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Introduction 
 
Wizards join secret societies and mysterious 
brotherhoods. Priests belong to religious orders and 
sects. Bards form troupes and movements. Rogues half-
heartedly swear to guilds and crime bosses. Warriors, 
though, are often left wanting when it comes to social 
organizations within the campaign. 
 
Certainly, characters have the option of joining the local 
Watch, or the regional military, potentially enlisting with 
one of the auxiliary units for another class' group. 
However, in all of these cases, characters who sling steel 
and spill blood for a living are left in the command 
structure of non-player characters or shadowy cabals. 
Most of the time, they're forced into a company where, 
realistically, there should be nearly no room for personal 
freedom over the goals of the greater whole, and 
truthfully, no liberty to go on adventure. This leaves little 
available for the character who wants the connection to a 
group of like-minded individuals, but isn't seeking the 
ladder of a hierarchy to climb.  
 
This book is for those characters. It's for the characters 
who pulled themselves out of the gutter through the 
instruction of a skilled and dedicated teacher. It's for the 
characters who found meaning in their lives through the  
perfection of a martial art. It's for the characters who 
discovered camaraderie in the company of people with a 
similar devotion to the art of war, but didn't need to travel 
to distant places and kill the inhabitants to manage the 
task. 
 
Similar to the old Bloodmoon School from Flying 
Buffalo's venerable Citybook line, this text hopes to offer 
you a half-dozen options for the martial characters in 
your campaign-- from the monks, to the magi, to fighters, 
to the cavaliers, to the gunslingers and more. These 
academies give opportunities for social connections and 
interactions unencumbered by rank. They present a 
ready location for rivals, story seeds, and boons, while 
making it easy to connect a character to the town or 
region. Instructors from distant lands provide a 
straightforward method for integrating feats or exotic 
weapons. So give the warrior in your group what he might 
never have realized he was missing; give a deeper 
investment in your campaign world, give the character a 
community of peers. 
 

How to Use This Book 
 
These six schools are meant to be easily incorporated into 
any existing setting with a modicum of integration.  

 
 

Wushin Mountain and the Temple of 
the Five Spirits 

 
While each offers an established history, this origin might 
be a complete fable, a clever tale with a kernel of fact 
offered to attract pupils, or it might be the truth. This 
book also lends itself to a campaign that takes place at 
these combat schools. While PCs attend these schools, 
Martial Techniques may be handed out by the GM using 
different methods, such as boons, bonus feats, or through 
using a prestige mechanic.  
 
The first part of this book explores the eastern martial 
arts, which is what most people think of when 
considering the study of combat techniques. The second 
half focuses on the martial arts of the west which are as 
defined and well-practiced as those of the east, but 
perhaps less popularized in film or television. In the 
following pages, we explore a series of example schools 
which can be used in nearly any campaign setting.  These 
schools focus on the fighting skills of the classic fencer, 
the gladiator, knights wielding two-handed great swords, 
the elven art of using magic and swordplay as one, and 
techniques of expert bow and musket marksmen. 
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These schools teach Martial Techniques, abilities both 
mundane and extraordinary. There are multiple ways to 
give your players access to these techniques: 
 
• The simplest method is through the Martial Training 

feat or an alternate class option. With this method, a 
character gains permanent access to a single 
technique and may use it at any time. He must have 
access to the techniques' school in some way, and 
cannot simply pick from any and all schools without 
GM approval. Also, a character can take the Steel 
Discipline feat. This feat gives a pool of points which 
can be used to activate techniques. Further, it 
combines with classes such as the monk and 
swashbuckler to expand their martial options 
without needing a huge feat investment. 

 
• A second option exists by developing a relationship 

with members of the school and choose to receive 
training in a technique as a boon. This option is best 
for players and GMs who prefer a heavily character-
driven game, where PCs are motivated to become 
friends and rivals with NPCs. 

 
• We've given options where characters might meet 

the alternate prerequisites, have access to an 
instructor of a specific technique, and may spend a 
skill point to learn a technique. Characters should 
not be able to learn more than one technique at a 
time this way, and should be required to have access 
to the technique's instructor. In this case, if a 
technique requires points, then the character should 
be considered to have a number of points per day 
equal to ¼ of their character level, with a minimum 
of 1 point. These points may be used for nothing but 
the techniques the character has learned. This option 
should not be used if one of the other options is used, 
or techniques become too easily acquired. 

 
Remember, while this book is about making combat more 
interesting, it is also about providing social communities 
to martial characters. Simply using techniques and 
ignoring the schools does a disservice to the characters 
involved.  
 
Martial Training (Combat) 
You have trained in the techniques of a martial school. 
Prerequisites: BAB +1 
Benefit: You learn and are able to use one martial 
technique. You must meet the prerequisites of the 
technique to learn it.  
Special: You can gain this feat multiple times. Its effects 
do not stack. Each time you take this feat, select a new 
martial technique which you meet the prerequisites  
 

 

Options and Access 
 
As the GM, you might decide that allowing your players 
to use these techniques an unlimited number of times per 
day is too powerful. If so, we encourage you to only allow 
characters with a point pool (i.e. arcane pool, grit, ki pool, 
lay on hands, or touch of corruption class feature) to take 
and use techniques. An optional point pool cost is 
provided in the technique descriptions let you know how 
many points from a point pool will be consumed when 
they are implemented as a part of those class features. A 
technique with an optional point cost of 0 is usable an 
infinite number of times as long as the character has one 
point in its point pool. 
 
