChoose one Perform skill. You gaifdastyle bonus tall checks with thispecificPerformskill Can be
selected mulple times, but each time is for a differeRerformskill.
Intermediate . - Passive: +2 circumstance bonusalbHeal, Knowledge, and Perform checkReplaceshe bonus from Novice|
6 L Novice Training .
Training Training.
8 | Expert Care Practitioner Wh_en youprovide longterm care, the ta‘rget or targets recover 1 additional hit point for every 10 pointg
which your Heal check exceeds the task's DC.
As a standard action that provokes attack of opportunity you carmake a DC 20 Heeheck on yourself or a
8 | Emergencyare First Aid ally. If this check is successful, yestore 2d8 points of fatigue+ 1 point of fatigue for every 5 points by whi
your check exceeded the DC
8 | Learned Student PassiveYou can use all Knowledge skills untrained.
8 | Big Tickt Entertainer When you make a Perform check to earn money in public, you earn twice the indicated amount.




Lvl | Name | Prerequisite | Effect
Journeyman . - Passive: 3 circumstance bonus tall Heal, Knowledge, and Perform checksReplaceghe bonus from
10 . Intermediate Training . L
Training IntermediateTraining.
As a standard action that provokes attack of opportunity you carmake a DC 25 Heal check on yourself or|
12 | Urgent Care EmergencyCare ally. If this check is successfgbu restore 4d8 points of fatiguer 1 point of fatigue for every 5 points by whig
your check exceeded the DC
PassiveDetermine which of your Knowledge skills has the highest bonus to its check. When making &
12 | Genius Student with any other Knwledge skill, you can either use its normal bonus or 1/2 of the bonus to your hig
Knowledge skill.
12 | World Class Big Ticket When you make a Perform check to earn money in public, you earn 10 times the indicated amount.
- - Passive: 4 circumstance bonus tall Heal, Knowledge, and Perform checkfkeplaceshe bonus from
14 | Expert Training Journeymanrraining L
Journeymarrraining.
16 | Doctor Practitioner Passive: §style bonus to all Héa@hecks. Replaces bonus fréractitioner.
As a standard action that provokes attack of opportunity you carmake a DC 30 Heal check on yourself or|
16 | Field Surgery Urgert Care ally. If this check is successful, yestore 7d8 points of fatigue+ 1 point of fatigue for every 5 points by whig
your check exceedeithe DC
PassiveChoose one Knowledge skill for which you know the Student technique. You-fdétyée bonus teall
16 | Professor Student checks with thisspecificKnowledge skill Can be selected multiple times, but each time is for a diffe
Knowedgeskill. Replaceshe bonus fromStudent
PassiveChoose one Perform skill for which you know the Entertainer technique. You ¢@styde bonus tall
16 | Virtuoso Entertainer checks with thispecificPerform skill Can be selected multiple tem, but each time is for a differefterform
skill. Replaceshe bonus fromEntertainer.
Moving . You can use Performcheckas if it were the Diplomacy skill. The result affententire group orcommunity's
16 Entertainer .
Performance attitude towardsyou.
18 | Master Training Expert Training ?fl;ili\r/:;: 5 circumstance bonus tall Heal, Knowledge, and Perform checkReplaceshe bonus fromExpert
As a standard action that provokes attack of opportunity you canmake a DC 35 Heal check on yourself or|
20 | Walking Hospital | Field Surgery ally. If this check is successful, yestore 10d8 points of fatiguer 1 point of fatigue for every 5 points by whig
your check exceeded the DC
. Your mind is an impenetrable foess. You are so mentally sound that you can substitute the results
20 | Armor of Wit Professor - : ; .
Knowledge check for a Will save once per round as an immediate action.
_ . You can use a Perform check to inspire an emfireip that is Friendly or Helpful towards you. For a period
Inspirational Moving Performance . . o
20 . hour after the end of your performance, all listeners gain a +4 morale bonus to Strength and Constituti
Performance and Virtuoso

are immune to Fatigue, Exhaustion, and Fear.




