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Agile Combat

Armed Flurry of Blows [General: Martial Style]

COPYRIGHT 2001, Eric D. Harry

You can attack with a flurry of blows with any weapon that you are proficient in.

Prerequisite: Monk level 3rd+.

Benefit: This feat expands on your Flurry of Blows ability, allowing you to flurry with any weapon that you are

proficient in. You must still use your base attack bonus (rather than your more favorable unarmed attack

bonus) when using this feat.

Normal: Flurry of Blows can normally only be used in unarmed combat or when armed with a kama,

nunchaku or siangham.

Counter-Dodge [Fighting Style]

You are skilled at reading opponents’ moves and striking where they will be rather than where they are.

Prerequisites: Alertness, Dodge

Benefit: The practitioner gains a +1 competence bonus to hit in melee versus any opponent benefiting from a dodge bonus to their AC. This serves to completely cancel the Dodge Feat and to offset any other dodge bonuses by 1, such as those granted by Expertise and Mobility.

Counter-Disarm [General]

You may attempt to trip an opponent if they fail to disarm you.

Prerequisite: Combat Reflexes, Expertise, Improved Trip

Benefit: When a melee opponent attempts to disarm you, including by use of the Improved Disarm feat, if you win the opposed attack roll you may choose to make a trip attack as per the Improved Trip feat versus that opponent as a free attack of opportunity. Note that under no circumstances can you make more than one attack of opportunity versus the same opponent in the same round. 

Counter-Sunder [General]

You may attempt to disarm an opponent who has failed to strike your weapon.

Prerequisite: Combat Reflexes, Expertise, Improved Disarm

Benefit: When a melee opponent attempts to strike your weapon, including by use of the Sunder feat, if you win the opposed attack roll you may choose to make a disarm attempt as per the Improved Disarm feat versus that opponent without as a free attack of opportunity. Note that under no circumstances can you make more than one attack of opportunity versus the same opponent in the same round.

Counter-Trip [General]

You are difficult to trip.

Prerequisite: Combat Reflexes, Expertise, Improved Trip

Benefit: When a melee opponent makes a Trip attack against you, you gain a +4 Dodge bonus to AC vs the opponents melee touch attack to Trip you. You may not use this ability when denied your Dexterity bonus to AC. Dodge bonuses stack. 

Despair [General]

Your skill with your weapon is so great that your opponents flee in fear.


Prerequisite:  Charisma 15+, Weapon Focus, Base Attack +6 or better


Benefit:  Your opponents, if their individual HD are less than yours, must make a will save v. a DC equal to your base attack plus charisma bonus under one of the following conditions:


* The weapon user inflicts a critical hit (or maximum normal damage)


* The weapon user avoids all damage from his opponents


* The weapon user disarms two or more opponents in the same round


* The weapon user takes a round to display his weapon prowess


Your opponent's will flee from the battle or if forced to fight they suffer a -2 to hit.  It can only be used once per fight.


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

Feinted Attacks [Fighting Style]

You are adept at fooling melee opponents.

Prerequisite: Expertise, Bluff 10

Benefit: The practitioner of this type of style may attempt to fool his opponent(s); If you successfully use the Feinting in Combat action described on page 64 of the PHB it counts as a free action, otherwise the use of the skill counts as a standard action as normal.

Look where to hit [General, Fighter]

You may change your hit location

Prerequisite: Dx 11, BAB +1

Benefit: You hit more often parts of the enemy, that you realy want to hit. The first time you take this feat, you are allowed to subtract one from your hit-location roll if you like that result better. The second time, you take this feat, you may add one to or subtract one from the hit-location-result if you would like one of these results better than the original. The third time, you take this feat, you may add one to or subtract two from the hit-location result.

Special: You may not take this feat more than three times.

Masterful Disarm [General]

You are greatly skilled at divesting others of their weapons.

Prerequisites: Expertise, Improved Disarm

Benefit: The user gains a +4 competence bonus on any attempt to Disarm a foe. If the Disarm is successful the opponents weapon does not land at her feet, but instead is knocked to the floor up to 15 feet away in the direction of your choice, as permitted by terrain and obstacles.

Melee Mastery [General] 

You are skilled at using multiple melee opponents against themselves.

Prerequisites: Dodge, Combat Reflexes, Defensive Maneuverings, Improved Initiative, Base Attack 10+

Benefit: You may choose to maneuver so as to cause your opponents to work against themselves as a move equivalent action. After this action is taken, you gain a +1 Dodge bonus to your AC versus melee opponents for each opponent you are currently threatened by in melee including the attacker. Note that Dodge bonuses stack. 

Example: Ularo Santeos is waylaid by 5 attackers while traversing an alley. Ularo spots them and is not surprised; he wins initiative. Unsure of his attackers capabilities, Ularo decides to play it safe, moving into a better position and engaging his Melee Mastery feat rather than attacking. All 5 of the attackers charge him in initiative order and Ularo moves into action ducking, rolling, and skillfully nudging his opponents into each others way. Ularo gains a +1 Dodge bonus versus the first opponent, a +2 versus the second, and so on up to a +5 versus the fifth and final attacker. In the following round, Ularo decides to continue to use his Melee Mastery and take a standard attack action; acting first he strikes one of his foes. Afterwards the first 2 opponents press their attack and Ularo gains a +5 Dodge bonus versus each of them, but the wounded 3rd opponent has had enough and moves away at his initiative. When the 4th and 5th opponents attack him Ularo gains a +4 Dodge bonus versus each opponent in turn because he is threatened by a total of 4 melee opponents when they attack.  

Precise Attack [Special: Fighters and Psychic Warriors only]

Your precise technique allows you to hit body parts that hurt.

Prerequisits: DX 13, Weapon Finesse in the same weapon.

Benefit: you may trade in your base-attack-bonus for more damage (see power attack).

Special: You can take this feat several times, each time with a different weapon. The damage-bonus is subject to the maximum dexterity-bonus through armour.

Precise Strike [Special: Fighters and Psychic Warriors only]

Due to your precise technique you use your dexterity bonus instead of your strength bonus for damage.

Prerequisits: Int 13, Weapon Finesse with the same Weapon

Special: You can take this feat several times, each time with a different weapon. The damage-bonus is subject to the maximum dexterity-bonus through armour. You can not use Precise Strike and Improved Critical at the same time. Because you are using your weapon skill for precise strikes, you ar not able to attack as fast as others. Therefor, improved initiative will have no effect while using precise strike.

Defense

Armor Specialization [General]

This allows the character to have better than normal mobility in armor


Requirements:  Proficiency in one type of armor (light, medium, or heavy)


Benefit:  The character picks one type of armor (plate, splint, etc.) in that suit the character suffers speed penalties as a group one less (for example full plate is treated as a medium armor).  The character also gets to ignore the maximum dex bonus column and while he is wearing that one type of armor the character suffers half the chance of arcane spell failure from that armor.


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

Arrow Cutter [General] 

You can deflect ranged attacks- such as arrows or spears or other shot or thrown weapons- with a melee weapon. 

Prerequisites: Dex 13+, Int 13+, Expertise 

Benefits: Using a melee weapon with which you are proficient, you may attempt to deflect one ranged attack per round. As per the Deflect Arrow feat, you roll a Reflex save vs. a DC of 20; if the save succeeds, you deflect the attack. If the ranged attack is made by a magical weapon (such as an arrow +1), the DC is increased by that amount; likewise, if using a magical melee weapon (such as a sword +1), the DC is *decreased* by that amount. If caught flat footed, you cannot attempt to deflect an arrow, nor can exceptional weapons (a giant's hurled boulder, a Magic Missile) be deflected. Arrow Cutting does not count as an action. 

Notes: You can learn later feats for which Deflect Arrows is a prerequisites based on the 'virtual' feat learned with Armed Deflect Arrows, but you can then only use those feats when armed with a melee weapon that you have Weapon Focus with.

Defensive Maneuverings [General]

You are skilled at protecting your flanks in melee.

Prerequisite: Dodge, Combat Reflexes

Benefit: You gain a +1 Dodge bonus versus all opponents flanking you unless caught flat-footed. Note that Dodge bonuses stack. 

Deflect and Disengage [Fighting Style] 

You are greatly skilled at protecting your weapon in melee.

Prerequisites: Improved Disarm

Benefit: The practitioner gains a +4 bonus to opposed attack rolls when opponents attempt to Sunder or Strike his weapon, and vs. Disarm attempts. 

Deflect Melee Attack [General]


This allows the character to deflect incoming melee attacks.

Prerequisites:  Dex 15+, Base Attack +6 or better, Deflect Arrow, Dodge, Improved Unarmed Strike, Mobility, Weapon Focus, Proficiency in one of the following:  Axe (Battle, Great), Club, Staff, Sword (any), Polearm (any)


Benefit:  Once per round you may freely deflect one melee attack.  It requires a reflex save v. DC 20.


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

Delay [General]


This allows the character to strike an opponent so that his cannot act quickly the next round.


Prerequisites:  Dex 13+, proficiency in one of the following weapons:  Battle Axe, Warhammer, bow (any), crossbow (any), sling.  Base attack +6 or better.


Benefits:  Anytime the character hits his opponent, that opponent must make a save v. fortitude DC 10 + character's base attack or have his initiative number set to "0" (the opposite of refocus) for the next round.  If a missile weapon is used this can only be done at 30 feet or less.


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

En Garde [Fighting Style]

You are able to assume a defensive stance that allows you to react to the enemy.

