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“I work alone.” – The previous King of 
Fury 
 

King Fury 
 
Unlike other monks that dedicate their 
lives to mastering their bodies and 
minds, you received the bulk of your 
abilities in a strange accident. In a 
great time of stress, you were visited 
by a magical spirit animal and struck 
by a bolt of pure magical ether. In an 
instant, you received a lifetime of 
martial arts training and mutated into 
a being of refined kung-fu. You 
became no mere monk, you became 
the King of Fury. With this newfound 
power, you must only answer one 
question, will be the good cop or the 
bad cop?  
 

Spirit Animal 

 
The type of spirit animal that has 
bonded you is important to your 
character’s physical and spiritual 
abilities. The spirit animal may guide 
you through dreams and visions. It 
may ask you to complete certain tasks, 
threatening to take away its magical 
boons if you disobey. Some choose not 
to interfere at all, simply granting you 
its power and watching the action 
from afar. Work with your GM to 
determine the full extent of your Spirit 
Animal’s involvement in your life.  
 
Not Alone 

 
Though you may be a martial arts 
master, that does not stop people 
from trying to reach your level. The 
problem with being at the top is all the 
others that wish to take your place. 
Many will simply never reach your 
prowess, but there is no rule saying 
you are the only King of Fury. 
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New Knowledge 

 
When you choose this tradition at 3rd 
level, there is a wealth of knowledge 
imparted on you. You gain proficiency 
with Animal Handling and Land 
Vehicles. Additionally, you gain 
proficiency with one martial or simple 
ranged weapon; this weapon counts as 
a monk weapon.  
 
Spirit Animal Boons 

 
When you were visited by your spirit 
animal at 3rd level, you became 
intertwined with its power. Choose 
from the spirit animals below. Each 
animal gains you a passive boon and 
an active boon. Active boons cost ki 
points to activate while passive boons 
can be used with no cost.   
 
Triceratops 
This animal represents slow patience 
and wisdom. Its physical strength is 
only bolstered by an inner strength 
that stands as a force of its own. 
Passive Boon: You have advantage on 
Charisma checks when dealing with 
law enforcement. When you make an 
unarmed strike against a creature, you 
can use a bonus action to attempt to 
grapple them.  
Active Boon: When making a ranged 
attack with your monk weapon, you 
can spend 1 ki point to turn the attack 
into a critical hit on a 19 or 20. If you 
use this ability and the attack is a 
critical hit, the opponent must succeed 

on a Constitution saving throw against 
your Ki save DC or become stunned 
until the end of their next turn.  
 
Shark 
This animal represents the love of the 
hunt. It seeks out conflict and 
bloodshed simply for the thrill of it.  
Passive Boon: You gain a swim speed 
equal to your base speed. You can 
smell spilled blood up to 500 feet 
away. 
Active Boon:  When you hit an enemy 
with a melee attack, you can use a 
bonus action and 1 ki point to taste the 
blood or magical essence of the 
creature and become empowered by 
it. For 1 minute you have +1 to attack 
and damage rolls made against that 
target.  
 
Beam Raptor 
This animal is a brutal scavenger that 
does well by working in a group. It 
balances its offensive capabilities with 
cunning tactics. 
Passive Boon: Using your reaction, you 
can grant 1 ally within 5 feet of you 
advantage on a melee attack roll.  
Active Boon: You can blast laser bolts 
from your kicks and punches using 1 ki 
point. Anytime you would be able to 
make an unarmed strike, you can 
instead attack with this bolt. This is a 
ranged attack with a range of 60/120, 
the bolt’s fire damage is equal to you 
unarmed strikes, and you are 
proficient with the attack.  
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Eagle 
This animal represents the freedom 
the sky provides. Seeing the battlefield 
from a higher perspective grants 
unique opportunities for attacking 
from afar.  
Passive Boon: You can use your action 
to wreath yourself in spiritual energy. 
For 1 minute, you gain a flying speed 
equal to your base speed. You must 
finish a long rest before you can use 
this ability again.   

Active Boon: When you attack with 
your ranged monk weapon, you can 
use 1 ki point and a bonus action to 
make an additional attack with the 
same weapon. This cannot be used 
with a weapon that has the loading 
property or has an empty clip.  
 
Cobra 
This animal represents the brash 
power of the individual. Its strength 
comes from a mix of precise strikes 
and quick thinking.  
Passive Boon: You gain advantage on 
Initiative rolls.  
Active Boon: When you take the attack  
            action on your turn, you can  
         bolster an attack with poison  
     energy. Make a melee attack roll, on 
a hit, you can use a bonus action and 1 
ki point to add poison damage equal to 
an unarmed strike to the attack.  
 
Hold Your Ground 

 
By 6th level you have become used so 
used to fighting multiple opponents at 
once that you prefer it that way. If 
there are 2 or more enemies (or a 
single swarm) within 5 feet of you, you 
have advantage on melee attacks 
against those targets. You can use this 
feature a number of times equal to 
your Wisdom modifier before finishing 
a long rest.  
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Cellulinesis 

 
At 6th level, you’ve magically adapted 
some ideas from the advanced 
technology around you. By touching 
and concentrating on a willing 
creature for 1 minute, you can 
memorize their brainwave pattern and 
create a telekinetic link between both 
your minds. You can then spend 2 ki 
points to speak telepathically with 
them for up to 1 minute. If they are on 
another plane of existence or in 
another time, the cost is an additional 
2 ki points. If they cannot be reached, 
by too few ki points being spent or 
otherwise, you simply hear a dull tone 
for 3 seconds. You can have up to 5 
creature imprints memorized at a 
time.  
 