We've done some experimenting here, pushing the 
boundaries of how martial characters work to provide 
something beyond "I Power Attack," or "I Vital Strike." 
Not all of these options may fit your playstyle. Feel free to 
include or exclude specific techniques to suit your game. 
 
 
for. You learn and are able to use that technique. A monk 
may select this as a bonus feat beginning at 6th level.  
 
Steel Discipline (Combat) 
You have the mettle to use martial techniques with 
limited training. 
Benefit: You gain a pool of steel points which you can 
use to perform martial techniques, and you learn one 
technique for which you meet the prerequisites. You must 
be instructed by a character who knows the technique for 
a period determined by the GM. At the start of the day, 
you gain 3 steel point plus a number of steel points equal 
to your Intelligence modifier. You may use these steel 
points to perform any martial technique by spending a 
number of steel points equal to the technique’s cost. 
Special: If you have levels in a class with grit points, 
panache points, a ki pool, or other similar martial-based 
point system, this feat instead gives you 2 extra points of 
that class’s type and you also learn one martial technique 
for which you meet the prerequisites. You may not take 
this feat more than once. 
 
 

Technique Descriptions 
 
The following block is used to describe techniques in this 
book: 
 
Technique Name – The first line of every technique 
gives the name by which it is generally known. 
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Flavor Text – The second line of every technique is a brief 
description of what it does. 
School (Applicable Weapons) – Beneath the flavor text 
is a line giving the technique’s school (and what weapons 
it can be implemented with). 
Prerequisites – The minimum base attack bonus, feats, 
and techniques (if any) needed to learn the technique. 
Techniques which only require Steel Discipline may be 
taken at the time that feat is chosen. 
[Alternate Prerequisites] – Optional alternate 
perquisites your GM may decide to use. These  
requirements permit the technique to be used by 
someone with the right combination of skills, feats, or 
both who then spends a skill point to learn the technique. 
Activation Time – The action (immediate, swift, 
standard, or full-round) used to implement the 
technique. 
[Optional Point Cost] – The optional point pool cost 
(see below) your GM may require you to expend to 
implement the technique. 
Effect – What the technique enables your character to 
do. 
 
 

New Classs Features –  
 
ANTIPALADIN 
New Cruelty: Any antipaladin who meets the 
prerequisites can take the following new cruelty. An 
antipaladin can take this cruelty more than once. 
 
Divine Technique (Ex): You learn and are able to use one 

martial technique. You must meet the prerequisites 
of the technique to learn it. Using this ability 
consumes a number of uses of your touch of 
corruption ability equal to the technique’s optional 
point cost*. 

 
GUNSLINGER 
New Deed: Any gunslinger who meets the prerequisites 
can take the following new deed. An gunslinger can take 
this deed more than once. 
 
Grim Technique (Ex): You learn and are able to use one 

martial technique. You must meet the prerequisites 
of the technique to learn it. Using this ability 
consumes an amount of grit ability equal to the 
technique’s optional point cost*. 

 
 
MAGUS 
New Arcana: Any magus who meets the prerequisites 
can take any following new arcana. A magus can take this 
arcana more than once. 

 
Arcane Technique (Ex): You learn and are able to use one 

martial technique. You must meet the prerequisites 
of the technique to learn it. Using this ability 
consumes a number of arcane pool points equal to 
the technique’s optional point cost*. 

 
MONK (UNCHAINED OR QINGGONG) 
New 4th-Level Ki Power: Any qinggong monk who 
meets the prerequisites can take the following new ki 
power. A qinggong monk can take this ki power more 
than once. 
 
Ki Technique (Ex): You learn and are able to use one 

martial technique. You must meet the prerequisites 
of the technique to learn it. Using this ability 
consumes a number of ki pool points equal to the 
technique’s optional point cost*. 

 
NINJA 
New Trick: Any ninja who meets the prerequisites can 
take any following new trick. A ninja can take this trick 
more than once. 
 
Ki Technique (Ex): You learn and are able to use one 

martial technique. You must meet the prerequisites 
of the technique to learn it. Using this ability 
consumes a number of ki pool points equal to the 
technique’s optional point cost*. 

 
PALADIN 
New Mercy: Any paladin who meets the prerequisites 
can take the following new mercy. A paladin can take this 
mercy more than once. 
 
Divine Technique (Ex): You learn and are able to use one 

martial technique. You must meet the prerequisites 
of the technique to learn it. Using this ability 
consumes a number of uses of your lay on hands 
ability equal to the technique’s optional point cost*. 

