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INTRODUCTION

INTRODUCTION

eats are an innovation in the d20 system,
Fbreaking down some of the old class

characteristics into special abilities that any
character with the right qualifications can learn.
They represent a person’s capacity for great
accomplishments and are one of the most powerful
tools for customising a character. Fighters are no
longer a tired hack-and-slashing stereotype and
wizards are not restricted to the strict formulae of
spell descriptions. With a careful acquisition of
feats, the fighter can become a force to be reckoned
with in mounted combat or a canny combatant that
takes any advantage on the battlefield, while a
wizard can learn to make create magic items or opt
to manipulate the parameters of his spells.

A feat alters the way a character functions. The
strongest barbarian will not deal the same amount
of damage as a weaker one who knows Power Attack
and Weapon Focus, and whose rage may last longer
and give greater benefits. In the same way, the most
dextrous rogue cannot position himself in the
battlefield as advantageously as one with the
Dodge and Mobility feats, not to mention one who
knows new and creative ways in which to use his
sneak attacks. Feats introduce variants and

for a player to come closer to the concept he had in

mind when creating it. / N

ULTIMATE COLLECTIO;

Ultimate Feats, is the second Supplementary ~
Rulebook of the Ultimate Series, compilin
the best feats available. Designed to be
slotted into any fantasy-based d20 g
well as a smattering of feats for more
settings, these sourcebooks offer the/ best
that has appeared in terms of rules ;{nd opt
fantasy d20 games, as well as new / tenaI
be easily mcluded in any campal
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innovation to the characters’ features and a chance A \‘;

ULTIMATE FEATS,

The primary purpose of this Supplementary
Rulebook is to present players and Games Masters
alike with a selection of the best feats for any kind
of character, for any purpose. These feats are drawn
from the best Mongoose Publishing has printed in
the past year, but also includes Open Game Content
material from the Core Rulebooks, many other
sources and brand new material you will not find
anywhere else. From exotic combat training to the
ability to cast spells in new ways, the feats cover a
wide range of functions and are classified into
broad categories for ease of use. Such classification
is not absolute, as many feats cross the boundaries
between kinds of tasks, adding new dimensions to.
characters’ abilities and capabilities, regardless of
their career choices.

Players will find new areas for their characters to
specialise, fine-tuning existing abilities or gaining
entirely new ones. Games Masters will find a
treasure trove of feats to spice up their campaigns,
including unique skill paths and ways to make
encounters if not tougher, at least more interesting,
by equipping Non-Player Characters and monsters
wu.h somé«)f these feats.
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USING FEATS

As the dictionary definition states, a feat lets a
character exceed his limits and perform a... well... a
feat of extraordinary ability. The number

of feats included in the Core Rulebooks

pointed the way for others to devise

their own, as the mechanic itself is N

fairly simple: a character receives a feat

at character creation to differentiate him

from others from his class, and gains more N
as he grows in experience. Some races
receive more feats than others, and some
classes’ features are nothing but feats.

Players can use feats to narrow the paths of
expertise they want their characters to follow. A
spellcaster may spend all his available feats in
metamagic, which allow him to bend the rules of
spellcasting to fit his needs. Other characters may
opt to enhance their skills, saving throws or any
other feature upon the character sheet so that they
can deal with some situations better than the
average person. Whatever the player’s idea of his
character is, he can find feats that will help him
make the character into that shape, like well-aimed
chisel blows that will define the fine features in a
sculpture, once the general shape (race and class) is
decided.

This book classifies feats in twelve broad categories
depending on the purpose they serve, though some
of them overlap a little.

Feats of the Arcane

are all those special abilities that let arcane
spellcasters increase their power, or grant them new
sources of power. Included here are specific
metamagic feats that are only available to arcane
spellcasters.

Feuis o{ APms,

as the name implies, includes all the special
abilities that influence violent conflict, from the
training necessary to wield weapons, don armour
and ways to do it better, to special offensive and
defensive moves the character can perform during
an encounter.

Feats of Blood

are race-specific feats, solely available to members
of a particular race, that enhance or diminish
features of their blood.
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. " 7/ Feats of Cruﬁinq

are all those feats concerned with the creation of
magical items.

Feats of the Divine

comprises those feats aimed at divine spellcasters,
whether clerics, druids or paladins.

Feais o{ ”‘le M incl

stand on their own as ways to expand
capabilities, from a more accurate ¢
powers and forging psionic items I,O/sp
unique to those who use the powet of thy
also includes those item creatiop \feats
for the creation of psionic item/f:\

Feats of the Monstrous \ N

. Ve A\
comprises those feats that are aimed at dreatures, as
opposed to player characters or Non- lﬂayer
Characters. -

Feats of Power " i

are metamagic feats, excepting thosd that are solely
available to arcane, or divine castersl The chapter
therefore contains the more general metamagic
feats, available to any spellcaster.

Feats of skill

is a catch-all chapter, containing all those feats not
specifically found in one of the others, most
noticeably feats intended to improve skills or non-
specific spellcasting abilities of a character.

\abllntie% or the stealth an\d

Wb ok Lear

Feais o{ Sonq cmcl Stealth

nses thesfeats a ed at bards or rogue-type
aracters, whe I'(ert vmg of a bard’s song
t11|ty of a rogue.

In the d20 system, a feat is a special ability
intended to give the character additional
capabilities beyond the basics set in the character’s
race and class. They are different from skills, as
those are specifics areas of knowledge or ability and
specific actions that the character knows by
learning, practice or talent. A character can devote
time and effort to a skill and become very good at it
but his actions are limited to what the skill was
defined to do. Feats, on the other hand, are things
the character does that go beyond normal learning.
They can also come from training and talent, but
these are rarer expressions of skill and talent, like a
spark of genius that permits the character to do
things nobody with the same level of skill is able to
do.

All fighters know how to fight defensively but only
one with the Expertise feat knows how to control
that defence to suit his
purposes. A 6" level rogue can
only add up to nine plus his
Dexterity modifier to a Pick
Pocket check, but a rogue of the
same level gets to add two more
| thanks to his Skill Focus (pick

"| pocket) feat. A strong barbarian
& can punch his opponents silly

| with his great Strength but a

| Strike will not elicit a pre-
| emptive attack of opportunity.

{ As a general rule, a feat is a

| permit for the players to bend —

{ or even break — the rules of the

W 2ame, mess with the numbers
NN\ and give their characters the
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ability to do things they normally would not be
able to do.

When creating feats, it is easy to go overboard and

make one that is extremely specific. Certain effects
should not require feats; If an archer wishes to pi
an opponent’s cloak to a nearby wooden w.
Games Master should not require a Cloak Pinni

feat, but merely penalise the character’s attack roll.

Following the definition in the previous paragrap
a character with Precise Shot should be able to
shoot that pinning shot with little extra effort. That
other feat already allows him to do extremely
accurate shooting without needing to waste another
feat just so he can make holes in someone else’s
clothes.

THE LIMITS OF FEATS

Feats are not magical powers. At least, most of them
are not.

Feats are not a player’s weapons to screw with a
Games Master’s plan. Neither are they Games
Master tools to ruin a character’s life.

Feats allow a character to do things he would not be
able to do, rather than things that he should not be
able to do. No feat should allow a good cleric to
spontaneously cast inflict spells, nor a paladin to
stray from his lawful good alignment.

A feat is something the character could learn to do,
and this is both the easiest and the most difficult
area to define when creating feats. There is no
reliable way to measure the game balance of a feat,
as its effects may not be numeric at all (any Item
Creation feat), do not apply directly (Mounted
Combat) or have their own rules subset to define
their effect (Leadership). As acquiring a feat lets a
character get away with whatever it allows him to
for the rest of his life, the Games Master should be
very careful while allowing players to pick up new
feats. Even the feats from the core rulebooks can
have subtle but significant effects on the game. A
Games Master can no longer incapacitate a sorcerer
with a silence spell after he acquires Silent Spell, for
example.

The easy way to limit feats is through their
prerequisites. Common sense is the best tool for
defining what the character needs to comply with to
select a feat. As feats are extraordinary things a
character can do, it is perfectly feasible that he can
perform such feats if he is extraordinarily talented

*‘faster and niiore accufatel

to begin with, as is the case of prerequisites that
requlre him to have/a n}tmmm*n score in an ability.

imiting factors are the char ter’s path of
icated ab;I‘ftt s, this means that

ter needs to know in
I Mmm ene'ﬁfeat The
' ats are a perfedt examplé of

ire that the archer i "u' j
0 % lpt}lJ ; _a

by requiring spellcaster levels.
seven out of eleven core classes

do not say those other classes ca 'ogselact
feat, only that they must work har ?fg:‘ it. /,

Then there are the feats that requirg no pye equisite.
These are commonly the base of a en\t ain (such
as Power Attack), or one-time o something
on the character sheet. Among extraordinary deeds,
the feats with no prerequisites are the simplest to
achieve.

PROGRESSION
PLANNING

Flipping through this volume can excite everyone
about all the new abilities one can add to a
character. There is a big downer, however, in the
fact that a character, when not taking the class into
account, only gets six feats in his whole
adventuring career. Even a 20" level character,
able to down opponents with a single blow and
bend the laws of the universe to his will only gets
six feats as a character — seven if he is human.
Classes such as the fighter, wizard and rogue give
characters additional feats along the way, with the
first two restricted to combat or magic-related feats.
Classes such as the monk or druid frankly do not
need any more abilities, while the sorcerer and the
ranger could do with a couple more.

This requires care in the selection of feats and
possibly some future planning. It takes a lot of time
and effort to get a character up to 12" level, and he
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’I will only have four feats (five if human). A 12®
level fighter will, of course, have seven additional
feats but, considering he does not have much else, it
is a fair trade. If you like a feat, take a long and
careful look at its prerequisites and what it is a
prerequisite of. Long feat trees are mostly combat
abilities and thus only fighters can follow them
along with their extensive feat repertoire.

This is something to consider when creating new
feats. If they have too many prerequisite feats,
nobody will be able to get to them unless they
dedicate their entire lives towards that goal,
limiting their options down a very narrow path,
which is somehow contrary to the whole idea of
feats as a tool to personalise the character.

A

i \\\\i'
\ Raugs

=N
.“llu o

KINDS OF FEATS

System-wise, feats can be classified in gross
categories. ‘Gross’ meaning that they are not
entirely accurate or exclusive, and not even
complete. As people think of new fighting styles,
abilities or see some rule ripe for bending, new feats
are bound to fall out of any category.

Enhancement Feats: These feats add bonuses to
dice rolls, be they saving throws (Iron Will, Great
Fortitude, Lightning Reflexes), attack (Weapon
Focus) or damage (Weapon Specialisation) rolls and
skill checks (Alertness, Skill Focus). They can also
add a bonus to other non-random values such as
Armour Class (Dodge) or the DC of a spell’s saving,.
throw (Spell Focus). These feats are simple and
often do not require much in the way of
prerequisites. Some, such as Power Attack and
Expertise, add a bonus by subtracting from another
value.

Booster Feats: What these feats achieve is what
enhancement feats fall short of — they help a
character to better themselves at something they
can already do. Most of the Metamagic feats fall
into this category, as they let a spellcaster cast a
better spell at the expense of an increased level.
Other booster feats are Extra Turning, which lets
clerics and paladins turn undead more often, while
Run increases a character’s running speed and
Spirited Charge increases the damage of the
mounted charge combat action.

Rule-bending Feats: This is a very broad category
and fun as hell to enact. These feats give the
character permission to do something that is
forbidden for other characters. They let a character
throw his weight against an opponent or strike at its
weapon without provoking an attack of opportunity
(Improved Bull Rush and Sunder), let him move,
attack and move again (Spring Attack or Ride-by
Attack), cast a spell without performing the gestures

4 (Still Spell), use two weapons without all the
) penalties (Ambidexterity and/or Two-Weapons

Fighting), let him use his Dexterity instead of his
Strength when using a certain weapon (Weapon
Finesse), etc. They take one of the system’s basic
rules and create exceptions as the character with

_4 such a feat is, by definition, exceptional.

j New Ability: There are limits to what a character

can not only do, but even know how to do. Some
feats poke holes on those limits, granting the
character an ability he did not have before instead
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of making him better at one he had already. The
character may know how to handle a unusual
weapon (Exotic Weapon Proficiency), create a
magical item (all of the Item Creation feats), knock
arrows out of the air (Deflect Arrows), attack
everyone next to him (Whirlwind Attack) or reliably
follow a trail (Track). These feats have their own
rule set to explain what the character can do after
acquiring the feat or they may simply remove
penalties imposed.

Class Ability: A feat like this can be dangerous for
game balance, for it will grant a character one of the
abilities of another class. The core feats do not
include any for good reason: it is unfair for
characters who took that other class as their ability
is no longer unique. Some classes, such as the
monk and the ranger, get some feats for free (Track
and Improved Unarmed Strike respectively, among
others), but this is only because it makes sense for
the classes to have those abilities, and it makes as
much sense those other characters may know how to
do them, which is why the abilities were made into
feats and not restricted to class features.

FEAT TYPES

The rules divide the feats in clear and identifiable
types depending on what effect they have on rules.
They are different from the categories outlined
above in that, well, they are part of the rules and
not the result of observation. The types also define
who is able to take the feat in the first place, and
each group has special rules that govern how every
feat of that type works. The type is listed between
parentheses next to the feat name.

General: Anyone who complies with the
prerequisite can take a general feat. They are
abilities that can be learned through practice as well
as natural talents and there are no common rules
that dictate how they work. A character can take a
general feat with the slots he gains every three
levels, regardless of class.

Metamagic: These feats allow spellcasters to mess
around with how their magic works. Depending on
the severity or the change, a spell is cast as if it was
of a higher level in order to preserve game balance.
Any spellcaster can take a metamagic feat, although
there are special restrictions here and there (a bard
can never take Silent Spell, for example).

Psionic: Any special ability that involves psionic
power points and is not a manifestable power or a

psychic combat mode is a psionic feat. They are
simple abilities that change how a psionic character
uses his talent. Many of these feats require that the
character must have a constant pool of remaining
power points or they cease to function. The more
useful the ability is, the more points the character
must leave unspent if he wants to keep enjoying its
benefits.

Metapsionic: Like metamagic feats, their
metapsionic counterparts allow the character to
change the parameters of a psionic power. The
power takes more power points to manifest instead
of becoming a higher level power but it is basically
the same game balance philosophy. .

Item Creation: If a character wants to become a
crafter of mystical items, this is the way to go. Item
Creation consists of Craft skill checks and the
expenditure of a lot of money and experience
points. Each kind of item has its own creation rules
but they all have in common the fact that the cost in
experience is 1/25 that of the final price in gold.
Note that regardless of the method used (arcane or
divine magic, or psionics), creating an item with
supernatural properties is always the territory of
Item Creation feats.

Special: This category is meant for those rare feats
that are available only to a certain class, by virtue
that they affect a class ability or are logical paths
only a member of that class could take, but is not
forced to. It is a tricky type, as some of the feats
could easily be general feats if a prestige class
could possibly take it. Whether a feat is general or
special depends a lot on perspective. A feat could
still be restricted to a certain class by adding a class
feature to the prerequisites (such as barbarian rage
or bardic music). Special feats require a particular
class, and prestige classes with similar abilities do
not count.

Fighter Feats: These are not strict types per se, but
merely designators. Feats with the (Fighter)
designator are actually general feats. However, they
may be chosen by a fighter character as one of his
bonus feats.
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b
FEATS OF THE
ARCANE

eats of the Arcane presents those feats most
suited for the practitioners of the arcane arts:

wizards, sorcerers and bards. Collected here
are the feats specifically noted or intended for
arcane spellcasters, including metamagic feats
usable only by an arcane spellcaster.

Absolute Auﬂmrihj (General)

Your will is so strong that even when those under
your control would be able to free their minds, you
can force them to obey you.

Prerequisites: Ability to cast enchantment spells
of 3" level, Chal4+.

Benefit: When a subject under the effects of one
of your charm — or compulsion — designator spells
would normally be released because of a condition
of that spell or an outside influence trying to break
the spell, you may make a Charisma check (DC 15
+ level of the spell).

If successful, you force the subject back under
control. This attempt can be made only once.
Whether it succeeds or not, this check can not be
tried a second time if conditions allow the subject
a second chance of escape.

This feat does not allow you to force a subject
back under control if the condition that frees him
is the end of the spell’s duration. Similarly, use of
this feat does not extend the duration of any spell
beyond its usual limit.

Normal: A spellcaster cannot resist the breaking
of one of his spells beyond the caster level check
initiated by a dispel magic attempt. "

Absorb Spe" (Mefamaqic)

You can absorb magical energy and use it to power
your own spells. This is one of the most powerful,
and most dangerous, abilities a sorcerer or bard
can learn. It is the ability to take pure eldritch
power and reshape it, bending it to your will in a
way no bookbound wizard could ever truly
understand.

Prerequisites: Must be able to cast arcane spells
without preparation, Bloodburn, Cha 17+.

Benefit: When a character with this feat is struck
by a spell, he may choose to forgo any saving
throw and attempt to absorb the
spell instead. If he is successful,
a spell slot at least one level
lower than the spell that was
absorbed is replenished. In other
words, one spell slot that the
sorcerer has already cast that day
_ is once again available as if he

had not cast it. This feat cannot be used if
there are no empty spell slots to hold the
magical energy.

Once the character is struck by the spell he is
trying to absorb, he must make a Will save
against a DC of 15 + 2 per level of the spell.
If he succeeds, he absorbs the spell and must
immediately decide which slot is
replenished. If he fails, he is subject to the
full effect of the spell, plus an additional 1d6
points of subdual damage per spell level.

A natural 1 on the Will save for Absorb Spell
always fails.
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The level of the spell to be absorbed is calculated
including any metamagic feats used. Thus, a
maximised fireball spell is considered to be a 5*
level spell for this purpose, including the DC of
the Will save and the damage'dealt on a failed
save. -

o
Spells that allow no save, or have the harmless,
designator under their saving throw entry may not
be absorbed.

For example: Tharg the half-orc sorcerer has cast
two 3™ level spells so far today. He is then struck
by a 4" level spell, which he succesfully absorbs.
The energy replenishes one 3 level slot, in effect
allowing him to cast an additional 3" level spell.
If he had no empty 3" level slots, the energy could
replenish a 2 or I* level spell. If he had cast no
spells of less than 4" level that day, he could not
use this feat.

A(]epf Maslerq (Gerleral)

You are talented at mastering the intricacies of
spells you cast.

Prerequisites: Int 17+, Spell Mastery.

Benefit: You may double the number of spells you
master every time you choose the Spell Mastery
ability.

Normal: Without this feat you would only gain a
number of mastered spells equal to your
Intelligence modifier.

Arcane Armour Dro{icienc:; (Hecwq)
(General)

You may cast arcane spells while wearing the
heaviest armours, such as splint mail or full plate.
There is still a chance the armour interferes with
your abilities but you are much more adept at
avoiding spell failure than untrained mages.

Prerequisites: Armour Proficiency (Heavy),
Arcane Armour Proficiency (Medium).

Benefit: While wearing armour, you may opt to
cast a spell as a full-round action rather than a
standard one. You carefully concentrate in order
to complete your spell, reducing the arcane spell
failure chance of any armour by 30%, to a
minimum of 5%. This reduction is not cumulative
with the reductions gained from Arcane Armour
Proficiency (Light) and Arcane Armour Proficiency

/ﬂmmgh

(Medium) — you may only apply the best
reduction. i
4 /

u"r ﬁo{ic}é}cq (Light)

(4]
gé':s. B)gcareﬁ;%
ic. components of yo
e physical )

cor leteaspell Whlle {

standard one. You carefu![y con

to complete your spell, reducing the argane

failure chance of any light armou 1

minimum of 5%. This feat does not aff -

arcane failure chance for medium qr vy ur.
Q /

Arcane Armour DI’O{ICIel‘l y h.,

-
(Mecllum) (General)
With intensive training and practife, y6u slowly
adjust to wearing heavier armour While casting
spells.

Prerequisites: Armour Proficiency (Medium),
Arcane Armour Proficiency (Light).

Benefit: While wearing armour, you may opt to
cast a spell as a full-round action rather than a
standard one. You carefully concentrate in order
to complete your spell, reducing the arcane spell
failure chance of any light or medium armour by
20%, to a minimum of 5%. This reduction is not
cumulative with the reduction gained from Arcane
Armour Proficiency (Light) — you may only apply
the best reduction. This feat does not affect the
arcane failure chance for heavy armour.

AI‘CCII'IG Senses (GQBGPCID

You have developed your awareness far beyond
the mundane senses. You can feel the presence of
magic and other arcane effects without the aid of
magic.

Prerequisites: Arcane caster level 10th+, Spell
Focus (divination).
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Benefit: As a free action, you may cast one of the
following three spells: detect magic, detect
undead, or detect chaos/evil/good/law. You may
only gain the benefit of one of these spells at any
given moment, though you may choose to
terminate one effect to activate another. Treat
each effect as an arcane spell cast at your arcane
caster level. There is no limit to the number of
times you may use this ability per day.

Arcane Shield Dvoficiencq (General)

While other wizards or sorcerers fumble through
their spells while carrying a shield, you are able to
handle one without disrupting your magic. You
may gain the benefits of a shield and cast spells
without fear of arcane spell failure.

Prerequisites: Shield Proficiency.

Benefit: While carrying a shield, reduce its arcane
spell failure chance by 5%. You gain the Armour
Class bonus offered by a shield at all times, even
while casting spells.

Arcane Unc!ersiundinq (Wiza PCl)

Allows a wizard to increase the number of spells
learned automatically at each new level.

Prerequisites: 5 or more ranks in Knowledge
(arcana), Int 16+,

10

Benefit: For each level gained, you can add a
number of spells to your spellbook equal to your
Intelligence modifier.

Normal: At each level, the wizard gains two
spells of any level that can be added to his or her
spellbook. '

Augment lllusion (Metamagic)

You have the ability to add sensual qualities to
spells that do not usually have them.

Prerequisites: Spell Focus (illusion).

Benefit: This feat allows you to add one or more .
of the following sensual qualities to an illusion:
audible, olfactory (which includes taste), heat
(restricted to mimicking between 40 to 90 degrees
F), or visual. An augmented illusion uses up a

spell slot one level higher than the spell’s actual
level for each sensual quality added.

Beloved Master (General)

Those you control through your enchantment
spells are so dedicated to you, they will put
themselves in harm’s way to keep you safe.

Prerequisites: Ability to cast arcane spells of 2
level, Cha 12+, Spell Focus (enchantment).

Benefit: As long as you have at least one being
under the effects of one of your charm — or
compulsion — designator spells within melee range
of you, you gain the effects of half cover (+4 to
Armour Class, +2 to Reflex saves).

Damage taken while providing this bonus to you
does not offer the charmed subjects a chance to
overcome your spell, regardless of the conditions
of their enchantment.

Biq Fami'iar (General)

You can take a larger animal, vermin or beast as a
familiar.

Prerequisites: The ability to summon a familiar.

Benefit: You can bind an animal, beast or vermin
of medium size or smaller to be your familiar. The
familiar ceremony works just as described in the
class description, except that the creature is not
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actually summoned and must be present and in
your power (charmed, tamed or captured) and of a
Challenge Rating equal to or lower than half your
character level. Once bound, the new familiar
becomes loyal to you, and gains all the benefits of
a normal familiar, except that it has no species-
specific familiar ability; it does not grant you any
bonuses beyond those common to all familiars.

Special: This feat can be taken multiple times,
and stacks with itself. For each additional time it
is taken, the maximum size of your familiar is
increased by one category, from medium to large,
to huge, and so on. '

You must dismiss any familiar you currently have
before binding a new one and you cannot bind a
new familiar until a year and a day has passed
since your last familiar was killed or dismissed.

For example: Bainard the 1" level gnome
illusionist wishes to use this feat to bind a dire
badger as his familiar, figuring he can ride it into
battle. However, since dire badgers have a
challenge rating of two, he can’t do this until he
attains the fourth level. He decided not to bind
any familiar at first level, since that would force
him to wait a year and a day for his badger, once
he attained fourth level.

Bloodburn (Me’ramaqic)

You may cast spells at a higher level than your
caster level.

uses the Bloodburn feat to increase his caster
level by 3. The fireball is cast as if he were a 9"
level sorcerer and he takes 3d6 points of damage.

Prerequisites: Must be able to cast arcane spells

without preparation. Bloodcasting (Metamagic)
‘ _ You are able to exceed your daily allotment of

Benefit: A wizard summons power from outside spells by sacrificing your Constitution.
himself, binds it with ritual and then releases it.
Sorcerers and bards, however, draw power into Prerequisites: The ability to cast arcane spells of
themselves, focusing it into a spell at the time it is at least 3" level.
called. This dynamic drawing and shaping of
power allows such casters to sometimes.increase Benefit: You are able to cast one more spell of up
the potency of a spell, though at some risk. to the highest level you know. This spell does not

_ _ ‘ have to be prepared (if you are a wizard).
Using this feat, a spontaneous caster can increase Immediately after casting this spell, you suffer 1d4
his effective casting level when casting a spell, temporary points of Constitution damage. This
adding up to his Charisma bonus in lf_’\’e]s- When feat may be used as many times a day as you wish
he does so, however, he takes 1d6 points of but the Constitution damage is suffered with each
damage per effective caster level increase. use.

For example: Tharg, a 6" level sorcerer, is facing
down a white dragon. His comrades are badly
wounded and he knows he has to kill it now or
die. He begins to unleash his fireball spell but

11
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" ¥ Cac'averous Familiur (GeneraD C"mnnel qu y (Genem')

You can take an undead creature as a familiar. When castm ‘épel you focus your
' conc qtratm%lq tremendous burst of
[Blood spurts from\k “nostrils and ears, as
and body to shape

Prerequisites: The ability to summon a familiar,
ability to cast the animate dead spell.

Benefit: With this feat, the familiar ritualis "y gt spe erful, the strain
performed on the animated skeleton or zombie of/n’,“'f ' ' '
type of animal that can normally becomea =

familiar. The familiar ceremony works nopially, quisites: Power Su "

except that the creature is not actually sagumon : : : \

and must be present and under your gpntrol. ; e ing an arcat 11, you may

. SEWL N 1t poi temporary

A skeletal or zombie familiar is just as point of

as any other familiar. You still uh Tn :

associated with that type of (liv, . your spe by two al\d gain a +2 bonus to your

undead creature, the cadaveroys famiti caster level check to defeat any spell resistance

turned or rebuked, but remember thatits Hit Di your incantation faces. You may use this feat once

is equal to your level 4 per week. The DC bonus granted by this ability
stacks with feats such as Spell Focus.

Special: If your regular familiar is slaia/you can

recover the lost experience pointg by r¢animating 7 .

it and using this feat. If a cadavgrous familiar is Commanclmq Vmce (Ge"el'ﬂl)

destroyed, you can merely replage any damaged Your voice carries with it some subtle

parts and reanimate the remains, \w_ out losing enchantment magic of its own. When you speak

any Experience Points in the proces§ You must to a being in a language it understands, you can

dismiss any familiar you currently have before exert influence through sheer force of will.

binding a new one but need not wait a year and a

day to bind a cadaverous familiar. Prerequisites: Ability to cast enchantment spells
of either arcane or divine type, Cha 16+, Iron Will

Note: If you have the Big Familiar feat as well, or Spell Focus (enchantment).

you can bind any type of skeleton or zombie of

the appropriate size. Your Games Master may let Benefit: By speaking to a creature as a standard

you apply this feat to an infernal companion or action, you can affect it as if casting the spell

similar pet. command (your character level equals the caster
level). This ability can affect any target the spell
command normally could and does not provoke an

COSi on “"9 Run (General) attack of opportunity. You can use Commanding

You can keep your wits about you and focus your Voice 3 times a day.

magic even while running from your enemy or

moving to attack. Much like a skirmisher, you

cast spells without interrupting your movement. Compe"inq CGS*GP (Ge"eml)

Your will and inspiration are strong enough to

Prerequisites: Combat Casting, Dodge, Mobility. overcome magical defences.

Benefit: When using a standard action to cast a Prerequisites: Cha 17+, Spell Penetration, arcane
spell, you may move before and after casting your spellcaster level 1+.

spell, rather than using a move-equivalent action

to move before or after casting your spell. The Benefit: When attempting to counter or dispel a
total distance you move may not exceed your magical effect or attempting to penetrate a target’s

spell resistance, you can add your Charisma

current speed.
modifier to your caster check.

Normal: A caster check is a d20 plus the
character’s caster level only.

12
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Compressed Spell (Metamagic)
You are able to reduce the area of effect of a spell
in order to increase its damage.

Prerequisites: Arcane spellcaster level 1+,
Spellcrafting 8 ranks.

Benefit: You are able to reduce the radius of a
spell’s area of effect by five foot to increase its
damage by two dice. Spells affected by this feat
use up a spell slot two levels higher than the
spell’s actual level. Only spells with a radius
listed in the area of effect can benefit from this
spell.

Cou nferspe" Qiposle (Meia maqic)

You can attack instantly following a successful
counterspell.

Prerequisites: Arcane spellcaster level 1+.

Benefit: When you successfully perform a

counterspell action, you can then instantly cast Divine Blessinq (General)

another prepared spell in response. The spell o )
selected for a riposte must not have a casting time Your dedication and reverence for a deity allows
you to master a single divine spell. You may now

of greater than one action. The spell prepared for a
riposte uses up a slot two levels higher than the prepare and cast that spell as an arcane one.

spell’s actual level. .
Prerequisites: Arcane spellcaster level 1+.

Decepiive Cas*inq (Genera l) Benefit: Choose a single spell from the cleric or
You are able to fool rival spellcasters who attempt druid spell lists. You may add this incantation to
to counterspell you by using false somatic your books or your list of known spells. You can
components during casting. prepare and cast it as an arcane spell. You may

choose a divine spell whose level is up to one less
Prerequisites: Int 13+, Bluff skill. than the highest level arcane spell level you may

normally cast. You may only ever choose this feat
Benefit: Choose a number of spells equal to your once.

spellcasting-dependent ability modifier, with this

feat you may now use the Bluff skill to create false
(yet effective) somatics to fool counterspelling quon':lood Componeni

opponents. By doing this, you make a Spellcraft (Me'u maqic)

skill check against a Spellcraft check of your You use the power of your blood instead of using
opponent. If you succeed, the opponent believes material components.

that your spell is different from the one you are

casting and prepares the wrong counterspell. If Prerequisites: Dragon-Blooded feat, ability to
you fail, your opponent sees through your ruse cast arcane spells.

and prepares the correct spell (if possible).
Benefit: When casting a spell, you sacrifice part

Special: If you have 5 or more ranks in the Bluff of your own life to power a spell without the use of
skill, you gain a +2 synergy bonus to your material components. Spells whose material
Spellcraft check to fool a rival spellcaster’s components have negligible cost inflict 1 hit
counterspell attempt. point of damage per spell level when cast without

material components. Spells whose components

13
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have a listed cost inflict damage equal to 1/25 the
cost in gold pieces of the material. Spells with a
focus component inflict 3 points of damage per
spell level.

Normal: An arcane spellcaster needs material
components to cast his spells.

Special: Under the Games Master’s judgement,
sorcerers may select this feat without possessing
the Dragon-Blooded feat as a prerequisite.

Durable Maqic (Geneml)

Your spells are much harder to counter or destroy
than normal.

Prerequisites: Arcane spellcaster level 5+.

Benefit: When an opponent attempts to use dispel
magic or greater dispelling against a spell you
cast, including attempts to counterspell, you gain
a +2 bonus to your effective caster level when
determining if their caster level check overcomes
your arcane or divine spells. Your spells are
stronger than usual and resist attempts to cancel
them out.

Elclrih:l'n Defence (Genem')

You are able to survive otherwise deadly injuries
by supplementing your life force with arcane
energy.

14

Prerequisites: Arcane spellcaster level 3+.

Benefit: When an attack would reduce you to 0 or
fewer hit points, you can instantly expend one of
your spell slots for the day as a free action to
reduce the damage. You suffer one less hit point of
damage per spell level thus expended. You may
only do this once per day and cannot expend more
than one spell slot at a time,

Enchanter (General)

You possess a great deal of talent and innate
potential with enchantment spells. When
wielding this school of magic, you have an easier
time manipulating the abilities of your spells.

Prerequisites: Spell Focus (enchantment).

Benefits: When applying a metamagic feat to an
enchantment spell, you may reduce its level cost
by 1, to a minimum of 0 extra levels. This feat can
be applied only once to a given spell, regardless of
the number of metamagic feats used during the
spell’s preparation.

Normal: A metamagic feat has its full spell level
increase applied to a spell when it is used during
the spell’s preparation (or casting, in the case of
sorcerers).

Enemq I:OCI.IS (GEI'IGPCII)

Your spells are deadly against a particular race or
monster type.

Prerequisites: Must be able to cast arcane spells.

Benefit: When your spell affects your chosen

enemies, they suffer a —2 penalty to their saving

throws against your spells. You may choose this

feat multiple times, choosing a different monster

each time. You may not stack the benefits of this

feat by selecting the same monster more than once. |
You choose the enemy affected by this feat in the i
same manner as rangers choose a favoured enemy. |
Select any monster type from this list: aberrations,

animals, beasts, constructs, dragons, elementals,

fey, giants, magical beasts, oozes, plants,

shapechangers, undead, or vermin. You gain the

bonus against any creature from your selected

type. If you wish to gain this feat against outsiders

or humanoids, you must select a specific creature

type from those categories, such as human, elf,

slaad, demon, or hobgoblin.
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Enl\ancec] Dracorlic Blooc"ine Fumiliar Focus (Geneml)

(Special) You compensate for any lack in focus when

. : i developing your familiar.
You have mastered your unique heritage, gaining e

anextraordinary affinity for:spell magic. Prerequisites: Must be linked to a familiar.

Prerequisites: Draconic Bloodline, ability to cast Benefit: The abilities of your familiar are now

arcane spells without preparation (like a bard or based on your character level, not your class level.
sorcerer). ;

i inb Notes: Your Games Master may let you apply this
Benefit: If a bard or sorcgrer, you gf'nn G feat to a paladin’s mount, psicrystal or similar pet.
spells based on your Charisma modifier (see Core
Rulebook I). These spells are added to your
number of spells known; this feat does not Harrowi ng Mind (Geﬂe’al)
increase the number of spells you can cast per day. Your will is particularly strong and can have a

damaging effect on the minds of others when you
Normal: Bards and sorcerers are normally fixed cast your enchantment spells on them.

in their number of spells known per level.
Prerequisites: Iron Will or Spell Penetration,

Special: The bonus spells provided by this feat ability to cast feeblemind and any one spell with a
cannot be combined with the bonus spells Fear designator.

provided by any other feat (based on ability score)

other than Cantrip. Benefits: This feat can be chosen up to three times.
Each time, it stacks with itself. Normally, the

Familiar Developmeni (Geneml) effect of this feat is optional. If Harrowing Mind is
chosen three times, it becomes automatic,

You have put time and effort into developing your

familiar. When you cast a charm — or compulsion —
designator spell on a target or targets successfully,
spell inflicts 1 point of temporary Wisdom

s e . ol > iiraddition to its usual effect. This is from
peneﬂt: e -Famllwl;{ s_@ﬂr s;;;g.calcu teqas the vidlent mental nature of your control. There is
if you “"‘?l’f two levg e additional saving throw against this loss and

" S AN, - th point re: 24 hours after the end of
Special: This feat'canbe'lea ' s \\e spell tha -;mm

by %2 when d"f ‘ ‘ Harrowing Minm&’isdom damage to

abi]iffe’_é. a target more than once an hour (although the
damage may be more than 1 point if this feat is

|
Notes: Yo abp lafthi : !
; taken multiple times).
feat to.a pa iganio) b :

"lusion Focus (General)

You have gained mastery over the use of one form
of illusionism.

Prerequisites: Must be linked to a familiar.

b - Prerequisites: Spell Focus (illusion).
Prerequi ust ed to a familiar, arcane

spellcaster Ie\, 12+ Benefit: You add +5 to the DC for all saving

famili ; throws against spells versus one kind of the
Bepeﬁt. Your amllt‘ar‘c use all your feats, just following types of illusion: figment, glamour,
as it can ‘l;s/e your skills. pattemn, or phantasm.

Note: The DC bonus does not stack with Spell
Focus (illusion).

15
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” Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat it
applies to a new type of illusion.

Imbue llusion (Meiamaqic)

You can grant illusions you create the ability to
cast spells.

Prerequisites: Spell Focus (illusion).
Benefit: You can transfer some of your éyrent

prepared spells, along with the abili
them, to a figment, glamour, patte

illusion to cast the spell (free actign) or
trigger condition on the illusio ich

that triggers the illusion can b¢ general
specific and detailed as desired, but must bebase
on an audible, tactile, olfactory, or visual tfigger.

The trigger may not be based on so ality that
is not normally obvious to the senses, such as
alignment. An imbued illusion\fises up a spell slot
equal to the base level of the s;ﬁl ging affected

plus the total level of the spells Li@ ed into the
illusion.

Note: Only spells from the following schools can
be used by illusions: Abjuration, Conjuration and
Evocation.

|mprovec| War Wi zarc] Tacfics
(General)

Combining your studies of anatomy and
vivisection with a penetrating mental acuity, you
are able to injure your opponent by careful
placement of your attack rather than mere brute
force.

Prerequisites: Base attack bonus +5 or higher,
Knowledge (anatomy) skill, War Wizard Tactics.

Benefit: For the melee or ranged attack with
which you use your War Wizard Tactics feat, you
may use your Intelligence modifier in place of
your Strength modifier when determining the
damage done. This feat may not be used against
opponents who are immune to critical hits or who
are more than 30 feet away from you.

|mprovise Counferspe" (General)

You may cast a counterspell even if you are not
capable of casting the spell you wish to counter.

16

Prerequisites: Ability to cast arcane spells

witbom'lpreparétlior\\

/ \ I l/ -,—-_.__\w

Beneﬁ “This feat allows ajgorcerer to cast a
' peﬂ,w' eing able to cast the spell
ying4o ¢

a soree

iy _"ml
ba

Normal: A character may only attempt to counter
a spell by casting the same spell.

Insightful Caster (General)

Your great intuition helps you overpower magical
defences.

Prerequisites: Wis 17+, Spell Penetration, arcane
spellcaster level 1+.

Benefit: When attempting to counter or dispel a
magical effect or attempting to penetrate a target’s
spell resistance you can add your Wisdom
modifier to your caster check.

Normal: A caster check is 1d20 plus the
character’s caster level only.

Intuitive SPe" Knowledqe (Generul)

You are able to learn more spells.

Prerequisites: Ability to cast 1* level arcane
spells without preparation (like a bard or
sorcerer).

Benefit: You can learn one additional spell of any
level that you can cast.

Special: You can choose this feat multiple times
but may only learn one additional spell per spell
level.

ltem Lore (General)

Your knowledge of magic item creation allows
you to inspect an enchanted piece of equipment
and determine the nature of its magical abilities.
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Prerequisites: Any item creation feat, ability to
cast 3“ level arcane spells.

Benefit: If you possess the item creation feats
necessary to create an item, you may inspect that
item and determine its magical qualities without
the need for spells such as identify or analyse
dweomer. If you spend an hour doing nothing but
inspecting the item, you may make a Spellcraft
check with a DC of 20 + the item’s required caster
level. If your check succeeds, you learn the lowest
level, or least powerful, item feature that you do
not yet know about. You may use this feat once
per day per item. :

Known Spe"s Focus (Genem')

Choose one spontaneous spellcasting class. You
can learn more spells than normal for that class.

Prerequisites: Spontaneous spellcaster level 8+

Benefit: You may apply your bonus spells for the
chosen class (e.g. Charisma bonus in spells for
sorcerers and bards) to your list of spells known for
that class.

Normal: A spontaneous spellcasting class
without this feat may only apply their bonus spells
towards the number of spells they are allowed to
cast.

Special: You can gain this feat multiple times if
you have multiple spontaneous spellcasting
classes. Each time you take this feat, it applies to
a different class. This feat will not stack with any
other feat that would allow the same class to learn
additional spells.

Learned Metamagic (Metamagic)

Through hard work, study and dedication, you
have learned to combine your arcane knowledge
with your innate spellcasting ability, enabling you
to prepare certain metamagic spells.

Prerequisites: Ability to cast arcane spells
without preparation, Int 13+, Spellcraft (8 or more
ranks), Knowledge (arcana) (8 or more ranks), any
Metamagic feat.

Benefit: You can prepare metamagically-
enhanced versions of spells that you know exactly
like a wizard. Prepared metamagic spells take up a
spellcasting slot of the appropriate level (against a
bard or sorcerer’s spells per day) until cast, per the
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base spell and metamagic feat used to augment it.
This spell slot cannot be used to cast another spell
without wasting the prepared metamagic spell.
Only spells known by the bard or sorcerer can be
prepared in this fashion, and preparing a
metamagic spell takes a minimum amount of time
equal to 15 minutes plus the enhanced levels of
the spells prepared. A prepared metamagic spell is
cast exactly as if the spell were cast by a wizard,
per the normal casting time of the base spell and,
once cast, the metamagic spell cannot be recast
without being prepared again.

Normal: Bards and sorcerers do not normally
prepare spells.

Special: This feat does not provide knowledge of
any other metamagic feat.

Maclﬁne Musfer (Genera')

You have studied the workings of constructs, such
as animated items and golems, and have learned
the secrets of affecting their sentient, arcane minds
with enchantment spells.

Prerequisites: Arcane caster level 5"+, Spell
Focus (enchantment).

Benefit: Your spells from the enchantment school
affect all constructs as per the spell descriptions.
Normally, constructs’ minds are simply too alien
for a spell such as confusion or charm monster to
alter their thoughts. Your magic is tinged with
energy derived from your understanding of
enchantments, allowing you to affect artificial or
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’/ arcane intelligences. You ignore a construct’s
immunity to mind-influencing effects with
enchantment spells you cast. They are still
immune to mind-influencing effects caused by
magic items or special abilities you wield.

Muqic Attuned (Generul)

Benefit: You receive a +2 bonus to all Spellcraft
and Spot checks.

Mark of the Master (General)

You have developed your abilities with the school
of enchantment to the point where certain magical
effects have become part of you.

Special Note: This feat can be selected with the
bonus feat given to wizards every 5 class levels.

You sense the magical energies latent in all things.

Prerequisites: Specialised in the enchantment
school, Spell Focus (enchantment).

Benefits: This feat can be chosen multiple times.
Each time it is taken, you gain a new selection
from the Master’s Marks table below. These
selections may or may not stack, as mentioned in
the selection’s individual description.

You must select a power available to your level
plus Charisma modifier, as noted by each

selection. You may choose a power lower than this
level if you desire but you may not take one '
higher.

Campaign Note: This feat can, at the Games ~
Master’s whim, be a product of extraplanar
energies infusing you with new abilities. The art
of enchantment can draw the attention of powerful
outsiders who, in turn, can gift you with powers as
a sort of patronage.

Master’s Marks

Allure

Forgetful Presence

Fleeting Memory

You gain a +1 competence bonus to all Diplomacy, Bluff
and Gather Information checks. You can choose this power
twice, increasing the competence bonus to +2.

Targets of an enchantment spell you cast must make a Will
save (DC 15+ your Wisdom bonus) when the spell ends. If
failed, the target does not remember having been affected or
who affected it.

Those who succumb to a compulsion-designator spell you
cast will not remember the time they spent under its effects
when it ends. (Will save, DC 20 to avoid.

P ———

With a quick kiss (melee touch attack that provokes an
attack of opportunity), you can overwhelm the emotions of
any target that would find you attractive. If the target fails a
Fortitude save (DC 15 plus Charisma bonus), he falls
unconscious immediately. A long, passionate kiss (full
attack action that also provokes) does the same but, if the
target fails his save, he dies instantly of heart failure.

25+ Fatal Attraction

18
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While this patron may possibly be of celestial
origin, it is far more likely to be a lower planar
being such as a demon lord or arch devil. The
Games Master is under no obligation to tell you
what sort of patron you have attracted. Indeed,
you may not even know you have one until it
comes by to check on its ‘investment’.

Ma|eria| Sacwifice (Genera')

By using a set of valuable material components
while preparing a spell, you ease the burden of
applying metamagic feats to your incantations.

Prerequisites: Arcane spelicaster level 7+, any
metamagic feat.

Benefit: While preparing a spell, you may use
gems, gold, or other precious materials of any sort
that have a market value of 1,000 gp value to
reduce the level increase caused by metamagic
feat. For each 1,000 gp you use, reduce the level
increase caused by a Metamagic feat by one. You
may not reduce the level penalty imposed by a
metamagic feat to below one. Material
components used in this manner are consumed
when you prepare your spells.

Metaffinity (Metamagic)

You are adept at casting metamagic arcane spells
without prior preparation.

Prerequisites: Ability to cast arcane spells
without preparation, at least one other metamagic
feat.

Benefit: Despite the fact you do not prepare
spells, you are able to cast any spell augmented by
any other metamagic feat that you know without
increasing the spell’s casting time. Spells quickly
cast through use of this feat use up a spell slot one
level higher than the spell’s metamagically-
enhanced level.

Normal: Sorcerers, bards and other arcane
spellcasters that do not prepare spells normally
take more time to cast a metamagic spell than a
normal one. Ifa spell’s normal casting time is one
action, a sorcerer or bard can cast a metamagically-
enhanced version of the spell as a full-round
action. With the Metaffinity feat, you are able to
cast the same metamagically-enhanced spell in
one action.
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Special: This feat can be combined with the
Quicken Spell feat, a feat not normally useful to
sorcerers and bards.

For example; Aerryk, a 17th level sorcerer, has
the Metaffinity, Quicken Spell and Maximise Spell
feats. He can cast a maximised lightning bolt
spell as a full-round action by using up a 6" level
spell slot or use his Metaffinity feat to cast a
maximised lightning bolt in 1-action by using up
a 7" level spell slot. He could also use his
Metaffinity feat to cast a quickened lightning bolt
as a free action by using up an 8th level spell slot
but would not be able to maximise the spell.

qufic Blooc“mund (Geneml)

By studying the arcane patterns of a spell, you can
sense the location of the spellcaster responsible for
it. In addition, your understanding of a caster’s
abilities grants you an improved ability to resist
their effects.

Prerequisites: Arcane caster level 3+, Spell Focus
(divination).

Benefit: You have studied the unique patterns
present in the signature of a magical spell,
allowing you to gain important insights into a
wizard or other spellcaster’s abilities. When you
are affected by a spell, you may choose to
automatically fail your save in order to gain an
insight into the spell. In return, you gain several
advantages. You receive a +2 bonus to all saving
throws against that spellcaster’s spells. You gain
an intuitive sense of that caster’s magic, allowing
you to determine his general direction and
distance relative to your current location. Your
target’s distance is defined either as close, up to a
mile away; near, from one to ten miles away; or far,
more than ten miles distant.

At any one time, you may use this ability on up to
three different spellcasters. Each time you elect to
fail a saving throw, you gain this ability against
the caster. If this would push the total number of
casters against whom you gain the bonuses of this
feat to four you must drop your bonuses and
tracking ability against enough casters to drop the
total list down to three or fewer.

You may only gain the save bonus and tracking
ability against up to three spellcasters at any one
time.




You only gain the benefits of this feat when you
elect to automatically fail a save against a spell.
For instance, you would not be able to activate it
against a sorcerer who hit you with a magic
missile, as that spell does not allow a save.

HGPVGS 0{ Sieel (GQI'IGFCID

It is difficult to break your concentration.
Prerequisites: Con 16+, Concentration I rank.

Benefit: You gain a +4 circumstance bonus to
Concentration checks to avoid having a spell
disrupted in combat.

Special: This feat stacks with the bonus granted
by the Skill Focus feat.

Ominous Clmni (General)

You can use verbal components to your own
benefit to unsettle your foes.

Prerequisites: Perform (chant) 4 skill ranks.
Benefit: Whenever you first cast a spell with a

verbal component in combat, all of your foes
within 30 feet must pass a Will save against a
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_difficulty class of 10 + your Charisma modifier. A

failed check indicates they are frightened for one

* round (suffering a -2 morale penalty to all their

attack rolls, weapon damage rolls, and saving

" throws). A successful save makes the victim

immune to this effect for 24 hours.

2 Opporfuniiq Counferspe" (Genera')

You can cast counterspells in lieu of making an

| opportunity attack.

Prerequisites: Quicken Spell, Spellcraft skill,

¢ arcane spellcaster level 1+.

Benefit: You get one free ready action each round _

| that you can only use for counterspelling. If you

use this ready action, you do not get any attacks
of opportunity for the round but your Initiative
does not change as it does from a normal ready
action.

" Special: You cannot use this feat to cast extra

spells for effect; it only allows counterspelling of
an opponent’s spells.

Notes: Your casting of the counterspell may

" trigger an opportunity attack in the normal

fashion.

Power Surqe (Generul)

When forming the energies necessary to complete
and cast a spell, you may elect to harness raw
arcane power that boosts your spell’s effectiveness
at the cost of your physical health.

Prerequisites: Toughness, arcane spellcaster level
1+

Benefit: You may elect to gain a +2 bonus to a
single spell’s save DC. In return, you sustain 2
points of temporary damage to your Constitution
score. The excess energy you use to fuel the spell
burns through your physical body, leaving you
weakened and vulnerable. The DC bonus granted
by this ability stacks with feats such as Spell
Focus.

Rune Mastery (General)

You are particularly adept at scribing runes.
Prerequisites: Int 15+,

Benefit: Any spell you cast that involves writing
of some form, such as in the case of a glyph of
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warding, explosive runes or mark of justice, all
have their save Difficulty Classes increased by +2.
Also, Decipher Script becomes a class skill. If
Decipher Script was already a class skill, then all
checks involving this skill receive a +2 bonus.

Sepulcl’mul Smile (Geneml)

Due to inherent necromantic talent or some other
connection to the powers beyond the grave, your
enchantment magic can have an effect on the
undead.

Prerequisites: Access to the Necromantic school
of spells or the Death domain, Spell Focus
(enchantment) or (necromancy).

Benefit: You can affect mindless undead
(skeletons, zombies and other undead with no
Intelligence score) with the charm person and
charm monster spells.

Although intelligent undead still possess their
normal immunity, this feat grants an additional +1
bonus to the DC (stacks with other Spell Focus-
type effects) to those few enchantment spells that
will affect them.

Sorcerous Quicl(en (Mefamaqic)

You may cast a spell as a free action.

Prerequisites: Cha 15+, ability to cast arcane
spells without preparation.

Benefit: Once per day, you may choose to
quicken a spell you know, casting it as a free
action. Unlike other sorcerous metamagic feats,
this ability does not take a full round:; it is used at
will. To use it, a sorcerer or bard must have an
unused spell slot four levels higher than the spell
being cast.

Despite the name of this feat, bards may take it as
well.

Soul Sacri{ice (Generul)

Allows a sorcerer to know more spells than normal.

Prerequisites: Charisma 15+, Toughness, ability
to cast 1* level arcane spells without preparation.

Benefit: The sorcerer may permanently sacrifice a
number of hit points to gain additional spell
learning levels (See Core Rulebook I). The
sorcerer may sacrifice as many hit points as he or

7
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she desires. Spells are learned on a direct 1 to I,
hit point to spell level ratio. A cantrip still counts
as 1 spell point. The spells learned must be
determined at the time of the sacrifice. Once this
decision is made, it can never be undone.

Special: This feat may be taken multiple times.
Each time it is taken, the sorcerer must determine
the number of hit points to be converted and the
specific spells to be learned.

Spe" Aﬂiniiq (Meiamaqic)

Through research, study, introspection or
inspiration, a bard or sorcerer is able to learn more
spells. :

Prerequisites: Intelligence 13+, ability to cast 1*
level arcane spells without preparation.

Benefit: Ifa bard or sorcerer, you gain bonus
spells based on your Intelligence attribute. These
spells are added to your number of spells known;
this feat does not increase the number of spells
you can cast per day.

Special: The bonus spells provided by this feat
cannot be combined with the bonus spells

st v

S,
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provided by any other feat (based on ability score)
except Cantrip.

Spell Effects (General)

You can add, subtract, or otherwise modify the
sensory effects of any spell you cast.

Prerequisites: Ability to cast spells from the
illusion school.

Benefit: Through the use of illusions, you may
alter any of the sensory effects of any spell you
cast. This alteration includes the addition and
subtraction of elements, so that, for example, a
fireball might glow with a greenish hue or a magic
missile might take on the shape of a shard of glass.
None of these alterations can effect the way a spell
works. Thus, a fireball could be made to appear
like a ball of ice but the spell would still deliver
fire damage rather than cold damage.

Special: At the Games Master’s discretion,
particularly unusual or out-of-the-ordinary
alterations might increase the DC of Spellcraft
checks to identify the spell by as much as five.

S pell Hawk (General)

You are adept at counterspelling, the art of using a
magical spell to counteract the same spell cast by
an enemy wizard.

Benefit: You gain a +4 competence to Spellcraft
checks made to identify a spell you wish to
counter. If, after successfully identifying a spell,
you elect to counter it with dispel magic, you gain
a +2 competence bonus to your caster level check
to defeat your opponent’s spell. In addition, you
may use greater dispelling when attempting to
counterspell.

Spell Mastery (Special)

You are able to cast certain spells without needing
to refer to your spellbook.

Prerequisites: Spell Mastery is available only to
wizards.

Benefit: Each time the wizard takes this feat,
choose a number of spells equal to the wizard’s
Intelligence modifier (they must be spells that the
wizard already knows). From that point on, the
wizard can prepare those spells without referring
to a spellbook.
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Spe“ Mimicrq (Generul)

You have a superior ability to mimic the effects of
spells from a certain school with your illusions.

Prerequisites: Spell Focus (any, other than
illusion), ability to cast level 1+ arcane spells.

Benefit: You gain +5 to your Spellcraft check
when attempting to mimic a spell from the school
indicated by your Spell Focus feat.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat it
applies to a new school indicated by your Spell
Focus feat. e

Spe" Reserve (GenemD

You are so intimately familiar with a particular
spell that you may drop a prepared spell in order
to cast it.

Prerequisites: Spell Mastery with chosen spell.

Benefit: Each time you select this feat, choose a
spell that you have previously chosen to learn
with the Spell Mastery feat. Once per day, you
may elect to drop a spell and replace it with your
chosen incantation. The spell you drop must be at
least one level higher than your Spell Reserve.
You may take this feat multiple times, choosing a
different spell affected by your Spell Mastery feat
each time.

Spe" SCCIIII'IGF (GQI'IEI’CII)

When attempting to counterspell an enemy
wizard’s casting, you may choose to read his aura
and determine the spells he has prepared for the
day rather than destroy the incantation he is about
to complete.

Prerequisites: Spell Hawk.

Benefit: If you successfully counter your enemy’s
spell, you may elect to allow him to complete the
spell as normal. Instead of countering it, you
analyse the energies he gathers and the mixture of
energies present within his magical aura. You
immediately gain an intuitive sense of the spells
your opponent has prepared for the day.
Spellcasters who do not prepare spells, such as
bards and sorcerers, are immune to this ability.
Since their abilities are drawn from their magical
heritage and innate abilities, they exhibit unique
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magical patterns that are impossible to analyse
with arcane training.

Spe" Spil«e (Genem')

Your skill at destroying or modifying spells cast
by others allows you to twist a spell so that it turns
back on its caster before he completes it, ruining
his prepared spells.

Prerequisites: Spell Hawk, Spell Scanner, Spell
Stealer.

Benefit: If you successfully counter a spell cast by
a person who must prepare spells, such as a cleric,
druid or wizard, you may choose to allow the spell
to work as normal. Instead of countering it, you
use your counterspell’s energy to wreck one of
your foe’s prepared spells. You gain an immediate
insight into your opponent’s prepared spells, as
per the Spell Scanner feat. You may force your
opponent to lose a prepared spell of your choice
by making a caster level check with a DC equal to
your opponent’s caster level plus the level of the
spell you wish to ruin. If you succeed, your
opponent immediately loses that incantation from
his list of prepared spells.

Spe" S’(euler (Generul)

When you counterspell your enemy’s incantation,
you may cause a backlash of magical energy that,
rather than terminating his spell, allows you to
force it to affect a target of your choice.

Prerequisites: Spell Hawk.

Benefit: If you successfully counter a spell, either
with dispel magic, greater dispelling, or the spell
your foe attempted to cast, you may allow your
opponent to complete his spell but with a different
target. Your enemy casts his spell as normal but
you pick the target of the spell. You must obey all
rules for picking a target as normal. For example,
you could not force your victim to cast magic
missile at an invisible creature you could see
thanks to a spell but was invisible to your
opponent. This feat only affects spells that require
you to select a target at the time of the spell’s
completion. Spells with a target listed as you or
touch are not subject to this feat. You cannot force
an enemy spellcaster to touch a particular target,
for instance.
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Spel":ook Masferq (Special)

You learn more spells upon achieving a new level.

Prerequisites: Int 15+, Spellcraft skill, must
prepare spells from spellbook.

Benefit: Upon gaining a new level, you gain'a
number of spells of any level that you can cast
(according to your new level) equal to your
Intelligence modifier.

Normal: Each time a wizard achieves a new level,
he gains two new spells of any level, or levels, that
he can cast (according to his new level).

Spirii Sinqer (GeneraD
Through practice and study, you have learned how

to work magic that influences the minds of undead
creatures, such as zombies and vampires.

Prerequisites: Arcane spellcaster level 5+, Spell
Focus (enchantment), Sepulchral Smile.
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Benefit: Your spells from the enchantment school
affect all undead as per the spell descriptions.
Undead creatures are usually mindless drones or
too seeped in negative energy to suffer the effects
of mind-influencing spells. Your magic is tinged
with energy derived from your understanding of
enchantments, allowing you to affect undead
creatures. You ignore undead creatures’ immunity
to mind-influencing effects with enchantment
spells you cast. They are still immune to mind-
influencing effects caused by magic items or
special abilities you wield.

Superior Fumiliar (General)

Your familiar gains a feat.

Prerequisites: Summon familiar ability.

Benefit: By taking this feat, your familiar gains a

new feat of its own, provided that it meets the
prerequisites, if any, for that feat. This new feat is

usable only by the familiar, insofar as its benefits
are transferable to another. Should the familiar
permanently die or be dismissed, the master can
choose a new feat for his next familiar.

TI‘I riﬂq Wizarcl (General)

You have a talent for fitting extra spells into your
spellbook.

Prerequisites: Int 13+,

Benefit: The number of pages required for a spell
to be copied into your spellbook is reduced by
one, to a minimum of one.

Totem Link (Genera')

You have a special connection to a certain type of
animal, increasing the power of your familiar if it
is of the appropriate type and increasing your
ability to interact with animals of your totem.

-

Benefit: You receive a +2 bonus to all skill
checks involving your totem animal and your
caster level is treated as two levels higher when
determining your familiar’s abilities if your
familiar is of the appropriate type. The totem
selected can only be from the following list
unless the dungeon master wishes to generate
new totems on his own: bear, boar, cat, dog,
eagle, horse, insect, rat, and wolf. Not all of these
may be available as familiars, so certain totems
may be more advantageous than others.

War Wizard Tactics (Geneml)

You have learned that a single well-considered
strike is more effective than a dozen poorly-
planned ones. You use your mental acuity to
guide your hand in battle, rather than relying on
your brute force or reflexes.

Prerequisites: Base attack bonus +2 or higher,
Martial Weapon Proficiency, arcane spellcaster
level 1+.

Benefit: For one melee or ranged attack each
round (which may be a touch attack), you may
use your Intelligence modifier in place of your
Dexterity or Strength modifier when determining
if your attack hits. Determine the damage of your
attack as normal, using your Strength modifier if
appropriate.
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FEATS OF
ARMS

eats of Arms presents all those feats relating
to combat, the feats herein contain the

bonus feats for fighters, armour and weapon
proficiencies, specialised ranged and martial
combat feats; in short, any feat to do with fighting,
except those specifically restricted to rogues,
arcane spellcasters, paladins and the like, can be
found here. :

Feats with the (Fighter) descriptor may also be
chosen by fighter class characters as their bonus
class feats.

Absoeb Blast (General)

When an area of effect spell or trap detonates, such
as a fireball or cone of cold, you may leap upon an
ally, shielding him from the spell’s deadly effects.

Prerequisites: Bodyguard.

Benefit: When you are caught in any attack that
has an area of effect, such as a radius, burst, cone,
or other shape, you may swap the result of your
Reflex save with the result of any other ally who
stands within the area you threaten without a reach
weapon. Both you and your ally must be caught
in the same area of effect spell, spell-like ability, or
attack. You cannot swap your save with a person
who did not need to make one, though you may
switch saves with a person who was not allowed to
make a save to resist an effect that hit both of you.
In this case, your ally receives the result of your
save while you automatically fail. When
swapping saves, roll for both parties, add modifiers
including Reflex save bonus and then decide if
you wish to exchange results. You trade the total
saving throw result, not just the result of the die
roll. You may never force an ally or other person
to swap saving throw results with you, if they do
not wish to do so. You may use this feat once per
round. You may not use this feat if you are prone,
flatfooted, or have lost your Dexterity bonus to
Armour Class.

Accurate Attack (Fiqlﬂer)

Allows you to improve your accuracy with a
single weapon.

Prerequisites: Base attack bonus +3 or higher.

Benefit: Choose a single weapon of any type.
When using this weapon, you may substitute your
Dexterity modifier in place of your Strength
modifier for the purpose of determining your
ability-based attack bonus.

Special: This feat can be taken multiple times,
each time it applies to a new weapon. This feat
can also be taken as a fighter’s bonus feat.

All-out Attack j (Generul)

You attack recklessly, throwing caution to the
wind.

Benefit: You may take a -4 penalty to your
Armour Class to add +2 to all attack rolls this
round. The changes to Armour Class and attack
bonus last until your first action next round.

Ambidexterity (General)

You are equally able to use either hand.
Prerequisites: Dex 15+,

Benefit: You ignore all penalties for using an off
hand, being neither left-handed nor right-handed.

Normal: Without this feat, a character who uses
his or her off hand suffers a -4 penalty to attack
rolls, ability checks and skill checks.

For example: Agamar, a right-handed paladin
wielding a weapon with his left hand suffers a -4
penalty to attack rolls with that weapon.

Special: This feat helps offset the penalty for
fighting with two weapons.

Armed Deflect Arrows (Generu')

You can deflect arrows, including crossbow bolts,
spears and other shot or thrown weapons with your
chosen weapon.

Prerequisites: Weapon Focus, Dexterity 13+.
Benefit: You gain the use of the Deflect Arrows
feat but can only use this ability when wielding a
melee weapon you have Weapon Focus with.

Notes: You can learn later feats for which Deflect
Arrows is a prerequisites based on the “virtual’ feat
learned with Armed Deflect Arrows but you can
then only use those feats when armed with a melee
weapon that you have Weapon Focus with.
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API‘I‘IG(J FIUPPq 0{ BlOWS (GQI"IEPCII)

You can attack with a flurry of blows with any
weapon you are proficient with.

Prerequisites: Flurry of Blows.

Benefit: This feat expands on your Flurry of
Blows ability, allowing you to flurry with any
weapon you are proficient in.

You must still use your base attack bonus (rather
than your more favourable unarmed attack bonus)
when using this feat.
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Normal: Flurry of Blows can normally only be
used in unarmed combat or when armed with a
kama, nunchaku or siangham.

Armour Focus (General)

You move around in a certain type of armour
without effort.

Prerequisites: Proficient with armour, base attack
bonus +1 or higher.

Benefit: When wearing a specified type of armour, -
it inflicts one less skill penalty and the maximum
Dexterity bonus is raised by one. This cannot
change the skill penalty into a bonus. :

Special: You can gain this feat multiple times.
The effect does not stack. Each time you take the
feat, it applies to a new type of armour.

Apmour Dmficiencq (Hecwq)
(Geneml)

You are proficient in heavy armour.

Prerequisites: Armour Proficiency (light), Armour
Proficiency (medium).

Benefit: When you are wearing a type of armour
with which you are proficient, the armour check
penalty applies only to Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket and
Tumble checks.

Normal: A character who is wearing armour with
which he is not proficient suffers its armour check
penalty on attack rolls and on all skill checks that
involve moving, including Ride.

Armour Droficiencq (Liql'lf)
(General)

You are proficient in light armour.

Benefit: When you wear a type of armour with
which you are proficient, the armour check
penalty applies only to Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket,
and Tumble checks.

Normal: A character who is wearing armour with
which he is not proficient suffers its armour check
penalty on attack rolls and on all skill checks that
involve moving, including Ride.
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o . Benefit: You can don, don hastily and remove
Armour Proficiency (Medium) armour in half the standard time.
(General)

You are proficient in medium armour. Appow Sl-nielcl (General)

Your sharp eyes and lightning reflexes allow you
to deflect arrows aimed at your friends. You leap
in front of your ally, knocking aside an arrow or
other missile meant for him.

Prerequisites: Armour Proficiency (light).

Benefit: When you wear a type of armour with
which you are proficient, the armour check

penalty applies only to Balance, Climb, Escape P isites: Deflect Arro
Artist, Hide, Jump, Move Silently, Pick Pocket and PRCEqUEIE DS TE
Tumble checks. Benefit: In addition to deflecting missiles fired at

you, you may also deflect ranged attacks made

Normal: A character who is wearing armour with against anyone standing within the area you

which he is not proficient suffers its armour check threaten without a reach weapon. Treat this as a

Penalty on a'flack.rolls ajnd on all skill checks that normal use of the Deflect Arrows feat, except you

involve moving, including Ride. may activate this feat when an eligible ally comes
under a ranged attack. If you fail your Reflex save

Armour Penetration (Generul) to knock aside the missile, resolve its attack

You are highly skilled at seeking out the weak against you rather than its original target. You

may not use this feat if you are prone, flatfooted,

points in your opponent’s armour. The slightest
or have lost your Dexterity bonus to Armour Class.

gap between metal plates becomes a target for
your weapon, allowing you to penetrate armour

with relative ease. ASSUSSin (Geneml)

: You are trained to target your opponent’s vital
Prerequisites: Base attack bonus +6 or higher. _—_— Ry g
Benefit: You add +1 to your attack roll in melee Prerequisites: Darting Weapon, base attack bonus
combat if your opponent is wearing armour. or higher.

Shields and natural armour may not be negate

Choose & ! \ A 2
are.gspegia _ ﬂ’dclt FDCW

o 71" You may sacrifice mobility and attacks to increase
each blow

[ your ability to hit.

and ggpar t

Prerequisitéy’ _ U

o : Benefit: With a full attack, give up all your
Y

attacks but one for the round. This single attack
“ mgﬁ%oe‘;%l:io Y:’hur gets a +2 bonus, plus an additional +2 bonus for
\ ile ng this

Prerequisites: Base attack bonus +6 or higher.

Benefit: \
Armour
type of arm

Armourec]!/fzjilanc

You can hastily don and

each attack you gave up.

For example: Alan, with a base attack bonus of
+12, can normally make three attacks in a round,
at +12, +7 and +2. With Attack Focus, he can
make a single attack at +18, a +6 bonus (+2 for

PrerequiSites: Proficient in armour donned or the feat, +2 for each of the two attacks he gave

removed. up).
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BUCL-*D—BGCI( (GQI'IQPCID

You are skilled at fighting back-to-back with a
trusted ally.

Prerequisites: Base attack bonus +1 or higher.

Benefit: When you are adjacent to an ally who
also has the Back-to-Back feat, you cannot be
flanked.

BCI PPOOM BPOWIGP (GGI'IGPCI I)

You can dish it out and take it in a tavern fight.
Prerequisites: Con 13+, Toughness.

Benefit: You gain +4 hit points for the purpose of
defending against subdual damage (See Core
Rulebook I). In addition, your unarmed attacks
deal 1d4 points of subdual damage plus your
strength modifier (1d3 for small creatures).
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BGHIQ Leu(ler (Genem‘)

Your banner or standard inspires your followers
and cohorts in battle.

Prerequisites: Cha 13+,

Benefit: For this feat to have an effect, you must
have a banner or standard that is recognisable to
your followers and cohorts, and you must use this
standard to urge, inspire or rally your troops.

All cohorts and followers that can directly see you -
or your banner gain a +1 morale bonus to attack
rolls and saving throws versus all fear effects.

If either you or your banner falls, all followers and
cohorts instead get a -2 penalty to attack rolls and
saving throws versus all fear effects until you are
restored, the standard is raised again or one minute
elapses.

B'ind-Fiql’ni (General)

You are able to fight in melee without being able
to see your opponents.

Benefit: In melee, every time you miss because of
concealment, you can reroll the miss chance
percentile roll one time to see if you actually hit.

An invisible attacker gets no bonus to hit you in
melee. That is, you do not lose your Dexterity
bonus to Armour Class, and the attacker does not
gain the usual +2 bonus. The invisible attacker’s
bonuses do still apply for ranged attacks, however.

You suffer only half the usual penalty to speed for
being unable to see. Darkness and poor visibility
in general reduces your speed to three-quarters of
normal, instead of one-half.

Blood Oath (General)

This vow is normally taken for the most heinous of
crimes, such as murder or treason and, once
committed to the blood oath, a character will do
everything in his power to track down and kill the
people responsible for the injustice.
Prerequisites: Must have suffered a great
injustice.

Benefit: Any character may swear a blood oath
after having suffered an injustice, but those that
take this feat will feel their blood boil and anger
rise whenever the target of the Blood Oath is close
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by. Upon selecting this feat, you must choose a
particular individual who has wronged you, your
family or your race. When involved in combat
with this individual, you will receive a +1
circumstance bonus to all attack and damage rolls.
As soon as the individual has been killed or
otherwise brought to justice, the Blood Oath may
be transferred to another individual that has
wronged you.

Special: You may select this feat multiple times,
with each allowing you to select an additional
individual for the Blood Oath.

Blunted Blade (General)

You have great skill with weapons, but prefer to
use them to defend not attack.

Prerequisites: Proficient with weapon, Dexterity
13+.

Benefit: You gain a +1 dodge bonus to Armour
Class when wielding a one or two-handed weapon.
While using Blunted Blade you cannot attack
with that weapon but may strike with unarmed
attacks at no penalty. A monk character cannot
use Flurry of Blows during any round in which he
uses Blunted Blade. If fighting with two weapons,
you gain no additional Armour Class bonuses from
the second weapon, may only attack with one
weapon and suffer the usual penalties for two-
weapon fighting. An exception to this is a
character using paired special monk weapons — he
suffers no penalty to weapon attacks, though he
still cannot use Flurry of Blows. Blunted Blade
can be taken twice and its bonus is cumulative.

Boc'qquard (Geneml)

You are trained to protect others from harm
without concern for your own safety. You use your
shield to deflect attacks made against the person
you must protect and stand in close ranks with him
but do not disrupt his efforts to fight, cast spells,
and take other actions.

Prerequisites: Base attack bonus +1 or higher.

Benefit: You may occupy the same area as any
ally who is up to one size category larger than
you. While you stand in the same area as an ally,
you may protect him from harm. He gains the
Armour Class bonus of any shield you carry;
though you lose the protection granted by it. If
you carry a tower shield, both you and your ally

gain its benefits. Both you and the ally your
protect suffer a -2 penalty to all melee attacks as
you crowd each other and make it more difficult to
fight. If, for some reason, the ally you defend
becomes hostile or if you attack your defended
ally, you must move to occupy your own 5 foot-
by-5 foot area on your next turn. You may only
grant the benefits of this feat to one person per
round. You may not use this feat if you are prone,
flatfooted, or have lost your Dexterity bonus to
Armour Class.

Boc]q Coml:ut (Genera')

You may add an unarmed attack to your attack
routine.

Prerequisites: Improved Unarmed Strike, Dex
15+.

Benefit: You gain the use of the Two-Weapon
Fighting and Ambidexterity feats, but only when
your off-hand weapon is an unarmed attack such
as a kick, knee, elbow smash or head butt or an
armoured variant of an unarmed attack such as a
gauntlet, steel boot, kneepad, elbow guard or
helmet.

Special: You can learn later feats for which
Ambidexterity or Two-Weapon fighting are
prerequisites based on the ‘virtual® feats learned
with Body Combat but you can then only use
those feats when you fulfil the limitations of Body
Combat.

J AN
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" 'Notes: Unarmed attacks are of a size two less that
the user and so are always light weapons. With
this feat, an armoured boot, kneepad, elbow guard,
helmeted head or similar object works like a
gauntlet, with or without spikes, and they can all
be used with this feat if you are proficient with
them.

Bonded Weupon (General)

Proficiency (with weapon), We
weapon), Weapon Speclahsan’ﬁ\ ea
Benefit: Choose a single um e wekq!\. For one
month you train exclusively with-that weapon,
learning how to best wield that specifi& weapon
most effectively. During the trm@fg riod, you
may use no other weapons or y§ii must repeat the
process. After the month of trainjng, give the
weapon a name to symbolise your_infimate
knowledge of the weapon. You gairf an additional
+2 to all attack rolls and +1 to damage with your
named weapon (this stacks with the Weapon Focus
and Weapon Specialisation bonuses). You do not
gain the bonuses or penalties of this feat when
wielding a weapon of the same type and suffer a -2
to all attack rolls with all other weapons.

Special: If your named weapon is ever destroyed
or taken from your possession for more than a
week, you must repeat the process of naming a
weapon and continue to suffer the -2 to attack rolls
with all weapons of a different type. You may
never have more than one bonded weapon.

