Revised D20: Modifications to D&D V3.5
[V1.4]
Ignored V 3.5 Rules
· Minimum Caster Level for Item Creation feats (as per Monty Cook, these were meant to be removed).
Revised V 3.5 Rules
· Dying and Becoming Stable: Instead of the listed 10% chance, the character makes a Fortitude saving throw at DC 20 to stabilize at -1 to -9 HP (as per D20 Modern/Future).

· Energy Drain and Ability Loss: Negative levels and ability drain are never permanent.  If a character fails the saving throw to remove a negative level, the loss continues for another 24 hours (when the save can be rolled again at the same DC) rather than becoming permanent.  Saving throws are also allowed to recover from ability drain.  Each 24-hour period after suffering non-temporary ability loss, the character must make one Fortitude saving throw (regardless of the number of ability points lost).  If the saving throw succeeds, the character recovers one ability point (select randomly among abilities if more than one has been drained).  The character makes one new saving throw every 24 hours thereafter until all ability points are recovered. The DC for recovering negative levels or ability drain is the same as the original save to avoid the effect (or 10 + one-half the attacker’s hit dice + the attacker’s Charisma modifier, if no save was allowed originally).
· Raised from the Dead: As per JD Wiker’s revision, dead characters revived by raise dead or resurrection suffer one negative level; 1st level characters take 1d4 Con damage (1 Con damage for resurrection) instead.

Revised Feats
SPRING ATTACK
  Problem: With no limit on moving after an attack, this broken feat is too easily exploited against a single foe.

  Revision: When using the attack action with a melee weapon, you can move both before and after the attack.  You must move at least 5 feet before making the attack and may move no more than half your speed after making the attack. The total distance moved cannot be greater than your speed.  Moving this way does not provoke an attack of opportunity from the defender, though it might provoke attacks of opportunity from other creatures.  You can’t use this feat while wearing heavy armor.

New Feats
ARMOR EXPERTISE [General]

  Prerequisite: Proficient with armor, base attack bonus +6
  Benefit: You gain a +1 competence bonus to AC when wearing light armor, +2 when wearing medium armor, and +3 when wearing heavy armor. The competence bonus does not apply against attacks that ignore armor (such as touch attacks). You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with the armor being worn. 
  Special: May be taken as a fighter bonus feat.

ARMOR EXPERTISE, IMPROVED [General]
  Prerequisite: Proficient with armor, base attack bonus +11, Armor Expertise
  Benefit: You gain a +2 competence bonus to AC when wearing light armor, +3 when wearing medium armor, and +4 when wearing heavy armor. The competence bonus does not apply against attacks that ignore armor (such as touch attacks). Also, reduce the Armor Check Penalty for medium and heavy armor by 1. You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with the armor being worn. 
  Special: May be taken as a fighter bonus feat. The competence bonus to AC does not stack with Armor Expertise.
ARMOR FLEXIBILITY [General]
  Prerequisite: Proficient with armor, base attack bonus +1, Dex 15
  Benefit: If you are proficient with the armor being worn, increase the Max. Dex by +1 and reduce the Armor Check Penalty by 1. Armor Check Penalty can never be reduced below 0.
  Special: May be taken as a fighter bonus feat.
ARMOR MOBILITY [General]
  Prerequisite: Proficient with armor, base attack bonus +1, Str 15
  Benefit: Your speed each round is not reduced while wearing medium or heavy armor, if you are proficient with the armor being worn. You still move at only triple your speed while running in heavy armor (not quadruple).

  Special: May be taken as a fighter bonus feat.  Dwarves naturally possess the benefit of this feat.

ARMORED CASTER [General]
  Prerequisites: Proficient with armor, Dex 13
  Benefit: Chance of arcane spell failure is reduced by 10%. 
  Special: You may take this feat multiple times, each time reducing arcane spell failure by 10%.

CALLED SHOT [General]
  Prerequisites: Dex 13, Point Blank Shot 
  Benefit: On your action, before making attack rolls for a round, you may choose to subtract a number from all attack rolls with ranged weapons and add the same number to all ranged weapon damage rolls. This number may not exceed your base attack bonus. The penalty on attacks and bonus on damage apply until your next turn. Though the penalty applies to all attack rolls with ranged weapons, the damage bonus applies only to opponents within the range of the Point Blank Shot feat.
  Special: May be taken as a fighter bonus feat. Creatures lacking corporeal anatomy or not affected by critical hits are immune to the bonus damage. Ranged touch attacks are not affected by this feat.
DEADLY AIM [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Far Shot

  Benefit: When using any ability or feat that normally must be used within 30 feet (such as Sneak Attack or Point Blank Shot), the allowable range increases by one-half (to 45 feet). Furthermore, before making a ranged weapon attack, you may take a full-round action to line up the shot. In return, the target of your next attack loses any Dex bonus (unless that target has the Uncanny Dodge ability). Alternatively, you may instead choose to receive a +2 circumstance bonus on the next ranged attack roll against that target. Once you begin aiming, you can’t move (even to take a 5-foot step) until after making the attack or the benefit of aiming is lost. If you are distracted or attacked before making the shot, the benefit of aiming is lost.