Prerequisites: Expertise

Benefit: At his initiative, the practitioner may assume an ‘en garde’ position as a full attack action, with a 5 foot step allowed. When doing this, the practitioner holds position until the first opponent moves to attack him in melee. When the first opponent makes their first melee attack against the practitioner after he has taken this stance, the practitioner must make a resisted attack roll against the opponents attack roll. If the practitioner equals or exceeds the opponents attack roll with his own his en gard attempt was succesful, otherwise it was unsuccesful. 

If successful the opponents first melee attack is negated totally and the practitioner must immediately take a single standard action attack against that opponent (and that opponent only); this attack may be used to intiate a Disarm or a Trip, which if succesful can often halt an opponents offensive. After the practitioner has taken his attack, the opponent may finish their action minus their first attack. 

If the en garde attempt was unsuccesful the opponents attack is handled as normal and the practitioners action for the round is lost. 

This Feat is usable in conjunction with Improved Trip and Improved Disarm. This Feat may only be used once in a round regardless of circumstances. 

Hardened Body

Prerequisites: CON 13+, Toughness

Benefit: This feat allows a character to add half of his CON bonus (rounded down) to his Armor Class provided that no armor is worn with the exception of magical bracers, rings and the like. Shields may also be used as normal. This feat reflects a characters training in body building and excercises to the point of hardening their bodies into living rock.

Improved Armor Proficiency [General]

You are trained in a specific type of armor and employ less penalties while in it

Prerequisite: Proficiency in the armor

Benefit: Armor check penalties are reduced by two and maximum dexterity bonus is increased by one.

Special: You can take this feat multiple times. Each time it is taken it applies to a new type of armor.

Improved Dodge [General]

You are even more adept at dodging blows


Prerequisite:  Wisdom 13+, Intelligence 14+, Dexterity 15+, Dodge, Mobility, 6th level


Benefits:  You get a bonus to your AC equal to your wisdom bonus against a number of opponents equal to your Intelligence bonus each round and may still attack normally in combat.  This stacks with the standard dodge bonus.


Special:  A monk cannot buy this feat as they already have a much better ability.  A fighter may buy this as a bonus feat.

Improved Hardened Body [General]

Prerequisites: CON 13+, Toughness, Hardened Body

Benefit: This feat allows a character to add his full CON bonus to his Armor Class instead of half as Hardened Body allows. This shows a characters true devotion to perfecting their body through rigorous excersise and pain.

Swirling Melee Fighting [Fighting Style]

You are skilled at fighting in a chaotic melee.

Prerequisites: Combat Reflexes, Base Attack +6

Benefit: In any melee encounter where you are in the threat zone of any three opponents at the beginning of your turn, you gain a +3 dodge bonus to your AC and a +3 competence bonus to your melee attacks until your action in the following round. However, you may not move more than a 5 foot step for the round.

Shield Specialization [General]

This allows the character to use a shield more effectively


Requirements:  Shield Proficiency, +4 base attack


Benefits:  The character gets +1 to his AC over his shield bonus when he specializes in one type of shield and may still use the shield as part of an attack.


Special:  This feat may be bought as a fighter bonus feat.

Shield Mastery [General]

This builds on shield specialization


Requirements:  Shield Proficiency, Shield Specialization, +8 base attack


Benefits:  The character gets +2 to his AC over his shield bonus when he masters one type of shield and may still use the shield as part of an attack.


Special:  This feat may be bought as a fighter bonus feat.  Only fighters may buy this feat.

Shield Grand Mastery [General]

The character has reached the pinnacle of defense with a shield


Requirement:  Shield Proficiency, Shield Specialization, Shield Mastery, +12 base attack


Benefits:  The character gets +3 to his AC over his shield bonus when he grand masters one type of shield and may still use the shield as part of an attack.


Special:  This feat may be bought as a fighter bonus feat.  Only fighters may buy this feat.

Divine Feats

Channel Against Outsiders[Divine]

COPYRIGHT 2001, Carl Cramér

You can turn or rebuke one type of outsider.

Prerequisite: Ability to turn or rebuke undead, Extra Turning.

Benefit: Select one group of outsiders (such as fire elementals, slaadi or devils) that are either hostile to your faith/alignment (for turning) or associated with your faith/alignment (for rebuking). You can channel divine energy against this type of outsider to turn or rebuke them as if they were undead of twice their HD. A cleric that turns undead also turns outsiders, and a cleric that rebukes undead also rebukes outsiders. When turning outsiders, those whose modified hit dice are half your turning level or less are dismissed to their home plane rather than destroyed.

Special: On their home plane, you turn or rebuke these outsiders as undead of four times their HD, but there, they really can be destroyed instead of merely dismissed. This feat can be taken several times. It does not stack. Each time, you may choose a new type of outsiders to turn or rebuke.

Hard Combat

Death Blow [General]

This allows the character to kill an opponent in a single blow

Prerequisites:  Str 15+, Cleave, Great Cleave, Power Attack, Base Attack bonus +15 or better  


Benefit:  The character may instantly kill an opponent in a single blow as long as he fulfills the following conditions:


*  The opponent must have less HD/levels that the character


*  The opponent must make a fortitude check vs. DC 10 + character's base attack


*  The character must be able to damage the creature in normal combat


*  The character must forgo all other attacks that round except for attacks of opportunity

A death blow may be combined with cleave or great cleave.


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

Deft Blow [Fighting Style]

You are able to strike a single accurate blow.

Prerequisite: Weapon Focus or Weapon Finesse (chosen weapon), Base Attack +8

Benefit: The practitioner of this type of style is skilled at making a single deadly strike with their weapon. The practitioner may opt to make a single melee attack as a full action that has a tripled critical threat range and inflicts triple damage if a critical is scored. This is not usable in conjunction with the Improved Critical Feat. If a weapon already causes triple critical damage then it inflicts quadruple instead, etc.

Fury [pseudo-class] 

As the fury overtakes him, he gets stronger and tougher.

Prerequisites: CON 13+, Base attack 1+

Benefit: Once a day you can be overcome by Fury in combat. Fury lasts for 3+CON bonus rounds, and gives +2 STR, +2 CON, +1 Will ST and -2 AC while it lasts. When the Fury is over, you are fatigued for the duration of the encounter.

Normal: Barbarian rage gives better benefits, and scales with level. Others don't get this ability (although some animals do)

GreatCritical [General] 

Choose one type of weapon, you know how to make the most of hitting a vulnerable spot.

Prerequisites: INT 13+, Proficient with weapon, Base attack 12+

Benefit: The critical multiplier is raised by one, so x2 becomes x3, or x4 becomes x5.

Note: you can take this many times, but it doesn't stack. Each time it must be a different weapon. 

Improved Sunder [General] 

Prerequisites: STR 13+, Base Attack +9 or higher, Power Attack, Sunder

Benefit: This allows a person to break weapons without provoking an attack of oppurtunity just as the Sunder feat allows. This feat makes the weapon less able to resist being broken now though. In addition to the normal item breakage rules, the attacker is not limited against items with "plusses". A "plus" still counts in adding to the items hardness but a person with a non-magical weapon could break a magical weapon if enough damage is done. Even if the normal damage doesn't break the item, it must still pass a saving throw on a d20 plus Hardness (plusses count here) vs a DC equal d20 plus the damage done. If this save fails, the item is broken no matter how much damage was done to it. Such is the power of a master weapon breaker.

Lethal Follow-through [Fighting Style]

You are skilled at finishing opponents swiftly.

Prerequisites: Combat Reflexes, Death Blow, Base Attack +7

Benefit: If you drop an opponent below zero hit points in melee but not below -10, you may make an attack of opportunity against the fallen foe. This attack follows all the normal rules for attacks of opportunity and does count against your attacks of opportunity limit for the round. Under no circumstances may you take 2 or more attacks of opportunity against the same opponent in the same round. Therefore, if you have already made an attack of opportunity against such an opponent or exausted your limit on attacks of opportunity per round you may not use this ability against that opponent in that round. 

Lightning Attack [Fighting Style]
You are able to strike sooner at the expense of making yourself vulnerable to return attack.

Prerequisites: Expertise, Improved Initiative

Benefit: The practitioners of this type of style may strike quicker at the expense of defending themselves. The practitioner may take up to a –5 penalty to AC and apply an equal circumstance bonus to Initiative. This allows the practitioner to raise his Initiative without Refocusing, but for that round only; his Initiative drops to normal the next round. The AC penalty remains in effect until the practitioner’s action in the following round. The practitioner must declare a Lightning Attack on or before the Initiative count that his modified Initiative would allow him to take an action from.

Multiple Level Attack [Fighting Style]

You are skilled at forcing your opponent into positions that leave them vulnerable to your attacks.

Prerequisite: Base Attack +6, Power Attack

Benefit: The practitioner of this type of style may merge his top two melee attack bonuses into a single melee attack with a bonus equal to the sum of the two separate attacks. This is a full-round action and only 2 attacks may be merged thus. Effectively the practitioner ‘fakes’ one or more attacks to create an opening for another. The merged attack bonus only applies to the multiple level attack itself and then reverts to the practitioners highest normal base attack immediately. Example: Dearl the Mighty has an attack bonus of +14/+9 with his mighty greatsword. His current opponent is proving well defended, so on his next initiative Dearl announces that he is making a multiple-level attack. Rather than making his normal 2 melee attacks at +14/+9 he makes a single melee attack at +23; if Dearl killed his opponent with his multiple level attack and Cleaved thru to another opponent, he would attack using his normal highest base attack of +14. 