Break the Breath (Special)

Your stunning attack is particularly potent.

Prerequisites: Stunning Attack or Stunning Fist,
Wis 15+

Benefit: You add +2 to the save DC for your
Stunning Attack.

Breul‘inq Blow (Geneml)

You are capable of inflicting powerful attacks.
This feat is often called tamashiwara by the monks
who practice it.
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Beneiﬁ

Prerequisites: Base attack bonus +5 or higher, Str
15+, Improved Ynakmed Strike, Power Attack.

ZNg" M
If you spenk’m\
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Imprtwc Tnp, Fmo§se rip, base attack bonus +4°
or higher.

Benefits: As a full attack action, in lieu of your
regular attacks, you can attempt a trip attack at
your highest base attack bonus against every
opponent within 5ft of you. Each successful trip
attack allows you to make an automatic unarmed
melee attack against that opponent, as with the
Improved Trip feat but a failed trip attempt ends
your action.

Bull Sirilte (General)

You are able to make vicious attacks after
throwing yourself into an opponent.

Prerequisites: Dex 13+, Base attack bonus +6 or
higher, Improved Bull Rush.

Benefit: When you perform a successful bull rush,
you may follow it up with one melee attack
against that opponent. This melee attack uses
your highest base attack bonus and is considered a
free action that does not draw an attack of
opportunity.

For example: T’gal, a 10" level barbarian, bull
rushes an opponent and succeeds. He has two
attacks per round, one at +12 and a second at +7.
He may immediately make a melee attack with his
first melee attack modifier of +12.

If the opponent is knocked down or falls prone
during the bull rush, he is considered to be prone
for the attack.

Normal: See the rules for bull rush in Core
Rulebook 1
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Called Shot General)

You do more damage with pinpoint attacks.
Prerequisites: Dex 13+

Benefit: On your action, before making attack
rolls for the round, you may choose to subtract a
number from all attack rolls for the round and add
the same number to all weapon damage rolls for
Dexterity-based attacks. This number may not
exceed your base attack bonus. The penalty on
attacks and bonus on damage apply until your
next action.

Special: Creatures lacking an anatomy and thus
immune to critical hits, are immune to this extra
damage. Called Shot can be used with ranged
weapons at ranges up to 30 feet.

Notes: Dexterity-based attacks are attacks that use
the Dexterity modifier rather than the Strength
modifier for attack rolls; missile weapons, thrown
weapons and weapons used with the Weapon
Finesse feat. Called Shot cannot be used with
ranged touch attacks.

Cannq Attack (General)

You are adept at taking advantage of your
opponent’s weakness. -

Prerequisi :"'Ba.if : _
13+, Pre<€mptive Sense.

=2 A
ou inflict an add

Benefit

Your evasive,
difficult to hi

Prerequisites: Fast Movement ability, Dodge.
¥

Benefits: At the beginning of your turn, you may

trade in Fast Mgvement bonuses for an increase to

Armour Class. For each full 20 feet of Fast

Movement sacrificed, down to a minimum of your

racial base speed, you gain a +1 Dodge bonus to

W (General)
You ‘f@m ollow through an attack to strike
otherppponen \ﬂ*yo\tg manage to drop an
nt'with your blow.

Armour Class. The Armour Class bonus and
reduced speed last until the start of your next turn.
Extra movement gained from magic items do not
add to Armour Class.

Cl'ai_n Na — Joint l_ocltinq (General)

You have learned the art of Chin Na, or joint
locking.

Prerequisites: Dex 13+, Weapon Focus
(grappling) or Weapon Finesse (grappling).

Benefits: You gain a +2 bonus to all opposed
grapple checks and to unarmed damage inflicted

in a grapple.

Choose ||'|e Doison (General)

Your knowledge of anatomy is unequalled and
you are able to strike even the most well-protected
pressure point with ease. '

&
N A

‘\u Sy
I

Prerequisites: Stunning Fist, Weapon Finesse
(unarmed).

Benefits: When using a stunning attack, you
choose whether your opponent must attempt a
Fortitude or Will save.

A L
r.13+, Power Attack.

Benefit: If you manage to damage a creature
enough to make it drop (typically by dropping it
to below 0 hit points, killing it, etc), you gain an
immediate, extra melee attack against another
creature in the immediate vicinity. You may not
take a 5-foot step before making this extra attack.
The extra attack is with the same weapon and at
the same bonus as the attack that dropped the
previous creature. You may use this ability once
per round.

Cleave Asunder (Generul)

Your Sunder attacks are usually more effective.
You are trained in following through when you
break an opponent’s weapon or shield

Prerequisites: Fracture, Cleave.
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Benefit: As Great Cleave, except that you may

: ’l Benefit: When attacking an opponent’s weapon,

shield or other held object, if the object is broken,
you can immediately make another attack against
the same opponent or another object he or she
holds. You can use this ability only once per
round.

Cleavinq Cl'larqe (General)

You can wade through your opponents.

Prerequisites: Str 15+, Great Cleave, base attack
bonus +6 or higher.
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move one 5ft square before each extra attack. You
may not exceed half your base movement during
the action.

Clever Monlteq -Spins ﬂ'le BPCII'ICI’I
(General)

You can adjust your grip quickly on any.long
handled weapon, allowing you to attack nearby
opponents freely.

Prerequisites: Dex 13+, Weapon Focus.

Benefits: When wielding a reach weapon, such as
a longspear, that does not normally allow you to -
attack adjacent opponents, you can adjust your
grip to allow you to attack close-range foes. You
cannot attack adjacent opponents in any round
that you use reach to attack, nor may you use
reach in any round that you attack adjacent foes.
This includes attacks of opportunity. Adjusting
your grip between reach and adjacent attack
positions is a move equivalent action that does
not provoke an attack of opportunity.

Clincl'n (Generul)

You have mastered the art of fighting at very close
quarters.

Prerequisites: Base attack bonus +3 or higher,
Dodge.

Benefit: You may move in under the guard of an
opponent standing within five feet, as a move-
equivalent action. He gets an attack of
opportunity against you while you do this. You
do not actually move anywhere, just step slightly
closer to your opponent but you do get the benefit
of the Mobility feat (if you have it). After you
have moved in close, you get a +4 cover bonus to
Armour Class, and a +4 circumstance bonus to
attack rolls against the opponent you closed in on.
If you and your opponent are ever more than five
feet away from each other, you lose this bonus.
You also lose the bonus if you move in on or
attack someone else.

Special: To use this feat your weapon must be of a
size class two categories smaller than your
opponent’s. So a tiny dagger works against a
medium-sized longsword, but not against a small
shortsword. A natural weapon or unarmed attack is
considered to be two sizes smaller than the
creature using it.
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Cloak Fighting (General)

You can use a cloak or cape in your
off-hand to harass your opponent.

Prerequisites: Parry, Riposte.

Benefit: As your free-action riposte,
you can attempt to disarm your
opponent with your off-hand cloak.
Unlike a normal disarm action, this
does not provoke an attack of
opportunity. A cloak or cape is
considered to be a medium size
weapon.

Note: You suffer normal off-hand
weapon penalties, which you can
lessen with the Ambidexterity and
Two-Weapon Fighting feats. A cloak is
considered to be a light weapon for
you, for the purposes of off-hand
penalties only.

Close Order Combat (Generul)

You are trained to fight in a close-order unit.

Prerequisites: Base attack bonus +1 or higher.

Normal: A character who is climbing has no
Dexterity bonus to Armour Class, and risks falling

Benefit: You and a comrade that also has this feat . ‘ e
if he attacks someone and misses while climbing.

can fight together effectively. If you take a five
foot step into his space during your turn, he can

step into your space immediately, so that you Co"eciive Furq (Generul)

exchange places. Thls_ allows both of you to make Multiple characters with the rage ability can cause
alternating attacks against the same opponent. To fear in opponents.

use this, you must delay your actions so you act

on the same Initiative count and you must both be Prerequisites: Ability to rage, Warcry.

using the same type of small or medium weapon.
Benefit: While a lone berserker is enough to instil

Notes: This feat is used by elite close-order units fear in the hearts of otherwise stalwart men, a

to let both the front ranks attack, and thus get crazed mob of berserkers can rout entire units with

greater attacking power in a small space. the shrill sound of their clan’s battle cry. A
character with the Collective Fury feat knows how

Clinqinq Com[,qf (Geneml) to amplify the terror that a ragilng mob can .

You are exceptionally skilled at fighting while generate. When a charscter with fe Collective

climbing Fury feat rages, all other characters within 30ft

' who are raging temporarily gain the benefits of the

Prerequisites: Dex 13+. Warcry Feat. Multiple Warcry feats stack with
each other.

Benefit: You do not lose your Dexterity bonus to

Armour Class while climbing and, when you miss Comlaai Cusfer Defem:e (I:iql'l'l'el’)

while attacking someone while climbing, you do You have fought many spellcasters in the past and

not need to make a climb check to avoid falling. have learnt the tricks they use to fire off spells

quickly in the midst of battle. With your lightning
fast reactions, few spellcasters are able to
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' ’/ successfully launch spells within combat when
'you are close.

Prerequisites: Dex 13+, Lightning Reflexes, base
attack bonus +5 or higher.

Benefit: Whenever you gain an attack of
opportunity upon an enemy spellcaster attempting
to cast a spell, you force a -4 penalty to your
enemy’s Concentration check if they are damaged
by your attack. In addition, you also force a -4
penalty to Concentration checks made to cast
spells while on the defensive, so long as you are
within five feet of the enemy spellcaster. This
effectively negates any benefit spellcasters gain
from the Combat Casting feat.

CDI‘I‘IIJCII' FOCI.IS (General)

Paying little heed to distractions and other threats,
you may focus your attacks on one opponent,
leaving yourself open to others.

Prerequisites: Dodge, Improved Initiative, base
attack bonus of +5 or higher.

|
Benefit: On your action, beforé making attack
rolls for a round, you may choase to focus your
efforts against one opponent. Against this
opponent, you get a +2 bonus o attack roll§ and a
+1 dodge bonus to A
Class bonus from Dod
same oppone‘nt for
-2 penalty to

opponeni/
Combét F;

—
You can atta

|
Prere?n_isit §:

attack bo.nus

this ability, you increase your Armour Class

extra attack.
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akecipaatek. Topkdin \
penalty to -4 during any round that you make-\fés‘_u: R |

Coml:af Insiincis (Geneml)

You react instinctively when an opportunity
presents itself in melee combat.

Benefit: If you are not flat-footed when an
adjacent opponent’s melee attack roll missed you
by more than five, you may immediately make a
single attack as a free action against that
opponent. You may use this feat a number of times
per round equal to your Dexterity modifier.

Coml:uf peﬂexes (GQI'!QPCID

You are able‘to attack more than one opponent
who leave themselves open and vulnerable.
Benefit: When foes leave themselves open, you
may make a number of additional attacks of
opportunity equal to your Dexterity modifier. You
may still only make one attack of opportunity per
enemy.

You may also make attacks of opportunity while
flat-footed.

Special: A rogue with the Combat Reflexes feat
can still only make one attack of opportunity in a
round if he uses his opportunist ability to make
that attack.

Combat Rotation (Fighter)

Fighters constantly battling the enemy soon
become weary and injured. You have learnt to
dive into the midst of melee combat to take the
place of allies, thus relieving them from the fight
and allowing them to retreat to rest and be healed.

Prerequisites: Mobility, base attack bonus +3 or
higher.

Benefit: You make change places with any ally
within five feet who is currently engaged in melee
combat. This is a standard action on your part and
does not generate an attack of opportunity either
on yourself or your ally. This occurs during your
Initiative of the round and does not effect your
ally’s Initiative in any way. Combat Rotation may
\not be used if the ally is unwilling to give up his
ition in the combat, nor if you are already
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Confic‘enf Churqe (Genera')

You can charge around corners.
Prerequisites: Dex 13+, Wis [3+.

Benefit: When you take a charge action in

combat, you can make a number of turns equa¥
your Dexterity modifier. None of these turns ¢an
exceed 90°.

Corrective Strike (General)

You are skilled at quickly compensating for errors
in your fighting style.

Prerequisites: Base attack bonus +6 or higher.

Benefit: Once per round, when performing a full
attack action, you gain an additional attack
against an enemy if you attempt to attack them
and miss. This attack and all subsequent attacks
in this round suffer a -5 penalty to hit.

Combat Surge (General)

You can rush an action in combat at the cost of
presenting opportunities to your opponents.

Prerequisites: Improved Initiative, base attack
bonus of +2 or higher, Sneak Attack Ability.

Benefit: On your action, before making attack
rolls for a round, you may choose to take a -4
penalty to your Armour Class until your next
action. If you do so, you will gain +2 to your
Initiative for the remainder of this combat. The
bonus begins on the next round. If you take the
refocus action, all bonuses gained from prior uses
of this feat are lost,

Normal: A character without this feat can only
modify his or her Initiative situation with the
refocus full round action.

Comha’r Tacfics (General)

You delay only a fraction of a second, losing an
attack, but you increase your chance to penetrate
your opponent’s defences with a precision strike.

Prerequisites: Int 13+, base attack bonus of +6 or

higher.

Benefit: When using the full attack action in
melee, you may give up one attack from your
attack sequence. You cannot sacrifice your last

attack for the round in this way. You add the base
attack bonus from the sacrificed attack to the

a nextftack in the round. Other
nuses from the sacrificed attack, such as
Sﬁ‘e gth, are not

1 _ici/anggl/ybe

eapons 0
up any one
y no combme C

+3. Againsta p :
bonus may be give a good chanceg to
+8 bonus for the second attack is 4
and the attack at +3 is almost uGeless.
Tactics is used and the second attack

+8 is carried from the second artack wd added to
the +3 that the third attack would. ngrmaﬂy
Concerted Attack (Gene I)E.

You are well trained in directing th&'effofts of
others during a co-ordinated attack )

Prerequisites: Base attack bonus +3 or higher,
Knowledge (tactics) skill.

Benefit: You can direct the actions of your allies
to gain an additional bonus to flanking efforts.
When you are leading a flanking attack against a
single opponent, your allies involved in the melee
gain a +4 flanking bonus on the attack roll.

Normal: Combatants attacking a flanked
opponent normally gain a +2 on their attack roll.

Special: You must be able to effectively
communicate with the other flanking members.

Cotton Cage (General)

You can use loose clothing to capture opponent’s
weapons.

Prerequisites: Improved Disarm, Improved
Unarmed Strike, base attack bonus +4 or higher,
loose robes or a cloak.

Benefits: On the start of your turn, declare that you
are using Cotton Cage. The next opponent who
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A ’, strikes you is automatically subject to either a may make a single melee attack at your highest

disarm attempt (using the attack roll that struck
you for the opponent’s disarm check) if using a
melee weapon or a trip attempt (no attack roll
required) if the opponent attacks unarmed.
Clothes are considered to be one size larger than
the character wearing them when determining size
modifiers for disarm and trip checks. You cannot

be disarmed or tripped as a result of a failed check.

Cotton Cage takes the place of your attack of
opportunity for the round and opponents with the
Improved Grapple feat who attempt to initiate a
grapple are not subject to Cotton Cage.

Counterattack (General)

Your finely-honed reflexes and cool nerves in
combat allow you to swiftly respond to attacks.
You quickly tumn your defence against an attack
into an attack, battering aside your opponent’s
weapon and striking at him with your own.

Prerequisites: Improved Initiative, base attack
bonus +3 or higher.

Benefit: Once per combat, you may strike an
opponent who has just made a melee attack
against you. After resolving your foe’s action, you

base attack bonus. You may take no other action
aside from the single melee attack, not even a five
feet adjustment movement. On your next action,
you may act normally.

CI’CICI( SI’ID' (GGI'IQI’CIII)

You are skilled at making well-places shots at
targets behind cover. :

Prerequisites: Point Blank Shot, Precise Shot.

Benefit: When you make a ranged attack against
an opponent behind cover, the target’s cover
bonus to Armour Class is halved.

Crowd Fighting (General)

Your combat savvy and dextrous footwork make
you difficult to pin down in combat.

Prerequisites: Dex 15+, Dodge, Mobility or-
Circle Boxing, base attack bonus +4 or higher.

Benefits: You are not considered flanked unless
your are within the threatened areas of three or
more foes, two of which must be on directly
opposite sides of you. If three or more opponents
threaten you, only those on directly opposite sides
gain the benefits for flanking, including Sneak
Attack opportunities. An exception to this is
rogues of at least four higher levels higher than
you, who can flank as normal.

Create Opporh.mi’rq (General)

You are able to surprise opponents who attempt to
pass you by.

Prerequisites: Dex 15+, Combat Reflexes, base
attack bonus +3 or higher.

Benefit: In lieu of all your attacks of opportunity
3 for one round, you may make a single attack of

opportunity against a target who moves more than
5ft and moves through your threatened area in a
manner that does not normally provoke an attack
of opportunity.

Normal: Tumbling successfully does not provoke

‘»| an attack of opportunity. Spring Attack does not
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»] provoke an attack of opportunity from the
d attacker’s target. You get no attacks of

opportunity against a target with at least 50%
CcOVer.
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Note: If you have made even a single attack of
opportunity since your last action, you may not
use this feat, since you can no longer give up all
attacks of opportunity. If the target has the feat
Mobility, the mobility bonus to Armour Class still
applies.

Crusl'linq Blow (Genera')

Your charges strike with the incredible force.

Prerequisites: Fast Movement ability, Power
Attack.

Benefits: At the end of a charge, if you move less
than your standard movement, you add 1 point of
damage to a successful attack per 10ft of
movement remaining. Crushing Blow cannot be
used if you charge beyond your standard
movement.

For example: A 20 level monk (base speed 90 ft.)
with crushing blow charges an opponent 10 fi.
away. With a successful strike, he adds +8 to
damage. The same monk charges an opponent 80
ft. away. With a successful strike, he adds +1
damage. If he charges 90 ft. or more, he adds no
damage. Extra movement gained from magic items
do not add to damage.

Dance of the Blade

You are able to tumble over, or past your opponent
to strike them from behind.

Prerequisites: Dex 16+, Dodge, Mobility, Tumble
skill 12+, base attack bonus +10 or higher.

Benefit: When engaged in combat by an
opponent directly in front of you, you may
attempt to dodge around, or over, your opponent
to strike them from behind. Make a Tumble check
(DC 30), if successful you have dodged around
your opponent and are able to strike them from
behind as if they were flanked. If unsuccessful,
this action draws an attack of opportunity.

Note: You may not attempt to make a Dance of the
Blade on an opponent who is larger in size than
you, if attempted against an opponent who is
smaller in size, you gain a +2 circumstance
modifier to your Tumble check.

Darting Weapon (General)

Your melee attacks are incredibly fast,

Prerequisites: Expertise, base attack bonus+3 or
higher.

Benefit: At the start of each round, you may
subtract a number from all melee attack rolls and
add the same number to your Initiative scoré. This
number may not exceed your base attack bonus
and the effects last until the start of the next round,
at which time your Initiative changes to the result
of your Initiative check at the start of combat, or
the result of a refocus action. You may not make
ranged attacks this round. :

Deac“q Feint (General)

You are a master of distracting your opponents in
combat.

Prerequisites: Bluff skill, base attack bonus +10
or higher, Int 13+, Superior Disarm, Expertise,
Improved Disarm.

Benefit: If you successfully feint in combat and
attack your opponent while he is denied his
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’l Dexterity bonus to Armour Class, that attack is will help limit the number of opponents that can
automatically a critical threat. attack-you at ore tiitqc.
. / b ) & _5_\
Deu"‘n MDVG (Ge" EI'CII) For eyglm! iple: creature has a face of
W. . that creature to

sway the crowd and truly be a dangerous foe to
face. After defeating an enemy in the arena, you )
may perform a special death move you have =
practised to intimidate other gladiators and c__amae/
the crowd to howl. The specifics of the deatt
move are up to you but actions such as
decapitating the head of an enemy, i
on a spike or even ripping out his spi
are particular favourites with the rhob.

You are a master of the arena, one who can both / decrea inSiead, for'a SR

: P
wi without an)fcoveri r
I linkg the pumber oj

/ o5
Prerequisites: Base attack bo ﬁs\ or your

Benefit: If you make either a Stren Prerequisites: Base attack bonus +4 or greater.

check (your choice which) at DC 15,
perform your death move on an enemy you have Benefit: Make a move-equivalent action to-get
reduced to zero or lower hit points. Ofily melee into a defensive stance. You receive a +2 Dodge
ou will bonus to Armour Class until the beginning of your

automatically gain a temporaw"l mgrale bonus next round.

on attack and damage rolls that Wil
18, thig feat 1s Defensive Sfuc'q (General)

end of the combat. In all other respe
treated rformi d , as detailed !
realbd A meT ORRLIE B CONp Ho Bilge RSP Allows you to use your Intelligence modifier

tn:Care Rulebaoic instead of your Dexterity modifier for Armour
Class adjustments.

Defensive Fighter (Fighter) :

There are many times in battle when attack is not Prerequisites: Sense Motive skill, Alertness.

the best option and your best hope is to buy time

by fighting defensively. You are greatly skilled at Benefit: Grants you the ability to substitute your

this method of fighting and can keep enemies at Intelligence modifier for your Dexterity modifier

bay while still striking back effectively. when calculating Armour Class against a single
opponent. To gain this benefit, you must be able

Prerequisites: Dex 13+, base attack bonus of +2 to assess your opponent completely for at least

or higher. three rounds of combat. During this period of
study you are only able to take a partial action

Benefit: When fighting defensively, you gain the each round. Through the study of attack patterns

normal +2 dodge bonus to Armour Class but only you understand the best ways to avoid the attack

receive a -2 penalty to all attacks rolls. methods used by your opponent.

Normal: When fighting defensively, a character D eﬂ ect A" Sivs (G - eraD

suffers a -4 penalty on all attack rolls but gains a
+2 dodge bonus to Armour Class.

Defensive Position (General)

Decrease the area around you from which you may
be attacked.

You are able to deflect arrows and other ranged
attacks with your bare hands.

Prerequisites: Dex 13+, Improved Unarmed
Strike.

Benefit: You must have at least one hand free
(holding nothing) to use this feat. Once per round,
when you would normally be hit with a ranged
weapon, you may make a Reflex saving throw

Benefit: You are an alert combatant with a sixth
sense about opponents. As long as you are mobile,
you may decrease your face by one category. This

38



against a DC of 20 (if the ranged weapon has a
magical bonus to attack, the DC increases by that
amount). If you succeed, you have managed to
deflect the weapon. You must be aware of the
attack and not flat-footed. Attempting to deflect a
ranged weapon does not count as an action.
Exceptional ranged weapons cannot be deflected.

Deflect Attack (General)

You can be more aggressive when fighting
Defensively.

Prerequisites: Str 13+, Int 13+, Power Attack,
Sunder, Expertise.

Benefit: When you are fighting defensively, your
opponent provokes an attack of opportunity just
before attacking you. Since you are fighting
defensively, your attack of opportunity has a -4
penalty to attack.

If the opponent attacks you with a weapon, your
attack of opportunity can only be used as a Sunder
attack against the weapon used to attack you. If
the opponent attacks you with an unarmed attack
or a natural weapon, you attack the unarmed strike
or natural weapon, effectively making an attack of
opportunity against your opponent.

If your attack actually damages the opponent’s
weapon (or the opponent, in the case of an
unarmed strike or natural weapon), subtract the
damage dealt to the weapon or opponent from the
damage you would sustain from their attack. In
this way, it is possible to negate the damage from
an opponent’s attack.

Special: If you are attacking unarmed and you
wish to use Deflect Attack, the prerequisites
increase to Strength 13+, Dexterity 15+,
Intelligence 13+, Power Attack, Sunder, Expertise,
Improved Unarmed Strike, Eagle Claw Attack,
base attack bonus +2 or higher. This simply adds
Eagle Claw Attack, necessary for unarmed Sunder
attacks, and its prerequisites to this feat.

Deft Lunqe (General)

You are trained to take advantage of openings in
an opponent’s defence.

Prerequisites: Expertise, Dex 13+

Benefit: When you use the attack action or full
attack action in non-mounted melee combat, you
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may take as much as a -5 penalty to Armour Class
to add the same number (up to +5) to a single
attack roll in the same round. This number may
not exceed your base attack bonus. Unless you
also have the Mobility feat, this attack draws an
attack of opportunity from the defender. The
changes to Armour Class last until your next
action. The bonus to your attack roll will stack
with any other bonus.

Demolifion (General)

You are good at demolishing objects and
constructs.

Prerequisites: Profession (siege engineer) skill,
Power Attack, Str 13+,

Benefit: If you take a full-round action that
provokes an attack of opportunity to strike an
immobile, inanimate object, the strike is a critical
hit and has its damage multiplied by your
weapon’s critical hit multiple. You can only do
this against an immobile object, thus it is not
possible to score a critical hit against an object
held or worn by another character this way. With
this feat, it is also possible to score critical hits or
do a coup de grace against constructs. These
attacks are resolved in the normal fashion except
that constructs automatically pass their Fortitude
saves against death when they suffer a coup de
grace attack.
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; ,l Normal: Objects and constructs are not subject to

critical hits or coup de grace.

Desteuctive Quée (Genera])

You are prepared to make the ultimate sacrifice to
defeat your opponents.

Prerequisites: The Mountain Does Not Move,
Toughness.

Benefit: Before making an attack roll, you may
voluntarily sacrifice your own hit points to inflict
additional damage. For every two hit points you
sacrifice, you do 1d4 damage to your opponent if
you hit. You may not sacrifice more hit points on
one attack than your Constitution modifier. Your
own hit points are lost whether or not your attack
roll is successful.

De{ensive Roll (Geneml)

If struck with a life-threatening blow, your body
instinctively gives way, providing you with
another chance at life.

Prerequisites: Evasion, Reflex save 6+.

Benefit: Once per day, when you would be
reduced to 0 hit points or less by damage in
combat from a weapon or other blow (not a spell or
special ability), you can attempt to roll with the
damage. Make a Reflex saving throw, with a DC
equal to the damage dealt, and on a success you
take only half damage from the blow. You must be
aware of the attack and be able to react to it in
order to execute the defensive roll. If your
Dexterity bonus to Armour Class is denied, you
cannot roll. Since this effect would not normally
allow you to make a Reflex save for half-damage,
the Evasion ability does not apply to the
defensive roll. -You cannot use a defensive roll if
wearing medium or heavier armour.

Deferminecl Sou' (GeneraD

Through your will alone, you can increase the
amount of damage taken before dying.

Prerequisites: Iron Will.

Benefit: Add your Wisdom modifier to the number
of points of damage you can sustain before
entering each category of the death and dying
system.

For example: You have an 18 Wisdom (+4 bonus).
You become disabled at -4, unconscious (and
dying) from -5 to -13, and are dead at -14.

Dextrous Doc!qe (Genepal)

You are skilled at dodging attacks.

Benefit: For the purpose of determining Armour
Class, treat your Dexterity score as 2 points higher
than its actual value.

Special: This feat grants virtual access to the
Dodge feat, allowing you to take other feats for
which Dodge is a prerequisite.

Disteact (I:iq l‘lier‘)

You are one of the few warriors who can regularly
throw enemies off-balance and reduce the
effectiveness of their attacks. Through a
combination of feints and diversions, you can
keep an enemy on his toes and yet retain your own
devastating attacks.

Prerequisites: Cha 13+.

Benefit: The use of this feat is a free action. If you
can succeed in a Charisma check at DC 10 + your
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opponent’s character level/Hit Dice, you will
cause him to take only partial actions in the next
round of combat. This will only work on
opponents who have an Intelligence score of at
least 3, as animals and other base creatures will
simply ignore your feints and fancy moves as they
seek to rend you apart.

Divinq Shet (General)

You are trained in fast, acrobatic, defensive
manoeuvres while in ranged combat.

Prerequisites: Dex 13+, Point Blank Shot, Shot
on the Run, Dodge and Mobility.

Benefit: When using the attack action with a
ranged weapon in the same round in which you
used a move action to move at least 20 feet, you
gain a +2 dodge bonus to your Armour Class
against ranged attacks.

Doc]qe (Generul)

You are skilled at dodging blows from a single
opponent.

Prerequisites: Dex 13+

Benefit: During your action, you designate an
opponent and receive a +1 Dodge bonus to
Armour Class against attacks from that op

o
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Benefit: When you use the Dodge feat against an
opponentof Large or greater size, you may take a
move-equivalent action to gain an extra Dodge
bonus to Armour Class as follows:
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Large opponent +1

Huge opponent +2
Gargantuan opponent +4
Colossal opponent +8

This bonus stacks with the usual +1 bonus for use
of the Dodge feat and lasts until your next action.

Special: If you also have the Mobility feat, you
may move up to your full normal speed during the
move-equivalent action you took to gain the
Dodge bonus.

Donninq Armour (Fiqlﬂer)

You are adept at donning and removing armour in
a very short period of time, allowing you to react
quickly to enemies who attack camps and other
places of rest.

Benefit: You can don and remove armour far
quicker than others. The time required to get into
or out of armour, as described in Core Rulebook I,
is halved, regardless of whether you have help or
not. There is no further reduction when being
aided by another, and assistance is still required to
don half- or full-plate armour.

Double Step (General)

u can safely step further in combat.

isites: ;{ge, Mobility, Dex 15+, Tumble
; Jump skill 12+ ranks.

i I&gt or ho armour and

- raiﬁ‘:émm@f. step instead of
the usual 5 ft. step and stil full action

without provoking attacks of opportunity.

Double Weapon Fiql’dinq (Generul)

You have learned to fight effectively with both
ends of your double-ended weapon.

A

Prerequisites: Proficient with weapon, base
attack bonus +1 or higher.

Benefit: You fight with your chosen double-ended
weapon as though you had Two Weapon Fighting,
Ambidexterity and as though you were using two
weapons with a light weapon in your off hand.

Normal: Use a double weapon as though you
were using two weapons with a light weapon in
your off hand.
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jl Special: You may take this feat multiple times.
Each time, it applies to a different double-ended
weapon.

Note: You can learn later feats for which
Ambidexterity or Two-Weapon fighting are
prerequisites based on the ‘virtual’ feats learned
with Double Weapon Fighting but you can then
only use those feats with the specific weapon yo
have chosen.

Deraw Attack (Geneml)

You watch for melee attacks agam lly yo
defend, leaping to deflect them ag/they ate made.

/
Prerequisites: Bodyguard.

AN
Benefit: When using your Hoﬁygu 0.
defend an ally, you may actwély defend your ally
by intercepting melee attacks mad.e agaipst him.
This feat works in two different ways.=You may

choose the ready action to de'feng:ﬁ'e ly you
protect with your Bodyguard s action
When your ally makes his next ou

automatically become the target of_ y melee
attacks made against your defended plly so long as
he is within the area you threaten without a reach
weapon. This includes any readied attacks made
against your ally and attacks of opportunity
triggered by his actions, such as casting spells or
firing a missile weapon. If you drop before
resolving all the attacks against your ally, the
remaining attacks may target him as normal.

You may also ready an action to deflect the attacks
of a specific enemy or an enemy who fulfils a
specific criterion, such as moving into an area or
attacking your ally. Your chosen enemy (or the
one who fulfils the conditions of your readied
action) must attack you rather than the ally you
protect with your Bodyguard feat.

When using Draw Attack in this manner, you may
force ranged attacks to target you.

You may not use this feat if you are prone or
flatfooted, or if you have lost your Dexterity
bonus to Armour Class.

Special: When resolving attacks forced against
you by this feat, you gain the Armour Class bonus
from your shield, if any.

\\
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E uuﬂ Grapphﬂ' ( eneml)
You rely on quick techniques, rather than powerful
ones, when grappling.

Prerequisites: Dex 13+,

Benefits: You can apply your Dexterity modifier,
rather than your Strength modifier, in all grapple
checks.

Experf Grappler (Fiql\’rer)

You are an expert in bringing down opponents
while unarmed and are capable of wrestling free
out of the strongest of holds. Even larger
opponents have difficulty in pinning you down.

Prerequisites: Str 13+, Dex 15+, Weapon Focus
(grapple).

Benefit: You may add your Dexterity modifier in
addition to your Strength modifier to all Grapple
checks.

Normal: A character’s normal attack bonus on a
Grapple check is based on his base attack bonus,
plus his Strength modifier, plus his size modifier.

Exotic Weapon Dmficiencq (Geneml)

You are proficient in the use of a type of exotic
weapon such as a bastard sword (see Core Rulebook
I for a list of exotic weapons).

Prerequisites: Base attack bonus +1 or higher.

Benefit: You are able to make attack rolls with the
weapon normally.
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Normal: A character who uses a weapon without
being proficient with it suffers a -4 penalty on
attack rolls.

Special: You can gain this feat multiple times.
Each time you choose this feat, itapplies to a n
weapon. Proficiency with the bastard'sword,ok
dwarven waraxe has a prerequisite of Str 13+.

Exper| Aim (GenemD

You may attack exacting precision, resu
extra damage.

Prerequisites: Precise Shot, base attack bonus +6
or higher.

Benefit: If you take the Full Attack action when
using a device missile weapon (e.g. bow,
crossbow), you may choose to make a single
attack with a range of 30feet or less using your
Expert Aim. While you normally apply your
Dexterity bonus only to attack, in this case you
also apply your Dexterity bonus to damage.
This feat is ineffective against creatures that are
not subject to critical hits (e.g. constructs,
elementals, oozes, plants and undead).

Normal: Your Dexterity modifier applies only to
your attack roll.

Experf CDWGPGP (GEHGPCID

Gain or better the effects of cover even when there
is none

Benefit: You are so good at cowering that you can
make yourself a smaller target. When there is no
cover around you, you gain the effects of one-
quarter cover (+2 Armour Class bonus, +1 save
bonus). When in a covered area, you are covered
as if the level of cover was one place better. While
cowering, you are considered immobile and flat-
footed. You can only take a partial action each
round and this action cannot be a movement
action (e.g. you could cower behind a rock and
still fire a bow once per round but you could not
cower as you run from rock to rock). The act of
finding a good spot and cowering (e.g. scrunching
yourself up to gain the benefits of this feat) is, in
itself, a full round action.

43

Experfise (Geym

You arg (y P t0 st yo
W well as g

€

kills in combat to defend
ck. |\

Normal: A ch
ttacki or

feat can fight defensively while using
full attack action to take a -4 perjalgyon/attacks
and gain a +2 dodge bonus to our (Jlass.

Extea Quqe (General) "\ / ;
Your rage is legendary and fearsoﬁm behol

Capmes
Prerequisites: Rage class ability, aﬂattack’ /
bonus +2 or higher. -/

% .
Benefit: You can go into a rage ag additional time
per day.

Special: This feat can be taken more than once,
each time allowing you to enter a fit of rage one
more time per day.

Fae Shot (Geneml)

You are skilled at shooting your weapon great
distances.

Prerequisites: Point Blank Shot.

Benefit: When you use a projectile weapon, such
as a bow, its range increment increases by one-half
(multiply by %4). When you use a thrown weapon,
its range increment is doubled.

Fearsome Disp‘aq (Fiq"nier)

You know your weapons intimately and can
readily spin through a series of rapid manoeuvres,
twirling blades and making a weapon sing as it
slices through the air. By performing such quick
and lethal-looking manoeuvres, you can
intimidate your opponent before a blow is struck.

Prerequisites: Base attack bonus +3 or higher,
Intimidate skill 6.
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Benefit: You may select one enemy within 30 feet
to perform the Fearsome Display to. Make an
Intimidate check at DC 10 + the enemy’s character
level. Only melee weapons may be used in a
Fearsome Display. If successful, the enemy will
automatically gain a temporary —1 morale penalty
on attack and damage rolls for the duration of the
combat. This feat may only be used against an
enemy once per combat.

Fencinq Sfance (General)

You defend well with a single, light weapon.
Prerequisites: Weapon Finesse.

Benefit: When employing a single weapon for
which you have Weapon Finesse in one hand, and
using the other hand for balance only, your
defensive stance improves, granting you a +2
Dodge bonus to Armour Class.

Fierq Qaqe (General)

Your Rage burns particularly hot and can be
sustained longer than usual

Prerequisites: Rage character class ability.
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Benefit: You can rage for a number of rounds
equal to 6 plus your rage-enhanced modified
Constitution modifier.

Normal: A fit of rage normally lasts a number of
rounds equal to 3 plus the raging character’s newly
modified Constitution modifier.

Finesse Trip (Generu')

You know that strength is not the only way to
topple a mountain.

Prereqnisites:_ Improved Unarmed Strike,
Improved Trip.

-

Benefits: You use a Dexterity, rather than Strength,
check when attempting to trip an opponent.

Flashy Attack (General)

You are able to use an impressive display of
prowess to catch your opponents off guard.

Prerequisites: Base attack bonus +6 or higher,
Accurate Attack or Weapon Finesse with the
weapon used.

Benefit: As a full round action, you can add your
Charisma modifier (in addition to all other
modifiers) to your attack roll.

Special: This feat can be taken multiple times,
each time it applies to a new weapon.

Hurrq of Blades (General)

You can strike with exceptional speed when
wielding light weapons.

Prerequisites: Weapon Finesse, Weapon
Focus with weapon, base attack bonus +3 or
higher, Dexterity 13+,

Benefit: Choose one weapon that you have
Weapon Focus and Weapon Finesse for. When
unencumbered, in light armour or less, and
wielding this type of weapon, you may make one
extra attack per round. The attack is at your
highest base attack bonus but each attack (the
extra one and all the normal ones) suffer a -2
penalty. You must use the full attack action. This
feat does not stack with other feats/abilities or
situations that grant extra attacks, such as Flurry of
Blows, two weapon use, double weapons, or
creatures that make multiple attacks. It does stack
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with the increased number of attacks of a character
with high base attack bonus.

Flurey of Blows (General)

Make one extra open hand attack per round at the
expense of accuracy.

Prerequisites: Improved Unarmed Strike.

Benefit: Make one extra unarmed strike per round
at your highest base attack. All attacks made this
round suffer a -2 penalty.

Special: This feat cannot be used in conjunction
with any other feat that allows multiple attacks or
with the virtual feat of the same name gained by a
monk.

Hqinq I_eap (Genera')

The flying leap is a classic battle tactic and has the
advantage that it can be taught to anyone,
however inexperienced in combat. A variant of
the charge, it is particularly useful against a foe
who expects you to simply run onto his spear.

Benefit: When you make a charge action against
an opponent who has set a weapon against your

charge, they must succeed at a Will save (DC 15 +
your Charisma modifier) or completely lose the _
attack they readied. g

a}t:nks for the
rs from ability

Fo"ow-Up Strike ( eneral)

You have Jearned to turn even the slightest success
to your advantage and capitalise on your
momientum in battle.

Prerequisites: Base attack bonus +8 or higher, Str
13+, Pierce Armour.

45

\.once trati
onoﬂ]eﬁh’toﬂ?ﬂd%?;for 1+ Wisdom
5 modifier rounds. The diffictiiey for all

Benefit: If you succeed on a melee attack roll by
an amount greater than the amount needed to
succeed you gain half the difference (round up) as
a bonus to your next attack roll against the same
opponent in the same round. If you have no more
attacks this round, the bonus is lost.

Fracture (Generul)

You are skilled at exploiting weaknesses in -
objects.

Prerequisites: Sunder, Power Attack, base attack
bonus +2 or higher.

Benefit: When attacking an object with hardness
greater than or equal to that of your weapon, you
gain +2 circumstance bonus to damage. When

you are attacking an object with hardness less than
that of your weapon, you gain a +5 circumstance
bonus to damage.

Froq on the Lilqpacl (Genera')

By focusing your chi, you can walk on water as if
it was solid ground.

Prerequisites: Wis 15+, Balance 15 ranks,
Concentration 10 ranks, Fast Movement 60 ft.

nefit: With successful Concentration and
¢ checks against DC 25, you can move your
norm movenhul.rale across relatively calm
aces for a number of rounds equal to 1 +

modly ith a successful

DC 30, you can stand

Concentration and Balance checks increases by 5
when attempted on liquids with fast or choppy
currents and up to 10 when attempted in
conditions equivalent to storm-tossed seas. A
character using Frog on the Lilypad can even
attempt to run across the surface of oozes and
other creatures with amorphous, primarily liquid,
bodies but the DC to do so is at least 40 and they
provoke an attack of opportunity from the creature
when doing so. Characters are subject to normal
contact damage for moving across liquids other
than water, if appropriate.

Furious Shﬂeanl‘n (Geneml)

You can channel your rage into a single burst of
incredible strength.

Prerequisites: Rage class ability.
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: ’l Benefit: You can choose to forgo the normal
benefits of rage for a single round of incredible
strength. To use this feat, you must still be able to
rage at least once during the current day. Furious
Strength may be invoked whenever rage could be
activated. When you use this feat, you gaina +20
bonus to Strength for a single action that can last
no longer than one minute. This can be used to
bash down an obstacle, lift an impossible weigh
until your friends can run safely through,
tremendous damage to a foe with a singl

>

suffering the same effects as if you
finished a rage.

Ghost Touch (General 4

By channelling your ki you ¢
incorporeal opponents. '

/

incorporeal opponents as if yo!
touch power, negating an incorpQrg
ability to ignore 50% of successful a
corporeal source. Like Ki Strike, G
supernatural ability.

Ghost Steps (General)

Your footsteps echo strangely and no longer
betray your location.

Prerequisites: Dex 13+, Tiger Treads on
Eggshells, Move Silently 10 ranks.

Benefit: Thanks to your knowledge of acoustics
you can, should you choose, cause the sound of
your footsteps (as well as breathing and the rustle
of gear) to issue forth from any direction and
location within a 30ft radius. With a successful
Move Silently check, enemies are not aware of
your true location and believe the Ghost Steps to
be real. On a failed Move Silently check, enemies
are aware of your real location and hear your ghost
steps for what they are, echoes. Ghost Steps does
not work in areas affected by silence effects or
when underwater.

Giant Fiql’nier (Generul)

You are especially adept at battling creatures
larger than yourself.

Prerequisites: Base Reflex save +4, base attack
bonus +4 or higher.

w

or deal -
al 3
After this action, you are fatigued for ngu'n*m,
just '

Benefit: When fighting a creature larger than
yourself, you gain 4,2 bonus on your attack rolls.
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Great Cleave (Generul)

You are able to strike multiple times after
dropping your opponents.

Prerequisites: Str 13+, Power Attack, Cleave, base
attack bonus +4 or higher.

Benefit: As Cleave, except that you have no limit
to the number of times you can use it per round.

Hair Triqqer Reflexes (Geneml)

You leap into action while others are still reaching
for their swords. In combat, you always react first
and often leave enemies who thought they had
you surprised struggling to deal with your
unexpected counterattack.

Prerequisites: Improved Initiative, Dex 15+.

Benefit: Once per day, you do not roll for
Initiative, instead using this feat to automatically
gain an Initiative score equal to 1 + the current
highest score in a combat taking place around
you. Even if you are caught flatfooted, you may
activate this ability to act during a surprise round.
If two characters attempt to use this feat, they both
receive the new Initiative score. Determine who
goes first as normal for tied Initiatives. You must
declare your use of this feat before anyone,
including the Games Master, rolls Initiative.

HCI mmer BII:)WI (Genem')

You know that power makes up for subtlety.
Where other martial artists strike like lightning,
you prefer kicks and punches that hit like a
battering ram.

46
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Prerequisites: Flurry of Blows ability, Power
Attack, base attack bonus +4 or higher.

Benefits: In lieu of an extra attack when using
Flurry of Blows, you add damage to your first
attack equal to the base attack bonus of the
sacrificed extra attack, minus the Flurry of Blows

penalty.

For example: an 11" level monk with an unarmed
base attack bonus of +8/+5/+2 and a +1 Str
bonus to damage would, when using Hammer
Blow, have an unarmed base attack bonus of +6/
+3/+0 with +7 to his first damage roll and +1 to
the rest.

Hammer Blow can be used in conjunction with
Power Attack.

Hamsh'inq (General)

Choose one type of weapon. You have acquired
specialised training in fighting large creatures
with that weapon; either imparted to you by an
accomplished weapon master or gained on the
battlefield through first hand experience. You are
familiar with the vulnerable portions of a large
creature’s lower body and can injure its legs in a
way that leave it crippled.

PrerequisiteS' Str 13+, Power Attack. 4 -

sed Damage
stitution modifier.
1 damage.

This only apst'\Io subd

Special: This feat cannotbe used against psionic
or magical weapons or attacks.

For example: If you have a Constitution modifier
of +3, you can subtract the first three points of
subdual damage from each subdual attack. If a

punch only did two points of subdual damage,
you would take no damage from the strike. If a
punch did five points of subdual damage, you
would only suffer two of those five points.

Heovq Apmour Dexieriﬁ; (General)

You are unaffected by the weight of heavy armour.

Prerequisites: Con 13+, base attack bonus +1 or
higher, Armour Proficiency (light and medium.

Benefit: You are proficient with heavy armour.
Your normal speed and maximum running speed
are unaffected by armour, unless the weight of the-
armour causes you to be encumbered. The
maximum Dexterity bonus of any heavy armour
you wear is increased by one, and check penalties
are reduced by one. This feat counts as the Heavy
Armour Proficiency feat for the purposes of
determining prerequisites.

Heiq |1ienec’ Awareness (General)

You rely on senses other than sight to perceive a
foe.

Prerequisites: Base attack bonus +6 or higher,
Wis 15+, Blind-Fight.

ou may use this feat to focus your

{on on one opponent within five feet. If this
t is invisible, ethereal, or concealed, you
3 noypenalty or miss chance
gible), if you are

al opponents within

one to enter your range. This is an extraordinary
ability.

Special: This feat may he selected multiple times.
Each time it is selected, your sensory range is
extended by five feet and you may track an
additional opponent.

Heroic Evasion (General)

When you focus on an effort you may get flashes
of insight about the immediate future allowing
you to avoid disastrous mistakes.

Prerequisites: Great Fortitude, Iron Will,
Lightning Reflexes.

Benefit: You may reroll a check or save you just
made and apply a insight bonus equal to your




Charisma modifier. You may do this once per day.
You must take the result of the reroll, even if it is
worse than the original roll.

Heroic Qecoverq (Genera')

You make miraculous (albeit slow) recoveries after
being left for dead.

Prerequisites: Con 13+, Endurance, Great
Fortitude.

Benefit: When you fall below 0 hit points you do
not continue to bleed (e.g. take 1 point of damage
each round). This feat does not prevent you from
dying when you have -10 hit points or less.

Hidden Tiqer (Special)

Your small size leads opponents to believe you are
weak, a mistake you always use to your best
advantage.

Prerequisites: Small size, Improved Unarmed
Attack.

Benefits: When attacking unarmed, or when using
a Tiny size weapon, you gain an additional +1
small size bonus to attack rolls in the first round of
combat when fighting opponents of Medium-size
or larger.
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Holdinq Basics (GeneraD

You have trained in the fundamentals of holds and
locks, making it both easier for you to grapple
someone and harder for them to escape once you
have been successful.

Benefit: This feat grants you the following
abilities.

Joint Lock: Opponents receive a -4 penalty to all
attempts to escape your pins.

One-Handed Choke: You can grapple or pin an
opponent using only one hand, leaving the other
free for other tasks, such as attacking or deflecting
arrows.

Ho'q Furq (Generul)

You can channel positive energy and rage to deal
severe damage to undead.

Prerequisites: Ability to channel positive energy,
Rage class ability.

Benefit: Characters who can both rage and
channel positive energy (turn undead) can

combine those two abilities when fighting undead.

By sacrificing one turning attempt for the day

P —
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while raging, you gain the ability to affect undead
with critical hits. This lasts until the end of the
current rage.

Huml:le S|1ie|c| (Geneml)

By deliberately catching an opponent’s blade in
the wood of your shield, you can twist it out of
their hands and take it for your own use.

Prerequisites: Shield Expertise, Improved
Disarm, base attack bonus +5 or higher.

Benefit: You may make an attempt to disarm an
opponent using your shield, so long as the
opponent’s weapon is of either the piercing or
slashing type. Unlike a normal disarm attempt,
you must ready your disarm attempt when using
this feat. When an opponent attacks, you make an
opposed attack roll with a +1 if you are using a
small shield, or +2 if you are using a large shield.
If they beat you, they damage you normally. If
you beat them, their weapon damages your shield
as though they had made a strike a weapon attack
action (see Core Rulebook I), but you have
successfully disarmed them and may draw their
weapon from your shield as a standard action (or
as a free action if you also have the Quick Draw
feat). This feat may only be used with a wooden
shield.

Special: If for some reason you choose to leave
the weapon embedded in your shield, the shield
will be of no use (that is, no Armour Class benefit,
no shield bashes, no more use of this feat etc) until
you do remove it.

Hunfer,s Wisc]om (General)

Your knowledge of animals makes you more
skilled at killing them.

Prerequisites: Knowledge (nature) skill.

Benefit: Whenever you are in combat with an
animal or beast, you can make a Knowledge
(nature) check at a DC of 10+ the creature’s Hit
Dice. If you succeed, the threat range of any
weapon you use against the creature is increased
by 1.
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|mpvovecl Armour Use (Fiqlﬂer)

Choose one type of armour, such as the chain shirt.
You are especially good in using this armour to its
fullest effect and its weight and encumbrance
rarely restrict you.

Prerequisites: Base attack bonus of +1 or higher.

Benefit: You may reduces the armour check:
penalty by -1 whenever you wear this type of
armour.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat, it
applies to a new type of armour. ¥

|mprovecl BU" Qusl‘n (GEI'IQI’CII)

You are skilled at moving your opponents back in
combat.

Prerequisites: Str 13+, Power Attack.

Benefit: When you perform a bull rush action,
you do not draw an attack of opportunity from the
defender.

Improved Combat Focus (General)

You have practised the arts of two-on-one combat,
enhancing your Combat Focus.

Prerequisites: Combat Focus.

Benefit: When using the Combat Focus feat, you
may specify two opponents to focus against.
Against the second, you have neither bonuses nor
penalties.

|mppovec| Critical (Genem')

You are adept at inflicting highly-damaging blows
with a weapon.

Prerequisites: Proficient with weapon, base
attack bonus +8 or higher.

Benefit: When using the weapon you selected,
your threat range is doubled.

Special: You can take this feat multiple times.
The effects do not stack. Each time you gain this
feat, it applies to a new weapon.
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’/ Note: Keen magic weapons also double their
normal, non-magical threat range. As with all
doubled doublings, the result is triple.

Improved Deflect Arrows (General)

You can deflect arrows several times in a round.
Prerequisites: Deflect Arrows, Dex 13+.

Benefit: You may Deflect Arrows more than once
each round. Each attempt at deflection beyond
the first counts as one of your attacks of
opportunity for the round.

Improved Deflect Attack (General)

You expertly block many incoming attacks.

Prerequisites: Str 13+, Int 13+, Power Attack,
Sunder, Expertise, Combat Reflexes, Deflect
Attack.

Benefit: When using Deflect Attack, you ignore
the -4 penalty to attack normally associated with
fighting defensively. This does not affect any
other attacks you make whileeE ghting defensively.

IITIPFOVGJ DISGPI‘I‘I (Ge GPCII)

You are skilled at dis
without risk to yourse

|mp%ved odge (Genera

When you ﬁg\mt it S if you'pg

sense, fMstinctively twisti e
wel}»auned lows
ability*has sav&d yon
care to rememb

Prerequisites: Dex 03
Reflexes.

Benefit: You receive a +1 Dodge bo
Class against attacks from all opp

: i 0
i ts during
each round. Note that a condition causing.y \/(o
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the loss of dodge bonuses. Also, unlike most
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Dodge bonuses, this bonus does not stack with the
Dodge feat bonus.

|mprovec] Far Shot (Genera',
panqecl)

You can attack with ranged weapons more
accurately at long range.

Prerequisites: Point Blank Shot, Far Shot, base
attack bonus +2 or higher.

Benefit: You gain a +2 bonus that only works to
negate range-based penalties.

lmproved Feint (General) ' )

You are adept at taking advantage of an opponent
who overreaches himself.

Prerequisites: Base attack bonus +4 or higher,
Pre-emptive Sense, Bluff Skill.

Benefit: You may feint in combat as a move
equivalent action. All other aspects of the feint
action remain the same, including the chance of an
attack of opportunity if your Bluff check fails.

Normal: Feinting in combat is a standard action.
(See the Bluff skill in Core Rulebook I).

Improved Ki Strike (General)

Your Ki Strike is more potent than normal
Prerequisites: Wis 19+, Ki Strike +1.

Benefits: Add +1 to the effective enhancement
bonus of your Ki Strike ability. This feat can be
taken only once.

|mproved lnifiaiive (Genel'al)

You are adept at reacting quickly and are thus
faster in combat.

Benefit: You receive a +4 bonus on Initiative
checks.

lu!provec] Leveraqe (Geneml)

Pferequisites: Improved Trip.

L _a R ISl
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Benefit: You gain a +4 bonus to your ability
checks when initiating or defending against trip
attempts, and a +2 bonus to all Grapple checks.

|mproved Mounted Combat
(Generul)

You may evade more than one attack to your
mount in a round.

Prerequisites: Mounted Combat, Ride skill.

Benefit: You may use your Ride skill and
Mounted Combat feat to evade one additional
attack each round.

Special: This feat can be taken several times, and
stacks with itself.

|mprovec| Power Double Weapon
(General)

You can inflict terrible blows with a double
weapon.

Prerequisites: Double Weapon Fighting, Power
Attack, Power Double Weapon, base attack bonus
+6 or higher.

secondary attan\
Norm\a

ngthbon
attac ,
rolls with y

Benefit: So |
readied (see 1), any foes who
attempt to flank you mustimake opposed Dexterity
checks with you or attack each other instead of
attacking’you. Only their first attack on the round
in which you leap is affected.

__do not incur the usual penalties for attempting to

Benefit: When wielding a double weapon
add one and one-hal ycm' S ngth bon do syb Wge Also, the weapon’s threat
damage rol}s’wnh : attac (s) d is doubled, when dealing subdual damage.

Special: You may be fairly loose about the
conditions for activating your Salmon Leap; for
example, you could specify ‘I ready my Salmon
Leap to use against either a thrown weapon attack,
or a charging foe, or enemies attempting to flank
me’. The first of the specified conditions that is
satisfied will prompt the use of your Salmon Leap.

Im provec' Soft Sfep (Geneml)

You can move more quickly while maintaining
your light step.

Prerequisites: Dex 15+, Soft Step.

Benefit: As Soft Step, except that a character can®
move his base speed while maintaining his light
footing. In addition, skill check DCs are only
increased by two instead of five when using skills
and Soft Step together.

|mprovec| Subdual (General)

You really know how to subdue opponents.

Prerequisites: Proficient in a bludgeoning
weapon.

Benefit: When attacking with a bludgeoning
weapon and attempting to do subdual damage you

oD

u are adep—tw;:ponems and
taking advantage of them.
Prerequisites: Int 13+, Expertise.

Benefit: If you manage to trip an opponent in
melee combat, you may immediately make a
melee attack against that opponent as if you had
not used your attack for the trip attempt.

|mppovet] Two-Weupon.F iqlﬂinq
(Genepal)

You are particularly skilled at fighting with more
than one weapon in your hands.

Prerequisites: Two-Weapon Fighting,
Ambidexterity, base attack bonus +9 or higher.
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Prerequisites: Proficient with weapon, Weapon

i 4 1, Benefit: In addition to the standard single extra

attack you receive with an off-hand weapon, you
get a second attack with the off-hand weapon,
albeit at a -5 penalty.

Normal: Without this feat, characters can only get
a single extra attack with an off-hand weapon.

Special: A ranger who meets only the base attack
bonus prerequisite can gain this feat, but can only
use it when wearing light armour or no armour.

|mproved Unarmed Steike (Genem[)

You are skilled at fighting without weapons.

Benefit: With respect to combat and attacks of
opportunity, you are considered to be armed even
when unarmed — that is, armed opponents do not
get attacks of opportunity when you attack them
while unarmed. However, you still get an
opportunity attack against any opponent who
makes an unarmed attack upon you.

Special: A monk fighting unarmed automatically
gains the benefit of this feat.

|mprovec! Underwater Combat
(Generur)

You are a master of underwater combat and fight
with equal ease whether submerged or on dry land.

Prerequisites: Underwater Combat, base attack
bonus +6 or higher.

Benefit: While using piercing weapons, you suffer
no penalty to Initiative checks and attack rolls in
underwater melee combat. This feat has no effect
when used in conjunction with slashing or
bludgeoning weapons.

Normal: A character without this feat fights with
a —4 penalty to their Initiative checks and attack
rolls while underwater. In addition, those using
slashing or bludgeoning weapons will suffer a —4
penalty to their damage rolls.

|mppovecl Weapon Focus (Fiql'lier)

You are exceptionally good at wielding one type
of weapon and are able to thrust home lightning
fast attacks that defy rational explanation. You are
truly a master of combat.
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Focus, base attack bonus +8 or higher.

Benefit: Improved Weapon Focus may only be
taken for a weapon type already chosen for the
Weapon Focus feat. From this point, you will gain
a +2 bonus to all attack rolls you make with the
selected weapon. This bonus replaces that gained
with Weapon Focus and they do not stack.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat, it
applies to a new weapon.

|mprovised Weapon Dm{iciencql s
(General) )

You possess skill with a variety of crude and
unpredictable weapons.

Prerequisites: Base attack bonus +1 or higher,
Dex 13+.

Benefit: Select three small weapons, or two
medium weapons, or one large weapon and one
small weapon, with which you are not currently
proficient. You gain proficiency in the selected
weapon or weapons. You may not select a weapon
with a base gold cost greater than 50 gp.

Special: This feat can be gained multiple times.
Each time it is learned, it applies to a new weapon.

|mppovisec| Weaporls (General)
You are adept at making the most of whatever
weapons come to hand.

Prerequisites: Base attack bonus +2 or higher.

Benefit: When you use a weapon that you are not
proficient with, or an improvised weapon for
which no proficiency is possible, you suffer only a
-2 penalty to hit.

Normal: The normal penalty in this situation is -
4,

Increased Reload (Genera')

One of the greatest failings of all black powder
weaponry is the amount of time it takes reload
them. You are well trained in the use of such
weapons and can reload them far quicker than
normal.
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Prerequisites: Exotic Weapon Proficiency
(blackpowder).

Benefit: All reload times for black powder
weapons are reduced by one standard
action. However, the use of this feat may
never reduce this time to less than a single
standard action.

|ncpec|il:>|e Endurance (General)

You are capable of supernatural feats of
stamina, able to withstand adversity for
great periods of time.

Prerequisites: Con 15+, Endurance.

Benefit: Whenever you make a check for
performing a physical action that extends
over a period of time (such as running,
swimming, holding your breath, etc.), you
gain a +4 bonus. This bonus will stack with
other related bonuses.

Ins’ranf Awalxeninq (Genera')

You can instantly awaken from sleep at the
slightest sign of danger.

Benefit: When subject to surprise or a coup
de grace attack while asleep, you may make
an immediate Reflex save (DC 15) to awaken and
defend yourself normally. On a successful save

you are not considered helpless or surprised; roll

bonus to attacks and skill checks, and a +2 morale
bonus to damage.

for Initiative and resolve the attack in the normal Ipon Boclq (Geneml)
fashion. After years of diligent practice and great hardship,
. ) ou have boosted your body’s pain tolerance to an
Normal: A sleeping opponent is helpless (+4 y : y ySPp
i : ; incredible degree.
circumstance bonus to strike, treat Dexterity as 0
and apply 5 modifier to Armour Class) and subject Prerequisites: Great Fortitude.

to a coup de grace attack.

Benefits: You reduce the damage from critical hits
Invincil::le (General) and sneak attacks by 1 point per damage dice.
When things are at their worst, you are at your Additionally, when reduced to 0 hit points or less,
best. You have a core of mental toughness that you have a 20% chance to stabilise each round,
allows you to ignore pain that would normally rather than10%.
disrupt your concentration and leave you reeling.

In fact, pain helps you focus on the task at hand hem BPGCILQP (General)

and improves your performance. You are able to accurately target specific items
i Iron Will. Tough held or worn by your opponents with ranged

Prerequisites: Iron Will, Toughness. o

Bengfit: “l:hen you are]reduced 0 ﬁalfi?ur | Prerequisites: Base attack bonus +3 or higher,

maximum hit points or less, you gain a +1 morale proficiency with weapon.
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: j/ Benefit: When targeting an item worn or held by

an opponent, you receive a +2 competence bonus
to any ranged attack. When attacking a weapon or
shield, your ranged attack is considered to target a
Medium-size weapon.

Ki of the Masters ((General)

You have learned to channel your ki into
devastating unarmed attacks.

Prerequisites: Wis 13+, Str 11+, Improved
Unarmed Strike, Stunning Fists, base attack +3 or

higher.

Benefit: On a successful unarmed strike you can
add your Wisdom modifier instead of your
Strength modifier to the damage roll. This feat is
an extraordinary ability.

Lea ping Defence (General)

Your reflexes and acute awareness allow you to
leap forward and protect an ally from the effects of
aranged attack or area of effect spell.

Prerequisites: Absorb Blast, Alertness.

Benefit: As a free action, you may make a
standard move before activating your Absorb Blast
feat. You may make this move to enter a spell or
other attack’s area of effect. You may use this feat
once per round. You may not use this feat if you
are prone, flatfooted, or have lost your Dexterity
bonus to Armour Class.

Special: If you gain the Selfless Sacrifice feat, you
may also activate your Leaping Defence feat in
order to use that feat.

Lef'm' Fist (General)

Your unarmed attacks cause lethal damage.
Prerequisites: Improved Unarmed Strike.

Benefit: You can opt to do normal or subdual
damage with unarmed and grappling attacks.

Special: Monks already have this as a class
ability.

Leupinq Steike (Genera[)

You can attack with great strength by leaping at
your opponent.
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Prerequisites: Base attack bonus +1 or higher,
Dex 13+, Jump skill.

Benefit: You gain a +4 attack bonus on any attack
involving a leap of six feet or more. This is an
addition to any bonus you gain from the charge or
partial charge action.

Let Him Go Bq (General)

You can use your opponent’s mistakes against

Prerequisites:. Base attack bonus +6 or higher,
Combat Reflexes. | -

Benefit: When performing the total defence
action, you may make a Reflex save (DC your
opponent’s total attack roll) to immediately make
a melee attack at your highest base attack bonus
against any opponent who attacks you and misses.
This is not an attack of opportunity and may be
performed as many times per round as long as you
succeed at the Reflex saves. Only one attack may
be applied to a single enemy each time he misses
you.

Liqlﬂninq Draw (General)

Talent and training have honed your
swordsmanship to a razor’s edge.

Prerequisites: Dex 13+, Weapon Specialisation
(chosen sword).

Benefit: You gain a +2 circumstance bonus to
your Initiative check when using a sword you are
specialised in and can draw it as a free action. You
may take feats that require Quick Draw as a
prerequisite but, if you do not have Quick Draw,
you may only use those feats with your chosen
sword.

Liql’nininq Initiative (General)
You can react to the movements of your enemies

with devastating speed, able to attack those
around you before they have time to react.

Prerequisites: Reflex save +6, Improved
Initiative.

Benefit: You gain a +4 bonus on Initiative checks.
This bonus will stack with other related bonuses.
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Lionl’nea riecl (GenePaD

You possess an incredible level of bravery and
determination. '

Prerequisites: Iron Will.

Benefit: You gain a +1 bonus to Will saves and a
+4 bonus to Will saves against fear effects.

Martial Weupon Dpolticiencq
(Geneml)

You are trained in the use of a martial weapon,
such as longsword, see Core Rulebook I for a list
of martial weapons.

Benefit: You make attack rolls with the weapon
without penalty.

Normal: A character who uses a weapon without
being proficient with it suffers a -4 penalty on
attack rolls.

You can gain this feat multiple times. Each time
you take the feat, it applies to a new weapon.

A cleric whose deity’s favoured weapon is a
martial weapon and who chooses War as one of his
domains receives the Martial Weapon Proficiency
feat related to that weapon for free, as well as the
Weapon Focus feat related to that weapon.

Master Teacker (General)

You have mastered
the ways of the
hunter, allowing you
to follow enemies
through even the
most difficult terrain.

Prerequisites:
Track, Wis 15+,

Benefit: You gain a
+4 bonus to all
Search checks and
Wilderness Lore
checks while
tracking.

Missile Droo{ (Generul)

You may block projectiles easily with your shield.

Prerequisites: Combat Reflexes, Shield
Proficiency.

Benefit: You must be using a buckler, small shield (_ F
or large shield when using this feat. Once per
round when you or someone immediately behind
you would normally be hit with a ranged weapon,
you may make a Reflex saving throw against a DC
of 20 (if the ranged weapon has a magical bonus to
attack, the DC increases by that amount). You add
a small or large shield’s armour bonus, and
enhancement bonus if applicable, to your Reflex
roll for the purposes of this feat. If you succeed,
you deflect the weapon. You must be aware of the
attack and not be flat-footed. You may block an
incoming missile attack with your shield only
once per round.

—
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This feat also allows you to block magical
projectile attacks (e.g. acid arrow, fire arrow),
however, your shield will sustain any damage from
the spell that exceeds its hardness.

Against special attacks with splash damage (e.g.
acid, alchemist’s fire, etc.), if the Reflex saving
throw is successful, the shield takes the primary
damage and you take only the splash damage.

Special: You may take this feat multiple times. Its
effects do not stack. Each time you take this feat,
you may block an additional missile attack with
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, our shield. You may not block more attacks in a
round than 1 + your Dexterity modifier (minimum
of one attack).

Miie I:iql'nier (Generul)

You are especially adept at battling creatures
smaller than yourself.

Prerequisites: Base Reflex Save +4, base attack
bonus +4 or higher. .

Benefit: When fighting a creature s
yourself, you gain a +2 bonus on y

Molalle SI‘IO'I' (General)
You are adept at dodging attacks e ring

ranged weapon.

Prerequisites: Dex 13+, Dodge, Mob1 ty

agains( attacks of opportunity
make a ranged attack within a

Note: A condition that makes you
Dexterity bonus to Armour Class (if ny) also makes
you lose your dodge bonus.

Mol::ili’[q (Geneml)

You are adept at maximising your defence when
moving in, or out, of combat.

Prerequisites: Dex 13+, Dodge.

Benefit: You gain a +4 dodge bonus to Armour
Class against attacks of opportunity caused
because you move out of or within a threatened

area.

Note: A condition that makes the character lose
the Dexterity bonus to Armour Class (if any) also
makes the character lose dodge bonuses. Also,
dodge bonuses stack with each other, unlike most
types of bonuses.

Monlteq Taunts the Empemr
(General)

You have learned to dismiss your enemies’
fighting prowess with a single sneer or waggle of
your finger, goading them into rash actions.
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Prerequisites: Unarmed Damage 1d8 or higher,
Bluﬁ‘~6 fanks. \

leLBquf check you can

harge-you-on his next
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Monk Weupon Mosierq (GeneraD

Through dedication, training and hard work, a
monk can master any weapon

Prerequisites: Proficient with chosen weapon,
Weapon Focus (chosen weapon), base attack
bonus +6 or higher.

Benefit: Choose any single weapon that meets the
above prerequisites. The monk can now use his
more favourable unarmed attack bonus, including
the improved number of attacks per round, when
wielding that weapon and may incorporate use of
that weapon with his Flurry of Blows ability.

Normal: At first level, every monk has this ability
with the kama, nunchaku and siangham.

MOI‘IS*QP SIGI]GP (General)

Through long practice and bitter experience, you
have learned a number of techniques for killing
monsters quickly so as to risk as little damage to
yourself as possible.

Prerequisites: Power Attack, base attack bonus +6
or higher.

Benefit: When making a Power Attack against a
foe of Large size or greater, you now add twice as
much to your damage roll as you subtract from
your attack roll, rather than the same amount as is
usual for Power Attack. For example, you can use
your Power Attack to gain a +2 to damage for a1
penalty to your attack roll, or a +6 bonus to
damage for a -3 penalty to attack, or even a +10
bonus to damage for a -5 penalty to attack. As



FEATS OF ARMS

ever with Power Attack, the bonuses and penalties
have to apply to all your attacks in a round.

Maisted Aschers Giaard)

You are skilled at firing ranged weapons while
mounted upon a horse.

Prerequisites: Ride skill, Mounted Combat.

Benefit: The penalty you suffer while using a
ranged weapon from horseback is halved: -2
instead of -4 if your mount is taking a double
move, and -4 instead of -8 if your mount is
running.

Mounted Combat (Genera')

You are skilled at fighting whilst mounted upon a
riding animal.

Prerequisites: Ride skill.

Benefit: Once per round when your mount is hit
in combat, you may make a Ride check to negate
the hit. The hit is negated if your Ride check is
greater than the attack roll (essentially, the Ride
check becomes the mount’s Armour Class if it is
higher than the mount’s regular Armour Class).

Mounted Dodge (General)

You are adept at avoiding danger when on
horseback.

Prerequisites: Mounted Prowess, Dex 13+, Ride
skill.

Benefit: You may make a Ride check and use the
result in place of any Reflex saving throw when
mounted. This benefit applies to both you and
your mount.

MOUH"EJ DPOWQSS (GGI'IGPCII)

You are trained in superior cavalry techniques.
Prerequisites: Ride skill, Dex 13+

Benefit: This technique counts as the Mounted
Combat feat for the purposes of determining
prerequisites and provides all of the same benefits
of that feat. In addition, you gain an additional +2
circumstance bonus to all attack rolls (ranged or
melee) while mounted.

H(Iilll’ﬂl GPCI PPIGP (GGDEI’OD

You can grapple as easily as you punch.

Prerequisites: Improved Unarmed Strike, Weapon
Focus (grapple), base attack bonus +3 or higher.

Benefit: You no longer provoke attacks of
opportunity when attempting to initiate a grapple
and can initiate a grapple as a free action after a
successful unarmed melee attack.

Noetheen Sia“, Noetheen Spear
(General) i % g

Some styles of martial arts teach their practitioners
to use the staff in the same manner as the spear,
keeping both hands on one end of the staff and
stabbing, as with a spear, with the other end. This
style of staff fighting allows you attack opponents
at a longer range than is normal for a staff, while
still allowing you to change your grip and attack
nearby opponents at will.

Prerequisites: Weapon Focus (staff), base attack
bonus +4 or higher.

Benefits: While fighting with a shortspear or
quarterstaff, you may attack opponents who are
10ft away as if you had a reach weapon. In any
round that you use this feat, you may not attack
adjacent opponents with your staff or spear.

3T
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Off-Hand Weapon Expepf (General)

Skilled in the use of off-hand weaponry, a
secondary weapon can be just as lethal as any
other when in your hands.

Prerequisites: Dex 13+, base attack bonus +4 or
higher.

Benefit: When you strike an opponent with a
second weapon in your off hand, you may add
your normal Strength bonus to the damage roll.

Normal: When a character deals damage with a
weapon in their off hand, they add only one-half
of their normal Strength bonus.

One Momeni in lime (Generul)

You can focus your attention even in the heat of
battle.

Prerequisites: Base attack bonus +7 or higher,
Improved Initiative.

Benefit: You may refocus as a move equivalent
action.

Normal: Refocusing takes a full round action.

Opportunity Shot (General)

You shoot so fast that you can make ranged
attacks of opportunity at point-blank range.

Prerequisites: Base attack bonus +8 or higher,
Dex 13+, Point-Blank Shot, Rapid Shot.

Benefit: When armed with a ranged weapon that
is ready for use, you have an effective reach of
30ft. (up to the range of your weapon) and can
make ranged attacks of opportunity in any area
out to this range. You may not make ranged
attacks of opportunity if you are standing in an
area threatened by an opponent.

Normal: Ranged weapons normally can’t make
attacks of opportunity, and you have no
threatened area when using them.

Special: If you use Rapid Shot in the same round
as you use Opportunity Shot, the -2 attack penalty
applies to Opportunity Shot as well.
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Note: You cannot make an attack of opportunity
against an opponent with half or more cover, such
as behind another character.

Pack Attack (General)

You are trained to co-ordinate with others to bring
down powerful enemies.

Benefit: If an ally (with or without this feat) is
flanking your opponent, you are considered to be

flanking that opponent also and get all the normal

benefits of flanking.

Normal: You must be one of the attackers that
cause the target to become flanked to receive a
flanking bonus.

DacL Initiative (Generul)

You can co-ordinate your Initiative with pack
mates.

Prerequisites: Pack Attack.

Benefit: If you and an ally both have this feat,
you may change your Initiative order to act on the
same Initiative score as your ally. This free action
must be taken after Initiative checks are rolled, but
before regular rounds begin. It lasts for the entire
combat, or until you ready or delay your action,
just as if you had initially rolled this Initiative
roll.

Special: You still cannot act on an Initiative score
higher than your normal maximum Initiative score
(20 + Initiative bonus).

Pain is my Friend (Genera')

You like to hurt yourself before entering combat in
order to gird yourself for battle.

Benefit: As a full round action that provokes an
attack of opportunity, you may deal 4 points of
damage to yourself. For a number of rounds equal
to 3 plus your Constitution modifier, you gain a
+2 rage bonus to Strength and a +2 circumstance
bonus to Intimidation checks.

Note: Pain is my Friend does not stack with the
rage feature of the barbarian class, or abilities or
effects that duplicate it.
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Darrq (Geneml)

You can deflect a melee attack against you with
your own weapon.

Prerequisites: Dex 13+, base attack bonus +3 ot 4
higher, Expertise. .

