
Masters of Arms includes over 300 different maneuvers and feats, not including class abilities. With 
that much material to keep track of you’ll likely want an index of the maneuvers. The next five pages 
lists almost all the maneuvers you’ll find in the book, their page numbers, and the allowed weapons for 
each maneuver (in case you want to see how many ways you can use a staff). Feel free to photocopy 
the pages for personal use.
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Aiming (Ex, combination) 
[Fighter]

any ranged weapon 25, 30, 
89

Alternate Lead (Ex, 
Combination) [Fighter]

sword and dagger 
combination

78

Ankle Bite (Ex, Attack) Bite 16
Area Fire (Ex, Full) [Fighter] any bow 25
Armor Fixing (Ex, Grapple 
attack Modifier) [Fighter]

Immovable Rod 48

Armor Hack (Ex, Combination) battleaxe, great axe, or 
dwarven waraxe

19

Armor Piercing Hit (Ex, 
Combination)

any sword 46

Armor Tearing (Ex, 
Combination)

dual wielded light picks 35

Arrow Cutting (Ex) any sword 72
Axe Parries (Ex) [Fighter] any axe 93
Back-Strike Throw (Ex, 
Combination) [Fighter]

throwing hammer 89

Beat Maneuver (Ex, 
Combination) [Fighter]

battleaxe, great axe, or 
dwarven waraxe

19

Beheading (Ex, Combination) battleaxe, great axe, or 
dwarven waraxe

19

Behind Strike (Ex, 
Combination) [Fighter]

greatsword or falchion 46

Billowing Cloak (Ex) Cloak 27
Bite and Thrash (Ex, 
Combination)

Bite 16

Bite Disarm (Ex, Combination) Bite 16
Blade Planting (Ex, Action 
Modifier)

Dagger or other tiny 
piercing weapon.

33

Blade Whirling (Ex, 
Combination)

any sword 72

Blade Whirling and Hand 
Switching (Ex, Combination)

any sword 73

Bleeders (Ex, Combination) any sword 67
Blinding Slash (Ex, 
Combination) [Fighter]

slashing weapon 60, 68

Blinding Strike (Ex, Action 
modifier)

Trident or ranseur 92

Block and Throw (Ex, 
Combination) [Fighter]

sword and dagger 
combination

78

Blood Shift (Ex, Combination) 
[Fighter]

Telekinesis 82

Bounce Rush (Ex) [Fighter] small or large shield 80
Bounce Shot (Ex, Combination) throwing hammer or club 89
Bouncing Strike (Ex, 
Combination) [Fighter]

Any kind of flail. 42

Bull Rush Leverage (Ex, Action 
Modifier) [Fighter]

Shortspear, trident, or 
ranseur

92

Butterfly Strike (Ex, 
Combination) [Fighter]

dual weapons 40

Bypass Parry (Ex) [Fighter] Flail, kusarigama, spiked 
chain or Tensile Mercury 
Weapon.

42, 76, 
85

Bypass Shield (Ex) [Fighter] Flail, kusarigama, spiked 
chain or Tensile Mercury 
Weapon.

42, 85

Bypass Threatened Areas (Ex) 
[Fighter]

only while blinking 23

Careful Attack (Ex, 
Combination) [Fighter]

rapier 68

Carpeting (Ex) [Fighter] Net 58
Carve Initials (Ex, 
Combination)

rapier 68

Chain Entangle (Ex,  Attack) 
[Fighter]

Flexible weapons such 
as flails, spiked chains, 
kusarigamas, and whips.

42, 53, 
76

Chain Entangle and Kick (Ex, 
Combination) [Fighter]

Flail 42

Chain Toss (Ex) [Fighter] Spiked chain 77
Chimerical Weapon (Ex, 
Combination) [Fighter]

Tensile Mercury Weapon 85

Choke Hold (Ex) [Fighter] Club 29
Clapping Strike (Ex, 
Combination) [Fighter]

three piece staff 87

Clear Path (Ex) Scythe 75
Clear Shield (Ex, Action 
Modifier) [Fighter]