Punishing Attack [Fighting Style]

You are adept at taking advantage of your opponents fumbles.

Prerequisites: Combat Reflexes

Benefit: Should an opponent roll a natural ‘1’ on a d20 to hit the practitioner in melee combat, the practitioner may opt to take a single free attack of opportunity against that opponent immediately. Additionally, if the practitioner chooses to use this attack of opportunity to attempt a Disarm against the opponent, a +4 circumstance bonus applies to his Disarm attack roll. This attack of opportunity does not count against the practitioners normal complement of attacks of opportunity. The practitioner is still limited to one attack of opportunity per opponent per round regardless of means

Rapid Assault [Fighting Style]

You may launch a furious attack of blows in melee at the expense of leaving yourself vulnerable.

Prerequisite: Base Attack +6, Expertise, Improved Initiative

Benefit: As a full attack option the practitioner may take up to a -10 penalty to his AC and gain an equal competence bonus to his BASE attack. Both the AC penalty and the Attack bonus last until the practitioners action in the following round. As this modifies the practitioners BASE attack bonus, this will grant the practitioner additional attacks just as if he were of a higher level but for that round only. 

Example: Ularo Santeos is beset by a fearsome swordsman. Throwing caution to the wind, on his initiative Ularo announces that he will employ Rapid Assault against the foe and will take the full -10 penalty to AC. Ularos base attack is normally +13/+8/+3; for the following round it will be +23/+18/+13/+8/+3 but his normally impressive 23 AC drops to a mere 13 AC. His flurry of blows catches his opponent by surprise and the first 3 hit, but afterwards the foe severely punishes the off-balance and unprotected Ularo. 

Refuse to Fall [General]

The character is so resilient or determined they do not fall unconscious from damage until dead.

Prerequisites:  Con 15+

Benefits:  The character with this feat can continue to act despite falling to or below zero hit points.  The character does not get a coagulation roll and suffers bleeding damage as normal, but can continue to act normally.  The character cannot bandage their own wounds even with the healing proficiency but can administer magical healing to themselves if capable.  The character will die normally the moment they reach –10 hit points.  Characters with this feat tend to accumulate scars from their near mortal wounds.

Notes: This is for the character that wants that heroic last ditch effort.  The –10 rule tends to keep characters alive, a character with this feat has a definite advantage in combat, but is much more likely to get themselves killed. 

Staggering Blow [Fighting Style]

You are skilled at landing a single massive attack to debilitate your opponent.

Prerequisite: Base Attack +10, Power Attack

Benefit: The practitioner of this type of style may as a full-round attack action strike a single blow upon a melee opponent. If the attack hits and scores damage, the target must make a fortitude save vs. a DC equal to the amount of damage taken or be staggered for 1d3 rounds in addition to taking whatever damage was dealt. 

Item Creation

Clockwork Creation [Item Creation] 

You can create magical, mechanical automations. 

Prerequisite: Spellcaster level 14th + 

Benefit: This feat is known to the clockwork mages, an ancient and elite order and is only taught to those devoted to the craft and to very few others. This feat allows the individual to produce intricate mechanical devices, machines made up of tiny gears and clockwork mechanisms. This feat is required for a clockwork mage to produce a clockwork device. Merely having the feat does not grant a nonclockwork mage the ability to create one. This skill is used for checks involving mechanical devices construction or repair. 

Craft Candle Magic [Item Creation Feat] 

You can create magic candles. 

Prerequisite: Spellcaster level 8th+. 

Benefit: You can create magical candles of any spell that you have access to (either by scroll or that you know). Spells that have instantaneous effects consume the candle once lit and are uncommon (such as Candle of Fireball or magic missiles). Candles burn at a rate of one hour per spell level. Most candles created take longer to cast using the candle than they would if cast directly as the spell takes effect once the candle is burnt. The bonus of using Candle Magic is that it allows the user of the candle to target a creature that is not within sight or touch by using the candle as a focus for extending the range. For example a Candle of Cursing made by a wizard takes 4 hours to burn. The user of the candle focuses on a target creature that he or she has seen personally or knows personally and at the end of the candles duration the spell takes effect. Unless otherwise noted a candle can only effect creatures on the same plane of existence. So, using the example above, once the Candle of Cursing is burnt out the user of the candle curses the target even if the target is thousands of miles away. The user of the candle need not concentrate for the full length of the candle’s duration only for the amount of time that the spell would originally take to cast. If the spell normally does not allow a saving throw the target of the spell still gains a save appropriate to the spell at a DC of 10+spell level+1/2 the candle’s creator level. How well a character knows the target of the candle’s magic affects the candle’s strength. 

Special: Below is a list of Saving Throw modifiers dependent on the knowledge that the candle’s users has of the candle’s target: 

   Candle’s User is/has (In regards to the target)…  

             A close blood relation: -4 to save.  

             A close friend or distant relative: -2 to save.  

             Familiar with the target: +0 to save.  

             Only met target once or twice: +2 to save. 

             Met target once only in passing: +4 to save.  

             Knowledge of target (detailed discription): +6 to save.  

             Knowledge of target (limited discription): +8 to save. 

             Knowledge of Name only: +10 save. 

   Candle’s User has (In regards to the target)…  

             An item owned by target (no importance): -1 to save.  

             An item owned by target (special importance): -2 to save.  

             A small body part (fingernails, hair, etc): -4 to save.  

             A large body part (hand, foot, eye, etc): -6 to save.  

 If the flame of the candle is extinguished before the spell is completed the spell fails and the candle is ruined. If the user of the candle is not present at the end of a summoning candle’s duration the creature summoned is free to leave or stay as it pleases but returns at the end of its duration should it have one.  The time required to create a candle is 1 day per spell level and costs exp of 1/25 the gold piece value of the candle.

 The base price of the candle is the level of the spell multiplied by the caster level times 100 GP. The candle also requires the material components of the spell to be used up in the creation of the candle and half the candles GP value in GP equivalent of materials.          

Magic and Quasi-Magic Feats

Basic Summoning [General]

You have a knack for summoning

Benefit: You receive the skills Knowledge [demonology], Knowledge [undead], Knowledge [fairy summoning], Knowledge [thaumaturgy], Knowledge [abjuring], Knowledge [elemental summoning] and Knowledge [spirit summoning] as class skills.

Bonded Weapons[General, Melee]

COPYRIGHT 2001, Tyson Neumann

You have used a single weapon so much that you have formed an almost spiritual bond with that specific weapon.

Prerequisite: Base Attack Bonus +8, Improved Critical (with weapon), Proficient with Weapon, Weapon Focus (with weapon), Weapon Specialization (with weapon)

Benefit: Choose a single unique weapon. For one month you train exclusively with that weapon, learning how to best wield that specific weapon most effectively. During the training period, you may use no other weapons or you must repeat the process. After the month of training, give the weapon a name to symbolize your intimate knowledge of the weapon. You gain an additional +2 to all attack rolls and +1 to damage with your named weapon (this stacks with the weapon focus and weapon specialization bonuses). You do not gain the bonuses or penalties of this feat when wielding a weapon of the same type, and suffer a -2 to all attack rolls.3 with all other weapons.

Special: If ever your named weapon is destroyed or taken from your possession for more than a week, you must repeat the process of naming a weapon and continue to suffer the -2 to attack rolls with all weapons of different type. You may never have more than one bonded weapon.

Breech Immunity [General] 

Benefits:  A character using any weapon, including his bare hand, can harm creatures that are normally hit only by magical weapons, at a rate of +1 every 10 levels. The character does not actually get an attack or damage bonus.

Cantrip [General] 

Allow any class to use 0-level spells  

Prerequisites: Intel 13+ 

Benefits:  Grants any individual the ability to know/understand up to their intelligence modifier's worth of cantrips (which they must locate/be trained in).  The character can use his selection of cantrips by preparing (as a wizard) and using one per day.  Anyone trying to cast a spell (even though its just 0-level) must meet all of the requirements and suffer all of the penalties associated with the use of arcane magics. Spellcasters taking this feat gain a +1 to the DC for all 0-level spells cast.    

Special:  This feat may be taken multiple times; however, no additional cantrips can every be learned (past the individuals intelligence modifier).  Each additional time this feat is taken, the caster may prepare an additional cantrip per day.  The total maximum of cantrips that can be cast in a single day (regardless of the number of times this feat is taken), is also limited to the casters intelligence modifier. 

Dreamspeaking [General]

Sometimes dreams are important missives sent from above, or from within. You can interpret the dreams that you have, or that others have. 

Prerequisite: Wis 15+

Benefit: When someone tells you about a dream, or when you consider your own dream, you can tell automatically if it was a dream of importance, also known as a "sending" dream. If it is a sending dream, you can attempt a Wisdom check (DC 15) to interpret its meaning. If your Wisdom check succeeds, the DM should give you some clue as to the meaning of the dream. (For example, a character might dream of a threatening rider dressed in black, surrounded by ravens. On a successful Wisdom check, the player learns that the dream foretells an encounter with a foe named "raven." Later the party does indeed go up against a villain named Kevris Killraven.) Retries are not allowed.