Benefit: On your action, you may choose to Ifold
one or more of your attacks until an opponent
attacks. The opponent rolls his attack normally
determine if he hits. If he succeeds, you
make an opposed attack roll against a DC equal to
your opponent’s final attack result. If you
succeed, you have parried the blow and struck
your opponent’s weapon (see Core Rulebook I).
Using Parry does not provoke an attack of
opportunity. If, at the end of the round, you have
any unused Parry actions, they are lost and may
not be transferred to the next round.

Normal: Characters who do not possess this feat
may not attempt to parry.

Darrqinq Weapon (Genera[)

You can use an off-hand weapon as if it were a
shield.

Prerequisites: Two-Weapon Fighting.

Benefit: When wielding a weapon in your off-
hand that is at least one size category smaller than
yourself, you can defend yourself with the weapon
as if it were a buckler. No armour check penalty
applies but normal arcane spell failure does. You
cannot use the weapon to both attack and defend
in the same melee round.

Peneteating Ki Strike (General)

You can use your mastery of ki to make an
unarmed strike as if delivering a touch attack.

Prerequisites: Wis 13+, Improved Unarmed
Strike, Stunning Attack class ability, Ki Strike
class ability, base attack bonus +9 or higher.

Benefit: You can resolve your next unarmed
melee attack as a touch attack, ignoring any
benefit to your opponent’s Armour Class provided
by armour, shield or natural armour. Each use of
Penetrating Ki Strike counts as three of your
Stunning Attacks per day and you must declare
use of this feat prior to your attack roll. A failed
attack roll ruins your attempt and wastes three
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Stunning Attacks. Penetrating Ki Strike is a
supematural abili

/‘"/__/

with the
Bonus +8 or

N

opponents w;thm 30 feet .

Special: You can take this feat p[u tiple/times.
effects do not stack. Each time you

applies to a new weapon. / /
\

Pin Weupon (Genera')

This feat allows you to lock blade
opponent, reducing his ability to

Prerequisites: Base attack bonus 3»07 higher.
-

Benefit: As a full-round action, you can strike an
opponent’s weapon to pin it. This works like a
disarm but does not trigger an attack of
opportunity. A successful pin causes both of you
to be flat-footed as long as it is maintained.

Special: You must remain within 5ft of one
another to maintain the pin. Either of you can end
the pin on your turn by moving away, letting go of
his weapon, or as a standard action.

For example: Friar Tuck is rescuing some children
from a castle dungeon when a guard blocks the
way. Tuck pins his weapon, shouting for the
children to run past. The guard cannot make any
attacks of opportunity, as he is flat-footed.

Note: You can only use Pin Weapon unarmed if
you have the Improved Unarmed Combat feat.

Point Blcmlc Slwi (Genera[)

You are adept at firing against opponents at close
range.
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’l enefit: You gain a +1 bonus to attack and
damage rolls with ranged weapons at ranges of up
to 30 feet.

Pole Fiqllfinq (Generul)

When fighting with a pole arm you can use the
butt to strike opponents.

Prerequisites: Str 13+, Weapon Proficiency with a
pole arm.

Benefit: When using a pole arm in two hands, you
can use the butt end to make an additional attack.
The butt end counts as a normal club for most
purposes but it keeps the pole-weapon’s original
size. For pole arms without reach, this allows you
to use them as double weapons. That is, you can
fight as if using two weapons but, if you do, you
incur all the normal penalties associated with
fighting with two weapons, as if you were using a
one-handed weapon and a light weapon. For pole
arms with reach, it means you can use the butt,
without reach, and thus strike adjacent opponents.
You are effectively using your butt end in two
hands and get the improved damage bonus from

]

Strength this allows. !

Special: Pole arms include the halfspear,
shortspear, trident, glaiv

longspear, ranseur and qua
this feat are intrinsic t
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The penal on .
applies until your r‘t‘

Power C"lurqe (Fiq

determined rush at your enemies.

Prerequisites: Str 15+, Power Attack.

<y
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Benefit: You gain a +4 bonus on your single
attack roll when charging. You still receive the
usual -2 penalty to your Armour Class until your
next action.

Normal: A character gains a +2 bonus on a single
attack roll and a -2 penalty to his Armour Class
when charging.

Power Double Weapon (Gene'ral)

You have learned to maximise the strength of your
blows when wielding a double weapon. 2

Prerequisites.: Double Weapon Fighting, Power
Attack, base attack bonus +3 or higher. .

-

Benefit: When wielding a double weapon, you
add your full Strength bonus to damage rolls with
all of your primary and secondary attacks.

Normal: Without this feat you add your full
Strength bonus to damage rolls with your primary
attack(s) and half your Strength bonus to damage
rolls with your secondary attack(s).

Dre-empiive Sense (General)

Your personal motto is ‘strike first, strike last’.

Benefit: You may add your Intelligence modifier
to Initiative checks as well as your Dexterity
modifier.

Precise Shoi (General)

You are skilled at firing into combat and are able
to do so with less chance of hitting an ally.

Prerequisites: Point Blank Shot.

Benefit: You may shoot or throw ranged weapons
at an opponent engaged in melee without
suffering the standard -4 penalty.

Dreparecl (General)

You are particularly proficient at fighting on the
defensive.

“\J
You are known for your devaéfau‘gA
can often end a combat before it beginS by y
\\\\ -I‘/

Benefit: You gain an additional +1 dodge bonus
our Class when fighting defensively
odge bonus to your Armour
e total defence action.

| and
Class
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Dpessinq Aﬁucl& (Generul)

You are skilled at seizing every advantage and
keeping your opponent on the defensive.

Prerequisites: Combat Reflexes.

Benefit: This feat allows you to follow an
opponent who tries to step back from an area you
threaten. The opponent must be in an area you
threaten at the beginning of his action. If your
opponent takes a 5-foot step to an area you do not
threaten, you may immediately take a 5-foot step
of your own to any unoccupied space where you
again threaten the opponent. If no such space is
available, you cannot use this feat. You may only
use this feat once per round.

Dpovicle Cover (Generul)

Your protect your ally not only with your shield
but also with your body. Attacks meant for him
instead deflect off your amour or injure you.

Prerequisites: Bodyguard, Draw Attack.

Benefit: You provide cover to the ally you protect
with your Bodyguard feat. The total cover you
provide depends on your size relative to the ally
you protect.

Obviously, if you provide an ally with total cover
he cannot be attacked and cannot be targeted by
spells or damaged by effects that require a Reflex
save. You automatically provide your ally with
these benefits so long as both of you occupy the
same space. While granting an ally the benefits of
this feat, you may choose to grant him the Armour
Class bonus from your shield, thus losing it
yourself as per the Bodyguard feat, or retain it for
yourself. You may not use this feat if you are
prone, flat-footed, or have lost your Dexterity
bonus to Armour Class.

Pull Blow (General)

You can choose to leave your victims alive when
they would otherwise fall from the strength of your
blow. :

Prerequisites: Expertise, Weapon Focus, Int 13+,
base attack bonus +3 or higher, Heal skill.

Benefit: To use this feat you must be wieldirig a
weapon for which you have Weapon Focus. When
you damage an opponent and the damage dealt
would take them below 0 hit points, you may pull
your blow and deal exactly enough damage to
take them to -1, where they will be unconscious
but stable (not taking bleeding damage). Yoy
cannot use this feat on a critical hit.

Quicl‘ Defence (General)

Take defensive action before the Initiative role
during combat.

Prerequisites: Alertness, Uncanny Dodge.

Benefit: If threatened or surprised, you may take
up the total defence position immediately. This
action takes place before any attacks are made.
This feat can only be used at the beginning of an
encounter.

Special: If you choose to take the quick defence
action, you may not act again within that round

Quicl& Draw (Genera‘)

You are able to draw your weapons swiftly.
Prerequisites: Base attack bonus +1 or higher.

Benefit: You are able to draw a weapon as a free
action instead of as a move-equivalent action.

Provide Cover

Two sizes smaller None

Same size One-quarter
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jl Quicksi've? (G‘-’“eml)

You are truly adept at dodging blows and
avoiding damage in combat.

Prerequisites: Dex 13+, Dodge, base attack bonus
+3 or higher.

Benefit: Increase the dodge bonus provided to
your Armour Class by your Dodge feat to +2. This
supersedes (does not stack with) the Dodge feat.
You can also apply this +2 bonus as a dodge
bonus to Reflex saves against your chosen
opponent. Any condition that makes you lose
your dexterity bonus to Armour Class also makes
you lose any dodge bonuses to your Armour Class
or Reflex saves.

Special: This feat stacks with the Improved
Dodge feat, allowing you to apply the +2 dodge
bonus to Armour Class and Reflex saves granted
by the Quicksilver feat against all opponents.

QuicL l_eap (Generul)

You can rise from the ground instantaneously.
Prerequisites: Dex 13+,

Benefit: If you are down on the ground in a prone
position and are able to stand, you may do so as a
free action rather than as a move-equivalent
action.

Normal: It is a move-equivalent action to stand
from prone.

chinq Jump (Generul)

You can use your rage to extend your leaping
distance.

Prerequisites: Rage class ability, Jump skill.

Benefit: While raging, you can channel some of
your energy into a prodigious leap. You gain a
+10 bonus on a single Jump check at the cost of
shortening your total rage time by one round.

Rank Fiq"niinq (Genera')

You are trained to strike past friends using reach
weapons.

Prerequisites: Weapon Proficiency with a reach
weapon.
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Benefit: You can ignore the normal 50% cover
provided by a friend in between you and your
opponent when striking with a reach weapon. You
make such attacks with no penalty.

Normal: A friend in the way of a reach weapon
attack provides 50% cover, and thus gives a +4
bonus to the target’s Armour Class. The
intervening creature takes no damage if struck
instead. See cover and reach weapons in Core
Rulebook I.

Qupid Loadn.zr (Generul)

With a strong aptitude for the large siege-like
weapons used on board ship, you are able to fead a
team of men to load and fire their weapon much ~
faster than would be considered normal. This
allows you to outshoot enemies on other ships
with similar weapons, thus ensuring their eventual
surrender.

Prerequisites: Profession (siege engineer) skill.

Benefit: When part of a crew for a shipboard
weapon, you may halve the time taken to reload
the weapon after firing, rounding down. No matter
what other factors apply (magic, for example), a
shipboard weapon will always take at least one
round to reload.

Qupicl Shot (General)

Your skill and speed with ranged weapons allows
you to shoot more quickly in combat, at the
expense of your accuracy.

Prerequisites: Point Blank Shot, Dex 13+

Benefit: You can make one extra attack per round
with a ranged weapon. The attack is at your
highest base attack bonus but each attack (the
extra one and the normal ones) suffers a -2 penalty.
You must use the full attack action to gain the
benefit of this feat.

Reckless Attack (Fiql'lfer)

You go wild in close combat, heedless of danger as
you channel every ounce of your skill into slaying
your enemies as quickly as possible. Your attacks
become crazed and there are few opponents who
can withstand the sheer reckless power of your
blows.

Prerequisites: Str 15+, Power Attack.
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Benefit: On your action, before making attack
rolls for a round, you may choose to subtract a
number from your Armour Class and add the same
number to all melee damage rolls. This number
may not exceed your base attack bonus. The
penalty on your Armour Class and the bonus on
damage apply until your next action. The use of
Reckless Attack may be combined with the Power
Attack feat.

Reflex Set (General)

You have honed your reflexes to the point where it
is second nature for you to set your weapon
against a charging enemy.

Prerequisites: Base attack bonus +4 or higher,
Combat Reflexes.

Benefit: When you are charged while holding a
weapon that can be set against a charge, you get to
make an attack of opportunity before the charge
attack is made and you get the double damage
usually associated with setting such a weapon
against a charge on this attack of opportunity.
This is not cumulative with the normal ready
action used to set a weapon against a charge.

Special: Weapons capable of being set against a
charge are noted ‘a’ on the weapons table in Core
Rulebook 1.

Rest in Armour (Fiqh’rer)

You are well used to sleeping rough and have
adopted the practice of resting while wearing
armour, to enable you to fight immediately upon
waking, should the need arise. While
uncomfortable in the extreme, you are able to
resist the effects of sleeping in armour for many
days.

Prerequisites: Con 13+, Toughness.

Benefit: You can sleep whilst wearing armour and
suffer no ill effects the next day. You may do this
for a number of continuous days equal to your
character level.

Normal: If you sleep in a suit of armour with an
armour check penalty of -5 or worse, you are
automatically fatigued the next day. You suffer a -
2 penalty to Strength and Dexterity, and cannot
charge or run.
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picle-Bq Aﬂuclt (Geneml)

You know how to get the most out of your mount
in combat and are able to attack your opponents
while on the move.

Prerequisites: Ride skill, Mounted Combat.

Benefit: When you are mounted and use the
charge action, you may move and attack as with a
standard charge and then move again (continuing
the straight line of the charge). Your total
movement for the round cannot exceed double
your mounted speed. You do not provoke an
attack of opportunity from the opponent that you
attack.

Rhythmic Accompaniment (General)

You practice a style of martial arts that benefits
from strong musical accompaniment

Prerequisites: Perform 6 ranks, Skill Focus
(perform or opera training).

Benefits: When accompanied by at least one
musician with 6+ ranks in Perform, you gain a +2
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l morale bonus to attack rolls and Tumble checks.
For the purposes of this feat, a bard with at least 6
ranks in Perform is considered to be
accompanying you whenever he uses his Bardic
Music abilities.

Riposte (General)

You mat attempt to turn a successful parry into an
additional attack against your opponent.

Prerequisites: Base attack bonus +6 or higher,
Parry.

Benefit: If you made a successful parry this round,
you may make a free melee attack against the
opponent you parried. The attack is at your
highest base attack bonus and all normal modifiers
apply. No matter how many parries you have
made, you can make no more than one riposte per
round, unless you are affected by magic items or
spells that increase the number of actions you can
make in a round, such as haste or boots of speed.

Rising Strike (General)

You can make a quick, surprising attack when
rising from the ground.

Prerequisites: Dex 15+, base attack bonus +5 or
higher, Quick Leap.

Benefit: You catch your opponents off guard by
attacking from the ground and rising in one swift
motion. If you attack an adjacent opponent in the
same round as you rise with Quick Leap, your first
melee attack gains a +4 bonus to hit and your
opponent loses his Dexterity bonus to Armour
Class against that attack.

Salmon Leap (General)

Elite warriors learn to evade ranged weapons by
leaping their own height straight up in the air.
This is known as the Salmon Leap or Salmon Feat.

Prerequisites: Str 13+, Dex 13+, Jump skill.

Benefit: Any time you do a high jump, whether
from a running or standing start, add 50% to the
total height jumped. The maximum height
jumped is unaffected.

In addition, you may ready a Salmon Leap as a
defence against thrown weapons. So long as you
have a Salmon Leap readied (see Core Rulebook I)
when you would normally be hit by a ranged

weapon, you may make a Reflex saving throw
against a DC of 20 (if the thrown weapon has a
magical bonus to attack, the DC increases by that
amount). If you succeed, you time your Salmon
Leap perfectly so as to completely avoid the
attack. You must be aware of the attack and not
flat-footed. Exceptional thrown weapons, such as
boulders or trees hurled by a giant, or magical
weapons, may not be avoided using this feat.

Salmon l_eqp Attack (Genem')

A true master of the Salmon Leap learns to use his .

leap offensively, jumping up and over an
opponent’s charge and launching a deadly
counterattack from the air.

-

Prerequisites: Salmon Leap, Power Attack.

Benefit: So long as you have a Salmon Leap
readied (see Core Rulebook I), you may attack an
opponent who is charging you. Any weapon used
in this way inflicts double damage on the charging
opponent. You also gain a +4 dodge bonus
against the charging opponent for the duration of
this round only.

Normal: Only certain, specific weapons may be
readied against a charge.

Savaqe HGCI"II (Geneml)

You gain temporary hit points when you rage.
Prerequisites: Rage class ability, Con 15+

Benefit: In the first round you are raging, you may
choose to channel some of your fury into a surge
of health. This free action grants you 1d8
temporary hit points for each round by which you
shorten your rage. All of these additional hit
points vanish when the rage ends. Damage is
taken from these temporary hit points first; if the
total damage taken during the rage does not
exceed the additional hit points, you have taken
no real damage.

Sca me] Sh’i I(e (General)

You understand that even a sheathed weapon is
dangerous.

Prerequisites: Combat Reflexes, Stunning Attack
or Stunning Fist.

Benefit: Once per combat, you can surprise an
opponent with an unexpected blow from your
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scabbard. Make a normal attack roll. If successful,
you deal subdual damage equal to your unarmed
damage and your opponent is forced to make a
Fortitude save (DC 10 + class level + Wisdom
modifier), or be stunned as per Stunning Fist or a
monk’s stunning attack. Scabbard Strike can only
be used with a scabbarded weapon of at least
Medium-size and only with scabbards worn on the
waist or loosely slung. Scabbard Strike counts as
one daily use of the stunning ability.

Second Wind (Genera')

You have learned to control your body and focus
your thoughts to rid yourself of fatigue.

Benefit: You may shake off an amount of subdual
damage equal to 1d6 + Constitution modifier.

Special: Using this feat counts as a full-round
action and may be attempted only once per hour.

Selfless Sacrifice (Geneml)

Without a thought for your own safety, you leap
forward to protect your ally from the effects of a
spell or ranged attack.

Prerequisites: Absorb Blast, Lightning Reflexes.

Benefit: If an ally within the area you threaten
with a non-reach weapon is targeted with any
attack that causes a Reflex save, you may elect to
grant your ally an automatic success on his save.
In return, you suffer the effects as if you failed a
Reflex save against the attack. You may use this
feat once per round. You may not use this feat if
you are prone, flat-footed, or have lost your
Dexterity bonus to Armour Class.

Shield Experiise (Generu')

You are adept at making the most out of the
defence of a shield.

Prerequisites: Shield Focus.

Benefit: Your shield’s armour bonus is increased
by +1 when you wield it.

Sl1ie|c| Focus (General)

You wield in a certain type of shield without
effort.

Prerequisites: Proficient with shield, base attack
bonus +1 or higher.
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Benefit: When wielding a specified type of shield
it inflicts 1 less skill penalty and 5% less Arcane
Spell Failure. This cannot reduce the penalties to
sub zero levels.

Special: You can gain this feat multiple times.
The effect does not stack. Each time you take the
feat, it applies to a new type of shield.

Sl\ield Kick (Generul)

One of the great battle tricks is the Shield Feat,
where the warrior learns to kick his opponent’s
shield up, leap atop it and make a death blow from
there. :

Prerequisites: Salmon Leap, base attack bonus +6
or higher.

Benefit: If your opponent has a large shield, you
may attempt to kick it up out of the way, so it is
temporarily useless to them. This works exactly
the same way as if you were attempting to make a
trip attack against them — all the bonuses listed
under trip (see Core Rulebook I) apply as normal,
except for any bonus for having more than two
legs or similar extra stability. If you succeed, your
opponent loses all benefit from the shield for one
round. Next, you immediately make a Jump check
with a DC equal to your opponent’s touch Armour
Class. If this succeeds, you have successfully
leapt onto your opponent’s shield and may now
make another attack from the top of the shield.
This attack is at your full base attack bonus and
gains a +2 to damage due to your height
advantage and momentum. An attempt to perform
a Shield Kick always counts as a full-round action,
although at the Games Master’s discretion you
may do only the shield-kicking portion as a
standard melee attack.

Shield Masferq (Generul)

You are especially proficient in blocking attacks
with your shield.

Prerequisites: Shield Proficiency, Shield
Expertise, base attack bonus of +3 or higher.

Benefit: When using a buckler, small shield or
large shield, you may choose one opponent.
Against this opponent, you gain a +2 dodge bonus
to Armour Class. If you are using a tower shield,
your degree of cover is instead increased by one
place. You may select a new opponent each round.
You may not use this feat if you are flanked.
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‘_: I ’l Shield Other (General) Shield Proficiency (General)

You have developed your awareness far beyond
mundane senses. You can feel the presence of
magic and other arcane effects without the aid of
magic.

Prerequisites: Bodyguard, Combat Reflexes,
Draw Attack, base attack bonus +4 or higher.

Benefit: As a full-round action, you defend the
ally who gains the benefits of your Bodyguard
feat. You must grant your ally the Armour Class
bonus from your shield in order to gain the
benefits of this feat. So long as your ally remains
within the same space as you occupy, all attacks
directed against him that require a to hit roll,
including melee attacks, missile attacks, ranged
touch attacks and touch attacks, automatically
target you. So long as you remain standing, you
move to intercept all attacks. If the person you
defend moves out of your area, he immediately
loses your defence, allowing attacks to resolve
against him as normal. You may not use this feat if
you are prone, flatfooted, or have lost your
Dexterity bonus to Armour Class.

You are proficient in the use of shields and know
how to use them for your defence in combat.

Benefit: You are proficient in the use of a shield
and suffer only the standard penalties.

Normal: A character who is using a shield with
which they are not proficient suffer the shield’s
armour check penalty on attack rolls and on all
skill rolls that involve moving, including Ride.

Shot on the Run (Generul) :

You are adept at moving and shooting in. combat. 3

Prerequisites: Point Blank Shot, Dex 13+, Dodge,
Mobility.

Benefit: When using the attack action with a
ranged weapon, you can move both before and
after the attack, provided your total distance
moved is not greater than your speed.

.S"wuq Off (GeneraD

You are able to shrug off part of an
attack using your damage reduction
ability against one specific weapon
type (slashing, bludgeoning or
piercing).

Prerequisites: Damage Reduction 1/
- or better.

Benefit: At the beginning of each
round of combat, you must declare
one opponent against whom your
damage reduction rating increases.
Your damage reduction is increased
by 2 hit points against any damage
caused by that opponent (though the
type of weapon needed to overcome
the reduction remains the same).

_
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Side l')q Side (Fiqlﬂer)

You are highly valued by your comrades as
someone who knows the benefit of teamwork in
battle. Others are keen to fight next to you, for

they know you are unlikely to simply watch thes At you
die when confronted by a powerﬁil“nppqne% 1

Prerequisites: Base attack bonus 3+ or higher’

Benefit: When fighting next to an ally who is no
more than five feet away, you automatic
this ally the benefits of the aid another action
without needing to make an attack roll against
Armour Class 10. The use of this feat is a standard
action.

Normal: If a character threatens an opponent with
whom an ally is engaged in melee combat, the
character can attempt to use the aid another action.
The character makes an attack roll against Armour
Class 10 and, if successful, the ally gains a +2
circumstance bonus to either attack or a +2
circumstance bonus to Armour Class against that
opponent.

Sign of the Deagon’s Maw (General)

When you were born the dragon’s maw stood high
in the sky. Its powers of destruction infused your
very blood.

Benefit: Before you make an attack roll, you may
choose to unleash the fury of the dragon’s maw.
You gain +2 to your attack roll and suffer -2 to
your Armour Class as if you had made a charge
attack. As with a charge, you may only make one
attack when invoking the Dragon’s Maw. You
cannot use this feat and charge in the same round.

Special: You may only take this feat as a 1*level
character.

Siqn of the Hunter (General)

The greatest hunter of history stood by your side
when you were born and gave you his blessing. As
he looks down upon you from the sky you know
that his hands guide yours when you draw bow or
take to the hunt.

Benefit: You gain a +1 damage bonus when using
two selected weapons from the following list:
halfspear, javelin, longspear, shortbow, shortbow
(composite), longbow and longbow (composite).
For ranged weapons this damage bonus only
applies if the target is within 30 ft.
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Special: You may only take this feat as a 1* level
characfgr i
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Special: You may only také'thi:Z{e
character. You have three scar-ljke bi
on either shoulder as well as one on thi

your head.

Simp'e Weapon Proficien I‘Il- | i
(GenemD ‘

such as club, see Core Rulebook I )
simple weapons.

Benefit: You may make attack rolls with simple
weapons normally.

Normal: A character who uses a weapon without
being proficient with it suffers a -4 penalty on
attack rolls.

Snu'ce Sfrilte (Geneml)

You are so fast at drawing your weapon that you
consistently take your opponents by surprise.

Prerequisites: Quick Draw, Weapon Focus, base
attack bonus +6 or higher.

Benefit: When you draw a melee weapon to attack
an opponent you are not currently engaged in
combat with, you may first make a feint attempt
against that opponent as a free action.

Soft Siep (General)

You are so light on your feet that you avoid an
opponent’s tremorsense ability.

Prerequisites: Dex [3+.
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: ’I Benefit: While using this feat you cannot be

targeted by an opponent’s tremorsense ability.
Your base speed is one-half normal while using
this ability. Additionally, any skill checks that
require extreme movement (Escape Artist, Tumble
and so on) may allow an opponent to detect you.
Add five to the DC of any skill check if it is made
while using Soft Step. Making an attack roll
immediately negates the benefit of this feat. Once
you have revealed yourself to a creature, you may
not use Soft Step against it until you leave its
tremorsense range and then return.

Special: Characters wearing heavier than light
armour may not benefit from this feat.

Speur and Shield (Generul)

You have trained in the use of a two-handed spear
and shield together.

Prerequisites: Shield Proficiency, Weapon Focus
(spear to be used).

Benefit: You can use a halfspear or shortspear two-
handed together with a large shield, despite the
fact that such weapons normally cannot be used
together.

Note: The shield is slung over the shoulder and
manoeuvred with the offhand that simultaneously
holds the spear.

Speclr Cafcl'linq (Generul)

Many warriors learn to catch hurled spears and
javelins, throwing them straight back at their
opponents.

Prerequisites: Dex 13+, base attack bonus +5 or
higher, proficient with at least one spear or javelin.

Benefit: You must have at least one hand free
(holding nothing) to use this feat. Once per round
when you would normally be hit with a thrown
spear or javelin of any sort, you may make a
Reflex saving throw against a DC of 20 (if the
spear or javelin has a magical bonus to attack,
increase the save DC by this amount). If you
succeed, you catch the weapon, allowing you to
hurl it back next time you attack if you so wish.

Spear Foot (General)

You are able to throw a spear or javelin with your
foot as well as your hand.
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Prerequisites: Dex 13+, proficient in at least one
spear or javelin, base attack bonus +4 or higher.

Benefit: If prone, you may use your foot to pick
up and throw any spear or javelin that you are
proficient with and could normally throw with one
hand. This attack is resolved exactly as if you
were on your feet and throwing the spear or javelin
with your hand, except that you use one-and-a-
half times your Strength bonus as a damage bonus
(just as if you were using a two-handed weapon)
because of the greater strength of the leg muscles
in comparison to the arms.

Normal: Prone characters cannot use any ranged
weapons except for crossbows and certain exotic _
weapons.

Spirif of Venqeance (General)

You exact vengeance from your enemies in blood.

Benefit: Whenever an opponent wounds you in
combat (deals damage to you), your next melee
attack against that foe gains a +1 morale bonus to
attack and damage rolls. Once you receive this
bonus to an attack, the foe must wound you again
for you to gain the bonus again. If a foe wounds
you multiple times before you attack them, you
only gain the bonus once, and to a single attack.

Spirited (General)

You act courageously in the face of danger.

Benefit: You gain a +1 morale bonus against all
fear effects. You gain a +2 damage bonus on melee
attacks against foes larger than yourself.

Spiri’led Cliarqe (General)

You are particularly skilled at charging opponents
while riding.

Prerequisites: Ride skill, Mounted Combat,
Ride-By Attack.

Benefit: When mounted and using the charge
action, you deal double damage with a melee
weapon (or triple damage with a lance) on making
a succesful attack roll.

Sprinq Attack (General)

You are able to leap in, and out, of combat without
endangering yourself.
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Prerequisites: Dex 13+, Dodge, Mobility, base
attack bonus +4 or higher.

Benefit: When using the attack action with a
melee weapon, you can move both before and after
the attack, provided that the total distance you
move is not greater than your speed. Moving in
this way does not provoke an attack of
opportunity from the defender that you attack.
You cannot use this feat if you are wearing heavy
armour.

Shil‘e Favoured Enemq (General)

You are exceptionally deadly in combat against
favoured enemies.

Prerequisites: Favoured enemy class ability, base
attack bonus +3 or higher.

Benefit: You may add your favoured enemy bonus
to all weapon attack rolls made in melee combat
and ranged combat against targets within 30 feet
when attacking any of your favoured enemies.

Normal: You may add your favoured enemy
bonus to Bluff, Listen, Sense Motive, Spot and
Wilderness Lore checks as well as weapon damage
rolls in melee combat and ranged combat against
targets within 30 feet.

Special: This bonus does not apply to creatures
immune to critical hits.

S’runninq Fist (Geneml)

You are skilled in striking opponents in their weak
spots.

Prerequisites: Dex 13+, Improved Unarmed
Strike, Wis 13+, base attack bonus +8 or higher.

Benefit: You must declare that you are using the
feat before making an attack roll (thus, a missed
attack roll ruins the attempt). It forces a foe
damaged by your unarmed attack to make a
Fortitude saving throw (DC 10 + one-half your
level + Wisdom modifier), in addition to dealing
damage normally. If the defender fails his saving
throw, he is stunned for 1 round (until just before
the character’s next action). A stunned character
cannot act and loses any Dexterity bonus to
Armour Class. Attackers get a +2 bonus on attack
rolls against a stunned opponent. You may
attempt a stunning attack once per day for every
four levels attained, and no more than once per
round.
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Steadfast (General)

You know how to stand your ground in a battle.

Benefit: You gain a +4 competence bonus to your
checks to resist bull rushes and trip attempts.

Sione TI’I FPOWeErP (GGI‘IGPGD

Just as a monk can slay with his fists, your skill
turns a common stone into a dangerous missile

Benefit: You treat normal stones between one and
five pounds in weight as simple ranged weapons.
A typical stone deals 1d6 damage, has a threat of
20, and has a range increment of 20 feet. A poor °
stone has the same stats but deals only 1d4
damage. You may find a typical stone in some
outdoor environments (Games Master’s discretion)
as a full round action, or a poor stone as a move
equivalent action. You may take all the usual
weapon feats using stone as a weapon of choice.

Normal: A stone is considered an improvised
weapon and deals small amounts of subdual
damage.

Note: This feat is not just about throwing rocks
fairly well, but treats throwing rocks as a Martial
Proficiency like a monk’s use of his hands. You
have a throwing technique that you constantly
practice and perfect like a baseball pitcher or the
like. Your skill makes up for the irregularity of the
weapon itself.

Sfrenqﬂl of Duriiq (Genem')

Your keen sense of duty guides your blade with
deadly accuracy.

Prerequisites: Lawful alignment.

Benefit: Once per day, you can declare a smite
attack against an opponent. You gain a bonus to
your attack roll equal to your Charisma modifier
and a damage bonus equal to half your level.

Special: You may gain this feat multiple times.
Each time it is gained, you gain an additional
smite per day.

Sh’DI‘Iq OH: HCII'IJ (GEI'IQPCII)

You are adept at wielding your Strength to its best
advantage when using two weapons.

Prerequisites: Base attack bonus +3 or higher, Str
15+, Ambidexterity, Two Weapon Fighting.
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: ’/ Benefit: You gain your full Strength bonus to all Special: Even when not using the full attack

damage rolls with your off-hand weapon. This feat
applies to double weapons as well.

Normal: Only one-half of a character’s Strength
bonus may be applied to damage dealt with a
weapon held in the off hand.

Special: A character with an ability which allows
him to fight two-handed may learn this feat
without the Ambidexterity and Two Weapon
Fighting prerequisites, but may only apply it when
using that ability.

SUCI(QP DI.II"IC"I (GQIIGPCII)

Your viciousness and enthusiasm for battle are
legendary — every time you get into a fight you
seem to find a way to ‘get the boot in” as well as
your more conventional attacks.

Prerequisites: Base attack bonus +9 or higher,
Improved Unarmed Strike.

Benefit: You may make an extra attack each melee
round with an unarmed strike for 1d6 bludgeoning
damage at your highest attack bonus, but this
attack and all other attacks you make this round
each suffer a -2 penalty. This feat can only be
used with the full attack action.

action, any unarmed strike attack you make does
1d4 bludgeoning damage.

Suc“en Aciion (Genera')

You may make a quick and decisive attack at the
start of combat.

Prerequisites: Improved Initiative, Mobility,
Quick Draw, Combat Reflexes.

Benefit: If a combat begins with a surprise round
and you are not surprised, you may draw your
weapon (a free action) and take a partial action
before Initiative is rolled. This partial action may _
only be used to attack a surprised opponent, but a
5-foot step is allowed before or after the attack.

You may also draw your weapon and make a
surprise attack in a non-combat situation with the
use of this feat; the target of the attack is
considered surprised.

SUTICIGP (GGI'IQPCII)

You are adept at attacking your opponents’
weapons without endangering yourself.

Prerequisites: Str 13+, Power Attack.

Benefit: When striking at an opponent’s

weapon, you do not provoke an attack of
opportunity.

Normal: Striking an opponent’s weapon
provokes an attack of opportunity.

SI..II'ICIGP HG*UPCII WGCIPOI‘I
(General)

You have experienced many battles against
wild animals and vicious monsters that fight
with claws and fangs. You have learned a few
special moves that allow you to cripple a
creature’s natural attacks.

Prerequisites: Sunder.

Benefit: When fighting a creature of Large or
=| greater size that fights with natural weapons,
such as claws, a bite attack, or a bludgeoning
tail, you may choose to partially cripple one
of those attacks. When you score a critical hit
against such a creature, you may choose to
inflict a -2 penalty to one of the creature’s
natural attacks rather than deal extra damage.




FEATS OF ARMS

This penalty lasts until the creature is healed to its
maximum hit points.

Superior Disarm (Geneml)

You have learned superior techniques for
disarming your opponents’ weapons.

Prerequisites: Base attack bonus +6 or higher, Int
13+, Expertise, Improved Disarm.

Benefit: If you successfully disarm an opponent
in melee combat, you immediately get a melee
attack against that opponent as if you hadn’t used
your attack for the disarm attempt. Instead of
gaining the extra attack, you may choose to
disarm your opponent so that his weapon lands in
your off-hand. You may only gain one free attack
per round using this technique.

Superior Mouniec' Arcl’nerq
(General)

You are a master bowman while mounted on your
steed.

Prerequisites: Mounted Archery.

Benefits: The penalty you suffer when using a
ranged weapon with the Mounted Archery feat is
halved: -1 instead of -2 if your mount is taking a
double move, and -2 instead of -4 while your
mount is running.

Sure Aim (Geneml)

You are an expert marksman, able to draw a bead
on a target and gain far greater accuracy. By
learning how to lead your targets and time your
breathing, you make every shot count.

Prerequisites: Base attack bonus of +3 or higher,
Weapon Focus (in appropriate ranged weaponry).

Benefit: For every consecutive standard action
spent doing nothing other than aiming at a single
target, you receive a +1 bonus to your next attack
roll with a ranged weapon. A maximum bonus of
+3 may be gained in this way. This feat may only
be used in conjunction with ranged weapons of
your size class or larger.
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Susfainer] F ire (General)

You are skilled in advanced archery techniques.

Prerequisites: Base attack bonus +9 or higher,
Dex 13+, Point Blank Shot, Precise Shot, Rapid
Fire.-

Benefit: You can get two extra attacks per round
with a bow. These attacks are at your highest base
attack bonus but each attack (the extra ones and
the normal one) suffers a -5 penalty. This feat may
not be used in conjunction with the Rapid Fire
Feat. You must be using the full attack action to
take advantage of this feat.

Swinq-Bq Attack (Generul)

You can swing from a rope past a foe and attack at
the same time.

Prerequisites: Climb Skill, Rope Climber.

Benefit: When you are swinging from a rope and
use the charge action, you may move and attack as
with a standard charge and then move again
(continuing the straight line of the charge). Your
total movement for the Swing-By Attack cannot
exceed the total allowed for the swinging charge.
You do not provoke an attack of opportunity from
the opponent that you attack.

Limit: The benefit is lost if you are in armour
heavier than light armour or you are carrying a
heavy load.

Taunt (Generul)

Gladiators always goad one another in the arena,
making various references to their parentage and
fighting ability, or lack of. You, however, have
developed this into a fine art, whereby even the
most disciplined opponent may be encouraged to
drop his guard and launch a poorly-thought attack
out of sheer anger. An enraged enemy will be far
less accurate in his attacks but, if he ever connects,
is likely to do far more damage.

Benefit: Performing a taunt is a free action but
may only be used on enemies with an Intelligence
score of 3 or higher. Make an opposing Will check
between yourself and one of the enemies you are
fighting in melee combat. If you win, your
opponent responds to the taunt (feel free to specify
exactly the nature of your goading — reminding an
opponent of poor previous performance or the size
of his weapon are always good starting points).
Your opponent’s next attack will suffer a -2
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~ penalty to the attack roll but also a +1 bonus to

penalty bestowed by the power attack, then you

any damage roll. Taunts may be performed against
one opponent each round. Both yourself and your
opponent must speak and understand the same
language for this feat to have any effect, though
this is not usually a problem within an arena.

Team Fiq“inq (Genera[)

You know how to fight as a pair, as a group and in
formation.

Prerequisites: Base attack modifier of +1 or
better.

Benefit: Two or more people can fight together as
ateam. The team members block and parry blows
for each other. Team members also work together
to open up opponents’ weaknesses. Team
members need to be within each other’s threatened
area and every team member needs to have the
feat. Each person with the Team Fighting feat
gains a +1 circumstance bonus to attacks and a +1
circumstance bonus to Armour Class. Also, if two
people have Team Fighting they can switch
carried items as a free action. This would allow
one person to reload a heavy cglssbow or
repeating crossbow while the other fires, thus one
character could fire the heavy crossbow every
round while the other i load.izi

Team Hanltin !
Skilled u:“gﬁn}l;
adept at maki stating

_&’/

Prerequisites:

Beriefit{ Yo

wheniever flanki
you fﬁk the\
anack banus

—,

A
Norimﬂ If a chaa
with ah_alléa
characters ga
rolls.

The Final Lesson (

Once you have progressed tot
longer exists.

Prerequisites: Base attack bonus + l 0 or R
Power Attack.

Benefit: If you declare a Power Attack and miss,
but would have struck your target if not for the
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strike your target normally but receive no damage
bonus whatsoever. Only the base damage die of
the weapon itself and any additional dice of
damage due to enchantments upon the weapon

_ apply.

The Mountain Does Not F a”'
(General)

Your fortitude allows you to keep fighting in spite
of adversity. :

Prerequisites: Base attack bonus +12 or higher,
Con 13+, Great Fortitude, The Mountain Does Not
Move.

Benefit: You can choose to suffer 1 point of
temporary Wisdom damage in order to ignore the
effects of all of the following status effects for one
round; dazed, dazzled, disabled, dying, fatigued,
nauseated, paralysed, staggered, stunned and
unconscious. This action may be performed out of
turn immediately before the status begins to affect
you. A dying character still has fewer than zero hit
points but he can continue acting normally and
ceases losing hit points. Characters who reach -10
hit points die. If the effects of this feat cease
before the duration of the status effect ends, the
status effect resumes normally. You may choose to
continue ignoring the effects of a negative status
effect as long as you continue sacrificing Wisdom
but you cannot lower your score beneath 3.

The Mountain Does Not Move
(General)

You can shrug off the deadliest blows and remain
standing.

Prerequisites: Base Attack bonus +6 or higher,
Con 13+,

Benefit: Whenever you receive damage in combat
(from a weapon or other physical attack, not from a
spell or special ability), you may suffer a
temporary point of Wisdom damage and make a
Fortitude saving throw (DC equal to damage
d.e\all) If this save is successful, all damage from

is negated

m Wimle (General)

~Your speed and skill are such that you slice
through your enemy’s defences.
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Prerequisites: Base attack bonus +2 or higher, Normal: Your threatened range is normally-5 feet
Dex 13+, iym size or armed with a

Benefit: Choose any weapon with which you
have proficiency. When using this weapon, you,
gain a +2 circumstance bonus to n;;ack rolls .
against any opponent whose Initiative:
lower than yours.

Nhéhgg\‘a}nnow

ombmp your

Special: You may gain this feat multiple times.
Each time, it applies to a new weapon

TI’IG GOPan’S HOPI’IS _(Generul)

Your body hits with the force of a battering ram.

_ "lﬁot step,

Prerequisites: Power Attack, Improved Bull Rush,

base attack bonus +3 or higher. X
Benefit: You can take a 5-foot s

Benefits: If you successfully push an opponent your Whirlwind attack, allowi
back during a bull rush, make a melee touch opponents within range before and aft
attack. If you are successful, you inflict normal foot movement. This requires a j
unarmed damage. you can only strike at an individual nt |
within range once and you are still imited to one
Tl.I . (Gen - al) 5-foot step per round. All restrictini and benefits
to your 5-foot movement apply no /)
You know how to sweep your opponents to the /
un control the direction of their fall.
i Total Defence (Fighter)
Prerequisites: Improved Unarmed Strike. Using your weapons to full effec 'you can block
and parry with consummate ease’in combat,
Benefits: When making an unarmed trip attack, denying your enemies any chance to strike you
you can cause your opponent to land prone in any effectively.
direction within your threatened area. When
making a bull rush, you can push your opponent Prerequisites: Dex 15+, Dodge, Defensive
in any direction you choose, even directly behind Fighter.
you.
Benefit: When using this feat, you may only take :
Threatened Reach (G - emD a 5-foot step when fighting defensively but, in 1r Hh
- return, gain a +6 dodge bonus to your Armour .ﬁ. ",
Your mobility and footwork make you a deadly Cligii 5 d
opponent in combat. e
- - , Normal: As a standard action, the character can A N
Prerequisites: Dex 13+, Dodge, Mobility, Spring simply defend himself. The character cannot T ® _
A.ttack. Combat Reflexes, base attack bonus +6 or perform any actions other than moving his speed, X
higher. : but gains a +4 dodge bonus to his Armour Class
. for 1 round.
Benefit: Designate one opponent on your turn as
a free action. Against this opponent, you increase
your threatened range by 5 t%gl, as long as you TO"CI‘ Mas{e"':l (Genercl[)
maintain a direct, unimpeded line of sight with You have an innate understanding of how touch
your chosen opponent. If this opponent provokes attacks are best used during combat.
an attack of opportunity within this expanded
range, you may take an immediate attack of Prerequisites: Base attack bonus of +3 or better.
opportunity against him. You are free to select a
new opponent once per round in Initiative order Benefit: In addition to any other touch-based
on your turn. attack bonuses, you may add your Intelligence

73



FEATS OF ARMS

-

A, j/ modifier to your attack roll when making touch
attacks.

assess your opponent completely for at least three
rounds of combat. During this period of study,
you are only able to take a partial action each
round. The effect lasts until the end of the
encounter.

Trail of Blood (GeneraD

You can mow down your enemies, leaving a
swathe of death behind you.

Prerequisites: Cleaving Charge, base attack
bonus +12 or higher.

Benefit: As cleaving charge, except that you may
move up to three 5ft squares before each extra
attack. You may not exceed your base movement
during the action.

Special: To gain this benefit, you must be able to

Trumple (Genera')

You know how to use your mount to aid your
attacks in combat.

Prerequisites: Ride skill, Mounted Combat.

Benefit: When you attempt to overrun an
opponent while mounted, the target may not
choose to avoid you. If you should knock down
your target, your mount may make one hoof attack
against the target, gaining the standard +4 bonus
on attack rolls against prone targets.

Tecod onth Blade {Genaraly -

Your speed and reaction time are unmatched.

-

Prerequisites: Base attack bonus +10 or higher.

Benefit: If your Initiative check is higher than
your opponent’s by 10 or more, you may choose to
let your opponent strike you, in order to gain an
additional attack against that opponent at your
highest base attack bonus. Your opponents’ attack
does not count against their normal attacks for the
round, or their maximum number of attacks of
opportunity and is performed at their lowest base
attack bonus. This ability may be used only once
per turn.

Tuml:'inq AH‘acL (Geneml)

Execute a startling series of attacks while you
tumble through your enemy’s midst.

Prerequisites: Dex 15+, Dodge, Int 13+,
Expertise, Mobility, Spring Attack, base attack
bonus +6 or higher, Tumble skill, Skill Focus
(tumble).

Benefit: As a full attack action, you are able to
tumble up to 20 feet, and, if you succeed at your
Tumble check (see Tumble skill, Core
Rulebook I), you suffer no attacks of
oppertunity and you may make your full
number of attacks while you tumble. However,
you are able to attack no more than once from
any single five foot square through which you
move (including the squares in which you start

Y| and finish the tumble). Even with this feat, the
A move is so difficult to execute that it adds +2 to

the DC of your Tumble check and all attacks suffer
-2 penalty to hit. If you fail your Tumble check,
you suffer attacks of opportunity as normal and
can make only a single attack.
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Normal: You tumble as a move action and can
make a single attack as a standard action.

Special: This feat cannot be used with ranged
attacks or reach weapons. If you are using two
weapons or a double weapon, you still may only
attack once from each square, so the maximum
number of attacks you can execute is 5.

Twin Weapon Fiql‘lfinq Geneml)

You can wield a matching pair of weapons, one in
each hand, with extraordinary ability.

Prerequisites: Ambidexterity, Two-Weapon
Fighting, base attack bonus +6 or higher.

Benefit: Choose a one-handed weapon, based on
your size. When wielding one of the chosen
weapons in each hand, you wield the weapon in
your off-hand as if it were a light weapon.

Normal: With the Ambidexterity and Two-
Weapon Fighting feats, you can normally wield a
pair of one-handed weapons at a -4 attack penalty
with your primary and secondary weapons. This
feat reduces the attack penalty to -2 with your
primary and secondary weapons, the same
penalties that you would have if you had a light
weapon in your off-hand.

Two-Hanc'erJ Power Sfrilte (Fiql‘a’rer)

You have learned how to use larger weapons
effectively, utilising their weight and balance to
cause the maximum damage possible whenever
they are swung.

Prerequisites: Str 15+, Power Attack.

Benefit: You may add twice your Strength bonus
to damage when using a two-handed close combat
weapon with both hands. This feat may not be
used in conjunction with Improved Initiative or
Lightning Initiative and may only be applied
when you are using the full attack combat option.

Normal: Without this feat, a character will
normally add one-and-a-half times their Strength
bonus to damage with a two-handed weapon.

Twin Sl’lof (Genem')

Often the preserve of showmen in travelling
circuses, you are skilled enough in ranged attacks
to use smaller weapons in each hand, greatly
increasing the amount of firepower you can
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unleash upon your enemies. This is never the
most accurate way of using ranged weapons and it
is highly impractical for prolonged battles but you
favour such flashy attacks.

Prerequisites: Proficiency in weapon,
Ambidexterity.

Benefit: You may simultaneously use any pistol
or crossbow of one size class (or more) smaller
than yourself in each hand. Each weapon suffers a
-2 penalty on its attack roll.

Twin Snakes S|1c:re the Fang '. .
(General)

Assassins in many cultures are taught to keep their
hands close together and quickly pass their blades
from hand to hand, making it much more difficult
to disarm them. You have mastered this unique
skill.

Benefits: You gain a +4 bonus to resist disarm
checks while wielding a single, one handed
weapon. Both hands must be free in order to gain
this bonus.

Twin Warriors (Geneml)

Some martial arts schools teach their students to
fight in teams, one martial artist using aggressive
techniques and the other fighting defensively, the
better to keep opponents off balance.

Prerequisites: Improved Unarmed Fighting,
Dodge or Weapon Focus (unarmed).

Benefits: For each ally, to a maximum of two, who
possesses this feat and is within a 20ft radius of
you, you benefit from a +1 circumstance bonus to
Armour Class, attack or damage rolls. No two
characters may benefit from the same bonus
simultaneously but any character can change the
bonuses (including the bonuses of their allies) on
their turn as a move equivalent action.

Twin Weapon Defence (General)

You are adept at using your blades to defend while
attacking.

Prerequisites: Base attack bonus +1 or higher,
Wis 15+, Twin Weapon Style.

Benefit: When wielding a medium weapon and a
small weapon and wearing light armour or no
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' Il armour, you gain a +2 dodge bonus to Armour

Class.

Special: You may learn this feat multiple times.
Instead of the normal benefit, this feat bestows an
additional +1 dodge bonus to Armour Class each
additional time it is taken.

Two-Weapon Coml:inafion (Genera')

You master a specific two-weapon combination.

Prerequisites: Dex 15+, proficient with both
weapons.

Benefit: You gain the use of the Two-Weapon
Fighting and Ambidexterity feats but only with a
specific combination of weapons. The weapon
combination must be specified when the feat is
first bought and is limited to two specific light or
one-handed weapons. These can be two identical
weapons.

Special: You can learn later feats for which
Ambidexterity or Two-Weapon fighting are
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prerequisites based on the ‘virtual’ feats learned
with Two-Weapon Combination but you can then
only use those feats with the specific weapon
combination you have chosen.

Note: You save up a feat but you can only fight
with one specific combination of two weapons.

Two-Weapon Fiql‘nfinq (Geneml)

You are trained to fight with a weapon in each
hand. ;

Benefit: The character’s penalties for fighting
with two weapons are reduced by 2.

Twin Weapon Style (Generul).

You are skilled in a fighting style that uses a
medium and a small weapon simultaneously.

Prerequisites: Base attack bonus +1 or higher,
Wis 13+, Martial Weapon Proficiency with the
weapons used.

Benefit: Select a favoured medium weapon and a
favoured small weapon. When the medium
weapon in your primary hand and the small
weapon in your off hand, you may fight as if you
had the Ambidexterity and Two Weapon Fighting
feats. If the medium weapon is a bastard sword,
you are also considered to have Exotic Weapon
Proficiency (bastard sword).

Special: You may learn other feats that require

Exotic Weapon Proficiency (bastard sword),

Ambidexterity and Two Weapon Fighting as
prerequisites but may only use them when
wielding the favoured weapons until you
otherwise meet the prerequisites.

Two-Weapon Defence
(General)

You can attack and defend with a weapon in each
hand. You can fight defensively while still
making your normal attacks each round.

Prerequisites: Dex 13+, Ambidexterity, Expertise,
Two-Weapon Fighting.

Benefits: You can take a penalty of -2 to all
attack rolls this round in order to gain a +4 dodge
bonus to Armour Class until your next action.



Normal: See Expertise and fighting defensively
in Core Rulebook I.

Special: You can only use this feat if you wield a
weapon in each hand.

Underwater Combat (General)
You have learnt to adjust to the rigours and
demands of combat beneath the waves and can
fight enemies there with little difficulty.

Prerequisites: Dex 13+.

Benefit: When fighting in underwater melee
combat, you only face a -2 penalty to Initiative
checks and attack rolls. In addition, you also
receive only a -2 penalty to damage when using
slashing or bludgeoning weapons.

Normal: A character without this feat fights with
a —4 penalty to their Initiative checks and attack
rolls while underwater. In addition, those using
slashing or bludgeoning weapons will suffer a —4
penalty to their damage rolls.

Void of War (General)

You have learned to tip the balance between speed
and defence, decreasing one in favour of the other.

Prerequisites: Base attack bonus +3 or higher.

Benefit: Before rolling for Initiative, you may
choose to impose a -4 penalty to your Initiative
check to gain a +2 dodge bonus to Armour Class.
Alternately, you may choose to give yourself a -4
penalty to your Armour Class to gain a +2
circumstance bonus to your Initiative check. It is
not possible to acquire a negative Armour Class or
Initiative check using this feat. The bonus and
penalty last from the time you roll Initiative until
the end of the round.

Special: You may select this feat multiple times

but cannot learn it a total number of times greater
than your level divided by three. Its effects stack,
though you do not have to invoke the full benefit.

Wa PCPY (Genera')

You are able to terrify your opponents with a
fearsome battlecry.

Prerequisites: Rage class ability, Cha 13+.
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Benefits: As a move-equivalent action that does
not provoke an attack of opportunity, you can
emit a battlecry that will severely unnerve your
opponents. Each opponent within 30 feett of you
at the time of the cry must make a Will save (DC
10 + the character’s Charisma modifier). Add two
to the DC of the Will save if the character with
Warcry has at least five ranks in Intimidate.

Opponents that fail the Will save suffera—2
morale penalty to attack rolls, Will saves and
Armour Class for as long as the raging character
remains in combat and raging. Using Warcry
reduces the character’s total rage time by one
round. '

Weapon Displaq (Geneml)

You are able to put on a flashy display of weapon
prowess to intimidate your enemies.

Prerequisites: Base attack bonus +1or higher.

Benefit: This ability can only be used in a combat
situation. You can add your base attack bonus to
an Intimidate check but you must spend at least
one full round showing off your skill first.

Weapon Finesse (Genem')

Choose one light weapon. Alternatively, you can
choose a rapier, provided the character can use it
in one hand, or a spiked chain, provided the
character is at least Medium-size.

Prerequisites: Proficient with weapon, base
attack bonus +1 or higher.

Benefit: With the selected weapon, you are able to
add your Dexterity modifier instead of your
Strength modifier on attack rolls. Since you
needyour off-hand for balance, apply the armour
check penalty of any shield worn to attack rolls.

Special: You can gain this feat multiple times, its
effects do not stack. Each time you take this feat,
it applies to a new weapon.

Weapon Focus (Genera[)

You are particularly good with a specific type of
weapon, such as longswords. You can choose
unarmed strike or grapple for your weapon for
purposes of this feat. If a spellcaster, you can
choose ray, in which case you are especially good
with ray-type spells.
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attack bonus +1 or higher.

Benefit: You add +1 to all attack rolls you make
using the selected weapon.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take this feat,
it applies to a new weapon.

Weapon Juqq'e (General)

You can change and pick up weapons as a free
action.

Prerequisites: Dex 13+, Fast Draw, Perform
(juggle) skill.

Benefit: You can juggle weapons and similarly
sized objects during combat. You can draw,
sheathe, or shift them from hand to hand as a free
action. You can even pick them up from the
ground as a free action, as long as you can kick at
them. You can do this at the start and end of your
turn but not on somebody else’s turn or in the
middle of an attack sequence. These actions never
trigger attacks of opportunity.

Weapon Specia]isaiion (Special)
Choose one type of weapon. You are especially
good at inflicting damage with this weapon.

Prerequisites: Fighter level 4+

Benefit: You add +2 to all damage inflicted with
the weapon you have specialised with. If the
weapon is a ranged weapon, the target must be
within 30 feet.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat, it
applies to a new weapon.

Weapon Tricks (General)

You can change the type of damage you do with
melee weapons.

Benefit: Many types of melee weapons can
conceivably do two different types of damage.
Examples are swords (could do slashing or
piercing), picks (could do bludgeoning or
piercing) and single-edged or bludgeon-backed
axes (could do slashing and bludgeoning). When
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of the two types of damage.

Notes: The Games Master is the final arbitrator on
what types of damage a weapon can do, based on
the example, common sense and his knowledge on
how these weapons are used in real life.

Weapon Trip (Generu')

You have trained to be able to trip foes with your
melee weapon. .

Prerequisites: Weapon Focus.

Benefits: Select one melee weapon for which you
have the Weapon Focus feat. You may now use
that weapon to make trip attacks. If you are
tripped during your own trip attempt, you can
drop that weapon to avoid being tripped.

Normal: Only specially-designed weapons such
as the guisarme may be used to trip opponents in
combat.

Weapons of Opporfuniiq (Genera')

You can use mundane objects as weapons in
combat.

Prerequisites: Base attack bonus +4 or higher.

Benefits: You can use virtually any mundane
object you can lift as if it were a weapon. You
attack with all normal bonuses, including those
from applicable feats. Damage for a weapon of
opportunity depends on its size. Consult the
following table.

Range
Size Damage Critical Increment
Tiny 1d3 x2 10 ft
Small 1d4 x2 10 ft.
Medium  1d6 x2 10 ft.
Large 1d8 x2 10 ft.

Wllirlwincl AﬂucL (General)

You are able to strike multiple opponents in
combat.

Prerequisites: Int 13+, Dex 13+, Dodge,
Expertise, Mobility, Spring Attack, base attack
bonus +4 or higher.
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Benefit: When you use the full attack action, you
can give up all of your regular attacks and instead
make one melee attack at the full base attack
bonus against each opponent within five feet.

W"nir'wind Defence (Genem')

You are adept at defending yourself against
multiple opponents.

Prerequisites: Dex 13+, Dodge, Mobility, Spring
Attack, base attack bonus +4 or higher.

Benefit: When flanked in melee combat, your
opponents subtract 2 from their flanking bonus to
attack rolls and can only make sneak attacks
against you if their character level is higher than
yours.

Normal: Attackers in flanking position gain a +2
bonus on attack rolls and can make sneak attacks
against you.

W]‘lirlwind Siril‘e (Generul)

WIIC! Rider (Generul)

You are able to ride any creature large enough to
bear your weight without penalty.

Prerequisites: Ride skill.

Benefit: You suffer no pcnalty. to your ride skill
when riding bareback. Nor is your ride skill rank
reduced when you ride different types of animals.

The animal to be ridden must still be able to bear
your weight.

Normal: The normal penalty for riding bareback
is -5. When your ride a mount other than the on€
your initially learned the ride skill for, your skill
rank is reduced by two or five depending on how
different they are.

You are able to attack nearby foes in a
whirlwind of spinning kicks and
strikes.

Prerequisites: Wis 13+, Dex 13+,
Dodge, Improved Unarmed Strike,
Mobility, Spring Attack, base attack
bonus +4 or higher.

Benefit: When performing the full
attack action, you give up all of your
attacks and can instead make one
unarmed attack against each opponent
within five feet at your full base attack
bonus.

Special: Monks may use this feat
when unarmed or when armed with a
kama, nunchaku or siangham.

Note: This is a modified form of the
standard Whirlwind Attack feat
adjusted for use by monks and
characters adept in unarmed combat.
Characters cannot combine this feat
with use of any weapon except as
outlined above.
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FEATs OF
BLOOD

he feats in this chapter are sub-divided

among the non-human races. They contain

specialist options for members of those
races, particularly feats which further enhance
some aspect of the race, whether it be their vision,
their skills or their size. Each section’s feats are
only available to members of that race.

ELVEN FEATS

Elven feats are only available to elf characters,
half-elves might be allows to select them with
their Games Master’s permission.

Arcane Birth Gift (Generu')

You were born gifted with a special power because
of the ancient ties between elves and fey.

Prerequisites: Wis 13+

Benefit: You can choose a 0-level spell from the
druid spell list as a spell-like ability, usable once
per day.

Special: This feat is only available at character
creation and cannot be acquired later in the game.

Bonclinq (General)

You can create a special bond with any other
creature. Elves save this gift to bond with a
spouse or another loved one and it is a great
honour for any other elf, let alone a member of
another race, to be bonded with you.

Benefit: You sacrifice 200 XP to forge a weak
empathic link with another creature. Once per day
per bonded creature, you can make a Sense Motive
check at DC 20 to know what that creature is
feeling at any moment, no matter the distance.

Joq o{ Li{e (Generul)

You have led a long life and you are reluctant to
relinquish it easily.

Prerequisites: Con 15+

Benefit: You do not die until reaching -15 hit
points.

Normal: When a character is reduced to -10 hit
points, he is dead.

Mani{esiaiion (Generul)

You can call upon the power of your elven blood
to impress lesser races.

Prerequisites: Cha 15+,

Benefit: As a standard action, you can appear
more imposing by drawing power from the land.
You have a +4 morale bonus to all Charisma-based
checks for 1d6 rounds. This is a supernatural
ability you can use three times per day.

Special: Other elves are immune to this effect.

DWARVEN FEATS

Dwarven feats are only available to dwarf player
characters.

Cmucl'nec' Combat (Generul)

You are able to fight from a kneeling or crouched
position without penalty.

Prerequisites: Base attack bonus +3 or higher.

Benefit: Foes who attack you in melee while you
are crouched or kneeling gain no benefit from
your position.

Normal: When a kneeling target is attacked, the
assailant gains a +2 bonus to his attack.

Maqical Hu" (Generul)

The magical resistance of your people swells
within you, protecting you from baneful spells.
Unfortunately, this increased resistance also makes
it less likely that friendly spells will work properly
(or at all) when they are cast upon you.

Benefit: You receive a +4 natural bonus on saving
throws against spells or spell-like effects. When a
beneficial spell is cast on you, there is a 10%
chance the spell simply fails, regardless of its
source. This ability does not affect spells or spell-
like effects generated by magical items.

Stone Bones (General)

Your stout bone structure makes you resistant to
physical damage.

Prerequisites: Toughness.
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’ ,I Benefit: You may ignore the first 2 hit points of

damage inflicted upon you by physical attacks

each round. This feat does not protect you against

damage caused by spells, poisons, environmental
hazards or other sources of damage.

I FON BO"GS (GEI'IGPCI I)

As with stone bones, but you are now more
resistant to physical damage.

Prerequisites: Stone Bones

Benefit: You may ignore the first 4 hit points of
damage inflicted upon you by physical attacks
each round.

Armoured Muqe (Genera')

The affinity dwarves feel for metal allows you to
reduce the chance of spell failure when casting
arcane spells while wearing armour.

Prerequisites: Any Metamagic feat.

Benefit: When casting arcane spells while
wearing armour, you may reduce the chance of
arcane spell failure by 5%, with a minimum
chance of spell failure of 5%.

Rat Hacker (Gener.ul)

You are skilled at fighting creatures smaller than

yourself, While others may stumble around trying
to find the wee creatures, you know just how to hit

them where it hurts while avoiding their puny
attacks.

Prerequisites: Base attack bonus +5 or higher.

Benefit: When you are fighting creatures one size_

category smaller than yourself, they lose any
benefits to Armour Class or to their attack rolls
based on their size.

Normal: Smaller creatures normally gain a bonus

to Armour Class and their attack rolls when
battling larger foes. '

Goblin S'aqer (Geneml)

You are capable of inflicting more grievous
wounds on creatures smaller than yourself by
applying your superior mass and leverage.
Goblins and kobolds do not stand a chance.

Prerequisites: Rat Hacker.

Benefit: When fighting creatures smaller than
yourself, each of your successful melee attacks

» inflicts an additional hit point of damage for every

size category of difference.

Sprite Fender (General)

You have mastered the art of avoiding attacks from

creatures smaller than yourself. Even the smallest
of creatures cannot intrude upon your instinctive
knowledge.

Prerequisites: Goblin Slayer.

Benefit: Creatures smaller than yourself gain no
benefits from size when fighting you, losing their
Armour Class and attack bonuses against you.

Dixie Butcher (Genera[)

You are able to maximize the strength of your
attacks against creatures smaller than yourself;
building on the Goblin Slayer feat, you have

s ik
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mastered techniques which allow you to generate
even more force.

Prerequisites: Sprite Fender.

Benefit: When fighting creatures smaller than
yourself, each of your successful melee attacks
inflicts an additional hit point of damage for every
size category of difference.

Ancestral Enemq (Generul)

You are privy to the ancient techniques handed
down through dwarven battle guilds for battling
goblinoids. While other dwarves are skilled at
fighting these creatures, your martial art is far
SUperior.

Prerequisites: Goblin Slayer.

Benefit: When attacking any orc or goblinoid,
your racial bonus for attack rolls is increased to +3
and you receive a +2 racial bonus to damage rolls.

Normal: Dwarves normally have a +1 racial
bonus on all attack rolls against orcs and
goblinoids.

Contact Shot (Genera')

You are able to use a crossbow or firearm in close
combat and, in fact, receive a bonus to your attack
roll when doing so.

Prerequisites: Point Blank Shot.

Benefit: When firing a crossbow or firearm, you
do not provoke an attack of opportunity and
receive a +2 circumstance bonus to your attack
roll. Reloading your weapon still provokes an
attack of opportunity.

Deepblood (General)

Your family has an ancient bond with shadow and
deep places.

Prerequisites: Wis 11+,
Benefits: You gain a +4 racial bonus on Spot
checks when using darkvision. If normal light

conditions exist, you do not gain this bonus.

Special: You can only take Deepblood at 1* level.
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Deepsight (General)

Your family’s ancient bond with the deep places of
the earth enhances your darkvision.

Prerequisites: Deepblood.

Benefit: The range of your darkvision increases
by 10 feet.

Special: You can take this feat multiple times and
the benefits stack.

Giant Wmnqler (General)

You have a natural affinity for battling creatures -
larger than yourself; combined with your racial
techniques for dodging giants, this makes it very
difficult for giants to injure you.

Benefit: When fighting against creatures larger
than yourself, you receive a +1 competence bonus
for each size category of difference. This bonus is
in addition to any other bonuses for your size.

Hafuml Smiih (Armour) (Dwar{)

You have a natural affinity for creating Armour
and are able to produce high-quality suits with
greater ease than most.

Benefit: You have a +2 natural bonus to any Craft
(armoursmith) checks. In addition, when
attempting to craft a suit of armour, the masterwork
component is figured at 75 gp.

Normal: The masterwork component for weapons
is normally 150 gp.

Hafuml Smiﬂ'l (Weapons) (Geneml)

You have a natural affinity for creating weapons
and are able to produce high-quality weapons with
greater ease than most.

Benefit: You have a +2 natural bonus to any Craft
(weaponsmith) checks. In addition, when
attempting to craft a weapon, the masterwork
component is figured at 150 gp.

Normal: The masterwork component for weapons
is normally 300 gp.

Instinctive Mininq (General)

While all dwarves are skilled at mining, your
talents are legendary. With your pick in hand, you
can carve your way through rock faster than just
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l about anyone you know, pulling precious metals needs for an entire day and provides a +2 synergy

out of the ground as easily as the farmer tugs
weeds from the garden.

Prerequisites: Dwarf.

Benefit: You receive a +2 natural bonus to any
Profession (mining) checks and are able to hack
out an additional cubic foot of ore every 4 hours.

HALFLING FEATS

Halfling feats are only available to halfling
characters.

A(]roiflq Aqile (Genera')

Being small and lithe has its advantages. In
situations that call for nimbleness, your trained
abilities succeed when others would fail.

Prerequisites: Dexterity 15+, Escape Artist and
Tumble as class skills and Evasion class ability.

Benefit: You gain a +1 competence bonus to
Escape Artist and Tumble checks. In addition,
once every 24 hours, you can automatically
succeed at a Reflex saving throw, regardless of its
difficulty. If the DC of the Reflex save is higher
than you could roll without a natural 20, you
suffer 2d6 subdual damage from the physical
strain of your success.

Cl‘ll!{ Exiraorc'inuire (Generul)

You can take virtually any ingredients at hand and
make something delicious and nourishing with
them.

Prerequisites: Craft (cooking) or Profession (chef)
skills.

Benefit: As long as you have access to anything
vaguely edible, you can automatically cook
something others will find at least palatable and
filling. The DC for making this food taste good is
variable, based on whatever the Games Master
deems appropriate given whatever materials you
had to work with.

You also gain the ability to create masterwork
meals in the same manner as other masterwork
craft skills, substituting your Profession skill
check if higher. A masterwork meal provides all
the nourishment a medium or smaller creature
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bonus to Heal, Bluff, Gather Information, or Gather
Information if the meal can be used a major part of
the skill check (Games Master’s discretion).
Halflings with 5+ ranks of Animal Empathy may
also apply this synergy bonus to Handle Animal
skill checks. '

He'pless Waif (Genepal)

It is annoying, but there are times when the
general opinion of halflings as ‘cute little
children’ can be useful. You have honed that silly
assumption into an art form.

Prerequisites: Charisma 15+, Bluff and Diguise _
skills.

Benefit: Once per encounter, you can attempt to
make one target creature consider you too
innocent and helpless to be a real threat. The
target creature must be vulnerable to mind-
affecting effects and able to see you clearly (you
may not be the recipient of any cover or
concealment bonuses). You make a Bluff check
opposed by the target’s Sense Motive check. If
you win the check, the target becomes temporarily
vulnerable to you; it loses any Dexterity bonus to
its Armour Class against you until after your next
attack. No creature can be successfully affected by
this ability more than once.

There are a number of non-combat applications of
this feat, ranging from convincing strangers to
provide food and shelter for you to bluffing your
way into a human orphanage. These applications
will require a Games Master’s approval but should
be considered a viable use for this ability.

Jaded Tastes (General)

If there is a rare delicacy, you have probably eaten
it. If there is a forbidden drink, you have probably
named a hangover after it. You have tried almost
everything at least once and, as such, it is hard to
impress you any more.

Prerequisites: All base saves of 2+

Benefit: You are immune to being shaken or
panicked; gaining a +2 inherent bonus against fear
effects of any other kind. You gain a +1
competence bonus to saves versus ingested poison
and diseases caused by food or drink. You are
dazzled or dazed for only half as long as any such
effect should normally last.
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As a downside, you receive morale bonuses of
any kind for only half their normal duration and,
if a Will save is ever required to resist trying
something, you suffer a -2 inherent penalty. If
the save is prompted by something you
have never done before (Games Master’s
discretion), the save penalty worsens to
-4,

Lanlzq (Genera[)

You are extremely tall for your
race, reaching some of the same
heights that humans and elves do.

Benefit: You do not suffer the -2
penalty to Strength, weapon size
limitations, or quarter reduction in
carrying capacity other halflings do
because of your taller size.
Unfortunately, you are also considered
Medium-size and thus you lose the
advantages that Small creatures enjoy; a +1
size bonus to Armour Class, a +1 size bonus to
attack rolls, and a +4 size bonus on Hide

checks.

Benefit: In any situation where you can be heard
This feat can be used as a way of denoting a by someone you wish to assist in a skill check
heritage of something other than halfling in your they are making, you can provide a +2 synergy
ancestry, such as being half-human or some other bonus simply by taking five full minutes to tell a
differing parentage. story related to the activity. This action increases

the time the skill check takes to perform by at least
Notural Thief (G Gii el’al) five minutes while the subject listens to your

anecdote. (There is not a requirement that your

Not all halflings are thieves but you do not just fit subject actually enjoy the story...)

the stereotype; you live it. Roguish skills come

ily to yo n without training.
sastly to'you, ieve ot & If you possess two or more levels of bard, your

synergy bonus when using this feat increases to

P uisites: Dexterity 15+, Intelligence 13+ : s
rerCquiiEs ety 19 — +3. Ten or more levels of bard increases this to a

Benefit: Escape Artist, Disable Device, Hide, total of +4.

Move Silently, Open Lock and Pick Pocket are

always considered class skills for you. When Tmc'ifional Focus: Ha Iﬂinq (General)
using any one of these six skills, you gain a +1 Your love of home, hearth and family can grant
competence bonus to the check. Lastly, you can you great strength when defending them.

attempt to use Disable Device on any trap, even if

you do not possess any levels of rogue. Prerequisites: Must follow a halfling deity.
Pesfidious Siorqie"inq (Gen eml) Benefit: Whenever you are defending a family

member, your chosen home, or anything of
significance to your race, you receive a +2 morale
bonus to saves versus fear, attack and damage

You have a story for every occasion, and you tell
them as often as you can. Every once in a while,

Ui oo e¥en be sedul, rolls, and 1d10 temporary hit points. These
Prerequisites: Charisma 11+, Perform boguses last until the danger has passed, at which

- point they fade. If the threat returns, so do the
(storytelling) 2+.
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/ bonuses. The temporary hit points do not stack
with temporary hit points from any other source.

The Games Master should determine appropriate
reasons for this feat to come into play.
Adventuring with a relative is not normally
enough of a reason but, if the current mission is
one of import to halflings as a whole, this feat
might well grant its bonus throughout the entire
scenario.

UI'ICOI'I'IITIOII Sense (GenemD

Your mother did not raise any fools, not even you.
When the going gets tough, you can always
depend on your good, old-fashioned hearth
wisdom to carry you through.

Prerequisites: Must be a halfling, Wisdom 14+,

Benefit: You may substitute your Wisdom ability
modifier for any other ability score modifier three
times per day. This can be applied to saves, skill
checks, and any other roll that ability modifiers
can affect. You can also make an untrained
Knowledge (halfling religions] geography, history,
and local only) skill check, applying only your

i

Wisdom modifier to the roll.

bonus to Knowledge
Wisdom borjus.

s

some other appropriate diggin
method of travel does not allow
through rock unless the tool you are
specifically has a magical ability to dig t

| sometlfing Ic

stone. If you are using an item or special ability -
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that allows burrowing travel, this feat adds 10 feet
to its movement rate.

Special: A gnomish druid who adopts a burrowing
animal’s form with wild shape applies their
trackless step ability to this movement, allowing

“him them to burrow without leaving any frace of

doing so.

Earthen Kinslmip (General) |

The creatures of the earth to whom your people feel
a special bond consider you to be a trusted friend. -
Whether by gift of blood or by practiced talent, you
can influence them more than other gnomes.

Prerequisites: Animal Empathy skill.

Benefit: You gain an additional use per day of the
speak with animals ability all gnomes receive and
you gain an animal companion immediately upon
taking this feat. It must be a burrowing animal of
no more than one hit die per character level. In
every other sense, this creature is treated like a
druid’s animal companion and does not count
towards the total hit dice you can have in
companions gained by other means.

Farwanderer (General)

You are not like most gnomes, preferring the open
road to a hillside home and the company of folk in
other lands to life among your own kind.

Prerequisites: Background must be appropriate to
the feat

Benefit: Years of travel have honed your ability to
move from place to place quickly and efficiently.
You have a base movement rate of 30 and Ride is
always considered a class skill for you. If you are
required to make a Concentration check due to
travelling conditions (a pitching ship’s deck or
galloping on horseback), you gain a +2 competence
bonus to the roll.

Normal: Without this feat, gnomes have a base
movement rate of 20 feet,

esca;ge ‘gu-when you are tracking them by scent.

