Acrobatic [general: skill]


		You have excelent body awareness and coordination.


Benefits	Character gets a +2 bonus on Climb and Swim checks.





Alertness [general: skill]





Benefits	The character gets a +2 bonus on all Listen checks and Spot checks.


Special	The master of a familiar gains the Alertness feat whenever the familiar is within arm’s reach.





Alluring [general: skill]


		Others have an inexplicable urge to believe your every word.


Prerequisites	Persuasive, Trustworthy.


Benefits	You have a +2 bonus to all Diplomacy checks and add +2 to the DC off all your mind-affacting language-dependant spells.





Artistic Ability [general: skill]


		The character has a true spark of artistic genius.


Prerequisites	Craft(any)(4).


Benefits	The character gets +2 to all his craft checks and any item he makes will cost 50% more than normal (including masterwork items).





Athletic [general: skill]


		You are physically fit and adept at outdoor activities.


Benefits	Character gets a +2 bonus on Climb and Swim checks.





Charlatan [general: skill]


		You are adept at fooling other people.  You know how to tell them just what they want to hear.


Benefits	You get a +2 bonus to Bluff and Diguise checks.





Double-Jointed [general: skill]


		The character can contort his body in ways other people can not.


Benefits	The character has a +2 to Escape Bonds checks.  The character may also perform feats of contorsion and can fit in smaller spaces than other people (DM's judgement).





Endurance [general: skill]





Benefits	Whenever the character makes a check for performing a physical action that extends over a period of time (running, swimming, holding the character's breath, and so on), the character gets a +4 bonus to the check.





Jack of All Trades [general: skill]


		You've picked up a smattering of even the most obscure skills.


Prerequisites	8th Level Character.


Benefits	You can use any skill untrained, even those that require training or are exclusive to classes you don't have.  However, you cannot gain ranks in skills otherwise unavailable to your class(es).





Multicultural [general: skill]


		Choose a race.  You blend in well witth members of that race.


Prerequisites	Speak Language(primary language of chosen race).


Benefits	Choose any one race other than you own.  Whenever you meet members of that race, they are likely to treat you as one of their own.  You gain a +2 (varies) bonus on Charisma checks made to alter the attitude of your chosen race.





Musical Ability [general: skill]


		The character has superior vocal or instrumental abilities.


Benefits	The character gets +2 to all perform checks and has some measure of fame in the local area, and can generate the same amount of fame when they perform in another area (and can generate greater than normal revenue).





Obscure Lore [general: skill]


		You are a treasure trove of little known infirmation.


Prerequisites	Bardic Lore ability.


Benefits	You get a +3 bonus on checks using your Bardic Knowledge ability.





Persuasive [general: skill]


		You could sell a tindertwig hat to a troll.


Requisites	Alluring.


Benefits	You gai a +2 bonus on all Bluff and Intimidate checks.





Quicker than the Eye [general: skill]


		Your hands can move so quickly that others don't see what you've done.


Prerequisites	Dexterity 19.


Benefits	While under direct observation, you can make a Bluff check as a move-equivalent action, opposed by the Spot checks of any observers.  If you succeed, your misdirection makes them look elsewhere while you take a partial action.  If your partial action is an attack against someon who failed the opposed check, that opponent is denied a Dexterity bonus to AC.





Seduction [general: skill]


		You can seduce others and bend them to your will.


Benefits	This feat only works on living creatures, within one size category of your own, who may have a potential interest in you.  It does not work in any situation in which the target has more basic instincts (like survival) on its mind.


		To seduce someone you must make a successful diplomacy check (DC below).  You must make additional checks each time you introduce an idea to the target that isn't to its liking or if you neglect the target of your seductions for an extended period of time.


	Requested Actions	DC	Conditions	DC Modifiers


	Do a small favor for me.	10	Target alone with you.	-1.


	Find us a private place.	15	Target looking for some fun.	-5.


	Steal something for me.	20	Target intimate/had sex/in love with you.	-2/-4/-8.


	Do a large favor for me.	20	Target distracted.	+1 to +4.


	Attack someone for me.	25	Target is chaste.	+5.


	Assasinate someone.	30	Target intimate/had sex/in love with another.	+2/+4/+8.


			Target is from a different race.	-1 to +8.


			You are wearing heavy clothing/armor.	+2 to +6.


			Attempting seduction with a love letter.	+2.


			Othe miscellaneous modifiers.	-8 to +8.





Shadow [general: skill]


		You are good at following people surreptitiously.


Benefits	You gain a +2 competence bonus on Hide and Spot checks while following a specific person.





Skill Focus [general: skill]


		Choose a skill.  You are exceptionally good at that skill.


Benefits	The character gets a +2 bonus on all skill checks with that skill.


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 skill.





Tracking [general: skill]





Benefits	To find tracks or to follow them for one mile requires a Wilderness Lore check.  The character 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.


		The character moves 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.


Normal	A character without this feat can use the Search skill to find tracks, but can only follow tracks if the DC is 10 or less.


Special	If the character fails a Wilderness Lore check, the character can retry after 1 hour (outdoors) or 10 minutes (indoors) of searching.





	Surface	Terrain Examples	DC	Size Modifiers	Mod.	Misc. Modifiers	Mod.


	Very Soft	Fresh snow, thick dust, wet mud.	5	Fine.	+8	Per 3 creatures.	-1


	Soft	Dry mud, moist clay.	10	Diminutive.	+4	Per 24 hours.	+1


	Firm	Fields, thick rugs, very dirty floors, woods.	15	Tiny.	+2	Per 1 hour of rain.	+1


	Hard	Bare rock, indoor floors, streambeds.	20	Small.	+1	Fresh snow cover.	+10


					Medium.	0	Hidden trail(1/2 speed)	+5


	Visbility Modifiers	Mod.		Large.	-1


	Overcast/Moonless.	+6		Huge.	-2


	Moonlight.	+3		Gargantuan.	-4


	Fog or Precipitation.	+3		Colossal.	-8





Trustworthy [general: skill]


		Others feel comfortable telling you their secrets.


Requisites	Alluring.


Benefits	You gain a +2 bonus on all Diplomacy and Gather Information checks.