Scythe 75

Cloak as Shield (Ex) [Fighter] Cloak 27
Cloak Blind (Ex, Attack) Cloak 27
Cloak Disarm (Ex) [Fighter] Cloak 27
Cloak Fall (Ex) Cloak 27
Cloak Grab (Ex) [Fighter] Cloak 27
Cloak Mastery (Ex) 28
Cloak Rake (Ex, Attack) 
[Fighter]

Bladed Cloak 28

Cloak Rake and Strike (Ex, 
Combination) [Fighter]

Bladed Cloak 28

Cloth of Steel (Ex) [Fighter] 77
Clothesline (Ex, Action 
Modifier) [Fighter]

Heavy long weapon such 
as a glaive, guisarme, or 
quarterstaff.

63

Concealed Strike (Ex, 
Combination)

Cloak 28

Concussion Throw (Ex, 
Combination)

throwing hammer 90

Concussive Strike (Ex, Attack 
Modifier)

mace, morningstar, hammer 20

Constricting Grab (Ex) [Fighter] Kusarigama or spiked 
chain.

77

Cover Movement (Ex, 
Combination) [Fighter]

greatsword 46

Cross Cut (Ex, Combination) 
[Fighter]

any sword 73

Cross-Bind (Ex) [Fighter] Dual wielded axes. 93
Crossed Blade Hold (Ex, 
Combination) [Fighter]

dual swords 40

Crossing Strikes (Ex, 
Combination) [Fighter]

greatsword or falchion 46

Crossing Strikes (Ex, 
Combination) [Fighter]

Long chain weapon such 
as a kusarigama or spiked 
chain.

46

Crossing Strikes (Ex, 
Combination) [Fighter]

greatsword or falchion 77

Crossing Strikes (Ex, 
Combination) [Fighter]

Long chain weapon such 
as a kusarigama or spiked 
chain.

77

Cuffing (Ex, Combination) 
[Fighter]

scimitar 73

Cut Clothing Ties (Ex, Attack 
Modifier)

rapier 68

Cutting (Ex, Standard) Small edged weapon that 
can be thrown such as a 
dagger or handaxe.

34

Cutting Grab (Ex, Attack 
Modifier) [Fighter]

Kusarigama 53

Damaging Disarm (Ex, 
Combination) [Fighter]

ranseur 66
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Dazing (Ex, Full) [Fighter] Light blunt weapon such as 
a staff or club.

63

Death of a Thousand Cuts (Ex, 
Combination) [Fighter]

dual swords 40

Deceptive Attack (Ex, 
Combination) [Fighter]

any weapon. 43

Defensive Break (Ex, 
Defensive) [Fighter]

three piece staff 87

Defensive Preparation (Ex) 
[Fighter]

any weapon 38, 60, 
79, 87

Defensive Readying (Ex, 
Combination) [Fighter]

dual wielded weapons 38, 79

Defensive Trip (Ex, Defensive) 
[Fighter]

three piece staff 87

Descending Strike (Ex, Full) 
[Fighter]

Rod of Lordly Might 70

Desperate Defense (Ex, 
Defensive) [Fighter]

any weapon 79

Desperation Hook (Ex) Weapon that can feasibly 
grab things such as a 
guisarme, kusarigama, 
spiked chain, or scythe.

75, 77

Dinner Resistance (Ex) 
[Fighter]

small or large shield 81

Dirty Blow (Ex, Combination) 
[Fighter]

one handed sword 60

Disarm and Strike (Ex, 
Combination) [Fighter]

Trident 92

Disarm and Toss (Ex) [Fighter] Flexible weapon such as 
a flail, kusarigama, spiked 
chain, or whip.

43

Disarming Shot (Ex, 
Combination) [Fighter]

any ranged weapon 31

Disorienting Strikes (Ex, 
Combination) [Fighter]

only while blinking 23

Don’t Try to Swallow Someone 
Wielding a Rod of Lordly Might 
(Ex, Combination) [Fighter]

Rod of Lordly Might 70

Door Basher (Ex) 21
Double Parry (Ex, Defensive) 
[Fighter]

dual wielded sai 38

Double Spin (Ex, Combination) 
[Fighter]

Bladed polearm such as a 
glaive, guisarme, halberd, 
or ranseur.