Prerequisites: Wisdom 15+.
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Benefit: Your extremely skilled olfactory sense
grants you the same bonus wolves and certain other
creatures enjoy; a +4 bonus to Wilderness Lore
checks when making Track checks when scent is an
issue. You can attempt such tracking even without .
possessing the Track feat, but youlose the +4 b
when doing so. -

You do not quite gain the ability of Scent froﬁ; this
feat but it can be useful to detect invisible or hidd
targets. If you are within 10 feet of a conceal
subject, you may automatically make a Spot check
(DC 20) to notice it. Pinpointing the exact location
of the object or creature in question takes a full
round action, but just noticing the presence of the
target is a free action that can even be taken on
someone else’s turn without penalty.

lnnovator (Geneml)

Your gnomish blood gives you great insight into
the world of inventions and new ideas. You are
quick to come up with creative solutions to
problems and complication problems in need of
solutions.

Prerequisites: Intelligence 13+, Access to
Knowledge (any) as a class skill.

Benefit: Your keen mind easily works through
complexities that would confuse others, granting
you a +1 insight bonus to Knowledge skill checks,
Disable Device, and Open Lock checks. If you Take
20 on such checks, the extra time spent pondering
the task at hand grants you an additional +1 bonus
for a total insight bonus of +2.

Unfortunately, your mind does not work the same
way others do. You can never get more than a +1
bonus when others try to Aid Another for your
benefit. Only other gnomes with the Innovator feat
can provide you with the full +2 bonus normally
associated with that action.

JGWQ"’IGCI PI' GI'IDI'I'IC (GQI'IGPCID

You have a special talent for cutting gems and
crafting jewellery with them. It is almost as if you
have a jewel for a heart yourself.

Prerequisites: Dexterity 14+, Craft (gemcutting)
4+,

Benefit: Craft checks made by you when cutting a
gem or crafting jewellery inset with gems enjoy a

+2 competence bonus and take only half the usual
time to complete. This allows you to make a Craft
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check every 3 days instead of once each week. If
you take your time and /Work for the normal week’s
cra d product will be worth
§ the calculated arke /py‘ce

material value
ntiitem. You can

tcrcontmue cra
%(; bineﬁt

because you are not hike gn
was from maglcal expenmemat?w

dalliance, your kind have to'look u

Strength for your race, nor do yo
carrying capacity or have to use s'mall

attack rolls, or a +4 size T— 'd?ecks like

character’s background, such as half gnome heritage
or some sort of prenatal alchemical accident.

Olfactory Alchemy (General)

The smell of ingredients and the aroma of them in
process is a vastly better guide for you than any
technical process.

Prerequisites: Alertness, access to Alchemy asa
class skill.

Benefit: When using the Alchemy skill, you enjoy
a number of gnomish benefits due to your improved
sense of smell and natural talents. You gain a total
of a +3 racial bonus to any Alchemy check, you
only ruin a quarter of your materials on a failed
creation check and it costs you nothing for your
first attempt to identify a substance or potion
(subsequent retries cost the normal 1 gp or 20 gp
when taking 20, as the smell of the item is evidently
not enough of a clue).

Normal: Without this feat, gnomes only receive a
+2 racial bonus to Alchemy checks.
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Scpufinizinq (General)

Your careful eyes, long used to the illusions of your
people, have an easier time than most of seeing
through such things.

Prerequisites: Alertness, Intelligence 12+.

Benefit: When you encounter an illusion of any
kind, you can automatically make a Will save
against its normal DC + 5. This roll is made in
secret, generally by the Games Master, and you will
not even be aware of it unless the check succeeds.
If it does, you immediately see or hear the illusion
for what it truly is. Your racial bonus of +2 against
illusions applies to this roll.

In addition, if you do not immediately spot the
illusion in this way but later have reason to
question its nature, you may apply your
Intelligence modifier as an additional bonus to the
check.

Tracliiion Focus: Gnome (GeneraD

Tactics developed over generations of your
ancestors have left you prepared to do battle with
your kind’s traditional enemies, the giants.

Prerequisites: Must follow a gnomish
deity.

Benefit: In any given combat round,
you may forego the +4 dodge bonus you
normally enjoy against a giant
opponent. This is done on your turn as

1 Y

a free action and the decision lasts the entire round.
If you do this, you gain a +2 to hit and damage with
any melee or ranged weapon attack you make
against a giant.

On your turn, you can choose to regain your dodge
bonus. This is also a free action and negates the +2
to hit and damage advantage of this feat
immediately. You can only use this feat when you
would benefit from your dodge bonus (i.e. you are
not flat-footed or have lost your Dexterity bonus to
Armour Class for any reason).

HALF-ORC FEATS

Half-orc feats are only available to half-orc
characters.

Bestial Rage (General)

You have a berserker soul, the result of feral
ancestry or perhaps the bitterness and fury that
comes from being hated by both halves of your
heritage.

Benefit: In times of great stress, you can give in to
the rage burning within, gaining great strength and
endurance from such a release. You may use the
barbarian’s Rage class ability once per day, with all
of its commensurate advantages and drawbacks.
This use of Bestial Rage stacks with any other
uses granted to you by class levels or other
sources. For all intents and purposes,
this feat counts as access to the
barbarian’s Rage class feature.

"y W
'
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Demure (Genera')

Something happened when your orcish blood

mixed with that of your human parentage. You may
have the typical physique of a half-orc but you do
not have the usual violence inherent in your
kind.

Prerequisites: May not have barbarian
class levels.

Benefit: You might not be the
most peaceful person in the

world but you have a calmer,
gentler soul than almost any
other half-orc in existence. You
do not suffer the -2 to

Intelligence that your kind
normally incurs. You still likely
have some of the appearance of
your race and the -2 to Charisma
applies but you do not take it into
account when calculating DCs or spells
per day for magical ability based on
Charisma.

On the downside, you do not really fit into any
mold at all, which denies you any preferred class.
Unless you keep your advancement carefully
controlled, you will likely advance at a slower rate
than your peers.

This feat can be used to simulate strange
background elements, such as a half-orc child raised
in a loving household or one with a nearly human
appearance who has never suffered the prejudice
most half-orcs grow up enduring.

Elven Hateed (GenemD

You share your orcish racial hatred of elves; this
makes you a deadly and implacable foe against
them.

Prerequisites: Favoured Enemy (elves) class
feature.

Benefit: Your careful training, hunter’s instincts,
and burning hatred of elves grants you a greater
bonus when fighting or dealing with them than a
ranger would normally get from the Favored Enemy
feature. Your bonus improves by +1 immediately
and, whenever you would get to choose another
Favored Enemy, you can opt to apply that bonus to
Favored Enemy (elves) instead. These applied
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bonuses stack, which allows a half-orc ranger to
develop an extremely high bonus against elves.

Gmfesque (Generul)

Most half-orcs look like some cross between an
ugly orc and their human parent. You more
resemble a terrifying cross between an orc and an
even uglier orc.

Prerequisites: Charisma 8 or less.

Benefit: Intimidate is always considered a class
skill for you. When you make Intimidate checks,
you may substitute your Strength modifier instead
of Charisma. In fact, your countenance is so
frightening that if you successfully intimidate an
opponent with a roll of 10 or more, they are
considered shaken for as long as you remain visible.
If you succeed by 20 or more, your target is
cowering instead.

Oprcish Dl’uqsique (Genepul)

The orc blood in your veins carries the strength of
your humanoid parentage. While your soul might
be bright, your body is that of a brute.
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,j Benefit: Your racial bonus to Strength improves
from +2 to +4, but you are also subject to light
sensitivity, as noted within the orc entry in the Core
Rulebook I1I. Unless you choose to somehow
express your heritage as a half-orc, most will
immediately see you as a full blooded orc and treat
you accordingly.

Pious (General)

Your devotion to a god, an ideal, or a higher calling
is an inspiration to others.

Prerequisites: Must have at least one class level in
cleric, druid, monk or Paladin.

Benefit: With a fiercely intense devotion to
whatever you have chosen as your life’s calling,
you may choose one class from cleric, druid, monk,
or paladin as your favored class instead of
barbarian. This reflects the piety that half-orcs are
uniquely capable of showing.

If a character with this feat ever directly grants a
morale bonus to others through the use of a spell or
class feature, those allies who I%hare his worship or
calling (Games Master’s decision) gain an
additional +1 from the example of the half-orc’s
unswerving faith and loyalty.

You have a diffi

PrerequiSités:
Reﬂexes{/
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a Rage regardless of ye

assuming you Stllm uses of e
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(General) )

While your half-breed race does not no e

your own or adhere to whatever one might exist.
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a true culture, you have attempted to create oneofl____

This determination serves you in good stead against
the adversity you face simply because of what you
are.

Prerequisites: Must follow a human god, an orcish

god, or no god at all.

Benefit: Your strong-willed decision to be true to
yourself grants you a +2 inherent bonus to Will
saves made for any reason. This bonus stacks with
Iron Will. In addition to this benefit, you also have
a 15% chancé to stabilize after going below 0 hlt
points due to your never-say-die attitude.

Normal: Dymg characters only have a 10% chance
of stabilizing. -

Vicious Smile (Geneml)

Your teeth are extremely long and sharp, allowing
you to bite with them very effectively.

Prerequisites: Strength 13+, Dexterity 13+,

Benefit: You have the speed and strength to make
your bite an effective and useful weapon. You are
considered to have bite as a natural attack, though
this does not give you an extra attack per round.
You are never considered unarmed as long as you
can freely bite an opponent,

This natural attack does 1d6 + 12 times your
Strength bonus in damage. You may take Weapon
Focus, Weapon Specialisation, Weapon Finesse and
other similar feats with your bite attack if you wish
and it qualifies for spells such as magic fang
normally. If you enjoy any bonuses that improve
your unarmed attacks, your bite can benefit from
these as well.
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/
FEATS OF
CREATION

eats of Creation covers the diverse types of
magic items that can be created, rules to

influence their creation and ways for
spellcasters to further enhance their options.

ITEM CREATION FEATS

An item creation feat lets a spellcaster create a
magic item of a certain type. Regardless of the type
of item, each item creation feat has certain features
in common.

XP Cost: Power and energy that the spellcaster
would normally have is expended when making a
magic item. The experience point cost equals one-
twenty-fifth the cost of the item in gold pieces. A
character cannot spend so many experience points
that he or she loses a level. However, on gaining
enough experience points to achieve a new level,
he can immediately expend experience points on
creating an item rather than keeping the experience
points to advance a level.

Raw Materials Cost: Creating a magic item
requires costly components, most of which are
consumed in the process. The cost of these
materials equals half the cost of the item.

Using an item creation feat also requires access to a
laboratory or magical workshop, special tools, and
so on. A character generally has access to what he
or she needs unless unusual circumstances apply.

Time: The time to create a magic item depends on
the feat and the cost of the item. The minimum time
is one day.

Item Cost: Brew Potion, Craft Wand and Scribe
Scroll create items that directly reproduce spell
effects and whose power depends on their caster
level. A spell from one of these items has the power
it would have if cast by a spellcaster of that level.
The price of these items (and thus the XP cost and
the cost of the raw materials) depends on the caster
level. The caster level must be high enough that
the spellcaster creating the item can cast the spell at
that level. To find the final price in each case,
multiply the caster level by the spell level and then
multiply the result by a constant:
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Scrolls: Base price = spell level x caster level
x 25 gp.

Potions: Base price = spell level x caster level
x 50 gp.

Wands: Base price = spell level x caster level
x 750 gp.

Extra Costs: Any potion, scroll, or wand that stores
a spell with a costly material component, or an
experience point cost also carries a commensurate
cost, For potions and scrolls, the creator must
expend the material component or pay the
experience points when creating the item. For a
wand, the creator must expend fifty copies of the
material component or pay fifty times the .

experience point cost. -

PsIONIC ITEM
CREATION FEATS

An item creation feat lets a psionic character create
a psionic item of a certain type. Regardless of the
type of item, each item creation feat has certain
features in common.

XP Cost: Power and energy that the psionic
character would normally have is expended when
making a psionic item. The experience point cost
normally equals one-twenty-fifth the cost of the
item in gp. A psionic character cannot spend so
many experience points that he or she loses a level.
However, on gaining enough experience points to
achieve a new level, he can immediately expend
experience points on creating an item rather than
keeping the experience points to advance a level.

Raw Materials Cost: Creating a psionic item
requires costly components, most of which are
consumed in the process. The cost of these
materials normally equals half the cost of the item.

Using an item creation feat also requires access to a
laboratory or psionic workshop, special tools, and
so on. A psionic character generally has access to
what he or she needs unless unusual circumstances
apply (such as, he is traveling far from home).

Time: The time to create a psionic item depends on
the feat and the cost of the item. The minimum time
is one day.

Item Cost: Craft Dorje, Encode Stone and Scribe
Tattoo create items that directly reproduce power
effects and whose strength depends on manifester
level. A power from one of these items has the

e
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strength it would have if manifested by a psionic
character of that level. The base price of these items
(and thus the base experience point cost and the
base cost of the raw materials) depends on the
manifester level and the power level imprinted into
the item. The manifester level must be high enough
that the psionic character creating the item can
manifest the power at that level. To find the final
price in each case, multiply the manifester level by
the power’s level and then multiply that figure by a
cost in gold pieces noted in each specific feat.

Extra Costs: Any dorje, power stone, or psionic
tattoo that stores a power with a costly material
component or an experience point cost also carries
a commensurate cost. For psionic tattoos and power
stones, the psionic character must pay the
experience point cost when creating the item. For a
dorje, the psionic character must pay fifty times the
experience point cost.

Some psionic items similarly incur extra costs in
material components or experience points as noted
in their descriptions.

Arcane Arfisan (Generul)

You are skilled at creating magical items for
magical experimentation.

Prerequisites: Int 13+, Craft skill.

Benefit: You gain a +2 circumstance bonus to
all Craft checks when crafting an item to be
enchanted and the cost to create the magical
item is reduced by 10%.

Brew Dofion ("rem Creafion)

You are able to brew potions, which contain
spells within themselves. See Core Rulebook
II for rules on potions.

Prerequisites: Spellcaster level 3"+

Benefit: The character can create a potion of
any spell of 3rd level or lower that the
character knows and that targets a creature or
creatures. Brewing a potion takes | day.
When the character creates a potion, the
character sets the caster level. The caster level
must be sufficient to cast the spell in question
and no higher than the character’s own level.
The base price of a potion is its spell level
multiplied by its caster level multiplied by 50
gp. To brew a potion, the character must spend |’

one-twenty-fifth of this base price in experience
points and use up raw materials costing half this
base price.

When the character creates a potion, the character
makes any choices that the character would
normally make when casting the spell. Whoever
drinks the potion is the target of the spell.

Any potion that stores a spell with a costly
material component, or an experience point cost,
also carries a commensurate cost. In addition to
the costs derived from the base price, the character
must expend the material component or pay the
experience points when creating the potion. 3

Compose Sonq of Power (l’tem
Creuiion)

You can write a song that duplicates a single
magical spell.

Prerequisites: Spellcaster level 3™+, Perform skill
8 ranks.
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| Craft ersfal Capacifor
("em Creufion)

You are able to craft crystal
capacitors that can store your power
points. .

Prerequisites: Manifester level 9"+,

Benefit: You can create a erystal
capacitor that stores a number of
power points equal to or less than
your base power points for your
highest manifester level. The nature
of power point storage, at least in
conjunction with this feat, allows a
maximum of 17 power points to be *
stored in a single crystal capacitor.
Moreover, a crystal capacitor’s
maximum is always an odd number.
Note that during use, a crystal
capacitor very often contains even
numbers of power points, just not
when fully charged.

Crafting a crystal capacitor takes one
day for each 1,000 gp in its base
price. The base price of a crystal
capacitor is equal to the highest-

Benefit: You can compose a song of power that
duplicates any single spell that you know.
Composing a song of power takes one day. It has
a base price of spell level times caster level times
50 gp. You must also expend one-twenty-fifth of
this base price in experience points. Any song of
power that duplicates a spell with costly material
components or an experience point cost carries a
commensurate cost to be paid by you.

A song of power is stored in your memory until
activated by singing it. This is a standard action
that does not provoke attacks of opportunity. You
can have no more songs of power memorised at
any given time than your Intelligence modifier.
You can teach a song of power to another person
who meets the prerequisites of this feat. Teaching
a song of power takes one hour of instruction, after
which the song passes from your memory to that of
your pupil’s, counting against his limit of songs of
power. A song of power counts as a use-activated
item for all purposes.
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level power it could manifest using

all its stored power points, squared,
multiplied by 1,000 gp. To encode a crystal
capacitor, you must spend one-twenty-fifth of this
base price in experience points and use up raw
materials costing half this base price.

Cmﬂ Dorje (liem Creufion)

You can create psionic dorje.
Prerequisites: Manifester level 5"+.

Benefit: You can create a dorje of any psionic
power of 4th level or lower that you know.
Crafting a dorje takes one day for each 1,000 gp in
its base price. The base price of a dorje is its
manifester level times the power level times 750
gp (treat 0" level powers as one-half level). To
craft a dorje, you must spend one-twenty-fifth of
this base price in experience points and use up raw
materials costing half of this base price.

A newly created dorje has enough power points to
manifest its primary power fifty times.

Any dorje that stores powers with an experience
points cost also carries a commensurate cost. In
addition to the cost derived from the base cost,
you must pay fifty times the experience point cost.
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Craft Muqic Arms and Armour
(lfem Creaiion) .

You are able to create magic armour, weapons and
shields.

Prerequisites: Spellcaster level 5™+,

Benefit: You can create any magic weapon,
armour, or shield for which you meet the
prerequisites. Enhancing a weapon, suit of armour,
or shield takes 1 day for each 1,000 gp in the price
of its magical features. To enhance a weapon, suit
of armour, or shield, the character must spend one-
twenty-fifth of its features’ total price in
experience points and use up raw materials costing
half of this total price.

The character can also mend a broken magic
weapon, suit of armour, or shield if it is one that
the character could make. Doing so costs half the
experience points, half the raw materials, and half
the time it would take to enchant that item in the
first place.

The weapon, armour, or shield to be enhanced
must be a masterwork item that the character must
provide. (Its cost is not included in the above

cost.)

Cmﬂ Maqic Tattoo (lfem Creaiion)

You can create magical tattoos that duplicate the
effects of a single spell.

Prerequisites: Spellcaster level 9"+, Craft (artist)
skill.

Benefit: You can apply your magic and artistry
together to create a magic tattoo. The tattoo is
created to emulate the effects of a single spell as if
it were a spell-like ability. The base price for a
tattoo of this nature is spell level times caster level
times 400 gp. Crafting a magic tattoo takes one
day for each 1,000 gp of its base price. To crafta
magic tattoo, you and the recipient must each
spend one-twenty-fifth of its base price in
experience points . The creator must also use up
raw materials costing half of the base price.

Special: The power of the tattoo can only be used
once each day. The caster level is based on the
lowest caster level needed to cast the spell. If two
or more magic tattoos are attempted on the same
body (regardless of size), the magics will disrupt
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each other (e.g. you may never have more than one
magic tattoo). A magic tattoo can be removed
using a remove curse cast at one level higher than
the spell level of the spell effect granted by the
tattoo (using Heighten Spell or a similar method).
The act of casting remove curse only takes away
the magic. The tattoo itself remains until removed
through mundane methods. The tattoo is treated
as a miscellaneous magic item for all other intents

and purposes.

Cmﬁ Psionic Arms and Armoup
("em Creafion)

You are able to craft weapons and armour 1
enhanced with psionic powers.

Prerequisites: Manifester level 5%+.

Benefit: You can create any psionic weapon,
armour, or shield for which you meet the
prerequisites. Enhancing a weapon, suit of armour,
or shield takes one day for each 1,000 gp in the
price of its psionic features. To enhance a weapon,
suit of armour, or shield, you must spend one-
twenty-fifth of its features’ total price in
experience points and use up raw materials costing
half of this total price.

You can also mend a broken psionic weapon, suit
of armour, or shield if it is one that you could
make. Doing so costs half the experience points,
half the raw materials and half the time it would
take to empower that item in the first place.

The weapon, armour, or shield to be enhanced
must be a masterwork item that you must provide.
(Its cost is not included in the above cost.)

Cmﬂ pocl (liem Cpeaiion)

You are able to create magic rods with varied
magical spells and effects.

Prerequisites: Spellcaster level 9"+.

Benefit: You can create any rod for which you
meet the prerequisites. Crafting a rod takes 1 day
for each 1,000 gp in its base price. To craft a rod,
the character must spend one-twenty-fifth of its
base price in experience points and use up raw
materials costing half of its base price.

Some rods incur extra costs in material
components or experience points as noted in their
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: i, descriptions. These costs are in addition to those

derived from the rod’s base price.

Craft Stoff ("em Creation)

You are able to create magic staves, which can
have multiple magical effects.

Prerequisites: Spellcaster level 12"+.

Benefit: You can create any staff for which you
meet the prerequisites. Crafting a staff takes 1 day
for each 1,000 gp in its base price. To craft a staff,
the character must spend one-twenty-fifth of its
base price in experience points and use up raw
materials costing half of its base price.

A newly-created staff has 50 charges.

Some staffs incur extra costs in material
components or XP as noted in their descriptions.
These costs are in addition to those derived from
the staff’s base price.

Craft Univepsa| ltem (l’rem Creaiion)

You are able to create miscellaneous psionic items.
Prerequisites: Manifester level 3"+.

Benefit: You can create any miscellaneous psionic
item for which you meet the prerequisites.
Crafting a miscellaneous psionic item takes one
day for each 1,000 gp in its price. To empower a
miscellaneous psionic item, the psionic character
must spend one-twenty-fifth of the item’s base
price in experience points and use up raw
materials costing half of this price.

You can also mend a broken universal item if it is
one that you could make. Doing so costs half the
experience points, half the raw materials and half
the time it would take to empower that item in the
first place.

Some universal items incur extra costs in materials
components or experience points as noted in their
descriptions. These costs are in addition to those
derived from the item’s base price. You must pay
such a cost to create an item or mend a broken one.

Craft Wand (ltem Creation)

You can create magic wands, which contain spells
(see Core Rulebook II for details on wands).

Prerequisites: Spellcaster level 5*+.
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Benefit: The character can create a wand of any
spell of 4th level or lower that the character
knows. Crafting a wand takes 1 day for each 1,000
gp in its base price. The base price of a wand is its
caster level multiplied by the spell level
multiplied by 750 gp. To craft a wand, the
character must spend one-twenty-fifth of its base
price in experience points and use up raw
materials costing half of this base price.

A newly created wand has 50 charges.

Any wand that stores a spell with a costly material
component or-an experience points cost also

carries a commensurate cost. In addition to the

cost derived from the base cost, the character must
expend fifty copies of the material component or
pay fifty times the experience points cost.

Craft Wondrous ltem (ltem
Cmuiion)

You are able to create miscellaneous magical
items, such as brooms of flying or boots of
elvenkind (see Core Rulebook II for details on
miscellaneous magical items).

Prerequisites: Spellcaster level 3"+,

Benefit: The character can create any
miscellaneous magic item for which the character
meets the prerequisites. Enchanting a
miscellaneous magic item takes 1 day for each
1,000 gp in its price. To enchant a miscellaneous
magic item, the spellcaster must spend one-
twenty-fifth of the item’s base price in experience
points and use up raw materials costing half of this
price.

The character can also mend a broken
miscellaneous magic item if it is one that the
character could make. Doing so costs half the
experience points , half the raw materials and half
the time it would take to enchant that item in the
first place.

Some wondrous items incur extra costs in material
components or experience points as noted in their
descriptions. These costs are in addition to those
derived from the item’s base price. The character
must pay such a cost to create an item or to mend a
broken one.
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Creafe Muniltin (“em Creafion)

You can create a manikin — a small representation
of a living person — through which you can direct
spells that affect the person the manikin
represents.

Prerequisites: Spellcaster level 12"+,

Benefit: A manikin serves as the focus for the
transmission of spells against a target not currently
within the spell’s range. To use it, you must
collect objects and items connected to the person
you wish the manikin to represent. These items
must be either parts of the person (hair, teeth, nails,
etc.) or something they have worn or held for
many years. These objects and items are then
placed into a tiny effigy that takes one day to
grow for each level of the person the manikin
represents, as well as 2,000 gp for each level.
Once created, activating the manikin costs one-
twenty-fifth of this cost in experience points.

A newly-created manikin is good for ten uses, after
which it becomes useless. The manikin can be
reactivated by spending half its cost in gold pieces

.. "m ¥
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and experience points. Doing so takes half the
time it took to create it, during which the creator
must meditate upon it and visualise the person in
whose image it has been made. Afterward, the
manikin is again active and possesses ten more
uses.

Any spell may be cast upon an active manikin.
Provided the target is on the same plane as the
manikin and is not protected by spells such as
antimagic field or the like, he undergoes the full
effects of the spell cast upon the manikin. Of
course, the person gets the usual saving throw and
spell resistance checks to avoid the spell’s effects.
Any spell cast on the manikin that would normally
have an area of effect greater than a single target is
limited to affecting only the person in whose
image the manikin is made. Thus, a fireball cast
upon the manikin would deal damage only against
the person and not anyone who would normally be
within the area of effect of the fireball.

The manikin is a magical item and appears as such
under detect magic and similar spells. It is
unaffected by the spells cast upon it. However, it
is susceptible to damage by spells and physical
attacks directed at it by others, including the
caster’s allies. For this purpose, the manikin is
considered to have 0 hardness and 5 hit points.

Special: The secret of manikin creation is rare,
and often limited to secretive cults and religions.
The Games Master may wish to restrict this feat to
characters who have made friendly contacts with
these groups.

Creufe Wonr]rous Creafure (liem
Creuhon)

You know how to create aberrations, beasts,
magical beasts, monstrous humanoids and plants.

Prerequisites: Knowledge (arcana) or Knowledge
(psionics), Knowledge (nature), Spellcaster level
5"+ or Manifester level 5+,

Benefit: You can create any aberration, beast,
magical beast, monstrous humanoid, or plant for
which you meet the prerequisites. The creature
created is not necessarily under your control. To
create a creature you need access to a lab, similar
to an alchemist’s lab, of at least 500 gp value. The
creation of a creature involves taking a similar
creature or creature(s) and subjecting them to
various spells and grafting techniques. There is a
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: 1/ chance the experiment will be a failure. To create

a creature you must succeed both a Knowledge
(arcana) or Knowledge (psionics) and a
Knowledge (nature) check (DC 20 + CR of
attempted creature). You may not Take 10 on
these rolls. However, you get a +1 circumstance
bonus for every attempt at a specific creature you
have previously made, whether successful or not.
If both Knowledge skill checks are failed, the
creature dies a horrible death. If one Knowledge
skill check fails and one Knowledge skill check
succeeds, the resulting creation is horribly
deformed in some way and is hostile towards you.

The base price of a creature is the challenge rating
squared times 1,000 gp (CR x CR x 1,000 gp).
Creating a creature takes 1 day for every 1,000 gp
in its base price. To create a creature, you must
spend one-twenty-fifth of its base price in
experience points and use up raw materials costing
half of its base price.

The minimum caster level for creating a creature is
times the Challenge Rating of the intended
creature. The appropriate spells must be used in

order to add extraordinary (Ex), spell-like (Sp),
and/or supernatural (Su) abilities.

Special: Ifa charm monster spell is cast every day
of the creation process, a successfully created
creature will be in permanent servitude to you. Ifa
limited wish is used in the creation process a
successfully created creature will be in permanent
servitude to you and will even follow a life goal,
determined by you, after you have died. If a wish
is used in the creation process, a successfully
created creature and its descendants will follow a
life goal, determined by you, even after you have
died.

Culinarq Asl'le (liem Creaiioﬁ) .

The feat is sometimes called ‘upside-down
cooking’. It is the ability to trap magical powers
within common food items. The enchanted foods
are magically protected from spoilage and retain
their magic indefinitely until used.

Prerequisites: Ability to cast divine spells, caster
level 3%+

Benefit: This feat functions exactly like Brew
Potion, except the caster can make the
potion appear as any sort of food
desired. Soups and stews are the most
common but it can also be used to
make magical breads, cheeses,

or meats.
g quonsmiﬂ'l
iff (ltem Ceeation)
Aé’ You are a master of

draconic anatomy and
have acquired a
comprehensive
knowledge of the
variety of magical

. weapons, armour and
other items that can be
created from a dragon’s
body.

Prerequisites: Caster level
3+, any Item Creation feat.

Benefit: If you have access to a
recently slain dragon, you can
produce magical items for 25% less
than the standard gp cost for creating the
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item. In addition, you gain a +2 competence
bonus to any Craft checks necessary to complete
the item. However, if a dragon is aware of your
chosen craft, it immediately treats you as hostile.

Encocle Stone (liem Creafion)

You are able to create psionic power stones.
Prerequisites: Manifester level 1¥+.

Benefit: You can create a power stone of any
power that you know. Encoding a power stone
takes one day for each 1,000 gp in its base price.
The base price of a power stone is the level of the
stored psionic power times its manifester level
times 25 gp (treat a 0" level power as one-half
level). To encode a power stone, you must spend
one-twenty-fifth of this base price in experience
points and use up raw materials costing half of this
base price.

Any power stone that stores a psionic power with
an experience points cost also carries a
commensurate cost. In addition to the costs
derived from the base price, you must pay the
experience points when encoding the stone.

Fast ltem Creaiion (lfem Creuiion)

Your skill at crafting magical items is such that
you can create them far faster than other crafters.

Prerequisites: Ability to cast 4 level divine or
arcane spells.

Benefit: You increase the daily rate at which you
create magical items by 1000 gp.

Normal: All spellcasters normally create items at
the rate of 1000 gp per day.

Special: This feat can be taken several times and
stacks with itself. Fach time it is chosen, add 1000
gp to the value of magical items the character can
create in a day. Thus, items take half the usual
time with one feat’s worth of Fast Item Creation,
one-third the usual time with two, and so on.

Forqe Ring (ltem Creation)

You are able to create magic rings, which can have
varied effects (see Core Rulebook 1 for details on
magical rings).

Prerequisites: Spellcaster level 12+,

Benefit: You can create any ring for which you
meet the prerequisites. Crafting a ring takes one
day for each 1,000 gp in its base price. To crafta
ring, you must spend one-twenty-fifth of its base
price in experience points and use up raw
materials costing half of its base price.

The character can also mend a broken ring if it is a
ring that the character could make. Doing so costs
half the experience points, half the raw materials
and half the time it would take to craft that ring in
the first place. '

Some magic rings incur extra costs in material
components or experience points as noted in their
descriptions. ¢

Scribe Scro" (lfem Creu’lion)

You are able to scribe spells onto scrolls from
which you or another spellcaster can cast. See .
Core Rulebook II for the rules on scrolls.

Prerequisites: Spellcaster level 1°+.
Benefit: You can create a scroll of any spell that

you know. Scribing a scroll takes 1 day for each
1,000 gp in its base price. The base price of a
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. j/ scroll is its spell level multiplied by its caster level
multiplied by 25 gp. To scribe a scroll, you must
spend one-twenty-fifth of this base price in
experience points and use up raw materials costing
half of this base price.

Any scroll that stores a spell with a costly material
component or an experience points cost also
carries a commensurate cost. In addition to the
costs derived from the base price, you must also
expend the material component or pay the
experience points when scribing the scroll.

Scribe Tattoo (ltem Creation)

You are able to create psionic tatoos of your psionic
powers.

Prerequisites: Manifester level 3%+

Benefit: You can create a psionic tattoo of any
psionic power of 3" level or lower that you know
and that targets a creature or creatures (see Special,
below). Scribing a psionic tattoo takes one day.
When you create a psionic tattoo, you set the
manifester level. The manifester level must be

sufficient to manifest the power in question and no
higher than your own level. The base price of a
psionic tattoo is its power level multiplied by its
manifester level multiplied by 50 gp (inscribing a
0™ level power costs 25 gp). To scribe a tattoo, you
must spend one-twenty-fifth of this base price in
experience points and use up raw materials (special
inks, masterwork needles, and so on) costing half of
this base price.

When you create a psionic tattoo, you make any

choices that you would normally make when

manifesting the power. When its wearer physically

activates the tattoo, the wearer is the target of the
OWer. -

Any psionic tattoo that stores a power with an
experience points cost also carries a commensurate
cost. In addition to the costs derived from the base
price, you must pay the experience points when
creating the tattoo.

Special: All Psychometabolism powers are an
exception to the target criteria and may be scribed
into a tattoo despite the fact they are personal
powers.

Self ltem (ltem Creation)

You may create items with powers linked to
you,

Prerequisites: One or more of the following:
Craft Magic Arms and Armour, Craft Rod,
Craft Wondrous Item, Forge Ring.

Benefit: A magic item created with one of
the prerequisite feats can be made as a Self
Item. In this case, the experience points cost
for the item is reduced by 25% (round down)
but the item will work only for its creator. If
somebody other than the item’s creator
attempts use it, the item is completely inert.
If the item is ever destroyed, the creator will
lose experience points equal to full, normal
experience points cost to make the item; this
can cause the creator to lose a level of
experience. Charged items cannot be made
using this feat.

Tap ltem (ltem Creation)

You may draw upon the power of other magic
items to create new items.
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Prerequisites: One or more of the following: Craft
Magic Arms and Armour, Craft Rod, Craft
Wondrous Item, Forge Ring.

Benefit: When creating a new magic item using
one of the prerequisite feats, you may draw up to
half of the XP cost from another, existing item of
the same type. The item from which the energy is
taken is destroyed in the process. The item tapped
cannot be cursed and this feat has no effect on
minor or major artefacts. The amount of XP that
can be drawn from any item is equal to half of the
XP that would be necessary to create that item. If
an item has charges, its original XP value is
reduced by the fraction of charges used.

Tinlxer (General)

You are a master of creating items and tools from
scavenged pieces of scrap material. You improvise
tools and rely on estimates and eyeballed
measurements when crafting objects.

Benefit: When making a Craft skill check, you do
not suffer the -2 circumstance penalty for using
improvised tools. Furthermore, you may construct
any item with a Craft check DC of 12 or less in
1d6 hours. However, such items are very crude
and cause a -2 circumstance bonus to any die roll
(including attack and damage rolls) that involves
their use. Furthermore, such items always have no
monetary value, owing to their extremely crude
workmanship.

Special: You must choose a single Craft skill to
apply this feat to when you select it. Thus, a
character with the Craft (weaponsmith) and Craft
(armoursmith) skills who chooses the Tinker feat
must choose Tinker (weaponsmith) or Tinker
(armoursmith) when he selects the Tinker feat.
You do not need to choose a Craft skill that you
have any ranks in.

Transference (Item Creation)

Allows a spellcaster to draw from the life force of
another while using item creation feats.

Prerequisites: Any Item Creation feat.

Benefit: While touching another creature, use
their XPs to fuel an item creation feat instead of
your own,

Special: The creature touched must be a willing
subject with an Intelligence of 3 or greater. Any
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magic used to control the creature will cause the
effort to fail.

Note: Under no circumstances can another
creature ever be forced (even through a wish spell)
to succumb to the effects of this feat. It must be a
voluntary action. '

Wa rcl (“em Creafion)

Stores a spell in an object so that it triggers like a
trap. .

Benefit: You create a magical trap, following the
rules in Core rulebook II. The cost of a first.level
trap created by a 1* level caster is 50 gp for one-~
use trap, 150 gp for a trap that recharges but only
works once a day, and 500 for a trap that operates
repeatedly or continually. As usual, multiply these
costs by the spell level and caster level for more
powerful traps. As with most item creation feats,
the experience points cost is one-twenty-fifth of
the base cost, creation takes one day of work for’
every 1,000 gp base price and the cost in materials
is half the base price of the enchantment.

Special: You must define the triggering
circumstance and how the spell is to be cast when
creating the ward. The ward can only react to
simple events within 5 feet per caster level in a
programmed fashion. It cannot react to how and
why an action is done. A ward with a continual
detect spell (such as detect evil) can be used as a
trigger for a second ward. Common trigger events
include ‘after five days’, ‘when the door opens’ or
‘when a creature of size small or larger moves
across’. You can have up to three triggers. You
can set the ward to ignore certain species or
specific creatures, give it a password, or provide
other means of bypassing it safely.

Note: The ward is imbued in an object, and
destroying that object destroys the ward. To
counter this, a common trigger is ‘if the ward is
destroyed’. Spellcasters usually pick sturdy
objects, such as statues or wall carvings, to hold
wards. The Games Master must watch out for
‘traps’ that repeatedly cast beneficial spells such as
cure light wounds. An altar could indeed be
enchanted so that it repeatedly heals those praying
at it, but it would typically only heal each
petitioner once per day. It can not distinguish the
faithful, but it can distinguish people by clothing
or other gear (such as holy symbols) or by a prayer
they recite.
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FEATS OF
THE DIVINE

eats of the Divine presents those feats
Fspeciﬁcally intended for selection by the

practitioners of divine magic: clerics,
druids and paladins. It includes those metamagic
feats solely usable by casters of divine magic, and
paladin feats not relating to combat, or solely
usable by a paladin.

Feats with the (Divine) designation require the
character to be able to turn or rebuke undead in
order to take the feat.

Ac]cliiionul Domain (General)

A cleric gains the use of an additional domain.
Prerequisites: Knowledge (religion) 8 ranks.

Benefit: You acquire one additional domain from
your deity, for the purpose of domain spells only.

Special: This feat can be taken several times for
additional domains. It does not stack; each time it
is chosen, you get to pick a new domain from
those available to your religion.

Note: Remember that you do not gain any
additional domain spells, so what you gain is
more spells to share the single domain spell slot
and a domain power.

Channel Against Outsidees (Divine)

You can turn or rebuke one type of outsider.
Prerequisites: Extra Tumning.

Benefit: Select one group of outsiders (such as
fire elementals, slaadi or devils) that are either
hostile to your faith/alignment (for turning) or
associated with your faith / alignment (for
rebuking). You can channel divine energy against
this type of outsider to turn or rebuke them as if
they were undead of twice their Hit Dice. When
turning outsiders, those whose modified Hit Dice
are half your turning level or less are dismissed to
their home plane rather than destroyed.

Special: On their home plane, you turn or rebuke
these outsiders as undead of four times their Hit
Dice, but there, they really can be destroyed
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instead of merely dismissed. This feat can be
taken several times. It does not stack. Each time,
you may choose a new type of outsider to turn or
rebuke.

Note: A cleric that turns undead also turns
outsiders, and a cleric that rebukes undead also
rebukes outsiders. You must select appropriate
groups of outsiders depending on whether you
turn or rebuke. )

Chosen Iaq the Gods (SpeciaD

You have a rare talent for a paladin and are able to
apply yourself to many things at once.

-

Prerequisites: Paladin level 1+.

Benefit: You may increase your level as paladin
after taking levels of another character class, so
long as your paladin level remains within two
levels of all your other character classes
(excluding prestige classes). In addition, you gain
paladin as a favoured character class (in addition
to any other favoured character classes you may
already have).

Divine Apmour (Divine)

You can channel energy to enhance your body or
armour.

Prerequisites: Cha 13+, Divine Vigor, Extra
Turning.

Benefit: By spending one of your turn or rebuke
undead attempts, your armour or body gains a
sacred (if you channel positive energy) or profane
(if you channel negative energy) bonus to Armour
Class equal to your Charisma bonus for a number
of rounds equal to your Charisma bonus. When
active, your armour or body glows with divine
light (or a profane aura) in a radius of 5 feet. The
bonus provided by Divine Armour is fully
effective against incorporeal creatures.

Divine Apmour o{ the Soul (Divine)

You can channel energy to defend yourself
against life-draining attacks.

Prerequisites: Cha 13+, Divine Ghost Armour,
Extra Turning.

Benefit: By spending one of your turn or rebuke
undead attempts, you become immune to the
ability-draining and level-draining attacks of the
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: ,/ | undead for a number of rounds equal to your
Charisma bonus.

Divine Dispel (Divine)

You can negate magic through turning.
Prerequisites: Extra Turning.

Benefit: You can dispel or counter a magic spell
by making a turning check as if turning an undead
creature of the opposing spellcaster’s level. You
can only dispel spells with the Evil descriptor (if
you turn undead) or the Good descriptor (if you
rebuke undead). A spell that is dispelled as it is
being cast has no effect whatsoever; otherwise, it
ends as if its duration had run out. This power
cannot affect spells that are immune to dispel
magic.

Special: Each attempt to use Divine Dispel uses
up one of your turn or rebuke attempts for the day.

Note: If your religion is strongly opposed to law
or chaos, your Games Master may allow you to
channel energy against spells with the lawful or
chaotic descriptor instead, and other types of
Divine Dispel are certainly possible as well for
certain religions.

Divine Fist (Divine)

You can channel energy to increase the damage
you deal in unarmed combat.

Prerequisites: Cha 13+, Improved Unarmed
Strike.

Benefit: By spending one of your turn or rebuke
attempts per day, you can add your Charisma
bonus to your damage rolls on successful unarmed
attacks for a number of rounds equal to your
Charisma bonus.

Special: Divine Fist is equivalent to Divine K
Might, allowing you to later learn feats that ~

included Divine Might as a prerequisite, though ~

you are then restricted to using these feats with

unarmed strikes only.

Divine Flame (Divine)

You can channel energy to sheath your weapon
with sacred or profane flame.

s

Prerequisites: Cha [3+.

Benefit: By spending one of your turn or rebuke
undead attempts, you can sheath your weapon
with sacred or profane flame. If you channel
positive energy, your weapon is sheathed in white
flames that inflict +1d6 points of
sacred damage against evil opponents
for a number of rounds equal to your
charisma bonus. If you channel
negative energy, you weapon is
sheathed in black flames that inflict
+1d6 points of profane damage against
good opponents instead. These flames
do not give off heat or ignite
flammable objects, though sacred
flames give off light equal to a torch.
The sacred or profane damage inflicted
by Divine Flame is unaffected by
protection from elements and similar
spells.

Divine Fqu (Divine)

You can channel positive energy to
ignore the damage-reducing
capabilities of undead opponents.

Prerequisites: Divine Vengeance. i
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Benefit: By spending one of your turn undead
attempts, you can ignore the Damage Reduction
of all undead opponents for a number of rounds
equal to your Charisma modifier.

Divine Ghost Armour (Divine)

You can channel energy to enhance your armour
against incorporeal attacks.

Prerequisites: Cha 13+, Extra Turning.

Benefit: This feat can only be used when wearing
armour. By spending one turn or rebuke undead
attempt, your armour gains the ghost touch
special ability. This allows you to apply your
armour bonus against incorporeal attacks. The
duration of the ghost touch protection is limited
to a number of rounds equal to your Charisma
bonus.

Divine Ghost Weapon (Divine)

You can channel energy into your weapon,
allowing it to effectively strike incorporeal
creatures.

Prerequisites: Cha 13+, Divine Might.

Benefit: By spending one of your turn or
rebuke undead attempts, your weapon can be
used to attack incorporeal opponents as if it
had the ghost touch power, negating an
incorporeal creatures ability to ignore 50%

of successful attacks from a corporeal source.
Though you do not gain a bonus on attack

or damage rolls with this feat, you can also
negate the damage reduction of incorporeal or
undead opponents as if wielding a +1 magic
weapon. The bonuses provided by this feat last
for a number of rounds equal to your Charisma
bonus.

Divine Gift (General)

Allows anyone to cast 0" level divine spells.

Prerequisites: Wisdom 13+, Knowledge
(religion).

Benefit: Grants any individual the ability to
know/understand up to their Wisdom modifier’s of
orisons (0" level divine spells granted by the
character’s deity). The character can use his
selection of orisons by preparing and using one
per day. Anyone trying to cast a spell (even
though it is just 0" level) must meet all of the

requirements and suffer all of the penalties
associated with the use of divine magics.

Special: This feat may be taken multiple times;
however, no additional orisons can ever be
learned (past the individual’s Wisdom modifier).
Each additional time this feat is taken, the caster
may prepare one additional orison per day. The
total maximum number of orisons that can be cast
in a single day (regardless of the number of times
this feat is taken), is also limited to the caster’s
Wisdom modifier.
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74 ’/ Divine Impad (Di"i“e)

You can channel energy to strike your foe with a
melee weapon as if making a touch attack.

Prerequisites: Cha 13+, Str 13+, Divine Might,
Power Attack, base attack bonus +3 or higher.

Benefit: By spending one of your turn or rebuke >

attempts per day, you can resolve your next
attack as a touch attack, ignoring any bengfi

attack within a number of rounds ual toyour
Charisma bonus. Like all divin eals, a tl tin;
Divine Impact requires a standﬁﬁ\

Divine Siql‘d (Divine)

You can channel energy to m(}tease yo s;'ght and
pierce illusions. {

Prerequisites: Cha 13+,

Benefit: By spending one of yo or rebuke
undead attempts, you gain a +2 e cement
bonus on Spot and Search checks antl a +2 sacred
bonus on Will saves against illusion effects for a
number of minutes equal to your charisma
modifier.

Divine Weapon (Divine)

You can channel energy to provide an
enhancement bonus to your weapon.

Prerequisites: Cha 13+, Str 13+, Power Attack,
Divine Might, base attack bonus +3 or higher.

Benefit: Spend two of your turn/rebuke undead
attempts to channel energy into your weapon,
granting it a bonus on attack and damage rolls
equal to your Charisma bonus for a number of
rounds equal to your Charisma bonus.

Divine Wraﬂl (Divine)

You are able to infuse your melee attacks with
divine energy, enabling you to deal additional
damage to outsiders.

Prerequisites: Ability to turn/rebuke outsider.

Benefit: If you channel positive energy, you can
use one of your turn outsider attempts to add 2d6
points of divine damage against evil outsiders on
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every successful melee attack until the end of
your.next actlo I you channel negative energy,

you'inflict Zl'pom profane damage against
§?\od siders inste
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You can spontaneously cast domain spells.

Prerequisites: Expanded Domains, ability to
substitute other spells for cure/inflict spells.

Benefit: You can substitute your prepared cleric
spells for any spell from any of your clerical
domains, just as if they were cure/inflict spells.

Eerie Presence (General)

You have an air of strangeness around you that
disquiets your opponents (and your friends).

Prerequisites: Cha 15+, Intimidate skill, ability
to cast 1* level divine spells.

Benefit: Anyone attacking you in melee range
must succeed in a Will save (DC 10 + half your
level, rounding up) or suffer a —1 morale penalty
to his attack and damage rolls for the rest of the
encounter. This is a supernatural ability and does
not affect constructs, undead and other creatures
immune to fear effects.

Special: You also suffer a -2 penalty to any check
that involves social interaction.

Enhanced Turninq (Divine)

Some clerics have mastered the art of channelling
divine power in such a way that they are able to
turn more, or greater, undead.

Prerequisites: Cha 13+, Extra Turning.
Benefit: When using this feat, roll 3d6 + your

cleric level + Charisma modifier when
determining your turning damage.
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Expanclecl Domains (Genera')

You can memorise domain-specific spells as if
they were general cleric spells.

Prerequisites: Ability to cast clerical spells an
domain spells. _
il
Benefit: You can prepare domain spells from 411
of your chosen domains in your clerical spell
slots. You may still only prepare domain spells i
your domain spell slots.

Notes: If you wish, you can still substitute
domain spells memorised in regular spell slots for
cure wounds spells.

Extra Companions (General)

You have more animal and beast companions than
normal for your casting level.

Prerequisites: The ability to cast animal
[friendship

Benefit: The total hit dice of creatures you can
have befriended using a friendship spell is
increased by 4 hit dice. This does not increase the
maximum hit dice for any one creature you have
befriended. This is still limited to twice your
casting level but added together, the total hit dice
of all creatures, can now exceed this level by 4 hit
dice.

Normal: The total hit dice of creatures you can
befriend is equal to twice your casting level for the
friendship spell

Special: If you take this feat at 1* level, you can
start the game with an extra 4 hit dice of animal

companions. This feat can be taken multiple times.

Each purchase increases the total number of hit
dice of creatures you can have befriended by 4 hit
dice.

Extea Tu PRing (Divine)

You may turn undead more times per day than
normal.

Benefit: Allows a character to turn undead four
more times per day than normal.

Special: A character can take this feat multiple
times, gaining four extra daily turning attempts
each time.
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Extea Wi'cisliay ( pecial)

the link to their deity. Holy meh have
known to wander the wilderness
time in search of enlightenment, and
allows them to do so without the n
about food or water.

Prerequisites: Wis 15+

During this time you suffer no ill’effects from the
lack of meat and drink but must pray or otherwise
make faithful observances four times each day.
Each observance or prayer requires an hour in
order for you to renew your connection to your
god. At the start of each day that this feat is in
use, you must expend one turning attempt to fuel
your body for the coming day.

Generation Caslinq (Meiamaqic)

You create spell effects that travel down the
generations, inflicting generation after generation
with the same maladies and benefits.

Prerequisites: Knowledge (nature) 10 ranks, two
other metamagic feats

Benefits: The spell prepared or cast using this feat
is so potent that its effects are passed on down the
generations. If the duration of the spell is still in
effect when one of its targets parents a child, the
child is automatically effected by the spell as
though he or she were originally in the area of
effect or targeted by the originally casting. The
child receives no saving throw. This happens every
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time one of the original targets has a child, no
matter how often any one of them has offspring.
Depending on how powerful you make the spell,
these offspring may also pass the spell onto their
children.

A spell prepared or cast using Generation Casting
requires a spell slot one or more levels higher than
normal. The level increase required by the spell is
the number of generations down which the spell
will pass. Only spells with long or permanent
durations can truly benefit from Generation

Casting. Instantaneous effects cannot be passed on

down the generations using this feat.

Greafep Divine Dominion (Generul)

Gain the domain powers from a divine dominion.

Prerequisites: Additional Domain feat.

Benefit: You gain the domain powers from the
domain selected using the Additional Domain
feat.

Innate Alai'ih] (General)

You have become so adept at wielding the power
of your magic that some of your spells have
become a part of you.

Benefit: Choose three divine spells that you
know. You no longer require a divine focus when
casting these spells. If you do use a focus while
casting a spell selected as an innate ability, all
level-dependent effects of the spell are increased
by one. f B
Special: You may take this feat multiple times.
Each time it is taken, different spells must be
selected.

Inspirecl Leadership

(Geneml)

J| Many leaders are brave, powerful
and clever. Adding the backing of
a major religious institution and
the power of a god to this
combination creates a leader that is
much more than just another
warlord or would-be king. Clerics
who take up the role of the leader

1N | often do so by divine mandate,

AW\ | enabling them to call upon the
faithful to support them in their

‘_ endeavours.

Prerequisites: Leadership.

%| Benefit: You are empowered by

| your church to lead the faithful

£ | into battle or to accomplish other

“ | tasks for the church. As long as at

3| least half of the followers led by
you are members of your religion,

fl| you may have twice the normal

number of followers granted by the

Leadership feat.

|n’rensi{q Poison
(General)

When poisons are infused with
threads of negative energy, their
deadliness is enhanced
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considerably. Even relatively minor poisons can
become very difficult to resist once they have
been intensified.

Prerequisites: Wis 15+.

Benefit: An intensified poison is more difficult to
resist than one that has not been so treated. All
Fortitude saves to resist an intensified poison
suffer a profane penalty equal to the Wisdom
modifier of the treating cleric. A poison remains
intensified for 24 hours, after which it returns to
its natural state.

Master of Uncleaﬂ'l (Divine)

While good clerics master the art of vanquishing
undead through the power of their god, evil
clerics seek to use undead as tools and weapons.
This feat improves the ability of evil clerics to
control undead, allowing them to hold sway over
more impressive mobs of walking corpses.

Prerequisites: Cha 15+, Extra Turning.

Benefit: You are treated as if you were 2 levels
higher than your actual level when you attempt to
command undead. For example, a 9" level cleric
would be treated as if he were 11" level, giving
him control over 11 Hit Die worth of undead.

Dersuasive Conversion (Geneml)

Some speakers are able to more eloquently state
the reasons for their faith than others, drawing
others in with their well-reasoned arguments and
sound theological statements.

Prerequisites: Cha 13+.

Benefit: When attempting to convert an
individual or group to your religion, you receive a
competence bonus to your Diplomacy check
equal to half of your character level, due to your
conviction and persuasive arguments.

Dmfane DQCIH‘I Blow (Divine)

You are an unholy slayer, an assassin able to
channel negative energy to slay the unrighteous.

Prerequisites: Ability to rebuke undead, Sneak
Attack class ability.

Benefit: Spend one of your rebuke undead
attempts to add your Charisma modifier as a
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profane bonus to the attack and damage roll of
your next sneak attack. After channeling the
negative energy to power this feat, you must make
this attack within a number of rounds equal to
your Charisma bonus.

Special: If you have the Death Attack assassin
class ability, you may similarly spend one of your
rebuke undead attempts to add your Charisma
modifier as a profane bonus to the DC of the
Fortitude save made to resist your next Death
Attack.

Profane Ghoul Strike (Divine)

You can use negative energy to imitate the
paralyzing attack of a ghoul.

Prerequisites: Ability to rebuke undead, ability
to cast divine spells of 2™ level or higher, Extra
Turning. ;

Benefit: By spending one of your rebuke undead
attempts, you force all opponents struck by you in
melee combat until the end of your next action to
succeed at a Fortitude save (DC 14) or be
paralyzed for 1d4+2 rounds as if struck by a
ghoul. Elves are immune to this paralysis.

Profane Shadow Sfm‘lte (Divine)

You can use negative energy to imitate the
Strength draining attack of a shadow.

Prerequisites: Ability to rebuke undead, ability
to cast divine spells of 3" level or higher, Extra
Turning, Profane Ghoul Strike.

Benefit: By spending one of your rebuke undead
attempts, you drain 1d4 points of temporary
Strength damage from all living opponents struck
by you in melee combat until the end of your next
action. Characters reduced to 0 Strength by this
feat are slain but do not normally rise again as
shadows unless you have the Profane
Shadowspawn feat.

Dpofane Sl'nuclowspawn (Divine)

Creatures drained of Strength by your Profane
Shadow Strike feat become shadows under your
control.

Prerequisites: Ability to rebuke undead, ability
to cast divine spells of 4" level or higher, Extra
Turning, Profane Ghoul Touch, Profane Shadow
Strike.
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Benefit: Any humanoid drained to 0 Strength by
use of your Profane Shadow Strike feat becomes a
shadow under your control within 1d4 rounds.
Created shadows are automatically under your
control but count against the maximum number of
hit dice that you can normally command through
use of your rebuke undead power (equal to 1 HD/
rebuke level). Shadows created in excess of this
number are not in your control, are immune to
further use of your rebuke undead ability
immediately attack you.

Normal: Humanoids slain by Prof:
Strike do not rise again as shadow,
control.

Special: Shadows created thr <gtl is

cannot spawn other shadows,

Profane Wight Steike (Divin
You can use negative energy to drai
levels like a wight. |

-
Prerequisites: Ability to rebu.x C
to cast divine spells of 4® level or\hi
Tuming, Profane Ghoul Touch.

Benefit: By spending one of your rebuke undead
attempts, you inflict one negative level on all
living opponents struck by you in melee combat
until the end of your next action. For each
negative level inflicted you heal 5 points of
damage. Any points of damage healed in excess
of your normal maximum hit points are gained as
temporary hit points. One day after being struck,
your opponents can make the normal Fortitude
save (DC 14) to remove the negative levels
inflicted by this feat. Humanoids drained of life
through this ability do not normally rise again as
wights unless you have the Profane Wightspawn
feat.

Profane Wiql'n’lspawn (Divine)

Creatures drained of life energy by your Profane
Wight Strike feat become wights under your
control.

Prerequisites: Ability to rebuke undead, ability
to cast sivine spells of 5™ level or higher, Extra
Turning, Profane Ghoul Touch, Profane Wight
Strike

Benefit: Any humanoid slain by use of your
Profane Wight Strike feat becomes a wight under

your control within 1d4 rounds. Created wights
are automatically under your control but count

agaips {he__’_ mum number of Hit Dice that you
can nphmally corm:ggdﬁy Q use of your
q ‘HD/rebuke

[1]

er use of

You can use negative energy to imitate the
constitution draining attack of a wraith.

Prerequisites: Ability to rebuke undead, ability
to cast divine spells of 5" level or higher, Extra
Turning, Profane Ghoul Touch, Profane Wight
Strike.

Benefit: By spending one of your rebuke undead
attempts, all living opponents struck by you in
melee combat until the end of your next action
suffer 1d4 points of temporary Constitution drain.
Characters reduced to 0 Constitution by this feat
are slain but do not normally rise again as wraiths
unless you have the Profane Wraithspawn feat.

Special: Though a Wraith is normally an
incorporeal opponent, your attacks are still bound
by the corporeal world.

Dm{une Wrai“'lspawn (Divine)

Creatures drained of Constitution by your Profane
Wraith Strike feat become wraiths under your
control.

Prerequisites: Ability to rebuke undead, ability
to cast divine spells of 6™ level or higher, Extra
Turning, Profane Ghoul Strike, Profane Wight
Strike, Profane Wraith Strike.

Benefit: Any humanoid slain by use of your
Profane Wraith Strike feat becomes a wraith under
your control within 1d4 rounds. Created wraiths
are automatically under your control but count
against the maximum number of Hit Dice that you
can normally command through use of your
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rebuke undead power (equal to 1 HD/rebuke Sl’lield “‘e Fﬂi“,.{d (Ge“emD

level). Wraiths created in excess of this number i

are not in your control, are immune to further use Many spells that a lemc CAIL Glst have an area of

of your rebuke undead ability and will effect tha’t c_an_be o devastat%ng fo ‘hf’s"'

immediately attack you. capght within it. : Clerics who wish to shlel_d the
faithful from their own spells should definitely

Normal: Humanoids slain by Profane Wraith take this feat.

Strike do not rise again as wraiths under your

— Prerequisites: Wis 13+, ability to cast 5" level

divine spells.

Special: Wraiths created through use of this feat
cannot spawn other wraiths.

Benefit: When you cast a divine area-effect spell,
you decide at the moment the spell is cast whether
: or not it will affect members of the faithful who
Quicl&en Di"i"e Cl\ﬂnnehnq (DM“Q) are within the spell’s boundaries. This allows you _
You can channel energy into a divine feat with a to safely cast damaging spells into a melee
moment’s thought. involving members of the faithful and be sure you

will not cause them harm through your actions.
Prerequisites: Cha 13+, Extra Turning, Quicken

Toming. Spon'raneous Metacasting

Benefit: You can channel energy to activate (Mefamuqil:)

another divine feat as a free action a number of You have an affinity for spontaneously casting

times per day equal to your Charisma bonus. This cure or inflict spells enhanced by your metamagic

counts against your ability to use one quickened feats.

ability per round. You can still only channel

energy to power one divine feat or turning attempt Prerequisites: Ability to spontaneously cast cure

per round. or inflict spells, metamagic feat used to augment
your spell.

Normal: Divine feats normal require a standard
action to channel the requisite energy to po
the feat. ik =

ou can spontaneously cast a
etamagically-enhanced cure spell (or inflict

11 prop iate) in one action.
ormal: i
on

_gdﬁg
\sp st.a ong-action metamagic spell
normally requires a full- action, while
spontaneously casting a metamagic spell with a
longer casting time requires one extra full-round
action to cast.

Sustained Tu Pning (Divine)

; 'S For most clerics, turning undead involves a
el;gioug‘?et es.ifi order to sudden burst of released divine energy that drives
>N\ the foul creatures away. Clerics who further study
the art of turning, however, learn how to channel
lity to cast 1"+ level the energy so that it is released in a steady stream,

building in power over its duration. This allows
them to turn more powerful undead than would

m

energy to

avoid or ]
Prerequ
divine spells.’ \

Benefit: Sense Infidel allows you to sense the otherwise be possible, though it takes them longer
faithful of opposing religions within 60 feet at all to do so. _
times. lv;equires a standard action for the cleric to

determine in what direction the enemies lie, but Prerequisites: Cha 15+, Enhanced Tumning.

you will be made immediately aware when any

agent of an enemy religion comes within 60 feet Benefit: You are able to build up turning damage
of your current location. over a number of subsequent rounds.
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i : 1/ On the first round of use, this feat works like a

normal turning attempt but requires a full-round
action. At the start of each subsequent turn, you
must make a Concentration check (DC 15) to
sustain the turning — if this check fails, the turning
ends immediately and you may act normally in
this round. If you suffer damage or any other
distraction that would disrupt the casting of a
spell, you must make a standard Concentration
check to sustain the turning. A failure due to a
distraction will prevent you from sustaining the
turning into the next round, but turning damage
for the current round still applies.

For every round after the first that a turning is
sustained, add 1 to the Hit Die of the most
powerful undead affected and increase the turning
damage by 1d6. The increase to both the
maximum Hit Die affected and turning damage is
cumulative. For every round the turning is
sustained beyond the first, you expend an
additional turning attempt for the day.

Tereain Focus (Druid)

You have such an intimate connection to a
particular terrain that your bond is never
completely severed, no matter where you travel or
choose to live.

Prerequisites: The character must have spent at
least 6 months living in the appropriate terrain.

Benefit: Choose one terrain in which you have
spent at least 6 months living. This feat offers two
benefits. Firstly, the difficulty for the Wilderness
Lore check to successfully adapt to your favoured
terrain is only 10. In addition, you may make two
Wilderness Lore checks to adapt to your favoured
terrain each time you memorise spells. Secondly,
by making a Wilderness Lore check (DC 15), you
can develop any power from your favoured terrain
no matter where you are. This is only useful with
certain powers, as outlined in the power’s
description. -

Normal: A druid can only make one adaptation
check each time he prepares his spells and the
difficulty is 15. The character may only develop
powers while in the appropriate terrain.

Special: This feat may be taken more than once.
The effects do not stack. Each time the druid takes
the feat it applies to a new terrain type.
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Wi'dcusfinq (Generu')

You have the ability to manipulate the forces of
magic while wild shaping.

Prerequisites: The supernatural ability to
shapeshift. ;

Benefit: Each time this feat is chosen, an animal
form must be selected. You may cast your druidic
spells normally when wildshaped into this
selected animal form (and only into this form).
The animal form must still make noise and/or
movements if required by the spell; any required
material components or focuses must be present at
the time of casting, or in your possession, (e.g.
transformed when you shapeshifted). T
Normal: You may not cast spells in animal form
without exceptional circumstances, or the use of
Metamagic feats, such as Still Spell and Silent

Spell.

Special: This feat may be taken multiple times;
each time, a new animal form must be selected.

Notes: The prerequisite includes the druidic
ability of wildshape, as well as those creatures that
can change their shape naturally (lycanthropes,
etc). It does not include any form of polymorph or
shapeshift spell.

Z ealous Smite (General)

The strength of your faith flows through you,
allowing you to inflict terrible blows against your
enemies.

Prerequisites: Smite class ability (Smite Evil,
Smite Good, Smite Infidel, etc.).

Benefit: You can use your Smite class ability one
additional time per day, but you can only Smite a
specific opponent once per day.

Special: A character can choose this feat multiple
times, gaining one additional Smite attack each
time this feat is chosen.
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eats of the mind contains all those feats

THE MIND
directly related to psionic characters and

FclaSSe-s, including metapsionic feats.

Psionic item creation feats can be found in the
Feats of Crafting chapter.

Only psionic characters or creatures can take the
featsin this section.

Feats that have a prerequisite of ‘reserve power
points * require the psionic character or creature to
possess a number of unused power points equal to
or greater than the given number to use the feat in
any given round.

Note: If a psionic character’s total power point
maximum never equals the reserve power point
prerequisite, the character cannot take the feat.

METAPSIONIC FEATS

Using a metapsionic feat does not take any longer
but does increase the total power point cost to
manifest the power.

A psionic character can use multiple metapsionic
feats on a power, and the extra power point cost is
cumulative, but a power altered by metapsionic
feats can never cost more power points than the
manifester’s level minus one (minimum one).

With the proper item creation feat, you can store a
power enhanced by a metapsionic feat in a power
stone (a crystal that stores a specific power), psionic
tattoo (a design that stores a specific power), or
dorje (a ‘psionic wand’), but the level limits for
psionic tattoos, power stones, and dorjes apply to
the power’s higher, metapsionic level. The
metapsionic level increases by 1 for every 2 points
a metapsionic feat increases a power’s cost.

Important: Metapsionic feats cannot be used to
augment psionic attack and defense modes. The
feats that allow direct manipulation of psionic
attack and defense mode powers are specifically
noted with the given feat.
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Bodq Fuel (Dsionic)

You can use your healh to increase your power
point total.

Prerequisites: Inner Strength, Talented.

Benefit: You can ‘burn’ ability points as power
points on the basis of 1 power point per 2 ability
score points burned. Burning ability points for
power points is a free action: You could burn more
than 2 ability score points to gain several power
points per free action. Treat reduced ability scores
as temporary ability damage.

Cl'lannel Dsionic TDI.ICI'I (Dsionic) .'

You can channel your psionic touch powers
through a held melee weapon.

Prerequisites: Str 13-+, Power Attack, and Psionic
Weapon.

Benefit: You are able to manifest psionic touch
powers through a held melee weapon, allowing
you to make a standard armed attack and inflict
normal weapon damage plus the effect of your
psionic power on a successful strike. Manifesting
the power is still a standard action (unless you
have the Quicken Power feat) and you must wait
until your next attack action in order to make your
armed attack. When resolving your attack,
compare your attack roll against your target’s
normal Armour Class and Armour Class against
touch attacks. If your attack roll fails to beat the
target’s normal Armour Class but beats his or her
Armour Class against touch attacks, the power is
discharged normally but the weapon inflicts no
additional damage. Once the power is manifest
your melee weapon holds the charge of the power
exactly as if the power had been manifest in the
normal manner. You cannot pass a charged
weapon to another character as doing so
discharges your power. Likewise, the power
dissipates (without discharging) if the weapon is
ever thrown or leaves your hand.

Normal: You can manifest a psionic touch power
as either a touch attack (no armour, shield or
natural armour bonus to Armour Class) or a normal
unarmed strike.

Special: You cannot manifest personal psionic
powers (like Claws of the Bear, Claws of the
Vampire, etc.) with this feat. For purposes of this
feat, the weapon used to manifest your psionic
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, touch power is immune to the effects of your
power while it holds the charge of the power.

Coml:ai Manifeshhon (Dsionic)

You are used to using your powers while in
combat.

Benefit: You get a +4 bonus on Concentration
checks made to manifest a power while on the
defensive. The general feat Combat Casting is
essentially the same as Combat Manifestation and
taking either one serves the same purpose, whether
for casting spells for manifesting powers.

Combat Opporfunisf (Specia')

You have trained extensively in attacking
openings in your opponent’s defences with a
particular weapon. Choose one weapon such as
short sword. With that weapon, your attacks of
opportunity can be devastating.

Prerequisites: Combat Reflexes, Weapon Focus
with the particular weapon.

Benefit: When you make an attack of opportunity,
you may add sneak attack damage. This ability
can only be used once per round, and following
this attack, you may not make any further attacks
of opportunity until after your next action. This
may negate the benefits of Combat Reflexes for
the current round.

Normal: Only the loss of Dex bonus to Armour
Class or flanked status allow a character to add
sneak attack damage.

Special: You can take this feat multiple times. Its
effects do not stack. Each time you take the feat, it
applies to a new weapon.

ersial Dsiweupon (Psionic)
You can implant a limited personality fragment in
a psionic weapon.

Prerequisites: Masterwork weapon imbedded
with a crystal or any weapon imbued with
permanent psionic power.

Benefit: You can seed a personality fragment in a
weapon, granting the weapon limited sentience
and linking it to your life-force. The crystal
psiweapon provides you with a skill bonus based
upon the type of personality fragment that you
place in the weapon (as with a standard psicrystal),

and it gains in intelligence as you gain in level. A
crystal psiweapon is not a true psicrystal, however,
and it does not have the other special abilities of a
psicrystal unless you also have the psicrystal class
ability. Because the weapon is linked to your life-
force, you can telekinetically summon it to your
hand at a range of 10 feet as a free action with the \
cost of 1 power point. Should the crystal
psiweapon ever be destroyed, whether by accident
or on purpose, you suffer the same XP penalty that
a psion does after destruction of his or her
psicrystal. '

Special: You can apply other feats that enhance
psicrystals, such as the Improved Psicrystal and
Power Psicrystal feats, to your crystal psiweapon. ~
If you have the psicrystal class ability, your
psicrystal becomes a part of your crystal
psiweapon and continues to gain additional
psicrystal abilities as you rise in level. You can
only have one psicrystal or crystal psiweapon at
any one time. Creation of a crystal psiweapon
requires one day of meditation and a masterwork
weapon imbedded with a crystal worth at least 50
gp. The personality fragment of a crystal
psiweapon can also be created in or transferred to a
psionic weapon, again after one day of meditation
and a cost of 50 gp. In this way, your personality
fragment can move from weapon to weapon
repeatedly over your career.

Deep Impaci (Dsionic)

You may strike with a melee weapon as though it
were a touch attack.

Prerequisites: Str 13+, Power Attack, Psionic
Weapon, base attack bonus +3 or higher.

Benefit: If you pay 5 power points per strike, you
can resolve your melee attack with a weapon as a
touch attack for purposes of assessing your foe’s
Armour Class. You must decide whether or not to
pay the cost prior to making the melee attack.
Your weapon remains ‘charged’ for a maximum
number of rounds equal to your Strength modifier
+1, or until you make your next attack, whichever
occurs first. If your attack misses, the power point
expenditure is wasted.

Delay Power (Metapsionic)

You can delay the manifestation of your powers.

Benefit: A delayed power does not activate until 1
to 5 rounds after you finish manifesting it. You
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determine the delay when manifesting the power,
and it cannot be changed once set. The power
activates just before your turn on the round you
designate. Only area, personal and touch powers
may be affected by this feat. Any decisions you
would make about the power (including attack
rolls, designating targets, or determining or
shaping an area) are decided when the power is
manifested, while any effects resolved by those
affected by the power (including saving throws)
are decided when the power triggers. A delayed
power may be negated normally during the delay
and can be detected normally in the area or on the
target with powers that can detect psionic effects.
A delayed power costs a number of power points
equal to its standard cost +6.

Disarm Minc| (Dsionic)

Your psionic attacks can affect your opponents
power points.

Prerequisites: Cha 13+, Mental Adversary.

Benefit: You deplete a number of power points
equal to your Charisma modifier x4 from your
opponent on any psionic attack that deals 1 or
more ability damage, after accounting for your
opponent’s mental hardness. To use this feat, you
must pay power points equal to the cost of the
psionic attack +3. You decide whether or not to
pay the extra cost after discovering the failure or
success of your psionic attack to deal ability
damage.

Discover Dsionic Coml’.)u’r Mocle
(Dsionic)

Your mind has an intuitive grasp of psionic
combat, allowing you to master one additional
psionic attack or defence mode.

Benefit: You immediately discover one
psionic attack or defence mode of your
choice and can use this attack or
defence mode normally.

Special: If you have learned all the
combat modes by use of this feat you
gain no benefit when learning one by
level advancement later.

Discover Psionic Power (Dsionic)

Through introspection, meditation and training
you are able to learn additional psionic powers.

Benefit: You discover one additional psionic
power of any level that you can manifest.

Special: You can choose this feat multiple times
but may only learn one additional psionic power
per power level.

Enlarge Power (Metapsionic)

You may increase the range of your powers.

Benefit: An enlarged power has its range doubled.
Powers whose ranges are not defined by distance
do not have their ranges increased. Determine an
enlarged power’s area of effect as if you were two
manifester levels higher than you actually are. An
enlarged power costs a number of power points
equal to its standard cost +2.
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/

T
Ry o) j/ Ever-Ready Shield (Metapsionic)

You prepare a defence against the unknown.
Prerequisites: Extend Power, Persistent Power

Benefit: You may prepare a psionic defence mode
that you know, and that defence will remain active
until you are attacked by a psionic attack mode or
until one day passes. To manifest a defence mode
in this fashion costs the normal number of power
points for that defence + 3. If you are caught flat-
footed, stunned or otherwise unable to raise a
defence (the primary reason for this feat), the
defence mode prepared with Ever-Ready Shield
will be used against that attack. If you are able to
act, you may raise any defence normally without
losing the Ever-Ready Shield.

Like any psionic defence mode, it is applicable
only to one attack by one opponent. If you are
assaulted by multiple adversaries before you are
able to act, you may maintain this same defence
mode against each successive attacker by paying
the normal power point cost for the defence mode
+ 3. If you choose not to maintain the defence
against a particular attacker, the ability to mount a
defence is gone until you lose your flat-footed
status or other condition (i. e. you must withstand
further attacks bare-brained).

Normal: If a psionic attacker catches you flat-
footed and uses a psionic attack mode, you are

unable to raise a defence and must withstand the
attack ‘bare-brained’.

Extend Power (Meiapsionic)

You can increase the duration of your powers.

Benefit: An extended power lasts twice as long as
normal. Powers with a concentration,
instantaneous, or permanent duration are not
extended. An extended power costs a number of
power points equal to its standard cost +2.

I:e" S|10| (psionic)

Your ranged attacks can be particularly potent,
even against foes wearing armour. =
Prerequisites: Dex 13+, Point Blank Shot,

Psionic Shot, base attack bonus +3 or higher.

