Feat and Skill Mechanics Changes

Feats

Non-Combat Feats: Beginning at 1st level and every fourth level afterward (1st, 4th, 8th, so on…) the character gains a “non-combat”-oriented bonus feat.  The Dungeon Master determines what constitutes as “non-combat” feats.

Skills
Educated Skill Points: Every character gains a separate pool of special skill points that can only be spent on Craft, Knowledge, Perform, Profession, and Speak Language skills (even if all these skills are cross-class skills).  Normal skill points can still be spent for those skills.

A character gains 1 + INT modifier educated skill points (x4 at first level).  A human’s racial bonus skill points also apply to educated skill points (effectively 2 + INT modifier).  

Special Note: Barbarians can spend 2 of these educated skill points to gain literacy.

Appraise: There is no longer a chance to miss-appraise an item.  Either you know the value or you do not (but you can still make a guess).

Heal: Bandage Wounds (Heal DC 15): You can to bandage another person’s wounds (or your own) – attempting to bandage someone takes one minute, and if used in combat, provokes attacks of opportunity for each round you continue to bandage them.  At the end of the minute you must make a Heal check, with the DC of 15, if you’re successful you restore 1d4 wounds and nonlethal damage to the target (you cannot restore vitality).  For every 2 points you beat the DC by you restore an extra wound point, and for every 10 you can cure 1 point of temporary ability damage.


You can only attempt to bandage someone’s wounds once per day, even if you fail your check.  If you fail by 10 or more, you instead deal 1 point of wound damage.

Tumble: For every 5 ranks in the Tumble skill, the character gains a +1 dodge bonus to Armor Class – this bonus applies only when the character is wearing no or light armor and carrying no more than a light load.  This dodge bonus applies only against a single target (of the character’s choice), determined at the beginning of the round.  If you have multiple bonuses from 10 or more ranks of Tumble, you can split up the bonuses to apply to multiple targets if desired.