44

Double Trip and Double Strike 
(Ex, Combination) [Fighter]

Staff 64

Double Weapon Grip (Ex) 
[Fighter]

Bladed polearm with 
reach such as a glaive or 
guisarme.

44

Double Whip (Ex, Combination) Tentacle 17
Double-Blow (Ex, Combination) 
[Fighter]

Kusarigama 54

Double-break (Ex, 
Combination) [Fighter]

dual wielded sai 38

Double-Hit then Toss (Ex, 
Combination) [Fighter]

Dual wielded axes 93

Double-Strike and Flip (Ex, 
Combination)

dual wielded light picks 35

Drive Back (Ex, Combination) 
[Fighter]

Immovable Rod 48

Dual Striking (Ex, Combination) 
[Fighter]

Dual wielded swords or 
axes

40, 94

Dual Thrust (Ex, Combination) 
[Fighter]

dual wielded sai 38

Dual-Wield (Ex) [Fighter] 83
Duck and Leg Slash (Ex, 
Combination) [Fighter]

Sword and shield 81

Duel of Stillness (Ex) [Fighter] any sword 60
Easy Come, Easy Go (Ex) 51
Embed Pick (Ex, Combination) 
[Fighter]

dual wielded light picks 36

Exert Threatened Area (Ex) 
[Fighter]

Telekinetically wielded 
weapons

83

Extend Threatened Area (Ex) Tensile Mercury Weapon or 
Rod of Lordly Might

70, 85

Facility with Chains (Ex) 77
Fatiguing Strikes (Ex, 
Combination)

mace, morningstar, hammer 21

Fell the Tree (Ex, Combination) 
[Fighter]

battleaxe, great axe, or 
dwarven waraxe

19

Fencing Stance (Ex) rapier 69
Find Anything (Ex) 51
Finding the Vitals (Ex, 
Combination) [Fighter]

one handed sword 62

Flexible Grip (Ex) [Fighter] Polearms with reach such 
as a glaive, guisarme, 
longspear, or ranseur.

44, 56, 
66

Foot Pin and Strike (Ex, 
Combination) [Fighter]

Immovable Rod 48

Foot Spike (Ex, Standard) 
[Fighter]

Tiny pointy weapon such as 
a dagger.

34

Full Set (Ex) [Fighter] Weapons that can set for a 
charge such as a halberd, 
trident, or any spear.

56

Ghost Timing (Ex) [Fighter] only while blinking 23
Ghostly Hands (Ex, 
Combination) [Fighter]

only while blinking 23

Glittering Blade (Ex, 
Combination)

any sword 73

Going for a Hit (Ex, 
Combination)

any slashing weapon 73

Grab and Spike (Ex, 
Combination) [Fighter]

Kusarigama 54

Grab and Twist (Ex, 
Combination)

Claw 17

Grab Heart (Ex, Combination) 
[Fighter]

only while blinking 24

Grazing Shot (Ex, 
Combination)

any ranged weapon 31

Greatsword Spin Strike (Ex, 
Combination) [Fighter]

greatsword or falchion 46

Gut Slash (Ex, Combination) 
[Fighter]

sword and dagger 
combination

79

Hammering Blows (Ex, 
Combination) [Fighter]

mace, morningstar, hammer 21

Hamstringing (Ex, 
Combination) [Fighter]

dual wielded sai 38

Hand and Arm Nicks (Ex, 
Defensive) [Fighter]

one handed sword 62

Hand Switching (Ex, Free) Dagger 34
Handle Toss (Ex, Action 
modifier) [Fighter]

Dagger 34

Hidden Blades (Ex) Any Tiny weapon 34
High-Low Strike (Ex, 
Combination) [Fighter]

Spiked Chain 77

High-low Switch (Ex, 
Combination) [Fighter]

dual weapons 40

Hit Some (Ex, Combination) 
[Fighter]

Polearms with reach such 
as a glaive, guisarme, 
longspear, or ranseur.