Benefit: If you pay 5 power points per shot, you
can resolve your ranged attack as a touch attack
for purposes of assessing your foe’s Armour Class.
You must decide whether or not to pay the cost
prior to making the ranged attack. Your bullet,
bolt, or arrow remains ‘charged’ for a maximum
number of rounds equal to your Dexterity modifier
+1, or until you make your next attack, whichever
occurs first. If your attack misses, the power point
expenditure is wasted.

Focusecl Psionic Power (Dsionic)

Choose one psionic discipline. Your powers from
this discipline are more potent and capable of
piercing spell resistance more easily than

Benefit: Add +1 to the DC for all saving
throws and +1 to your manifester level
checks to overcome power resistance for
all powers manifested from your chosen
discipline.

Special: This feat can be chosen
multiple times and will stack with itself,
though each time it is taken you have
the option of applying its effects to
a different psionic discipline.



FEATS OF THE MIND

Great Sunr]er (Dsionic)

You are adept at striking the weak point in an
opponent’s weapon.

Prerequisites: Str 13+, Power Attack, Sunder,
reserve power points 5+,

Benefit: When you strike at an opponent’s
weapon, you ignore half of the weapon’s total
hardness (round down). ‘Total hardness’ includes
any magical or psionic enhancements possessed
by the weapon that normally add to its hardness.
However, to strike and do any damage to a
magically or psionically-enhanced weapon, you
still need a weapon of equal or better
enhancement.

Special: You can also sense the stress points in
any hard construction, such as wooden doors or
stone walls, and can ignore half of the object’s
total hardness (round down) when attacking that
object.

Greater Power Penetration (Psionic)

Your powers are better able to penetrate an
opponent’s power resistance.

Prerequisites: Power Penetration.

Benefit: You get a +4 bonus on manifester level
checks (1d20 + manifester level) to beat a
creature’s power resistance. This bonus overlaps
(does not stack with) the bonus from Power
Penetration.

Greater Psionic Attack Focus
(Dsionic)

Your ability with a chosen psionic attack mode is
truly frightening.

Prerequisites: Cha 13+, Mental Adversary,
Psionic Attack Focus (chosen psionic attack
mode).

Benefit: This feat mimics the Greater Psionic
Focus feat, except that it applies to one known
psionic attack mode of your choice. Add +4 to the
DC for all Will saves in psionic combat from the
psionic attack mode chosen as your Psionic Attack
Focus. This bonus supercedes (does not stack
with) the bonus provided by the Psionic Attack
Focus feat.
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Special: You can choose this feat up to five times,
each time applying the bonus to a different
psionic attack mode. This feat does not allow you
to discover additional psionic attack modes and
can only be applied to a psionic attack mode
previously discovered and already mastered with
the Psionic Attack Focus feat. ‘A mind flayer can
choose Psionic Attack Focus and Greater Psionic
Attack Focus with its mind blast ability, becoming
a fearsome opponent for even the most capable
party of adventurers.

Greater Psionic Focus (Dsionic)

Your primary discipline’s powers are more .
effective.

Prerequisites: Psionic Focus.

Benefit: Add +4 to the DC for all saving throws
against powers from within your discipline if you
have already taken the Psionic Focus feat for the
selected discipline. This bonus overlaps (does not
stack with) the bonus from Psionic Focus.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take this feat,
it applies to a new discipline, but a psion must
choose his primary discipline the first time he
takes this feat.

Heiqlﬂen Power (Mefupsionic)

Your powers can be manifested as if of a higher
level.

Benefit: A heightened power has a higher psionic
power level than normal (up to 9" level). Unlike
other metapsionic feats, Heighten Power actually
increases the effective level of the power it
modifies. All effects dependent on power level are
calculated according to the heightened level. The
heightened power costs as many power points as a
power of its effective level.

Hide Power (Metapsionic)

You are skilled at concealing the display of your
powers,

Benefit: A psionic power can be manifested
without one associated display characteristic
chosen by you when you take the feat: auditory,
material, mental, olfactory, or visual. The hidden
power costs a number of power points equal to the
standard cost +2.
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Special: You can take this feat multiple times,
each time choosing a different display
characteristic to hide while manifesting a given

power.

Improved Crystal Psiweapon
(Dsionic)

You can improve your crystal psiweapon.
Prerequisites: Crystal Psiweapon.

Benefit: Your crystal psiweapon gains one
additional power chosen from the Psicrystal
Special Abilities table in the Psionics Handbook.
Your choice of powers is limited by your
manifester level per the table.
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Normal: A crystal psiweapon does not normally
gain additional powers unless you have the
psicrystal class ability.

Special: You can choose this feat multiple times,
each time incorporating a new psicrystal ability
into your crystal psiweapon.

|mprovec] Inertial Armour (Dsionic)

You have mastered the ability to strengthen your
Inertial Armour. .

Prerequisites: Inertial Armour, reserve power
points 4+,

Benefit: Increase the armour bonus of your
Inertial Armour by +2.

Special: This feat can be taken multiple times.
Each time increases your armour bonus by 2 and
increases your prerequisite reserve power points
by 6. For instance, if you take Improved Inertial
Armour three times, your armour bonus is +10
when your power points are 18 or more, +8 when
your power points are 11 or more, +6 when your
power points are 4 or more and +4 when your
power points are 1 or more.

Improvecj Dsicvqsfal (Dsionic)

Your psicrystal may be upgraded.

Benefit: You can implant another personality
fragment in your psicrystal. You gain the benefits
listed for both psicrystal types. Your psicrystal’s
personality adjusts and becomes a blend between
all implanted personality fragments.

Special: You can gain this feat multiple times.
Each time, you implant a new personality
fragment in your psicrystal, from which you derive
the noted benefits.

|mproved Dsionic Buﬁer (GeneraD

Your naked mind is more resistant to psionic
damage than others.

Benefit: Whether you are psionic and caught flat-
footed and/or depleted of power points, or are
nonpsionic, you are capable of making a strong
‘bare-brained’ defence. When defenceless in
psionic combat, you subtract 4 from the psionic
combat DC modifier used to resolve any psionic
attack mode used against you.
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|mppovec| Psionic Doche (Dsionic)

Your psionic senses make you truly adept at
dodging blows and avoiding damage in combat.

Prerequisites: Dex 13+, Dodge, Psionic Dodge,
reserve power points 7+.

Benefit: You gain a +1 bonus to your Armour
Class against all opponents and can even use this
bonus when caught flat-footed, though it does not
apply when you are bound or otherwise helpless.
This bonus supercedes (does not stack with) the
bonus provided by Psionic Dodge.

Normal: The +1 dodge bonus provided by
Psionic Dodge can only be applied to one
opponent and does not apply when you are caught
flat-footed.

|mprovec| Psionic Fist (Dsionic)

You can supercharge your unarmed strikes with
psionic power.

Prerequisites: Str 13+, Psionic Fist, base attack
bonus +3 or higher.

Benefit: At the cost of 2 power points, your next
unarmed strike deals +1d6 points of bludgeoning
damage. You must decide whether or not to spend
these power points prior to your attack, and the
points are wasted if the attack misses. Your hands
and feet remain charged with psychic power for a
number of rounds equal to your Strength modifier
+ 1 or until your next unarmed attack, whichever
occurs first. You can charge your unarmed strikes
with psionic power as a free action.

Special: This feat does not stack with Psionic Fist
or Psionic Multifist; only one of the feats can be
used at any one time.

|mpmvec| Psionic Metabolism
(Dsionic)

Your psionic ability to heal your wounds operates
at a subconscious level, allowing your wounds to
heal even when you are unconscious or dying.

Prerequisites: Con 13+, Rapid Metabolism,
Psionic Metabolism.

Benefit: You can recover from wounds with your
Psionic Metabolism feat even when unconscious
or dying. You can also automatically stabilize
yourself at a cost of 5 power points.
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Normal: Psionic Metabolism cannot be used
when unconscious or dying.

|rr|pr=ovec| Psionic Shot (Dsionic) _

You can supercharge your ranged attacks with
psionic power.

Prerequisites: Str 13+, Point Blank Shot, Psionic
Shot, base attack bonus +3 or higher.

Benefit: At the cost of 2 power points, your next
ranged shot deals +1d6 points of piercing damage.
You must decide whether or not to spend these
power points prior to your attack, and the paints
are wasted if the attack misses. Your ammunition
remains charged with psychic power for a number
of rounds equal to your Strength modifier + 1 or
until your next attack with the charged weapon,
whichever occurs first.

Special: This feat does not stack with Psionic
Shot or Psionic Multishot; only one of the feats -
can be used at any one time.

|mprovec| Psionic Weapon (Dsionic)

You can supercharge your weapon with psionic
power

Prerequisites: Str 13+, Power Attack, Psionic
Weapon, base attack bonus +3 or higher.

Benefit: At the cost of 2 power points, your melee
weapon deals +1d6 points of damage (slashing,
piercing or bludgeoning as appropriate). You must
decide whether or not to spend these power points
prior to your attack, and the points are wasted if
the attack misses. Your weapon remains charged
with psychic power for a number of rounds equal
to your Strength modifier + 1 or until your next
attack with the charged weapon, whichever occurs
first.

Special: This feat does not stack with Psionic
Weapon Psionic Multiweapon; only one of the
feats can be used at any one time.

|mprovec] Rupicl Metabolism (psionic)

Your wounds heal without regard to rest or
activity.

Prerequisites: Con 13+, Rapid Metabolism.
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: ’/ Benefit: You can heal a number of hit points equal

to your Con bonus even when active and involved
in combat or spellcasting.

Normal: Hit points can only be regained per day
of rest (light, non-strenuous activity, no combat or
spellcasting) or complete bed rest.

Inertial Armour (Dsionic)

You can create a field of armour about yourself.
Prerequisites: Reserve power points |+

Benefit: While you retain | or more power points,
your mind automatically generates a tangible field
of force that provides a +4 armour bonus to
Armour Class. Unlike mundane armour, Inertial
Armour entails no armour check penalty or speed
reduction. Because Inertial Armour is composed
of psychokinetic force, incorporeal creatures
cannot bypass it the way they do normal armour.
Your Inertial Armour can be invisible or appear as
a coloured glow, at your option. The armour
bonus provided by Inertial Armour does not stack
with the armour bonus provided by a shield or
regular armour.

Inner Strength (Psionic)

You possess more power points than is typical.
Benefit: You gain +1 power points,

Special: A character may gain this feat multiple
times, each time gaining a number of power points
equal to the previous Inner Strength gain +1.

Laqered Dsionic Defence (Dsio;iic)

You can manifest and defend yourself with two
psionic defence modes simultaneously.

Prerequisites: Psychic Bastion. . L

Benefit: When attacked in psionic combat and
able to defend against the attack, you can raise
two non-identical defence modes simultaneously.
The attack is then compared against both defence
modes and you can choose which defence mode
you use to defend. Though you are defending
with two defence modes against the attack, you
can only gain the save bonus or secondary
protection of one defence mode per attack.
Raising two defence modes simultaneously costs a
number of power points equal to the

standard cost to activate both
psionic defences +1.

Normal: You can normally only
defend yourself with one psionic
defence mode per attack.

Musfer Dorje
(Me’raps ion ic)

You can use power points when
manifesting a dorje.

Benefit: You can manifest a power
stored in a dorje without expending
a charge. Instead, you pay for the
imbedded power from your own
power point reserve by spending a
number of power points equal to its
standard cost +2. When all the
charges of a dorje are exhausted, the
dorje becomes inert; thus, this feat
no longer affects that individual
dorje.
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Maximise Power (Mefapsionic)

Your powers can be manifested to puissant effect.

Benefit: All variable, numeric effects of a
maximised power are maximised. A maximised
power deals maximum damage, cures the
maximum number of hit points, affects the
maximum number of targets and so on, as
appropriate. For example, a Maximised whitefire
deals 20 points of damage. Saving throws and
opposed rolls (such as the one you make when you
manifest negate psionics) are not affected. Powers
without random variables are not affected. The
Maximised Power costs a number of power points
equal to its standard cost +6.

Muximise Psionic AﬂucL
(Me’iups ion ic)

You can inflict maximum damage when using
your psionic attack modes in psionic combat

Prerequisites: Cha 13+, Mental Adversary

Benefit: You inflict maximum ability point
damage on a successful psionic attack with any of
your psionic attack modes. Maximized psionic
attacks cost a number of power points equal to the
cost of the psionic attack mode +8. Unlike the
Mental Adversary feat, these power points must be
spent on initiating the Maximised psionic attack
mode, prior to determining the success or failure of
the attack. On a failed attack these points are lost.

Mental Adversary (Psionic)

Your psionic attacks can be made more damaging.
Prerequisites: Cha 13+,

Benefit: You deal +1 ability damage on a
successful psionic attack when you pay the cost of
the psionic attack +3 power points. You decide
whether or not to pay the extra cost after
determining the failure or success of your psionic
attack to breach the defender’s Will save.

Special: You can gain this feat multiple times,
each time gaining the potential to deal bonus
damage equal to the previous damage bonus +1,
but at a cost equal to the previous cost plus 8
power points. You decide what increment of
bonus damage to deal within the range granted by
gaining this feat multiple times.
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Menfu' I_eap (Dsionic)

You can use your mind to aid you make
spectacular jumps.

Prerequisites: Str 13+, 6 ranks of the Jump skill,
reserve power points 3+

Benefit: You jump twice as far or as high as is
indicated on your Jump check. Your maximum
jump (a function of your height) is twice normal,
and extra distance jumped (above and beyond the
normal distance rolled) is not counted against
your total allowed movement in the round.

Special: You can take this feat multiple times.
Each time increases your jump multiple by one
and increases your prerequisite of reserve power
points by +8.

Metacreative (Dsionic)

You may craft psionic items more easily.
Prerequisites: Any item creation feat.

Benefit: Each time you take this feat, choose one
item creation feat you know. When determining
your cost in XP and raw materials for creating
items with this feat, multiply the base price by
75%.

Special: You may gain this feat multiple times.
Each time you take the feat, it applies to a new
item creation feat.

Mefupl'lqsical Armourinq

(Me’laps ion ic)

You can alter psionic powers that modify or create
weapons to modify or create armour instead.

Benefit: When using any psionic power that
modifies an existing weapon (lesser metaphysical
weapon, metaphysical weapon or graft weapon) or
one that creates/summons a weapon (call
weaponry), you can use that power to modify your
armour or shield or create/summon a suit of armour
of shield instead. All other aspects of the psionic
power (bonus provided, duration, skill penalty for
graft weapon, etc.) remain the same.

When using Metaphysical Armouring with a lesser
metaphysical weapon or metaphysical weapon,
your armour or shield gains an enhancement
bonus to Armour Class equal to the bonus
provided by the power. With graft weapon, reduce
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Metaphysical Armourmﬁ

Simple armour, buckler or small shield

Heavy armour or tower shield

13-15 +2 enchantment

18-20 +4 enchantment

the armour check penalty and increase the
maximum Dexterity bonus of a proficient armour
or shield grafted to your body by 2. When using
Metaphysical Armouring with call weaponry, use
the following table:

Mind Leach (Dsionic)

You can drain power points from opposing minds
that successfully attack you in psionic combat.

Prerequisites: Psychic Bastion, Mind Trap.

Benefit: You gain power points equal to 10 + your
charisma modifier each time that you use your

Mind Trap feat, up to your normal power point
maximum.

Minc"mp (Dsionic) "

Psionic attackers who assault your mind are
tangled in your defences.

-

Prerequisites: Psychic Bastion.

Benefit: You deplete a number of power points
equal to 10 + your Charisma modifier from your
attacking opponent on any psionic attack that
deals 1 or more ability damage to you. To do so,
you must pay power points equal to the cost of the
psionic defence +3. You decide whether or not to
pay the extra cost after discovering the

failure or success of your opponent’s
psionic attack to deal ability damage.

Mieror Mincl (Dsionic)

Also known as psionic reflection, this feat
allows you to reflect psionic attacks
directed against you.

Prerequisites: Psychic Bastion.

Benefit: Once per round when targeted by
a psionic attack that you have successfully
defended against, you can reflect this
attack back towards your attacker. The
reflected attack is treated as if the attacker
had attacked him or herself, using the DC
and attack mode of the original attack.
The attacker can defend against this attack
normally. Reflecting a psionic attack
mode in this manner costs a number of
power points equal to the cost of the
original attack +3.

Special: This feat is only effective against
psionic attack modes. Psionic powers can
only be reflected through power turning (a
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7% level psion power) and cannot be reflected
through use of this feat.

Deneh'aiinq Dsion.ic Fist (Dsionic)

You can charge your unarmed strikes to penetrate
an opponent’s damage reduction.

Prerequisites: Str 13+, Psionic Fist, Unavoidable
Strike, base attack bonus +6 or higher.

Benefit: Although you do not gain a bonus on
attack or damage rolls with this feat, by spending
3 power points, your unarmed strikes can ignore
Damage Reduction as if your hands and feet had
an enhancement bonus of +1. You can increase the
effective enhancement bonus of your unarmed
strikes by paying 3 additional power points per +1
enhancement bonus, allowing you to penetrate
even Stronger Damage Reduction. You must
decide whether or not to pay the cost for this feat
prior to making your attack and the power points
are lost if your attack misses. Your hands and feet
can remain ‘charged’ for a number of rounds equal
to your Strength modifier +1 or until your next
unarmed attack, whichever occurs first,

Penetrating Psionic Shot (Psionic)

You can charge your ranged attacks to penetrate
an opponent’s Damage Reduction.

Prerequisites: Dex 13+, Point Blank Shot,
Psionic Shot, Fell Shot, base attack bonus +6 or
higher.

Benefit: Although you do not gain a bonus on
attack or damage rolls with this feat, by spending
3 power points your ranged attacks can ignore
Damage Reduction as if they had an enhancement
bonus of +1. You can increase the effective
enhancement bonus of your ranged shots by
paying 3 additional power points per +1
enhancement bonus, allowing you to penetrate
even stronger Damage Reduction. You must
decide whether or not to pay the cost for this feat
prior to making your attack and the power points
are lost if your attack misses. Your arrow, bolt or
bullet remains ‘charged’ for a number of rounds
equal to your Strength modifier +1 or until your
next ranged attack, whichever occurs first.

Dene’rrafinq Psionic Weapon (Dsionic)

You can charge your melee weapon to penetrate an
opponent’s Damage Reduction.
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Prerequisites: Str 13+, Power Attack, Psionic
Weapon, Deep Impact, base attack bonus +6 or

higher.

Benefit: Although you do not gain a bonus on
attack or damage rolls with this feat, by spending
3 power points your melee weapon can ignore
Damage Reduction as if it had an enhancement
bonus of +1. You can increase the effective
enhancement bonus of your melee weapon by
paying 3 additional power points per +1
enhancement bonus, allowing you to penetrate
even stronger Damage Reduction. You must
decide whether or not to pay the cost for this feat
prior to making your attack and the power points,
are lost if your attack misses. Your melee weapon
can remain ‘charged’ for a number of rounds equal
to your Strength modifier +1 or until your next
melee attack, whichever occurs first.

Peesistent Power (Metapsionic)

You may extend the duration of one of your
powers thoughout a day.

Prerequisites: Extend Power.

Benefit: A persistent power has a duration of 24
hours. The persistent power must have a personal
range or a fixed range; you cannot use this feat on
a power with a variable range, or on a power with
an instantaneous duration. Note that you must
concentrate on some powers to use their effects
(for example, detect psionics and detect thoughts);
concentration on such a power is a standard action
that does not provoke an attack of opportunity. A
persistent power costs a number of power points
equal to its standard cost +8.

Power Peneteation (Dsionic)

You are adept at punching through an opponent’s
power resistance.

Benefit: You get a +2 bonus on manifester level
checks (1d20 + manifester level) to beat a
creature’s power resistance.

Dower Dsicrqsfal (Dsionic)

You can charge your psicrystal with power points
and use it as a crystal capacitor.

Prerequisites: Psicrystal class ability, ability to
manifest 3" level psionic powers.
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¥ : ’/ Benefit: You can store extra power points in your Touch attack of opportunity does not preclude the

psicrystal. In effect, the psicrystal gains the
powers of a crystal capacitor capable of storing 5
power points. The psicrystal retains all of its other
powers and continues to advance in ability as
normal.

Normal: Psicrystals cannot normally store power
points.

Special: This feat can be combined with Crystal
Psiweapon.

Dower Touch (Dsionic)

Your attacks of opportunity can be enhanced by
your powers.
Prerequisites: Str 13+, Psionic Fist.

Benefit: You can make attacks of opportunity
using any power you know with a range of touch,
if you have at least one hand free. The Power

normal manifestation of a psionic power during
the same round. The power used in conjunction
with this feat costs a number of power points equal
to its standard cost +2.

Normal: Attacks of oppottunity do not involve
casting spells or manifesting powers.

Special: Possession of the Quicken Power feat
reduces the extra cost of Power Touch to 0 power
points (you still must pay the standard cost for the
power used in the attack of opportunity). '

Psionic AI:;ilifq Drain (Dsionic) t

You can absorb part of the temporary ability
damage that you inflict in psionic combat in order
to heal damage done to the same ability in
yourself.

Prerequisites: Cha 13+, Mental Adversary,
Disarm Mind, Vampire Mind.

Benefit: On a successful psionic attack that
inflicts temporary ability point damage you can
drain one ability point from the attack, adding it
to your own ability score. This ability point must
be applied to the same ability that you damage in
psionic combat and cannot exceed you normal
ability maximum. Using this ability costs 7
power points in addition to the cost of the
psionic attack. Like Mental Adversary, you
can decide whether or not to pay these
additional power points after determining
the success or failure of your psionic attack (based
on the defender’s Will save).

Special: You cannot combine use of this feat with
Vampire Mind on a single successful attack.

Psionic Attack Focus (Psionic)

You have great ability with one chosen psionic
attack mode.

Prerequisites: Cha 13+, Mental Adversary.

Benefit: This feat mimics the Psionic Focus feat,
except that it applies to one known psionic
attack mode of your choice. Add +2 to the

DC for all Will saves in psionic combat
from this psionic attack mode.

Special: You can choose this feat
up to five times, each time
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applying the bonus to a different known psionic
attack mode of your choice. This feat does not
allow you to discover additional psionic attack
modes and can only be applied to a psionic attack
mode previously discovered. This feat does not
stack with the Greater Psionic Attack Focus feat. A
mind flayer can choose Psionic Attack Focus with
its mind blast special ability.

Dsionic Boclq (Dsionic)

The mind stengthens the body.

Benefit: At 1* level, you may use your key ability
modifier determined by your primary discipline, if
a psion, instead of your Constitution modifier to
determine bonus hit points. At higher levels, your
bonus hit points are determined by your
Constitution, as normal. However, you now gain
+1 hit point every time you learn a metapsionic
feat.

Special: You may only take this feat as a 1* level
character.

Psionic Clmrqe (psionic)

You may turn while charging.

Prerequisites: Wis 13+, Speed of Thought,
reserve power points 3+.

Benefit: When taking a charge action in combat,
you can make a number of turns, each of not more
than 90°, equal to your Dexterity modifier. The
action still counts as a charge.

Psionic Doc'qe (Dsionic)

Your quick wits aid you to dodge opponent’s
blows.

Prerequisites: Dex 13+, Dodge, reserve power
points 5+.

Benefit: During your action, you designate an
opponent and receive a +1 dodge bonus to Armour
Class against attacks from that opponent. This can
be the same opponent designated for the standard
Dodge feat, or a separate opponent. If the same
opponent is chosen for both Dodge and Psionic
Dodge, the bonuses stack. You can select a new
opponent on any action.

Note: A condition that makes you lose your
Dexterity bonus to Armour Class (if any) does not

make you lose the Dodge bonus from the Psionic
Dodge feat.

Psionic Fisf (Dsionic)

You may make unarmed strikes more damaging.
Prerequisites: Str 13+,

Benefit: Your unarmed strikes deal +1d4 points of
bludgeoning damage when you pay the cost of |
power point. You must decide whether or not to
pay the cost prior to making the melee attack.
Your hand or foot remains ‘charged’ for a
maximum number of rounds equal to your
Strength modifier +1, or until you make your-next
attack, whichever occurs first. If your attack
misses, the power point expenditure is wasted.

Dsionic Focus (Dsionic)

Benefit: Add +2 to the DC for all saving throws
against powers from the selected discipline.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat, it
applies to a new discipline, but a psion must
choose his primary discipline the first time he
takes this feat.

Psionic Ghost Fist (Dsionic)

You can psionically charge your unarmed strikes
to effectively attack incorporeal opponents.

Prerequisites: Str 13+, Psionic Fist.

Benefit: By spending | power point, your
unarmed strikes can attack incorporeal opponents
as if you had the ghost touch power, negating an
incorporeal creature’s ability to ignore 50% of
successful attacks from a corporeal source.
Although your unarmed strikes do not gain a
bonus on attack or damage rolls with this feat,
they do gain the ability to negate the damage
reduction of incorporeal creatures as if your hands
and feet were +1 magic weapons. You must decide
whether or not to pay the cost for this feat prior to
making your attack and the power point is lost if
your attack misses. Your hands and feet can
remain ‘charged’ for a number of rounds equal to
your Strength modifier +1 or until your next
unarmed attack, whichever occurs first.




Dsionic Gl'losi Sho’r (Dsionic)

You can psionically charge your ranged attacks to
effectively strike incorporeal opponents.

Prerequisites: Dex 13+, Point Blank Shot,
Psionic Shot.

Benefit: By spending 1 power point, your ranged
shots can attack incorporeal opponents as if they
had the ghost touch power, negating an
incorporeal creature’s ability to ignore 50% of
successful attacks from a corporeal source.
Although your ranged shots do not gain a bonus
on attack or damage rolls with this feat, they do
gain the ability to negate the damage reduction of
incorporeal creatures as if they were +1 magic
weapons. You must decide whether or not to pay
the cost for this feat prior to making your attack
and the power point is lost if your attack misses.
Your arrow, bolt or bullet remains ‘charged’ for a
number of rounds equal to your Strength modifier
+1 or until your next ranged attack, whichever
occurs first.

Dsionic GI‘IDS|' Weopon (Dsionic)

You can psionically charge your melee weapon to
effectively strike incorporeal opponents.

Prerequisites: Str 13+, Power Attack, and Psionic
Weapon.

Benefit: By spending 1 power point, your melee
weapon can attack incorporeal opponents as if it
had the ghost touch power, negating an

126

incorporeal creature’s ability to ignore 50% of
successful attacks from a corporeal source.
Although your weapon does not gain a bonus on
attack or damage rolls with this feat, it does gain
the ability to negate the Damage Reduction of
incorporeal creatures as if it were a +1 magic
weapon. You must decide whether or not to pay
the cost for this feat prior to making your attack
and the power point is lost if your attack misses.
Your weapon can remain ‘charged’ for a number of
rounds equal to your Strength modifier +1 or until
your next melee attack, whichever occurs first.

Psionic Initiative (Dsionic)
You receive flashes of insight that enable you to
react instantly.

Prerequisites: Improved Initiative, reserve power
points 5+.

Benefit: You gain an additional +2 bonus to
Initiative checks.

Special: This feat stacks with the Improved
Initiative feat or any other skill, feat or ability that
provides a bonus on Initiative checks unless
otherwise specified.

Psionic Metabolism (Psionic)

Your mind aids your body to heal.

Prerequisites: Con 13+, Rapid Metabolism.
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Benefit: You convert | point of normal damage to
I point of subdual damage per hour, if you pay the
cost of 1 power point per hour. If you are
unconscious or dying, Psionic Metabolism does
not work.

Psionic Multifist (Psionic)

You can charge multiple unarmed strikes with
psionic power.

Prerequisites: Str 13+, Psionic Fist, base attack
bonus +3 or higher.

Benefit: At the cost of 2 power points, your hands
and feet can be charged as a free action to inflict
+1 point of damage for a number of rounds equal
to your Strength modifier +1. While your unarmed
strikes are charged with psionic power you are
considered armed and do not provoke attacks of
opportunity.

Special: This feat does not stack with Psionic Fist
or Improved Psionic Fist; only one of the feats can
be used at any one time.

Dsionic Mu"isl’no’r (Dsionic)

You can charge multiple ranged attacks with
psionic power.

Prerequisites: Str 13+, Point Blank Shot, Psionic
Shot, base attack bonus +3 or higher.

Benefit: At the cost of 2 power points, all of your
ranged attacks can be charged as a free action to
inflict +1 point of piercing damage for a number of
rounds equal to your Str modifier +1.

Special: This feat does not stack with Psionic
Shot or Improved Psionic Shot; only one of the
feats can be used at any one time.

Psionic Muliiweupon (Dsionic)

You can charge your weapon with psionic power
usable on multiple attacks.

Prerequisites: Str 13+, Power Attack, Psionic
Weapon, base attack bonus +3 or higher.

Benefit: At the cost of 2 power points, your
melee weapon can be charged as a free
action to inflict +1 point of damage for
a number of rounds equal to your
Strength modifier +1.

Special: This feat does not stack with Psionic
Weapon or Improved Psionic Weapon; only one of
the feats can be used at any one time.

Psionic Sl\d (Dsionic)

Your ranged attacks can be enhanced by your
power.

Prerequisites: Dex 13+, Point Blank Shot.

Benefit: Your ranged shots deal +1d4 points of
piercing damage when you pay the cost of 1 power
point. You must decide whether or not to pay the
cost prior to making the ranged attack. Your arrow,
bolt, or bullet remains ‘charged’ for a maximum
number of rounds equal to your Strength modifier
+1, or until you make your next attack, whichever
occurs first. If your attack misses, the power point
expenditure is wasted.
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With your psionic ability you are a deadly
opponent in unarmed combat.

Prerequisites: Str 13+, Psionic Fist, reserve power
points 1+.

Benefit: As long as you have | or more power
points, your unarmed strikes are charged with
psionic power. Your unarmed strikes do not
provoke attacks of opportunity from armed
opponents and inflict 1d6 points of lethal damage
in unarmed combat if the opponent is Medium-
size and 1d4 points of real damage if they are
Small size.

Normal: Unarmed attacks normally provoke
attacks of opportunity against armed attackers and
inflict 1d4 points of subdual damage in Medium-
sized and 1d3 points of subdual damage if small
sized.

Special: This feat can be combined with the
Psionic Fist feat, allowing you to inflict 1d10
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points of damage if Medium-sized at the cost of 1
power point per strike (1d6 points if Small-sized).

Dsionic Weapon (Dsionic)

Your melee attacks can be enhanced by your
weapon., ,

Prerequisites: Str 13+, Power Attack.

Benefit: Your melee weapon deals +1d4 points of
damage (slashing, piercing, or bludgeoning, as
appropriate to the weapon) when you pay the cost -
of 1 power point. You must decide whether or not
to pay the cost prior to making the melee attack.
Your weapon remains ‘charged’ for a maximum
number of rounds equal to your Strength modifier”
+1, or until you make your next attack, whichever
occurs first. If your attack misses, the power point
expenditure is wasted.

Dsqcl‘nic Bastion (Dsionic)

Your mind can become a well-crafted fortress
against opponents’ mental attacks.

Benefit: You gain +1 mental
hardness against a foe’s successful
psionic attack when you pay the
cost of 3 power points. You decide
whether or not to pay the cost after
determining the failure or success of
the psionic attack to breach your
Will save.

Special: You can gain this feat
multiple times, each time gaining
bonus mental hardness equal to the
previous bonus +1, but you must
pay a cost equal to the previous
cost + 8. You decide what mental
hardness increment to use within
the range granted by gaining this
feat multiple times.

Dsqcl’nic Crifical (Dsionic)

Your psionic awareness allows you
to more accurately strike your
opponent, causing much more
damage than would otherwise be
possible.

Prerequisites: Power Attack
Benefit: You may increase the
critical threat range of your weapon
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by 1 for every psionic power point you spend. You
may only spend | psionic power point in this way
for each psionically-capable character level you
possess (this includes any flavour of psion as well
as any of the prestige classes found in this book).
This increase in threat range applies only to a
single attack. This feat may only be used to
augment one attack in a given combat round,
regardless of how many other attacks you may
normally make. This feat may be used to increase
the critical threat range of a missile weapon, but
only when resolving attacks with a range of 30 feet
or less.

Dsqcl'lic |nquisifop (Dsionic)

You are adept at discerning the truth in living
humanoids.

Prerequisites: Cha 13+, Psychoanalyst.

Benefit: When a living humanoid lies directly to
you, you perceive it. You detect a maximum
number of lies per conversation equal to your
Charisma modifier. A conversation with an
individual, once concluded, may not be renewed
with Psychic Inquisitor active for a period of 8
hours. You decide when, or if, to begin using this
feat during a conversation.

Dsqcl’nic Sense (Dsionic)

Your psychic senses allow you to intuitively sense
the presence of danger.

Prerequisites: Wis 17+, reserve power points 5+.

Benefit: As long as you have 5 or more power
points, you can make a Will save (DC 20) to avoid
being caught surprised or flat-footed. On a
successful save, you can act during the
surprise round even if you would

otherwise be surprised and you can

retain your Dexterity bonus to Armour
Class even if you would otherwise be
caught flat-footed. e

Dsqcl'noanalqsi (Dsionic)

You may better influence others’ thoughts.
Prerequisites: Cha 13+

Benefit: You get a +2 bonus on all Diplomacy,
Bluff, and Intimidate checks against living
humanoids with an Intelligence score of 4 or
higher. You get the same +2 bonus on Charisma

checks used to influence or interact with living
humanoids having an Intelligence score of 4 or
higher.

QuicLen Dower (Mefapsionic)

Your powers may be manifested more quickly.

Benefit: Manifesting a Quickened Power is a free
action. You may only manifest one Quickened
Power per round. A power whose time to manifest
is more than 1 full round cannot be quickened.
The Quickened Power costs a number of power
points equal to its standard cost +8.

Special: Possession of the Power Touch feat  *
allows the use of that feat and one Quickened
Power in the same round.

Quicl(en Psionic Aﬂaclt Moc‘e
(Meiupsionic)

You can manifest a psionic attack mode with a
mere moment’s thought.

Benefit: You can manifest a psionic attack mode
as a free action. You can perform another action in
the round you manifest a quickened attack mode,
including manifesting another psionic attack
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: ’l mode or psionic power or casting a spell, but can

only use one quickened ability per round. A
quickened psionic attack mode costs a number of
power points equal to the standard cost +8.

Quief erisper of the Mind (Dsionic)

You can telepathically communicate with other
intelligent beings.

Prerequisites: Cha 15+, Psychoanalyst, Psychic
Inquisitor, reserve power points 3+.

Benefit: You can communicate telepathically with
any creature that uses language at a range of 60
feet. This feat allows communication only; it does
not allow you to read other creatures’ minds,
determine the truth or intent of another being or
otherwise influence or command another being.
The level and depth of your telepathic
communication is limited by the creature’s
Intelligence.

papicl Metabolism (Dsionic)

You recover faster from wounds.
Prerequisites: Con 13+,

Benefit: You naturally heal a number of hit points
per day of rest equal to the standard healing rate +
your Constitution modifier.

Return Shot (Dsionic)

You are able to catch and return ranged weapons
shot or thrown at you.
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Prerequisites: Dex 13+, Point Blank Shot,
Psionic Shot, reserve power points 5+,

Benefit: You need not have a free hand (holding
nothing) to use this feat, but you must relinquish a
two-handed hold on a single item or drop a shield
as a free action. Once per round when you would
normally be hit with a ranged weapon, you may
make a Reflex save (DC 20; if the ranged weapon
has an enhancement bonus to attack, the DC
increases by that amount). If you succeed, you
snatch the ranged weapon. You must be aware of
the attack and not flat-footed, and you cannot
already have acted in the round. You may only
use this feat once in any given round. =~ _
Snatching a ranged weapon or ammunition (such
as an arrow, bolt, or sling bullet) counts as a free
action. If you successfully retrieve a bolt, arrow, or
sling bullet, you can load and fire it back at your
foe if you hold the appropriate weapon. A bow
requires a move-equivalent action, a crossbow
requires a standard action, and a thrown weapon
such as a spear or knife is a free action to throw
back. If you are not holding a ranged weapon
suitable to the snatched ammunition in your off
hand, you cannot return the attack.

You make the return attack at a bonus equal to half
your foe’s ranged attack bonus (round down) +
your full ranged attack bonus. Exceptional ranged
weapons, such as boulders hurled by giants or
Mel'’s acid arrow, cannot be snatched.

Special: If you also have the Deflect Arrows feat
(see Core Rulebook I), you make return attacks at a
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bonus equal to your foe's full ranged attack
bonus + your full attack bonus.

Solidi{q Inertial Apmour (Dsionic)

You can solidify your Inertial Armour, making
it harder for weapons to damage you.

Prerequisites: Inertial Armour, Strengthen
[nertial Armour, reserve power points 3+, base
attack bonus +4 or higher.

Benefit: As a move equivalent action you
can increase the strength of your Inertial
Armour, causing the normally invisible
armour to take form and solidify around you.
This costs 5 power points and provides
Damage Reduction 5/+1 for a number of
rounds equal to 1 plus your Strength modifier.

Speed of Thought (Psionic)

You are particularly fleet of foot.

Prerequisites: Wis 13+, reserve power points 1+.

Benefit: Your base speed is equal to your normal
speed +10.

Special: You can take this feat multiple times.
Each time increases your base speed by 10 feet
and increases your prerequisite of reserve power
points by 4.

Stand Spe" (Dsionic)

You can intercept your opponents’ movements.
Prerequisites: Str 13+, reserve power points 1+.

Benefit: When a foe’s movement would otherwise
grant you an attack of opportunity, you may give
up that attack and instead attack your foe prior to
your foe’s actual movement. This is akin to a
readied action, but Stand Still doesn’t affect your
[nitiative count or actual readied actions, if any.
The foe must succeed at a Fortitude save against a
DC equal to 10 + the damage you deal, or be
unable to move into or out of the area you
threaten-essentially, this ends the movement of a
foe who is closing, and prevents any movement of
a foe who is fleeing (if you are normally allowed
an attack of opportunity against the fleeing foe).
Since you use the Stand Still feat in place of your
attack of opportunity, you may only do so a
number of times per round equal to the number of
times per round you could make an attack of
opportunity (normally just one).
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Normal: Attacks of opportunity occur after a foe
has already moved within the area you threaten,
thus, you are unable to affect their movement with
an attack.

Strengthen Inertial Aemour (Psionic)

You can increase the strength of your inertial
armour.

Prerequisites: Inertial Armour, reserve power
points 1+, base attack bonus +3 or higher.

Benefit: As a move equivalent action you can
increase the strength of your inertial armour. This
costs 3 power points and increases the armour
bonus provided by your Inertial Armour to +7.
The armour can remain strengthened for a number
of rounds equal to 1 plus your strength modifier.
Like Inertial Armour, the armour bonus provided
by Solidify Inertial Armour does not stack with the
armour bonus provided by mundane or enchanted
armour and shields and is fully effective against
ethereal and incorporeal beings.

Talented (Psionic)

Minor powers come easily to you.
Prerequisites: Inner Strength.

Benefit: You can manifest three more 0-level
powers for free per day than normal.
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b’ f‘ ' ’/ Thied qu (Dsionic)

You have a psionic third eye that enables you to
pierce illusions and- identify psionic powers and
effects.

Prerequisites: Wis 13+,

Benefit: You gain a +2 bonus on all Psicraft
checks and a +2 bonus on all Will saves against
illusion spells and spell-like effects.

Triqqer Power (psionic)

Prerequisites: Inner Strength, Talented, reserve
power points (see below).

Benefit: Choose any 0", 1%, 2", or 3" level power
you know. From now on you can attempt to
trigger that power without paying its cost. To
trigger a power, you must first satisfy the
requirement of a power point reserve equal to or
greater than what it would normally cost you to
manifest the power. Then, make an ability check
appropriate for the power’s discipline (for instance,
you would make a Charisma check for charm
person). If you meet or exceed the ability check
DC (see below), the power is manifested normally
with no power point cost. If you fail the check,
you are forced to pay its cost, but the power is still
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manifested normally. You can’t use Trigger Power
in conjunction with psionic attack or defence
modes.

DCs for the ability check are determined by level:
O-level, 11; 1* level, 13; 2™ level, 15; and 3™
level, 17. '

Special: You can take this feat multiple times,
each time using it for a new triggered power.

Triqqer Psionic Defence (Mefapsionic) :

You can attempt to raise one psionic defence mode
without spending power points

Prerequisites: Psychic Bastion, reserve power
points (see below)

Benefit: This feat mimics the Trigger Power feat,
except that it applies to one known psionic
defence mode of your choice. You can attempt to
raise this defence mode for free, without speriding
power points, as a free action every time that you
use it, though you must have at least enough
power points in reserve to raise the defence mode
normally. On a successful Wisdom ability check
(DC 12 + power points used to activate your
defence mode), you can raise this psionic defence
without spending power points. On a failed check,
you are forced to pay the normal power point cost
to raise the defence mode.

Special: You can take this feat up to five times,
each time applying the feat to one additional
known psionic defence mode of your choice. This
feat only applies to previously known psionic
defence modes and does not allow the character to
discover additional defence modes.

True Power of the Mind (Dsionic)

You are adept at manifesting psionic powers from
any discipline.

Benefit: Add +1 to the DC for all saving throws
against your psionic powers.

Twin Dower (Mefupsionic)

Benefit: Manifesting a power altered by this feat
causes the power to take effect twice on the target,
as if you were simultaneously manifesting the
same power two times on the same location or
target. Any variables in the power (such as targets,
shaping an area, and so on) apply to both of the
resulting powers. The target suffers all the effects
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of both powers individually and receives a saving
throw for each. In some cases, failure of both of
the target’s saving throws results in redundant
effects. A twinned power costs a number of power
points equal to its standard cost +8.

Twin Psionic Attack (Psionic)

You can attack with a psionic attack mode
simultaneously with another attack mode just like
it.

Prerequisites: Cha 13+, Mental Adversary

Benefit: When attacking in psionic combat, you
can make a psionic attack mode take effect twice
on your target, as if you were simultaneously
attacking with the same psionic attack mode two
times on the same target. The target suffers all of
the effects of both psionic powers individually,
receives a saving throw against both psionic
attacks and if capable, must defend with a psionic
attack mode against each attack. A twinned
psionic attack costs a number of powers equal to
twice the cost to use the psionic attack mode +8.

Unuvoic]al:le Sfrike (Dsionic)

Your unarmed strikes are adept at bypassing an
opponent’s armour.

Prerequisites: Str 13+, Psionic Fist, base attack
bonus of +3 or higher.

Benefit: If you pay 5 power points per unarmed
attack, you can resolve your unarmed attack as a
touch attack for purposes of assessing your foe’s
Armour Class. You must decide whether or not to
pay the cost prior to making the unarmed melee
attack. Your hand or fist remains ‘charged’ for a
maximum number of rounds equal to your
Strength modifier +1 or until your next attack,
whichever occurs first. If your attack misses, the
power point expenditure is wasted.

Up the Walls (Dsionic)

You can use nearby walls in your movement.

Prerequisites: Wis 13+, Speed of Thought,
Psionic Charge, reserve power points 5+.

Benefit: You can take part of one of your move
actions on a wall if you begin and end your move
on a horizontal surface. The height you can
achieve on the wall is limited only by this
movement restriction. If you do not end your
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move on a horizontal surface, you fall prone,
taking damage as appropriate for your height
above the floor. Treat the wall as a normal floor
for the purposes of measuring your movement.
Passing the boundary between horizontal and
vertical is equivalent to 5 feet of movement along
a normal floor. Opponents on the floor still get
attacks of opportunity as you move up the wall
within areas they threaten.

Special: You can take other move actions in
conjunction with moving on a wall.

Vampire Mind (Dsionic)

You can drain power points from opposing minds
on a successful psionic attack.

Prerequisites: Cha 13+, Mental Adversary,
Disarm Mind.

Benefit: You gain power points equal to your
Charisma modifier x4 each time that you use your
Disarm Mind feat, up to your normal power point
maximum.

Viqilani psqcl'nic De{encler (Dsionic)

You are adept at defending yourself in psionic
combat

Prerequisites: Psychic Bastion, reserve power
points 2+,

Benefit: You are able to react instantly to psionic
attack and can raise a psionic defence mode even
when caught flat-footed. Raising a psionic
defence mode in this manner requires you to pay
power points equal to the cost of the defence + 1.

Normal: A psionic defender cannot normally
raise a defence mode when caught flat-footed.

ch.] of the Garqoqle (Dsionic)

You have mastered the art of combat in alternate
forms.

Prerequisites: Combat Reflexes, Psionic Focus
(Psychometabolism), reserve power points 5+.

Benefit: If you have three or more natural attacks,
either through the use of claw- or bite-giving
Psychometabolism powers, Polymorph Self, Shape
Change or some other power or effect, you have
act as if you have the Multi-attack feat (see Core
Rulebook III). Your primary attack suffers no
attack penalty and all of your secondary attacks
suffer only a -2 penalty.
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EATS OF THE
MONSTROUS

Tplayer character monsters such as can be

found in Core Rulebook II. The feats herein tend to
emphasise particular special abilities and defences
of many monstrous creatures and as such are not
suitable for selection by players.

he feats in this chapter are intended solely

AFECI DDWEF Qesisfunce (MOI'IS*GP)

The creature’s power resistance can negate area
effect psionic powers.

Prerequisites: Creature type (aberration, dragon,
elemental, fey, magical beast, outsider,
shapechanger or undead).

Benefit: Any psionic power that includes the
creature within its are of effect must beat the
creature’s PR or be instantly negated.

Normal: PR normally applies only for the creature
with PR against area effect spells, protecting the
individual creature but not negating the attacking
psionic power.

Special: If using the default Psionics-Magic
Transparency option, this feat applies against area
effect spells and spell-like abilities as well.

Area Spe" Resistance (Monsfer)

The creature’s spell resistance can negate area effect
spells and spell-like abilities.

Prerequisites: Creature type (aberration, dragon,
elemental, fey, magical beast, outsider,
shapechanger or undead).

Benefit: Any spell or spell-like ability that includes
the creature within its area of effect must beat the
creature’s SR or be instantly negated.

Normal: SR normally applies only for the creature
with SR against area effect spells, protecting the
individual creature but not negating the attacking
spell or spell-like ability.
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Special: If using the default Psionics-Magic
Transparency option, this feat applies against area
effect psionic powers as well.

Channelled Resistance (Monsfer)

The creature can protect other beings that it touches
with its spell resistance or power resistance.

Benefit: As a standard action, the creature can share
its SR or PR with any single creature touched. This
protection lasts only so long as the creature with SR
or PR concentrates on providing the protection and -
only as long as_the beneficiary remains in contact
with the creature with resistance. If the creature
with resistance is distracted or suffers damage in _
any way while maintaining this shared protection it
must make a Concentration check as if casting a
spell. Failing this check instantly negates the
shared SR or PR until the creature with resistance
spends another action to share it again.

Normal: As stated in Core Rulebook II, only the
rarest of creatures and magic items can bestow SR or
PR on another.

Enlarge Breath Weapon (Monster)

The creature’s breath weapon has a longer range
than normal.

Benefit: Double the range of the creature’s breath
weapon, unless it is cone-shaped. If the creature
has a cone-shaped breath weapon, increase the
range of its breath weapon (and its width and height
as well) by 50% instead.

Extra Primeval Alailifq (Monsier)

The creature can use one of its supernatural or spell-
like abilities more than once per day.

Prerequisites: Innate supernatural or spell-like
ability.

Benefit: Choose one innate supernatural or spell-
like ability that the creature can use one or more
times per day. The creature can now use this ability
one more time per day.

Special: This feat can be taken multiple times and
will stack with itself. Each additional time that this
feat is taken you can apply it to the same innate
supernatural or spell-like ability or to one of your
other innate supernatural or spell-like abilities.
This feat cannot be used with class based spell-like
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abilities, such as the druid’s wild shape or
paladin’s ability to cure disease.

qun; Attack (Genepal) (Monsier)

Prerequisites: Fly speed.

Benefit: When flying, the creature can take a
move action (including a dive) and another partial
action at any point during the move. The creature
cannot take a second move action during a round
when it makes a flyby attack.

Normal: Without this feat, the creature takes a
partial action either before or after its move.

Focused Primeval Ability (Monster) \‘_

One of the creature’s supematural or spell-like
abilities is more potent than normal. :

Prerequisites: Innate supernatural or spell-like
ability.

Benefit: Choose one of the creature’s innate it is taken the creature must apply it to another of its

supernatural or spell-like abilities. Add +2 to the innate supernatural or spell-like abilities that has
DC for all saving throws made to resist this ability. been augmented with the Focused Primeval Ability

) _ o feat. This feat cannot be used with class based
Special: This feat can be taken {““lnple times but spell-like abilities, like the druid’s wild shape or
its benefits do not stack. Each time that it is taken paladin’s ability to cure disease.

the creature must apply it to another of its innate

supernatural or spell-like abilities. This feat cannot . 1.
be used with class based spell-like abilities, like the Greater Innate ‘SP‘EILL'I“2 AI"I',"J

druid’s wild shape or paladin’s ability to cure (Monster)
discase. The creature’s spell-like abilities are able to pierce
even the strongest spell resistance.
Greater Focused Primeval Al:;i'ifq
Prerequisites: Innate spell-like ability, Innate Spell
(Mondep) Penetration.
One of creature’s supernatural or spell-like abilities
is especially potent. Benefit: The creature gains a +4 bonus to caster
i _ level checks (1d20+caster level) to overcome a
Prerequisites: Innate supernatural or spell-like creature’s spell resistance. This bonus supercedes
ability, Focused Primeval Ability. (e.g. does not stack with) the bonus provided by the

Innate Spell-Like Penetration feat.
Benefit: Choose one innate supernatural or spell-
like ability that the creature has augmented with the  gpecial: This feat cannot be used with class based
Focused Primeval Ability feat. Add +4 to the DC spell-like abilities, such as the druid’s wild shape or (g
for all saving throws made to resist this ability. This paladin’s ability to cure disease.
bonus supercedes (e.g. does not stack with) the

bonus provided by the Focused Spell-Like Abili . 1.
feat. B A t v Heiqlﬂen Primeval Alalll’iq (Monsier)
The creature has achieved mastery of its innate

Special: The creature can take this feat multiple supernatural or spell-like powers.
times but its benefits do not stack. Each time that

135



-

|\FEATS OF THE MONSTROUS

/ ' Prerequisites: Innate supernatural or spell-like

ability.

Benefit: Choose one of the creature’s supernatural
abilities or all of its spell-like abilities. The chosen
ability or abilities at +1 level of experience.

Special: This feat cannot be used with class based
spell-like abilities, such as the druid’s wild shape or
paladin’s ability to cure disease. This feat can be
chosen more than once and will stack with itself.

Improvecl Mu"iweqpon Fiqlﬂinq
(Monster)

The creature is an expert in multiweapon combat.

Prerequisites: Three or more hands, Dex 15+,
Multidexterity, Multiweapon Fighting, base attack
bonus +9 or higher,

Benefit: In addition to the standard single extra
attack that the creature gains for each extra weapon
used per round, the creature gains a second attack
with each of these weapons at a -5 penalty to its
attack roll.

Normal: Without this feat, the creature can only
gain one additional attack with each extra weapon
used per round.

Special: This feat replaces the Improved Two-
Weapon Fighting feat for creatures with three or
more arms.

'mpmved Resistance (Geneml,
Monster)

The creature is innately more resistant to spells or
psionics. '

Prerequisites: Innate spell resistance or power
resistance.

Benefit: Increase the creature’s SR or PR by +2.
Special: This feat can be taken multiple times, each
time adding +2 to the creature’s SR or PR.

lnnate Meiamaqic (Monster)

The creature can use its spellcasting knowledge to
modify its innate spell-like abilities with learned
metamagic feats.

Prerequisites: Int 11+, innate spell-like ability,
ability to cast spells, one or more metamagic feats.

Benefit: The creature can modify any of its innate
spell-like abilities with any spell altering
metamagic feat that it knows. In order to alter a
spell-like ability in this manner, the creature must
prepare (wizards or divine spellcasters) or
spend (sorcerer or bard) a spell slot
equal in level to the bonus level
required for the metamagic feat in
question (see examples below).
Casting a metamagically enhanced
spell-like ability also counts as one
or its uses of that spell-like ability
per day. Spontaneously casting a
metamagically enhanced spell-like
ability, such as a sorcerer or bard,
requires a full-round action (rather
than I-action).

Normal: Creatures cannot normally
modify spell-like abilities with spell
altering metamagic feats.

Special: This feat does not

provide knowledge of any
other metamagic feat and it
cannot be used with class
based spell-like abilities, like
the druid’s wild shape or
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paladin’s ability to cure disease. Spell altering
metamagic feats from Core Rulebook I include:
Empower Spell, Enlarge Spell, Extend Spell,
Heighten Spell, Maximise Spell, Quicken Spell,
Silent Spell and Still Spell. Because spell-like
abilities are cast without need of verbal, somatic or
material components, modifying a spell-like ability
with Silent Spell or Still Spell provides no
additional game related benefit.

For example: Spell slots for modifying a spell-like
ability with a spell altering metamagic feat from
Core Rulebook I are: Empower Spell (2nd level
spell slot), Enlarge Spell (1st level spell slot),
Extend Spell (1st level spell slot), Heighten Spell
(+1 level spell slot per enhanced level), Maximise
Spell (3rd level spell slot) and Quicken Spell (4th
level spell slot).

Innate Spe"-'.ike Penetration
(Monster)

The creature’s spell-like abilities are able to pierce
spell resistance with ease.

Prerequisites: Innate spell-like ability.

Benefit: Similar in effect to the Spell Penetration
feat, the creature gains a +2 bonus to caster level
checks (1d20+caster level) to overcome a creature’s
spell resistance with its spell-like abilities.

Special: This feat cannot be used with class based
spell-like abilities, like the druid’s wild shape or
paladin’s ability to cure disease.

Mu'fiaﬂack (Geneml)

The creature is able to attack with multiple arms or
weapons.
Prerequisites: Three or more natural weapons.

Benefit: The creature’s secondary attacks with
natural weapons suffer only a -2 penalty.

Normal: Without this feat, the creature’s secondary
natural attacks suffer a -5 penalty.

Mu“iclex'erifq (Genera'

Prerequisites: Dex 15+, three or more arms.

Benefit: The creature ignores all penalties for using

an off hand.

Normal: Without this feat, a creature who uses an
off hand suffers a -4 penalty to attack rolls, ability
checks, and skill checks. A creature has one
primary hand, and all the others are off hands; for
example, a four-armed creature has one primary
hand and three off hands.

Special: This feat replaces the Ambidexterity feat
for creatures with more than two arms.

Mu"iweapon F.iq"lfinq (General)

Prerequisites: Three or more hands.

Benefit: Penalties for fighting with multiple,
weapons are reduced by 2.

Normal: A creature without this feat suffers a -6
penalty to attacks made with its primary hand and a
-10 penalty to attacks made with its off hands. (It
has one primary hand, and all the others are off
hands. ) See Attacking with Two Weapons, in Core
Rulebook 1.

Special: This feat replaces the Two-Weapon
Fighting feat for creatures with more than two arms.
The Multidexterity feat further reduces penalties for
off-hand attacks.
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o ,/ Power Resistance: Clairsentience and
Telepaﬂ'lq (Mons’rer, SpeCiﬂD

The creature can apply its power resistance against
psionic powers from the clairsentience and
telepathy disciplines.

Benefit: All psionic powers from the clairsentience
and telepathy disciplines must beat the creature’s
PR in order to discover anything about it.

Normal: PR does not normally apply against most
powers from the clairsentience discipline or against
powers from the telepathy discipline that do not
directly influence, control or effect the target
creature.

Special: Characters that gain PR by race can
choose this feat as a Special feat. If using the
default Psionics-Magic Transparency option, this
feat also extends your PR to resist all spells and
spell-like abilities from the divination school of
magic.

Dower Spe" Li'&e Aloilihes (Monsfer)

The creature’s spell-like abilities are especially
potent, able to affect others and pierce spell
resistance with ease.

Prerequisites: Innate spell-like ability.

Benefit: When using any of its innate spell-like
abilities, add +1 to the DC for all saving throws
made to resist the ability and add +1 to any caster
level check made to overcome another creature’s
spell resistance.

Special: This feat cannot be used with class based
spell-like abilities, like the druid’s wild shape or
paladin’s ability to cure disease.

Primeval Power (Monster)

The creature can augment one of its supernatural or
spell-like abilities with arcane, divine or profane
power. i
Prerequisites: Innate supernatural or spell-like
ability.

Benefit: Half of the damage inflicted by the
creature’s chosen supernatural or spell-like ability is
derived from arcane, divine or profane power and is
resistant to protection from elements and similar
magic. The other half of the damage is inflicted
normally. Celestial creatures infuse their chosen
ability with divine power, fiendish creatures with
profane power and other creatures with arcane

power.

panqecl Resistance (Monsfew)

The creature can bestow its spell resistance or power
resistance on others.

Prerequisites: Channelled Resistance.

Benefit: As a standard action, the creature can
extend its SR or PR to protect one creature within
30 feet. This protection lasts only as long as both
creatures remain within 30 feet of each other and
only as long as the creature with SR or PR
concentrates on maintaining the link. If the
creature with resistance is distracted or suffers
damage in any way while maintaining this link it
must make a Concentration check as if casting a
spell. Failing this check instantly negates the
shared SR or PR until the creature with resistance
spends another action to restart the link.

Normal: As stated in Core Rulebook 11, only the
rarest of creatures and magic items can bestow SR or
PR on another.

Special: This feat can be taken more than once and
stacks with itself, each time allowing the creature to
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extend its SR or PR to one additional ally within
range.

Resistance Counferspe" (Monsfev)

The creature can use its spell resistance to
counterspell.

Prerequisites: Channelled Resistance, Ranged
Resistance.

Benefit: As a readied action, the creature can use its
SR to counterspell one spell at a range of 100 ft.
This requires the caster to beat the creature’s SR in
order to cast her spell. The creature does not need
to make a Spellcraft check to identify the spell
being cast in order to use this ability.

Normal: Spell resistance cannot be used to
counterspell.

Resistance Power Turninq (Monsfer)

The creature can reflect a psionic power that fails to
beat its power resistance.

Benefit: Once per round as a readied action, the
creature can reflect any psionic power that fails to
beat its PR back towards its original manifester. If
the psionic power cannot normally be reflected by
power turning, the creature’s PR has its standard
affect against the power instead. The creature’s
readied action is wasted if no spell beats its PR prior
to its next action.

Special: If using the default Psionics-Magic
Transparency option, this feat can be used to turn
spells and spell-like abilities in a manner similar to
the spell turning spell.

Notes: This feat cannot be used to reflect psionic
attack modes.

Resistance Spell Turning (Monster)

The creature can reflect a spell or spell-like ability
that fails to beat its spell resistance.

Benefit: Once per round as a readied action, the
creature can reflect any spell or spell-like
ability that fails to beat its SR back
towards its original caster. If the

spell or spell-like ability cannot
normally be reflected by spell

turning, the creature’s SR has its

standard affect against the spell or
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spell-like ability instead. The creature’s readied
action is wasted if no spell beats its SR prior to its
next action.

Special: If using the default Psionics-Magic
Transparency option, this feat can be used to turn
psionic powers in a manner similar to the power
turning psionic power.

Resistance: lllusion (Monsfer)

The creature can apply its spell resistance or power
resistance against illusions.

Benefit: All spells and spell-like abilities from the
illusion school of magic must beat the creature’s SR
or PR in order to deceive the creature.

Normal: SR does not normally apply against spells
and spell-like abilities from the illusion school that
deceive the senses.

Special: Creatures with PR can only use this feat if
the default Psionics-Magic Transparency option is
used.

Spe" Resistance: Divination
(Monster)

The creature can apply its spell resistance against
divination magic.
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: ,/ Benefit: All spells and spell-like abilities from the

divination school of magic must beat the creature’s
SR in order to discover anything about it.

Normal: SR does not normally apply to spells and
spell-like abilities from the divination school.

Special: Characters that gain SR by race (like
drow) can choose this feat as a Special feat. If
using the default Psionics-Magic Transparency
option, this feat also extends your SR to resist all
psionic powers from the telepathy and
clairsentience disciplines.

Spirifed Dive (Monsier)

The creature can perform a terrifying dive-bomb
attack.

Prerequisites: Fly speed, Flyby Attack.

Benefit: When flying down, the creature can make
a special charge action, dealing double damage on
a successful claw or weapon strike (or triple damage
if the creature normally inflicts double damage on a
dive attack). The creature gains a +2 attack bonus
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but suffers a -2 penalty to Armour Class when
making this attack. The creature can still use its
Flyby Attack feat when making a Spirited Dive.

Sponfaneous Spe"-Lilce Coslinq
(Monster)

The creature is able to use its arcane or divine spell
knowledge to power its spell-like abilities.

Prerequisites: Innate spell-like ability, ability to
cast spells.

Benefit: The creature can use its class derived spell
slots or prepared spells to spontaneously cast any.of
its spell-like abilities in a manner similar to the way
a cleric can spontaneously cast cure or inflict spells.
This allows the creature to convert one of its spell
slots or prepared spells of the same level or higher
to power the casting of the spell-like ability without
using up one of the spell-like ability’s uses per day.
The spell-like ability must appear on the same spell
list as the spell slot or prepared spell used to power
the casting. A spontaneously cast spell-like ability
requires a full-round action but does not require any
material, somatic or verbal components.

Special: This feat cannot be used to spontaneously
cast spell-like abilities that do not have a spell
level.

Supernatural Resistance (Monster)

The creature can use its spell resistance or power
resistance to defend itself against supernatural
abilities.

Benefit: Any supernatural ability that directly
effects the creature must beat the creature’s SR or
PR to have any effect. If the attacking creature
cannot beat the SR or PR of the defender on a level
check (1d20 + CR creature), the supernatural ability
is negated exactly as if it were a spell or spell-like
ability.

Normal: Supernatural abilities are not normally
subject to SR or PR.

Special: Characters that gain SR or PR by race (like
drow, githyanki and githzerai) can choose this feat
as a Special feat. Characters with PR can only
choose this feat if the default Psionics-Magic
Transparency option.
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Tuen/Rebuke Resistance (Monster)

By virtue of unholy power or exceptional strength
of will, the creature is more difficult to turn or
rebuke than normal.

Benefit: The creature adds +2 to its Hit Dice total
when resisting turn or rebuke attempts.

Special: This feat can be taken more than once
and its benefits stack with itself. Each time it is
taken, add +2 to the creature’s Hit Dice when
resisting turn or rebuke attempts.

MINOTAUR FEATS

The below feats are only available to minotaurs,

Juqqernaui (Minoiu I.IP)

You cannot be stopped once you are moving,
Prerequisites: Improved Bull Rush, Run

Benefit: As a full round action, you are capable
of barrelling through any number of enemies so
long as they are all within range of a standard
charge. Each enemy is allowed a reflex save (DC
15) to avoid your stampede, but any enemy who
fails this save is knocked to the ground and lies
prone. Enemies more than one size category
larger than yourself cannot be targeted by this
action. Enemies who make their reflex save are
entitled to attacks of opportunity against you. This Prerequisites:, Improved Trip, base attack bonus
feat is similar to the trample ability, except that it +3 or higher.

can target multiple creatures and deals no damage.

Benefits: You can bring a creature up to one size

MNose Bre ikin (Minofclur) category larger than yourself down to the ground
. on a successful charge. After successfully charging

You know hou:' to use your skull to its best an opponent, you can make a trip attack as a free
advantage while grappling. action, adding the charge damage dealt to your trip §

roll. If you succeed, you are considere led
P‘rerequisites: Str 13+, base attack bonus +3 or with they opponent (nz opposed gra;pl: 51::55
higher. s needed). Attempting to tackle a creature larger
Benefit: During a grapple, a successful opposed, than yourself incurs a -2 penalty, while tackling a
grapple check allows you to bash your opponent’s creature smaller than yourself grants a +2 bonus.

nose with great force. Make a standard attempt to

damage your opponent: if it succeeds, roll damage. 1
Max damage stuns your opponent for one round, Sh'anq|eho|c| (M"‘Oic“"’)

effectively ending his part in the grapple. You possess a powerful, effective grappling

technique.
Qunninq Tackle (Minoiaur)

You can throw an enemy to the ground by using

your own weight and momentum. Benefit: If you pin an opponent during a grapple,
you can choose to attempt a stranglehold. A
character who has no air to breathe can hold her

Prerequisites: Str 14+,
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’I breath for 2 rounds per point of Constitution. After damage: Petrification (saving throw as per usual for
this period of time, the character must make a medusa poison). This damage is instead of the
Constitution check (DC 10) in order to continue usual damage to strength.

holding her breath. The save must be repeated

each round, with the DC increasing by +1 for each Siake Tecince (M ec'usa)

previous success. When the character fails one of A Med it e g 0
these Constitution checks, she begins to suffocate. edusa with'srake rance may eatance rephiles:

In the first round, she falls unconscious (0 hp). In
the following round, she drops to —1 hit points and
is dying. In the third round, she suffocates. The
pin must be maintained for the stranglehold to be
successful. However, you gain a +1 to your
opposed grapple check for each round in which

Prerequisites: Cha 14+

Benefit: Any medusa with the Snake Trance feat
may attempt to entrance any reptiles she meets.
This is a spell-like ability that works in exactly the
same way as the 2nd-level Bard/Druid spell Animal

you maintain the pin: This technique cannot be : . .
2 Trance, except that it only works on reptiles. It may
used on creatures more than one size category ; :

be used at will.

greater than you, nor does it effect creatures who ‘ -

are not normally effected by critical hits.
Snake W"lispers (Medusa)

Toss Aside (Minoiaur) The sight of a medusa covered in snakes, hissing in

You can throw enemies aside with your horns. e cars and writhing all over her, is decply
unnerving to most onlookers. What most do not

realize is that the snakes bring the medusa news

isites: +.
EequERs SN and whisper gossip to her.

Benefit: After successfully striking an opponent
with a charging gore attack, ybu can choose to

attempt to fling them away from battle with your
horns. You and your opponent make opposed

strength checks. If you prevail
opponent to the right
this way travel ten fe

Prerequisites: Cha 16+, Int 13+, Snake Trance

Benefit: Any time anything new happens in the
area, such as a party of adventurers traipsing
through the forest or asking the village’s citizens
about their mysterious veiled prophetess, the
medusa may make a Gather Information check with
a bonus of +4. This ability to communicate with
snakes does not make them any more intelligent
than usual, so they may be very literal in reporting
what they saw. Snakes who bring the medusa
information will not fight for her or otherwise serve
her (unless there is some other reason for them to

_ ; do so, such as if they were among the snakes drawn
iy to her by her achieving 10th level as a Serpentine,
or if she has Charmed them in some way).

The Cu"inq qus (Medusa)

The medusa with the Calling Eyes feat has a
fascinating quality to her every movement that
pulls the attention of all around her to her eyes.
This is particularly enhanced when she is dancing.

suffer 1d6 s&lzdua ;
prone unti] thei
another qbj

bodies, can imbue w&, i . .
terrifying supernatural power : Prerequisites: Cha 15+, eight or more ranks in

' Perform
Prerequisites: Age 150 years orfnore, 5 N .
15+, ten or more ranks in Alche or more /@Mguon, ﬂ_le medusa may do_ &
cstikes i Coneittation. N I swa writhing, snake-like dance at any time,
Benefit: The medusa’s snakes’ venom now hﬂ.@ making skill check to see how effective

“this-ability is. Anyone attempting to avert eyes (see
Core Rulebook III, p. 9) must make a Will save (DC
= the medusa’s Perform roll) each round or instead

following effects — initial damage: Paralyse (saving-
throw as per usual for medusa poison); secondary
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look directly at her. The medusa’s swaying dance
can be done at the same time as her normal

movements and attacks — some observers believe
that it even enhances such attacks.

The Subtle Call (Medusa).._

The medusa is able to fascinate those who
longer see her.

Prerequisite: The Calling Eyes, Cha 17+, twelv
more ranks in Perform

Benefit: This is an enhancement of the Calling
Eyes. The eyes of the medusa who has mastered the
Subtle Call exert their fascination even on those
who cannot see any part of her body, such as those
wearing blindfolds or shutting their eyes (see Core
Rulebook IIT). They must make a Will save (DC =
the medusa’s Perform roll) or instead look directly
at her, even if that means pulling off the blindfold
to do so. Like the Calling Eyes, the Subtle Call
only works when the medusa is doing her swaying
dance.

Tlle DPGCICHII' GCIZE (Meclusa)

The oldest medusas have an even more vicious and
dread power to their gaze than most.

Prerequisite: Medusa aged 200 years or more,
Attack bonus +12 or higher.

Any character turned to stone by the Dreadful Gaze
can only be restored by means of a Wish spell,
rather than a mere Stone to Flesh. Even a Wish will
not be enough if the character has been petrified for
more than a day, because the Dreadful Gaze turns
its victims to a soft, sandy stone that soon begins to
crumble away to a fine dust. If that occurs,
returning the character to normal takes two Wishes
— one must be used to reassemble the statue, and
the second to restore it to flesh.

DERRO FEATS

The following feats are only availble to Derro.

DCI y-wa I LGP (DGPI’O)

The derro can resist some of the effects of sunlight.
Prerequisite: Constitution 15+

Benefit: You no longer suffer from the effects of
Sunlight Vulnerability instead you suffer from Light
Sensitivity. Light Sensitivity causes you to suffer a -
2 circumstance penalty to attack rolls, saves, and
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checks in bright sunlight or within the radius of a
dayhghr spell /

Spec ’Ju

may on]y t e this f}ht at Ist level.

i ;'.'-__.- adept at s¢ i
Prerequisite: Wisdom 13+ f
Benefit: You increase your DarKvision
30 to 60 feet.

Special: You may only take this féat lst level.
E

Seasoned Daq-wu"(er (D r]\)

The derro is immune to the effects bf ght or
spells that mimic such. \
¥

-
Prerequisite: Day-walker

Benefit: You no longer suffer from Light Sensitivity
and suffer no penalties while working in bright
sunlight or within the radius of a daylight spell.

DRAGON FEATS

The following feats are only available to dragons.

Aerial Sweep

Prerequisites: Hover
The hovering dragon is able to make a tail sweep
attack in addition to bite and claw attacks.

Chew

Prerequisites: Snatch
By succeeding in a bite attack the dragon can catch
any adversary four or more sizes smaller than itself i
in its mouth. While in the dragon’s maw the
creature automatically suffers triple bite damage
each round regardless of what other actions the
dragon might take. A character can escape by
succeeding in an opposed strength check;



FEATS OF THE MONSTROUS

: ,/ obviously the dragon must drop the character

before making a bite attack on another creature.

Crash Lonclinq

Prerequisites: Hover, Wingover

An experienced dragon can take desperate
measures to arrest its decent if damage suffered, or
spell attacks, prevent it from flying. The dragon
takes half damage from any fall.

FGCIP FOCI.IS

By fixing its gaze on a specific target a dragon may
focus the effect of its Frightful Presence ability.
Any creature drawing the dragon’s attention in this
manner must add one per age category of the
dragon to the Will save required to resist the effect.
Fear Focus is a standard action.

ll'l'lpFDVEd Snclfch

Prerequisite: Snatch

As snatch except the dragon can move before and
after the attack, provided that its total distance
moved is not greater than its listed speed.

Maximise Breath Weapon

Once per day a dragon can choose to unleash a
breath weapon attack of maximum potency. The
dragon must not have used a breath weapon attack

on any of the four previous rounds, and the energy
expended in the attack will prevent the dragon
from being able to use another breathe attack for at
least another eight rounds, at which time the
standard d4 method is used to determine how many
additional rounds the dragon must wait before it is
able to use its breath weapon attack. Note: dragons
with more than one breath weapon are unable to
use any of their breath weapon attacks in the four
rounds before, or the eight rounds following the
maximised attack.

Specific Targeting Breath Attack

A dragon may opt to choose specific targets instead
of blanketing the usual area of effect with its breath
attack. The dragon may select up to four  *
individual creatures to target in a 90 degree arc as"
long as they are within the normal maximum range
of the attack and belch forth small bursts of its
breath weapon. Each target may add one to the Ref
save for each creature targeted. Example: If the
dragon selected four targets in a round, each would
get a bonus of four on his save roll. If the save is
successful, no damage is taken. Specific targeting
breath attack is a full round action.

Siomp

Prerequisites: snatch
By succeeding in a claw attack the dragon can
tread upon and automatically pin a creature four or
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more sizes smaller than itself. The creature is
pinned until the dragon moves or uses the pinning
claw to make another attack. While pinned the
creature automatically suffers claw damage plus
three times the dragon’s strength bonus each round.
A pinned character can escape by succeeding in an
opposed strength check; the dragon’s size modifier
is added to its roll.

TROLL FEATS

The following Feats are only available to Trolls

Bodq lncorpom’rion (Tro")

The troll can attach severed body parts to other
areas of its body.

Prerequisites: Regeneration, Body Link, Body
Shaping, being reduced to half total hit points by
self-inflicted damage.

Benefit: The same as Body Shaping, but the troll
can reattach severed body parts just about
anywhere on its body.

Bodq I.il'll't (Tro")

The troll can retain control over its severed body
parts.

total hit pmpts’ﬁy s
Benefit: A troll with
hand, ﬂlng 1t31
with. its

Body Shafilg
The troll can féattach sevefed limbs to its body and
still regrow new ones.

Prerequyites Regeneration, Body Link, being
reduced to half total hit points by self-inflicted

damage.