  Special: May be taken as a fighter bonus feat.
FLANKING SHOT [General]

  Prerequisites: Base attack bonus +4, Dex 15, Point Blank Shot, Precise Shot

  Benefit: When making a ranged weapon attack within range of the Point Blank Shot feat, you flank the target if your opponent is threatened by a character or creature friendly to you on the opponent’s opposite border or opposite corner in a direct, straight line to your square. You get the +2 flanking attack bonus and may inflict a sneak attack. If you get multiple attacks, only your first attack with a ranged weapon in a round counts as a flank attack.
  Special: May be taken as a fighter bonus feat.

HOLD AT BAY [General] 
  Prerequisites: Base attack bonus +1, Int 13, Combat Expertise, Weapon Focus with any melee reach weapon
  Benefit: When armed with a melee weapon that has reach, you may make a special attack of opportunity against an opponent who tries to move out of a space you threaten into a space adjacent to you, even if this movement is a five-foot-step. If you hit, instead of inflicting damage you prevent the opponent from moving adjacent to you. The opponent must return to the last available space occupied before trying to move adjacent to you, and the opponent’s move action is ended. An opponent who is at least 1 size category larger than you may choose to ignore the effect and move adjacent to you. However, the opponent suffers double damage from your weapon attack, just as if you had set your weapon against a charge. All standard rules and other feats relating to attacks of opportunity apply to the special attack of opportunity granted by this feat.
  Special: May be taken as a fighter bonus feat. The opponent must start out more than 5 feet away from you. This feat does not allow you to use a reach weapon to attack an opponent already adjacent to you, nor does it allow attacks of opportunity against movement that negates attacks of opportunity (such as Tumble or Spring Attack).
  Normal: Taking a five-foot-step normally does not ever provoke an attack of opportunity. 

IMPROVED COMBAT EXPERTISE [General]
  Prerequisites: Int 13, Combat Expertise

  Benefit: Like Combat Expertise, except you can take a penalty of as much as –10 on your base attack bonus (up to its full total) and add the same number (up to +10) as a dodge bonus to your Armor Class. Additionally, when you take the full defense option in combat you get a +6 dodge bonus to AC instead of the normal +4, though this bonus doesn’t stack with the similar special bonus provided by having 5 or more ranks in the Tumble skill.

  Special: May be taken as a fighter bonus feat.

IMPROVED SNIPING [General]

  Prerequisites: Base attack bonus +1, Point Blank Shot, 4 ranks in Hide
  Benefit: If you’ve already successfully hidden at least 10 feet from your target, you can make one ranged attack and then immediately hide again as a move action at a –10 penalty on your Hide check.

  Normal: Sniping is a move action that imposes a –20 penalty on your Hide check.
LETHAL ACCURACY [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Precise Shot
  Benefit: When making a ranged weapon attack within range of the Point Blank Shot feat, you get a +2 bonus to damage for every 5 full points that your fully modified attack roll result beats the target’s Armor Class, up to a maximum of +8 damage (when the attack result beats the target’s AC by 20 or more). For example, if the target’s AC is 12 and your attack result is 23, you get a +4 bonus to the damage roll.
  Special: May be taken as a fighter bonus feat. Lethal Accuracy applies only to ranged weapon attacks within the range of Point Blank Shot, not to ranged touch attacks, spells, or other kinds of special ranged attack rolls. Creatures that are not affected by critical hits or lack corporeal anatomy are immune to this bonus damage.
LINKED SPELL [Metamagic]

  Benefit: You can combine the casting of one non-attack spell with another similar spell as part of the same spellcasting action. Casting linked spells is a full-round action. Both spells take effect simultaneously on your current turn, but you cannot take any movement in the round (not even a 5-foot step). Both spells must have an original casting time of 1 standard action. Spells with longer casting times cannot be linked. Only spells that target yourself (“you”) or willing allies and that have a range of personal, touch, close, or no more than 50 feet can be linked. The linked spells use up spell slots one level higher than each spell’s actual level. If anything interrupts your concentration while casting the linked spells, you must make one Concentration check at the highest DC for both spells, and if the check is failed you lose both spells. Casting linked spells provokes attacks of opportunity as normal. You cannot cast linked spells and a quickened spell in the same round.