 
 

New Favored Class 
Options – 
 
Antipaladin: The antipaladin gains 1/6 of a new martial 

arts technique. Using this martial arts technique 
consumes a number of uses of your touch of 
corruption ability equal to the technique’s optional 
point cost*. 

 
Gunslinger: The gunslinger gains 1/6 of a new martial 

arts technique. Using this martial arts technique 
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consumes an amount of grit equal to the technique’s 
optional point cost*. 

 
Magus: The magus gains 1/6 of a new martial arts 

technique. Using this martial arts technique 
consumes a number of arcane pool points equal to 
the technique’s optional point cost*. 

 
Monk: The monk gains 1/6 of a new martial arts 

technique. Using this ability consumes a number of 
ki pool points equal to the technique’s optional point 
cost*. 

 

Ninja: The ninja gains 1/6 of a new martial arts 
technique. Using this ability consumes a number of 
ki pool points equal to the technique’s optional point 
cost*. 

 
Paladin: The paladin gains 1/6 of a new martial arts 

technique. Using this martial arts technique 
consumes a number of uses of your lay on hands 
ability equal to the technique’s optional point cost*. 

 
*  A martial arts technique with an optional point cost of 

0 points requires that you have at least 1 point/use of 
the associated ability left to use it. 
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Part 1: The Eastern Arts 
 

Wushin Mountain and 
the Temple of the 
Five Spirits 
 
Symbol: Five moons behind the peak of Wushin 
Mountain, a sunburst on the face of the mountain. 
 
The Wushin Mountain is called a holy mountain, a 
mountain of spiritual attraction, a mountain said to be 
in the planar shadow of Nirvana. It’s the attraction 
known as the “pulling of the mountain” which has 
caused the rise of its many small communities along 
the Jiang Chang River flowing from Wushin’s peaks. 
Large groups of western pilgrims made their way to 
Wushin on quests of inner peace and enlightenment, 
most not even understanding why they undertook their 
journey in the first place. Although most of these 
settlements are segregated, all races of the east and 
west are welcome between the communities.  
 
Even before their arrival, many pilgrims wondered 
what summoned them to the mountain. Various 
proposed theories met with strong emotions, 
eventually leading to doctrine, then conflict and 
splintering factions. Skirmishes occasionally broke out 
between the different believers, especially when the 
hubris of the humans was involved. For the most part, 
the Wushin Mountain communities knew a tense 
peace. 
 
The arrival of the orcs shattered a fragile peace. The 
Crowhorse Clan, said to eat raw meat from sacks about 
their waist and use the fat of the defeated to fuel their 
lamps, came raiding and searching for a bloody glory 
which left many smaller settlements razed to their 
foundations. Pride and dogma kept the peoples of 
Wushin from banding together, leading to the time 
known as the Years of Bloat, so named because of the 
rampant starvation and innumerable children's bellies 
which took on the roundness of the moon.  
 
As all hope seemed trampled, the peoples along the 
Jiang Chang river found solace in the traveling vanara 
druidic monk, Xingzhe. Xingzhe spent many months 
before the Years of Bloat living periodically with each 
of the settlements and studying their different 
philosophies. He associated each race to the mountain 

through a totem animal; the dwarves mimicked the 
ferocity of the badger, the elves the swift grace of the 
swimming otter, the gnomes embodied the cunning of 
the stalking axe beak, the humans the ingenuity of the 
fox, and the halflings the mischievous of the tanuki. 
Each race embraced their totem animal and 
incorporated its behavior into the core of their marital 
arts. 
 
After the raiding began, Xingzhe pleaded for the 
peoples to come together to overcome their impending 
destruction. Their combined fighting styles and armed 
forces, working together,  paused the Crowhorse 
advance for a time. This unified front led to the 
formation of the Temple of the Five Spirits under the 
guidance of Xingzhe. After the first council formed, 
Xingzhe walked up a trail to Wushin’s peak and was 
never seen again. This summer marked the 70th 
anniversary of his departure. And while a celebration 
of his achievements is planned in the town, some 
travelers say the Crowhorse have returned, and this 
time in far greater numbers.  
  
 

Leadership and Races 
 
Dwarves and the Seat of the Badger- The dwarves 
of the Temple of the Five Spirits focus their training on 
strength, mental determination, and communing with 
the earth. Gardens of stelae stand throughout the 
temple, allowing for hours of ritualized punching and 
kicking. Stone swallowing is a regular part of the 
dwarven discipline. Students believe the act connects 
their body to the earth at their feet.  
 
Master Sootha Yolee holds the most sway in the temple 
Council of Masters. She has held the seat twice as long 
as any other Master. As the humans among the Jiang 
Chang River are a disorganized community, their 
numerous population fails to give the sway of the 
dwarven families. Under Sootha’s guidance, the 
dwarves of the Wushin Mountain Badger Clan 
administer all of the temple’s non-river trade. 
Recently, Sootha caused an uproar by declaring the 
clan’s desire to mine the mountain, which many 
consider blasphemy. The cold iron ore veins could 
potentially fund much of the rebuilding necessary after 
the Crowhorse raids.  
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