New Feats

A Thousand Faces [Wild]

You can constantly and subtly change your appearance.
Prerequisite: Wildshape, Druid Level 12th.
Benefit: You gain the "A Thousand Faces" class feature. See page 37 of the Player's Handbook.
Additional Defensive Stance [General]
You can perform more defensive stances during the day.
Prerequisite: Defensive stance.
Benefit: You can perform a defensive stance five additional times per day.
Special: A fighter may select this feat as a bonus feat.

Additional Heroic Strikes [General]
Your heroic spirit is restless.
Prerequisite: Improved heroic strike.
Benefit: You gain three additional uses of Heroic strike per day.
Special: A fighter may select this feat as a bonus feat.

Arcane Strike [General]

You can imbue your attacks with arcane energy.

Prerequisite: Base attack bonus +4, ability to cast 3rd level spells.

Benefit: When you make a melee or ranged attack roll you can choose to spend an amount of spell points to gain a bonus to attack and damage rolls.  Refer to the chart below to determine how many spell points gives you what bonuses.  These bonuses apply to every attack you make in one round – you can only spend spell points once a round for arcane strike.

Special: A sorcerer may select this feat as a bonus feat.

	Spell 

Points 

Spent
	Attack 

Bonus
	Damage 

Bonus

	1
	+1
	+1d4

	3
	+2
	+2d4

	5
	+3
	+3d4

	7
	+4
	+4d4

	9
	+5
	+5d4

	11
	+6
	+6d4

	13
	+7
	+7d4

	15
	+8
	+8d4

	17
	+9
	+9d4


Arcane Warrior [General]

Your ability to combine your spellcasting and combat prowess is exceptional.

Prerequisite: Combative caster.

Benefit: This feat provides several bonuses of two different types: one type which apply only when you have 1 or more spell points, and one type that always applies.

- Always applies: You reduce your arcane spell failure chance by 5% per caster level (if you have multiple casting classes, you choose 1 when you pick this feat).

- Applies with 1 or more spell points: 1) you gain a +1 bonus to attack rolls per 4 caster levels.  2) You gain +1 vitality point per caster level.  

Special: If you have more than one casting class, you must choose which class these bonuses apply to when you select this feat.

Special: This feat can be chosen as an eldritch knight or sorcerer bonus feat.

Blinding Strike [General]
Your parries are quick and deadly.
Prerequisite: Counter attack or parry, Sneak attack +1d6.
Benefit: When performing a counter attack or parry, the opponent is considered flat-footed for your attack of opportunity.
Special: A fighter may select this feat as a bonus feat.

Boon of Nature [Wild]

You are gifted a boon by nature, increasing the power of your wildshapes.

Prerequisite: Spirit of the wild.

Benefit: The bonuses gained from your Spirit of the wild feat increases from +1 to +2.

Combative Caster [General]

You approach combat unlike a typical spellcaster, but this unique style has made you formidable.

Prerequisite: Sorcerer or wizard level 1st.

Benefit: This feat provides several bonuses of two different types: one type which apply only when you have 1 or more spell points, and one type that always applies.


- Always applies: You gain proficiency with all simple and martial weapons.


- Applies with 1 or more spell points: 1) You treat your caster level as your base attack bonus when meeting prerequisites for feats (unless your base attack bonus is higher).  2) You gain a +1 bonus to Sense Motive checks to resist being feinted per 4 caster levels.

Special: If you have more than one casting class, you must choose which class these bonuses apply to when you select this feat.

Special: This feat can be chosen as an eldritch knight or sorcerer bonus feat.
Counter Attack [General]
You can counter the attacks of your opponents
Prerequisite: Base attack bonus +1, shield block.
Benefit: When you perform a shield block and successfully reduce at least 1 point of damage, you can immediately perform a counter attack. A counter attack is treated as an attack of opportunity against the opponent that struck you. This special attack of opportunity counts against the amount of attacks of opportunity you can normally make.

Special: A fighter may select this feat as a bonus feat.