  Special: Healing, defensive, and enhancing spells that benefit the spellcaster’s party are valid choices for linking. A cleric could link divine power (using up a 5th-level spell slot) with righteous might (using up a 6th-level spell slot), or a wizard could link mage armor (using up a 2nd-level spell slot) with haste (using up a 4th-level spell slot). Spells that target or may affect opponents (anyone other than yourself or willing allies) cannot be linked: this includes most evocation spells and many enchantment, illusion, and transmutation spells. Obviously, spells with opposite effects that negate or counter each other cannot be linked. This feat can’t be applied to any spell cast spontaneously (including sorcerer spells, bard spells, and cleric or druid spells cast spontaneously), since applying a metamagic feat to a spontaneously cast spell automatically increases the casting time to a full-round action.
OPPORTUNITY COUNTERSPELL [General]
  Prerequisites: Quicken Spell, 5 ranks in Concentration, 5 ranks in Spellcraft
  Benefit: You can use an immediate action each round for the purpose of casting a counterspell. This counterspell action is instantaneous, free, and can be performed even when it is not your turn. If you use this counterspell action, your initiative does not change and you lose your normal attacks of opportunity for the round. You lose the benefit of this feat when you are flat-footed or if you make a normal attack of opportunity that round.
  Special: Casting an opportunity counterspell provokes attacks of opportunity as normal.

OPPORTUNITY FEINT [General]

  Prerequisites: Int 13, Combat Expertise, Improved Feint.

  Benefit: If an opponent who is flanking you makes a melee attack against you and misses, you can lure him into accidentally attacking his flanking ally. Both flanking opponents must be in a space adjacent to you. You make a Bluff check (as a free, immediate action) opposed by Sense Motive checks by both flanking opponents. If your check result beats both opponents, the opponent whose attack missed you may accidentally attack the flanking ally. First, you must take a free 5-foot step into any adjacent, unoccupied valid square (if there is no valid space, the benefit of this feat is lost). Next, the opponent must take a free 5-foot step into the square you previously occupied (if anything prevents the opponent from moving, the benefit of this feat is lost). Neither you nor your opponent provokes an attack of opportunity with this free movement. Finally, the opponent must make an attack roll against the flanking ally using the same attack form and modifiers as the attack that missed you, and damage is inflicted as normal. You may attempt to use this feat only once in a round. When you attempt to use this feat (even if you are not successful), you lose your normal attacks of opportunity for the round. You lose the benefit of this feat when flat-footed (unless you have the Combat Reflexes feat) or if you make a normal attack of opportunity that round.
  Special: May be taken as a fighter bonus feat.

OPPORTUNITY SHOT [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Quick Draw
  Benefit: If you are armed with any kind of regular bow (not a crossbow) and take no movement on your turn (not even a 5-foot step), you threaten every space within the range of the Point Blank Shot feat until your turn next round. As a result, you may make an attack of opportunity with your bow against an opponent who takes more than a 5-foot-step out of any space in your threatened area. An opponent moving through multiple threatened spaces during a move action in the same round provokes only one attack of opportunity from you. An opponent taking the withdraw option does not provoke an attack of opportunity unless the opponent remains in your threatened area at the end of the move action. Bow attacks of opportunity count toward your normal attacks of opportunity for the round. You lose the benefit of this feat when flat-footed (unless you have the Combat Reflexes feat).
  Special: May be taken as a fighter bonus feat. This feat does not allow attacks of opportunity against other kinds of actions that provoke them (such as casting a spell), nor does it allow attacks of opportunity against special movement that negates them (such as Tumble or Spring Attack).  
  Normal: Ranged weapons normally cannot be used to make attacks of opportunity.
RANK FIGHTING [General]
  Prerequisites: Base attack bonus +1, Weapon Focus with any melee reach weapon
  Benefit: When attacking with a reach weapon, if an ally is in a space between you and your opponent you ignore the normal cover provided by your ally. You cannot accidentally hit your ally with your attack.

  Special: May be taken as a fighter bonus feat.

SHIELD EXPERTISE [General]
  Prerequisite: Proficient with shields, base attack bonus +6
  Benefit: You improve your shield bonus to AC by +1 while carrying a buckler or light shield, by +2 while carrying a heavy or tower shield. Also, reduce the shield’s base Armor Check Penalty by half. Fractions round up, so a -1 penalty is unchanged. You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with shields.
  Special: May be taken as a fighter bonus feat.
SHIELD EXPERTISE, IMPROVED [General]
  Prerequisite: Proficient with shields, base attack bonus +11, Shield Expertise
  Benefit: The improvement to your shield bonus to AC provided by Shield Expertise is increased by +1 more. Also, you now use your shield to block attempts to touch or grab you. You keep your shield bonus to AC against melee touch attacks, but not against incorporeal touch attacks (unless the shield has the ghost touch ability). You do not keep your shield bonus to AC against ranged touch attacks. You lose the benefit of this feat if you are stunned, dazed, paralyzed, or not proficient with shields.
  Special: May be taken as a fighter bonus feat.