66

Hitting Where it Don’t Show 
(Ex) [Fighter]

“Soft” bludgeoning 
weapon such as a club or 
quarterstaff

29
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Hold Target (Ex) any ranged weapon 31
Hold Terrain (Ex) 20
Hook and Grab (Ex, Action 
Modifier) [Fighter]

Scythe 75

Hook and Pass (Ex, Standard) 
[Fighter]

Scythe 75

Hook and Toss (Ex, Standard) 
[Fighter]

Scythe 76

Hook Legs (Ex, Action Modifier) 
[Fighter]

Scythe 76

Hook Rider (Ex, Combination) 
[Fighter]

Polearms with reach such 
as a glaive, guisarme, 
longspear, or ranseur.

66

Impact Hit (Ex, Combination) 
[Fighter]

mace, morningstar, hammer 21

Impacting Hits (Ex) throwing hammer 90
Improved Quick Draw (Ex) 
[Fighter]

51

Improvised Shield (Ex) [Fighter] 52
Improvised Weapon (Ex) 
[Fighter]

52

Internal Strike (Ex, 
Combination) [Fighter]

only while blinking 24

Just Thought it was a Miss (Ex, 
Combination) [Fighter]

Rod of Lordly Might or 
Tensile Mercury Weapon

71

Knee-Capping (Ex, 
Combination)

dual wielded light picks 36

Knee-Capping (Ex, 
Combination) [Fighter]

club, mace, morningstar, 
hammer

21

Knockdown Throw (Ex, 
Combination) [Fighter]

throwing hammer 90

Knockout Blow (Ex, 
Combination) [Fighter]

club, mace, morningstar, 
hammer

21

Ladder Pull (Ex, Combination) 
[Fighter]

Rod of Lordly Might 71

Launch Self (Ex, Full) Rod of Lordly Might 71
Launch Strike (Ex, Charge 
Modifier) [Fighter]

Rod of Lordly Might 71

Leg Bash (Ex, Attack Modifier) 
[Fighter]

mace, morningstar, hammer 21

Leg Shots (Ex, Combination) 
[Fighter]

any bow 25

Leg Sweep (Ex, Full) [Fighter] Heavy polearm or similar 
weapon such as a glaive, 
guisarme, quarterstaff, or 
ranseur.

64

Leg Sweep High Strike (Ex, 
Combination) [Fighter]

greatsword 47

Leg Takedown (Ex, Attack) 
[Fighter]

Club or baton 29

Leverage and Defensive Break 
(Ex, Defensive) [Fighter]

dual wielded sai 38

Light Attacks (Ex, Combination) Claw or Bite 17
Light Bleeders (Ex, Action 
modifier)

Dagger or other tiny 
piercing weapon.

34

Liquid Grab and Spike (Ex, 
Combination) [Fighter]

Tensile Mercury Weapon 85

Loose Aim (Ex, Full) [Fighter] any ranged weapon 32
Lung Puncturing (Ex, 
Combination) [Fighter]

any ranged weapon 32

Lunge (Ex, Combination) 
[Fighter]

any sword 69

Lure Charge (Ex, Readied 
Action) [Fighter]

Tensile Mercury Weapon or 
Rod of Lordly Might

86

Mail Penetrating Attack (Ex, 
Combination)

rapier 69

Master of the Flashing Blades 
(Ex, Combination) [Fighter]

dual weapons 40

Mighty Blow (Ex, Combination) 
[Fighter]

battleaxe, great axe, or 
dwarven waraxe

20

Moderate Bleeders (Ex, 
Combination) [Fighter]

slashing weapon 62

Multi-Targeting (Ex, 
Combination) [Fighter]

any bow 26

Multi-Wield (Ex) [Fighter] 83
Nerve Blows (Ex, Combination) 
[Fighter]

“Soft” bludgeoning 
weapon such as a club or 
quarterstaff

30

Net and Web Protection (Ex) 
[Fighter]

Trident 92

Net as Shield (Ex) [Fighter] Net 58
Net Rake (Ex) [Fighter] Net 58
Normal hits are for Thugs (Ex, 
Combination) [Fighter]

one handed sword 62

Numbing Strikes (Ex, 
Combination) [Fighter]

three piece staff, club, or 
quarterstaff

88

One Shot, One Kill (Ex, 
Combination) [Fighter]

any ranged weapon 32

Opportunity Shot (Ex, 
Combination) [Fighter]

any ranged weapon 32

Over the bars Grip (Ex) sai 39
Partial Attack Bonus (Ex) 
[Fighter]

dual swords 41

Pass and Strike (Ex, 
Combination) [Fighter]