Skil: Deception
(Bluff;, DisguiseLinguistics)

Often dark, rarely compassionate, and always everywhere, the thieves' guilds of Cerenth are home to a grand storehouse
knowledge and skill that has been refined over the centuries in conflicts with law enfierd, smaltime crooks, and wiletyed
adventurers yammering on about moradmethingor-other. Offering numerous tracks for training, guild leaders raagigroves of
students who don't concentrate oone specialty andheveroffer their knowledge forree. The trick, sometimes, is finding the price.

2 4 6 8 10 12 14 16 18 20
Novice Intdgr- Journey Expert Master
Training mec |:—_.1te man Training Training
Training Training
Nimble Cons
Fast Talk Talker cience
You Got
Mel!
Inexpert Adroit
Chameleor] Chameleor]
Mask Obscure Eliminate
Wealness Weakness| Weakness
Linguist CWP* Garblecant]
ologist
Indect Indect
pherable pherable
Script Speech
Lvl | Name | Prerequisite | Effect
2 | Novice Training Passive: +1 circumstance bonusatbBIluff, Disgsie, and Linguistics checks
4 | Fast Talker Passive: +4 style bonus to all Bluff checks.
4 | Inexpert Chameleon Passive: +4 style bonus to all Disguise checks.
4 | Linguist Passive: +4 style bonus to laihguisticchecks.
. - . - Passive: +2 circumstance bonusatb Bluff, Disguise, and Linguistics check®eplaceshe bonus from
6 | Intermediate Training | NoviceTraining - -
Novice Training.
8 | Battle Bluff Fast Talker PassiveYou ca now Feint in combat as a moeetion. If you have the Improved Feint feat, yoat@ +2
bonus on all Feint checks.
8 | Ran Fast Talker When a_ttgmptmg to intimidate a target, you can substitute the results of your Bluff check for the resy
your Intimidate check.
Passive: You gain 25%munity to critical hits An opponent carspend a standard action tmake a
8 | Mask Weakness Inexpert Chameleon | Perceptioncheck versus your Disguise chedkthey are successful, that opponent can ignore the effect

this ability for the duration of the encounter




Lvl | Name

Indecipherable Script

| Prerequisite

Linguist

| Effect

With this skill, you can create a simple written code system and teach it to your allies over the col
about a week.When you construct the code, make a Linguistics chddle sgtem is impenetrable to al
untrained observation and requireslanguisticscheck to understand The DC is equal to the results of t
check you made when constructing the code.

Passive: 3 circumstance bonugo all Bluff, Disguise, and Linguistics checkeplaceshe bonus from

10 | Journeyman Training | Intermediate Training . -
IntermediateTraining.
12 | War Bluff Battle Bluff PassiveYou can now Feint in combat aswift action.
Passive: You gai0% immunity to criticd hits. An opponent carspend a standard action tmake a
12 | Obscure Weakness Mask Weakness Perceptioncheck versus your Disguise chedkthey are successful, that opponent can ignore the effect|
this ability for the duration of the encounterReplaces the bonus from Mask Weakness.
You can create a simple spoken code system and teach it to your allies over the course of about
12 Indecipherable Indecipherable Scrint When you construct the code, make a Linguistics check twite. system is impenetrable to all untad
Speech P P | observation and requires kinguisticcheck to understand The DC is equal to the results of the higher
the two checks you made when constructing the code.
- - Passive: 4 circumstance bonus tall Bluff, Disgsie, and Linguistics checksReplaceshe bonus from
14 | Expert Training Journeyman Training -
Journeymarraining.
When anopponentsuccessful strikeyou, you can react with a Bluff chealainst their Sense Motive as g
14 | You Got Mel Fast Talker |m_med|ate action If you succeedyou drop proe _and the enemy believes they_ have killed you. (¢
failure, you drop pronéut the enemy knows i¢ a trick. If the attack you are reacting to was a critical h
then you receive a +4 competence bonus on your Bluff check.
16 | NimbleTalker Fast Talker Passive: &style bonus to all Bluff checks. Replaces the bonus from Fast Talker.
16 | Adroit Chameleon Inexpert Chameleon | Passive: 8style bonus to all Disguise checks. Replaces the bonus from Inexpert Chameleon.
16 | Cryptologist Linguist Passive: & style bonus to alLinguistics checks. Replaces bonus framguist.
-~ -~ Passive: 5 circumstance bonus tall Bluff, Disguise, and Linguistics checkeplaceshe bonus from
18 | Master Training Expert Training -
ExpertTraining.
20 | Conscience Nimble Talker By taking a20 penalty on your Bluff check, you can convince a target that can hear you but cannot s
that you are actually their own thoughts.
. Passive: You gain 10G#munity to critical his. An opponent carspend a standard action tmake a
- Adroit Chameleormand : S .
20 | Eliminate Weakness Obscure Weakness Perceptioncheck versus your Disguise chedkthey are successful, that opponent can ignore the effect,
this ability for the duration of the encounterReplaces the bonus fro@bscuréleakness.
You can use your mastery of language to confound targets. As a standard action that does not pro
20 | Garblecant Cryptologist attack of opportunity, you can spit out a stream of sounds and words that unhinges the target tempo

