Dash [general]


		You move faster than normal for your race.


Benefits	If you are lightly encumbered, your speed is 5' faster than normal.





Fast Healer [general]


		The character heals faster than normal.


Benefits	When wounded, the character regains 1 hit point an hour later. (doesn't work if character has recieved magical healing during that hour) The character also heals 1 extra hit point per day.





Great Fortitude [general]





Benefits	The character gets a +2 bonus to all Fortitude saving throws.





Improved Wild Shape [general]


		Choose one type of creature:  beast, plant, or vermin.


Prerequisites	Wild Shape ability.


Benefits	A character with wild shape gains the abilty to assume the form of the chosen type of creature.


Special	The character can gain this feat multiple times.  Each time the character takes the feat, it applies to a new type of creature:  beast, plant, or vermin.





Iron Will [general]





Benefits	The character gets a +2 bonus to all Will saving throws.





Leadership [general]





Prerequisites	6th Level Character.


Benefits	Having this feat enables the character to attract loyal companions and devoted followers, subordinates who assist her.





	Leadership	Cohort	Number of Followers by Level	Leadership Score


	Score	Level	1st	2nd	3rd	4th	5th	6th	Character Level + Charisma Modifier.


	1 or less	-	-	-	-	-	-	-


	2	1st	-	-	-	-	-	-	Leadership Modifiers


	3	2nd	-	-	-	-	-	-	General Modifiers	Mod.


	4	3rd	-	-	-	-	-	-	Great Prestige	+2


	5	3rd	-	-	-	-	-	-	Fairness and Generosity	+1


	6	4th	-	-	-	-	-	-	Special Power	+1


	7	5th	-	-	-	-	-	-	Failure	-1


	8	5th	-	-	-	-	-	-	Aloofness	-1


	9	6th	-	-	-	-	-	-	Cruelty	-2


	10	7th	5	-	-	-	-	-	Cohort Modifiers	Mod.


	11	7th	6	-	-	-	-	-	Familiar/Warhorse/Etc.	-2


	12	8th	8	-	-	-	-	-	Cohort Different Alignment	-1


	13	9th	10	1	-	-	-	-	Caused Death of Cohort	-2*


	14	10th	15	1	-	-	-	-	Follower Modifiers	Mod.


	15	10th	20	2	1	-	-	-	Stronghold/Base/Guild/Etc.	+2


	16	11th	25	2	1	-	-	-	Travels Widely and Often	-1


	17	12th	30	3	1	1	-	-	Caused Death of Followers	-1*


	18	12th	35	3	1	1	-	-	*(cummulative)


	19	13th	40	4	2	1	1	-


	20	14th	50	5	3	2	1	-	Cohort and Follower Alignment


	21	15th	60	6	3	2	1	1	Within one step of leader's alignment.


	22	15th	75	7	4	2	2	1


	23	16th	90	9	5	3	2	1	Replacement Time


	24	17th	110	11	6	3	2	1	1-4 month minimum.


	25+	17th	135	13	7	4	2	2





Lightning Reflexes [general]





Benefits	The character gets a +2 bonus to all Reflex saving throws.





Lucky [general]


		Good things happen to the character.


Benefits	This does not have any real mechanics benefits.  Once an adventure something good happens to the character.  For example:  if the character is about to swim across a river, he finds a boat hidden in the reeds.





Pyro [general]


		You're good at lighting objects and opponents on fire.


Benefits	If you set someone or something on fire by any means, the flames do an extra 1 point of fire damage, and the Reflex save DC to extenguish becomes 20.


Normal	Fire generally does 1d6 damage per round and has a DC of 15 to extinguish.





Run [general]





Benefits	When running, the character moves five times normal speed instead of four times normal speed.  If the character makes a running jump, increase the distance or height cleared by one-fourth, but not past the maximum.





Toughness* [general]





Benefits	Character gets 1 extra hit point per level.


Special	Effects of Toughness are retro-active.  *Not the same as the feat listed in the Player's Handbook.





