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ELDER EVILS
MALLFIC
PROPERTIES

ELDER EVILS (3.5)

Hit Dice Radius of Influence
15 or fewer 10 miles

16-30 100 miles

31-50 1,000 miles

57+ Worldwide

ANATHEMATIC SECRECY []

This malefic property shrouds an elder evil from discovery
by divination spells of a divine origin.

Benefit: Any divine spell of the divination school
automatically fails when used to ascertain information
about an elder evil.

Divination spells that are also arcane function normally if
they are cast by a nondivine spellcaster.

This ability is always active.

DARK VISITING []

An elder evil that has this property projects terrifying
nightmares into the dreams of the gods’ servants.
Benefit: Each living divine spellcaster who sleeps within
the area of this malefic property must succeed on a Will
save (DC 10 + 1/2 elder evil's HD + elder evil’'s Cha
modifier) or be plagued with maddening dreams.

Upon awakening, the caster takes 1d4+1 points of Wisdom
damage and is fatigued for the remainder of the day.

In addition, the caster does not benefit from the rest
required to regain spells or spell slots, psionic power points,
and the like.

An affected spellcaster whose Wisdom is reduced to half
normal or lower by this effect is affected as if by an insanity
spell (PH 244) while within the area of this malefic
property.

This ability is always active.

DISCORD AND WOE []

The presence of an elder evil that has this property incites
violence and suffering.

Benefit: Each round as a standard action, an elder evil can
force a single living creature it can see that is within the
area of this malefic property to make a Will save (DC 10 +
1/2 elder evil's HD + elder evil's Cha modifier).

On a failure, the creature’s alignment changes to match that
of the elder evil, and the target immediately enters a killing
rage.

This frenzy functions as a barbarian’s rage ability, except
that the affected creature must attack the closest creature
each round it remains enraged.

The raging creature takes 1 point of vile damage each round
until it is killed or it manages to end the effect.

An affected creature is entitled to a new Will save each
round to break free from the rage.

If it succeeds, its alignment reverts to normal, but the
creature might suffer other consequences of the frenzy,
such as violating a code of conduct.

DIVINE ENERVATION []

An elder evil that has this property can destroy the link
between a deity and its mortal followers.

Benefit: All divine spellcasters lose the ability to regain
spells so long as they remain within the area of this malefic
property.

This interdiction does not interfere with spellcasting.

This ability is always active.

DIVINE SCOURGE []

An elder evil that has this property can punish deities’
servants with a powerful surge of profane energy.
Benefit: Once per day, as a swift action, the elder evil can
unleash a deadly pulse throughout the area of this malefic
property.

All divine spellcasters and extraplanar creatures within the
area become sickened for 1d4 hours.

In addition, each affected creature must succeed on a
Fortitude save (DC 10 + 1/2 elder evil’s Hit Dice + elder
evil's Con or Cha modifier, whichever is higher) or take 1
point of vile damage per Hit Die of the elder evil.

IMPERVIOUS TO THE DIVINE []

An elder evil that has this property cannot be affected by
divine magic of any kind, regardless of the source.
Benefit: The elder evil is immune to all divine spells,
whether from a spellcaster or a magic item.

It is also immune to spell-like and supernatural abilities of
extraplanar creatures and deities.

This ability is always active.

TRUE DEATH []

The presence of an elder evil that has this property weakens
the souls of living creatures so that they are lost on death.
Benefit: Any creature that dies within the area of this
malefic property is forever dead.

Its soul has not passed to the Outer Planes but has died
with the body; the creature cannot be raised by any means.
In addition, all spells and spell-like effects that have the
death descriptor are cast at +4 caster level.

This ability is always active.




FEATS

ARMS AND EQUIPMENT
GUIDE (3.0)

SIDEBAR FEATS

(CREATURE TYPE) TRAINER []

You are skilled at training a particular type of creature.
Prerequisite: Handle Animal 8 ranks.

Benefit: When you take this feat, choose a type of
creature other than animal or beast.

You may rear and train creatures of that type, using the
Handle Animal skill, as if they were beasts, provided their
Intelligence score is 4 or lower.

Special: You can gain this feat multiple times.

Its effects do not stack.

Each time you take the feat, it applies to a new creature
type.

Exceptions: This feat does not increase the DCs for training
creatures presented in the Monster Manual, such as the
pegasus.

However, it lowers them when appropriate.

Normal: Handle Animal does not apply to training
creatures other than animals or beasts.

BOOK OF EXALTED DEEDS
(3.5)

MAIN SECTION FEATS

ANCESTRAL RELIC [GENERAL]

You own an ancestral heirloom and can invest it with
increasing power.

Prerequisites: Any good alignment, character level 3rd.
Benefit: Choose an item you own.

The item must be of masterwork quality, and it must be an
item that once belonged to a member of your family.
Alternatively, the item may have belonged to another
person to whom you are somehow connected, such as
another member of your religious order.

At any time, you may retreat to a consecrated or hallowed
location and spend time in prayer in order to awaken the
spirits in your ancestral relic.

This requires a sacrifice of valuable items worth the

difference between the market price of the magic item your

relic will become and the market price of your current
relic.

This sacrifice does not have to be gold—you can sacrifice
magic items or other goods worth the required amount,
rather than selling your goods (at half value) to pay for the
sacrifice.