They must makea Will save DC 10 + 1/2 your level + your Intelligence modifier or become Confused fi
rounds. Even if they succeed, they are Shaken for 1d4 rounds.




Skill:Handicrafts
(Craft [PoisonmakingCraft [TrapmakingDisabé Devicég

Often dark, rarely compassionate, and always everywhere, the thieves' guilds of Cerenth are home to a grand storehouse
knowledge and skill that has been refined over the centuries in conflicts with law enforcementtismatirooks, and wiletyed
adventurers yammering on about moradmethingor-other. Offering numerous tracks for training, guild leaders raagigroves of
students who don't concentrate oone specialty andheveroffer their knowledge for free. The trick, sometimes, isliitg the price.

2 4 6 8 10 12 14 16 18 20
Novice Intdgr- Journey Expert Master
Training mec |:—_.1te man Training Training
Training Training
Apotfr Chemist
ecary
. Mad
Lab Rat Lab Lion Scientist
Fresh Seasone
Trapper Trapper
Craftsma Crafts Trapped
master Trap
Distracted Focused Expert
Tinker Tinker Engineer
That
Looks Breaker
Important
Lock Safe Improvised
smith cracker Lock
Lvl | Name | Prerequisite | Effect
2 | Novice Training Passive: +1 circumstance bonusatbCraft [Poisonmaking], Craft [Trapmakiragjd Disable Device checks
4 | Apothecary Passive: +4 style bonus to all Craft [Poisonmaking] checks.
4 | Fresh Trapper Passive: +4 style bonus to all Craft [Trapmaking] checks.
4 | Distracted Tinker Passive: +4 style bonus to all Disable Device checks.
Intermediate . - Passive: +2 circumstance bonusatb Craft [Poisonmaking], Craft [Trapmaking], and Disable Device ch
6 . Novice Training . -
Training Replaceshe bonus from Novice Training.
8 | Lab Rat Apothecary Passive: +1 style bonus to the DC of allgruisyou craft.
8 | Craftsman Fresh Trapper Passive: +2 style bonus to the DC to detect and disarm any trap you craft.
If you are within5 feet of atarget wearingMedium orHeavy armor, you caattempt a Disable Dése check
8 That Looks Distracted Tinker as a standard action that provokes attack of opportunity. TheDCis equalto the targets AC. If successfu
Important you reduce the armor's AC bonus and Maximum Dexterity by half and double its Armor Check yetiidtty

is repaired (DC = to yoliisable Device check).

8 | Locksmith Distracted Tinker As a free action, you can ascertain thetB@isable any device or pick any lock you can see