145

Benefit: By both regrowing severed body parts
and reattaching the old ones, a troll can add
additional limbs and enhance its combat abilities.
A troll with this feat could add extra arms to its
body and later learn the multiattack feat, or even
add a second head. Whole arms could be grown
next to each other at the shoulder, or a pair of
forearms could extend from one elbow, depending
on how the original limb was severed. A second
head is always placed right next to the other one,
facing the same direction.

Graft Bone (Teoll)

The troll can graft severed pieces of its own bones
back into its skeleton. i

Prerequisites: Regeneration, being reduced to half
total hit points by self-inflicted damage.
Benefit: The troll can take severed bones from its
own body, sharpen the ends, and fuse them back
into its body by plunging the bone shards into its
flesh until they hit bone. Trolls can, in this
fashion, craft sharp bone spikes on their bodies that
can be used as natural weaponry. Typically, a troll
with this feat adorns the outer edges of its arms, its
elbows and knees, and possibly even its skull, with
these shards. Bone spikes allow trolls to deal 1d6
points of base piercing damage (modified by the
troll’s Strength bonus; usually +6) with each
I grapp]e attack. Trolls with makeshift
gore their victims for a like

Pai Lg..nm (Teoll)

troll can ‘s :ts)aln Sensors.

Prerequisites: Regeneration, suffering damage at
least twice per week during a period of ten years.
Benefit: The troll can ignore pain effects from
such spells as symbol of pain and the sicken
version of eyebite. It gains immunity to pain-based
magic from items like pipes of pain and robes of
vermin. The troll is immune to death by massive
damage.
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eats of power presents a selection of
metamagic feats, those metamagic feats that
are specifically noted as being usable by

only an arcane or divine caster can be found in the
Feats of the Arcane or Feats of the Divine chapters.

A

METAMAGIC FEATS

Some spellcasters choose spells as they cast them.
They can choose when they cast their spells
whether to use metamagic feats to improve them. As
with other spellcasters, the improved spell uses up a
higher-level spell slot. If its normal casting time is 1
action, casting a metamagic spell is a full-round
action for a spellcaster that chooses spells as they
cast them. For spells with a longer casting time, it
takes an extra full-round action to cast the spell.

Spontaneous Casting and Metamagic Feats:
Clerics spontaneously casting cure or inflict spells
can cast metamagic versions of them. Casting a 1-
action metamagic spell spontaneously is a full-
round action, and spells with longer casting times
take an extra full-round action to cast.
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Effects of Metamagic Feats on a Spell: In all ways,
a metamagic spell operates at its original level even
though it is prepared and cast as a higher-level
spell. Saving throw modifications are not changed
(unless stated otherwise in the feat description). The
modifications made by these spells only apply to
spells cast directly by the feat user. A spellcaster
can’t use a metamagic feat to alter a spell being cast
from a wand, scroll, or other device.

Multiple Metamagic Feats on a Spell: A spellcaster

can use multiple metamagic feats on a single spell.

Changes to its level are cumulative.

Magic Items and Metamagic Spells: With the right
item creation feat, a character can store a‘metamagic
spell in a scroll, potion, or wand. Level limits for
potions and wands apply to the spell’s higher,
metamagic level. A character doesn’t need the
metamagic feat to activate an item storing a
metamagic spell.

Counterspelling Metamagic Spells: Whether a
spell has been enhanced by a metamagic feat does
not affect its vulnerability to counterspelling or its
ability to counterspell another spell.

Arcane Slluper (Meiumaqic)

You can shape a prepared spell into another effect.
Prerequisites: Quicken Spell.

Benefit: You can change any prepared spell into
another spell that you know (but do not
necessarily have prepared). The new spell must be
at least two levels lower than the spell you are
shaping.

Area Control (Meiamuqic)

You can control exactly the spread of an area
spell.

Benefit: When you cast an area spell, you can
select certain spaces under the area and declare
that they are not to be affected. Creatures in this
space avoid the spell’s effect. An Area Control
spell uses up a spell slot two level higher than the
spell’s actual level.
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Bounce Spe" (Meiamaqic)

You can use other creatures’ bodies as the source
of any spell you cast.

Prerequisites: Enlarge Spell.

Benefit: The character casts a spell at a primary
target within the spell’s normal range, but instead
of being affected, it becomes the new source of the
casting. The character chooses a secondary target,
and the spell goes off as if the primary target was
the spell’s caster, calculating range and line of
effect from that point. The spellcaster must still
be able to see the secondary target. A bounced
spell uses up a spell slot two levels higher than
the spell’s actual level. The visual effect of a
fireball ricocheting off an ally into the true
intended target can be very impressive.

Cl'lain Spe" (Meiumuqic)

You can cast spells that arc to secondary targets.

Benefit: Even though the spell chain lightning
has come into popular use as a spell in its own
right, its origins lie in the use of this feat and the
spell lightning bolt. This feat allows the caster’s
spells to arc from target to target. Only spells with
an area of ‘ray’ or ‘cone’ are affected by this feat
(Games Master’s discretion to allow other spells to
be used as well). Spells with an area of ‘cone’
become rays when cast with the chain spell feat.

Provided that the caster succeeds at his ranged
touch attack, the chained spell hits a primary
target first. Once the spell hits the primary target,
secondary rays then arc from the primary target to
hit a number of secondary targets. The caster may
generate a maximum number of secondary rays
equal to his caster level. The caster makes a
ranged touch attack as normal to strike each
secondary target. The caster may choose which
secondary targets he hits, but they must all be
within 30 feet of the primary target. While more
than one secondary bolt may be targeted at a
secondary target, the target will only suffer the
results of one secondary bolt no matter how many
succeed in striking him. The caster may choose to
affect fewer secondary targets than the feat allows.

The primary target is affected by the spell as
normal, but secondary targets half damage (or
effect) from the spell. If the spell causes an effect
other than damage, the secondary target receives
+4 to any applicable save. For example, a chained
disintegrate spell’s secondary targets would
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receive +4 to their saving throw, and the
characters would suffer only half damage from a
failed save.

A chained spell uses up a spell slot three levels
higher than the spell’s actual level.

Cl'lcmnel Touch Spe" (Meiamaqic)

You can cast a touch spell through your melée
weapon.

Benefit: You can cast any of your touch spells
through a held melee weapon, allowing you to
make a standard armed attack and inflict normal
weapon damage plus the effect of your spell on a
successful strike. Casting the spell is still a
standard action (unless you have the Quicken
Spell feat) and you must wait until your next
attack action in order to make your armed attack.
When resolving your attack, compare your attack
roll against your target’s normal Armour Class and
Armour Class against touch attacks. If your attack
roll fails to beat the target’s normal Armour Class
but beats his or her Armour Class against touch
attacks, the spell is discharged normally but the
weapon inflicts no additional damage. Casting a
touch spell in this manner uses up a spell slot one
level higher than level of the spell cast.

Once the spell is cast your melee weapon holds
the charge of the spell exactly as if the spell had
been cast in the normal manner. You cannot pass a
charged weapon to another character as doing so
discharges your spell. Likewise, the spell
dissipates (without discharging) if the weapon is
ever thrown or leaves your hand.

Normal: You can discharge a touch spell as either
a touch attack (no armour, shield or natural armour
bonus to Armour Class) or a normal unarmed
strike.

Concenteation Spe" (Meiamaqic)

You can extend the duration of your spells
through concentration.

Benefit: You can maintain a spell with a duration
longer than one round through concentration.
You must start concentrating right after casting
the spell, and, for as long as you keep it up, need
not count time off the spell’s duration. After you
stop maintaining the spell, it’s normal duration
resumes and then terminates as usual. You cannot
use this feat to maintain a spell past ten times
normal duration nor can you resume
concentration. A Concentration Spell uses up a
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]/ spell slot one level higher than the spell’s normal
level.

Cone Control (Mefamaqic)

You are able to direct any spell or breath weapon
with an area of effect of ‘cone’ at specific targets
rather than covering an area.

Prerequisites: The ability to use a breath weapon
or cast an offensive spell with a ‘cone’ area of
effect, Spellcraft 15 ranks.

Benefit: When this feat is used, the prepared spell
or breath weapon no longer has a ‘cone’ area of
effect. Instead, the caster/ breather may direct a
blast of the attack at one target for every 5ft of the
cone’s maximum length. Thus, if a breath weapon
had a maximum width of 25ft, up to five creatures
could be targeted with this feat. This feat does not
increase the range of the spell or breath weapon-
all targets must still be within the spell’s range.

All targets are allowed saves and are otherwise
treated exactly as if they had been caught in the
blast of a cone spell or breath weapon. Preparing
a spell with this feat uses up a spell slot one level
higher than the spell’s original level; if this feat is
used to enhance a breath weapon, it doubles the
amount of time that must pass between uses of the
breath weapon.
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Controlled Burst (Metamagic)

You have greater control over burst spells.

Benefit: When casting burst-based area of effect
spells, you can reduce the affected area in
increments of 5 ft. You have total control over the
radius, but not the direction. A controlléd burst
spell takes up a spell slot one level higher.

For example: Using this feat, you can cast a small
fireball into a square next to you without having
it impact you or your comrades.

Dance the Spe" (Metamagic) ~ -

Through your fluid skill at dance, you may -
substitute a verbal or material component for a
somatic component and possibly a longer casting
time.

Prerequisites: Perform (dance) 6 ranks,

Benefit: When a spell is danced, the caster may
replace a verbal or material component for a
somatic component. If the spell already has a
somatic component, the casting time of the spell
is increased by one increment, such that if the
spell can normally be cast in 1 action, the spell
would now require a full-round action. However,
if the spell had no prior somatic component, then
the casting time is not increased. Spells with
material components having a listed gold piece
price cannot be danced to replace the material
component of the spell, although the verbal may
be replaced. Dancing spells do not increase the
spell level of the spell.

Destructive Force (Mefumaqic)

You can increase the damage limitations of certain
spells.

Benefit: You can raise the damage cap of capped
spells by two die (assuming you are of sufficient
level to do so). A Destructive Force spell takes up
a spell slot of one level higher.

For example: A fireball spell is capped at 10d6
(at 10" level). Using this feat, a 15" level caster
could instead do up to 12d6 points of damage.

Note: This feat can be used with any spell having
a damage cap expressed in the spells description.
A damage cap can be identified by a statement
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similar to ‘deals xdx points of x damage per caster
level (maximum xdx)’.

Empower Spe" (Me’ramaqic)

You can empower your spells to have a greater
effect.

Benefit: All variable, numeric effects of an
empowered spell are increased by one-half. An
empowered spell deals half again as much damage
as normal, cures half again as many hit points,
affects half again as many targets, etc. , as
appropriate. Saving throws and opposed rolls
(such as the one the character makes when the
character casts dispel magic) are not affected.
Spells without random variables are not affected.
An empowered spell uses up a spell slot two levels
higher than the spell’s actual level.

Encompassing Spell (Metamagic)
You can make a spell encompass a much larger
area than normal.

Prerequisites: Enlarge Spell, Grow Spell.

Benefit: The character can increase a spell’s area
or number of targets affected by two or a higher
multiple. The first multiple uses up a spell slot
three levels higher than the spell’s actual level,
but the spellcaster may increase it further by using
up an extra two spell slots for each progression.
For example, alarm is a 1* level spell that covers a
25 foot radius emanation (normal x| multiple).
An encompassing alarm is a 4" level spell that
covers a 50 foot radius emanation (x2 multiple),
and it can be modified further, affecting a 75 foot
radius emanation (x3 multiple) by using up a 6"
level slot. Spells with a personal effect or that
target only a single creature are not affected.

Enepqq Preservation (Me’ramaqic)

Your fire and electricity based spells are
unchanged when cast underwater.

Benefit: Spells with the fire or electricity
descriptor that are enhanced with Energy
Preservation work normally when cast underwater.
In addition, fires started by a spell enhanced with
this feat are more stubborn, requiring double the
normal amount of time to extinguish. For
example, objects ignited by a burning hands spell
require two full-round actions to extinguish,
rather than one.
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Preparing a spell with the Energy Preservation feat
requires a slot one higher than the spell’s actual
level.

Enlarqe Spe" (Mefumaqic)

You are able to cast your spells at a greater range.

Benefit: An enlarged spell has its range doubled.
Spells whose ranges are not defined by distarice
do not have their ranges increased. A spell whose
area or effect is determined by its range has the
dimensions of its area or effect increased
proportionally. An enlarged spell uses up a spell
slot one level higher than the spell’s actual level.

Expand Spell (Metamagic)

You can cast spells with a larger area of effect

Benefit: An Expanded spell has its area of effect
increased by +5 ft. to all dimensions. This feat
does not affect spells without an area of effect
stated in spatial terms. Areas of effect of ‘personal’
or ‘touch’ or no arealisted are not affected. If the
spell specifies numbers of targets, that number is
not affected (see Empower Spell). An Expanded
spell takes up a spell slot two levels higher than
the spell’s actual level.

For example: Burning hands (I* level) affects
anyone in a semicircle burst of flames 10 ft. long,
starting at the caster. Expanded burning hands
(3" level) affects anyone in a semicircle burst of
flames 15 feet long, starting at the caster.

Extend Spe" (Metamagic)

You are able to cast spells that last twice as long
as normal.

Benefit: An extended spell lasts twice as long as
normal. Spells with a concentration,
instantaneous, or permanent duration are not
affected by this feat. An extended spell uses up a
spell slot one level higher than the spell’s actual
level.

Farcasting (Metamagic)
You have mastered the art of casting spells at
extreme ranges.

Prerequisites: Enlarge spell

Benefit: You are able to increase the range of any
spell that you can cast by 100 ft. by expending an
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’/ additional spell slot at the time the spell is cast.
This feat may be used more than once per casting
as long as the additional spell slot is expended for
each use. Its effects are cumulative with those of
Enlarge Spell, if used.

Fast Spell (Metamagic)

Decreases the casting time of your spells.

Benefit: A Fast Spell has it’s casting time halved,
to a minimum of one action. This is only a benefit
for spells that normally have a long casting time.
A spell with a casting time of ‘one full round’ now
takes a standard action to cast. A spell with a
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casting time longer than one round has it’s casting
time halved. A Fast Spell uses up a spell slot one
level higher than the spell’s actual level.

Notes: For a spontaneous spellcaster such as a
sorcerer or bard, the metamagic rule still cuts in
and changes the standard action into a full-round
action, which is still not the same as a 1 full-round
casting time.

Fire to lce (Mefamuqic)

You are able to transform fire spells into cold
spells.

Prerequisites: 'Ability to cast arcane or divine
spells with a fire based component.

Benefit: You may prepare and/or cast any fire-
based spell as a cold spell with similar range, area
of effect and damage. Casting a spell in this
manner uses up a spell slot one level higher than
the normal spell

Special: It is blasphemous for a divine spellcaster
that follows a deity with access to the Fire domain
to select this feat.

Gi\mwuq Spe" (Mefamaqic)

You give away control over a spell.

Benefit: You transfer the control over a spell to
another willing creature that you touch at the time
of casting. This changes the beneficiary of spells
such as charm person or transfers the control of a
spell such as levitate or flaming sphere. Read you
in the spell description as the beneficiary of the
giveaway spell. This does not work on spells with
a Personal range. You may still select yourself as
the beneficiary, in which case this feat has no
effect beyond increasing the level of spell slot.

Special: In all other ways, the spell functions as
normal; save DC and level-dependent functions
are based on your abilities. You still make all the
decisions inherent in casting the spell, such as
what the (initial) target is, but if the effect can be
moved (for example flaming sphere), the creature
in control decides how. You must still be the once
concentrating to maintain a concentration spell,
but the beneficiary can opt to end a dismissable
(duration notation ‘(D)’) or concentration spell at
his whim. A Giveaway Spell uses up a spell slot
one level higher than the spell’s actual level.
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Greater Held Charge (Metamagic)

You have mastered your body’s ability to hold a
magical charge

Benefit: You can hold a charged touch spell and
still cast a spell. The charge may not be released
in the same round as the new spell has been cast,
but you do maintain the charge. The number of
times this feat can be used while a specific spell is
charged is equal to the caster’s Constitution
modifier. Once you have cast that many
additional spells, if you cast another, the charged
spell dissipates as normal. Spells cast using this
feat take up a spell slot one level higher.

Normal: If you are holding a spell charge for a
touch attack and cast another spell, the spell
charge for the touch spell dissipates.

Note: Casting another touch spell will override
this feat. You are only considered ‘armed’ when
you attempt to use the touch attack itself,
otherwise, you will draw an attack of opportunity
as normal. If you fail a concentration check while
maintaining this charge, the charge will fail
normally.

Grow Spe" (Mefamaqic)

Your spells can affect a greater area or number of
targets.

Benefit: A grown spell has its area or numberof
targets affected increased by one-half. Spellswith
a personal effect or that target only a single
creature are not affected. A grown spell uses
up a spell slot two levels higher than the
spell’s actual level.

Hardened Spe" (Mefamuqic)

When you cast a spell from a school for
which you have selected the Spell Focus feat,
you may make that spell more difficult for
opposing spellcasters to counterspell or
disrupt.

Prerequisites: Spell Focus in the
appropriate school.

Benefit: If the same spell or a reverse effect
spell is used as a counterspell to your
Hardened Spell, the counterspell is
ineffective. If dispel magic or a similar spell
or effect is used as a counterspell, the DC for
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the dispel check is increased by +4. If you are
forced to make any Concentration checks while
casting the Hardened Spell, your rolls for those
checks gain a +2 bonus.

Special: You may take this feat multiple times.
Each time that you take his feat, you get an
additional +2 bonus to the DC of the dispel check
and an additional +2 bonus to your Concentration
checks when and as appropriate.

Heiql'lfen Spe" (Meiamaqic)

You are able to cast spells as if they were of a
higher level.

Benefit: A heightened spell has a higher spell
level than normal (up to 9" level). Unlike other
metamagic feats, Heighten Spell actually
increases the effective level of the spell that it
modifies. All effects dependent on spell level
(such as saving throw DC and ability to penetrate
a minor globe of invulnerability) are calculated
according to the heightened level. The
heightened spell is as difficult to prepare and cast
as a spell of its effective level.
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U e Spell (Metomagic)

You can cast evocation spells that are invisible
and inaudible.

Benefit: This feat cloaks audible and visual
manifestations of evocations. The senses of
touch, taste and smell are unaffected. For
instance, the bead that ignites a hidden fireball
will be invisible, and the explosion it generates
will not be seen or heard. The feat could also hide
the sight and sound of a wall of fire, although
anyone who approached it would feel the heat.
Only the manifestation of the spell is hidden, not
its casting components or its effects. A party of
adventurers might feel the caravan they are
guarding suddenly explode, and they would
certainly hear people screaming as they burned,
but the adventurers would nor see or hear the
hidden fireball that caused the carnage. Use of
this feat eliminates any Reflex save bonus gained
from Dexterity unless the victim possess uncanny
dodge (see rogue special ability). This feat
applies only to spells from the Evocation school
of magic. A hidden spell uses up a spell slot two
levels higher than the spell’s actual level.

Hole in the Middle (Metamagic)

You can create a hole in an area spell to avoid
being affected.

Benefit: When you cast an area spell in such a
way that you are in the area affected, you can
create a hole in the area around yourself to avoid
being affected by your own spell. Anyone who
occupies your square (for example grappling you
or being small enough to fit between your feet or
on your shoulder) is also unaffected. A Hole in
the Middle spell uses up a spell slot one level
higher than the spell’s actual level.

Imbue Weapon Steike (Metamagic)

You can channel a touch spell into your weapon
in a split second, allowing you to cast a spell as
you make an attack.

Prerequisites: Channel Touch Spell.

Benefit: If a spell has a listed range of touch, you
may cast the spell on a weapon, as per the Imbue
Weapon metamagic feat. In addition, you may
rapidly channel the spell into your armament,
allowing you to cast your spell as a move-

equivalent action that does not draw an attack of
opportunity. Thus, you may cast a touch spell,
transfer it to a weapon, and make an attack with
that weapon in the same round. You may only use
this feat with a spell that lists its range as touch. A
spell prepared with this feat takes up a spell slot
two levels higher than the spell’s actual level.

|mpacf Spe" (Mefamuqic)

Your damage-causing spells get extra benefit from
the Heighten Spell feat.

Prerequisites: Arcane spellcaster, Heighten Spell.

Benefit: If you prepare a damage causing spell
with a higher than normal level using the
Heighten Spell metamagic feat, the maximum
number of damage dice may be increased. If the
spell causes damage to one creature, or must be
split among multiple creatures (e.g. magic
missile), the revised maximum dice allowed is
given in the second column (Single). If the spell
causes damage to any creatures that fall within its
area of effect (e.g. fireball), refer to the third
column (Multiple) for the revised maximum dice
allowed. Using this feat adds another level to the
spell on top of the addition for the use of the
heighten spell feat.

-

2 10 5

4 15 10

6" 20 15

g 25 20

This table is duplicated in part from Core
Rulebook 11. 1t ignores the entry for 1* level.

Lasfinq Spe" (Meiumaqic)
You can make a spell last for much longer than
normal.

Prerequisites: Extend Spell, able to cast 3 level
or higher arcane spells.

Benefit: The character can change a spell’s
duration to one or more time units higher. The
time units are round, 1 minute, 10 minutes, hour,
day, week, month, year, decade and century. The
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first progression uses up a spell slot three levels
higher than the spell’s actual level, but the
spellcaster may extend it further by using up an
extra spell slot for each progression.

For example: alarm is a 1* level spell that lasts 2
hours per caster level. A lasting alarm is a 4th
level spell that lasts 2 days per caster level, and it
can be modified further, lasting 2 weeks per
caster level by using up a 5th level slot.

Spells with a concentration, instantaneous, or
permanent duration are not affected by this feat.

Learned Mefumaqic (Mefcmaqic)

Through hard work, study and dedication, you
have learned to combine your arcane knowledge
with your innate spellcasting ability, enabling
you to prepare certain metamagic spells.

Prerequisites: Ability to cast arcane spells
without preparation (like a bard or sorcerer), Int
13+, Spellcraft 8+, Knowledge (arcana) 8+ ranks,
any Metamagic feat.

Benefit: You can prepare metamagically-
enhanced versions of spells that you know exactly
like a wizard. Prepared Metamagic spells take up
a spellcasting slot of the appropriate level (against
a bard or sorcerer’s spells per day) until cast, per
the base spell and metamagic feat used to
augment it. This spell slot cannot be used to cast
another spell without wasting the prepared
Metamagic spell. Only spells known by the bard
or sorcerer can be prepared in this fashion, and
preparing a Metamagic spell takes a minimum
amount of time equal to 15 minutes plus the
enhanced levels of the spells prepared. A prepared
Metamagic spell is cast exactly as if the spell were
cast by a wizard, per the normal casting time of
the base spell, and once cast the Metamagic spell
cannot be recast without being prepared again.

Normal: Bards and sorcerers do not normally
prepare spells

Special: This feat does not provide knowledge of
any other Metamagic feat.

Maximise Spe" (Mefamcqin:)

You are able to cast spells to their maximum
effect.
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Benefit: All variable, numeric effects of a
maximised spell are maximised. A maximised
spell deals maximum damage, cures the maximum
number of hit points, affects the maximum number
of targets, etc. as appropriate. Spells without
random variables are not affected. A maximised
spell uses up a spell slot three levels higher than
the spell’s actual level.

An empowered, maximised spell gains the ‘
separate benefits of each feat: the maximum result
plus one-half the normally rolled result.

Meiuspe" (M'eiamaqic)

You can learn metamagically-enhanced spells
instead of standard spells.

Prerequisites: Ability to cast arcane spells
without preparation (like a bard or sorcerer).

Benefit: When you gain new spells, you have the
option of learning a metamagically-enhanced
spell in place of another spell of the appropriate
level. This spell takes up a spell-slot appropriate
for the normal level of the spell, modified by the
metamagic feat used to augment the spell. You do
not need to know the base spell nor the
Metamagic feat used to modify the spell in order
to use this feat. Once a metamagically-enhanced
spell is learned in this manner, you cannot cast the
spell without its metamagic enhancement, though
you can augment the spell in standard fashion
with additional Metamagic feats. A Metamagic
spell learned in this fashion is cast as if the
spellcaster were a wizard, without increasing the
time needed to cast the spell.

For example: A sorcerer normally gains a 5"
level spell on attaining 10" level. Instead of
learning a standard 5th level spell, a sorcerer
with the Metaspell feat could learn an
Empowered fireball spell (3" level spell +2 spell
levels for the Empower feat).

Mindless Effort (Metamagic)

You can continue to maintain a concentration
spell for a limited time without concentrating on
it

Prerequisites: Concentration 10 ranks.
Benefit: A concentration based spell cast using

this feat can continue to function without
concentration for a period of rounds equal to your
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o j/ primary ability modifier. If there is already a

modifier to the duration of the spell once
concentration has ceased, you may add your
modifier to that duration. This spell takes up a
spell slot one level higher.

Dowerless Spe" (Meiamuqic)

You can prepare or cast a spell for use as a
counterspell.

Benefit: You can cast a spell in such a way that it
has no effect beyond a simple light show, an
obviously powerless version of the real thing with
an instantaneous duration and no lasting effect. A
fireball would only be a billowing cloud of hot
air, a lightning bolt would become an obviously
powerless, but still impressive, display of static.
This allows you to show people that you have a
powerful spell without expending a high-level
spell slot, but the main use is in counterspelling.
As it is the spell itself and not the effect that
causes counterspelling, such a spell would have
very little effect on the real world, but could still
be used to counterspell. By giving up the entire
spell effect, you make the spell easier to prepare

and cast, so that a spell takes up a spell slot two
levels lower, but never lower than level zero.

Special: Spells whose effects are to negate or
counterspell magic still lose their effect. Soa
powerless dispel magic can only be used to
counterspell another dispel magic spell; it cannot
be used as an attempt to counterspell any other
spell (as that is the effect of a dispel magic spell,
lost through the Powerless Spell feat). Nor can a
powerless darkness spell be used to counter a
light spell, for the same reason.

Qupic' Scril:inq (Me’ramaqic) )

You are able to scribe scrolls you know af a very
rapid pace, provided you are willing to sacrifice
more experience to accelerate the process.

Prerequisites: Scribe Scroll feat.

Benefit: When determining how long it takes to
scribe a scroll, you must spend one day per 2,000
gp in the scroll’s base price. For spells that cost
less than 2,000 gp, you may scribe multiple
scrolls in the day, provided their total value does
not exceed 2,000 gp and you scribe a number of
scrolls no greater than your intelligence modifier
in a single day. You must pay 1/15" the base price
in XP when scribing scrolls at this faster rate.

Normal: Spellcasters normally require one day
per 1,000 gp base value of a scroll to scribe it and
pay 1/25 the base price in XP.

papfurous Spe" (Mehmuqic)

Your spells can be prepared or cast with an
enchantment that makes their effects extremely
pleasurable to the target.

Prerequisites: Access to the Enchantment school
of arcane magic or the Charm domain.

Benefit: Rapturous Spell can be applied
only to spells that affect a target
creature. In addition to the spell’s
other effects, the target of this spell
must make a Will save against it or
be stunned for one round due to
intense pleasure. This is a mind-
affecting, compulsion effect. A
Rapturous spell takes up a spell
slot 2 levels higher than the
spell’s actual level.
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Qeaclq -Spe" (Mefumaqic)

You can bring a prepared spell one step closer to
completion without actually casting it. This
allows you to discharge a spell with a much
shorter, easier completion method.

Prerequisites: Caster level 5+.

Benefit: You may partially cast a spell,
summoning its energy but holding it in check
until you choose to unleash it. Use a standard
action to complete the spell, but instead of
unleashing the energy you may release it as a free
action. You may hold a spell in this manner for a
total number of minutes equal to 5 plus your
Constitution modifier. If you do not complete the
spell before this duration, its energy dissipates
harmlessly. If you take damage or encounter any
other condition that would normally force you to
make a Concentration check to cast a spell, you
must make the skill check. If you fail, your
readied spell immediately discharges. If the spell
has an area of effect, it centres on you. Otherwise,
the spell affects a randomly determined, eligible
target in your line of sight or discharges in a
random direction if the spell appears as a cone,
semicircle, or other directional area. On a combat
grid, designate each side of the caster’s space with
a number from 1 to 4 and roll 1d4 to determine
where the spell fires. A spell prepared with this
feat takes up a spell slot two levels higher than the
spell’s actual level. As holding a spell takes a
certain amount of concentration, you may not cast
another spell while holding a spell.

Quicl(en Spe" (Mefamaqic)

You are able to cast spells in an instant.

Benefit: Casting a quickened spell is a free
action. The character can perform another action,
even casting another spell, in the same round as
the character casts a quickened spell. The
character may only cast one quickened spell per
round. A spell whose casting time is more than 1
full round cannot be quickened. A quickened
spell uses up a spell slot four levels higher than
the spell’s actual level.

Restore Effort (S peciaD

A spell that has been cast using the Mindless
Effort feat may be resumed

Prerequisites: Mindless Effort.
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Benefit: You may resume concentration of a spell
that was cast using the Mindless Effort Metamagic
feat. You must resume the spell before it expires
or the duration ends.

Special: Spells cast using this feat are still limited
by the normal duration of the spell cast.

pesimin Spe" (Mefamaqic)

You can make your combat spells have non-lethal
effects.

Prerequisites: Spellcraft 8 ranks.

Benefit: The character can make any of his spells
that deal hit point damage deal subdual damage ~
instead. A restrained spell uses up a spell slot one
level higher than the spell’s actual level.

Ritual Spe" (Meiamoqic)

Cast a spell as a six-hour ritual.

Benefit: A spell with a normal casting time of ten
minutes or less can be cast as a ritual with a
casting time of six hours. The ritual also requires
a number of (unskilled) helpers equal to the spell
level and must be conducted in a suitable place
appropriate to the spell, such as a temple or
wizard’s sanctum. The benefit is that the spell
takes up a spell slot one level lower than normal.

Special: If you have an appropriate sacrifice,
perform the ritual at the right time in the right
place, have an artifact or item of power or the
ritual fits in the story, the Games Master may
reduce the required spell slot even further.
Recommended for evil non-player characters,
whose terrible rituals the players must stop.

Notes: This is particularly useful to divine
spellcasters, who know high-level spells but
normally just cannot cast them. Many cleric
spells do well as rituals. Wizards can learn spells
of a level they cannot normally cast, but must
scribe them using the standard rules, not take
them for free when they go up in level. Sorcerers
and bards can never learn spells that they cannot
normally cast, and thus find this feat almost
useless.

Silent Spell (Metamagic)

You are able to cast spells silently.

Benefit: A silent spell can be cast with no verbal
components. Spells without verbal components
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l are not affected. A silent spell uses up a spell slot

one level higher than the spell’s actual level.

Special: Bard spells cannot be enhanced by this
Metamagic feat.

Sinq the Spe" (Mefumuqic)

Your voice when singing holds prisoner the
powers of magic.

Prerequisites: Perform (sing) 6 ranks.

Benefit: When a spell is sung, the caster may
replace a somatic or material component for a
verbal component. If the spell already has a
verbal component, the casting time of the spell is
increased by one increment, such that if the spell
can normally be cast in 1 action, the spell would
now require a full-round action. However, if the
spell had no prior verbal component, then the
casting time is not increased. Spells with material
components having a listed gold piece price
cannot be sung. Sung spells do not increase the
effective level of the spell.

Slow Spe" (Me|amaqic)

You can cast spells more slowly to gain power.
Prerequisites: Any Metamagic feat.

Benefit: Any spell with a casting time of a normal
action or less now has a casting time of a full
round. The benefit is that the spell takes up a
spell slot one level lower than normal. A spell can
never become less than it’s original level through
this feat, but the level modification for this feat
can be used to offset the level increase from other
metamagical feats.

Notes: A sorcerer or bard can use this feat, turhing
a full-action metmagical spell casting into a full
round casting time spell (not the same thing).

Spe" Aﬁiniiq (Meiamaqic)

Through research, study, introspection or
inspiration, a bard or sorcerer is able to learn more
spells.

Prerequisites: Int 13+, ability to cast 1* level
arcane spells without preparation.

Benefit: If a bard or sorcerer, you gain
additional bonus spells based on your
Intelligence modifier. These spells are
added to your number of spells known;
this feat does not increase the number of
spells that you can cast per day.

Special: The bonus spells provided by
this feat cannot be combined with the

bonus spells provided by any other feat
(based on ability score) except Cantrip.

Spell Chain (Metamagic)
You have learned how to make spells
flow together into a greater, more
powerful whole.

Prerequisites: Quicken Spell.

Benefit: You may cast two spells at once.
The casting time of the spell chain is
equal to the longer of the two spells
chained together. If you have to make a
concentration check during the casting of
a spell chain, the DC of the check is
based on the highest-level spell in the
chain. Once casting is complete, all
spells in the chain take effect normally.
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Each spell in a spell chain uses up a slot two
levels higher than the spell’s actual level. All
spells in a spell chain must be cast together.

Special: You may take this feat more than once.
Each time you take this feat, you may add an
additional spell to a chain. A character can chain
together a maximum of one spell, plus one
additional spell per point of intelligence modifier.

Stable Spe" (Meiomuqic)

You need not concentrate to maintain spells.

Benefit: A stable spell does not need
concentration. Any (C) note in the duration field
is replaced with a (D) note instead, which allows
you to end the spell at will. A Stable Spell uses up
a spell slot two levels higher than the spell’s
actual level.

Special: If you want to control aspects of the
spell, such as controlling the movement of an
illusion, you must still concentrate while in
control. If you do not concentrate, the spell effect
will still remain, without changing in any way.

Still Spell (Metamagic)

You are able to cast your spells without making
any gestures.

Benefit: A still spell can be cast with no somatic
components. Spells without somatic components
are not affected. A Still Spell uses up a spell slot
one level higher than the spell’s actual level.

S’rrafinq Cone/nuq (Meiamuqic)

You can cover a larger area with your cone and ray
spells.

Benefit: The caster turns his hands as he releases
a ray or cone spell, targeting more creatures with
it. It starts with the furthermost target and, for
every additional target outside the ray or cone’s
normal effect he wants to hit, all targets enjoy a +2
dodge bonus to their saving throws. The caster
decides how many additional creatures he wants
to target, and the targets cannot be outside a 180°
arc in front of him. A strafing spell uses up a spell
slot one level higher than the spell’s actual level.

Normal: Rays and cones have a specific area of
effect.
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qulise Spe" (Meiumaqic)

You can add illusionary elements to your spells
that make them more spectacular, but not more
powerful. y

Prerequisites: Access to the IHusion school.

Benefit: You can subtly change the appearance,
sound, taste or smell of spells you cast. The'
changes to the spell must not have any
appreciable game effect outside of making the
caster seem impressive. For instance, making a
wall of fire appear as something that isn’t hot and
dangerous would be out of the question, but
having it whisper your name would be acceptable.
The effects of this spell should never make
something dangerous seem less so or something
safe seem dangerous. It should never change the
apparent area of effect of the spell, disguise the
spell in any way, or simulate the appearance of
another spell.

Note: The Games Master should be careful not to
allow the caster to gain a practical benefit from
this feat aside from personal reactions of
spectators.

Sul)"e Spe" (Mefomaqic)

You know how to disguise the use of material,
verbal, and somatic components; thus making
your spell casting difficult to recognise.

Prerequisites: Spellcraft skill.

Benefit: When you cast a subtle spell those who
could observe you must make a Spot check
opposed by your Spellcraft check to identify that
you are casting a spell. A subtle spell uses up a
spell slot one level higher than the spell’s actual
level.

Normal: Without this feat spell casting is
automatically recognized as spell casting.

Notes: Casting a subtle spell still draws an attack
of opportunity. If the person taking the attack of
opportunity fails the opposed Spot check they
still get the attack of opportunity but do not know
why you let your guard down.
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: and bestow them upon a touched target (probably

," ’/ Touch to paq (Meiumaqic)

You can cast touch spells as ranged touch attacks.

Benefit: Any touch spell can be prepared and/or
cast as a ranged touch attack with a range of close
(25 ft. + 5 ft. for every 2 full caster levels). A
touch spell prepared or cast in this manner uses up
a spell slot two levels higher than the spell’s
actual level.

Transfer Spe" (Mefumaqic)

You can cast personal effect spells on others as
touch spells '

Benefit: A Transferred spell has a range of Touch
and is treated as a touch attack. In this way you
can cast a spell with a range of Personal and use it
on another person. This feat has no effect on
spells with a range other than Personal. The target
of the spell must accept the spell voluntarily. A
Transferred spell takes up a spell slot one levels
higher than the spell’s actual level.

For example: Divine favour (I* level) allows the
caster to call upon the Strength and Wisdom of a
deity for luck bonuses to his own hit and damage
rolls. Transferred divine favour (3" level) allows
the caster to call upon the strength and wisdom of
a deity for luck bonuses to hit and damage rolls

158

of the same faith).

Tric|< Spe” (Meiumuqic)

Opposing spellcasters cannot identify your spells.
Prerequisites: Spell Focus.

Benefit: The DC for others to identify the name or
school of a Trick Spell is increased by +4. Trick
Spells cannot be counterspelled normally. Dispel
magic can be used per its description to
counterspell a spell prepared as a Trick Spell.

A spellcaster must have Spell Focus in the sc'hool‘_
of the spell that he or she wishes to prepare as a
Trick Spell. A Trick Spell uses up a spell slot one
level higher than the spell’s actual level.

Virus Spe" (Meiamaqic)

You can make the victims of your spells become
carriers of its effects, ‘transmitting’ them to
anyone they come in contact with.

Benefits: Any nondamaging spell that targets a
single creature can be prepared or cast with Virus
Spell. A creature affected by a Virus Spell
transmits the spell’s effect by touch. The creature
can not choose not to transmit; it occurs
automatically.

If the spell has an instantaneous duration, the
effect is transmitted only once by each victim and
must be accomplished within one round per caster
level or the Virus effect is lost. If the duration is
longer, the spell effect can be transmitted once per
round until the duration ends.

Each potential victim of the Virus Spell receives a
saving throw against its effect, even if the original
spell did not offer one. If the spell did not have a
save, this defaults to Fortitude. Each victim can
be affected, successfully or not, only once. Then
they are immune to the touch of anyone under the
effects of that Virus Spell.

Once a person has been successfully affected by
the touch of a Virus Spell victim, he becomes a
carrier in turn. The maximum number of creatures
that can be affected by a Virus Spell is equal to the
caster’s level times itself. Thus, a 9" level caster
can affect 81 people with a Virus sleep spell.

A Virus spell takes up a spell slot 4 levels higher
than the spell’s actual level.
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FEATS OF
SKILL

eats of Skill presents those feats relating to
skills, and much, much more. Class specific

feats that do not fall into one of the other
categories, feats usable by all spellcasters, general
feats and non-combat related feats can all be found
herein.

Additional Spe“ (General)

You are able to cast one additional spell per day.
Prerequisites: Spellcaster Level 1+

Benefit: You can cast one additional spell per day
of one spell level that you already know. Once
chosen, the additional spell level cannot be
changed.

Special: A character can take this feat more than
once.

Aeml)afics (Generu')

You are at home in the air. You understand the

properties of wind resistance and aerodynamics

and how to optimize your situation in the-gif.
-~ l‘. ’/,/

include
guide

~

';'-\mg’ definsi
1 efensive
ag':)n check, you may

Benefit:

casting

opt not instead trigger an
attack of opp if you had cast the

Special: Ifyou are hit by an attack of opportunity
triggered because you failed the above
concentration check, you must still make yet
another concentration check or lose the spell
because of the damage.
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Aqile (Genera')

Your fingers and limbs are particularly deft.

Benefit: You gain a +2 aptitude bonus on all
Escape Artist checks and Sleight of Hand checks.

AIEF"I‘IGSS (GQI'IGPGI)

Your senses are particularly alert.

Benefit: You gain a +2 bonus on all Listen checks
and Spot checks.

Special: The masfer of a familiar gains the
Alertness feat whenever the familiar is within arnr’s §i
reach. ' \

Amazinq Aqiliiq (Geneml)

You have an innate sense of balance and always
seem to land on your feet when falling from any
height. Others will notice you move with a
natural, almost sylvan-like grace.

Prerequisites: Balance 12 ranks

Benefit: You may always Take 20 on any Balance
check, even for checks that would not normally
allow it. Use of this feat is a free action.

' B‘Tib&&gl.eader (General)
You hhye focused-on leading a small band or a
¢ body/of troops. .

rerequisites:

>
Benefit: Whmcts this feat, he or

she selects either the cohort option or the follower
option. Any followers or cohorts gained through
this feat are cumulative with those gained for
Leadership, this feat, or other feats that grant
followers or cohorts.

If you select the cohort option, you gain two
cohorts. One has a maximum level as determined
by your Leadership score. The second cohort has
a maximum level two experience levels lower.

If you select the follower option, you gain 12
times the number of followers specified by your
Leadership score.

Special: A character may gain this feat multiple
times, and the effects are cumulative.
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Animal I:PiemJ (Generul)

You quickly form an empathic relationship with
unintelligent animals, relying on your natural

talent and charisma to form tight bonds with them.

In particular, you are extremely adept at handling
and training newborn creatures of all types, from
dogs to dragons.

Prerequisites: Cha 13+

Benefit: You gain a +2 competence bonus to
Animal Empathy and Handle Animal checks.

Apothecary (General)

You have extensive knowledge of poisons and
how to distil and manufacture them.

Benefit: You can create any poison following the
craft rules using your Alchemy or Profession
(herbalist) skills, with a DC equal to the save DC
of the poison, except that each skill check

represents one day’s (rather than one week’s) work.
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Many poisons require more expensive or
rare components, as decided by your
Games Master.

Special: You must have an alchemist’s lab
in order to create a poison.

Notes: Depending on your campaign,
poison creation may be treated as a house
rule based on your Alchemy or Profession
(herbalist) skill, rather than a feat.
Alternatively, enterprising Games Masters
could create a Craft (poison) skill that '
accomplishes the same effect.

Arcane Expepi (General)
Through study or experience, you are an
expert on magical phenomena.

Benefit: You gain a +2 bonus to all
Knowledge (arcana) and Use Magic .
Device checks.

Avrcane Strike (Speciul)

You can deliver a touch spell via a melee
attack with any weapon.

Prerequisites: Spellcaster level 1+.

Benefit: You may imbue a normal or magical
melee weapon with one spell that you have
prepared. The spell remains active for up to one
round per level, after which time it dissipates
harmlessly. If you hit a target with a successful
melee attack with the weapon while it is charged,
the spell is discharged in addition to normal
damage. Only masterwork weapons may be so
imbued, and a magical weapon can hold up to one
spell per point of enhancement bonus. All spells
stored in a single weapon are discharged upon the
first successful melee strike. Only the character
that cast the spell can cause the weapon to
discharge in combat; the weapon functions
normally for all other characters.

Arcane Ward (General)

You know special rituals and meditation
techniques to protect yourself against the works of
arcane magic.

Benefit: You gain a +2 luck bonus to all saving
throws versus arcane magic. To receive this bonus
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you must have performed a 10-minute ritual or
meditation trance in the last 24 hours.

Avrea of Exper*ise (Gerleral)

You have done tremendous amounts of research
into a single area. Not only have you poured a lot
of energy into the academic study of the subject,
but you are also well connected to the current
rumours and news concerning that topic.

Prerequisites: Int 13+

Benefit: You gain a +2 competence bonus to
Knowledge checks in your chosen field. In
addition, when using Gather Information to
uncover rumours connected to your area you gain
a +2 competence bonus.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you choose this
feat, you gain it in a new area of study. You may
choose any topic covered by a Knowledge skill for
this feat.

Arfisun (Generul)

You have a knack for leaming Craft skills.

Prerequisites: At least 1 rank in three different
Craft skills.

Benefit: You gain a +2 competence bonus on
three different Craft skills of your choice. You
must have at least 1 rank in each of the skills to
which you choose to apply this bonus.

%imloqer (General)

You possess unique insight into the movements of
the stars. With enough time and the proper
materials you can predict auspicious days or
recommend beneficial courses of action.

Prerequisites: Knowledge (astrology).

Benefit: You may make a Knowledge (astrology)
skill check with a DC of 20 at the beginning of the
day. If you succeed you may roll a d10 to
determine the alignment of the stars during the
next day. A result of 1 to 3 indicates an
inauspicious day, 4 to 7 a normal day, and 8 to 10
an auspicious day. On inauspicious days the
Games Master may require you to re-roll one
successfully skill check. On auspicious days you
may re-roll one unsuccessful skill check.
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You can also make a Knowledge (astrology) skill
check with a DC of 30 to determine when and
where a child should be born to posses a specific
birth sign. You can undertake this skill check at
any time before or during the pregnancy.

Asteologic Magic (Special)

You know how to enhance your magic through
careful observation of the moon, stars and planets.

Prerequisites: Spellcaster.

Benefit: You can increase your effective caster
level by making a successful Knowledge v
(astrology) check versus a DC of 20. You are riot
permitted to Take 10 or 20 on this check, and
retries are not permitted. A successful check
increases your effective caster level by +1 for 24
hours.

Atheist (Generul)

Your disbelief in all things religious adds to your
resolve when facing divine foes.

Prerequisites: You must not subscribe to any
religion.

Benefit: You gain a +1 morale bonus to all Saving
Throws against divine magic.

Barqain (General)

You are a skilled negotiator, renowned amongst
other merchants, and will always strive for the very
best deal in any transaction. Valued by your
captain, you are able to keep the ship’s hold filled
with valuable cargo for long merchant voyages.

Prerequisites: Cha 13+

Benefit: You gain a +4 competence bonus to all
Profession (merchant) checks when buying or
selling goods.

Beast Tongues (General)

You can speak no matter what your form.

Benefit: As long as you can produce sound, this
feat allows you to speak, even if your form would
not ordinarily allow it. This is applicable to
monsters that normally lack speech or if you are
polymorphed into such a shape. You can now
speak any language you know and cast spells with
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I verbal components in any form. You can even
sing and use bardic music in any form.

Blind Cusiinq (General)

You are adept at casting spells against unseen
opponents. Specialised training has taught you
how to target spells using non-visual cues.

Prerequisites: Blind-fight

Benefit: When casting a spell that requires an
attack roll, you can re-roll your miss chance roll
once to see if you hit. The target of the spell must
be within 15 ft. of you. If the target is further
away than that, you do not get the chance to re-
roll your miss chance. Invisible attackers do not
receive a +2 bonus to hit you in melee, and you do
not lose your Dexterity bonus to Armour Class
when attacked by an invisible foe. Ranged attacks
from invisible foes still receive a +2 bonus and
negate any bonus to Armour Class your Dexterity
grants you. You suffer only half the movement
penalty for being unable to see, and darkness and
poor visibility reduces your speed to only three-
fourths your regular rate.

Bonus Spe" Focus (General)

Choose one spellcasting class. You receive more
bonus spells for that class.

Prerequisites: Spellcaster level 4+,

Benefit: You gain a +2 bonus to the appropriate
ability score for the purposes of determining how
many bonus spells you have available to you in
the chosen class.

Special: You can gain this feat multiple times if
you have multiple spellcasting classes. Each time
you take this feat, it applies to a different class.

Bookworm (Generul)

You seem to have a knack for locating information
needed when performing research

Benefit: Gain a +2 modifier to any research based
activities conducted in a library or laboratory.

Special: This feat stacks with all skill and
research enhancements applicable.
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Boen to pide (Genercll)

You are a natural in the saddle, no matter what
kind of creature it is strapped on.

Prerequisites: Ride skill.

Benefit: You ignore the penalties to your Ride
checks for riding a type of creature different from
the one on which you learned to ride.

Normal: Characters have their ranks in Ride
reduced by 2 when riding a different creature and
by 5 with a very different creature from the type
for which he chose his ranks.

Break Fall (General)

You have learned how to cushion the impact of a
fall.

-

-

Prerequisites: Dex 13+, Climb skill, Tumble skill.

Benefit: You ignore damage suffered from the first
10ft of any fall (e.g. when you fall 20ft., you only
suffer damage for 10). Furthermore, you may also
voluntarily raise the DC of a Tumble check to
further mitigate damage from a fall. For each +5
modifier you add to the Tumble DC, damage is
taken as if the fall were 10 feet shorter (e.g. by
adding a +10 modifier to the DC you could ignore
up to 40 feet of falling damage). You must still
succeed at your Tumble check or suffer the famage
from the full distance fallen, minus the first 10 ft.

Brutal (General)

You are exceptionally tough and violent.

Benefits: You may use your Strength modifier in
place of your Charisma modifier for Bluff, Gather
Information and Intimidate checks.

Camouﬂaqe (General)

You have mastered the art of concealing objects
and other creatures.

Prerequisites: Hide skill

Benefit: You can apply your Hide skill to objects
or even other creatures as a standard action. Often
this requires arranging scenery to provide superior
concealment. All normal Hide modifiers,
including size, apply. A creature hidden in this
manner cannot move about without breaking
concealment.
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You can hide objects and weapons on a creature:
use the size of the weapon to determine the hide
modifiers. A pat-down search allows the use of the
Search skill with a +10 circumstance bonus.

Campuiqner (General)

You can sleep in heavy armour and other
unpleasant conditions without suffering from
fatigue

Benefit: You can sleep in any kind of armour for
any amount of time without suffering fatigue
penalties or discomfort. Other conditions such as
sleeping on a hard surface, or with bed bugs,
which are uncomfortable but not dangerous will
likewise not prevent you from a good nights sleep.

Canirip Masierq (Specia')

You have mastered cantrips in a way that allows
you to use them more freely.

Prerequisites: Caster level of 3+, Knowledge
(arcana) skill 5 ranks.

Benefit: Instead of picking and choosing cantrips
(0% level spells) for the day, you can freely

cast in a single day (regardless of the number of
times this feat is taken), is also limited to the
casters Intelligence modifier.

Cast-lron Stomach (Generul)

You can consume the most unpleasant fare without
so much as a second thought.

Prerequisites: Con 13+

Benefits: You derive nourishment from spoiled
food and can avoid dehydration by drinking
seawater with few ill effects. By subsisting on
these unusual provisions, you double the amount
of time you can go without fresh food and water.”

Normal: A character without this feat can go
without food for three days, after which time he
must make a Constitution check (Dc 10+ 1 for
each previous check) or take 1d6 points of
subdual damage. A character without this feat can
go without fresh water for one day plus a number
of hours equal to his constitution score, after
which he must make Constitution checks as

use any cantrip available to you (known or
in your spellbooks) up to the total number
of cantrips you can cast per day.

Ccmh'ips (General)

Allow anyone to use 0-level arcane spells
Prerequisites: Int 13+, Knowledge (Arcana)

Benefit: Grants you the ability to know/
understand up to your Intelligence
modifier’s worth of cantrips (which you must
locate/be trained in). You can use your
selection of cantrips by preparing (as a
wizard) and using one per day. Anyone
trying to cast a spell (even though it’s just 0-
level) must meet all of the requirements and
suffer all of the penalties associated with the
use of arcane magics.

Special: This feat may be taken multiple
times; however, no additional cantrips can
ever be learned (past the individuals
Intelligence modifier). Each additional time
this feat is taken, the caster may prepare one
additional cantrip per day. The total
maximum number of cantrips that can be
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described above, with similar results for failed
checks.

Special: For this feat to take effect, you must have
access to formerly edible foods and a supply of
salt water. Otherwise you are just as vulnerable to
starvation and dehydration as any other character.

Causfic Wit (Geneml)

Your tongue is nearly as dangerous as your blade
and you always have an insult at the ready.

Benefit: You receive a +2 competence bonus to
any Intimidation skill checks and any Diplomacy
checks where a clever insult can help, such as
when haggling for a better price for your goods.

C'losen Animal (Generul)

You have a particularly strong affinity for a certain
kind of animal.

Prerequisites: Animal Empathy skill.

Benefit: You gain a +4 competence bonus to
Animal Empathy and Handle Animal checks with
your chosen animal.

Cold and Cunninq (GeneraD

You are particularly good at cheating on people.

Benefit: You gain a +2 bonus to all Bluff and Pick
Pocket checks.

Coml}ui Cusiinq (Genera')

You are skilled at casting spells in combat

Benefit: You gain a +4 bonus to Concentration
checks made to cast a spell while on the defensive.

Combat Co-ordinator (General)

Close attention to the ebb and flow of battle
allows characters with this feat to co-ordinate the
actions of their allies. This provides an advantage
and presents openings that might otherwise be
missed.

Prerequisites: Wis 15+, Base attack bonus of +6
or higher.

Benefit: With this feat, you are able to judge the
likely actions of your opponents and instruct your
allies in the best method of countering them.
Using this feat requires a full round action to
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analyse the current melee. On the round following
its use, provided that your allies can hear and
understand your directions, all friendly forces
receive a +1 to their attack rolls and are entitled to
an additional free 5 feet of movement. Though
these bonuses are not cumulative if the you
continue to use this feet, they will persist as long
as the feat is used and your allies can hear you.

Confirmecl anic (Genera') [

You have been around long enough to know that
the only person with your best interests at heart is
you.

Benefit: You receive a +2 bonus to Will saves
against enchantments and a +2 bonus to Sense
Motive checks.

Conteolled Breaﬂ‘linq (GeneraD

You can hold your breath for much longer than
most members of your race can.

Benefit: You receive a +4 bonus to your
Constitution checks to avoid taking damage from
suffocation, smoke inhalation, or drowning. You
also receive a +2 bonus when making a Fortitude
save against gas attacks.

Create Camouﬂuqe (General)

Gain the effects of concealment even when there is
none

Prerequisites: Hide skill 5 ranks, knowledge of
terrain used.

Benefit: You are so good at camouflaging
yourself, that you can increase your level of
concealment after 5 rounds of preparation. When
there is no concealment around you, you gain the
effects of one-quarter concealment (10% miss
chance). When in a concealed position, you are
concealed as if the level of concealment was one
place better. When using this feat, you must make
a successful hide check against a DC of 15 at the
beginning of the encounter (before the enemy sees
you). The DC is adjusted by the Games Master for
factors involved in your effort to camouflage
yourself, such as your starting appearance/dress
and the terrain involved. Your Hide check can also
be adjusted by taking more time to prepare.

Additional preparation time gains you a +1
modifier to your Hide check for every additional 5
rounds of preparation past the required 5 rounds



(to a maximum of +5). Each round that
you attempt to take an action while
camouflaged, your opponents can
attempt a spot check. This Spot check
is an opposed check against the score of
your Hide result. Once spotted, you
lose the benefit of this feat against your
opponent for the remainder of the
encounter.

Cross-CIass l_eapninq
(General)

You can learn a cross-class skill as if it
were a class skill.

Benefit: You may choose a cross-class
skill in which you have a certain knack.
You may treat this skill as if it were a
class skill.

Special: This feat may be taken
multiple times, choosing a new skill
each time. You are still limited by level
+ 3 for the maximum number of skill
points you may spend on this skill.

Cross-Class Secrets
(Genem[)

You can learn a prohibited skill.

Benefit: Pick one exclusive skill that is normally
prohibited to your class. You can now learn this
skill as a cross-class skill.

Special: This feat can be picked several times. It
does not stack. Each time, it applies to a new skill.

Notes: If you wish to learn the formerly prohibited
skill as a class skill, you can pick this feat, and the
Cross-Class Learning feat applicable to the same
skill.

Da Peclevi| (General)

You thrive when facing danger head on.

Benefit: Once per day, when performing a risky or
dangerous manoeuvre, you may gain a
competence bonus to a skill check equal to your
Charisma modifier plus half your character level.
This is especially effective when using the Jump
or Disable Device skills.
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Special: You may gain this technique multiple
times, up to a maximum number of times equal to
your level divided by three (round up). It may be
used only once per roll.

Dark Ancesipq (Generul)

You have fiendish ancestor whose blood still
taints your own,

Benefit: Atsome point in your family’s past, there
was an illicit coupling between a demon or devil
and a relative of yours. Throughout the
succeeding generations the taint has remained
dormant until you were born. You may choose two
features from the following list: bite attack (1d3
melee), darkvision, +2 to Fortitude saves against
poison, acid resistance 5, cold resistance 5,
electricity resistance 5, fire resistance 5, +1
inherent bonus to Strength, +1 inherent bonus to
Dexterity, or +1 inherent bonus to Intelligence.

Special: Taking this feat prevents you from
assuming a good alignment. This feat may only



feat may not be taken by outsiders of any kind.

Deafl'l TI'CII'ICQ (GQI'IGFCII)

You fear nothing. Not death, not the unknown,
nothing.

Prerequisites: Base attack bonus +1 or higher.

Benefit: You are immune to fear effects, and
confer a +4 morale bonus against fear to all allies
within ten feet.

De{ensive Casfinq .(General)

You are well trained in the art of defensive casting
Prerequisites: Dodge.

Benefit: This feat allows you to Take 10 on your
Concentration check for casting defensively.

Normal: You can avoid drawing an attack of
opportunity when casting a spell while involved
in combat. When casting defensively, you must
make a Concentration check with a DC of 15 + the
spells level or the spell fails. Casting a spell in
this fashion is a full round action.

Special: This feat can only be used when facing a
single opponent in melee.

Detect Poison (General)

You are a student of poisons and how they are
used.

Benefit: You can use your Search skill to detect
poison without casting the detect poison spell.
This is an extraordinary ability that requires a full
round action with a DC equal to the save DC of
the poison and can only be done at a range of 5
feet.

Dire Tl'weclfs (General)

You spent your life listening to gruesome tavern-
tales and the war stories of city guards. Maybe
you watched one of the bloodier executions of a
condemned criminal? As a result, only
extraordinarily creative threats of violence disturb
you and you know precisely the sort of horrible
things you can threaten people with to get their
attention.

Prerequisites: Wis 13+.
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Benefit: You receive a +2 bonus on all Intimidate
checks and to any Bluff checks that involve the
threat of violence (such as using Bluff in combat).
The DC to affect you with any Intimidate or
violence-related Bluff checks is in turn raised by
4.

Disease pesisiunce (General) _

You are naturally resistant to disease.

Benefit: You gain a +4 bonus on all Fortitude
saves against disease.

Doclqe APPOWS (GeI'IEPCII) . -
You have legendary skill skilled at dodging the
arrows of your opponents.

Benefit: You gain a +2 dodge bonus to Armour
Class bonus against all ranged attacks.

Doul:le-.joinfecl (Genercll)

You have extremely flexible joints at the wrists,
elbows, knees and ankles.

Benefit: You get a +4 competence bonus to
Escape Artist checks.

Special: You may only take this feat as a 1* level
character.

Drclconic B'ooc"ine (General)

The blood of dragons truly runs through your
veins.

Benefit: You have a remarkable affinity for arcane
spell magic; add +1 to the DC for all saving
throws against your arcane spells. You may also
treat the sorcerer class as a favoured class in
addition to any other favoured class that you gain
by race.

Special: You can only take this feat at 1* level
and this feat stacks with the Spell Focus and
Greater Spell Focus feats. Though you have
draconic ancestry you still gain the regular
bonuses and penalties of a typical member of your
race. You are also vulnerable to attacks that target
your unique draconic heritage (such as
dragonbane weapons) even though you are only
distantly related to dragonkind.
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Draconic WI" (General)

Your willpower is a thing of legend.
Prerequisites: Iron Will.

Benefit: You get a +2 bonus to all Will saving
throws. This bonus combines with Iron Will.

DI’CIC!DFISICI yer (Geneml)

You have been fated to slay dragons, and have a
supernatural defence against their attacks.

Benefit: You gain 5 points of Energy Resistance
against all dragon breath weapon attacks,
including those of half-dragons.

Special: You may only take this feat as a 1* level
character.

Dpaqon blood (Genera')

The blood of dragons runs in your veins and its
manifested power gives you a natural affinity for
arcane magic.

Prerequiste: Cha 13+.

Benefit: Sorcerer is a favoured class for you. This

is in addition to your favoured class based on race.

Special: You can take this feat any time you are
eligible to choose a new feat. When you take the
feat after 1* level, you have only just discovered
the latent magical affinity manifested by your
heritage.

quon-BIoocIecl (Generul)

You are descended from a dragon, and the power
of your blood has awakened.

Benefit: You must choose the dragon subspecies
you are descended from. Depending on your
choice, you gain one of the following benefits as a
racial bonus.

Species Racial Bonus

Black +2 save vs. poison and disease

Blue +2 save vs. Illusion magic and effects

Green +2 save vs. Enchantment magic and
effects

Red +2 save vs. fire attacks and effects

White +2 save vs. cold attacks and effects

Brass +2 save vs. fire attacks and effects
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Bronze +2 to Handle Animal and Animal
Empathy (can use untrained) checks

Copper +3 to Climb checks

Gold +1 to all saving throws

Silver +2 to Jump and Balance checks

Special: Reptilian races add +1 to all bonuses.

Draqon qus (Geneml)

Your eyes can see as well as those of a dragon.
Prerequisites: Wis 12+, Dragon-Blooded.

Benefit: You can s.ee four times as well as a human
in low light, and twice as well in normal light.

Draqon Friend (Generul)

You, your ancestors, your relatives, or an ally has a
strong, friendly relationship with a dragon. While
the dragon is not at your beck and call, you have
grown up around a dragon and are used to dealing
with them. Their unique psychology and
motivations are familiar to you, and you consider
them to be as familiar as the adventuring races.

Prerequisites: Cha 13+, Int 13+, and ability to
speak draconic.

Benefit: When confronted by a dragon, you gain a
+2 competence bonus to Diplomacy checks and
saves against the dragon’s frightful presence. In




addition, you can consult with your allied dragon
for aid. It is capable of casting spells for you at the
normal gp rate charged by non-player character
spell casters. The dragon never aids you in your
adventures, but it may offer advice and other
support. The dragon likes you, but it does not risk
its life for you.

Special: You must take this feat at 1* level. You
may take it at later levels only if the Games M
aster rules that you have earned a dragon’s
friendship through play.

DPCIqDI'! SEI'ISQS (GG“GI'CID

Your draconic blood expresses itself in your sharp
senses.

Prerequisites: Wis 12+, Dragon-Blooded, Dragon
Eyes.

Benefit: You can ascertain creatures by non-visual
means (mostly hearing and scent, but also by
noticing vibration and other environmental clues)
with a range of 30 feet, equivalent to the
blindsight ability.
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Deeams of the Past (Genera')

Some people occasionally experience dreams of
the past, reliving memories of an animal life before
the one they know. Many who revere nature pass
from one incarnation to the next, living multiple
lives until the soul is refined into purest balance.
As the soul begins to achieve that balance, it is
sometimes able to draw upon its previous
memories and even skills in order to use those
skills in this lifetime.

Prerequisites: Neutral alignment, Wis 12+,

Benefit: This feat is chosen for a single skill

A possessed by the animal or vermin that you were

in a previous life. This skill is considered a class ~
skill. Additionally, once per week, you may draw
upon the skills of your previous life, gaining a
number of ranks in that skill equal to 1d6 + his
Wisdom modifier. During that time, however, you
take on traits and mannerisms appropriate to that
former life, from the articulated, precise
movements of a giant spider (Climb) to the
inquisitive eyes and cocked head of a listening
bloodhound (Listen).

Special: This feat may be taken multiple times,
each one for different skills. Note that when this
feat is taken, a ‘past life’ must be chosen that
corresponds to the skill. This past life is limited to
that of an animal or vermin.

Duck & Weave (General)

Having been involved in many battles between
ships, you have learnt to keep your head down
when the arrows and ballista bolts start flying
overhead. Unconsciously taking advantage of
every scrap of cover, from bulkheads, railing and
masts, up to other crewmen, you carry on your
ordinary duties aboard the ship but whilst under
much greater protection.

Prerequisites: Dex 15+,

Benefit: So long as you are not flat-footed or
surprised, you always count as being in three-
quarters cover against ranged attacks whilst on
board a ship. This will grant you a +7 cover
Armour Class bonus and a +3 cover Reflex save
bonus, affording you far greater protection than
other crewmen.




ECIP D{ Qoqa"q (GGI'IGPCII)

You are a natural negotiator.

Benefit: You gain a +2 bonus on all Diplomacy
and Sense Motive checks, +4 if you are wearing
no visible armour or weapons.

Eaes of the Fox (General)

You have an extremely keen sense of hearing.
Prerequisites: Listen skill.

Benefit: You receive a +3 bonus to Listen
checks.

Special: You can roll a Listen check with a -5
penalty to wake up from a menacing noise.

Eidetic Memorq (General)

You have a very sharp memory for details. You
can recall anything that you have seen with
almost perfect clarity allowing you to recall the
text on the page of a book or the exact size and
shape of the runes inscribed on a door.

Benefit: You receive a +2 competence bonus to
any Intelligence checks that you make to recall
the details of something you have seen, a book
you have read, or a conversation to which you
have listened. Furthermore, you make an

Intelligence check (DC 20) to recall anything you

have seen with photographic clarity or to recall
the series of turns necessary to return to the
starting point of a maze. You may not retry this
check for any given object if you fail. Also, you
may not use this feat to prepare spells you have
seen in spellbooks or on scrolls.

Flemental Attunement (General)

You senses are honed to detect the dance of the
elements, granting you an uncanny sense for
magic.

Prerequisites: Wis [3+.

Benefit: Whenever magic is cast within one
hundred feet of your position, the Games Master

secretly rolls a Will save for your character as if he

were the target of the spell (even if the spell does
not normally target or require Will saves). If this
Will save is successful, your character is

immediately aware that magic was used and knows
the location of the caster. This is only a brief flash

of insight; if the caster quickly moves or is

concealed in some manner you may not be able to

identify him.

Emissarq (Genera')

You readily make an empathic bond with strange
animals and alien, magical creatures. Your bearing
and actions set them at ease, and you often find
alien creatures warming up to you with little effort

on your part.

Prerequisites: Cha 13+,

Benefit: You gain a +2 competence bonus to
Diplomacy and Charisma checks made when
dealing with non-humanoid creatures. Of course,
you must have some way to communicate with the
creature in order for this bonus to be effective.

Endurance (Genem')

Your stamina is incredible, making you capable of

amazing feats of endurance.

Benefit: Whenever you make a check for

performing a physical action that extends over a
period of time (running, swimming, holding your
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check.

Enc’umnce Swimmer (Geneml)

You are very adept at swimming while carrying a
heavier-than-normal load.

Prerequisites: Str 13+, Endurance.

Benefit: You suffer a—1 penalty on Swim checks
for every 20 pounds of armour and equipment you
carry, up to your maximum load.

Normal: Characters wifhout this feat suffer a -1
penalty on Swim checks for every five pounds of
armour and equipment carried while swimming.

Enter the Unconscious Mind
(General)

You are in control of your own dreams.
Prerequisites: Concentration 6 ranks.

Benefit: You are unaffected by any spell that
targets your unconscious mind while you are
sleeping such as nightmare. Furthermore you gain
a +2 competence bonus to saves against illusions.

Efiqueﬂe (Geneml)

You know how to handle yourself in just about
any situation.

Prerequisites: Cha 13+

Benefit: When making a Diplomacy skill check,
you ignore any circumstance penalties for dealing
with those of a different culture. You also gain a
+2 circumstance bonus on your Charisma check to
alter a non-player character’s initial attitude
toward you.

Experi Climber (Geneml)

You are an accomplished climber and athlete.
What others see as an imposing obstacle, you see
as a challenge. Your skill comes either from days
spent scaling mountain peaks or the sides of
buildings in sprawling metropolis.

Prerequisites: Dex 15+,

Benefit: You gain a +2 bonus to all Balance and
Climb checks. In addition, you gain a +2 bonus to
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Rope Use checks, such as those used to make a
rope ladder or to tie notes into a line, making it
easier to climb.

Experf Healinq (General)

You have a great knowledge of healing
Prerequisites: Heal skill 5 ranks.

Benefit: When attempting to heal a comrade after
battle, you can attempt a heal check against a DC
equal to the number of points of damage sustained -
during the encounter. A successful check allows
you to heal 1d4 hit points of damage.

-

Special: This feat can only be used once after
each encounter where damage was suffered. The
maximum amount of healing is always limited to
damage sustained from fresh wounds only (not
wounds from a previous encounter).

qu for Qualiiq (General)

You quickly judge the value of items, drawing on
your experience in assessing the quality of goods.
This also grants you insight into making
believable fakes.

Prerequisites: Wis 15+

Benefit: You gain a +2 bonus to all Appraise and
Forgery skill checks.

qus D{ ﬂ'ne HCIWIK (General)

Your eyes can pick up targets from far away.
Prerequisites: Spot skill.

Benefit: You multiply the range increment and
spotting distance of all ranged weapons by 1%.

Fair Visaqe (General)

You are unusually comely for your race and
gender, something you are well skilled in using to
your advantage. Others find you pleasant to look
at and you can usually dominate a conversation or
gathering through appearance alone.

Benefits: You gain a +1 bonus to all Diplomacy
and Perform checks if the audience involved is
primarily made of beings that would find you
attractive (same or similar race, etc.).
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You may also use your appeal against those who
would find you sexually attractive. If the
subject(s) of your enchantment spell or bardic
fascination would be attracted to you by race and
sexual preference, you gain a +1 to the DC of any
such attempt.

Fake Spell (General)

You can mimic the casting of spells
Prerequisites: Spellcraft skill.

Benefit: You say the words and make the gestures,
but you just do not have the power needed to
make the spell actually happen... it just looks
like you do. You must have seen the spell you
want to fake being cast several times in order to
fake it. Anyone can see through your trickery with
an opposed Spellcraft check.

Special: Somebody who has readied an action to
counterspell and who fails to see through your
trickery will think you are about to cast the spell
being faked.

Notes: If the spell effect would have been

i % '
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you shrug off fear and continue you on your way,
unaffected by even the most fearsome beasts.

Prerequisites: Iron Will.

Benefit: You gain a +3 competence bonus to all
saves versus fear effects.

Find Flaw (Generul)

You have an expert understanding of structural
integrity and how to reduce it.

Prerequisites: Craft (within the items broad
category type) skill, Knowledge (engineering
skill. -

Benefit: There is a chance you can find a flaw in
the design of an object and exploit that flaw to
your benefit. You must study the item for at least
three rounds before attempting to use this feat.
During the period of study, you are only capable
of taking a partial action each round. At the end of
the study period you must make an intelligence
check against the break DC of the item in

question. You can add a +1 modifier to your check
roll for each additional 3 rounds of study past the

unnoticeable (such as most divination
spells) or you can fake the effects of the
spell (perhaps through illusion, alchemical
pyrotechnics or a willing accomplice),
people watching you will believe the spell
was real. Bluff, Perform, Alchemy and
several other skills may be helpful in
achieving this, but faking the spell effects
themselves is outside the scope of this feat.

Fast Mover (Generul)

You can move faster than normal
Prerequisites: Dex 15+, Run.

Benefit: Add +5 to your base movement
rate when wearing light armour or less.

Special: This feat can stack with other
movement bonuses (such as the barbarian
and monk class abilities). This feat can be
taken multiple times.

FGCI PIESS (General)

You have a strong grip on your nerves and
are very difficult to terrify. Whether it is
through experience or sheer stubbornness,
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' ’/ first 3 required rounds (to a maximum bonus of

+5). If you succeed on the Intelligence check, you
have found a flaw in the object and can use this
feat to exploit that flaw when trying to damage or
destroy the object. When attempting to destroy an
item that you have found a flaw in, the hardness of
the object is effectively reduced by your
Intelligence modifier.

Fletcher (General)

You have a special talent for crafting your own
arrows.

Prerequisites: Craft (bowmaking) skill.

Benefit: You gain a +3 to Craft (bowmaking)
checks and, once per day, when you run out of
arrows during an encounter, you find that you
have 1d8 extra arrows you crafted earlier. You
must declare you are making more arrows in order
to use this ability again.

Fomqe (General)

You are an expert survivalist, able to find
sustenance in any terrain.

Prerequisites: Wilderness Lore skill.

Benefit: You gain a +3 bonus to any Wilderness
Lore when looking for food that does not involve
hunting. '

Fortune (Genem')

You have unusually good luck

Benefit: You gain the power of good fortune;
which is usable once per day. This extraordinary ~
ability allows you to reroll one roll that you have
just made. You must take the result of the reroll,
even if it’s worse than the original roll.

Focused (General)

Your sense of determination makes others uneasy.

Benefit: You get a +2 bonus on all Concentration
and Intimidation checks.

Gifted Learner (General)

Your wide-ranging studies and knack for learning
mean you gain more skill points at each level.

Benefit: From this point on, you can add one
additional skill point for each level you gain.

Golden Tongue (General)

You possess excellent speaking skills and have an
in-born talent for bringing people around to your
point of view.

Benefit: You receive a +2 bonus on all Diplomacy
checks. You also receive a +2 bonus on Bluff
checks, except on checks for feinting in combat
and creating a diversion to hide.

Grace Under Pressure (Generul)

You have very strong control over your emotions
and are difficult to panic or confuse. You can
remain calm in the face of grave danger and are
resistant to spells and magical effects that cause
panic or confusion.

™ Benefit: You receive a +2 bonus to resist magical

fear and confusion. Note that this bonus also



increases the DC of any attempts to Intimidate a
character with this feat.

Greaf Forfifuc'e (Geneml)

You are tougher than most others.

Benefit: You receive a +2 bonus to all Fortitude
saving throws.

Gpeafep Disease pesisfunce

(General)

You are even more resistant to disease.
Prerequisites: Disease Resistance.

Benefit: You reduce the initial and repeated
ability damage inflicted by any disease by one.