Crushing Blow [General]

Your heroic strike wounds your opponents.

Prerequisite: Greater heroic strike, power attack.
Benefit: Any opponent struck with your heroic strike suffers a “crushing blow”, which deals 1d2 points of damage for 2 rounds.  Any time your opponent is still suffering from a crushing blow and is struck by another of your heroic strikes, the damage and duration are cumulative.  At any time the opponent recovers at least 1 point of damage or receives a successful Heal check (DC 15), the crushing blow is removed.  For example: Regdar uses his heroic strike against a blackguard, who will take 1d2 points of damage every round for 2 rounds.  One round later, Regdar uses heroic strike again – the duration of the crushing blow extends to 3 rounds and the blackguard suffers 2d2 points of damage every round.

Special: A fighter may select this feat as a bonus feat

Defensive Stance [General]
You can enter a defensive stance, which increases the amount your shield can block.
Prerequisite: Base attack bonus +3, shield block.
Benefit: Once per day per three character levels, beginning at 3rd (3rd, 6th, and so on), you can perform a Defensive Stance when you are struck while benefiting from Shield Block. Defensive stance doubles (x2) the amount of damage you reduce with your shield block.  You must choose to perform a Defensive Stance before damage is rolled.
Special: A fighter may select this feat as a bonus feat.

Devastating Sneak Attack [General]

In moments of need you can deliver a fatal sneak attack.

Prerequisite: Sneak attack +2d6, precise sneak attack.

Benefit: Once per day you can deliver a devastating sneak attack.  This devastating sneak attack works as your normal sneak attacks, except that it deals maximum damage (only the sneak attack damage dice are maximized).

Devoted Blackguard

Devoted to your religion, you have read many scriptures and religious writings and have also worked closely with clerics of your faith.

Prerequisite: Blackguard level 4th, Wisdom 11+, knowledge (religion) 6 ranks.

Benefit: You can use spell completion and spell-trigger magic items as if you were a cleric of your blackguard level.  You cannot cast spells from magic items that have the Good descriptor (such as a scroll of holy word or a wand of protection from evil).
Devoted Paladin

Devoted to your religion, you have read many scriptures and religious writings and have also worked closely with clerics of your faith.

Prerequisite: Paladin level 4th, Wisdom 11+, knowledge (religion) 6 ranks.

Benefit: You can use spell completion and spell-trigger magic items as if you were a cleric of your paladin level.  You cannot cast spells from magic items that have the Evil or Chaos descriptor (such as a scroll of blasphemy or a wand of protection from law).

Divine Shaper [Wild]

You can fuel your ability to wildshape by spending spell points.

Prerequisite: Wildshape.

Benefit: You can extend the duration of your wildshape at any time for an additional hour by spending 2 spell points.  You can gain an additional use of Wildshape by spending 10 spell points.

Efficient Shaper [Wild]

You are efficient with your wildshapes, allowing you to change your shapes more often.

Prerequisite: Wildshape.

Benefit: You gain three additional uses of wildshape per day.

Elemental Body [Wild]
You can assume the mighty form of elementals.

Prerequisite: Wildshape, wisdom 15, druid Level 15th.
Benefit: You gain the ability to wildshape into elementals (as per the Wildshape description on page 37 of the Player's Handbook) in addition to animals.  Wildshaping into elementals uses the same times per day that your normal wildshape uses.

Elemental Fury [Wild]
You have been gifted with the knowledge and power to shape into elemental shapes of mighty proportions.

Prerequisite: Wisdom 17, Druid level 20th.
Benefit: You gain the ability to wildshape into Huge elementals.

Enlightened Blackguard

While your martial training and focus keeps you from the higher secrets of divine spells, the few you can cast are much more efficient thanks to your study and experience.

Prerequisite: Blackguard level 9th, knowledge (religion) 12 ranks, Wisdom 13+, scholarly blackguard.

Benefit: Your blackguard caster level equals your blackguard level.

