Adaption [general: combat]


		Choose one type of terrain.  The character is skilled at fighting in this terrain.


Prerequisites	Intellegence 13, Base Attack Bonus +6.


Benefits	The character may ignore terrain in relation to initiative and combat bonuses.  If the environment includes special saving throws or ability checks due to special situations then the character gets +3 to those checks.  This does not affect movement penalties, noncombat environmental factors, or conditions physically impossible to overcome.  It has no effect on magical or penalties based on vision or lighting.  For example:  a fighter takes this for underwater fighting, he then suffers no initiative or combat penalties, but cannot use slashing or bludgeoning weapons without penalty and still has to find a way to breathe.


Normal	Certain terrains impose penalties on initiative and attack bonuses.





Ambidexterity [general: combat]





Prerequisites	Dexterity 15.


Requisites	Improved Two-Weapon Fighting.


Benefits	The character ignores all penalties for using an off hand.  The character is 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, a right-handed character wielding a weapon with her left hand suffers a -4 penalty to attack rolls with that weapon.


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





Arterial Strike [general: combat]


		Your sneak attacks target large blood vessels, leaving wounds that cause massive blood loss.


Prerequisites	Base Attack Bonus +4, Sneak Attack ability.


Benefits	If you hit with a sneak attack, you may choose to forego +1d6 points of sneak attack damage to deliver a wound that won't stop bleeding.  Each such wound does an additional 1 point of damage per round.  Wounds from multiple arterial strikes result in commulative blood loss.  Blood loss, whether from one such wound or several, stops when the victim recieves on successful heal check or any form of magical healing which restores hit points.


Special	Creatures not subject to critical hits or lacking blood are immune to this feat.





Blind-Fight [general: combat]





Benefits	In melee, every time a character misses because of concealment, the character can reroll the miss chance percentile roll one time to see if the character actually hit.


		An invisible attacker gets no bonus to hit the character in melee.  That is, the character doesn’t lose a Dexterity bonus to Armor Class, and the attacker doesn’t get the usual +2 bonus.  The invisible attacker’s bonuses do still apply for ranged attacks, however.


		The character suffers only half the usual penalty to speed for being unable to see.  Darkness and poor visibility in general reduces the character's speed to three-quarters of normal, instead of one-half. 





Blindsight, 5' radius [general: combat]





Prerequisites	Wisdom 19, Blind-Fight, Base Attack Bonus +4.


Benefits	Character has the extraordinary ability to use a nonvisual sense (or a combination of such senses) to operate effectively without vision.  This ability makes invisibility and darkness (even magical darkness) irrelevant to the creature (though it still can’t see ethereal creatures).  This ability operates out to a range of 5'.


Special	Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.  Blindsight does not subject a creature to gaze attacks.  Blinding attacks do not penalize creatures using blindsight.  Deafening attacks thwart blindsight if it relies on hearing.  Blindsight works underwater but not in a vacuum.





Chink in the Armor [general: combat]


		You are an expert at slipping a weapon between armor plates or into seams.


Prerequisites	Expertise(Intelligence 13).


Benefits	If you take a standard action to study an opponent, you can ignore half of his or her armor bonus(rounded down) during your next single attack.  Only bonuses from actual armor (and natural armor) are halved, not bonuses from shields, enhancement bonuses, dodge bonuses, magical items simulating armor, etc.





Cleave [general: combat]





Prerequisites	Power Attack(Strength 13).


Requisites	Great Cleave.


Benefits	If the character deals a creature enough damage to make it drop (typically by dropping it to below 0 hit points, killing it, etc.), the character gets an immediate, extra melee attack against another creature in the immediate vicinity.  The character cannot 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.  The character can use this ability once per round.





Combat Reflexes [general: combat]





Benefits	When foes leave themselves open, the character may make a number of additional attacks of opportunity equal to the character's Dexterity modifier.  The character still may only make one attack of opportunity per enemy.


		The character may also make attacks of opportunity while flat-footed.


Special	Characters with the Combat Reflexes feat still can only make one attack of opportunity in a round if they use their sneak attack ability to make that attack.





Deflect Arrows [general: combat]





Prerequisites	Dexterity 13, Improved Unarmed Strike.