Grim Determination (General)

When others turn and flee in the face of
overwhelming odds or an unearthly horror, you
have only just begun to fight. When exposed to
magical fear, something inside you snaps and fills
you with an even greater determination to
overcome your foes.

Prerequisites: Fearless, Iron Will.

Benefit: When you make a successful save against
any fear effect, you gain a +2 competence bonus to
hit against the source of the fear. This bonus lasts
until the encounter ends or until you miss another
saving throw against fear. After missing a fear
save, you cannot use this feat for 24 hours as your
self-confidence is too rattled for you to focus
yourself.

Greater Poison Resistance (General)

You are even more resistant to poison.
Prerequisites: Poison Resistance.

Benefit: You reduce the initial and secondary hit
point and ability damage inflicted by poison by
one.

Greater Spell Toughness (General)

You are incredibly resistant to spells cast from a
chosen school.

Prerequisites: Spell Toughness, Will save +6.
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Benefit: Add +4 to your saving throws against
spells and spell-like effects from a chosen school
of magic that you have previously chosen Spell
Toughness for. This bonus supersedes (does not
stack with) the bonus provided by Spell
Toughness.

Special: You can choose this feat multiple times
but its effects do not stack. Each time it is chosen,
it must be applied to a different school of magic
that meets the above prerequisites.

Green Thumb (Generu[)

You are gifted in working with plants.

Benefit: You get a +2 bonus on all Alchemy and
Profession (herbalism) checks.

Herculean Effort (Genera')

You can temporarily perform great acts of strength.
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: 7/ Benefit: You can add +4 to your Strength ability

score for purposes of lifting and carrying weight
and for figuring your Strength bonus on ability
checks for a number of rounds equal to 3 plus your
Constitution modifier. After this time you are
fatigued (-2 to Strength, -2 to Dexterity, cannott
run or charge) for the rest of the encounter. Your
increased strength does not affect attack or
damage rolls, combat manoeuvres like Grapple,
Bull Rush and Trip, and does not increase your
Strength bonus on skill checks.

Hide Tracl(s (Genem')

You are skilled at concealing the passage of
yourself and others by hiding your tracks.

Prerequisites: Track.

Benefit: You can conceal the tracks you and your
companions make while moving. Add your skill
bonus in Wilderness Lore to the difficulty of
following your tracks. You can move at full speed
while hiding tracks; if you move at half speed, you
impose the additional +5 DC modifier on tracking
rolls noted in the Track description, Core
Rulebook 1.

Normal: Anyone can use the Wilderness Lore
skill to remove the traces at a campsite or the
search skill to hide clues at a location.

ICI.j Calm (General)

Having grown up on a diet of unnerving
situations, you are particularly difficult to
frighten. You might not enjoy your own fear, but
you have certainly grown used to it.

Prerequisites: Wis 13+

Benefit: You receive a +4 cultural bonus on all
saving throws against effects that induce or cause
fear. In addition, when you are shaken, you suffer
only a -1 morale penalty to your attack rolls, saves
or checks, rather than the usual -2.

|mproved Aleetness (General)

Your senses are so well honed that you are able to
react to events slightly sooner than others, making
it very difficult to catch you with your guard
down.

Prerequisites: Alertness.
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Benefit: At the beginning of combat, you are not
considered flat-footed against enemies in your line
of sight during the round before you rolled
Initiative. You must have rolled Initiative in the
round. Therefore, monsters that act before you roll
for Initiative catch you flat-footed. You are not
flatfooted against enemies that you can detect. An
undetected enemy who attacks you catches you
flatfooted, even if you have already rolled for
Initiative.

'mprovecl Caster Level (Genera')

You can compensate for a lack of focus in your
magical development -

Prerequisites: Multiclass spellcaster

Benefit: Your caster level in one spellcasting class
is increased by one, but no higher than your
character level.

Special: This feat can be learned several times
and stacks with itself.

For example: Yushu is a 5" level sorcerer. She
advances in character level to six, and decides to
advance as a rogue. She also acquires a new feat,
and picks this one. Her caster level as a sorcerer
is now 6" so her fireball has range of 640' and
does six dice of damage, but the number of spells
she can cast and learn are still those of a 5* level
sorcerer.

Note: This means that a multiclassed spellcaster
can increase the power of his spells up to his
character level. It does not allow you to learn,
prepare, or cast more spells. Your caster level as a
paladin or ranger (or any other class whose caster
level is half the class level) cannot be improved
past half your character level.

'l'l'lPPOVGJ Concenfrahon (GEI'ICPCID

You can maintain concentration more effectively
than most.

Prerequisites: Skill Focus (Concentration)

Benefit: You gain +5 bonus on all your
Concentration checks.

I mprovec' EI'ICIUPCI nce (GGI'IQFCII)

You are capable of going longer than usual
periods of time without food and water. Through
sheer force of will and inhuman endurance, you
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can resist the ravages of exposure, dehydration
and malnutrition.

Benefit: A character with this feat gains a +4
bonus to Constitution checks to resist subdual
damage caused by a lack of food or water. You
become fatigued due to starvation or dehydration
after failing two Constitution checks, rather than
one.

|mprovec| Low-liq“ Vision (General)

Your eyes are much better attuned to low-light
conditions.

Prerequisites: Low-light vision.

Benefit: The range of your vision under poor light
conditions is 100 feet.

Normal: The maximum range for low-light vision
is usually 60 feet.

|rnprovec] Qecoverq (General)

You heal regardless of your level of activity.
Prerequisites: Con 13+,

Benefit: Even if you have been active or in
combat the day before, and even if you miss sleep
entirely, you still recover hit points and temporary
attribute damage each morning.

I mprovecl TOI.IqI'II'IeSS (GGI'IGI‘CII)

You are tougher than normal.

Prerequisites: Toughness, base attack bonus +3
or higher.

Benefit: You gain +6 hit points.

Special: This feat allows you to gain a greater
benefit compared to Toughness, but with a base
attack bonus requirement. It can be taken any
number of times and stacks with itself and the hit
point bonus provided by the Toughness feat.

|n|:rec|sed Currqinq Capucifq
(Generul)

You are used to carrying heavy loads of equipment
and can shoulder a much heavier burden than
someone with your strength is normally capable of
handling.

Benefit: You receive a +2 Strength bonus for the
purposes of determining your carrying capacity
This bonus does not apply to the maximum weight
you can lift over your head. You receive the bonus
only if you are able to adjust the weight across
your body or otherwise optimise its placement.
Thus, you don’t receive this bonus if you try to
pick up a large rock, but you do receive it if you
are loading your backpack and belt pouches with
gold coins.

lndefuiiqal:le Hero (General)

You have the innate ability to go on, and on, and
on...

Prerequisites: Great Fortitude, Iron Will

Benefit: You gain a +1 to all Fortitude and Will
saves.

Inner Depths of the Soul (General)

You have tapped an inner reserve of power, and
you XP costs are reduced.

Prerequisites: Int 13+, Wis 13+, Cha 13+,
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Benefit: Any time you cast a spell with an XP
cost, manifest a power with an XP cost or create a
magic item, the XP cost is reduced by 10%.
Fractional XP costs are rounded up.

Special: A character may gain this feat multiple
times. Each time you take this feat beyond the
first, the ability score requirements each increase
by 2 and the XP cost discount is increased by 5%.

For example: At 6" level Garmand took Inner
Depths of the Soul as his feat. He met the
prerequisites of 13 or higher in Intelligence,
Wisdom and Charisma. -The XP cost discount is
10%. At 9* level, he wishes to take the feat again.
He must meet the increased prerequisites of 15 or
higher in Intelligence, Wisdom and Charisma. If
he does, then the feat will grant a total discount
of 15% to XP costs.

Inspire Loyalty (General)

Having been with your cohorts through thick and
thin, they now look to you with great respect.
Every one of them will be prepared to put up with

great hardships before the word ‘mutiny” is ever
uttered and they will always follow your lead in
direct combat, refusing to surrender whilst you
fight alongside them.

Prerequisites: Leadership, Inspiring Leader.

Benefit: So long as you are alive and seen to be
fighting, your allies will automatically pass any
Morale check they are required to make during
combat.

|nspirinq Leader (Genera')

You work to inspire your followers and cohorts
and raise their morale. :

Prerequisites: Cha 13+, Leadership

Benefit: Your cohorts gain a +1 morale bonus to
attack and damage and a +2 morale bonus to
saving throws versus all fear effects and mind-
affecting spells and abilities while you are
personally directing their efforts. This bonus will
last for up to one minute without additional orders
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Leaclersl'lip (Genera‘)

Prerequisites: The character must be at least 6th level.

Benefit: Having this feat enables the character to attract loyal companions and devoted followers,
subordinates who assist her. See the table below for what sort of cohort and how many followers the

character can recruit.

1 or less - - - -
3 2nd - B -
5 3rd - - -
7 5th - B -
9 6th - - -
11 7th 6 - -
13 9t 10 1 -
15 10th 20 2 1
17 12th 30 3 1
19 13th 40 4 2
21 15th 60 6 3
23 16th 90 9 5
25+ 17th 135 13 7

being given. All cohorts and followers within
thirty feet gain a +1 morale bonus to attack and on
saving throws versus all fear effects. These
bonuses remain in effect for up to one minute if
you are dropped in combat.

leon Will (Geneml)

Your wi" is simnqer- ||1un ||19 NOPm.

Benefit: You gain a +2 bonus to all Will saving
throws.

Keen—qus (General)

You have an attentive eye for details

Benefit: You gain a +2 aptitude bonus on all
Search checks and Sense Motive checks.
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Knowinq Glance (Generul)

You are adept at reading another person’s
mannerisms.

Prerequisites: Diplomacy, Listen, Sense motive
and Spot skills.

Benefit: This feat grants a +4 competence bonus
to Sense Motive checks, +6 if you possess any
levels in the aristocrat or noble classes.

Knowlec'qe I:DCI.IS (General)

You just seem to remember a bit more small detail
about a given topic than the next fellow.

Prerequisites: Int 13+
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Geneml Lem:lenl'lip Modifien

Great prestige
pecial power

Aloofness

Cohort-Only Leadership Modifiers

Has a familiar/paladin’s warhorse/

Caused the death of a cohort

Follower-Only Leadership Modifiers

-2 animal companion

ro
*
']

+2 guildhouse, and so on

Has a stronghold, base of operations,

Caused the death of other followers

Benefit: You gain a +1 bonus to any 3 Knowledge
skills of your choice, and those Knowledge skills
become class skills for all your classes.

Learninq Musferq (General)

You can increase your maximum ranks allowable
by 1 rank

Benefit: You can raise your skill point limit by
one point (i.e. class level +4).

Normal: You are limited to your level +3 for the
number of ranks you may have in a skill.

Special: You do not gain any skill points from
this feat, you only get to increase you maximum
limit. This affects both class and cross-class skills
(cross-class skills are still based on 2 your max
class skill ranks. This feat can only be taken once.

Learninq Sacrifice (Genera')

Allows you to sacrifice a feat to gain a bonus
number of skill points

Benefit: Rather than learning a feat, you may add
an additional number of skill points to you
character’s skill point pool. The number of skill
points gained is equal to your Intelligence
modifier.
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Special: You are still restricted in the number of
skill points you can have in any one skill (based
on level). This feat may be taken multiple times.
The number of points gained is based on
Intelligence at the time the Skill Learning feat is
taken. Changes to Intelligence after the fact do
not impact the number of skill points gained.

Leqendarq Touql'mess (GenemD

You have the extraordinary ability to negate small
amounts of damage.

Prerequisites: Con 13+, Great Fortitude,
Toughness, base attack bonus +12 or higher

Benefit: You gain Damage Reduction 1/-,
allowing you to negate the first point of damage
that you suffer every time that you take hit point
damage. This can reduce the amount of damage
that you suffer to 0 but never below 0.

Special: This feat can only be taken once and
stacks with all other feats and abilities that
provide damage reduction.

Life Line (Geneml)

Your mental ability to overcome pain and
suffering can help to save your life

T mm—m," -
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Benefit: When dying, your chance to stabilise is
10% for each point of your constitution modifier.
Likewise, all recovery efforts, whether aided or
unaided are also 10% for each point of your
Constitution modifier.

Normal: The normal chance to stabilise is 10%

Light Sleeper (General)

The slightest noise rouses you awake. It is very
difficult to sneak up on you while you sleep.

Benefit: While you are sleeping, you are allowed
to make a Listen checks as if you were awake. If
you succeed at the check, you automatically wake
up. However, you must make a second Listen
check to determine what caused you to awaken.
While you know that some noise woke you up,
you do not initially know the source or nature of
the noise after waking up.

Liql\fninq Reflexes (GeneraD

Your reflexes are faster than normal.

Benefit: You gain a +2 bonus to all Reflex saving
throws.

LinLecl Learninq (General)

You have created a special relationship between
two normally unrelated skills.

Prerequisites: 5 or more ranks in both skills to be
linked.

Benefit: Choose any two skills, regardless of
relationship and gain a +2 synergy bonus to one of
them. This relationship should be established
through your character’s history, or a role-playing
development. All links are based on the discretion
of the Games Master and should make sense based
on the character’s background.

Special: This feat does not stack with skills that
already have synergy bonuses.

Lookout (Genera')

You are capable of spotting creatures, vessels and
other objects from a great distance, providing you
have an elevated position from which to survey
your surroundings.
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Benefit: For every five feet of elevation above
the terrain you are observing, you triple the
distance you can see without penalty to your Spot
checks. For example, if you were standing in a 10-
foot-tall crow’s nest, you could see up to 60 feet
without penalty, or up to 120 feet at 01, up to 240
feet at -2, and so on. '

Normal: Characters who lack this feat incur a -1
penalty for every 10 feet of distance between
themselves and the creature or object they are
attempting to spot.

Muqic Secref (Generul)

Your magic is intrinsically linked to a secret act ~
either performed by yourself or a member of your
family in the past.

Benefit: Because all of your magic is tied to a
secret, those not knowing this secret find it harder
to unravel your spells. The difficulty of any
Dispel check against your spells is 15 + your
caster level instead of the normal 10 + caster level.
But the drawback is that anyone who knows your
magical secret will automatically succeed in any
Dispel check against your magic.

Special: The effects of the spells are not changed
in any way. The feat affects all your spells from
the moment you learn it; you cannot avoid using
it

Notes: A magical secret can be most anything, but
it must be something that is possible to figure out.
A secret name, your birthday, the name of your
mentor or patron, the fact that you are of a strange
race or parentage, your sex (or lack thereof), the
true colour of your hair; all are possible spell
secrets, Anyone researching your background or
making their knowledge skill roll about you will
learn you have this feat, but not what your exact
secret is.

Mark of the Feq (Generul)

Either from birth or from performing a noble deed
for the fey, you have been marked as one of the
champions of the fey.

Benefit: You receive a +2 to all Charisma-based
checks when dealing with the fey.

Special: Must be taken at 1* level or with the
permission of the Games Master.
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.,, Master Helmsman (General)

You are gifted with an innate knowledge of the

wind and the sea, the winds and the currents being
your own private domain. When in control of any
vessel, you can coax just a little extra speed out of
it, easily outdistancing pursuers in similar ships.

Benefit: When at the wheel or rudder of a shj
you are able to take advantage of each)%hi
wind and every current your vessel cgmes
contact with. Both the base and daily lgovemengt

rates of the ship are increased by 10% d
expert handling. /

il
Mimicrq (Generul)

You can replicate almost any natural Soun
have ever heard '. :

Prerequisites: Performskill. of
-
Benefit: As a standard action, ypu cah imitate
almost any sound (footsteps, a d r §pening or
closing, or two people fighting). Yop cannot
simulate anything louder than a sholt or duplicate
the sound of any magical effect like a banshee's
wail. Use the Perform skill opposed by the
audience’s listen skill to be convincing.

Normal: Any performer capable of mimicking can
imitate voices and common animal sounds.
Imitating speech patterns and mannerisms is
covered under the Disguise skill.

Special: You cannot make the sounds appear to
come from somewhere else without additional
abilities beside this feat.

Mind’s qu (Geneml)

Gain an additional resistance to illusions and
enchantments.

Prerequisites: Iron Will.

Benefit: Gain an additional +2 to Will saves
against the effects of illusions and enchantments.

Special: This additional modifier stacks with Iron
Will.

Prerequisites: Knowledge (seamanship) 8 ranks /*/

Minoe Spel! Mastery (General)

Youhave be e s)\familiar with a O-leve] spell
that it mes SE t .

2 b{eco es Sgeo r_lgtﬁe {)you
ing\ veh3+.

et e ‘_ :
For ex&ﬂ'_ iple: A 9" evel lBard’ with 19 Charisma

decides to take this feat. He picks detect magic
spell to master. Normally, he can cast three 0-
level spells per day. Now, he can only prepare
and cast two 0-level spells. However, he can cast
detect magic 4 times per day as a spell-like ability.

Mount Empaﬂ:q (General)

You and your mount understand each others’
quirks and desires, making a much better team
than other riders and their mounts.

Prerequisites: Animal Empathy skill, Ride skill,
must speak sylvan or be an elf.

Benefit: As a move-equivalent action, you can
whisper to your mount in sylvan and coax a higher
performance from it, enjoying a +4 bonus to a
Handle Animal check to ‘push’ the animal.
Possible push actions include multiplying the
mount’s run speed by 5 instead of 4, coaxing
additional travel distance, or guiding the mount
into performing a trick it has not learned (see Core
Rulebook II).

Natural Centre (Generul)

You are able to enter a deep meditative state,
revealing the location of living creatures in your
immediate vicinity.

Prerequisites: Concentration skill 10 ranks,
Sense Motive skill 10 ranks.

Benefit: You may make a Concentration check
(DC 25) to suddenly become aware of the location
of all living creatures in a twenty foot radius,
regardless of obstructions. During the round this
feat is used, you can see invisible, ethereal, or
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concealed creatures. Use of this feat is a move
equivalent action. If you have an attack
remaining during the round Natural Centre is used,
you may attack invisible, ethereal or concealed
creatures with no penalty or miss chance, though
ethereal creatures are still intangible. '

.“

Natural Leader (General)

You are adept at leading organised efforts

Benefit: When organising a co-operative effort,
each helper can add the leader’s Charisma bonus
to their individual check rolls.

For example: A group of 3 heroes is attempting to
move a heavy boulder. This requires a strength
check against DC 10 for the two helpers. If they
make it, the leader gains a +2 circumstance
bonus. The leader must then make his strength
check.

Using this feat, the leader can generate a morale
based check bonus for the helpers and add his
Charisma modifier to their check rolls.

Nature Sense (General)

Your attunement to the land is particularly strong,
allowing you to find your way in the wild easily,
as well as search for specific things like herbs,
stones, game trails, etc.

Prerequisites: Wis 15+, elf or able to cast 1* level
divine spells.

Benefit: By spending a full round concentrating,
you gain a +4 bonus to Wildemess Lore, Intuit
Direction or Search checks (but not all three) for
an hour per day. This is a supernatural ability
usable once per day.

Night Owl (General)

A benefit to any adventurer, you only need a
minimal amount of sleep to stay active and alert.

Benefit: You only need half the usual amount of
sleep or trance (based on your race) to awaken
fully refreshed and recovered from fatigue
penalties.

Normal: Without this feat you require 8 hours of
sleep (4 hours of trance if an elf) to awaken
refreshed.
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evey-if' Ms_g leep or.trance
_requxﬁm to stay refreshed. ' )

arge powerful E‘:reatureW(S ch Bis d
“~4n you as'an easily crsh

/ .

Special: Like elven spellcasters, you still need 8
hours of restful calnf in prder to prepare spells

-, /

D

Benefit: 10
of size large or high®s your gain-g
bonus to all Bluff and Dibloma f:

addition, if you have no weapon
made no hostile moves against sich a
ignores you in favour of other targets i

Note that if the creature has some T€ason $4 suspgct
that you are more powerful than you seem: :
(perhaps it has heard rumours of youf prowess) you

lose the benefit of this feat. Fore le, if in
battle you choose to move into fI 1
the creature assumes that you are

avoid the creature’s attention, yo
Bluff check opposed by its Sens
This ability can backfire, however, if the target
enjoys bullying smaller, weaker foes.

Opera Tmininq (General)

You have undergone the intensive training
required to be a performer in the heroic opera.

Prerequisites: Dex 13+,

Benefits: You gain a +2 bonus to Tumble and
Perform checks.

Pack Mule (GeneraD

Folks can carry just a wee bit more by knowing
how to balance a pack.

Benefit: You can carry weight (encumbrance) as if
your Strength were two points higher.

Pack Rat (General)

You tend to find things you do not remember
having
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| Benefit: There is a slim chance that you may have
any small (2 lbs. or less) non-magical, standard
item on your person or in your pack. The chance
to find such an item is an Intelligence check
against a DC of 15 + the gp cost of the item (all
items are considered to cost at least one gp for the
purpose of this feat). This feat can only be
attempted once for any item sought until after you
have returned to a town area for supplies.

For example: You have just located an ancient
carving on a cave wall that yields secrets in a
writing you do not understand. Someone has the
great idea to do a rubbing of the wall. Bonzo the
wizard pulls out a piece of parchment, but no one
has anything to rub over it with. You flip through
the pockets of your cloak and find an old dried up
husk of charcoal.

Notes: This feat cannot be used to find extra
money or sellable items. You can only find one
item of any type in this fashion (until you have a
chance to restock in town). It is simply your
tendency to absent-mindedly stick small things
here and there without paying attention.

DGFSONCII)IG (GGIIGFCII)

You have an open and trustworthy demeanour.

Benefit: You gain a +2 aptitude bonus on all
Diplomacy and Gather Information checks.

Dic'qin (General)

You can hold simple conversations in any
language.

Benefit: You can make yourself understood by
almost anyone. This lets you communicate basic
things, like a need for supplies and to barter, even
if you have no language in common with those
you are speaking to. You may use no more than
two words in a sentence and two syllables in each
word when roleplaying the speaking of pidgin.

Note: You can only communicate with creatures

who can speak some language. A purely
telepathic creature, or one communicating through
scents but not words, is unintelligible to you.

Play Dead (Special)

You can slow your metabolism to such a rate that
others think you are dead.

Prerequisites: Bluff skill.

Benefit: You can slow your metabolismso as to
appear dead. For the ruse to be successful, you
must make a Bluff check opposed by a Sense
Motive check on the part of anyone observing the
trick. If you succeeds at the check, it will appear
to observers that you dropped dead of a massive
heart attack, or some apparently non-visible

injury.

While playing dead,you take half damage from
attacks, and require double the usual length of
time to be affected by poisons, drowning, diseases,
or other dangers dependent on an active
metabolism. You can play dead for a maximum of
one hour. -

Special: You can take this feat multiple times to
increase the length of time you can play dead.

Poetic Speech (General)

When you speak, poetry naturally flows like
honey from your lips.

Benefit: You gain a +2 competence bonus to
Diplomacy and Perform (poetry) checks.

Poison Resistance ((General)

You have a broad-band resistance to poison.

Benefit: You receive a +4 bonus to all Fortitude
saves against poison.

Poison Tolerance (General)

You have worked up a tolerance to certain poisons
Prerequisites: Poison Use, Con 13+,

Benefit: You are able to train your body to ignore
the effects of certain (specific) poisons. You must
have access to the poison so you can gradually
work up an immunity by subjecting yourself to
increasingly larger doses. It takes at least a full
dose of the poison and one month’s time (during
which you can still do other things) to work up the
immunity.

Special: You can only maintain a number of
immunities equal to your Constitution modifier at
any one time. The immunity will fade in a month
if you do not use another dose to keep it up.
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Doison Use (Genera')

You know how to use poisons effectively
Prerequisites: Alchemy

Benefit: You can use poisons with no danger to
yourself.

Note: This feat only applies to the % chance that
you may poison yourself while attempting to use
poisons. It does not provide immunity to poisons.

Do'ar Beap SLin (General)

Your skin is better able to withstand the effects of
extremely cold water than an average person’s.

Benefit: You take only one point of subdual
damage from hypothermia per minute of exposure
to very cold water.

Normal: Characters without this feat take 1d6
points of subdual damage per minute immersed in
very cold water.

Doliiica' Manoeuvpinq (Geneml)

You are adept at manipulating others into difficult
positions.

Prerequisites: Diplomacy skill 10 ranks, Sense
Motive skill 10 ranks.

Benefit: As a standard action, you may make a
Sense Motive check against a person to whom you
are speaking (DC 15 + the target’s character level).
If this check is successful, you have determined a
way to convince the target that his current
argument or course of action seems to be
disgraceful. You can convince him of such a thing
by making a Diplomacy check (opposed by the
target’s Sense Motive or Diplomacy). If you
succeed, the target must obey your command or be
unable to act for a number of rounds equal to your
Charisma modifier (target’s choice). Any attack
made by you or your allies against the target or his
allies negates this effect. This feat has no effect on
characters with no concept of propriety (Games
Master’s judgement) or who cannot understand
your words.

Port Sawq (Geneml)

You know all the ins and outs of life in the seedy
ports of call that sailors use as stopover points in
their journeys.
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Benefit: You gain a +4 bonus on all Gather-
Information checks when used in a seaside port
city.

Power resiinq (Generul)

You are more in touch with the Universe when
resting, requiring less time to clear your mind in
preparation for learning arcane spells or regaining
power points. .

Benefit: You require only 4 hours of rest prior to
preparing to relearn arcane spells and/or regain
power points.

Normal: You require 8 hours of rest prior to
preparing to relearn arcane spells and/or regain
power points.

Special: This feat does not allow you to gain any
more spells or power points per day than normal,
nor does it reduce the resting time you require to
avoid or recover from fatigue. It does allow you to
relearn arcane spells and/or regain power points
even if you are fatigued.

Powerful Voice (Genem')

You can project your voice so that you may be
heard at great distances.

Benefit: When projecting your voice, all opposed
Listen checks are made with a +10 circumstance
bonus.

Note: This duplicates the effect of being heard as
well from 100 ft. as a normal person is from 0 ft.,
and is intended to be applicable in any situation
where a Listen roll is appropriate, such as yelling
to others in battle, a bardic effect upon those who
can hear it, etc.

Dressure Suwivul (Genepal)

You are extremely tolerant to the pressures of the
deep.

Benefit: You get a+4 circumstance bonus on all
Fortitude saves to resist the harmful effects of
pressure.

Dmp"nehc Bieth (Generu')

Advocates of nature knew of your coming before
you were born.
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/ | Benefit: You receive a +2 to all reaction rolls
when dealing with druids, rangers, witches, fey,
plants, and animals.

Special: This feat may only be taken at 1* level.

Dropl!efic Dmmer (Geneml)

Your dreams sometimes echo the future

Prerequisites: Games Master’s permission-\
Benefit: Once per session, your Gamés M&s\
ad th :

dream need not come true, but/shou
possible or likely scenario in'your ¢
future. Sometimes the dreams!are li
sometimes symbolic, (at the Games Mas

discretion). = /

-

Droplle’ric Dreams (Ge :rg_

When you enter a trance, you confe
plane and sometimes receive prop

to a higher
ic images.

Prerequisites: Con 15+, elf or ability to enter a
mystic trance.

Benefit: You may ask a simple question once per
month as per the contact other plane spell, using
the chances for contacting the Astral Plane.
Additionally, the Games Master may give you a
prophetic dream without warning, but it is always
cryptic and ambiguous.

Quiclc Learner (General)

You pick up new skills quickly and master them in
a short amount of time.

Prerequisites: Int 15+.
Benefit: You gain one bonus point every level.
Special: This bonus skill point stacks with the

bonus point granted to humans. May only be
taken at 1* level

papicl Movement (Genera')

You are faster than normal with one movement
type.
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Prerequisites: A burrow, climb, fly, or swim
movement rate.\ \
{ \

v \ I i/.—._.\‘
Bene ‘;‘You must choose e ©of the above
“over t rates( ou alréady-possess) and
crgase yourbase

te¢ by 10 ft./round.

-~

il =
esearch Triniiq (gpecial)
You can greatly reduce one element required for

creating new spells by increasing the other
elements.

Benefit: When creating a new spell you may.
greatly reduce one of the requirements (Time,
Cost, or Resources), but must double the other
two. Time can be reduced to one day/spell level
by doubling the cost of the research (2,000 gp/
spell level) and the size of the library needed
(resources); or, you could reduce the cost to 100
gp/level of the spell by doubling the time required
(2 weeks/spell level) and the size of the library
needed (resources); or, you could decrease the
resources required (to just your brains and your
spellbooks) by doubling both the time (2 weeks/
level of the spell) and the cost (2,000 gp/level of
the spell). When using this feat for research, the
DC for determining success (a Spellcraft check)
increases to 15 + the spells level.

Normal: There are three primary elements
required for the successful creation of a new spell:
Time (one week for each level of the spell), Cost
(1,000 gp for each level of the spell), and
Resources (a well-stocked library and a place to
test ideas). At the end of the research period, a
Spellcraft check against DC 10 + the new spell’s
level is required to determine success.

Qesisf F ey (Generu')

You have encountered the fey many times before
and have up built a resistance to the enchantments
of these creatures.

Prerequisites: Must have been targeted by hostile
fey magic on at least three separate occasions.
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Benefit: You receive a +2 bonus to saving throws
against all spells or spell-like abilities of the fey.

Resourceful (General)

You have a peculiar sort of luck: whenever you
reach into your backpack, a sack full of gear, or
any other crowded collection of junk, you always
manage to pull out exactly the item you are
looking for.

Benefit: You may pull one item out of your
backpack, belt pouches, or any other easily
accessible container as a free action. If the
container is tightly closed, you must use a move-
equivalent action in order to retrieve any item
from it.

Normal: Pulling an item out of a sack, pouch, or
other container is a move-equivalent action.

Rhetoric (Genera')

You are an expert at swaying others to his point of
view through the art of rhetoric.

Benefit: You gain a +2 competence bonus
whenever you Take 10 on a Bluff, Diplomacy, or
Sense Motive check; thus when you Take 10, it
becomes a 12.

Qiiuul Cannil)alism (Genem')

You can cut out and eat the heart of a defeated
enemy in order to gain its strength.

Prerequisites: Non-good alignment, Heal skill,
Wilderness Lore skill.

Benefit: Once per day, you can eat the heart of an
animal, beast, humanoid, or monstrous humanoid
that he has defeated in combat. Eating the heart
will heal you of 1d8 points of damage, +1 per Hit
Die of the defeated foe; the maximum bonus to the
roll cannot exceed the your character level. It
takes a minimum of one minute to remove and eat
an enemy’s heart.

Special: You can take this feat multiple times to
gain additional used per day.

Ritualistic Action (General)

You know special rituals for almost everything,
and when you take the time to perform them, they
ensure that fate smiles upon you.

185

Benefit: Whenever you Take 20 on a check, you
can also perform a special ritual to ensure success.
This grants you a +1 morale bonus to that check
only; thus, when you take 20, it becomes 21. This
special ritual is a standard action that draws -
attacks of opportunity.

pope Climber (General)

You are as comfortable climbing ropes and rigging
as you are walking on the ground.

Prerequisites: Dex 13+

Benefit: You gain a +2 circumstance bonus on all
Balance and Climb skill checks, so long as ropes”
and rigging are involved. Thus, making your way
up to a crow’s nest would qualify for the bonus,
but climbing a sheer rock cliff would not. In
addition, if you are attacked you may choose to
negate either the attacker’s +2 bonus or the loss of
the Dexterity bonus to Armour Class, but not both
(See Core Rulebook I). '

Run (General)

You are exceptionally quick on your feet.

Benefit: When running, you can move five times
normal speed instead of four times normal speed.
If you make a running jump, increase the distance
or height cleared by one-fourth, but not past the
maximum.

Suqe Focus (Generul)

You have delved deeper into the mysteries of a
favoured topic.

Prerequisites: Int 15+, 5 or more ranks in a single
Knowledge skill

Benefit: You gain a +3 bonus to skill checks in a
single Knowledge skill in which you have 5 or
more ranks.

Special: This feat may be taken more than once,
but applies to a new skill each time.

Scavenqer (General)

You are able to live on almost nothing, finding
sustenance where you can and utilising the
discards and garbage of others.

Benefit: You need never spend money on food
and drink. In addition, given a week, you can
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’/ acquire any mundane item worth 5 gp or less for
free.

Scent (General)

You can detect others by scent.
Prerequisites: Half-orc only.

Benefit: This extraordinary ability lets orcs and
half-orcs detect approaching enemies, sniff out
hidden foes and track by sense of smell.

The character can detect opponents by sense of
smell, generally within 30 feet. If the opponent is
upwind, the range is 60 feet. Strong scents, such
as smoke or rotting garbage, can be detected at
twice the ranges noted above. Overpowering
scents, such as skunk musk or ghast stench can be
detected at three times these ranges. The character
detects another creature’s presence but not its
specific location. Noting the direction of the scent
is a standard action. If it moves within 5 feet of
the scent’s source, the character can pinpoint that
source.

The character can follow tracks by smell, making a
Wisdom check to find or follow a track. The
typical DC for a fresh trail is 10. The DC increases
or decreases depending on how strong the quarry’s
odour is, the number of creatures and the age of
the trail. For each hour that the trail is cold, the
DC increases by 2. The ability otherwise follows
the rules for the Track feat. Creatures tracking by
scent ignore the surface conditions and poor
visibility. Creatures with the Scent ability can
identify familiar odours just as humans do familiar
sights.

Water, particularly running water, ruins a trail for
air-breathing creatures. False, powerful odours can
easily mask other scents. The presence of such an
odour completely spills the ability to properly
detect or identify creatures, and the base
Wilderness Lore DC to track becomes 20 rather
than 10.

SCI’IOICIP (General)

You are well informed in a variety of areas, and
can draw upon a great wealth of knowledge.

Prerequisites: Int 13+

Benefit: All Knowledge skills are class skills for
you.

Sea Leqs (Genera')

Having spent a great length of time at sea, the
pitching and rolling of ships is nothing to you,
barely noticed, even comforting in a way. Whilst
others are vulnerable to losing their balance or
even falling sick as the ship constantly rises and
drops as it skims the waves, you remain rock
steady upon the deck, continuing your tasks as if
nothing were amiss. ’

Prerequisites: Must have spent at least 3 months
at sea.

Benefit: Whilst on board a ship, you gain a +2
competence bonus to all Climb, Concentration,
Jump and Use Rope checks.

Seduction (General)

You are good at using your sexual charms.

Benefit: Sex sells, and friends can be won by
seduction. You get a +4 bonus to Bluff and
Diplomacy attempts against people who find your
race and gender sexually attractive. After you use
this feat, some people might seek to be intimate
with you. They will resent a blunt rejection,
worsening their attitude one step.

Notes: Using this feat a lot might give you some
notoriety.

Sense Muqic (Genera')

You have a highly developed sensitivity to magic.
Prerequisites: Spellcraft skill.

Benefit: You can sense whether an object you are
handling or a creature you are touching is magical
or under the effects of a spell... the very air might
be magical in some places. As a full-round action,
you can tell whether if an item is magical with a
Spellcraft check (DC 25+ caster level of the item).
A success informs you if there is magic present; a
failure might indicate the presence of magic where
there is none, or the lack of such if it the item is
magical at the Games Master’s discretion.

Special: You cannot retry, Take 10, or Take 20
when using this feat.

Shadecall (General)

You are able to concentrate necromantic energy
into a corpse to create undead creatures.
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Prerequisites: Shadehand, Shadetongue, Cha
15+,

Benefit: By focusing necromantic energy into a
corpse, you can create undead. You must
concentrate on the corpse to be animated for 5
uninterrupted rounds. At the end of those 5
rounds, you must make a Charisma check DC 20
to create a zombie or a skeleton, or a Charisma
check DC 25 to create a shadow. The undead
creature created by this ability rises at the end of
the round in which the successful check was made,
under the control of its creator. Undead created
by this ability respond to vocal commands, and
remain under their creator’s control indefinitely,
until they are released. Regardless of the type of
undead, you cannot create an undead creature with
more HD than you have character levels with this
ability.

You can maintain control over a maximum of 1/2
HD worth of undead creatures per character level.
If you exceed this number, the newest creatures
fall under your control, and excess undead you
have had under your control become uncontrolled.
You may choose which of the previous creatures
are released. You may & attempt to rebuke or
command uncontrolled creatures with the
Shadetongue feat or with any clerical rebuke/
command abilities you possess. Undead
controlled with the Shadetongue feat or clerical
abilities do not count toward this limit.

This requires a mostly intact corpse or skeleton
and otherwise works as the spell animate dead.
Abilities granted by this feat are spell-like
abilities. Using this feat to create a zombie or a
skeleton causes 10 points of subdual damage,
while creating a shadow causes 15 points of
subdual damage.

Sl’laclelmncl (General)

You generate, store, and project necromantic
energy from your body.

Prerequisites: Shadesight, Great
Fortitude, Con 15+.

Benefit: You can generate
necromantic energy within your body
and release it in a variety of ways. By
expending a full- round action and
making a Constitution check (DC 15),
you generate one charge of
necromantic energy. For every 5

Moderate

Necromantic Energy Strength

Dim Lingering aura

Overwhelming

points by which the check exceeds the base DC,
you generate an additional charge. For each
charge generated, you suffer 1d4 points of subdual
damage.

You may hold a number of generated charges
equal to your Constitution score but suffer 2 hit
points per charge held at the start of each round. If
you are slain or rendered unconscious while .
holding charges, the negative energy is released in
a 10 ft. radius burst (centred on your body) that
causes 1d4 points of damage to all living creatures
in the area of effect per charge held. All creatures
in the area of effect are permitted a Fortitude save
(DC 15) to avoid the damage. As a standard B
action, you may release up to 5 held charges to
generate one or more of the effects detailed below.
You may combine charge effects, as long as no
more than 5 charges are released in a single action.

The available charge effects are:

I charge: A touch attack causing 1d6 hit points of
negative energy damage. The target of this attack
is permitted a Will save (DC 10 + your Charisma
bonus) to avoid the damage.

T A touch attack that creates a cause fear
effect, as the spell. The target of this attack is
permitted a Will save (DC 10 + your Charisma
bonus) to negate the effect.

F  Deliver either the negative energy or cause
fear effects as a 30 feet ranged touch attack.

T Increase the Will Save DC for a negative
energy or cause fear effect by 5.

7 2 charges: A touch attack causing 1d4
points of temporary Strength damage.

T Project the damage or cause fear effect as a
20 feet cone area of effect.

0-level spell -

2-4 4th -6th +4 -+6
11+ Artefact +10 and up
Or deity

level spells
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Y & N 1 /
- T 3 charges: Project the damage or cause fear Benefit: You can sense the aura of death and

effect as a 10 feet radius burst centred on you.

¥ You gain a +2 competence bonus to

Fortitude Saves to recover from energy drain
effects due to your experience with channelling
negative energy through your body.

+  Abilities granted by this feat are spell-like
abilities.

Special: Your natural body temperature drops 20
degrees.

Sl\udesiq“ (Generul)

You can sense the aura of death and necromantic
energy.

Prerequisites: Wis 15+, character must have
suffered a negative level from an undead attack.

e Z

necromantic energy in a 20 feet radius centred on
you as a full round action.

The longer you concentrate, the more information
you reveal.

1* round: Presence or absence of corpses of
creatures with at least % Hit Dice within the radius
of effect.

2nd round: Number and direction of any corpses
detected in the previous round. Presence or
absence of necromantic energy auras. This reveals
undead, necromantic spells (including spells with
the death or evil descriptors), and sources of &
necromantic energy (such as battlefields,
necromantic vortexes and the like).

3rd round: Location of any corpses detected in
the previous round. Direction and number of

sources of necromantic energy.

4th round: Location and strength of the strongest
necromantic energy detected.

5th round: Location and strength of each source

J of necromantic energy.

Necromantic Energy Strength: The strength of the
necromantic energy is determined by the HD of
the undead creature, the level of the spell, or the
bonus provided by the source of necromantic

\y energy.

Length Aura Lingers: How long the aura lingers

= depends on its original strength. Faint=1d6

minutes, Moderate=1d6 x 10 minutes, Strong=1d6
hours, Overwhelming=Ild6 days.

Note: This feat can penetrate some barriers, but 1

2 foot of stone, 1 inch of common metal, a thin sheet

of lead, or 3 feet of wood or earth blocks it.
Intelligent undead creatures (those with at least 10
Int) detected by this feat can make an Intelligence
check or a Scry check DC 20 to notice the faint

Y touch of the shadetouched character’s mind, as if

®| they were being affected by the Scry spell.
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A successful check reveals only that someone is

observing the target.

Abilities granted by this feat are spell-like
abilities. Using this feat causes 2 hit points of
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subdual damage per round. You may select other
Shadetouched feats.

Special: Your eyes turn pale grey.

Shadetongue (General)

You can command the undead.
Prerequisites: Shadesight, Cha 15+

Benefit: You may rebuke or command undead as
an evil cleric of half your total character level.
You must speak, and the undead must hear you.
This ability does not stack with any other turning
or rebuking abilities you receive from other
classes. You also gain a +2 profane bonus to
verbal Intimidate checks due to the power of your
voice. Abilities granted by this feat are spell-like
abilities. Each use of this feat causes 10 hit points
of subdual damage.

Sl'laclowleap (SpeciaD

You are adept at jumping between shadows.
Prerequisites: Shadow Jump class ability.

Benefit: Add an extra 20 feet to the distance that
you can Shadow Jump per day.

Normal: Shadow Jump is a class ability of the

shadowdancer prestige class, first gained at 4* Siqn of ﬂ-,e Crown (Genercll)
level. Your birth was strongly influenced by the crown
. . comascdhs the sign of rule and domination. It gifted you with

Special: This feat may be taken multiple times. immense presence, along with a tendency to

Each additional Shadowleap feat adds an extra 20 believe that you are right in all things

feet to the distance that you can shadow jump per .

day. See Core Rulebook II for the shadowdancer Benefit: Once per day you may make a

prestige class. Diplomacy skill check as a free action to
overwhelm a target with your presence. If the
target fails to make a Will save with a DC equal to

Sl’laniq Mcm. (Ge‘nera I) your skill check result you gain +10 on your next

You are very familiar with the songs of the sea and Diplomacy, Intimidate, or Bluff roll against them.

can sing them with such zest and aplomb as to

gain the confidence of sailors everywhere. Special: You may only take this feat as a 1* level
character.

Prerequisites: Perform skill.

Siqn of the qu (GenemD

The constellation of the eye peered down upon
your birth granting you unusual perceptive
abilities. You see things that others cannot.

Benefit: You get a +2 circumstance bonus on all
perform checks before an audience composed
largely of sailors and other sea travellers. A
successful performance grants you a +2
circumstance bonus on Charisma checks, as well
as Bluff and Diplomacy checks, when dealing with
someone who heard your performance.

Benefit: You do not have to guess the location of
an invisible opponent although you still have the

189
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standard 50% chance to miss him due to total Siqn of H’le Scm” (General)

rocalont The wisdom of the world flowed into your bones
as the light of the Constellation of the Scroll
bathed your newborn body. You have an intuitive
knowledge of almost every academic subject
matter.

Normal: You must guess where a total concealed
opponent is and have a 50% chance to miss him
even if you guess correctly.

Special: You may only take this feat as a 1* level
character.

Siqn of the Fan (Geneml)

The fan’s influence on your birth caused all those Normal: Untrained Knowledge checks reveal

around your mother to wonder at her good fortune. only common knowledge.

Its magic infuses your every action helping you to

turn a profit when others would simply fail. Special: You may only take this feat as a 1*level
character. &

Benefit: You may make unskilled Knowledge
checks in any field and have a chance of knowing
even esoteric information.

Benefit: You earn an amount of gold per week of
dedicated work equal to your Profession check Siqn of ﬂ‘e S.}eecl (Geneml)

result.
The great steed of the gods themselves came to
your cradle to bless you. His gift was surefooted

Normal: You earn an amount of gold per week of :
Eo%Cp travel; the road before you will always be easy.

dedicated work equal to one half your Profession

check result. :
Benefit: Your Terrain and Overland Movement

Modifier (Core Rulebook I, pg 143) cannot be less

Special: You may only take this feat as a 1* level .
than x' even on the roughest terrain.

character.

Normal: In particularly difficult terrain
movement is reduced to x% normal speed.

Special: You may only take this feat as a
1* level character.

Sign of the Teumpet (General)

When the trumpet rings forth the final
doom of man its notes will resound in your
blood for you are part of its song. Doom
follows your footsteps and plagues those
who hound you.

Benefit: Once per day you may invoke
doom as a standard action. Every hostile
creature within 30 ft. of you must make a
Will save against a DC equal to 10 + your
Charisma modifier + %2 your character
level. If they fail they suffer —1 morale
penalty to their attack and damage rolls for
a number of rounds equal to your Charisma
modifier. This is a mind-affecting
supernatural ability.

Special: You may only take this feat as a
1 level character.




FEATS OF SKILL

Silver Spoon (Generul)

You were born into some privilege and
your character starts out with a monetary
advantage

Benefit: When creating your character
you start play with double the rolled
starting gold for your class.

Special: This feat may only be taken at
1* level.

Sinqleminclet] (Geneml)

You do as you please, regardless of what others
may think.

Benefit: You gain a +2 morale bonus to all
Intimidate checks and a +1 bonus to Will saves.

Skill Concenteation (General)

Choose a skill that you have a special mastery
over

Prerequisites: Skill Focus in the specified skill

Benefit: You get a +4 bonus on all skill checks
with the skill selected.

Special: You can gain this feat multiple
times. Its effects do not stack with Skill Focus or
itself. Each time you take this feat, it applies to a

jointed for Escape Artist. You get a +3 bonus with
the skill in question.

new skill.
Special: You can gain this feat multiple times. Its
SI( " I: (G D effects do not stack. Each time you take the feat, it
1A acus snem applies to a different skill. The bonus does stack
You are adept with a particular skill. with the bonuses provided by skill learning feats,
so you can take several feats to be ultra-
Benefit: You gain a +2 bonus on all skill checks specialised in a skill. Anyone can use a sense
with the skill you are focussed in. motive check to get a hunch about you (see Core
Rulebook I). If the result is at least a 10, they are
Special: You can gain this feat multiple times. Its able to tell which skill you have a Skill Knack for
effects do not stack. Each time you takes this feat, from your appearance.

it applies to a new skill.
Notes: Because you must be somehow extra

Skill Kanack (General) qualified for the skill in question, your character

: . description should make allowance for such an
that enh
E);Oﬁv:k?{::;ne specisl quakity:that enhances:one aptitude. This means you can only pick Skill

Knack when creating your character or be the
result of some extraordinary eveyour character’s
career, such as being ‘gifted’ with donkey ears
from a curse for a Skill Knack to the listen skill or
getting bowlegged from countless hours in the
saddle.

Benefit: Choose a skill, such as Ride. You have a
special knack with that skill. You must have some
special ability, such as long limbs for climbers;
long fingers for Pick Pockets, lightning calculator
for Profession (bookkeeper) or being double-
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A . 4 f/ Skill Masferq (GeneraD

. £
e
; Benefit: The maximum rank allowed in the
chosen skill is increased by two for class skills or

You have honed your skills in the field, allowing
you to use them even when stress or distraction
might prevent a less-competent individual from
doing so.

Prerequisites: 5 ranks in 6 different skills.

Benefit: Select a number of skills equal to 3 +
your Intelligence modifier. When making a skill
check with one of these skills, you may Take 10
even if stress and distractions would normally
prevent you from doing so.

Special: Characters may take this feat multiple
times, selecting additional skills for it to apply to
each time.

Slippevq Mind (Genera[)

You are such an accomplished liar that you have
the ability to mentally talk your way out of
charms, compulsions and other sorts of
enchantment.

Prerequisites: Cha 13+, Bluff skill.

Benefit: If you are affected by an enchantment
and fail the saving throw, | round later you can
attempt the saving throw again. you only get one
extra chance to succeed.

Skill Perfection (General)

Choose a skill in which you have achieved
perfection.

Prerequisites: Skill Concentration in the
specified skill

Benefit: You get a +6 bonus on all skill checks
with that skill.

Special: You can gain this feat multiple times. Its
effects do not stack with Skill Focus, Skill
Mastery, or itself. Each time you take this feat, it
applies to a new skill.

SIu“ Speciolisaiion (Genera')

Choose a skill, such as Move Silently. You have a
natural talent with that skill.

Prerequisites: Key ability 13+ for the chosen
skill.
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one for cross-class skills (e.g. the maximum rank is
increased to level plus five for class skills or level

plus two and a half for cross-class). You must still

purchase those ranks normally.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take this feat,
it applies to a new skill.

Smu" Siaiu're (puciaD

You are extremely small for a human, standing less
than five feet in height.

Prerequisites: Humans only.

Benefit: A human with this feat is considered
Small instead of Medium-size. This grants a +4
bonus to Hide rolls, improves your Armour Class
by +1, improves your attack rolls by +1 and
reduces the cost of many equipment items by 25%.

However, it also limits the size of weapons you can
wield, reduces your weight limit by 25%, reduces
your base speed by a third and hinders you in
grappling combat.

Special: You may only take this feat as a 1* level
character.

Smooﬂn Talker (General)

You have a natural talent for the con, able to
convince ‘marks’ from all walks of life.

Prerequisites: Cha 13+,

Benefit: You receive a +1 innate bonus on Bluff
and Diplomacy checks. Additionally, you receive
a +1 on Sense Motive checks. This bonus stacks
with other feat or racial bonuses to these skills.

Social Scourqe (Generul)

You are the master of the subtle put-down. Witha
few words, you can leave a rival sputtering and
flushed with embarrassment, and onlookers
amused by your cutting remarks.

Prerequisites: Cha 13+,
Benefit: When someone attempts a Diplomacy

check in your presence, you may use this feat to
impose a -5 morale penalty to that check. To

—
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inflict the penalty, you must beat your
opponent’s Diplomacy check with your
oW

Socia' Gmces (GenePaD

You are comfortable when interacting
with others, and facile in your social
discourse.

Prerequisites: Cha 13+.

Benefit: You gain a +1 competence
bonus on all Bluff, Diplomacy, Gather
Information, Innuendo and Sense
Motive skill checks. This bonus only
applies when you are in a non
threatening social situation and not
when you are under stress. If a failed
check with any of the above skills will
result in combat, this benefit does not

apply.

Spe" Focus (Generu')

Choose a school of magic, such as
Conjuration. Your spells of that school
are more potent than normal.

Benefit: Add +2 to the DC for all saving throws
against spells from the school of magic you select
to focus on.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat, it
must apply to a new school of magic.

Spe" Level Combination (Geneml)

You may combine spell levels using a point-based
system.

Prerequisites: Primary ability score 13+,
Concentration skill, Knowledge (arcana) 10 ranks,
Special Training.

Benefit: When determining the spells that will be
prepared for the day (wizard, cleric, druid, paladin,
ranger) or when actually casting the spells
(sorcerer, bard), the spellcaster has the ability to
mix his spell levels in any combination, so long as
the total spell levels prepared/cast do not exceed
his prepared /casting capacity or number of spells
castable per day. The number of points gained is
based on the level of the spell. It is a strait one
spell point per spell level exchange. In the case of
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0 level spells, each O-level spell counts as /2 of a
spell level (e.g. 2 O-level spells equal one spell
level). Always round down. The preparation/
casting capacity for a single spell level is based on
the spellcasters prime requisite divided by two -
the spell level. A number of spell points may be
spent to cast spells of a specific level up to the
preparation /casting capacity for that level. There
is a marked difference between the number of spell
points and the preparation/casting capacity.

Special: This feat does not grant access to higher
spell levels than the spellcaster already had access
to.

For example: Morlock is a 17" level sorcerer with
24 Charisma. He can cast 9/7/7/6/5/5/4/4/2 spells
per day. Morlock has 156 spell points. He can
cast any spell he knows of any level he can cast by
subtracting the number of spell levels needed to
cast the spell (and whatever metagmagic
requirements might need to be met) from his spell
point total. Morlock’s casting capacity
(regardless of the number of spell points he has)
is: 12/11/10/9/8/7/6/5/4.
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Notes: This feat is only taught at special
academies and should require special training on
the part of the player character.

Spell Peneteation (GGeneral)

Your spells are more potent and are able to break
through spell resistance more easily.

Benefit: You gain a +2 bonus to Caster checks
(1d20+caster level) to beat a creature’s spell
resistance.

Spe" Touql'mess (GE"GPCII)

Choose a school of magic, such as Evocation; you
are better able to resist hostile effects from this
school

Prerequisites: Base Will save +4.

Benefit: Against spells from the chosen school,
you get a +2 bonus to all saving throws.

Special: You can take this feat multiple times. Its
effects do not stack. Each time you take the feat, it
applies to a new school of magic.

Stand Aquinsf Spe" (Geneml)

Gain an additional fortitude resistance against
spells

Prerequisites: Great Fortitude
Benefit: Gain an additional +2 to Fortitude saves.

Special: This feat stacks with Great Fortitude.

Steady Captain (General)

Your knowledge of the sea and calm manner when
giving orders in battle grants you the respect of
your crew. Listening to your every command, they
respond rapidly and efficiently. ' -

Prerequisites: Knowledge (seamanship) skill 6
ranks, Leadership, must be captain of a ship

Benefit: The crew of your ship gaina +2
competence bonus to all Seamanship checks
whilst you remain in command of the ship.

Storm Sense (General)

You are so finely attuned to changes in
temperature, wind and air pressure that you can
reliably predict the onset of storms and other forms
of precipitation.

Benefit: By taking just a few moments to study
your surroundings, you can tell if a storm of any
sort will affect your current location within the
next three hours. For the purposes of this feat,
‘storm” includes rain showers, thunderstorms,
hurricanes and any other weather phenomenon
that is accompanied by high winds and/or
precipitation (rain, snow, sleet, etc.). Storm sense
can also predict the onset of magical effects and
creatures that mimic storms if those effects are
already active at the time you study your
surroundings for signs of their approach.

S}renq“l of the Earth (General)

You are as resilient and enduring as the mountains.
Prerequisites: Toughness.
Benefit: You gain an additional hit point per

level. You gain this benefit retroactively for all
levels previously gained.



FEATS OF SKILL

Sfronq—Arm (Generul)

You are trained at using brute force to get what
you want from others.

Prerequisites: Stre 13+ or Con 13+.

Benefit: You can substitute your Strength or
Constitution modifier (whichever is higher) for
your Charisma modifier when making Intimidate
checks.

S"LIJGI’I* 0{ il'le APiS (GQI'IGPCID

The essence of creation flows through your very
soul.

Prerequisites: Cha 14+, Dex 14+.

Benefit: You gain a +2 bonus to all Perform
checks and to one Craft or Profession skill of
choice.

Summoninq Concenteation (Generul)

Concentrate to maintain your summoned
creatures.

Benefit: You can maintain the duration of a
summon spell (such as summon monster or
summon nature’s ally) through concentration. As
long as you concentrate on the spell, do n

time off it’s duration| After y( %F‘
concentrat{n/gg:;:dé. l durdtic
then termifiatés 4 /X0
concengioﬁ- >

wers of seduStion

g1\ beings that would
or similar race,
Games Master’s has

Any bei r{vho tries to target you with an attack or
spell during a surprise round loses the ability to
act and must wait to do so until normal Initiative
is rolled. During normal Initiative, if you have not
yet acted in a given round when someone targets
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you with a spell or attack, he must delay his
Initiative until it matches yours.

Shﬂonq Swimme? (General)

You are a swift swimmer, able to outdistance most
others.

Prerequisites: Swim 8 ranks, Str 13+,

Benefit: Upon a successful Swim check, you may
now swim at one-half your speed as a move-
equivalent action, or your full speed as a full-
round action.

Taunt (Generul) I' i

Your have a wicked sense of humour and can
create scathing, incisive jibes at the drop of a hat.
Most people are leery of getting on your bad side,
though sometimes you have to hold your tongue
in order to avoid getting in trouble with those in
power.

Prerequisites: Cha [3+.

Benefit: In combat, you can throw off your
opponent’s guard by delivering a devastating
insult that enrages him. Make a Charisma check
opposed by your opponent’s Wisdom check. If
succeed, your opponent gains a +1 morale
W -1 morale penalty to his Armour
he wildlyattacks you. If you are not in
ith your opponent, he ignores all other
k yo

g ;%:bility counts as a
ect. You must speak in a

’un%rstands for this to

oe that yo
work.

Tiqer Treads on qus"le"s (Generul)

You have a delicate step.

Benefit: You gain a +1 bonus to Balance and Move
Silently checks.

Thick Sltil'l (Genera')

You are much more resistant to extreme
temperatures.

Benefit: You receive a +4 bonus to Fortitude saves
made to resist subdual damage from exposure to
very hot (over 90° F) or very cold (below 40° F)
environments.
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Teack (Generu')

You are able to follow the tracks of creatures and other characters across most kinds of terrain.

Benefit: To find tracks or to follow them for one mile requires a Wilderness Lore check. You must make
another Wilderness Lore check every time the tracks become difficult to follow, such as when other tracks
cross them or when the tracks backtrack and diverge.

Whilst tracking, you move at half normal speed (or at normal speed with a -5 penalty on the check). The
DC depends on the surface and the prevailing conditions:

Surface DC

Very soft 5

Soft 10 - .

Firm 15 e
Hard 20 ‘ -

Every three creatures in the group being tracked

Fine +8
Tin +2
Medium-size 0

Huge -2
Colossal -8
Every hour of rain since the trail was made +1
Overcast or moonless night +6
Fog or precipitation +3

*For a group of mixed sizes, apply only the modifier for the largest
size category.

**Apply only the largest modifier from this category.

If tyou fail a Wilderness Lore check, you may retry after 1 hour (outdoors) or 10 minutes (indoors) of

searching.
Normal: Characters without this feat can use the Search skill to find tracks, but can only follow tracks if

the DC is 10 or less.

TDP*U PerP (GEDGPCI I)

You know how to use various implements of pain,
such as the rack, thumbscrews, and other devices,
to extract information from captives. Your
methods are rarely pretty, but they are quite
effective. With enough time, you can make almost
anyone talk.

Special: You must choose whether you receive the
bonus against hot or cold weather when you take
this feat. You may take this feat more than once in
order to gain a bonus against both hot and cold
conditions.
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Prerequisites: Non-good alignment, Intimidate
skill.

Benefit: If you have the proper tools at hand, you
may use your Intimidate skill to extract
information from an unwilling captive. For every
ten minutes you spend working on a captive, he
sustains 1d6 points of damage. In addition, both
you and the victim must make opposed Will
checks. If the victim fails, he truthfully answers
one specific question you pose to him. For every
ten minutes of torture beyond the first, the victim
sustains a -2 circumstance penalty to his save.
Proper tools include anything from an elaborate
rack to a burning torch applied to the victim’s bare
feet.

Touq'l Skin (Genera[)

Your skin is as tough as a mountainside itself.

Benefit: You gain a+1 natural armour bonus to
Armour Class. This feat may be gained multiple
times. Its effects stack.

Special: The total natural armour bonus gained
by this feat may nor exceed your level divided by
three.

Touql’mess (Geneml)

You are more hardy than most.
Benefit: You gain +3 bonus hit points.

Special: You may choose this feat multiple times.

Trai"a'azinq (General)

You have the ability to find easy paths through
difficult terrain.

Prerequisites: Track feat.

Benefit: Your daily overland speed is increased by
one terrain category. If you are travelling over
normally trackless terrain, it is treated as road or
trail terrain instead, and if you are travelling over
road or trail terrain, it is treated as highway terrain.

You may make a Wilderness Lore check with a DC
of 10 +2 per additional party member, to increase
the daily overland speed of any group you are
travelling with as well. A check must be made
each time the group enters or leaves a new terrain
type. The base time for this check is 1 hour, and
you may Take 10 or 20 to improve the chances of
locating a suitable path.
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TPCI pPs (Ge nera I)

You are proficient at finding mundane and
magical traps, and can disable mundane and
magical traps. :

Benefit: A character with this feat can use the
Search skill to locate traps when the task has a DC
higher than 20. Finding a non-magical trap has a
DC of at least 20, higher if it is well hidden. "
Finding a magic trap has a DC of 25 + the level of
the spell used to create it. You can also use the
Disable Device skill to disarm magic traps. A
magic trap generally has a DC of 25 + the level of
the spell used to create it. '

A character who beats a trap’s DC by 10 or more
with a Disable Device check can generally study a
trap, figure out how it works and bypass it (with
his party) without disarming it.

Venh'iloquism (Genercul)

You have learned to throw your voice, making it
appear to come from someplace else

Prerequisites: Perform skill.

Benefit: As a standard action, you can use the
Perform skill to make your voice appear to come
from another location. You must decide where you
want your voice to appear to come from; the
difficulty is equal to the number of feet away you
wish to throw your voice. If there is something
there that moves in a manner suggestive of speech
or of making the sounds you are throwing, reduce
the difficulty by 10. Listeners can try to realise
what you are doing with an opposed listen roll,
but such a listen roll is subject to normal range
penalties.

Normal: Any performer who has chosen this field
(see Core Rulebook I) can learn to do this on stage,
using a puppet, but with this feat, you can do it in

action and be convincing,.

Versatile (General)

You are skilled in a variety of areas normally
outside your profession’s area of expertise.

Benefit: Select two cross-class skills. These skills
are always considered in class skills for you.

Special: This feat may be selected multiple times.
Each time, it applies to different skills.
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FEATS OF STEALTH AND SONG

)
4 FEATS OF

STEALTH
AND SONG

eats of Stealth and Song presents those feats
specifically aimed, or appropriate for bards,

rogues, assassins and similar types of
characters. Combat feats solely usable by a rogue
are presented here, including those that require
the Sneak Attack ability. Spellcasting feats solely
usable by a bard are also presented here, along
with skill-related feats that are most suitable for
use by a rogue-type character.

Aqonisinq Steike (Geneml)

Your knowledge of anatomy allows you to target
extremely sensitive points of your opponent’s
body and, with a single blow, you can leave your
foe writhing in agony. While your strike leaves
no lasting damage, the tremendous agony caused
by this attack leaves your target stunned.

Prerequisites: Painful Strike.

Benefit: When making a sneak attack, you may
choose to stun your opponent rather than inflict
damage. If you hit with your attack, your
opponent must make a Fortitude save (DC 10 +
half your level) or be stunned for a number of
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rounds equal to half the number of dice you roll
for sneak attack damage, rounding down. A
stunned character loses his Dexterity bonus to
Armour Class and may take no actions. Anyone
attacking a stunned character gains a +2 bonus to
hit.

Analqze Unlivinq (Special)

With sufficient training, a rogue can learn to
analyze the structure of unnatural opponents,
allowing him to strike their structural weak spots
for additional damage.

Prerequisites: Rogue class level 1+, Dex 13+,
Wis 13+, .
Benefit: Select one of the following monster
categories: Construct, Elemental, Ooze, Plant or
Undead. You can make a Sneak Attack against a
monster of that type, but use 1d4s for the Sneak
Attack damage instead of the usual 1d6s.

Normal: Creatures of these types are normally
immune to sneak attack damage.

Special: You can take this feat multiple times,
selecting a different creature type each time.

Arcane Experfise (Speciu')

You are able to draw upon your spellcasting
power to use a weapon with which you are not
normally proficient.

Prerequisites: Bard level 3+.

Benefit: You may use a weapon with which you
are not not proficient without suffering the usual
penalty. To do so, however, you must expend one
spell level per round in which you use the
weapon. This feat represents the ability of bards
to act as though they have some ability even
when they are not truly skilled at a task.

Normal: A character who uses a weapon without
being proficient with it suffers a -4 penalty on
attack rolls.

Arcane Know'eclqe (Genera')

Not only have you studied how to activate arcane
items, but you also learned the common markings
used to identify items, the magical effects

associated with different types of magic items, and
the mundane signs that reveal an enchanted item’s
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true nature. With a sip from of a potion, you can
determine its effects.

Prerequisites: Arcane Sensitivity.

Benefit: You may identify magic items by
studying them and utilising your Use Magic
Device skill. You must spend one hour inspecting
the item and testing it. In the process of studying
a wand, staff, or wondrous item that uses charges,
you automatically expend 1 charge from the item,
though this magical energy seeps from the item
harmlessly. After one hour, make a Use Magic
Device check with a DC determined by the table
below. If you succeed, you identify one of the
item’s magical properties. If you roll a natural one
and fail, you immediately activate the item. If the
item has a personal effect, it targets you. If it has
an area of effect, the item’s ability centres on your
position. You may use this feat once per day.

Arcane Knowledge

Item Type DC
Armour 20
Weapon 20
Potion 15
Ring 25
Rod 20
Scroll 15
Staff 25
Wand 20
Wondrous Item 25

Arcane Sensitivity (General)

Your skill at activating magic items comes not
only from training and study but also from your
innate ability to detect magical auras. When you
grasp an item and concentrate, you sometimes feel
arcane energies flowing through an item.

Prerequisites: Use Magic Device skill.

Benefit: You can detect magic items by grasping
an item and concentrating for one minute. After
the minute, make a Use Magic Device check (DC
20). If you succeed and the item is enchanted,
you sense the power that flows through it. The
Games Master makes this check for you.

Back Alley Beawler (General)

You have been in many fights where a kick to a
sensitive area, a gouging finger to an eye, or the
quick twist of an ear helped overcome your foe.
In combat you are a wildcat, biting, clawing, and
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kicking your enemies without regard to any-
archaic notions of chivalry or fair play.

Prerequisites: Base attack bonus +2 or higher.

Benefit: Your unarmed attacks deal normal, rather
than subdual, damage. In addition, you can feint
with your weapon then deliver a quick kick to a
sensitive area or a similar dirty shot. If you make
no other attacks you can also, as a full attack
action, make a Bluff check opposed by your
opponent’s Sense Motive skill. If you succeed, -
you may deliver a single unarmed attack against
him using your best base attack bonus that deals
double normal damage. When grappling, yois tear
at your opponent’s ears, bite his fingers, or pull his
hair, dealing double normal damage.

Blinding Strike (General)

Your mastery of underhanded, dishonourable
tactics allows you to take temporarily blind your
foe. You can either open a cut above his eye,
causing blood to flow down into his eyes, or fling
dirt into his face.

Prerequisites: Back Alley Brawler.

Benefit: You may use the full attack action to
make an attack that blinds your foe. Make a
single attack using your best base attack bonus. If
you hit, your opponent must make a Fortitude
save (DC 10 + half your rogue class level) or be
blinded for 1d4 rounds. This attack only works
once per battle against a given foe. Only creatures
that use sensory organs to see are vulnerable to
this attack. Blinded creatures suffer a 50% miss
chance in combat, move at half speed, and suffer a
—4 penalty to any Strength and Dexterity based
skills that rely on sight. In addition, anyone
attacking a blind creature gains a +2 bonus to
their attack rolls.

Cuufious (General)

In battle, you have learned the advantage of
staying your hand until the most opportune
moment presents itself.

Prerequisites: Expertise feat.

Benefit: You can refocus as a standard action
instead of a full-round action. You can then take
a move-equivalent action, and the refocus comes
into effect the following round.
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’/ For example: you roll for Initiative and get a 10
" (a natural 6 + 4 for Improved Initiative). On the
third round of combat, you refocus and take a
move-equivalent action. On the next round you
act on 24 (20 + 4 for Improved Initiative)

CDH-Blooc]ecl Ki"er (Spen:ial)

You are cold-blooded slayer, able to precisely kill
others with devastating sneak attacks.

Prerequisites: Death Attack, base attack bonus
+7 or higher.

Benefit: You add +2 to the DC of the Fortitude
save made to resist your death attack. Even if
your opponent succeeds on his saving throw, you
inflict +1d6 points of damage on your sneak
attack.

Normal: The standard DC for an Assassin’s death
attack is 10 + assassin class level + Intelligence
bonus.

CDI‘ICEﬂl WCGPDH (Generul)

You are adept at keeping a weapon hidden on
your person in such a way that you can draw it
without any undue trouble. You often have to go
into areas where openly wearing weapons is
frowned, or you have often hidden a weapon in
easy reach in order to get the drop on an
opponent.

Prerequisites: Int 13+

Benefit: You gain a +2 competence bonus to
Bluff checks to convince someone that you are
unarmed or to hide a weapon on your person. You
may draw a hidden weapon as a move-equivalent
action rather than retrieving it as a stored item.

Normal: Pulling out a hidden weapon normally
counts as a retrieving a stored item, which draws
an attack of opportunity This feat makes that
action the equivalent of drawing a weapon, which
does not provoke an attack of opportunity.

Special: If you have the Quick Draw feat, drawing
a hidden weapon is a free action and you gain a
+2 bonus for the first attack. In addition, if you
succeed at a Bluff check during this first attack,
your opponent it caught flat-footed. This Bluff
check is a free action.
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Contacts (General)

You have friends in the right places. With a few
words in the right place, you can get your hands
on magic items, buy discounted healing from a
temple, or walk right of jail. Not only do you
know people in power, but they also owe you
several favours or are under your thumbvia an
extortion scheme.

Prerequsites: Gather Information skill 8 ranks.

Benefit: Select one of the general contact types
listed below. You gain the benefits listed under

that type when operating in your contact’s home
city or territory. ’

Fence: You know a merchant who deals in stolen
goods. You can sell items you steal to him for
their listed price, even unique items or those that
would normally draw suspicion from dealers. You
can also purchase any normal item at a 10%
discount. '

Law Enforcement: You have a few friends in the
local legal system, allowing you to easily skirt the
law. You do not need to pay any fines of less than
100 gp and never serve jail time for crimes short
of murder or rape. The local guard still brings you
into custody if they catch you, but in 4d6 hours of
captivity your contact arranges for your release.

Temple: You have done a few special jobs for a
local church, gaining the favour of the priesthood.
Once a month, the temple casts a 3" level or lower
spell on your behalf for free. In addition, you may
purchase other spells from them at a 10%
discount. The priests do not adventure with you
and do not leave the city or venture into
dangerous areas, such as dungeons, to fulfil their
debt.

Wizards ' Guild: You are on friendly terms with the
leadership of a local wizards’ guild or arcane
academy. Once per month, you may ask them to
cast a spell of up to 3" level on your behalf for
free. You may also purchase other spells, potions
and scrolls from the guild at a 10% discount.

Special: You may select this feat more than once,
every time gaining either a different type of
contact or a contact in a different town or city.
Your Games Master will provide information on
your contacts, such as their names and the
circumstances surrounding their relationship to
you.
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Contemptible Target (General)

You appear weak and puny, causing opponents to
ignore you in combat, as they assume you lack the
strength or skill to pose a threat. Often, enemies
attack your allies whilst paying you no mind,
allowing you to move into position to
demonstrate how deadly you really are.

Prerequisites: Low Key, maximum Str 13+,

Benefit: Until you attack or cast a spell in
combat, your enemies ignore you as long as a
different opponent stands within their threatened
area. This does not allow you to gain sneak
attacks against them unless you are hidden or
otherwise have the opportunity to use that ability.
Your foes are aware of your presence but simply
give other targets a higher priority. As soon as
you attack, you lose the benefit of this feat.
Enemies that have previously seen you fight are
immune to this feat, as are their allies who are
warned of your true skill.

Contortionist (Genepcnl)

You are adept at contorting yourself in order to
escape the grasp of others.

Prerequisites: Dex 13+,

Benefit: You gain a +4 competence bonus to all
Escape Artist checks made to escape a grapple
attack or to avoid being swallowed whole by a
large monster.

Compe"inq Sonq (Geneml)

Your ability to fascinate others through bardic
music is greater due to your compelling voice and
captivating songs. ;

Prerequisites: Cha 15+, Perform skill 6 ranks,
bard level 1+.

Benefit: While using your bardic music ability to
fascinate creatures, you gain a +4 circumstance
bonus to your Perform check.

Cﬁpp'inq Strike (Special)

Your training in anatomy allows you to cut
tendons, rupture organs and otherwise cripple
your opponent with a successful Sneak Attack.

Prerequistite: Sneak Attack class ability.
Benefit: Whenever you damage an opponent with

a Sneak Attack, the target also takes 1 point of
temporary Strength ability score damage.
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'I ,/ EGP“‘I Harmonics (Generul)

Because of your understanding of how sound
moves through the earth, creatures with the Earth
subtype find your bardic music hard to resist.

Prerequisites: Dwarf, Bardic music ability,
Perform skill 5 ranks.

Benefits: The DC to resist your bardic music is
increased by 2 whenever the ability is used
against a creature with the Earth subtype. In
addition, your bardic music can affect creatures
with the Earth subtype even if they are normally
immune to mind-influencing effects.

Entheal (General)

Your singing, oration or performing fascinates
others, distracting them from other concerns.

Prerequisites: Perform skill 6 ranks.

Benefit: Those people listening and watching
your performance, who are within 90 ft. of you,
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may become completely enthralled by your
performance, ignoring all else except life-
threatening combat going on around them.

Make a Perform check. Each person in the
audience makes a Will save with a DC equal to the
result of your Perform check. If successful, there is
no special effect other than the usual Perform
effect (although you may not try to enthral the
same listeners again for 24 hours). All who fail
will sit and listen rapturously for one round per
your total character level. Their Spot and Listen
checks suffer a —4 penalty. Any possible threat
allows the enthralled person another save attempt
against a new Perform check result. An obvious
threat automatically ends the effect. ' .

While performing, you must concentrate as a
standard action for the entire performance.

Exper’r Bardic Knowleclqe (General)

You are able to coax information from the most
reluctant of subjects — magic items.

Prerequisites: Perform skill 10 ranks,
Gather Information skill 6 ranks.