Normal: Your caster level is half your blackguard level.
Enlightened Paladin

Your knowledge of religion, magic, and the divine has made you a vastly better spellcaster.

Prerequisite: Paladin level 9th, knowledge (religion) 12 ranks, Wisdom 13+, scholarly paladin

Benefit: Your paladin caster level equals your paladin level.  

Normal: Your caster level equals half your paladin level.
Gift of the Sun [Wild]

You have been gifted with the ability to wildshape into a variety of plants

Prerequisite: Wildshape, druid level 12th.

Benefit: You can wildshape into plants (as per the Wildshape description on page 37 of the Player’s Handbook) in addition to animals.  Wildshaping into plants uses the same times per day that your normal wildshape uses.

Greater Defensive Stance [General]
Your ability to shrug off blows with your shield improves.
Prerequisite: Base attack bonus +8, improved defensive stance.
Benefit: Your Defensive Stance increases from quadruple (x4) to sextuple (x6).
Special: A fighter may select this feat as a bonus feat.

Greater Heroic Strike [General]
The heroic spirit within you fuels your fury.
Prerequisite: Base attack bonus +8, improved heroic strike.
Benefit: You deal additional +1d6 points of damage with your heroic strike.
Special: A fighter may select this feat as a bonus feat.

Greater Weapon Focus [General]
You are an expert with your weapon of choice.
Prerequisite: Improved weapon focus, fighter level 12th.
Benefit: You gain a +1 bonus to all attack rolls made with your selected weapon. This bonus stacks with all other bonuses.
Special: A fighter may select this feat as a bonus feat.
Note: This is not the Greater Weapon Focus from the Player's Handbook (page 95), which is renamed to 'improved weapon focus'.

Greater Weapon Specialization [General]
Your strikes with your weapon of choice are especially potent.
Prerequisite: Greater weapon focus, fighter level 16th.
Benefit: You gain a +2 bonus on all damage rolls you make with your selected weapon – this stacks with all other bonuses.
Special: A fighter may select this feat as a bonus feat.
Note: This is not the Greater Weapon Specialization from the Player's Handbook (page 95), which is renamed to 'improved weapon focus'.

Hamstring [General]
You know how to hamstring someone, reducing their movement considerably.

Prerequisite: +1 base attack bonus or +1d6 sneak attack.

Benefit: You may perform a hamstring attack against a single opponent as a standard action with a –4 penalty to your attack roll.  If you succeed in dealing at least 1 point of damage, the opponent’s movement is reduced by 10 feet (to a minimum of 10 feet).  An opponent’s penalty to movement remains until he or she is healed at least 1 point of damage, either magically or naturally.

Special: If you have the ability to sneak attack you can choose to reduce the sneak attack damage dice by any amount, up to the maximum that you have.  For each dice reduced, you gain a +1 bonus to your hamstring attack roll.  For example: Lidda has a sneak attack of +3d6.  If she chooses to remove all of her sneak attack dice, she gains a +3 bonus to her hamstring attempt.

Heroic Strike [General]
You can call upon your heroic spirit to lend you aid in combat.
Prerequisite: Base attack bonus +3.
Benefit: Once per day per three levels, beginning at 3rd (3rd, 6th, 9th, etc) you can perform a heroic strike.  A heroic strike is an additional attack at your highest attack bonus, of which you can perform only once per round.

Special: A fighter may select this feat as a bonus feat.

Improved Death Attack [General]

Your death attack becomes much more lethal.

Prerequisite: Death attack class feature.

Beenfit: The DC to resist your death attack increases by +2.

Improved Defensive Stance [General]
You can ward off greater damage while in your defensive stance.
Prerequisite: Base attack bonus +6, defensive stance.
Benefit: You quadruple (x4) the damage you reduce with your shield when performing Defensive Stance.
Special: Fighters may take this feat as a bonus feat.

Improved Heroic Strike [General]
Your heroism strikes true.
Prerequisite: Base attack bonus +6, heroic strike.
Benefit: You gain a +1 attack bonus with your heroic strikes.
Special: A fighter may select this feat as a bonus feat.