Benefits	The character must have at least one hand free (holding nothing) to use this feat.  Once per round when the character would normally be hit with a ranged weapon, the character 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).  If the character succeeds, the character deflects the weapon.  The character must be aware of the attack and not flat-footed.  Attempting to deflect a ranged weapon doesn’t count as an action.  Exceptional ranged weapons can’t be deflected.





Dodge [general: combat]





Prerequisites	Dexterity 13.


Requisites	Mobility, Psionic Dodge[psionic].


Benefits	During the character's action, the character designates an opponent and receive a +1 dodge bonus to Armor Class against attacks from that opponent. The character can select a new opponent on any action. Note: A condition that makes the character lose his or her Dexterity bonus to Armor Class (if any) also makes the character lose dodge bonuses. Also, dodge bonuses stack with each other, unlike most other types of bonuses.





Expertise [general: combat]





Prerequisites	Intelligence 13.


Requisites	Chink in the Armor, Improved Trip, Whirlwind Attack.


Benefits	When the character uses the attack action or full attack action in melee, the character can take a penalty of as much as -5 on the character's attack and add the same number (up to +5) to the character's Armor Class.  This number may not exceed the character's base attack bonus.  The changes to attack rolls and Armor Class last until the character's next action.  The bonus to the character's Armor Class is a dodge bonus.


Normal	A character not capable of the Expertise feat can fight defensively while using the attack or full attack action to take a -4 penalty on attacks and gain a +2 dodge bonus to Armor Class.





Expert Tactician [general: combat]


		Your tactical skills work to your advantage.


Prerequisites	Dexterity 13, Combat Reflexes, Base Attack Bonus +2.


Benefits	You can make one extra melee attack, or any action that may be substituted for a melee attack, against one opponent who is within melee reach and denied a Dexterity bonus against your attack.  This attack is in addition to any attacks of opportuniy  you recieve that round.





Far Shot [general: combat]





Prerequisites	Point Blank Shot


Benefits	When the character uses a projectile weapon, such as a bow, its range increment increases by one-half (multiply by 1.5).  When the character uses a thrown weapon, its range increment is doubled.





Flyby Attack [general: combat]





Prerequisites	Fly speed.


Benefits	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.





Great Cleave [general: combat]





Prerequisites	Cleave(Strength 13, Power Attack), Base Attack Bonus +4.


Benefits	If the character deals a creature enough damage to make it drop (typically by dropping it to below 0 hit points, killing it, etc.), the character gets an immediate, extra melee attack against another creature in the immediate vicinity.  The character cannot 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.  The character has no limit to the number of times the character can use it per round.





Improved Bull Rush [general: combat]





Prerequisites	Power Attack(Strength 13).


Benefits	When the character performs a bull rush, the character does not draw an attack of opportunity from the defender.





Improved Critical [general: combat]


		Choose a weapon.  You are skilled at delivering critical hits with that weapon.


Prerequisites	Proficient with weapon, Base Attack Bonus +8.


Benefits	When using the weapon the character selected, the character's critical range is doubled


Special	The character can gain this feat multiple times.  The effects do not stack. Each time the character takes the feat, it applies to a new weapon.


		"Keen" magic weapons also double their critical range.  As with all doubled doublings, the result is triple.





Improved Disarm [general: combat]





Requisites	Snatch Weapon.


Benefits	The character does not suffer an attack of opportunity when the character attempts to disarm an opponent, nor does the opponent have a chance to disarm.





Improved Initiative [general: combat]





Benefits	The character gets a +4 bonus on initiative checks.





Improved Multi-Weapon Fighting [general: combat]





Prerequisites	Multidexterity(Dexterity 15), Multi-Weapon Fighting, Base Attack Bonus +9, three or more arms.


Benefits	In addition to the standard extra attacks the character gets with off-hand weapons, the character gets an additional attack with each off-hand weapon, albeit at a -5 penalty.


Normal	Without this feat, the character can only get a single extra attack with each 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 armor or no armor.





Improved Trip [general: combat]





Prerequisites	Expertise(Intelligence 13).


Benefits	If the character trips an opponent in melee combat, the character immediately gets a melee attack against that opponent as if the character hadn’t used the character's attack for the trip attempt.