Chain weapon such as a 
flail or kusarigama

54

Pass Through (Ex, Defensive) 
[Fighter]

any weapon 79

Pass Through Cut (Ex, 
Combination) [Fighter]

only while blinking 24

Passing Slash (Ex) [Fighter] sword and dagger 
combination

80

Peel Armor (Ex, Full) Tentacle 17
Pick and Rend (Ex, 
Combination) [Fighter]

dual wielded light picks 36

Pick Throw (Ex) [Fighter] light pick 36
Pin and Multi-Stab (Ex, 
Combination) [Fighter]

sword and dagger 
combination

80

Pin Foot and Strike (Ex, 
Combination) [Fighter]

ranseur 66

Pinning (Ex, Combination) 
[Fighter]

any ranged weapon 32

Pitching from the Stretch (Ex, 
Combination) [Fighter]

throwing hammer 90

Pitching Hay (Ex, Combination) 
[Fighter]

Trident 92

Plant Rod in Throat (Ex, 
Combination) [Fighter]

Immovable Rod 49

Plunge Sai (Ex, Combination) 
[Fighter]

dual wielded sai 39

Plunging Strike (Ex, Full) 
[Fighter]

greatsword 47

Pounce and Slam (Ex, 
Standard)

17

Pounding (Ex, Combination) 
[Fighter]

any hammer 90

Power Crush (Ex, 
Combination) [Fighter]

Immovable Rod 49

Pre-Emptive Strike (Ex, 
Defensive) [Fighter]

one handed sword 62

Probing Attacks (Ex, 
Combination) [Fighter]

30

Prybar (Ex) 36
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Quick Climbing (Ex) dual wielded light picks 37
Quick Flank (Ex, Combination) 
[Fighter]

only while blinking 24

Quick Fold (Ex) [Fighter] Net 58
Ranged Disarm (Ex, Attack) 
[Fighter]

Net 59

Ranged Retrieval (Ex, 
Combination)

Kusarigama 54

Ranged Trip (Ex, Attack) 
[Fighter]

Net 59

Reach Behind and Hit (Ex, 
Combination)

Dual tentacles with reach 17

Rebounding Hit (Ex, 
Combination)

throwing hammer or club 90

Rebounding Strike (Ex, 
Combination) [Fighter]

Flail 43

Rebounding Throw (Ex, 
Combination) [Fighter]

Club or baton 30

Ride Victim (Ex) Claw 17
Ringing their Bell (Ex, 
Combination) [Fighter]

mace, morningstar, hammer 22

Riposte (Ex, Defensive) 
[Fighter]

any sword or dagger 80

Rod Acrobatic Kick (Ex, Full) 
[Fighter]

Immovable Rod 50

Rod of Lordly Might Shove (Ex, 
Combination) [Fighter]

Rod of Lordly Might 72

Rod Pinning (Ex, Action 
modifier) [Fighter]

Immovable Rod 50

Rod Shield (Ex, Move-
equivalent) [Fighter]

Immovable Rod 50

Rogue Protection (Ex, 
Standard) [Fighter]

Polearm with reach such 
as a glaive, guisarme, 
longspear, or ranseur.

44

Roll with the Attack (Ex, 
Defensive) [Fighter]

62

Rope Arrow (Ex, Attack) 
[Fighter]

any bow 26

Rope Cutting (Ex) any sword 73
Rush, Smash, and Slash (Ex) 
[Fighter]

Weapon and shield 81

Sacrifice Shield (Ex) small or large shield 81
Scissors (Ex, Combination) 
[Fighter]

Dual wielded axes 94

Scorpion Strike (Ex, 
Combination) [Fighter]