Improved Sneak Attack [General]
Your sneak attacks are more vicious than normal.
Prerequisite: Sneak attack +2d6.
Benefit: You deal an extra 2 points of damage with your sneak attack.
Special: You may take this feat multiple times -- it's effects stack.

Knock Out [General]

You can knock out your opponents with your sneak attack.

Prerequisite: Sneak attack +1d6.

Benefit: If your opponent is unaware of you, you may attempt to perform a knock out attack in place of your sneak attack.  This special knock out attack is a standard action that provokes attacks of opportunity and suffers a –2 penalty to the attack roll.  You can choose to reduce your sneak attack damage by any amount of dice – for each one reduced; you gain a +2 bonus on your knock out attack roll.  If your attack roll is successful, you deal nonlethal damage and your opponent must make a Fortitude saving throw equal to 5 + the amount of damage you deal.  If you use a sap for your knock out attack, the DC increases by +2.  If your opponent fails their save, they are knocked unconscious for 1d%+10 minutes.

Magical Endurance [General]
Through experience with magic, you have learned to endure the rigors of casting.
Prerequisite: Caster level 8th.
Benefit: spending spell points can no longer fatigue you.
Special: A wizard may select this feat as a bonus feat.

Magical Prodigy [General]
You have an innate skill with magic
Benefit: Treat one of your ability scores as 2 points higher when determining how many spell points and bonus spell slots you gain. 

Special: You may only take this feat as a 1st level character.

Merciless [General]
You are merciless against those who strike you in combat.
Prerequisite: Counter attack or parry.
Benefit: When performing a counter attack or parry, you gain a +2 bonus to your attack roll and +1d4 damage with your attack of opportunity.
Special: A fighter may select this feat as a bonus feat.

Mystical Knowledge [Wild]
Your knowledge of nature has increased in depth and expanse.

Prerequisite: Druid level 20th.

Benefit: You gain a third domain, just as a cleric does.

Mystical Shield Block [General]
You can employ the defense of your shield block against magical powers instead of just physical attacks.
Prerequisite: Shield block.
Benefit: The damage reduction gained by your shield block applies to damage-dealing spells, spell-like, and supernatural abilities as if they were physical attacks.

Special: A fighter may select this feat as a bonus feat.

Natural Knowledge [Wild]

You have attuned yourself to the way of the world.

Prerequisite: Druid level 1st.

Benefit: You gain a domain, just as a cleric does.

Parry [General]
Your defensive fighting allows you to parry the attacks of your opponents.
Prerequisite: Base attack bonus +3, combat expertise.
Benefit: You may perform a parry when missed while gaining a bonus to armor class from using Combat expertise. A parry is a special attack of opportunity against the opponent who missed you (this attack of opportunity counts against your normal limit) with an attack roll (of any kind).  You retain your penalty to attacks from combat expertise for these attacks of opportunity.
Special: A fighter may select this feat as a bonus feat.

Precise Sneak Attack [General]

You are exceptionally capable at wounding your opponent with your sneak attack.

Prerequisite: Sneak attack +1d6.

Benefit: You gain a +1 bonus to attack rolls with your sneak attack, and increase the DC to resist special effects of your sneak attack by +1.  Additionally you can re-roll one of your sneak attack dice per sneak attack and take the better result of both rolls.

Quickness [General]
You are quicker than normal.
Benefit: You gain +5 vitality points and a +1 bonus to Reflex saves.
Special: A character may take this feat multiple times. Its effects stack.

Scholarly Blackguard

You are more religious than most blackguards, and diligent in your worship.  The deity or powers you worship have granted you a gift.

Prerequisite: Blackguard level 4th, Wisdom 13+, knowledge (religion) 6 ranks.

