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Feats
The following feats can be added to any campaign 
setting to increase the presence and power of unarmed 
fighting styles. DMs are encouraged to add campaign 
specific martial arts to the list of available styles!

Martial Artist
You have been trained in a formal school of martial 
arts and are able to utilize that knowledge in unarmed 
combat. You gain the following benefits.

• You are proficient with unarmed strikes.
• Your unarmed strikes uses a d4 for damage.
• Choose and learn one martial art style.

Each martial art style has a stance. You enter a stance 
by using a bonus action on your turn and remain in the 
stance until you go unconscious, change to another 
stance, or choose to end the stance.

You may take this feat multiple times, gaining a new 
martial arts style each time you take it. When you take 
this feat a second time, your unarmed strikes use a d6 
for damage. When you take this feat a third time, your 
unarmed strikes use a d8 for damage.

Martial Art Styles                                 
Bear Style
Practitioners of Bear Style learn to unleash devastating 
attacks on their foes. Students of Bear Style are taught 
a philosophy that revolves around guardianship of kin 
and home.

 Bear Stance. While you are in this stance and are 
not holding a shield or weapon you can enhance your 
attacks. Before you make an unarmed strike attack, you 
can choose to take a -5 penalty to the attack roll. If the 
attack hits, you add +10 to the attack’s damage.

Bear Rages On. While you are in Bear Stance when 
you miss with an attack against a creature on your turn 
you can use your bonus action to make an unarmed 
strike attack against that creature.

Crane Style
Practitioners of Crane Style move with effortless 
grace and poise. Students of Crane Style are taught a 
philosophy that emphasises honor and dignity.

Crane Stance. While you are in this stance you can 
use your Dexterity instead of Strength for the attack and 
damage rolls of your unarmed strikes.

Crane Soars Above. While you are in Crane Stance 
you can use a bonus action on your turn to fly up to your 
base movement speed. At the end of this movement you 
fall to the ground.

Drunken Master Style
Practitioners of Drunken Master Style are dangerously 
unpredictable. Students of Drunken Master Style are 
taught esoteric techniques to inebriate themselves 
through meditation.

Drunken Master Stance. While you are in this stance 
when you take the Dodge action on your turn, choose 
one creature within 5 feet of you. The next attack made 
against that creature gains advantage.

Drunken Master Drinks Too Much. While you are 
in Drunken Master Stance when you take the Dodge 
action on your turn you can use a bonus action to 
make an unarmed strike attack or attempt to grapple a 
creature.

Grinning Revenant  Style
Practitioners of Grinning Revenant Style grow more 
dangerous the closer they are to death. Students of 
the Grinning Revenant Style are taught to enjoy the 
experience and the giving of pain.

Grinning Revenant Stance. While you are in this 
stance when you roll damage for an unarmed strike 
attack, you can reroll the damage dice and use either 
total.

Revenant’s Red Hunger. While you are in Grinning 
Revenant Stance and you reduce a creature to 0 hit 
points with an unarmed strike attack you can use your 
bonus action to feast on its remains. When you do, you 
may spend and roll a hit dice to regain hit points equal 
to the result + your Constitution modifier.

Monkey Style
Practitioners of Monkey Style are known for their wild 
antics and innovative use of everyday objects. Students 
of Monkey Style are taught a philosophy that emphasis 
wisdom through humor and spontaneous action.

Monkey Stance. While you are in this stance you 
gain proficiency in improvised weapons and improvised 
weapon attacks deal your unarmed strikes damage die.

Monkey Capers About. While you are in Monkey 
Stance and you can use your action to caper. When 
you caper you gain extra movement equal to your base 
movement speed for the current turn and all attacks 
made against you by creatures you can see have 
disadvantage until the start of your next turn.

Salamander Style
Practitioners of Salamander Style have a well earned 
reputation for playing with fire. Students of Salamander 
Style often return from their studies scorched and 
burned but, by the time they have mastered the art, can 
manipulate flames with deadly precision.

Salamander Stance. While you are in this stance 
you are proficient with torches and torches use your 
unarmed damage die in place of their regular damage.

Salamander Feeds the Flame. While you are in 
Salamander Stance you can use an action to exhale 
deeply over a torch in your hand. When you do each 
creature in a 10 foot cube originating adjacent to you 
must succeed on a Dexterity saving throw with a DC 
equal to 12 + your proficiency modifier or take 1d6 fire 
damage.

Snake Style
Practitioners of Snake Style internalize the sinuous 
movements and deadly counterstrikes of serpents. 
Students of Snake Style are taught a philosophy that 
encourages patience and asceticism.

Snake Stance. While you are in this stance you gain 
+2 AC if you are not holding a weapon or a shield.

Snake Bites the Heel. When an adjacent creature 
misses a melee attack against you while you are in 
Snake Stance you can use your reaction to make an 
unarmed strike attack against that creature.
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Spider Style
Practitioners of Spider Style are notoriously cunning 
opponents who are difficult to escape. Students of 
Spider Style learn to capture and control their foes 
rather than simply beating their way to victory.

Spider Stance. While you are in this stance climbing 
does not cost additional movement speed and you can 
use a whip or rope to initiate or maintain a grapple up to 
20 feet away.

Spider Bites the Fly. While you are in Spider Stance 
and you have a creature grappled you can use your 
bonus action to move the creature to any space adjacent 
to you or make an unarmed strike attack against that 
creature.

Tiger Style
Practitioners of Tiger Style emphasize direct and deadly 
attacks. Students of Tiger Style are taught that martial 
power and personal will are superior to conventional 
morality and the needs of the many.

Tiger Stance. While you are in this stance your 
unarmed strikes deal +2 damage and the damage 
becomes slashing.

Tiger Pounces Prey. While you are in Tiger Stance 
you can use your action to jump up to half of your base 
movement speed. At the end of the movement, you may 
make an unarmed attack against an adjacent creature. If 
you hit, that creature must succeed on a Strength saving 
throw with a DC of 5 + the damage you dealt or it is 
knocked prone.

Wasp Style
Practitioners of Wasp Style learn that true power comes 
from flitting about and enraging your foes with barbs 
and distractions. Students of Wasp Style are taught a 
philosophy that focuses on the student as a warrior for 
an ideal or a community.

Wasp Stance. While in this stance, you gain a +2 to 
the attack roll on your first unarmed strike against each 
creature on each turn.

Wasp Buzzes By. While you are in Wasp Stance you 
can use a bonus action to distract an adjacent creature 
you hit with a weapon attack this turn. That creature 
has disadvantage on the first roll it makes before the 
start of your next turn.

Sifu
Prerequisite: You must have taken the Martial Artist feat 
three times.

You have become a master of martial arts and are able 
to flow freely from one style to another. You gain the 
following benefits.

• Your unarmed strikes uses a d10 for damage.
• When you use a bonus action to enter a stance you 

choose two stances you know and enter both until 
you go unconscious, choose to end them, or use your 
bonus action to enter another stance.

• When you train a creature for a week or more you can 
attune to them. That creature gains the benefits of the 
Martial Artist feat but may only select Martial Artist 
styles you know. This effect ends when you end your 
attunement to that creature.
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