Lvl | Name | Prerequisite | Effect
- Intermediate Passive: 3 circumstance bonus tall Craft [Poisonmaking], Craft [Trapmaking], and Disable Device ch
10 | Journeyman Training L . L
Training Replaceshe bonus fromintermediateTraining.
12 | Lab Lion Lab Rat Passive: +2 style bonus to the DC of all poisons you drhaib. replaes the bonus frorhab Rat.
12 | Craftsmaster Craftsman Passive: +4 style bonus to the DC to detect and disarm any trap you diaift. replaces the bonus fron
Craftsman.
If you are within5 feet of atarget armed witha gun @ crossbow osome other form of machinery, you ca|
12 | Breaker Distracted Tinker attempt a Disable Device cheak a standard action that provokgs gtlack of (_)pportunlt_y. TheDCl_s equal
to the targets AC. If successful, ymakethe weaponuseless untilt is professionally repeed (DC = to you
Disable Device cherk
. You can make a Disable Device check against a simple device or a lock as a standard action and r
12 | Safecracker Locksmith L . - - -
time it takes against a complex or intricate device by 50% (minimum 1 round).
- - Passive: 4 circumstance bonus tall Craft [Poisonmaking], Craft [Trapmaking], and Disable Device ch
14 | Expert Training Journeyman Training S
Replaceshe bonus fromJourneymarTraining.
16 | Chemist Apothecary Passive: 8 style bonus to all Craft [Poisoraking] checks. Replaces bonus from Chemistry Student.
16 | Seasoned Trapper | Fresh Trapper Passive: 8 style bonus to all Craft [Trapmaking] checks. Replaces bonus from Fresh Trapper.
16 | Focused Tinker Distracted Tinkerer | Passive: 8style bonus to all Bable Device checks. Replaces bonus from Distracted Tinkerer.
- - Passive: 3 circumstance bonus tall Craft [Poisonmaking], Craft [Trapmaking], and Disable Device ch
18 | Master Training Expert Training L
Replaceshe bonus fromExpertTraining.
20 | Mad Scientist Chemistand Lab Lion| Passive: +4tyle bonus to the DC of all poisons you crdfhis replaces the bonus frobabLion
Seasoned Trapper When setting up a trap, you can voluntarily reduce its detection DC by 5natall ia second trap within i
20 | Trapped Trap pp with a # competencebonus to its detection DCThe second trapriggers automatically when the first trap |
and Breaker . . .
disarmed (or fails to be disarmed and goes off).
If you have an uninterrupted Bours to spend with a mechanical weapon (gun, crossbow, artillery, etc.)
20 | Expert Engineer Focused Tinker can give it a permanentircumstancebonus of +2 to attack, +2 to damage, +1 to threat range, or tel(
range. An individual weapon can only ever be given a single bonustfrsnist
Focused Tinkeand As a fullround action, you can improvise a lock on any sort of portal that might normally be lcakell as a|
20 | Improvised Lock door, chest, or dresserMake a Disable Device check withl@ penalty. Th&Cto open the locks equal to

Safecracker

the result of thischeck. Openingthe lock renders it unusable.




Skill:Misdirection

(Escape Artist; Sleight of Hand; Stealth)

Often dark, rarely compassionate, and always everywhere, tlevéls' guilds of Cerenth are home to a grand storehouse of
knowledge and skill that has been refined over the centuries in conflicts with law enforcementtismatirooks, and wiletyed
adventurers yammering on about moradmethingor-other. Offeringnumerous tracks for training, guild leaders rarapproves of
students who don't concentrate oone specialty ancheveroffer their knowledge for free. The trick, sometimes, is finding the price.

2 4 6 8 10 12 14 16 18 20
Novice Intdgr- Journey Expert Master
Training mec |:—_.1te man Training Training
Training Training
Amateur Professiong Thousand
Contor Contor -
o . Joints
tionist tionist
Path
Bendy of the
Ferret
Street Stage
Magcan\ Magician
Pick Loot Ransack
pocket
Cadet Sp Supersp p Covert
Part
Perplex of the
Scenery
Sneak Sneak Black
on the p onthe Hound
Move Run
Shadow
p Stalk 4 Raid
Lvl | Name | Prerequisite | Effect
2 | Novice Training Passive: +1 circumstance bonusatbEscape Artist, Sleight of Hand, and Stealth checks
4 | Amateur Contortionist Passive: +4 style bonusatl Escape Artisthecks.
4 | Street Magician Passive: +4 style bonus to all Sleight of Hand checks.
4 | CadetSpy Passive: +4 style bonus to &tealthchecks.
. - . - Passive: +2 circumstance bonusélb Escape ArtistSleight of Hand, and Stealth check&®eplaceshe
6 | Intermediate Training | Novice Training - .
bonus from Novice Training.
- PassiveYou are doublgointed and carbe foldedup to fit easily into spaces that would be tight for
8 | Bendy Amateur Contortionist creature one size category smaller. Adillan creature could fit int@ chest, barrelpor empty backpack.