Benefit: You gain a domain, just like a cleric does (although you will never be able to cast the 5th-9th level domain spells).  You must choose a domain from the list of your deity or one corresponding to the power or ideal you worship.  Your blackguard level counts as cleric levels to determine the power of your domain ability (if applicable).
Scholarly Paladin

You are more religious than most paladins, and diligent in your worship.  The deity or powers you worship have granted you a gift.

Prerequisite: Paladin level 4th, Wisdom 13+, knowledge (religion) 6 ranks.

Benefit: You gain a domain, just like a cleric does (although you will never be able to cast the 5th-9th level domain spells).  You must choose a domain from the list of your deity or one corresponding to the power or ideal you worship.  Your paladin level counts as cleric levels to determine the power of your domain ability (if applicable).
Shield Block [General]
You can reduce the damage of a successful hit by intercepting part of the blow with your shield.
Prerequisite: Proficiency with shields, base attack bonus +1.
Benefit: At the beginning of your round you can choose to perform a shield block.  A shield block allows you to transfer some of your armor class bonus from your shield into damage reduction, to a maximum of the shield’s base armor class value (not including enhancement bonus).  This bonus damage reduction stacks with any damage reduction gained from armor and lasts until the beginning of your next round.  

Example: Regdar has 16 AC and is wearing a +1 heavy steel shield and a suit of chain mail. He chooses to perform a shield block and decides to transfer all of the armor class from his shield (+2, since he can’t transfer the enhancement bonus) to damage reduction (2/-, since he dropped the AC of his shield by 2), which stacks with the damage reduction of his armor (2/-) for a total of 4/-.  His AC is reduced to 14 until the beginning of his next round.
Special: Critical hits do not automatically bypass the damage reduction provided by this feat. 
Special: A fighter may select this feat as a bonus feat.

Skill Affinity [General]
You have an affinity for different skills.
Benefit: Choose two skills. You gain a +2 bonus with the selected skills.
Special: You may take this feat multiple times -- its effects do not stack. When you take this feat, you must choose two different skills.

Skill Emphasis [General]
You are especially skilled.
Prerequisite: Skill focus and 9 ranks with the skill you wish to apply this feat to.
Benefit: You gain a +5 bonus with the selected skill (this stacks with the skill focus feat).
Special: You may take this feat additional times -- its effects do not stack. Each time you take this feat, it must be with a different skill. 

Sorcery [General]

You have a special affinity for a certain school of magic.

Prerequisite: Bard or sorcerer level 1st.

Benefit: Choose a spell school.  You gain two spells known of that spell school, chosen from your class’s spell list.  A bonus spell known cannot be of a level higher than the highest-level spell you can cast when you take this feat.

Special: This feat can be taken multiple times.

Special: This feat can be chosen as a sorcerer bonus feat.
Spell School Affinity [General]

Your spells of a certain school are more potent than others.

Prerequisite: Caster level 1st.

Benefit: Choose a spell school.  Your caster level when casting spells of that school increases by +2.

Special: This feat can be chosen as a sorcerer or wizard bonus feat.
Spirit of the Wild [Wild]

Your skill and combat abilities increase while you are in a wildshape form.

Prerequisite: Wildshape.

Benefit: You gain a +1 bonus to attack rolls, damage rolls, saving throws, natural armor, and Listen, Spot, Search, and Survival checks while you are wildshaped.

Strength of the Wild [Wild]

The physical power of your wildshapes has grown.

Prerequisite: Wildshape.

Benefit: The Strength or Dexterity score of your wildshapes increases by +6 (chosen at the time you wildshape – the decision isn’t permanent, but lasts until you wildshape again).

Supreme Defensive Stance [General]
Your ability to shrug off blows with your shield improves.
Prerequisite: Base attack bonus +10, greater defensive stance.
Benefit: Your Defensive Stance increases from sextuple (x6) to octuple (x8).
Special: A fighter may select this feat as a bonus feat.

Supreme Heroic Strike [General]
Your heroic efforts are devastating in combat.
Prerequisite: Base attack bonus +12, greater heroic strike.
Benefit: You can use heroic strike an additional time per round.
Special: A fighter may select this feat as a bonus feat.