Spiked chain or kusarigama 54

Set and Skewer (Ex) [Fighter] Longspear 57
Set and Toss (Ex) [Fighter] Longspear 57
Set for Counterattack (Ex, Full) greatsword 47
Setting the Target Up (Ex, 
Combination) [Fighter]

any sword 69

Shattering Strikes (Ex) mace, morningstar, hammer 22
Shield Duck (Ex) small or large shield 81
Shield Grab and Rake (Ex, 
Combination) [Fighter]

Net 59

Shield Plant and Strike (Ex, 
Combination) [Fighter]

Glaive 44

Shield Slash (Ex) [Fighter] small or large shield 82
Shoot Through (Ex, 
Combination) [Fighter]

any ranged weapon 26

Shortening the Grip (Ex) 
[Fighter]

Polearms with reach such 
as the Glaive, Guisarme, 
and Longspear.

45, 57

Shove Off (Ex) [Fighter] small or large shield 82

Simultaneous Attacks (Ex, 
Combination) [Fighter]

Telekinetically wielded 
weapons

83

Simultaneous Strike (Ex, 
Combination) [Fighter]

dual weapons 80

Skewer and Flip (Ex, Full) 
[Fighter]

Longspear 57

Skewer and Pin (Ex, Standard) 
[Fighter]

Longspear 57

Slam-Stab (Ex, Combination) 
[Fighter]

Telekinesis 83

Slap and Smash (Ex, 
Combination) [Fighter]

Weapon and shield 82

Slashing (Ex, Combination) 
[Fighter]

ranseur 67

Slashing Attacks (Ex, 
Combination) [Fighter]

any slashing weapon 74

Slow Fall (Ex) Immovable Rod 50
Spear-Extension (Ex, 
Combination) [Fighter]

Rod of lordly might 72

Spike and Spin (Ex, 
Combination)

light or heavy pick 37

Spike Shield (Ex, Combination) 
[Fighter]

light or heavy pick 37

Spin Staff (Ex) [Fighter] Quarterstaff 64
Spin Swing (Ex, Combination) 
[Fighter]

Glaive 45

Spinning the Net (Ex, Free) 
[Fighter]

Net 59

Spinning Throw (Ex) [Fighter] Club 30
Split Strike (Ex, Combination) 
[Fighter]

Any dual wielded weapons 94

Stab and Axe (Ex, 
Combination) [Fighter]

Rod of Lordly Might or 
Tensile Mercury Weapon

72

Stab and Knockdown (Ex, 
Combination) [Fighter]

Polearms with reach such 
as a glaive, guisarme, 
longspear, or ranseur.

67

Staff Grapple (Ex, 
Combination) [Fighter]

Quarterstaff 64

Stand Fast (Ex) 20
Stapling (Ex, Action modifier) 
[Fighter]

Dagger or other tiny 
piercing weapon

34

Step Through Attack (Ex, 
Combination) [Fighter]

only while blinking 24

Stick a Fork in Him, He’s Done 
(Ex, Combination) [Fighter]

ranseur 67

Strike and Break (Ex, 
Combination) [Fighter]

three piece staff 88

Strike and Disarm (Ex, 
Combination) [Fighter]

three piece staff (spiked 
chains and kusarigamas 
can perform a similar 
maneuver)

88

Strike and Spin (Ex, 
Combination) [Fighter]

Trident or ranseur 92

Strike and Thrust (Ex, 
Combination) [Fighter]

ranseur 67

Strike and Trip (Ex, 
Combination) [Fighter]

Kusarigama 54

Sweeping Attack (Ex, 
Combination) [Fighter]

greatsword or falchion 47

Swing (Ex, Combination) 
[Fighter]

Kusarigama, Spiked Chain 55, 77

Swing Attack (Ex, Combination) 
[Fighter]

Kusarigama or spiked chain 55

Swing Through Attack (Ex, 
Combination) [Fighter]

battleaxe, great axe, or 
dwarven waraxe

20
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Swirling Attacks (Ex, 
Combination) [Fighter]

Telekinetically wielded 
weapons

84

Switch Striking (Ex, 
Combination) [Fighter]

dual swords 41

Swoop of the Hawk (Ex, 
Combination)

battleaxe, great axe, or 
dwarven waraxe

20

Sword Parries (Ex, Defensive) 
[Fighter]

one handed sword 62

Sword Thrust (Ex, 
Combination) [Fighter]

one handed sword 62

Tail Grab (Ex, Standard) 
[Fighter]