Elemental Magic [Magic-Related]

The charakter is versed in using  his own inner resources to weave magical spells. These spells depend on the element, the Charakter is  tuned in to and that he got access to. Each charakter can learn all four kinds of Elemental Magic (four different Feats)

Requirement: 20 – int-bonus – wis-bonus in weeks duration of training; a trainer; Focus Inner Strength Feat. Intelligience 13.

Benefit:  You are able to cast a special form of arcane spells. You do not use magic-energy to fuel these spells, but a mixture of body-energy and energy from elements surrounding yourself.

You got to learn these spells like an arcane spell caster. The highest level spells, you are able to learn equal your wisdom-bonus for earth magic, your charisma-bonus for fire magic, your dexterity-bonus for air magic and your  constitution bonus for water magic. The highest spell level, you able to cast at your actual level equals character level minus the character levels before you learned the feat devided by three, rounded up 

Example: Albercho is a 6th level rogue. He spends his new feat on Elementa Magic: Earth. He is now able to cast Cantripts and first level spells. He has to get to 10th level to be able to cast 2nd level spells: 6th level is the first level level, he got the Elemental Magic feat. –5 (the levels before). Leaves one. three levels to go to 10th level, divided by 3 = 1. 

This is calculated for each Elemental Magic feat seperately. You cast spells without divine focus but with all other components. The number of spells, you are able to learn equals your intelligience-score times 2 in spell levels (in case, that you learn more than one Elemental-Magic feat, you will not be able to learn more spells but have only these slots available). Zero level spells are counted as half level spells. 

Once learned, you will not have to rememorize these spells. On the other side, you can not forget these spells, to learn new ones. To learn a new spell, you got to study the spell for one week per spell-level. If you do not got the spell read magic, you have to find an instructur, who is able to teach the spell.

You may use metamagic feats with these spells, without adding to the casting time, but you must be able to cast a spell of that level (The Quicken Feat is of no use to you.).

Your casting time is doubled, but is at least 1 round: 1 action becomes 1 round, 1 round becomes 2 rounds etc.

You got to succeed at an elemental casting skill check vs. DC 10 plus five times the level of the spell (three for cantrips). 

Worst, you got to spend your own energy, to start the magic, you need to spend four hit points of lethal damage per level of the spell. This is the starter-energy to contact the element, that you learned to cast magic through. The element has to be in touch range. For every additional yard between you and the element, the subdual damage taken is increased by 0.5 (e.g.: Eshem a character with the Elemental Magic Feat: Fire. He wants to cast a 2nd level spell (6 points of subdual damage). The next fire is 3 yards away. This adds 9 points of subdual damage to the 6 for 15 points all in all). If you fail your casting check, you will not cast the spell, but loose the points nevertheless.

If the element is available in very large quantities, the range may be greater. Increase the possible distance by 1 yard per 1000 ccm available. Air mages got a definite advantage there. The max. distance may not be greater than your wisdom in yards and the character must see it. Even if you are very close to your elemental or best of all emmersed in it, you will have to have at least 10 ccm of the of the element available.

Using the elemental energy will lessen the energy available. 

Example: Albercho tries to cast a second level spel. He is 10th level now, and has maxed his elemental casting skill (13 +1 for his Wisdom). The DC for the spell is 20. He takes 8 points of  damage, to start the process.

For a spell list look at the Shugenja-spell-list or any other spell-list, that includes elemental-lists.


Airmagic: You have learned to use the elemantal energy of the air. Different from other elemental magics, you got to have at least 100 ccm of air available to cast any spell. 

Using Airmagic reduces the available air. This is no problem, while you are in the open, but in small rooms, you will reduce the the breathable air by half and reduce the temperature by 3° in a radius of 15 feet.

Earthmagic: Earthmagic is the default Elemental-magic. If your feet do not touch the ground, you will have to pay an additional point of subdual damage. The earth-temperature will be reduced by 2° in a radius of 10 feet. Plants, that will blossom for one day only, will loose their bloosoms immediately.

Firemagic: Firemagic got the most brutal attack spells but is the kind of magic, that is hardest to cast. If you use the energy of several small fires, one fire for every spell level is extinguished.

Watermagic: Watermagic will cause the water used as source for the energy, to evaporate, 5 liters per spell level.

Enhanced Elemental Magic Memory

You are able to learn additional spells for your Elemental Magic.

Prerequisite: Elemental Magic Feat

Benefit: You may learn three additoinal spell levels of spells (for example 3 first level spells, one third level spell etc.). You may take this feat several times to collect the spell levels to learn extra spells above 3rd level.

Focus Inner Strength [General]

You are able to draw on your inner strength, to create seemingly magical effects.

Prerequisits: finding a teacher, who shows you the way. 

Benefit: You are able to draw on your inner strength and to transform this energy into quasi-magical energy to create special effects and use feats that need psionic or magic energy to be used. 

You need to succeed in either a meditation-skill check, a autohypnosis-skill check or a concentration-check vs. DC 10 plus half the number of points you wish to draw. 

The source of this energy is your body and the energy drawn deals subdual damage to you. Each point drawn deals one point of damage. 

To create one psionic point, you need to draw three points of your energy. To draw one spell point, you need to draw 2 points (Mystic manoeuver points are transferred one on one)

Special: Fighter and wizards may take this feat as a bonus feat.

Inner Focus [General] 

Benefit:  Characters with this Feat can marshal their personal energies to provide a temporary +4 bonus to 1 Attribute score. This lasts for 2 rounds for every level of the character. (1/day). To raise the ability score requires a full round action.

Special: You may take this feat several times, each time adding one to the times per day, you can use it. You may only raise one ability score at the time.

Nondetection

The character gains the supernatural ability to avoid detection.

Requirements:  Hide ranks 19 or better


Benefit:  When the character makes a successful hide check he is shielded as if he used the 3rd level arcane Nondetection spell.


Special:  A rouge may buy this as a special ability.

Second Sight

The Character is able to see spirits

Benefit:  This feat is a mixed blessing. A character is able to see the spirits and the spirit world. The spirit world is populated by lots of spirits of people who died a violent or untimely death, without being as strong of mind to become ghosts, looking like it. In addition nature and magic spirits roam this world which leads in some places to large crowds. And all these spirits a character with this feat is able to see. He is able to interact with them, but not to talk or hear them. In 95% of all Situations, the character will be able to part spirit from living being.

Sense Danger [General]

This gives a character an ability similar to a rouge's uncanny dodge.


Requirements:  Listen 9+, Spot 9+, Blindfighting feat


Benefits:  This is really several feats with the same prerequisites.  Each requires the character make a successful spot check against the opponent's Hide or Move Silently skill (whichever is appropiate).


Ambushes:  With a successful spot check, once per turn the character can scan an area up to 200 yards away.  On a successful check she can tell how many creatures are hiding and their approximate size.


Attack Readiness:  With a successful spot check, the character can tell how ready his opponent is to fight.  He can tell what, where, and how many hidden weapons his foe has, and can tell his opponent's favored attack modes.


Hidden Enemies:  The character can automatically sense all astral, invisible, ethereal, out of phase, or hidden creatures within a 30 foot radius, he doesn't know how they are hidden, but he knows their exact location and does not have to guess.  The character must take a four count delay for every round he uses this ability.


Size Up Opponent:  The character can get a general idea of his opponent's attack capabilities or hit points on a successful roll.  The DM will give the character a one word description on a successful roll.


Low:  The opponent's hit points or 20% or less of the character's, its attack bonus is 15 or more points less, and its AC is 10 or more points lower.


Moderate:  The opponent's hit points are 21% to 50% of the character's, its attack bonus is 10 or more points less, and its AC is five or more points lower.


Significant:  The opponent's hit points are 51% to 70% of the character's, its attack bonus is 5 or more points less, and its AC is lower.


Challenging:  The opponent's hit points are 71% to 100% of the character's and its attack bonus and AC are less than or equal to the character's.


Tough:  The opponent's hit points are 1% to 25% greater than the character's and its attack bonus is greater than the character's.


Deadly:  The opponent's total hit points are 26%-50% greater than the character's and its attack bonus is 5 or more points greater.


Dangerous:  The opponent's total hit points are 51%-100% greater than the character's, its attack bonus is 10 or more points greater, and its AC is 5 or more points higher.


Nearly Impossible:  The opponent's total hit points are over twice that of the character's, its attack bonus is 15 or more points greater, and its AC is 10 or more points higher.


The character does not gain an indication of its supernatural or extraordinary abilities.


Sneak Attacks:  The character automatically gets a listen check against a sneak attack and with a success the character gets the benefits of an uncanny dodge against sneak attacks.   The base DC is 15 for a rouge of equal or less level +5 DC for each level the rouge is above the character's or their base Hide or Move Silently Skill (whichever is higher).

Spirit Talk

The character is able to talk to spirits

Prerequisit: Second Sight

Benefit: The character is able to hear and talk to spirits.

Summoning [General]

You are versed in Summoning lore and may start to summon one specific type, given by your speciality choosen through your knowledge-skill und the kind of summoning you choose while taking this feat.

Prerequisit: Basic Summoning, one skill of the basic summoning skills with rank 2.

Benefit: You receive the summoning-skill as a class skill. Upon gaining this feat, you have to decide, on which type of summoning you want to specialize. You receive only the according summoning-skill as class skill and my only summon from this type of creature. You may take additional summoning and demonology feats. The knowledge-skill, that is prerequisite to this feat must be the knowledge skill fitting to your type of summoning. 

You take one point of damage per chalange rating of the monster and the wave-forming skill is reduced by one point per two points of CR for one hour.