Improved Two-Weapon Fighting [general: combat]





Prerequisites	Ambidexterity(Dexterity 15), Two-Weapon Fighting, Base Attack Bonus +9.


Benefits	In addition to the standard single extra attack the character gets with an off-hand weapon, the character gets a second attack with the off-hand weapon, albeit at a -5 penalty.


Normal	Without this feat, the character 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 armor or no armor.





Improved Unarmed Strike [general: combat]





Requisites	Deflect Arrows, Stunning Fist.


Benefits	The character is considered to be armed even when unarmed-that is, armed opponents do not get attacks of opportunity when the character attacks them while unarmed.  However, the character still gets an opportunity attack against any opponent who makes an unarmed attack on the character.


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





Mobility [general: combat]





Prerequisites	Dodge(Dexterity 13).


Requisites	Shot on the Run, Spring Attack.


Benefits	The character gets a +4 dodge bonus to Armor Class against attacks of opportunity caused when the character moves out of or within a threatened area.  Note: A condition that makes the character lose the Dexterity bonus to Armor Class (if any) also makes the character lose dodge bonuses.  Also, dodge bonuses stack with each other, unlike most types of bonuses.





Mounted Archery [general: combat]





Prerequisites	Mounted Combat(Ride).


Benefits	The penalty the character suffers when using a ranged weapon from horseback is halved: -2 instead of -4 if the character's mount is taking a double move, and -4 instead of -8 if the character's mount is running.





Mounted Combat [general: combat]





Prerequisites	Ride.


Requisites	Mounted Archery, Ride-By Attack, Trample.


Benefits	Once per round when the character's mount is hit in combat, the character may make a Ride check to negate the hit.  The hit is negated if the character's Ride check is greater than the attack roll (essentially, the Ride check becomes the mount’s Armor Class if it’s higher than the mount’s regular AC).





Multiattack [general: combat]





Prerequisites	Three or more natural weapons.


Benefits	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.





Multidexterity [general: combat]





Prerequisites	Dexterity 15, three or more arms.


Requisites	Improved Multi-Weapon Fighting.


Benefits	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.





Multi-Weapon Fighting [general: combat]





Prerequisites	Three or more hands.


Requisites	Improved Multi-Weapon Fighting.


Benefits	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, page 124 in the Player’s Handbook.


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.





Point Blank Shot [general: combat]





Requisites	Far Shot, Precise Shot, Psionic Shot[psionic], Shot on the Run.


Benefits	The character gets a +1 bonus to attack and damage rolls with ranged weapons at ranges of up to 30 feet.





Power Attack [general: combat]





Prerequisites	Strength 13.


Requisites	Cleave, Crushing Blow, Improved Bull Rush, Psionic Weapon[psionic], Sunder.


Benefits	On the character's action, before making attack rolls for a round, the character may choose to subtract a number from all melee attack rolls and add the same number to all melee damage rolls.  This number may not exceed the character's base attack bonus.  The penalty on attacks and bonus on damage applies until the character's next action.





Precise Shot [general: combat]





Prerequisites	Point Blank Shot.


Benefits	The character can shoot or throw ranged weapons at an opponent engaged in melee without suffering the standard -4 penalty.





Quick Draw [general: combat]





Prerequisites	Base Attack Bonus +1.


Benefits	The character can draw a weapon as a free action instead of as a move-equivalent action.





Rapid Shot [general: combat]





Prerequisites	Dexterity 13, Point Blank Shot.


Benefits	The character can get one extra attack per round with a ranged weapon.  The attack is at the character's highest base attack bonus, but each attack (the extra one and the normal ones) suffers a -2 penalty.  The character must use the full attack action to use this feat.





Ride-By Attack [general: combat]





Prerequisites	Mounted Combat(Ride).


Requisites	Spirited Charge.


Benefits	When the character is mounted and uses the charge action, the character may move and attack as with a standard charge and then move again (continuing the straight line of the charge).  The character's total movement for the round can’t exceed double the character's mounted speed.  The character does not provoke an attack of opportunity from the opponent that the character attacks.





Shot on the Run [general: combat]





Prerequisites	Mobility(Dexterity 13, Dodge), Point Blank Shot.