Trident 92

Tapping Habit (Ex) Longspear or quarterstaff 57
Targeting Spread (Ex, 
Combination) [Fighter]

any bow 26

Tear Armor (Ex, Combination) Claw 18
Telekinesis Fighting (Ex) 
[Fighter]

84

Tensile Climbing Tools (Ex) Tensile Mercury Weapon 86
Tensile Lock Picks (Ex) Tensile Mercury Weapon 86
Tensile Mercury Expertise 
[General]

8

Tensile Mercury Mastery 
[General]

8

Tensile Shard (Ex, Attack 
Modifier)

Tensile Mercury Weapon 86

Tensile Trip Shift (Ex, 
Combination) [Fighter]

Tensile Mercury Weapon 86

Tentacle Whip (Ex, 
Combination)

Tentacle 18

Third Leg (Ex) [Fighter] Quarterstaff 65
Threading the Needle (Ex, 
Combination) [Fighter]

any bow 26

Threefold Strike (Ex, 
Combination) [Fighter]

Glaive 45

Three-piece Staff Choke Hold 
(Ex, Combination) [Fighter]

three piece staff 88

Throat Slitting (Ex, Full) A small slashing weapon 
such as a Dagger

34

Throwing Pin (Ex, 
Combination) [Fighter]

Dual wielded axes 94

Thrusting Attacks (Ex, Action 
Modifier) [Fighter]

Quarterstaff 65

Thug Dropping (Ex, 
Combination) [Fighter]

any bow 26

Tie up Target (Ex, 
Combination) [Fighter]

Spiked Chain 78

Tight Aim (Ex, Combination) 
[Fighter]

any ranged weapon 32

Tighten the Net (Ex, Attack) 
[Fighter]

Net 59

Tines Levering (Ex) [Fighter] Trident 92
Toss Anything (Ex) [Fighter] 52
Treacherous Shield (Ex, 
Combination) [Fighter]

Telekinesis 84

Trip and Grab (Ex, 
Combination) [Fighter]

Spiked Chain 78

Trip, Strike, and Disarm (Ex, 
Combination) [Fighter]

Quarterstaff 65

Triple Break Slow Down (Ex, 
Defensive) [Fighter]

three piece staff (spiked 
chains and kusarigamas 
can perform a similar 
maneuver)

88

Twirling Blade (Ex, 
Combination)

rapier 69

Twirling Strike (Ex, 
Combination) [Fighter]

three piece staff, dire flail 88

Two Weapon Beat Maneuver 
(Ex, Combination) [Fighter]

Dual wielded axes 94

Underbelly Strike (Ex, 
Combination) [Fighter]

greatsword or spear 47

Underbody Bite (Ex, Attack 
Modifier)

Bite 18

Underwater Fighting (Ex) 
[Fighter]

Trident 92

Use Person as Armor (Ex) 52
Use Person as Weapon (Ex) 
[Fighter]

<insert evil grin here> 52

Varied Locations (Ex, 
Combination) [Fighter]

30, 43

Vise (Ex) [Fighter] three piece staff or 
nunchaku

88

Weapon Cutting  (Ex, 
Combination) [Fighter]

Weapon and shield 82

Weapon Pick and Strike (Ex, 
Combination) [Fighter]

Telekinetically wielded 
weapons

84

Whack-a-thug (Ex, Attack 
Modifier) [Fighter]

throwing hammer 91

Whip Net (Ex, Attack) [Fighter] Net 59
Whirling Shield (Ex) Heavy flexible weapons 

such as flails, spiked 
chains, and kusarigamas.

43

Whirling Slash (Ex, 
Combination) [Fighter]

any slashing weapon 74

Widening the Cut (Ex, 
Combination) [Fighter]

dual swords 41

Wind Up (Ex, Combination) 
[Fighter]

Flail 43

Wrap-around Attack (Ex, 
Combination) [Fighter]

Quarterstaff 65

Wrap-around Cut (Ex, 
Combination) [Fighter]

Kusarigama 55
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