The types of summoning are:

· Demonology

· Undead

· Fairies

· Thaumaturgy

· Abjuration

· Elemental

· Spirit

Special: You may take this feat several times, each time with a different type of summoning.

True Faith [General]

Your faith is deeper than that of a priest.

Prerequisite: you must follow one specific faith and believe with your whole heart in the doctrines of the faith. If you ever sway form this path, you loose all benefits from this feat for as long as you have not atoned.

Benefit: You are able to use your faith to do small miracles. You receive 5 faith-points + your charisma bonus representing your deep devotion. You may use these faith-points to accomplish several deeds:

· 1 fp: re-roll a save against something, that influences your faith or threatens the object of your faith.

· 2 fp: gain a save-bonus of +1

· 3 fp: you are counted as a divine spellcaster in a Ritual.

· 5 fp: you may pray for an orison: you need to pray for a number of rounds equalling 5 minus your wisdom-bonus. After this you got to make a charisma-check vs. DC 10 with a bonus equalling the extra-rounds above the standard rounds or required praying.

· 6 fp: raise one ability score by one point for a number of rounds equalling four plus the charisma-bonus.

· 8 fp: you may power a divine feat, that you must have learned.

· 12 fp: you may turn undead as if you were a 1st level cleric. for every 4 fp more, you raise your effective level by one.

· 20 fp: you may cast a first level spell (for the mechanics look at 5 fp: casting orisons)

For casting orisons and 1st level spells you do not need to have the normally required wisdom score of 10 or 11 because these spells come from your faith, not from your deeper understanding.

For each faith point used one hit point of subdual damage is taken except, when faith points are used for raising ability scores. In this case half of the damage is lethal damage.

You regain one faith point per hour praying per character level. You got to pray at least for one hour to regain faith points at all.

Special: You may take this feat as often as you like each time raising your faith points by five.

Metamagic Feats

Cast Free Magicks [Metamagic]

You can cast any spell from your spellbook (for wizards) or castable at your level (for divine spellcasters).  Bards and Sorcerers cannot use this feat.  This cannot be used with the signature spell feat.


Benefit:  This feat has slightly different rules for wizards and for divine spellcasters.


Wizards:  A wizard may chose a spell of the slot's level or lower at the time of casting from his spellbook instead of having to memorize it in advance (like a sorcerer or bard normally casts spells) or may apply metamagic feats to a lower level spell with the same casting time penalties as a sorcerer.  The wizard must reserve a spell slot two levels higher than the level he wants to use for a free magick slot.


Divine Spell Casters:  A divine spell caster may use this feat like a wizard.  But they use this feat also to specifically memorize one spell from another divine spell casting list (or from a domain the character does not have), which itself is not a free magick (it must be chosen at the normal time of meditation or prayer).  Both cases require that the caster memorize it as a spell two levels higher.  A caster may also utilize a "Universal Free Magick" that will allow him to cast any divine spell of that level (chosen at the time of casting).  This option requires that the character use one spell slot three levels higher.

Combine Spells [Metamagic]

This allows the caster cast two spells one after the other.


Benefit:  When the caster uses this feat he must decide which two spells to link and in which order he wants to link them.  When the first spell is cast, the second spell appears at the terminus of the first spell.  For example:  A caster combines a fireball and a lightning bolt.  After the fireball explodes a lightning bolt appears from the center of the fireball's blast and arcs out.  This requires the caster memorize both spells using a slot three levels higher.

Notice:  Based on the Combine spell prefix from White Wolf Magazine #9 "The Scope of Magic:  Spell Prefixes" by Stewart Wieck pp. 39-40.

Magic Sigil [Metamagic]

This allows a mage to personalize his magic


Benefit:  When a caster uses this on his spells, it allows him to personalize the various sensory effects of his spells.  A wizard could color all his spells green, a sorcerer could accompany all his spells with the smell of roses, a bard could chime a small tune with all his magics.  It is up to the caster how he wants to change his spell as long as the effects have no game effect.  Unlike other metamagic feats, this feat does not increase the level of the spell.

Notice:  Based on the Color spell Prefix from White Wolf Magazine #9 "The Scope of Magic:  Spell Prefixes" by Stewart Wieck pp. 39-40.

Planar Casting [Metamagic Feat]

Benefit: This feat allows a spellcaster to ignore some of the effects that certain planes cause to magical spells. When using this feat a character chooses whether to cast a spell while using this feat or not. This way a beneficial effect from a plane when casting certain spells may still be used. The only spells that can be affected by this feat are those which are not toally negated by the plane (such as Fire not working in Water, Law not working in Limbo, etc). If a spell is totally negated by the plane then this feat simple does not work. If, on the other hand, a spell is normally cast as if a lower level due to planar restrictions then this feat allows that spell to be cast normally. Also, spells that are just affected strangely (such as the greusome effects of casting Divinations in Baator) are able to be cast normally as well. This feat works even better for a cleric, for the cleric may cast spells as if he were on his home plane (assuming the spell in questiong works in some form on the current plane).

Special: A character may gain this feat multiple times. However, each time it is taken it only applies to a single plane, chosen when the feat is taken

Reduce Spell Area [Metamagic]

This allows the caster to cast a spell in smaller area

Benefit:  When this feat is used a spell can have its area of effect reduced by up to 25% of original volume.  This is not as much a disadvantage as it seems when firing fireballs in a 10' x 10' corridor.   A reduced spell uses up a slot one level higher than normal.

Signature Spell [Metamagic]

This allows the character to basically "specialize" in the casting of a specific spell.


Requirements:  This feat is only open to wizards and the wizard must start with a 1st level spell and work upwards.  Specialists may also buy this feat, but they must buy the spell from their specialty school.


Benefits:  The character may only buy this feat once per spell level the character can cast (except 0-level spells).  The wizard chooses one spell from that level to be a signature spell.  The wizard gains one extra spell slot per spell level for use with that spell.  That spell slot cannot be used for anything else (i.e. metamagic feats) and he cannot leave it open for later.  The wizard may apply a number of casting levels worth of metamagic feats to the spell equal to his Int bonus or his highest casting level - the signature spell casting level (whichever is greater, so a 20th level wizard with a 19 intelligence may add 8 casting levels worth of metamagic feats to a 1st level spell).  It is not compatible with the Cast Free Magicks or Reduce Spell Level feats.


Special:  A wizard with a signature spell often becomes notorious for his use of the spell.  Everyone recalls stories of the transmuter who polymorphed folks into frogs, or the fire mage who threw fireballs left and right.  The DM should encourage the player to develop his character's motivations for becoming so skilled with one particular enchantment.

Spell Exchange [Metamagic]

You have greater freedom to decide how many spells of each level to prepare.  Spell exchange is available only to wizards.

    Benefit:  Two spells can be prepared using a single spell slot if their combined level is less than the capacity of that slot.  For example, two 2nd level spells can be prepared in a 5th level spell slot.  Conversely, a spell can occupy two or more spell slots as long as the combined capacity of the spell slots is greater than the level of the spell.  For example, one 5th level spell can be prepared using three 2nd level spell slots.  When using a spell enhanced by metamagic, you can use up any combination of spell slots that add up to the level of the enhanced spell.  You must be capable of preparing the enhanced spell in the normal way to use this option.  For example, you must be able to prepare a 6th level spell to maximize a fireball, but you could then use the Spell Exchange feat to use a 4th and a 2nd level spell slot instead of a 6th level spell slot.  For the purpose of this feat, count 0-level spells as if they had a level equal to ½.

Spellellflash [Metamagic] 

You can make spells look more impressive.

Benefits: This allows a character to cast a spell in a flashier, more dramatic, and visually impressive manner.  Casting brighter, more colorful fireballs, dazzling dancing lights, and fabulously intricate illusions result from spells enhanced with spellflash.  Many wizards merely use this ability in attempts to impress and outdo their rivals. Enhancing a spell with spellflash does not affect game mechanics in any way.  Most of the time, a non-wizard will not even notice the extra dazzle.  A spell without any visual effect, such as antipathy, cannot be enhanced by spellflash.  A spellflashed spell uses up a spell slot one level higher than the spell’s actual level. 

Normal: You cast spells without any sort of dramatic effect. 

Special: This feat is an update of the non-weapon proficiency of the same name from the Mystara Glantri Box Set.

Substitute Material Component [Metamagic]

This allows the caster to use other items as spell components


Benefit:  When this feat is used it allows the caster to use any similar item if his spell component is not available.  It requires the caster use a spell slot one level higher than normal.

Target Spell [Metamagic]

This allows a caster to cast spells around corners


Benefit:  When the caster uses this feat he may cast a spell a target he cannot normally see.  The target must still be in range with no obstructions (this eliminates bonuses due to cover or concealment).  The spell goes around corners to seek out its target.  This requires the caster memorize this with a slot two levels higher than normal.


Notice:  Based on the Target spell Prefix from White Wolf Magazine #9 "The Scope of Magic:  Spell Prefixes" by Stewart Wieck

Miscelaneous

Adaption [General]

This allows a character to ignore certain environmental conditions while in combat.


Requirements:  Base Attack +10 or better; Intelligence Int 13+


Benefit:  Everytime the character buys this feat he may ignore one type of terrain when it comes initiative or combat bonuses.  If the environment includes special saving throws or ability checks due to special situations then the character gets +3 to those checks.  This does not affect movement penalties, noncombat environmental factors, or conditions physically impossible to overcome.  It has no effect on magical or penalties based on vision or lighting.  For example:  A fighter takes this for underwater fighting, he then suffers no initiative or combat penalties, but cannot use slashing or bludgeoning weapons without penalty and still have to find a way to breathe.