Tank Cop 

 
By 11th level, you’ve broken past the 
boundaries of what your body if 
physically capable of. You count as 
one size larger when determining the 
weight you can carry, lift, and move. 
Additionally, if using a large 
improvised weapon, it gains the 
versatile property and deals 1d6 (1d8) 
damage. The damage type is 
determined by the type of object being 
used as a weapon. 
 
 
 
 

Hacked Health 

 
By 11th level, you can shrug off death 
like it was a minor nuisance. When you 
fall to 0 hit points, but are not killed 
outright, you can burst back to action 
and heal 1 hit dice for every 3 ki points 
you spend on this action. You must 
finish a long rest before using this 
feature again.  
 
Impossible Resistance 

 
At 17th level your body has adjusted to 
the extreme environments you often 
find yourself in. By using a bonus 
action and 4 ki points, you can brace 
yourself to survive without harm in 
extremely deadly environments, such 
as a lava stream or in the vacuum 
space, for 1 minute. This only applies 
to natural environmental effects and 
does not protect you against attacks 
directed at you.  

For example: Being in a volcano 
while using this feature would not 
damage you. A lava monster attacking 
you would still damage you normally. 

In addition, when you reach this level, 
you no longer need to breathe air.  
 
Blinding Fury 

 
By 17th level, you’ve become a master 
of combat and can put yourself in a 
trancelike pose, allowing you to attack 
faster than the eye can see. When you 
take the attack action, you can spend 2 
ki point and a bonus action to activate 
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this ability and make a hyper speed 
melee attack against a target within 15 
feet of you. You can then spend 
another 2 ki points to make an 
additional melee attack against a 
different target within the same range. 
You can continue to make these 
attacks as long as you have the 
required ki points and do not attack 
the same target twice on your turn. 
The targets all must be within 15 feet 
of the location you were when you 
started this ability. Once you use this 
feature, you must finish a short rest 
before you can use it again.  
 
Author’s Note 

 
This class is intended only for comedic 
purposes. It has not been properly 
balanced and will likely not appear in 

official Lasers & Liches material. It is 
heavily inspired by the Laser Unicorns 
film, Kung Fury; for which they hold all 
rights. The content of this class, 
including images, is owned by Lases & 
Liches LLC, All Rights Reserved, 
Copyright 2018-2019.  
OGL content is in Bold Red. 
 
More? 

 
If you like this class, you can find much 
more content like it at 
LasersAndLiches.com. We have over 
200 pages of neon-fueled free 
playable content waiting to bust a 
move into your game.  
 
Art: @LluisAbadias 
 
Design: @Snickelsox  

https://www.lasersandliches.com
https://www.drivethrurpg.com
https://www.drivethrurpg.com
https://twitter.com
https://twitter.com
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Permission to copy, modify and distribute the files collectively known as the System Reference Document 5.1 (“SRD5”) is granted solely through 

the use of the Open Gaming License, Version 1.0a. This material is being released using the Open Gaming License Version 1.0a and you should 

read and understand the terms of that License before using this material. 

The text of the Open Gaming License itself is not Open Game Content. Instructions on using the License are provided within the License itself. 

The following items are designated Product Identity, as defined in Section 1(e) of the Open Game License Version 1.0a, and are subject to the 

Conditions set forth in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D, Player’s Handbook, Dungeon Master, 

Monster Manual, d20 System, Wizards of the Coast, d20 (when used as a trademark), Forgotten Realms, Faerûn, proper names (including those 

used in the names of Spells or items), places, Underdark, Red Wizard of Thay, the City of Union, Heroic Domains of Ysgard, EverChanging 

Chaos of Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of Hades, Bleak 

Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia, 

Seven Mounting Heavens of Celestia, Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian Glades of 

Arborea, Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, Beholder, gauth, Carrion 

Crawler, tanar’ri, baatezu, Displacer Beast, Githyanki, Githzerai, Mind Flayer, illithid, Umber Hulk, Yuan-ti. 

All of the rest of the SRD5 is Open Game Content as described in Section 1(d) of the License. The terms of the Open Gaming License Version 

1.0a are as follows: 

OPEN GAME License Version 1.0a The following text is the property of Wizards of the Coast, LLC. and is Copyright 2000 Wizards of the 

Coast, Inc ("Wizards"). All Rights Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Der ivative 

Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, 

modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 

recast, transformed or adapted; (c) "Distribute" means to reproduce, License, rent, lease, sell, broadcast, publicly display, transmit or otherwise 

distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such 

content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open 

Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, 

but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including 

trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, 

depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations;  names and 

descriptions of characters, Spells, enchantments, personalities, teams, personas, likenesses and Special abilities; places, locations, environments, 

creatures, Equipment, magical or supernatural Abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 

trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the OPEN Game Content; 

(f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to Identify itself or its products or the 

associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 

format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of 

this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 

under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 

subtracted from this License except as described by the License itself. No other terms or Conditions may be applied to any Open Game Content 

distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.  

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 

nonexclusive License with the exact terms of this License to Use, the Open Game Content.  

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 

Contributions are Your original Creation and/or You have sufficient rights to grant the rights conveyed by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 

NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the 

copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.  

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed 

in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-

adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 

licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in 

Open Game Content does not constitute a Challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open 

Game Content shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 

Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 

this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.  

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.  

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 

written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 

Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.  

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days 

of becoming aware of the breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 

make it enforceable. 

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System Reference Document 5.1 Copyright 

2016, Wizards of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. 

Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave Arneson.  