Benefit : You are able to identify the
properties of magic items by entering a
trance-like mystical performance. Though
time consuming, this is the surest method
for uncovering the secrets of such powerful
objects.

To use this feat, the bard must be alone with
the item and have plenty of time to enter
his trance and explore the item’s magical
resonances. After 1d4 hours, the bard slips
into a performance trance. Each hour after
this, he is allowed to make a single Perform
check (DC 20 + the caster level of the item).
If the check succeeds, the bard discovers
one of the item’s functions, and understands
how that function is activated. If the bard
exceeds the DC by 10 or more, he discovers
two of the item’s functions and how to
activate them. Conversely, if a bard fails
two of his Peform checks in a row, he is
unable to divine any more useful
information about the item. He may
investigate the item again after achieving
another level, but is otherwise unable to
determine anything about the item.




The bard may continue exploring the item for up
to eight hours, after which he must receive a full
night’s rest before he can use this feat again.

Extra Bardic Music (Special)

You may use your Bardic Music ability more
times per day.

Prerequisites: Bardic Music class ability.

Benefit: This feat allows you to use your Bardic
Music ability four more times per day.

Special: You can take this feat multiple times,
gaining four extra uses each time.

Favoured Instrument (General)

The bard may gain bonuses to spell effectiveness
by using his favourite instrument.

Prerequisites: Bardic music class ability.

Benefit: This feat allows a bard to choose a single
instrument as his favoured instrument. This is his
personal instrument, one that he has practised
with continuously, and he knows it so well it is
practically a part of his body. As a consequence,
all spells cast while using this instrument gain a
+2 to their save DC.

Should the instrument ever be stolen or destroyed,
the bard suffers a —1 morale penalty on all attack
rolls, weapon damage rolls, skill checks and
saving throws for the next week. After an
additional month of training and practice, the
bard may specify a new favoured instrument.

Foul Snealtinq (Geneml)

You can Sneak Attack stymied creatures.
Prerequisites: Sneak Attack ability.

Benefit: In addition to normal Sneak Attack
opportunities, you can Sneak Attack a target that
is dazzled, entangled, or nauseated. See the
condition summary in Core Rulebook II for a
description on these conditions.

GPGGCII’ EI]GS (GEI'IQPCII)

You have an extraordinary skill for rapidly
assessing the value of antiques, heirlooms, and
other potentially valuable items. While your
rapid estimate is not as reliable as a carefully
considered inspection of an item, it does well
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enough in a pinch, such as when you have -
sneaked into a dragon’s lair and need to quickly
figure out which of its treasures are the most
valuable.

Benefit: You need only 1 round, rather than a
minute, to make an estimate of an item’s value.
However, when appraising a value this quickly,
you suffer a -2 penalty to your Appraise check. In
addition, you do not gain a bonus for using a
magnifying glass or merchant’s scale to assess an
item.

Normal: It takes I minute to judge an object’s
value with the Appraise skill. .

Improvecl Equi'il:rium

You are able to perform acrobatic manoeuvres on
high rooftops, sloping ledges and other precarious
surfaces with remarkable ease.

Prerequisites: Dex 13+, Balance skill 4 ranks,
Climb skill 4 ranks.

Benefit: You may move up to your normal speed
over precarious surfaces or while climbing with no
penalty to your Balance or Climb skill checks.

|mprovec| Sneak Attack (Specia')

You have trained extensively in the art of sneak
attacks with a particular weapon. Choose one
weapon such as short sword or light crossbow.
With that weapon, your attacks sneak attacks are
devastating.

Prerequisites: Weapon Focus with the particular
weapon

Benefit: If you roll a critical hit when making a
Sneak Attack, the weapon damage is multiplied as
normal for that weapon, but the Sneak Attack
damage is also increased by +1d6. For ranged
weapons, this feat only applies to attacks with
ranges up to 30 feet.

Normal: Sneak Attack damage is not modified by
critical hits.

Special: You can take this feat multiple times. Its
effects do not stack. Each time you take the feat,
it applies to a new weapon.
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Increased Precision (Geneml)

You may make precise shots at range

Prerequistes: Far shot, base attack bonus +6 or

higher.

Benefit: The range at which you can make sneak
attacks and use your point blank shot feat is
increased by one range increment.

Special: You can take this feat up to three times.

Intercepting Voice (General)

Your ability to countersong against spellcasting
opponents is improved by your penetrating voice.

Prerequisites: Cha 15+, Perform 3 ranks, bardic
music class ability.

Benefit: While using your bardic music to
countersong, you gain a +4 circumstance bonus to
your Perform check.

Liql’ni Footed (Generul)

You are extremely light on your feet. While you
are not any stealthier than the average person is,
your footsteps are much more difficult for
creatures with the tremorsense special ability or
who rely on vibrations and other subtle hints to
detect a creatures presence.

Prerequisites: Dex 13+

Benefit: Against creatures with the tremorsense
ability, you are allowed to make a Move Silently
check to avoid being detected.

Normal: Tremorsense allows a creature to
automatically detect all movement within range
of its ability

Special: Against dragons or other creatures which
rely on their keen sense of their environment to
detect enemies, you gain a +2 competence bonus
to Move Silently checks.

Liq"lininq Grab (Generul)

Not only do you react faster than others, but you
quickly scan a situation and make a rapid move to
grab an item out of another’s hand, belt, or
backpack.

Prerequisites: Improved Initiative, Dex 15+.
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Benefit: You may take an item from any flat-
footed opponent within 5 feet with a successful
Pick Pockets check opposed by your opponent’s
Reflex save. You may take any item that you
could normally carry, and may grab anything you
can see on your opponent. For example, you
could take a dagger from an orc’s belt sheathe, but
you could not grab the weapon if the orc had it
out of sight in his belt pouch. Any item that could
be freely picked up, without undoing buckles or
knots, is vulnerable to this feat.

Low Keq (Geneml)

You are the kind of person others tend to
overlook. You easily blend into crowds and often
have trouble gaining the attention of waiters in
taverns or restaurants. You lack any eye-catching
traits, and have the typical height, weight, hair
colour, and skin tone for your race.

Benefit: You gain a +2 bonus to all Disguise and
Hide checks. You look so plain and normal that
others tend to simply overlook your presence.

Special: You may only take this feat at 1* level.

Himl:le Finqers (Genera')

Your natural skills as a thief have been finely
honed by years of experience and training.

Prerequisites: Escape Artist, Open Lock, Pick
Pocket skills.

Benefit: You may use each of the following
abilities once per session.

Fast Slip: With a successful Escape Artist check,
you shrug off your bonds in half the usual time.

Fast Pick: With a succesful Open Lock check you
pick the lock in half the usual time.

Fast Swipe: You may make a Sleight of Hand skill
check as a free action.

Painful Steike (Rogue)

You know how to hit where it counts. When
making an attack, you aim your blows to hit
sensitive areas, causing tremendous pain in your
target.

Prerequisites: Back Alley Brawler, base attack
bonus +3 or higher.
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Benefit: As a full attack action, you may make
one attack at your best base attack bonus. If you
hit, your opponent must make a Fortitude save
(DC 10 + half your level) or be partially overcome
with terrible pain. Your foe receives a —2
circumstance penalty to all attacks, skill checks,
saves, and damage rolls until your next action.

Derceivecl Aliqnmenf (General)

Through self control and discipline, you are able
to cloak your true motivations, even to the eyes of
magic.

Prerequisites: Int 13+,

Benefit: You may emulate any alignment up to
one step removed from your own, plus one
additional step each time you learn the feat again.
(For example, a lawful evil character with two
levels of Perceived Alignment may pretend to be
neutral evil, lawful neutral, chaotic evil, true
neutral, or even lawful good.) The feat’s benefits
are negated if you act in a manner that publicly
disproves your false alignment, unless you can
somehow rebuild your reputation. Good
characters may not select this feat.

Special: You may not take this feat more than
twice. Artefacts, as well as effects or items with a
caster level five or more levels higher than your
own, are not affected by this feat. They are simply
too powerful to be fooled.

Devfecﬂq Still (General)

You can move very slowly or stand still to
maximize your chances to remain hidden.

Prerequisites: Dex 13+.

Benefit: You receive a +4 circumstance bonus to
Hide checks when staying perfectly still, or a +3
circumstance bonus by moving at a speed of 5 feet
per round.

Normal: A character can move up to half his
normal speed with no bonus or penalties to his
Hide check.

Poison Qeaper (GeneraD

Many times in the course of developing a new
poison you have ventured out into the wilderness
to collect natural venom from spiders, lizards, and
other dangerous creatures. You know how to
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extract poison from a monster and use it on your
weapons.

Prerequisites: Poison Craftsman.

Benefit: You can extract one dose of poison from
a dead animal, beast, or vermin that uses venom.
The creature may not have been dead for more
than 24 hours, and it takes one hour of work to
extract poison from the corpse. Make a Craft
(posions) check (DC 20) to determine if you
succeed in removing the poison. If successful,
you gain one dose of injury poison from the
creature’s venom sacs or similar organs. The
poison functions exactly as per the creature’s
venom, though its save DC is decreased by 2d4 as
the process of removing the poison and exposure
to air leaves it less potent than normal.

Skill Sacrifice (Special)

Allows a bard to know more spells than normal.
Prerequisites: Cha 15+, bard class level 3+.

Benefit: You may permanently sacrifice a number
of skill points to gain additional spells known.
You may sacrifice as many skill points as you
desire. Spells are learned on a direct 1-spell-level
to 1-skill-point ratio. A single cantrip requires 1
skill point. Spells learned must be determined at
the time of the sacrifice, Once this decision is
made, it can never be undone.

Special: This feat may be taken multiple times.
Each time it is taken, the character determines the
number of skill points to be sacrificed and the
specific spells to be learned, This feat can only be
taken when gaining a level as a bard.

Smear Campaiqn (Geneml)

You can attempt to ruin another’s good name or
instil hostility toward him in certain people.

Prerequisites: Cha 13+.

Benefit: You can change others’ attitudes toward
someone by spending time bad-mouthing him. It
usually takes at least one evening of carousing
with the targeted audience, similar to making a
Gather Information check. Characters normally
make Charisma checks to alter someone’s attitude
for the better. You can alter it for the worse with
your own Charisma check. Whenever the object
of your smear campaign arrives, people’s initial
attitude toward him are whatever you influenced
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Smear Campaign

Friendly

Note: Add +5 to the DC if people in the crowd know the person personally.

them toward. The audience does not need to
personally know the person; reputation and name
is enough.

Sonqs of the Suqqesfive Siren
(Geneml)

Your voice and songs carry greater power when
attempting to make a suggestion to a fascinated
creature.

Prerequisites: Cha 17+, Perform skill 9 ranks,
bard level 1+.

Benefit: While using your Bardic Music to make
a suggestion, the DC to resist this ability is
increased by two, changing the DC to 15+ your
Charisma modifier.

Normal: Without this feat, the DC to resist your ~
suggestion would be 13+ your Charisma modifier.

Sonqs o{ Triumpl'l (General)

Your ability to recall stories of great triumph
improves your ability to inspire others.

Prerequisites: Cha 15+, Perform skill 6 ranks,
bard level 1+.

Benefit: While using your Bardic Music to
inspire courage, you grant your allies a +4
morale bonus to saving throws against charm
and fear effect, as well as a +2 morale bonus to
attack and weapon damage rolls.

Normal: Without this feat, you would only grant
a +2 morale bonus to saving throws and a +1
morale bonus to attack and damage rolls.

Splinfepinq Steike (poque)

You have fought many constructs and other
creatures composed of inanimate material. You
have an eye for picking out structural weaknesses
in their bodies and hitting them with devastating
attacks. With one careful swing of your blade you
widen a crack in a stone golem’s torso or sunder
an animated object.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You may make sneak attacks against
constructs. In addition, you deal an additional
+2d6 damage when making sneak attacks against
such creatures.
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Subtle Manipulator (General)

You are sneaky and prefer to solve things from the
shadows.

Benefit: You gain a +3 bonus on Hide and Bluff
checks, but a -2 penalty to Diplomacy checks.

Voice of Inner Strength (General)

Your ability to inspire greatness is greater due to
the power of your inner strength, which you share
with allies through song and story.

Prerequisites: Cha 17+, Perform 15 ranks, bard
level 1+.

Benefit: While using your bardic music to inspire
greatness, you grant the following boosts to an
ally.

t  +4 Hit Dice (granting temporary hit points).
T +4 competence bonus on attacks.

T 41 competence bonus on all saving throws.

Normal: Without this feat, your inspire greatness
ability would only grant +2 HD, a +2 bonus to
attacks and a +1 bonus to Fortitude saving throws.

Trapmaster (General)

You are an expert at both building and disarming
traps.

Prerequisites: Dex 15+.

Benefit: You gain a +2 bonus to all Craft
(trapmaking) and Disable Device checks.

Wall Fiq'ﬁer (GeneraD

You often scale cliffs or scramble up to the roof of
a building while under enemy fire. You excel at
both climbing and fighting, either due to your
natural agility or extensive training. While others
are sitting ducks while climbing, you are an
elusive target.

Prerequisites: Expert Climber.

Benefit: While climbing, you gain your Dexterity
bonus to your Armour Class. Furthermore, those
attacking you do not receive the standard +2
bonus to hit. If you choose to climb more quickly

than normal, as per the accelerated climbing rules,
you lose the benefits of this feat.

Normal: While climbing, you count as stunned
for purposes of attacks made against you. Your
enemies gain a +2 bonus to hit, and you lose your
Dexterity bonus to Armour Class and may not use
a shield. Note that even with this feat you still
cannot use a shield while climbing.

Wop“'q Knowleclqe (Genera')

You are wizened to the world and have the knack
for picking up various facts and stories.

Prerequisites: Bardic knowledge. May only be
taken at 1* level.

Benefit: You gain a +2 circumstance bonus to all
Bardic Knowledge checks and Gather Information
checks.
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Wounding Strike (Genera ) ff’ ,3 s

Your sneak attacks not only injure but also cripple
and leave opponents vulnerable.

Prerequisites: Crippling Strike class ability.

Benefit: When you damage an opponent with a
sneak attack, you also deal an additional 1d2
points of damage to a either your opponent’s
Strength, Dexterity or Constitution ability score.
Ability points lost to damage return on their own
at the rate of one point per day. This feat does not
stack with the crippling strike special ability.
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hilst necromancers are often powerful
wizards in their own right, those that
pry deeper into the hidden and

convoluted mysteries of their art are able to tap
and control negative energy -directly. No longer
restricted to mere sanitised spellcasting, an
accomplished necromancer will slowly learn to
draw negative energy to him at will, without
recourse to memorised spells that ultimately limit
his true potential. This is where the real power of
the necromantic school of magic lies. Through the
direct manipulation of negative energy,
practitioners are able to shrug off the effects
hostile undead may cause, animate corpses by
mere touch and duplicate almost any divine
ability of those clerics who worship death in all its
forms.

Such power, however, comes neither easily nor
without a price. A neophyte necromancer is
unlikely to be even aware of such abilities and
even one more experienced may find himself
courting great danger in his obsession to
understand the art he has devoted his life to.
Drawing upon negative energy in this way ravages
both body and mind, the flow of power flooding
the practitioner’s very being to destroy the essence
of his life. Prolonged exposure is extremely
hazardous and the visible effects can be marked.
Limbs may be twisted or contorted into dreadful
aberrations, flesh may decay whilst still on the
bone and eyesight severely damaged by direct
sunlight. Furthermore, negative energy may
remain after such magic is worked to cause further
unwanted effects — animals and small children
may flee in terror from an afflicted necromancer,
sensing the dark power within him, plant life may
whither at his passing or he may develop a need
and desire to consume the flesh of the dead.
Ultimately, the necromancer will move inexorably
towards a state of undeath, becoming little
different from the dread creatures associated with
the practice of necromancy. The secrets of the art
are open and ready to all willing to devote their
lives to the magic but none should doubt the
inherent risks that will be run in its application.
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USING NECROMANTIC
FEATS

Necromantic feats are gained and used in the-same
way as those listed in Core Rulebook I. They
differ only in that the power used comes from the
character’s control of negative energy rather than
from some innate ability of the character himself,
and that there are possible (even probable) side
effects to contend with.

Only arcane spellcasters may choose to take a
Necromantic feat rather than one listed in Core
Rulebook I or other publications and then only if
they meet the listed prerequisites of each. y

Unless stated otherwise, all Necromantic feats are
performed as standard actions. In addition, a
Negative Energy check must be made every time a
Necromantic feat is used, as the practitioner is
concentrating hard to control the flow of negative
energy he must draw to his person in order to
avoid undesired side effects. This is made at DC
10, with his caster level and Intelligence bonus
being applied as positive modifiers. A roll of 1 is
always deemed a failure,

Upon failure, the player must roll on the Negative
Energy Side Effects table below and apply the
result to his character. Success will mean the
character has safely resisted the effects of the
negative energy flowing through his system — this
time, at least. Regardless of whether the Negative
Energy check is passed or not, the Necromantic
feat will still function as normal.

A player may choose to modify the dice roll on the
Negative Energy Side Effects table by using half
his caster level, rounded down, as either a bonus or
penalty. In this way, he may intentionally try to
minimise the effects of the negative energy or
embrace them fully. The choice to modify the roll
on the table must be made before the dice are
actually rolled.
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34 ’-/ Negative Enerqy Side Effects

d20 Side Effect
Aura of Unease
Animal Terror
Light Sensitivity
Stench of Death
Eater of the Dead
Plague Carrier
Holy Aversion
Glowing Eyes
Life Corruption
10 Talons

11 Negative Level
12 Disfigurement

13 Reduced Healing
14  Frail Body

15 Insanity

16 Cadaverous Figure
17 Charisma Loss
18  Strength Loss

19  Constitution Loss
20 Undeath

AU Pa O'I: UI'IGCISG

A common affliction of many who practice the
necromantic arts, any who come into prolonged
contact with you will feel distinctly uneasy. It
may be your overly dark but piercing eyes, an air
of intimidating power or merely a general sense
that something is ‘wrong’ that puts people on their
guard. They are unlikely to deduce the nature of
your necromantic art from this feeling unless they
have come across this particular side effect in the
past though it is likely it will affect any
negotiations you attempt. You also gain a +2
circumstance bonus to any Intimidation checks.
This side effect may only be applied once to a
character. If it is already in place, re-roll this result
on the Negative Energy Side Effects table.

Animul Terrop

Very young children and mundane, non-magical
animals will seek to avoid you at all costs and will
attempt to remove themselves from your presence
in the quickest way possible. If restrained in any
way, their distress will be obvious, with horses
shying away and dogs barking, for example. It
will be quite impossible to ride any such animal as
amount. The first time this side effect is gained,
animals will only attempt to avoid you if you
move within five feet of them. This range
increases by ten feet every time this side effect is
rolled. This is no maximum radius for this effect.

L= - T . L R S o
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Liq ht Sensiiiviiq

Your eyesight becomes unusually sensitive to
bright sources of light, to the point where they can
actually cause physical pain. From now on, you
will suffer a -1 penalty to attack rolls when in
bright sunlight or within the radius of a daylight
spell. However, you will also gain low light vision
extending to a range of 60 feet if you did not
already possess it. Existing low light vision will
be extended by 60 feet. This side effect may only
be applied once to a character. If it is already in
place, re-roll this result on the Negative Energy
Side Effects table.

Standh of Dacth B

A perpetual stench of corpses and disturbed graves
constantly surrounds you, resisting all attempts to
alleviate it. This may be masked by the use of
ever more potent perfumes and musks though their
application will, of course, be painfully obvious to
any you meet. Such fragrances will cost 10 gp per
day every time this side effect is rolled for as the
stench of death gets progressively worse, should
you choose to disguise it. A —1 circumstance
penalty to your Hide skill must also be applied
every time this side effect is rolled for.

Eater of the Dead

The corrupting effects of negative energy flow
through your body, driving you to debased acts
that defy all normal conventions of society. You
develop a highly unnatural desire to feast on the
flesh of the dead, an abhorrent act to all but the
most primitive of creatures. For the first time this
side effect is rolled, you must consume a small
amount of flesh from a humanoid corpse at least
once a day or suffer the cumulative but temporary
loss of one Strength point each day you abstain.
For the second time this side effect is rolled, you
may only eat flesh from humanoid corpses, normal
food causing you to retch uncontrollably. Failure
to do so will result in the Strength loss described
above, as well as the normal effects of starvation as
described in Core Rulebook II. Strength points
will be regained at the rate of one per day after
consumption of corpse flesh has been resumed.
Subsequent rolls will have no further effect and
must be re-rolled on the Negative Energy Side
Effects table.

Dlaque Carrier

Continued proximity to the forces of death and
undeath have all but eroded your body’s natural
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defences against disease and infection. However,
as you continue to transform through the
constant flow of negative energy flooding
through your system, such diseases and

plagues cease to have any real effect upon

you. The Games Master will randomly
select a disease from Core Rulebook II, or
create one himself. You are now a
carrier of this disease. Whilst immune
to its effects yourself (even from
outside sources), anyone coming into
contact with you runs the very real risk
of contracting it, as described in Core
Rulebook II. The use of a cure disease
spell will vanquish this disease as
normal but it will automatically return
within 1d6 days. Subsequent rolls of
this side effect will cause yet another
disease to be carried.

Holq Aversion

The power of faith from those who serve
deities of good has always had a powerful
effect upon the darker purposes of negative
energy and as it flows through your system,

an aversion to holy powers becomes evident.
You will no longer be able to tolerate the
presence of holy symbols and icons of good
deities and will not willingly approach or stay
within five feet of them unless you make a Will
save, DC 20. Good clerics will also be able to
turn you, using your character level in place of
undead Hit Dice, though no cleric will be capable
of destroying or commanding you no matter their
deity or strength as you are not yet wholly undead.
In addition, contact with holy water will cause
your skin to burn and sizzle, causing 1d6 points of
damage. This side effect may only be applied
once and subsequent rolls must be re-rolled on the
Negative Energy Side Effects table.

Glowinq qus

Your eyes begin to glow with their own inner
crimson light, easily noticeable except within
strong, direct sunlight. You gain darkvision with a
range of 60 feet from this side effect. If you
already possessed darkvision, its range increases
by 60 feet. This side effect may only be applied
once to a character. If it is already in place, re-roll
this result on the Negative Energy Side Effects
table.

Life Corrupfion

With small amounts of negative energy now
flowing as easily through your system as blood,
you have become, in a sense, the very antithesis of
life itself. The natural world will recoil from your
passing, with plant life withering and small
animals snuffed out by your mere presence. From
this point on, your touch will cause all natural
plants and tiny creatures of less than one Hit Dice
to die immediately and food to rot or turn sour.
Subsequent rolls of this side effect will extend its
radius by five feet each time. This side effect has
no effect on larger forms of life or those of the
undead, construct or outsider types.

Talons

One of your hands twists and warps as you
mishandle a small amount of negative energy in
the use of a Necromantic feat. It withers and
reforms into the likeness of a talon or bony claw.
From this point, your unarmed attacks cause d4
points of damage. This has no further games
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. ,/ | effects and you will still be able to manipulate

objects and cast spells normally. A second roll of
this side effect will cause your other hand to form
into a talon but subsequent rolls after this must be
re-rolled on the Negative Energy Side Effects
table.

Heqafive Level

Pure, unrefined negative energy can have a
crippling effect upon those who misuse it. During
the use of a Necromantic feat, it power ravages
your body and mind, temporarily crippling you.
You gain one negative level immediately. This is
temporary, however, and the negative level will be
regained one day later. If your character level
drops to 0, you are slain, destroyed by the very
power you sought to control.

Dis{iquremeni

A slip in concentration whilst controlling the
negative energy of your art causes a momentary
flashback of dark power, painfully ravaging your
body and leaving it all but broken. A
disfigurement of the Games Master’s choosing is
applied immediately, be it a twisted limb, a
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pronounced limp (possibly reducing speed), a
hunch or anything else he decides as suitable.
Subsequent rolls of this side effect will cause

additional disfigurements.

Qeclucecl Healinq

Negative and positive energies are direct
opposites, the antithesis of one another, their
combination only resulting in the annihilation of
both. As your body becomes increasingly charged
with negative energy, the positive energies used to
heal wounds cease to have such potent effect.
Every time this side effect is applied, you will gain
2 hit points less than normal from any type of
healing magic. Note that this cumulative, penalty _
can result in a loss of hit points if it is higher than
the amount gained through a healing spell.

FPail Bodq

You body, ravaged by the powers you continually
seek to channel, becomes far weaker and less
resilient to the damage it may suffer. Wounds
bleed far longer than they used to, broken bones
do not mend as quickly and even light blows may
cause greatly increased bruising. Every time this
side effect is applied, you will suffer an
additional hit point of damage whenever
you are wounded, whatever the cause. This
also applies to subdual damage.

lnsanifq

A close call with the ravaging forces of
negative energy allows a glimpse, just for
an instant, into the spirit realms of the dead,
dark realms into which mortals were never
meant gaze. All too aware of your own
mortality, something snaps in your mind as
" terrifying pressures beyond all mental
endurance press in from all sides. From this
point on, you are considered to have
gained a type of insanity of the Games

~ Masters choosing. The effects of insanity

| are at the Games Master’s discretion.

Cadaverous F iqure

The forces you are attempting to control
begin to permeate your body, annihilating
it by degrees and draining the very essence
of your life. Your whole body will wither
and decay upon your bones to ultimately
leave a cold, dry husk barely able to sustain
life and will. It will not be long before you
resemble nothing so much as a walking



corpse. This side effect may be applied any
amount of times, becoming more pronounced each
time, as determined by the Games Master. Asa
guide, the first time it is rolled, only a sinking in
of the eyes and a deathly pallor of the skin may
become apparent. By the fourth of fifth time it is
rolled for, you will look more like a zombie than
one of the living and further results will result in
the semblance of a lich or one of the other greater
undead.

Clmrismu Loss

The continued use of negative energy begins to
have a destructive effect upon your body and
mind, with dangerous and everlasting results. You
lose one point of Charisma permanently.

Strength Loss

The continued use of negative energy begins to
have a destructive effect upon your body, with
dangerous and everlasting results. You lose one
point of Strength permanently.

Constitution Loss

The continued use of negative energy begins to
have a destructive effect upon your body, with

dangerous and everlasting results. You lose one
point of Constitution permanently.

FEATS OF THE UNLIVING

Undeath

There comes a time when the manipulation of
negative energy demands too high a price for any
living creature to sustain for long before they must
pass beyond the grave and reach for unlife. Your
flesh will begin to decay and you will be sustained
almost purely by the negative energy that now
runs freely through your system. Every time this
side effect is rolled for, the Games Master will
apply one of the following to your character;

t  Immune to critical hits
+  Immune to subdual and ability damage .
+  Immune to energy drain

+  Immune to death from massive damage

Once all of these have been gained, apply the
undead template in the box text below
immediately. You are no longer a natural creature
of the living world but have become a dark
monster of the night — one of the dreaded undead.
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will grant the undead creatures maximum hit

/ NECROMATIC FEATS

Animation I'Jq TOlIClI (Hecromanfic)

You may now animate corpses into skeletons or
zombies merely by touching them, such is the
power you hold in the manipulation of negative
energy.

Prerequisites: Animate dead, Death Touch.

Benefit: This Necromantic feat works in all
respects as the animate dead spell, except that you
only need touch a corpse and no material
component is needed. Only one undead creature
may be animated every time this feat is used,
though you may still control multiple undead.
The maximum number of undead you may control
is equal to 2 HD per caster level.

Auqmenf Undead (Necromantic)

You are able to gather and focus greater amounts
of negative energy into the undead you animate
and create, vastly increasing their resilience to
damage.

Prerequisites: Knowledge (necrology) skill.
Benefit: Whenever this feat is used in conjunction

with the animation or creation of undead (whether
through a spell or another Necromantic feat), it

points, +1 hit point per Hit Dice for every 3 caster
levels.

Command Undead (Hecromanfic)

This feat is often considered the mark of a true
necromancer for with it, a practitioner may cower
and command undead creatures of all types, even
those he has not created or animated himself.

Prerequisites: Knowledge (necrology) 8 ranks
skill.

Benefit: You may rebuke and command undead as
a cleric of half your character level, rounded d'own.‘
No holy symbol or icon is required, as the direct
power of negative energy is harnessed instead to
force the undead into submission.

Deaﬂi Touch (Hecromaniic)

Calling upon the negative energy that is present
all around you, you gain the ability to drain the
very life from any creature by the merest touch.
Flesh itself will shrivel and rot as you rob your
victim’s of the very essence of their life.

Prerequisites: Knowledge (necrology)skill.
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Benefit: By making a successful melee touch
attack against a living creature, you may attempt
to slay them outright by channelling a bolt of
powerful negative energy through them. When
you touch, roll 1d6 for every caster level. If the
total is equal to or greater than the creature’s
current hit points, it dies immediately. If the total
is less than the creature’s current hit points, the
death touch has no effect. Both the use of this
spell and the touch attack are considered to be a
single standard action.

Empower Undead (Hecromanfic)

The undead you create and animate are truly
awesome creatures, able to ignore the powers of
any many clerics that would have lesser undead
fleeing or cowing at their feet.

Prerequisites: Augment Undead, animate dead
spell.

Benefit: Whenever this feat is used in conjunction
with the animation or creation of undead (whether
through a spell or another Necromantic feat), it
will grant the undead creatures a Turn Resistance
equal to half the caster level.

pep'icafe the Divine (Hecromuniic)

The accomplished necromancer has such potent
control over negative energies that he may
replicate many of the powers worshippers of death
call upon from their deities. Through the careful
manipulation of negative energy, you may now
cast spells normally reserved for clerics of the
Death domain.

Prerequisites: Any other Necromantic feat.

Benefit: When this feat is taken, immediately
choose one spell from the Death domain of a level
you may ordinarily cast. From this point on, you
may prepare and use this spell as you would any
arcane spell and as if you were a cleric of the
appropriate level. However, whenever you
actually cast this spell, a Negative Energy check
must be taken, with the appropriate penalties
applied if it is failed.

Special: This Necromantic feat may be taken
more than once, with another spell from the Death
domain being chosen each time.

Resist Maqic (Hecromaniic)

Enveloping yourself with barriers and wards made
of pure negative energy, you are able to ward off
many spells and magical effects that might -
otherwise consume you. Whilst this feat is in use,
you are cloaked in a wavering, shadowy field that
twists in disturbing convolutions as it drives away
attacks of a magical nature.

Prerequisites: Knowledge (necrology) skill 11
ranks. .

Benefit: The use of this feat grants you with spell
resistance 12 for 1d6 rounds. This is effective
against all forms of magical attacks, not just those
that rely on necromancy and negative energy.
However, this spell resistance cannot be stacked.

Spirii Dissertation (Necromantic)

Now truly knowledgeable of the necromantic art,
you can change your sphere of consciousness
almost at will to pry into the realms of the dead.
Though running the risk of gaining the reputation
of conversing with spirits of those long since dead,
you are now able to gain ages old wisdom from
people and creatures that have passed from this
world and journeyed into the next.

Prerequisites: Augment Undead, Replicate the
Divine, Knowledge (necrology) 6 ranks.

Benefit: Through the use of this Necromantic feat,
you may now speak directly with the spirits of the
dead. This is a supernatural ability that works in
an identical fashion to the speak with dead spell.
You may use this feat a maximum of once per day.
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EATS OF
TODAY AND
THE FUTURE

T settings. Where possible, they default to a

standard d20 template rather than being
distinguished for each futuristic setting. As such,
the feats in this chapter should only be chosen for
non-modern or futuristic settings after careful
consideration by the Games Master.

he feats contained in this chapter are

...A Gun In The Other (General)

You are a master of kicking butt from the driver’s
seat.

Prerequisites: Drive By, base attack bonus +6 or
higher.

Benefit: You suffer no penalty when shooting from
the vehicle as the driver.

Aemour DPo{iciencq (Dowepec,)
(General)

You are proficient with powered armour.

Prerequisites: Armour Proficiency (light), Armour
Proficiency (medium), Armour Proficiency (heavy).

Benefit: When you wear a type of armour you are
proficient with, the armour check penalty applies
only to Balance, Climb, Escape Artist, Freefall,
Hide, Jump, Move Silently, Pick Pocket, Pilot and
Tumble checks.

Normal: A character who is wearing armour with
which he is not proficient suffers its armour check
penalties on attack rolls and on all skill checks that
involve moving, including Ride.

Armour Droficiencq (Vac Suif)
(Genercll)

You have been trained in the wearing, care and
maintenance of all types of vacuum suits.

Prerequsities: Amour Proficiency (Heavy)
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Benefit: You may work normally while wearing a
vacuum suit, only suffering the armour check
penalty when attempting to Climb, Hde, Jump,
Move Silently and Tumble.

Normal: A character who is wearing armour with
which he is not proficient suffers its armour check
penalty on attack rolls and on all skill checks that
involve moving, including Ride.

Armed to the teeth (General)

You can use a melee weapon in your primary hand,
and a pistol in your off-hand to gain an extra attack.

Prerequisites: Base attack bonus +6 or higher,
Crack Shot '

-

Benefit: When attacking with a melee weapon in
your primary hand and a firearm in your off-hand,
you gain a free attack with the pistol. Standard
penalties for two-weapon fighting (and firing a
pistol in melee, if applicable) apply, except you half
the two-weapon penalties (just as with the Two-
Weapon Fighting feat).

Assassin (Genera[)

You are trained and skilled at killing an opponent
as quickly and skilfully as possible.

Prerequisite: Proficiency in melee weapon used,
Weapon Specialisation, BAB +8 or higher.

Benefit: As a full round action that draws an attack
of opportunity, you may attempt to hit the target in
a critical area. This attack is at a —4 penalty to hit.
If the attack hits, it is treated as a critical hit. The
target must be flatfooted to take advantage of this
feat.

Aufofire (Genepal)

You are trained to fire accurate bursts with an
automatic weapon.

Prerequisites: Point Blank Shot, Precise Shot,
Martial Weapon Proficiency, Technical Proficiency,
Dex 13+.

Benefit: When firing an automatic weapon, you hit
with an extra shot for every 3 by which your attack
roll exceeds the opponent’s Armour Class.
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Baby It (General)

You can coax a damaged vehicle to continue to
perform.

Benefit: You may ignore any penalties caused by
the first critical suffered by a vehicle you are
operating.

Bike Leap (Genepal)

Through constant practice, the character can now
perform amazing leaps on any bike, given enough
room and a suitable ramp.

Prerequisites: Ride skill.

Benefit: Whilst on a bike, the character can now
jump half again as far as he could normally.

Bike Wheelie (Generu |)

By gunning his engine, the character can raise the
front wheel of his bike and literally overrun his
enemies.

Prerequisites: Ride skill.

Benefit: The character may now use his bike as an
offensive weapon. Whilst travelling at slow or
crawling speeds in a straight line on a bike, the
character can overrun an opponent. A single attack
roll is made against an opponent, a successful hit
indicating the opponent has been overrun, dealing
3d6 points of crushing damage.

Circumsped (GeneraD

You are especially careful with risky endeavours,
particularly those that could end in catastrophe.

Prerequisites: Wisdom 13+

Benefit: You gain a +2 aptitude bonus on all
Disable device and Demolitions checks.

Co-orc'inufe Fire (General)

You are most effective when working in concert
with your teammates.

Prerequisites: Base attack bonus +6 or hlgher - :
\ / *’

Bonus: When firing a ranged weapon at an M
opponent, you gain a +1 bonus to your attack roll -{ ¥

for each of your allies who has fired upon that same
2! ??
gy

opponent earlier in this round.

Demolition Derbq (Generul)

You are an expert at using the crumple zones and
structure of your vehicle to soak up damage without
losing performance.

Prerequisites: Skill focus (drive), Oversteer

Benefit: Your vehicle gains +2 hardness against
combat damage and all crash or impact damage is
reduced by 1 point per die (to a minimum of 1 point
per die).
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' Diver (Geneml)

You are proficient in the use of breathing apparatus
to dive underwater.

Prerequisites: Swim skill 5+ ranks.

Benefit: Reduce penalty of skills underwater by -2.

Diving specialist (General)
You are specialised in the use of breathing
apparatus to dive underwater.

Prerequisites: Swim skill 8+ ranks, Diver.

Benefit: You suffer no penalty to using skills
underwater except combat skills.

Drive Bq (Generul)

You are an expert at hitting targets as you race past
them.

Prerequisites: Ride Shotgun, base attack bonus +3
or higher.

Benefit: You may ignore up to the first -2 in
penalties for the speed of your vehicle when
making an attack from a vehicle.

Drive-Bq Boot (General)

You know how to bring down a pedestrian when
riding a motorbike by use of a well-placed boot or
weapon.

Prerequisites: Base attack bonus +4 or higher,
Ride skill.

Benefit: When the character is on a bike and using
the charge action, he may move and attack as with a
standard charge, but then move again in a straight
line in the direction of the original charge. An
attack of opportunity is not provoked by the use of
this feat. This feat may only be used at speeds of 50
mph or less.

Dumb Luck (General)

You are unnaturally lucky

Benefit: You gain a +1 innate bonus to all checks
related to gambling or games of chance. Once per
day you may retry a failed check, attack roll or
saving throw. You may also turn any one succesful
attack roll into a critical success once per week. If,
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however, you do so, you may gain none of the
benefits for this class for the week following its
use.

Crack Shot (General)

When wielding a pistol, you are considered ‘armed.’
You threaten your adjacent areas and can thus make
attacks of opportunity against those who leave
them, ’

Benefit: You can threaten a 5-ft area around you in
any direction with a pistol, just as with a melee
weapon.

EW Specialist (General) - .
You are an electronic warfare expert, and have an
incredible talent when it comes to sensors and
communications.

Benefits: You gain a +2 to all skill checks related
to attempting to defeat, detect or establish
communications, or when attempting to
descramble a garbled or encoded communications

signal.

Fiem Hcmt] (General)

You are good at maintaining control of a damaged
vehicle.

Prerequisites: Dex 13+

Benefit: You can ignore up to the first -4 in
handling penalties for vehicle damage or terrain.

Games Desiqner (General)

You have devoted your life to the creation of
roleplaying games.

Prerequisites: Bluff skill, Craft (games) 12 ranks.

Benefit: You gain a +4 social bonus to all Charisma
checks with people who play roleplaying games.
However, you have a -2 penalty to all Charisma
checks when interacting with people who are not
games players.

Geo'oqical Sumq (General)

You are skilled at carrying out sample collection
and analysis, and can operate appropriate
equipment to do so.

Prerequisites: Profession (prospector) 5+ ranks or
Knowledge (geology) 5+ ranks.
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Benefit: Add +2 to any Knowledge (geology) skill
checks when attempting the field analysis of a
geological formation or when attempting to
extrapolate possible geological information about
a region based on available maps and surveys.
This feat also adds a +2 synergy bonus to survey
checks when performing planetary mapping and
mineral surveys from orbit or high altitude.

HGCI&GP (GEI'IGPOI)

You are adept at hacking into secure computers.
Prerequisites: Computer use skill 5+ ranks

Benefit: You receive a +2 bonus when attempting
to penetrate any form of computer security.

Heavy Gravity Adaptation (General)

You are comfortable and familiar with working and
living in a heavy gravity (1.1G+) enviroment.

Prerequisites: You may not already have the Zero-
G/Low Gravity Adaptation feat.

Benefit: You may reduce the penalty for heavier
than normal gravity by —2 when using skills in a
heavy gravity environment, except for combat
skills.

Normal: Untrained characters suffer thefy
penalty on any skil] is¢-in.a feavy-gravi
envir0nmélnatﬂi';z } o g—
. \\ \ \
ol -
|mp\n’d ln’f/erroq i
Througly fair 3
intimbdating
info

You are totally acclimated to working and living in
a low or Zero gravity environment.

Prerequisites: Zero-G/Low Gravity Adaptation.
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Benefit: You will suffer no penalty when using
skills in a zero-g or low gravity environment,
except for combat skills. These require the zero-g
combat feat.

In Mq Siq“s (Generul)

You know where to shoot vehicles for maximum
effect.

Prerequisites: Int 13+, Grease Monkey

Benefit: Your critical threat range is increased by 1
when targetting a vehicle with an attack. If you
score a critical hit against a vehicle, you may
choose the location of the critical.

'nsiani Hotwire (Genera')

You are a master of circumventing vehicle security.

Prerequisites: Mechanics skill 2+, Open Locks
skill 2+.

Benefit: You receive a +2 bonus to all attempts to
foil a vehicle’s security systems. Further,
attempting to open a locked vehicle or start one
without the keys is a free action for you.

Internet Junlcie (General)

a-significant amount of your time on the
ing for interesting titbits of gossip or

é{{se skill, Gather

Benefit: You gain a +2 competence bonus to all
Gather Information and Computer Use checks. You
also gain a +1 innate bonus to any rolls to resist
sleep or fatigue.

Leqal Euqle (GEI'IGPCID

You are intimately familiar with laws and customs.
Prerequisites: Knowledge (Law) skill 5+ ranks.

Benefit: Add +2 to all knowledge (Law) and
Profession (administration) checks.

Medical Specialisation (General)

You are specialised in a specific field of medicine
such as cardiology, neurology or orthopedics.
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,/ Benefit: Add +4 to all skill checks when

diagnosing or treating injuries or illnesses relating
to your field speciality.

Special: This feat may be taken more than once.
Its effects do not stack, each time it must be applied
to a new field of specialisation.

HI‘J"UFCII COI‘I‘IPCISS (GGI'IEPCII)

Benefit: Add +2 to all Intuit Dirgbtion
Navigation checks.

OVGPFICIQ SGCI.I Plfl] (

You have been trained in ho‘j to ovetyide a
defeat the anti-hijacking and boarding secunty
systems on most types of statships.

- f/
-

-
-

Prerequisites: Hacker.

Benefit: Add +2 to all ComputSU checks when
attempting to override an anti- hlj ing
programme.

Oversteer (General)

You are good at avoiding and mitigating crashes.
Prerequisites: Firm Hand.

Benefit: You receive a +3 modifier to all crash
checks. You also reduce crash damage by 1d6.

Speecl Triqqer (General)

You are skilled with extremely rapid gunfire, even
with single-shot firearms.

Prerequisites: Base attack bonus +3 or higher.
Benefit: You may make burst attacks even with
firearms that do not normally allow burst fire (so
long as the weapon has at least three shots
remaining).

Sfarsl'uip Di'ohnq (Genem')

You know how to pilot and operate a starship.
Prerequisites: Pilot skill
Benefit: You do not suffer any penalties on your

Pilot checks to operate a starship under normal
circumstances.

You have an innate, almost unnatural abilifi_to

determine your location nearly anywherg on t ;
F .

world (or any other world you are fangiliar ).

Surgerq (Gge eral) '
Yo areﬂrainf nid\taliﬁed to perform most types

of surdery T
\*\ (I

| \k \ )
squisites:—M 'esl&ka‘h_kofﬁ

Prerequisites: Inte}ligencc 15+

Benefit: You gain a +2 aptitude bonus with all
technical skills such as Computer use, Repair,
Electronics efc.

Weupon Droficiencq (aufomafic
weapons) (Generul)

You are proficient in the use of automatic weapons,
ranging from SMGs, assault rifles and machine
guns.

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.

Weapon Dw{iciencq (I:ielcl Arii“erq)
(General)

You are proficient in the maintenance and
operation of field artillery pieces including
mortars, self-propelled guns and other such
weaponry. If in a futuristic setting, this may
include mass drivers, meson accelerators and
similar.

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.
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Weupon Dm{iciencq (heuvq weopons)
(General)

You are proficient in the use of heavy weapons,
such as bazookas, light anti-tank weapons and
similar such weapons.

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.

Weapon Droficiencq (l_asers)
(General)

You are familiar with the use of small-arms style
laser weaponry (pistols, carbines and rifles).

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.

Weapon Droficiencq (Piﬂes)
(Genera')

You are proficient in the use of rifles.

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.

Weupon Dm{iciencq (Sl'lip’s
Weaponrq) (Genem')

You are skilled in the use of turret and hull
mounted weapons aboard a spacecraft.

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.
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Weopon Dro{iciencq (sl\oiquns) '
(Generul)

You are proficient in the use of shotguns.

Benefit: You may make attack rolls with weapons
you are proficient in normally, without penalty.

Normal: An untrained character using a weapon
they are not proficient in suffers a -4 penalty on
attack rolls.

Xeno-Empailu] (Genera')

You have a natural affinity and understanding of ~
alien lifeforms and their cultures.

Benefit: Gain a +2 innate bonus to all skill checks
relating to the comprehension of, or
communication with, alien lifeforms or their
culture.

Zero-G Combat (General)

You are trained and familiar with the use of
weapons and combat in a zero or low gravity
environment.

Prerequisites: Vacc Suit feat

Benefit: You may conduct combat in a low or zero
gravity environment without penalty.

Normal: Characters attempting combat in a low or
zero gravity environment suffer the full penalties
for doing so.

Zero-G/Low Gravih.] Ada plation
(General)

You are comfortable and familiar with working and
living in a low or zero gravity environment.

Prerequisites: Armour (vac Suit) feat. Must nor
already have the Heavy Gravity Adaptation feat.

Benefit: You may reduce the penalty for zero-g or
low gravity by -2 when using skills in such an
environment.

Normal: Untrained characters suffer the full
penalty on any skill use in a low or zero-g
environment.
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RULES SUMMARY
FEATS OF THE ARCANE

Feat Prerequisites

Absorb Spell Must be able to cast arcane spells without preparation,
Bloodburn, Cha 17+. '

Arcane Armour Proficiency (Heavy) Armour Proficiency (Heavy), Arcane Armour Proficiency
(Medium). i

Arcane Armour Proficiency (Medium) Armour Proficiency (Medium), Arcane Armour
Proficiency (Light).

Arcane Shield Proficiency eld Proficiency.

Augment Illusion Spell Focus (Illusion)

Big Familiar The ability to summon a familiar.

Bloodcastin The ability to cast arcane spells of at least 3™ level.

Cast on the Run Combat Casting, Dodge, Mobility.

Commanding Voice Ability to cast enchantment spells of either arcane or
divine type, Cha 16+, Iron Will or Spell Focus
(enchantment)

Compressed Spell The ability to cast arcane spells, Spellcrafting 8 ranks.

Int 13+, Bluff skill.

De

ceptive Casting

Dragonblood Component Dragon-Blooded feat, ability to cast arcane spells.

Idritch Defence Spellcaster level 3+

E

Must be able to cast arcane spells.

Enemy Focus

Must be linked to a familiar.

Familiar Development

Familiar Focus A familiar.



j/ Feat Prerequisites

Imbue Illusion Spell Focus (illusion

Ability to cast arcane spells without

Intuitive Spell Knowledge Ability to cast 15! level arcane spells without préparation

Known Spells Focus Spontaneous spellcaster level 8th+

Machine Master Arcane caster level 5th+, Spell Focus (enchantment),

Mark of the Master Specialised in the enchantment school, Spell Focus
(enchantment)

Metaffinity Ability to cast Arcane spells without preparation, one
other metamagic feat.

Con 16+, Concentration skill.

Nerves of Steel

Quicken Spell, Spellcraft skill, able to cast 15 level

arcane spells.

Opportunity Counterspell

Rune Maste Int 15+

Sorcerous Quicken Cha 15+, ability to cast arcane spells without aration.

Intelligence 13+, ability to cast 15' level arcane spells

without preparation.

Spell Affinity

Spell Hawk

Spell Mimicry Spell Focus (ﬁny, other than Illusion), ability to cast level
1+ arcane spells.

Spell Scanner Spell Hawk.

Spell Stealer Spell Hawk.

spellbook.

Superior Familiar Summon familiar ability.

Totem Link
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RULES SUMMARY

FEATS OF ARMS

Feat Prerequisites

Accurate Attack BAB +3 or higher.

Ambidexteri Dex 15+,

Armed Flurry of Blows Flurry of Blows.

Armour Proficiency (heavy) Armour Proficiency (light), Armour Proficiency
Medium

Armour Proficiency (medium) Armour Proficiency (light)

+2 or higher.

Armour Specialisation Proficient with armour type, BAB
Arrow Shield Deflect Arrows.

Attack Focus BAB +6 or higher.

Barroom Brawler Con 13+, Toughness

Blind-Fight

Blunted Blade Proficient with weapon, Dexterity 13+

Body Combat

Comb Improved Unarmed Strike, Dex 15+.

Break the Breath (Special) Stunning Attack or Stunning Fist, Wis 15+

Power Attack

Bull Strike Dex 13+, BAB +6 or higher, Improved Bull Rush.

Chin Na - Joint Locking Dex 13+,Weapon Focus (grappling) or Weapon Finesse
rapplin

Cleave Str 13+, Power Attack.

Cleaving Charge Str 15+, Great Cleave, BAB +6 or higher.
Clinch BAB +3 or higher, Dodge.

Close Order Combat BAB +1 or higher.
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iy /
'F Feat Prerequisites
Combat Caster Defence Dex 13+, Lightning Reflexes, BAB +5 or higher.

Combat Fury Rage class feature 2/day, BAB +3 or higher.

Combat Reflexes

Confident Charge Dex 13+, Wis 13+.

Combat Surge Improved Initiative, BAB of +2 or higher, Sneak Attack
Ability.

Concerted Attack BAB +3 or higher, Knowledge (tactics) skill. -

Counterattack ]miroved Initiative, BAB +3 or hiﬁer.

Crowd Fighting Dex 15+, Dodge, Mobility or Circle Boxing, BAB +4 or
higher. '

Crushing Blow Fast Movement ability, Power Attack.

Darting Weapon Expertise, BAB +3 or higher.

Death Move BAB +6 or higher.

Defensive Position

Defensive Study Sense Motive skill, Alertness.
Deflect Attac Str 13+, Int 13+, Power Attack, Sunder, Expertise

Demolition Profession (siege engineer) skill, Power Attack, Str 13+.

Defensive Roll Evasion, Reflex save 6+.

Dextrous Dodge

Diving Shot Dex 13+, Point Blank Shot, Shot on the Run, Dodge,
Mobility.

Dodge Monster Monster Slayer, Dodge, BAB +7 or higher.

Double Step Dodge, Mobility, Dex 15+, Tumble skill 6+ ranks, Jump
skill 12+ ranks.

Draw Attack Bodyguard.

Elusive Grappler Dex 13+.
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Feat Prerequisites
xotic Weapon Proficiency BAB +1 or higher.

Expert Cowerer

Rage class ability, BAB +2 or higher.

Fearsome Displa BAB +3 or higher, Intimidate skill 6.

Fiery Rage Rage character class ability. -

Flashy Attack BAB +6 or higher, Accurate Attack or Weapon Finesse

with the weapon used.

Improved Unarmed Strike.

Flurry of Blows

Focus the Flame Still Mind ability, Concentration 10 ranks, Wis 15+.

Sunder, Power Attack, BAB +2 or higher.

Fracture

Furious Strength Rage class ability.

Dex 13+,
ranks.

Tiger Treads on Eggshells, Move Silently

Ghost Steps

Gigantic Weapon Str 15+, BAB +3 or higher.

Hair Trigger Reflexes Improved Initiative, Dex 15+.

Hamstring Str 13+, Power Attack.

Heavy Armour Dexterity Con 13+, BAB +1 or higher, Armour Proficiency (light
and medium).

Heroic Evasion
Hidden Tiger Small size, Improved Unarmed Attack.

Rage class ability.

Ability to channel positive energy,

Str 13+, Power Attack.

Improved Bull Rush

Improved Critical Proficient with weapon, BAB +8 or higher.

Str 13+, Int 13+, Power Attack, Sunder, Expertise,

Improved Deflect Attack
Combat Reflexes, Deflect Attack.
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Prerequisites

Improved Dodge Dex 13+, Dodge, Lightning Reflexes.

Improved Feint BAB +4 or higher, Pre-emptive Sense, Bluff Skill.

Improved Initiative

mprov ounted Combat ounts ombat, Ride

Improved Salmon Leap Salmon Leap, Dodge

proved subdua roficient in a bludgeoning weapon.

Two-Weapon Fighting, Ambidexterity, BAB +9 or higher.

Improved Two-Weapon Fighting

proved Underwater Combat nderwater Combat, or €]

Improvised Weapon Proficiency BAB +1 or higher, Dex 13+,

creased Reloa xotic Weapon ciency (blackpow:

stant ening

Iron Body Great Fortitude.

of the Masters 18 , otr 11+, Improv narm
Fists, base attack +3 or higher.

Lethal Fist Improved Unarmed Strike.

Lightning Initiative Reflex save +6, Improved Initiative.
Martial Weapon Proficiency

Missile Proof Combat Reflexes, Shield Proficiency.
Mobile Shot Dex 13+, Dodge, Mobility.

Monkey Taunts the Emperor Unarmed Damage 1d8 or higher, Bluff 6 ranks.

Monster Slayer Power Attack, BAB +6 or higher.

Mounted Combat Ride skill.

unte OWESS

Ho !! E!e s!“, &x |!+
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Feat Prerequisites

Off-Hand Weapon Expert Dex 13+, BAB +4 or higher.

Opportunity Shot BAB +8 or higher, Dex 13+, Point-Blank Shot, Rapid
Shot. . .

Pack Initiative Pack Attack.

Parry Dex 13+, BAB +3 or higher, Expertise.

Penetrating Ki Strike Wis 13+, Improved Unarmed Strike, Stunning Attack
class ability, Ki Strike class ability, BAB +9 or higher.

Pin Weapon BAB +3 or higher.

Pole Fighting Str 13+, Weapon Proficiency with a pole arm

Power Charge Str 15+, Power Attack.

Pre-emptive Sense

par

ovide Cover w Attack.
Quick Defence Alertness, Uncanny Dodge
Quicksilver Dex 13+, Dodge, BAB +3 or higher.
Raging Jump Rage class ability, Jump skill.
Reckless Attack Str 15+, Power Attack.
Rest in Armour Con 13+, Toughness.
Rhythmic Accompaniment Perform 6 ranks, Skill Focus (perform or opera training).

sing Strike Dex 15+, BAB +5 or higher, Quick Leap.

Salmon Leap, Power Attack

Salmon Leap Attack

S ombat Reflexes, Stunning Attack or Stunning Fist

selfless Sacrifice Absorb Blast, Lightning Reflexes.

Proficient with shield, BAB +1 or higher

Shield Focus
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RULES SUMMARY

g }/ Feat Prerequisites

!!!el! &astery g!xeld Pro!lcwncy, !!tel! Expertise, !5 ! !

higher.

Shield Proficiency

Shrug Off Damage Reduction 1/- or better.

1gn of the Dragon’s Maw

Sign of the Swor . Proficient with martial.weapons, BAB +1 or higher.

Snake Strike Quick Draw, Weapon Focus, BAB +6 or higher:

Spear and Shie Shield Proficiency, Weapon Focus (spear to be us

Spear Foot Dex 13+, proficient in at least one spear or javelin, BAB
+4 or higher.

Spirited

Strike Favoured Enemy

Favoured enemy class ability, BAB +3 or higher.

Steadfast

Strength of Puri Lawful alignment.

Sucker Punch BAB +9 or higher, Improved Unarmed Strike.

Str 13+, Power Attack.

Sunder

Superior Disarm BAB +6 or higher, Int 13+, Expertise, Improved Disarm.

Sure Aim BAB of +3 or higher, Weapon Focus (in appropriate
ranged weaponry).

Swing-By Attack Climb Skill, Rope Climber.

Team Fightin Base attack modifier of +1 or better.

The Final Lesson BAB +10 or higher, Power Attack.
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Feat Prerequisites

The Sudden Strike BAB +2 or higher, Dex 13+.

Throw

pring Attack, Combat’

obili

eatened Reach Dex 13+, Dodge, M
or hi

Reflexes, BAB +6

ty,

€I

Total Defence Dex 15+, Dodge, Defensive Fighter.

Cleaving Charge, BAB +12 or higher.

Trail of Blood

read on the bladae or nigner.

Twin Weapon Fighting Ambidexterity, Two-Weapon Fighting, BAB +6 or higher.

Twin Shot Proficiency in weapon, Ambidexterity.

Twin Warriors Improved Unarmed Fighting, Dodge or Weapon Focus
(unarmed)

Two-Weapon Combination Dex 15+, proficient with both weapons.

Twin Weapon Style BAB +1 or higher, Wis 13+, Martial Weapon Proficiency
with the weapons used.

Underwater Combat Dex 13+.

Warcry Rage class ability, Cha 13+

Weapon Finesse

Weapon Juggle Dex 13+, Fast Draw, Perform (juggle) skill.

Weapon Tricks

Weapons of Opportunity BAB +4 or higher.

Dex 13+, Dodge, Mobility,
higher.

Whirlwind Defence Spring Attack, BAB +4 or

Wild Rider Ride skill.
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FEATS OF BLOOD

ELVEN FEATS

Feat Prerequisites

—

.f.g_;_ll_/

N

i

Bondin,

Manifestation Cha 15+.

DWARVEN FEATS

Magical Null

Iron Bones Stone Bones

Rat Hacker BAB +5 or higher.

Sprite Fender Goblin Slayer.

Ancestral Enem Goblin Slayer.

Deepsight Deepblood.

Natural Smith (armour

Instinctive Mining

HALFLING FEATS

Chef Extraordinaire Craft (cooking) or Profession (chef) skills.

Jaded Tastes All base saves of 2+

Natural Thief Dexterity 15+, Intelligence 13+

Must follow a halfling deity

Traditional Focus: Halfling

GNOME FEATS

Earthen Kinship Animal Empathy skill.

Houndblooded Wisdom 15+

Jewelheart Gnome Dexterity 14+, Craft (gemcutting) 4+.

Olfactory Alchemy Alertness, access to Alchemy as a class skill
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Tradition Focus: Gnome Must follow a Gnomish deity.

HALF-ORC FEATS

Demure May not have barbarian class levels.

Grotesque Charisma 8 or less

Pious Must have at least one class level in cleric, druid, monk or
paladin.

Traditional Focus: Half-Orc Must follow a human god, an orcish god, or no god at all.

FEATS OF CREATION

Feat Prerequisites

Brew Potion Spellcaster level 3+,

Craft Crystal Capacitor Manifester level 9+.

é >/
-

Craft magic Arms and Armour Spellcaster level 5+.

Craft Psionic Arms and Armour Manifester level 5+.

-
X

Craft Staff Spellcaster level 12+,

AU ten. | MR

Craft Wand Spellcaster level 5+.

e .
- *

Create Manikin Spellcaster level 12+.

o

Culinary Ashe Ability to cast divine spells, caster level 3+

i,

Encode Stone Manifester level 1+.

S

&
s

Iy 2

Forge Ring Spellcaster level 12+.

Scribe Tattoo Manifester level 3+.

Tap Item One or more of the following: Craft Magic Arms and
Armour, Craft Rod, Craft Wondrous Item, Forge Ring.

Transference Any Item Creation feat.
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RULES SUMMARY

8 /FEATS OF THE DIVINE

Feat Prerequisites

Channel Against Outsiders Extra Tumning.

Divine Armour Cha 13+, Divine Vigor, Extra Turning.

Divine Dispel Extra Turning.

Divine Flame Cha 13+.

Divine Ghost Armour Cha 13+, Extra Turning.

Divine Gift Wisdom 13+, Knowledge (religion).

Divine Sight Cha 13+,

Divine Wrath Ability to turn/rebuke outsider.

PR T p SRR - 51 A N i R

Domain Maste

Enhanced Turning Cha 13+, Extra Turning.

Extra Turnin

Faithful Sustenance Wis 15+,

Innate Ability
Intensify Poison Wis 15+.
Persuasive Conversion Cha 13+.

Profane Ghoul Strike

Ability to rebuke undead, ability to cast divine spells of
2% Jevel or higher, Extra Turning.

Ability to rebuke undead, ability to cast divine spells of 4"

Profane Shadowspawn
level or higher, Extra Turning, Profane Ghoul Touch,

Ability to rebuke undead, ability to cast divine spells of 4°

Profane Wight Strike
level or higher, Extra Turning, Profane Ghoul Touch.

Profane Wight Strike
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Profane Wight Strike. -
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level or higher, Extra Turning, Profane Ghoul Strike, Ll _.-f}' '

-

Quicken Divine Channeling Cha 13+, Extra Turning, Quicken Turning.
Sense Infidel Wis 13+ Ability to cast 1* level divine spells.

Spontaneous Metacasting Ability to spontaneously cast cure or inflict spells,

Wildcasting The supernatural ability to shapeshift. 3
Zealous Smite Smite class ability (Smite Evil, Smite Good, Smite 4
Infidel, etc).  \ ‘: :

FEATS OF THE MIND

Feat Prerequisites

Channel Psionic Touch Str 13+, Power Attack, and Psionic Weapon. ;
Combat Opportunist Combat Reflexes, Weapon Focus with the particular
weapon

Deep Impact Str 13+, Power Attack, Psionic Weapon, base attack bonus
+3 or higher.

Disarm Mind Cha 13+, Mental Adversary.

Discover Psionic Power

Ever-Ready Shield Extend Power, Persistent Power

Fell Shot Dex 13+, Point Blank Shot, Psionic Shot, base attack
bonus +3 or higher.

Great Sunder Str 13+, Power Attack, Sunder, reserve power points 5+.

Greater Psionic Attack Focus Cha 13+, Mental Adversary, Psionic Attack Focus (chosen
psionic attack mode).

Heighten Power

Imiroved Cistal Psiweaﬁn Cistal Psiweaﬁn
Improved Psicrystal
Improved Psionic Dodge Dex 13+, Dodge, Psionic Dodge, reserve power points 7+.

241




Zh
l. -

RULES SUMMARY

Improved Psionic Shot Str 13+, Point Blank Shot, Psionic Shot, base attack
bonus +3 or higher.

Improved Rapid Metabolism Con 13+, Rapid Metabolism.

Inner Strength

Master Dorj

Cha 13+, Mental Adversary

Maximise Psionic Attack

Str 13+, 6 ranks of the Jump skill, reserve power points
3+, "

Mental Leap

Metaphysical Armouring

Mindtrap Psychic Bastion.

Str 13+, Psionic Fist, Unavoidable Strike, base attack
bonus +6 or higher.

Penetrating Psionic Fist

Str 13+, Power Attack, Psionic Weapon, Deep Impact,
base attack bonus +6 or higher.

Penetrating Psionic Weapon

Power Penetration

Power Touch Str 13+, Psionic Fist.

Psionic Attack Focus Cha 13+, Mental Adversary
Psionic Body

Psionic Dodge Dex 13+, Dodge, reserve power points 5+.

Psionic Focus

Psionic Ghost Shot Dex 13+, Point Blank Shot, Psionic Shot.

Psionic Initiative Improved Initiative, reserve power points 5+.

Psionic Multifist Str 13+, Psionic Fist, base attack bonus +3 or higher.

Psionic Multiweapon Str 13+, Power Attack, Psionic Weapon, base attack bonus
+3 or higher.

Psionic Strike Str 13+, Psionic Fist, reserve power points 1+.
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Psychic Inquisitor Cha 13+, Psychoanalyst.

Psychic Sense Wis 17+, reserve power points 5+.

Quicken Power

Quiet Whisper of the Mind Cha 15+, Psychoanalyst, Psychic Inquisitor, reserve power
points 3+ W

Return Shot Dex 13+, Point Blank Shot, Psionic Shot, reserve power
oints 5+,

-

Speed of Thought Wis 13+, reserve power points 1+.

Strengthen Inertial Armour Inertial Armour, reserve power points 1+, base attack
bonus +3 or higher.

Inner Strength.

Trigger Power Inner Strength, Talented, reserve power points .
True Power of the Mind

Twin Psionic Attack Cha 13+, Mental Adversary

Up the Walls Wis 13+, Speed of Thought, Psionic Charge, reserve
power points 5+.

Vigilant Psychic Defender Psychic Bastion, reserve power points 2+.

/j f' .;/\\.
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EATS OF THE MONSTROUS

Feat Prerequisites

Area Spell Resistance Creature type (aberration, dragon, elemental, fey,
magical beast, outsider, shapechanger or undead).

S 55 ST 2 o

Enlarge Breath Weapon

Flyby Attack (General) Fly speed.

Greater Focused Primeval Ability Innate supernatural or spell-like ability, Focused
Primeval Ability. ‘

Heighten Primeval Ability Innate supernatural or spell-like ability.

Improved Resistance Innate spell resistance or power resistance.

Innate Spell-Like Penetration Innate spell-like ability.

Multidexterity Dex 15+, three or more arms.

Power Resistance: Clairsentience and Telepath Power Spell Like Abilities

Primeval Power Innate supernatural or spell-like ability.

Resistance Counterspell Channelled Resistance ed Resistance.

esistance

Spell Resistance: Divination

Spontaneous Spell-Like Casting Innate spell like ability, ability to cast spells.

Turn/Rebuke Resistance
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FEATS OF POWER

Feat Prerequisites

Area Control

Chain Spell

Concentration Spell

Controlled Burst

I

Destructive Force

Encompassing Spell Enlarge Spell, Grow Spell.

Enlarge Spell

Extend Spell

Paasng T e e R

Fast Spell

Giveaway Spell

Grow Spell

Heighten Spell

Hole in the Middle

Impact Spell Arcane spellcaster, Heighten Spell.

Learned Metamagic Ability to cast arcane spells without preparation (like a
bard or sorcerer), Int 13+, Spellcraft 8+, Knowledge
arcana) 8+ ranks, any Metamagic feat.

Metaspell Ability to cast arcane spells without preparation (like a
bard or sorcerer).

Powerless Spell

Rapturous Spell Access to the Enchantment school of arcane magic or the
Charm domain.

Quicken Spell

Restrain Spell Spellcraft 8 ranks.

Silent Spell
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Slow Spell Any Metamagic feat.

Spell Chain Quicken Spell.

Still Spell

|

Stylise Spell Access to the Illusion school.

Touch to Ray

Trick Spell Spell Focus.

4 H

FEATS OF SKILL

Feat Prerequisites

Adliomspel  Selewmbeel

erobatics

Agile

Amazing Agility Balance 12 ranks

Animal Friend Cha 13+.

Arcane Expert

Arcane Ward

Artisan At least 1 rank in three different Craft skills.

Astrologic Magic caster.

Bargain Cha 13+.

BT, L A S

Blind Castin Blind-fight

Bookworm

Break Fall Dex 13+, Climb skill, Tumble skill.

Camouflage Hide skill

Cantrip Mastery Caster level of 3+, Knowledge (arcana) skill 5 ranks.

Cast-Iron Stomach Con 13+,

Chosen Animal Animal Empathy skill.

Combat Casting
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Confirmed Cynic

Create Camouflage Hide skill 5 ranks, knowledge of terrain used.

Cross-Class Secrets

Dark Ances

o I wm—— ]

Defensive Castin Dodge.

e R e R

Dire Threats Wis 13+.

Dodge Arrows !

Draconic Bloodline

Dragonslayer

Dragon-Blooded

Dragon Friend Cha 13+, Int 13+, and ability to speak draconic.

Dreams of the Past Neutral alignment, Wis 12+,

Ear of Royal

Eidetic Memo

R |

Emiss Cha 13+.

Endurance Swimmer Str 13+, Endurance.

¥

Etiquette Cha 13+.

Expert Healing Heal skill 5 ranks.

Eyes of the Hawk Spot skill.

Fake Spell Spellcraft skill.

Fearless Iron Will.

Fletcher Craft (bowmaking) skill.

Fortune

Gifted Learner

Grace Under Pressure

Greater Disease Resistance Disease Resistance.
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Greater Spell Toughness Spell Toughness, Will save +6.

Herculean Effort

Icy Calm Wis 13+,

Improved Caster Level Multiclass spellcaster

Improved Endurance

Improved Recove Con 13+,

Increased Carrying Capaci

Inner Depths of the Soul Int 13+, Wis 13+, Cha 13+.

Inspiring Leader Cha 13+, Leadershi

Keen-Eyes

Knowledge Focus Int 13+

Learning Sacrifice

Life Line

Lightning Reflexes

Lookout

Mark of the Fe

Mimic Perform skill.

Minor Spell Mastery

Natural Centre Concentration skill 10 ranks, Sense Motive skill 10 ranks.

Nature Sense Wis 15+, elf or able to cast 1% level divine spells.

Non-Threatenin Size small or lower.

Pack Mule

Personable

Play Dead Bluff skill.

Poison Resistance
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Polar Bear S

Port Savvy

Powerful Voice

Prophetic Birth

Prophetic Dreams Con 15+, elf or ability to enter a mystic trance.

Rapid Movement A burrow, climb, fly, or swim movement rate.

Research Trini

Resourceful

Ritual Cannibalism Non-good alignment, Heal skill, Wilderness Lore skill.

Rope Climber Dex 13+.

Sage Focus Int 15+, 5 or more ranks in a single Knowledge skill

Scent

Sea Legs Must have spent at least 3 months at sea.

Sense Magic Spellcraft skill.

Shadehand Shadesight, Great Fortitude, Con 15+.

Shadetongue Shadesight, Cha 15+.

Shanty Man Perform skill.

Sign of the Eye

Sign of the Scroll

Sign of the Trumpet

Singleminded

Skill Focus

Skill Mastery 5 ranks in 6 different skills.

Skill Perfection Skill Concentration in the specified skill

Small Stature Humans only.

Social Scourge Cha 13+,
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Spell Penetration

tan ainst

Summoning Concentration

Strong Swimmer
iger Treads on E
Torturer

Toughness

Versatile

Storm Sense

Swim 8 ranks, Str 13+,

Non-good alignment, Intimidate skill.
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FEATS OF STEALTH AND
SONG

Feat Prerequisites

Analyze Unliving Rogue class level 1+, 13+, Wis 13+,
Arcane Knowledge Arcane Sensitivity.

Back Alley Brawler Base attack bonus +2 or higher.

Cautious Expertise feat.

Conceal Weapon

Contemptible Target Low Key, maximum Str 13+.

ompelling Son 15+, Perform , bard level 1+

Earth Harmonics Dwarf, Bardic music ability, Perform skill 5 ranks.

Expert Bardic Knowledge Perform skill 10 ranks, Gather Information skill 6 ranks.

Favoured Instrument Bardic music class ability.

s J-?_‘__' <
A
r'a ] .
S¥ O

*

Greedy Eyes

R Tl

Improved Sneak Attack Weapon Focus with the particular weapon

% ‘:t s

Intercepting Voice Cha 15+, Perform 3 ranks, bardic music class ability.

Lightning Grab Improved Initiative, Dex 15+.

Nimble Fingers Escape Artist, Open Lock, Pick Pocket skills.

erceive 1gnment

Poison Reaper Poison Craftsman.

Songs of Triumph Cha 15+, Perform skill 6 ranks, bard level 1+.

SSleing Suike | i Bessi o SN
‘oicoof I Stengh  Cha 17+, Perform 15 ranks, b evel 14 1L

Trapmaster Dex 15+,

Subtle Manipulator

Worldly Knowledge Bardic knowledge. May only be taken at 1™ level.
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EATS OF THE UNLIVING

Feat Prerequisites

Augment Undead Knowledge (necrology) skill.

Death Touch Knowledge (necrology)skill.
!epllcate !e Ewme Any o!er gecromantlc !eal.

o ‘:‘\ Spirit Dissertation Augment Undead, Replicate the Divine, Knowledge (necrology) 6 =
Iy ranks
ol

- U\ | ‘ Sy

FEATS OF TODAY AND THE
FUTURE

Feat Prerequisites

Armour Proficiency (light), Armour Proficiency

Armour Proficiency (Powered)

Armour Proficiency (Vac Suit) Amour Proficiency (Heavy)

Assassin Proficiency in melee weapon used, Weapon Specialisation,

Autofire Point Blank Shot, Precise Shot, Martial Weapon

Proﬁcienci, Technical Proﬁciencly, Dex 13+.

Bike Wheelie Ride skill.

Co-ordinate Fire Base attack bonus +6 or higher.

Diver Swim skill 5+ ranks.
Drive By Ride Shotgun, base attack bonus +3 or higher.
Dumb Luck

EW Specialist

Games Designer Bluff skill, Craft (games) 12 ranks.
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Feat Prerequisites

Heavy Gravity Adaptation You may not already have the Zero-G/Low Gravity
Adaptation feat. .

Improved Zero-G/Low Gravity Adaptation Zero-G/Low Gravity Adaptation. :

Instant Hotwire Mechanics skill 2+ n Locks skill 2+.

Legal Eagle Knowledge (Law) skill 5+ ranks.

Natural Compass

Oversteer Firm Hand. .

tarship Pilotin Pilot s

Technically Minded Intelligence 15+

Weapon Proficiency (Field Artillery)

Weapon Proficiency (Lasers)

Weapon Proficiency (Ship’s Weapo
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(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
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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.

3.0ffer 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, non-exclusive 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
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Ultimate Feats is the second Supplementary Rulebook of the Ultimate Series,
compiling some of the best feats available to characters anywhere. Designed to be
seamlessly slotted into any fantasy-based, or more modern, d20 games system, these
sourcebooks offer the best of the best that have appeared in terms of rules and options
for both fantasy and futuristic d20 games, as well as new material that can be easily
included in any campaign. Players and Games Masters will find a wealth of options to

enrich their characters and antagonists.

-

- With amultitude of feats that cover everything from exotic combat training, to the :
e creation of diverse items, to calling upon the powers of the divine and much, much \
more, Ultimate Feats i isa comprehenswe and invaluable aid to any d20 Player or

o Games Master.
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