Special:  A fighter may buy this as a bonus feat.  A rouge may buy it as a special ability.

Ambidexterity [General]

Prerequisite: Dex 13+. 

Benefit: The character reduces the penalties for using an off hand by 1+Dex-bonus. The character is neither left-handed nor right-handed. 

Normal: Without this feat, a character who uses his or her off hand suffers a -4 penalty to attack rolls, ability checks, and skill checks. For example, a right-handed character wielding a

weapon with her left hand suffers a -4 penalty to attack rolls with that weapon. 

Special: This feat helps offset the penalty for fighting with two weapons. If the characters Dex-bonus plus the bonus of +1 granted by this feat are above +4, the bonus thus generated lowers the two-weapon-fighting-malus accordingly. No attack-bonus can be generated this way.

Bareback Riding [General]

You suffer no penalty for riding bareback

Prerequisite: Ride Skill

Benefit: You do not suffer the –5 penalty to ride animals bare back.

Bravery [General]

This allows a character resistance against fear effects.


Requirements:  10th level, Wisdom 15+


Benefit:  The character gets a + 4 + level resistance bonus to fear effects.  Paladins may add this value to their level against turning attempts from evil clerics (which costs 2 points of bravery).


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


Note:  This is the prerequisite for the captivate, and hardiness feats.  Each time the character uses those three feats his bonus for Bravery decreases by two.  Once bravery is reduced to zero, those three feats cannot be used that day.

Captivate [General]

This character has developed a strong personal presence that is attractive to members of their own races.


Requirements:  Charisma 15+, 15th level, Bravery Feat


Benefit:  Most of the time people pay attention to the character.  Children, members of the opposite sex, and other members of the same or similar class who share one common element in alignment tend to be friendly to the character.  By spending two bravery points (see bravery above) the character may plant a suggestion in a friendly NPC (they must be able to speak the same language) as long as it does not involve risk, loss, or potential embarassment.  The NPC gets a will saving throw against a DC equal to the character's bravery score, if the character does a small favor or gives a gift the save is made at +5 DC.  Creatures with eight or more HD/Levels are immune to this effect.


People form attachments to the character if he stays in an area for an extended period of time.  This may cause problems as they try to impress him (or others using the character's name), take things from him, or try to tag along with him.


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

Expert Healer [General] 

Benefit: Allows the character to re-roll 1's and 2's whenever they cast a healing spell. 

Extra Spell Repertoire [General] 

You can learn more spells than normal. 

Benefit: When you take this feat, you can choose a number of extra spells  equal to your Charisma modifier. These spells must be from your available spell list, and you can learn no more than two spells per spell level. This feat can be stacked, but the limitation of 2 spells per spell level remains. 

Special:  Only useful to Bards and Sorcerers.

Fall/Jump [General]

The character can break his falls.


Requirement:  Climb 14+ ranks, tumble 14+ ranks


Benefit:  The character can break a fall if he is close enough to a wall (surface distance) to do so, it is based on the character's tumble ranks:






Surface

Distance



Tumble Ranks

Distance
Fallen



14-16


1 feet

30 feet



17-19


2 feet

60 feet



20-21


3 feet

90 feet



22-24


5 feet

120 feet



25-27


7 feet

150 feet



28-30


9 feet

180 feet



31+


11 feet

210 feet


The character must make a successful tumble check vs. DC 20.


Special:  A rouge may buy this as a special ability.


Note:  Monks cannot buy this feat since they already have a much better ability.

Featherfoot

The character is able to walk over surfaces no normal person can.


Requirement:  Move Silently ranks 14+


Benefit:  By making a successful Move Silently (vs. DC 20) the character can move across a surface without leaving any tracks or setting off alarms (such as with squeaking floors) fairly quickly.



Move Silently
Surface

Distance*
Movement



Ranks



14-17

Soft

30 feet

60 feet (40 feet for Size S rouges)



18-19

Very Soft
60 feet

75 feet (50 feet for Size S rouges)



20+

Liquid

120 feet

90 feet (60 feet for Size S rouges)

*The character must stop and make contact with the surface after moving this far.


Soft Surfaces:  Mud, snow, sand, or other surfaces where normal humans would leave tracks


Very Soft Surfaces:  Quicksand, fine dust, or other surfaces where normal beings would sink slowly.


Liquid Surfaces:  Water or other surfaces where normal beings would sink immediately.


Special:  A rouge may buy this as a special ability.

Feign Death [General] 

Benefit: The character can feign death (as per the spell) for an hour + 10 minutes / Con bonus 

Forced Swiftness [General]

You can run when encumbrance and armor otherwise would not allow it. 

Prerequisite: Str 13+ 

Benefit: You can run when the armor you are wearing or the amount of gear you are carrying normally would prevent you from running.

Hardiness [General]

The character can temporarily delay the effects of hazards or harmful magic.


Requirements:  Constitution 15+, 15th level or higher, Bravery or Eminence Skill


Benefit:  When the character is affected by a harmful special effect (this does not include continuing damage, physical damage, or effects that are not directly harmful such as charms, entanglement or imprisonment) the character spends two Bravery points and will not be affected for his level - 10 rounds (for example a mage casts power word kill on an injured 17th level fighter, the spell will not take effect for 7 rounds if he spends two bravery points).


If the effect has not been cured or has expired by the end of that time the fighter lapses into unconsciousness as his body fights to resist.  The time the character is unconscious depends on the effect:




Injury

Recovery Time



Minor

1 Day




Severe

1 Week




Extreme

1 Month


Minor:  Impairing effects, such as antipathy, blindness/deafness, color spray, contagion, and holy word (and variants).


Severe:  Incapacitating or transforming effects, such as Flesh to Stone, hold person, phantasmal killer, polymorph other, power word kill, power word stun.


Extreme:  Effects that wretch the character's very being, such as energy drain or aging effects.


At the end of that time the character must make a fortitude save vs. the DC of the effect or suffer the effect upon awakening.


Secondly, it may be used to keep the character from dying.  If he is reduced to less than zero hit points, the character may spend two bravery points to continue fighting even to -19 hit points or for as long as his normal delay effect (whichever comes first).  The character is dead at -20 or less hit points.  However, if the character is reduced to -20 or below while still within his delay time period, then he can be revived normally as if it were any other character at 0 to -9 hit points.


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

Heightened Ability [General] 

Benefit:  The character gets +1 to an ability score of his choice (may only be bought once per ability score). 

Heroic Leap [General] 

You can make prodigious leaps.

Prerequisites: STR 13+, DEX 13+, Jumping 5+ ranks

Benefit: You can make leaps of any distance, the maximum distance that you can cover is not limited by your height.

Note: Normally the maximum distance or height that can be covered by a leap depends upon the height of the jumper. 

Mimicry [General] 

Benefit:  The character must pick voices or sounds.  The character is able to perfectly mimic after hearing his subject for a few minutes.

Poison Knowledge [General]

You are trained in the use and treatment of poison

Prerequisite: Int 13+, Dex 13+, Heal Skill 4 Ranks

Benefit: You suffer no chance to accidentally poison yourself when applying poisons. You also gain a +2 competence bonus to treat a poisoned victim.

Put Away Childish Things [General] 

Eventually, a character may so dedicate himself to a particular pursuit that he rises in it quickly, but at the cost of abandoning what he had learned earlier. 

Prerequisite: At least 2nd level in one class and 1st level in another.

Benefit: This feat allows a character to trade in a level in one class for a level in another class.  There are some drawbacks, however.  A character has to reroll hit points (roll to see how many are lost from the level being traded in and then roll to see how many are gained from the level being gained; if the hit dice are the same, don't bother).  A character will also lose any feats, abilities, or skills that his newly figured class cannot maintain.  For instance, a character who goes from being a 4th level fighter to a 3rd level fighter would no longer have access to weapon specialization.  It's not that he has forgotten things exactly, but that he has let his skills fall into disrepair.  This feat represents a serious dedication to a new class and an abandonment of the old class; thus a character may not gain any more levels in a class whose levels he has traded in until a new campaign starts (that's campaign, not adventure; a new campaign might never start). 

Signature Item [General]

The character designates an item that is nearly impossible to lose.


Requirements:  10th level or higher, Wisdom 15+


Benefits:  The character must pick an item that he has owned for an extended period of time and uses regularly (it cannot belong to someone else).  The character must have it personalized.  Once this is done the item gains special abilities.  First, it makes all saving throws as if it were the wielder, if they are better than those for the item.  Secondly, if the item is ever stolen the character may make a wisdom check vs. DC 25 to get a vision once per day of where the item is.  Finally, if the item is ever destroyed (deliberate destruction, carelessness, and giving away the item do not count) then the character can buy a normal version of the item, have it made to look like the original and (if it is a magic item) spend the XPs as if the character created it and it will slowly gain the powers of the original (unless it is an artifact).  The character may have one weapon, one piece of armor, one shield, and one miscellaneous magic item designated as a signature item, each requires a feat in order to buy.  If the character has multiple version of an item (for example, two Frost Brands) then and only then can the character a second item from those categories.


Special:  A wizard may buy this as a bonus feat for a magic item.  A fighter may buy this as a bonus feat.