Lvl | Name | Prerequisite | Effect
Passive: You can use Sleight of Hand to lift an object off a creature without thenmgeelizn in combat,
. . Doing so is similar to a normal Sleight of Hand attempt, except that you provoke an attack of opportt
| et SRR the opponent is aware of your presence and the DC to secure the item is equal to the target's CM
target still receives Perception check to notice the attempt, whether or not you secure the item.
8 | Perplex Cadet Spy Passive: If you use the Bluff skill to create a diversion and then attempt to hide, you only s6ffegralty
to your Stealth check.
8 | sneak on the Move CadetSpy EassweMakmg a S_tealth chec_k whimovingat more than half speed, but less than f_uII speed, no lon
incurs any penalty (it normally incurs&penalty)and you canmovwe at full speedor run with a-10 penalty
Passive:You cannow make a Stealth check while attacking, though you do so-4Dgenalty. You can
8 | Stalk CadetSpy : .
also snipe from concealment with only®0 penalty to your Stealth check.
- . - Passive: 3 circumstance bonus t@ll Esepe Artist, Sleight of Hand, and Stealth checleplaceshe
10 | Journeyman Training | Intermediate Training . -
bonus fromintermediateTraining.
12 | Path of the Eerret Amateur Contortionist Passive: Seemlngly superhumanymur ab_|||ty to collapse, you caautomatically fityour entire body
through anyopening large enough to admit your head.
12 | Loot Pickpocket Pa_sswe: You no longer provoke an attack of opportunity when using Sleight of Hand to steal from &
while in combat.
You can use th8tealthskill even whilebeing observed. As long as you are within 10 feet of some so
12 | Part of the Scenery Perplex shadowor distraction,you can hide yourself from view in the open without having anything to actually
behind. You cannot, however, hide in your own shadow.
12 | Sneak on the Run Sne on the Move PassiveThe penaltleg fomaking a Stealth check while moviage further reduced. Now, moving at fu
speedor running applies a penalty of onl§.
. Sneak on the Move Passive: You can now make a Stealth checlewh#rging, though you do so at¥0 penalty. Additionally,
12 | Shadow Raid ) . -
and Stalk the penalties for attacking or sniping from concealment are reduce8.to
- - Passive: 4 circumstance bonus tall Escape Artist, Sleight of Hand, and $tteahecks Replaceshe
14 | Expert Training Journeyman Training L
bonus fromJourneymarraining.
Professional - L . .
16 Contortionist Amateur Contortionist | Passive: &style bonus to alEscape Artisthecks. Replaces bonus fréxmateur Contortionist
16 | Stage Magician Street Magician Passive: &style bonus to all Sleight of Hand checks. Replaces bonus from Street Magician.
16 | Superspy CadetSpy Passive: &style bonus to alBtealthchecks. Replaces bonus from Trainee Spy.
- - Passive: 5 circumstance bonus tall Esape Artist, Sleight of Hand, and Stealth checleplaceshe
18 | Master Training Expert Training .
bonus fromExpertTraining.
20 | Thousand Joints Professional Your body can bend and flex in ways unimaginable to normal sensibilities. You are so flexible that
Contortionist substitute the results of an Escape Artist check for a Reflex save once per round as an immediate ac
Stage Magiciaand Passive: If you use a standard action to attack, you can accompany it with a Sleight of Hand check
20 | Ransack Loogt’ 9 an object fromthe target. If the attack is successful, you receive a +2 bonus on your check. If the a
a confirmed critical hit, this bonus increases to +4.
You are always considered to be taking 1(Btealthchecks. Thus, it always reqgsraPerceptioncheck to
20 | Covert Superspy . . .
notice your presenceunless you aractively trying to be detected
Superspy, Part of the | Passive: You no longer incur any penalties on your Stealth check for movinguyapeed, running,
20 | Black Hound Scenery, Sneak on the charging, attacking or sniping from concealment, or attempting to conceal yourself after distract

Run,and Shadow Raid

target.
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