Supreme Weapon Focus [General]
You are a master with your selected weapon.
Prerequisite: Greater weapon focus, fighter level 16th.
Benefit: You gain a +2 bonus to all attack rolls with your selected weapon. This bonus stacks with all other bonuses.
Special: A fighter may select this feat as a bonus feat.

Supreme Weapon Specialization [General]
You know how to inflict deadly harm with your weapon of choice.
Prerequisite: Greater weapon specialization, fighter level 20th.
Benefit: You gain a +4 bonus to damage with all damage rolls made with your selected weapon. This bonus stacks with all other bonuses.
Special: A fighter may select this feat as a bonus feat.

Sweeping Strikes [General]
Your heroic strikes hit additional enemies.
Prerequisite: Dexterity 13, improved heroic strike.
Benefit: When you perform a heroic strike, you may strike two adjacent opponents instead of a single opponent. The two opponents you wish to strike must be no more than 10-feet apart.
Special: A fighter may select this feat as a bonus feat.

Talented [General]
You're knowledgeable in an additional skill.
Benefit: Choose any skill. The chosen skill becomes a permanent class skill for all of your classes.  Additionally, you gain a +1 bonus with that skill.
Special: A character can take this feat multiple times. 

Versatile Shaper [Wild]

You can change shapes into many different animals – all of different sizes and scope.
Prerequisite: Druid Level 9th.
Benefit: You gain the ability to wildshape into different sizes of animal. At druid level 9, you gain the ability to wildshape into large animals. At 11th level, you can wildshape into tiny animals.  At 15th level, you can wildshape into huge animals.

Vicious Wounds [General]

The wounds left behind by your sneak attacks are particularly lethal.

Prerequisite: Sneak attack +2d6, wounding sneak attack.

Benefit: The continual damage dealt by your wounding sneak attack increases by +2.

Normal: Your wounding sneak attack deals 2 points of damage every round for ten rounds.

Wildshape [Wild]
You have learned from the animal spirits and can shape your body to their likeness.

Prerequisite: Wisdom 13, Druid level 5th.
Benefit: You gain the ability to wildshape once per day into a small or medium animal, as normal per the Wildshape ability description of the Druid, page 37 of the Player's Handbook. The amount of times per day that you can wildshape increase by one for every three druid levels you have (3x per day at sixth, 4x per day at 9th, and so on).

Worldly Knowledge [Wild]
Your knowledge of nature has increased in depth and expanse.

Prerequisite: Druid level 10th.

Benefit: You gain a second domain, just as a cleric does.

Wounding Sneak Attack [General]

Your sneak attacks inflict grievous wounds that continue to harm the victim.

Prerequisite: Sneak attack +1d6.

Benefit: Victims of your sneak attack continue to take damage – they suffer 1 point of damage every round for ten rounds.  If your opponent suffers another sneak attack, the damage and additional rounds are cumulative.  At any time the victim of your wounding sneak attack is healed at least 1 point of damage or receives a successful Heal check (DC 15) the wounding damage stops.

Special: Sneak attacks that deal nonlethal damage to not create wounds.

-------------------------------------------------------------------------------------------------------------------

Modified Feats

Combat Casting: In addition to its normal bonuses, Combat Casting applies its bonus when you make a concentration check to resist losing a spell from damage.

Dodge: In addition to the dodge bonus, you gain a +2 bonus to your Tumble skill.

Greater Spell Focus: Bonus increases to +3.

Improved Weapon Focus: Renamed from "greater weapon focus", a feat found on page 95 of the Player's Handbook.

Improved Weapon Specialization: Renamed from "greater weapon specialization", a feat found on page 95 of the Player's Handbook.

Point Blank Shot: The damage increases to +2.

Precise Shot: No longer requires point blank shot.

Toughness: The hit points this feat grants applies to wounds, not vitality.  Additionally, you gain a +1 bonus to Fortitude saves.