Toughness [General]

Benefit: The character gains +3 hit points and the range for hovering on death door is increased by +3 (e.g the character normaly hovers from –1 to –10. After learning this feat once, he hovers from –1 to –13)

Special: A character may gain this feat multiple times. 
Movement

Enhanced Combat Reflexes [General] 

You may improve your rank in initiative.

Prerequisites: Combat Reflexes, Improved Initiative, Dex 13+

Benefit: A character may try to improve his rank in initiative at the beginning of any round after the round his or her initiative was determined. This roll is the same as a normal initiative roll with all bonuses applying, but has a DC of 10 +2/gained initiative rank. If the roll is made the character may act in that round with the new initiative rank. If the roll is failed the character keeps his current rank and is only allowed a partial action. (Ex. A Rogue that has an initiative rank of 12, wishes to improve this to 15. The DC for the roll would then be 16, or 10 + 6 for the 3 ranks that the character wishes to gain.)

Excelled Initiative [General] 

The combatant has trained his reflexes to incredible levels. 

Prerequisite: Dex 13. 

Benefit: The character gets a flat +2 initiative +1/5 levels. 

Fast Attack [General] 

You've learned how to trade in accuracy and/or power for speed. 

Prerequisite: Improved Initiative 

Benefit: You may subtract any number up to your base attack bonus from all attack rolls you make this turn.  If you do so, you may add that number to your initiative roll.  Also, you may subtract from all of your damage rolls this turn any number (up to the maximum base damage of your main weapon) and add up to twice that number to your initiative roll.  These bonuses to initiative only apply to combat actions. 

Passing Attack [Fighting Style]

You are skilled at moving through a melee and striking foes as you go.

Prerequisites: Dodge, Mobility

Benefit: The practitioner of this type of style may move his normal movement as a full action, making a single standard action attack on each opponent as he wishes along his path of movement until he runs out of attacks or movement. The practitioner does draw Attacks of Opportunity, but may use other abilities such as the prerequisite Mobility Feat to offset this. This Feat is usable in conjunction with Improved Trip and Improved Disarm. 

Swimfighting [Regional] 

You can fight effectively underwater

Prerequisites: CON 13+, Swim 5+ ranks

Benefit: All penalties for fighting underwater are halved.

Rouge Only

Classify Traps [General]

The character becomes better at avoiding traps


Requirements:  Rouge only; Search skill 14+, Intelligence 13+


Benefit:  The rouge is able to make a successful search check of a trap without setting it off.  If the character uses disable device he may make two checks taking the better of the two.  The rouge will take no damage and half if he fails a save if the trap is accidentally triggered with a +2 to the saving throws (this is cumulative with the Uncanny Dodge ability).  If the rouge takes the time to explain the trap to his companions then they will take half damage on a successful save if it is triggered.


Special;  A rouge may buy this as a special ability.

Skill Feats

Improved Skills [General]

You got a neck for two skills.


Benefit: You gain a +2 bonus to any two skills, that you are able to describe as beeing an integral part of your background or you received a special training in during your adventures. These two skills must belong together in some way or must be described in such a way. E.g. Handle Animal & Ride, Climb and Jump, Jump and Tumble, etc.


Special: You may take this feat several times, each time for a different set of skill. If your DM agrees, you may gain several boni for one skill from several improved skills feats, if the boni can be explained as coming  from different trainings or backgrounds.

Unorthodox Combat

Dirty Fighting [General]

This allows a combatant to make an "unfair" attack in combat.


Prerequisites:  Int 13+, Improved Unarmed Strike


Benefit:  Once per combat the character perform a dirty trick.  His opponent then takes +1 to hit and damage from the attack.  If his opponent expect the character to fight honestly then he takes +2 to hit and damage.  If his opponent has this feat then the attempt automatically fails.


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

Heroic Surge (WoT)

+1 partial action

Home Turf [General] 

Prerequisites: Local History, Int 10+, Chosen battleground 

Benefit: Having been trained in and become very accustomed to battling in a certain environment a character can gain a bonus when fighting in that environment. This ability does not stack and may only be taken once. The DM may wish to restrict access to this ability unless there is a good role playing reason to have it. In his native environ the character gains a Morale bonus of +1 iniiative, and +1 attack and reflex saves. These morale bonuses are stackable with other such morale bonuses. 

Normal: You fight as you would normally.

Special: A charcter with this ability usually has a reputation for being unbeatable in his home territory. If he looses a battle in his home territory through utter defeat, and not by choice (ie retreating) he must make a will save dc 15 or loose these bonuses till he wins a battle again in his home turf regaining his confidence.

 The battle requirements are left up to the dm. Losing to the captain of the gaurd and then beating up a bum to save face does not cut it.   

Improvised Weaponry [General] 

You can use practically anything as a weapon. 

Prerequisite: Simple Weapon Skill 

Benefit: When you pick up anything non-weapon to use as a weapon, you strike with it at -2 instead of -4 as the usual non-skill penalty dictates. 

Unorthodox Attacks [Fighting Style]

You are skilled at adopting strange poses, moving unusually, and generally adopting bizarre positions in combat. This can sometimes disconcert foes for significant advantage but can also make you dangerously vulnerable to more skilled opponents.

Prerequisites: Expertise, Dexterity 13+, Base Attack +6

Benefit: To use this Feat, the practitioner must declare that he is using it and pass a Reflex Save versus a his opponents highest attack bonus before making his own attack. If facing multiple opponents, use the single highest attack bonus of all the opponents. If he succeeds the practitioner gains a +5 circumstance bonus to both his attack rolls and to his AC until his next action in the following round. Should he fail his Reflex save then the practitioner suffers a -5 circumstance penalty to hit and to AC until his next action in the following round. 

Warrior’s Scream [General] 

You strike fear into your opponent with a mighty bellow. 

Prerequisite: Intimidation Skill rank 6+ 

Benefit: The warrior's scream is a terrifying battle cry that strikes fear into the hearts of one's enemies. A character may utter the warrior's scream only on the first round of combat with a particular opponent, and gives up his first attack of that round in order to do so. If successful, it has the effect of the 3rd level divine spell prayer (PHB page 238), but only on the character who uttered the scream and his current opponent. Opponents must roll a successful Will Saving Throw (DC= 0 + warriors level) to negate the effects of the scream; this saving throw may be rolled at the start of each melee round until it is successful. This particular feat can be used a number of times per day equal to half your level. 

Weapon Feats – Melee

Improved Double Weapon [General] 

You are able to make a "flurry of blows" with a particular double weapon

Prerequisites: DEX 15+, Proficient with exotic double weapon

Benefit: This feat is specific to each double weapon, allowing it to be used to its full effect. You can make an additional attack with the off-hand end of the quarterstaff, suffering -2 to all attacks made that round. This is as if you had two-weapon fighting and ambidexterity feats, but it ONLY applies to this weapon.

Note: This takes two feats to achieve (one for the exotic weapon, one for this skill), which is one less feat than purchasing the two-weapon and ambidextrous feats in addition to the exotic weapon. It is balanced because it is useful only for the weapon chosen - you cannot use any other double weapon or any paired weapons. If "Improved two weapon fighting" feat is subsequently taken it still only gives the benefit while wielding the quarterstaff.

Improved Small Weapon Fighting [General] 

Benefit:  Small weapons in both hands reduces two weapon penalty +4 Primary/+4 offhand 

Improved Subdual [General] 

Sometimes a lighter touch is needed in combat.  Guards often learn this feat.  It's not necessary to kill every drunk who puts up a fight. 

Prerequisite: Base attack bonus +1 or better 

Benefit: You may make subdual attacks with weapons that do normal damage at no penalty. 

Jousting: [General]

Prerequisite: Proficiency with a lance or the Riding Spear. Ride-Skill, Mounted Combat-Feat, Attack Base +2;

Description: +2 on Attack and damage in a joust. The Charakter is very stylish during the joust and he is well versed in the laws of the joust (this knowledge can be gained, too, with the Skill: Knowledge (courtly).

Light Weapon [General]

One of the weapons, you are proficient with is considered to be a light weapon. 

Prerequisits: DX 13

Benefit:One Weapon, you specifiy is considered to be light in all respects, even regarding Weapon Finesse and Two-Weapon-Fighting. The weapon must be one, you are proficient with and it must be a weapon you wield in one Hand.

Special: You can take this feat several times, each time with a different weapon. 

Main Gauche [Fighting Style]

You are skilled at using a dagger in your off hand.

Prerequisite: Ambidexterity, Weapon Focus: Dagger or Weapon Finesse: Dagger

Benefit: The practitioner of this type of style is adept at employing a small bladed weapon in the off hand. The practitioner may fight with any sort of dagger in the off hand as if he had Two-Weapon Fighting when using the Dagger in the off-hand. If the practitioner's Base Attack Bonus is equal to +8 or greater the practitioner may fight as if he also has Improved Two Weapon Fighting when using the Dagger in the off-hand. This may only be used with a dagger; all other weapons take the standard penalties for fighting 2 handed

Piercing Thrust [General] 

You can lunge to increase reach with a weapon

Prerequisites: DEX 13+, Weapon focus in a piercing weapon.

Benefit: You can take a "full attack" option to make a lunge with your piercing weapon such as a rapier, shortsword or spear. This gives you an effective reach of 10' at any time that you are able to take a full action, enabling an AoO at greater range than normal (including if someone attempts to disengage by running away from you).

Note: you can take this many times, but it doesn't stack. Each time it must be a different weapon.