Benefits	When using the attack action with a ranged weapon, the character can move both before and after the attack, provided that the character's total distance moved is not greater than the character's speed.





Snatch Weapon [general: combat]


		You can disarm an opponent, then pluck the weapon from mid-air.


Prerequisites	Improved Disarm.


Benefits	If you succede in disarming an opponent and have a free hand, you can grab the weapon yourself instead of letting it fall.   If you can wield that weapon in one hand, you can immediately make an attack with it, though you suffer the usual penalties for an additional attack with an off-hand weapon.


Normal	After a successful disarm attempt, the weapon winds up on the ground at the defenders feat, unless you attempt the disarm while unarmed.





Spirited Charge [general: combat]





Prerequisites	Ride-By Attack(Ride, Mounter Combet).


Benefits	When mounted and using the charge action, the character deals double damage with a melee weapon (or triple damage with a lance).





Spring Attack [general: combat]





Prerequisites	Mobility(Dexterity 13, Dodge), Base Attack Bonus +4.


Requisites	Whirlwind Attack.


Benefits	When using the attack action with a melee weapon, the character can move both before and after the attack, provided that the character's total distance moved is not greater than the character's speed.  Moving in this way does not provoke an attack of opportunity from the defender the character attacks.  The character can’t use this feat if the character is in heavy armor.





Stunning Fist [general: combat]





Prerequisites	Dexterity 13, Wisdom 13, Improved Unarmed Strike, Base Attack Bonus +8.


Benefits	Declare that the character is using the feat before making an attack roll (thus, a missed attack roll ruins the attempt).  It forces a foe damaged by the character's unarmed attack to make a Fortitude saving throw (DC 10 + one-half the character's level + Wis 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 can’t act and loses any Dexterity bonus to Armor Class.  Attackers get a +2 bonus on attack rolls against a stunned opponent.  The character may attempt a stunning attack once per day for every four levels attained, and no more than once per round.





Sunder [general: combat]





Prerequisites	Power Attack(Strength 13).


Requisites	Greater Sunder[psionic].


Benefits	When the character strikes at an opponent’s weapon, the character does not provoke an attack of opportunity.





Trample [general: combat]





Prerequisites	Mounted Combat(Ride).


Benefits	When the character attempts to overrun an opponent while mounted, the target may not choose to avoid the character.  If the target is knocked down, the character's mount may make one hoof attack against the target, gaining the standard +4 bonus on attack rolls against prone targets.





Two-Weapon Fighting [general: combat]





Requisites	Improved Two-Weapon Fighting.


Benefits	The character's penalties for fighting with two weapons are reduced by 2.


Normal	A character without this feat suffers a -6 penalty to attacks made with its primary hand and a -10 penalty to attacks made with its off hand. (It has one primary hand, and the other is the off hand.) See Attacking with Two Weapons, page 124 in the Player’s Handbook.


Special	The Ambidexterity feat further reduces penalties for off-hand attacks.





Weapon Finesse [general: combat]


		Choose one light weapon.  Alternatively, the character 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.


Benefits	With the selected weapon, the character may use a Dexterity modifier instead of a Strength modifier on attack rolls.  Since the character needs the second hand for balance, apply the armor check penalty of any shield worn to attack rolls.


Special	The character can gain this feat multiple times.  Each time the character takes the feat, it applies to a new weapon.





Weapon Focus [general: combat]


		Choose one weapon.  The character can choose “unarmed strike” or “grapple” for the character's weapon for purposes of this feat.  The character can choose “ray,” in which case the character is especially good with rays.


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


Requisites	Weapon Specializaion(fighters only).


Benefits	The character adds +1 to all attack rolls the character makes using the selected weapon.


Special	The character can gain this feat multiple times.  Its effects do not stack.  Each time the character takes the feat, it applies to a new weapon.





Whirlwind Attack [general: combat]





Prerequisites	Expertise(Intelligence 13), Spring Attack(Dexterity 13, Dodge, Mobility), Base Attack Bonus +4.


Benefits	When the character performs the full attack action, he or she can give up all regular attacks and instead make one melee attack at the full base attack bonus against each opponent within 5 feet.