Piercing (Weapon) [General] 

Attacking with the point of a slashing weapon instead of its blade

Prerequisites: Weapon Focus in one of sickle, sword, polearm, kama

Benefit: You may deliver Piercing attacks with your weapon instead of slashing attacks, if you come across monsters which are vulnerable to one form but not the other.

Rattle the Shell [General] 

Sometimes an attack that doesn't fully penetrate still does damage due to the force of the blow. 

Prerequisite: Str 13+, a large weapon or a medium blunt weapon, Power Attack 

Benefit: If an attack misses due to armor and/or shield, the attack still does (1 + Strength bonus) / 2  (rounded down) subdual damage.  

Skewer [General]

This allows the character to stick a thrusting weapon into a foe and keep it there.


Prerequisite:  Base attack +6 or better, proficiency in a thrusting weapon, Cleave feat


Benefit:  If an opponent has equal or less hit dice than the character he may attack and then twist the weapon so that it stays stuck in his foe.  The weapon will do normal damage (with no strength or critical damage bonuses) each round for 1d4+4 rounds after which it will be dislodged.  The victim cannot dislodge it himself.


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

Slashing (Weapon) [General] 

Attacking by slicing with the tip of a piercing weapon

Prerequisites: Weapon Focus in one of spear, shortsword, rapier, dagger, spiked chain

Benefit: You may deliver Slashing attacks with your weapon instead of piercing attacks, if you come across monsters which are vulnerable to one form but not the other.

Smashing Blow [General] 

You can put your weight behind the blow to knock the opponent flying

Prerequisites: STR 13+

Benefit: You can take a "full attack" option to attempt to knock your opponent over with your bludgeoning weapon. If you hit he must make a Fortitude ST against a DC of the damage inflicted. If he fails he is knocked backwards 1' for every 2pts he missed the DC by, and falls prone.

Note: you can take this many times, but it doesn't stack. Each time it must be a different weapon.

Throw Rarely Thrown Weapon [General]

The character may throw a weapon that is not normally thrown


Prerequisite:  Weapon Focus


Benefit:  This allows the character to throw a weapon that has no range increment with a 10 foot range increment.  A tiny weapon may be thrown up to 5 range increments, a small up to 4, a medium up to 3, and a Large weapon up to two.


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

Weapon Binding [Fighting Style] 

You are able to restrict your opponents weapon.

Prerequisites: Improved Disarm, Improved Unarmed Strike

Benefit: As a full action the practitioner may attempt to bind a melee opponents weapon. To do this the practitioner makes an opposed attack roll against his opponents highest attack bonus. If successful, the practitioner has locked blades with his opponents weapon and must make an immediate grapple check with a competence bonus equal to the difference between the opposed attack rolls. If the practitioner wins, he has effectively grappled his opponent by the expedient of trapping his weapon. If the practitioner fails either roll, nothing further happens and the action is over. If grappled or thereafter pinned in following rounds the opponent has the option of releasing his weapon, which breaks the hold but also leaves the opponent disarmed. The practitioner may do any of the things normally allowed in a grapple. The practitioner does not draw an Attack of Opportunity from his opponent when engaging in a Weapon Binding attempt. 

Weapon Flurry [Fighting Style]

You are skilled at performing complex displays of weapon flairs that disorient foes.

Prerequisites: Dexterity 13+, Base Attack +6

Benefit: The practitioner may choose to execute a weapon flurry as a move-equivalent action, granting a competence bonus to hit equal to the practitioners Dexterity bonus on their next melee attack. This melee attack must be made in the same round or be the first action made in the following round. Any greater interval of time negates the bonus. This is usable in conjunction with Weapon Finesse.

Weapon Expertise [General]

You can figure out and use weapons you are unfamiliar with with more ease

Prerequisite: Int 13+, Base Attack +5

Benefit: When using a weapon you are not familiar with you only suffer a –2 penalty to hit instead of –4

Weapon Style [General]

With this feat you are able to learn the skills belonging to one specified weapon style.

Prerequisits: Having found a teacher who knows at least the first Manoeauver-skill of the weapon style. Proficiency in at least one weapon used in the style; the prerequisite feat; Weapon Focus with one of the weapons of the style, +1 BAB

Benefit: This feat represents your devotion to the style and your initial training. You receive the combat modifications of the style and are allowed to learn the Manoeauver-skills. 

Each style got a prerequisite feat, that differs from main Manoeauver-group to main Manoeauver-group.

Weapon Style may be gained as a Figther bonus feat.

Special: You may learn this feat several times, each time you learn a different weapon style. Fighter may take this feat as a bonus feat.

Weapon Style Manoeauver [Weapon Style]

You may learn one Manoeauver-skill.

Prerequisits: Weapon Style, that uses this Manoeauver-skill.

Benefit: You receive the knowledge and proficiency of one Manoeauver-skill. You know this skill with a bonus base-rank of +8.

Special: You may learn this feat several times, each time you learn a different weapon style Manoeauver. Fighters may take this feat as a bonus feat

Weapon Vow [General] 

By taking a sacred vow to use weapons of only one type (bludgeoning, piercing, or slashing), a character (usually but not always a Cleric) gains proficiency with all martial melee weapons that are solely of that type. 

Prerequisites:  Proficiency with all simple weapons plus spellcasting ability. 

Benefits:  Free proficiency with all martial melee weapons that are solely of the chosen type. 

Special: If a character who has this feat ever uses in combat a weapon that is not at least partially of the chosen type, he loses all spellcasting and supernatural abilities for the next 24 hours (in the same manner as a Druid who uses forbidden armor or weapons).  Players who wish to create old fashioned Clerics who follow the "blunt weapons only" rule of earlier editions should take this feat as "Weapon Vow (Bludgeoning)".  If the  preferred weapon of a particular Deity/Power/Immortal is of a given type, Clerics of that Deity/etc. may take the Weapon Vow feat only for that weapon type.  If the preferred weapon is a composite weapon such as  the scythe or a missile weapon, a Cleric of that Deity/etc. should not take this feat at all.  This feat is useless to characters who have any levels as Druids or who already have proficiency in all martial weapons. 

Weapon Feats – Ranged

Aiming [General] 

With more time and patience you can hit vital areas with bow and crossbow attacks.

Prerequisites: Point-Blank Shot, Precise Shot, base attack bonus +5

Benefit: For every full round action you spend aiming you gain +2 to damage on ranged bow or crossbow attacks to a max of +6. The round following the shot (the last full action round used for aiming) you may only take a partial action. Special: A character may gain this feat multiple times. However, each time it is taken it only applies to a new ranged weapon.

Blind Shoot [General] 

You know how to fire ranged weapons without being able to see your foes. 

Prerequisite: Dex 1 3+, Blind-Fight 

Benefit: In ranged attacks, every time you miss because of concealment, you can reroll your miss chance percentile roll one time to see if you actually hit (see Table 8- 0: Concealment, page 1 33 PHB). 

Special: The Blind-Shoot feat is of no use against a character who is the subject of a blink spell (see the spell description, page 1 80 PHB for details). 

Double Arrow [General] 

Choose one type of bow (except crossbow) with which you are already proficient. 

Prerequisites: Point-Blank Shot, Precise Shot, Dex 13+, base attack bonus +5 or higher 

Benefit: You can fire two arrows from the same bow with one pull of the string.  Both arrows are fired at the same target and two separate attack rolls are  required, each with a -2 penalty. If you choose to suffer a further -2 penalty on the attack rolls and take a full-round action to attack.", you may aim the arrows at two different targets separated by no more than a 60-degree arc. 

Special: You can gain this feat multiple times. Its effects do not stack. Each  time you take the feat, it applies to a new weapon. 

Improved Double Arrow [General]

You have become excelled in shooting two arrows.

Prerequisites: Point-Blank Shot, Precise Shot, Double-Arrow, Dex 13+, base attack bonus +9

Benefit: As with Double-Arrow, but the penalty is reduced to –2 and –6, and it may now be used in conjunction with Precise Shot and Rapid Shot. Note: The penalty for Improved Double Arrow stacks with that of Rapid Shot. Special: A ranger who meets only the base attack bonus prerequisite can gain this feat instead of gaining Improved Two-Weapon Fighting, but can only use it when wearing light armor or no armor. 

Ranged Expertise [General]

You are trained at using your ranged combat skill for defense as well as offense.

Prerequisite: Int 13+

Benefit: When using an attack action or full attack action with a ranged weapon, the character can take a penalty of as much as -5 on the = attack and add the same number (up to +5) to his or her Armor Class against either ranged or melee attacks. This number may not exceed the character's base attack bonus. The changes to attack rolls and Armor Class last until the character's next action. The bonus to the character's Armor Class is a dodge bonus.

Steady Hand [General]

This allows the character to aim a shot.


Requirements:  Base attack of +6 or better, proficiency in a missile weapon


Benefit:  For one full round action the character aims his shot he eliminates the range penalties. For every attack the character can make a round he may eliminate -2 range increment penalty.  This does not give the character a bonus, it simply eliminates penalties.  So a 20th level fighter with an attack bonus +20/+15/+10/+5 could aim a bow to get no penalty for the first five range increments (the automatic first one and the next four).  If the character uses a crossbow, it must be loaded before he can aim.


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

Additional Feats

Complete Netbook of Unlawful Carnel Knowledge

Greymantle

Psionic

RuneMagic

Shaman
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3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Product-Identity: All of the given Content is Open-Gaming Content