You must spend 1 day per 1,000 gp value you sacrifice.
During this time, you must spend at least 8 hours each day
in prayer or meditation, not stopping to eat or rest.

For example, a 4th-level paladin has a masterwork bastard
sword she inherited from her grandfather.

She makes sacrifices worth 2,000 gp and spends two days in
prayer and fasting in the temple of Heironeous.

When she emerges, her devotion has awakened the magic
inherent in the blade, making it a +1 bastard sword.

When she reaches 7th level, she once again retreats to the
temple for 6 days, sacrificing items worth an additional
6,000 gp to make her weapon a +2 bastard sword (market
price 8,000 gp).

When she reaches 11th level, she can make it a +2 holy
bastard sword by making sacrifices worth 24,000 gp (the
difference between 32,000 and 8,000 gp) and spending 24
days in prayer.

A character’s level dictates the maximum value of his or her
ancestral relic, as shown in Table 4—2.

No character may have more than one ancestral relic.

TABLE 4—2; ANMCESTRAL RELIC

Character  Maximum Character Maximum
Level Relic Value Level Relic Value
ird 1,350 gp 12th 44,000 gp
dth 2,700 gp 13th 55,000 gp
Sth 4,500 gp 14th 75,000 gp
ath 6,500 gp 15th 100,000 gp
Tth 9,500 gp 16th 130,000 gp
ath 13,500 gp 17th 170,000 gp
ath 18,000 gp 18th 220,000 gp
10th 24,500 gp 19th 290,000 gp
11th 33,000 gp 20th 350,000 gp

ANIMAL FRIEND [EXALTED]

Animals respond favorably to the aura of goodness that
exudes from you.

Prerequisites: Cha 15, wild empathy class feature.
Benefit: You receive a +4 exalted bonus on wild empathy
checks to sway the attitudes of animals and good-aligned
magical beasts (including, but not limited to, blink dogs,
unicorns, pegasi, and animals with the celestial template).
In the case of good magical beasts, this bonus simply
eliminates the penalty you normally take when trying to
deal with magical beasts rather than animals.

CELESTIAL FAMILIAR [EXALTED]

As long as you are able to acquire a new familiar, you may
receive a celestial as a familiar.

Prerequisites: Able to acquire a new familiar, minimum
level requirement (see below).

Benefit: When choosing a familiar, the following
creatures are also available to you.

You must choose a familiar whose alignment is the same as
yours.




Arcane

Spellcaster
Familiar Alignment Level
Celestial animal’ Any good ird
Coure eladrin Chaotic good Tth
Lantern archon Lawful good 7th
Musteval guardinal Neutral good 7th

1 Apply the celestial termplate to any animal from the standard
familiar list. Unlike other celestial familiars, a celestial animal
grants its master the standard benefit for having an animal
familiar of that type

The celestial familiar is magically linked to its master like a
normal familjar.

The familiar uses the basic statistics for a creature of its
kind, as given in the Monster Manual or this volume, except
as noted below.

Hit Dice: For effects related to Hit Dice, use the master’s
level or the familiar’'s normal total, whichever is higher.

Hit Points: One-half the master’s total or the familiar’s
normal total, whichever is higher.

Attacks: Use the master’s base attack bonus or the familiar’s,
whichever is better.

Saving Throws: Use the master’s base save bonuses if they
are better than the familiar’s.

Familiar Special Abilities: Use the information in the
Familiars sidebar on pages 52—53 of the Player’s Handbook to
determine additional abilities as you would for a normal
familiar.

With the exception of celestial animals, celestial familiars
do not grant their masters any of the benefits that appear in
that sidebar.

CELESTIAL MOUNT [EXALTED]

Your special mount is a true creature of the heavens.
Prerequisites: Paladin level 4th.

Benefit: Your special mount gains the celestial creature
template.

It gains the ability to smite evil once per day, darkvision out
to 60 feet, resistances (acid, cold, and electricity) based on
its total Hit Dice, and damage reduction and spell
resistance that increase as its Hit Dice increase.

See the celestial creature template in the Monster Manual
for details.

CONSECRATE SPELL [METAMAGIC]

You can imbue your spells with the raw energy of good, by
the grace of a celestial power.

Prerequisites: Any good alignment.

Benefit: A spell you modify with this feat gains the good
descriptor.

Furthermore, if the spell deals damage, half that damage
(rounded down) results from divine power and can’t be
reduced by resistance or immunity to energy-based attacks.
For example, if a consecrated lightning bolt cast by a 7th-
level wizard deals 24 points of damage, 12 points of that is
electricity damage and the other 12 points is not.

Thus, a nongood creature immune to electricity still takes
12 points of damage if it fails its Reflex save.

A consecrated spell uses up a spell slot one level higher
than the spell’s actual level.

CONSECRATE SPELL—LIKE ABILITY [GENERAL]

You can channel holy power into your spell-like abilities.
Prerequisites: Any good alignment.

Benefit: This feat adds the good descriptor to a spell-like
ability.

Furthermore, if the ability deals damage, half that damage
(rounded down) results from divine power and can’t be
reduced by resistance or immunity to energy-based attacks.
For example, if a consecrated lightning bolt from an avoral
deals 31 points of damage, 16 points of that is electricity
damage and the other 15 points is not.

Thus, a nongood creature immune to electricity still takes
15 points of damage if it fails its Reflex save.

Each of your spell-like abilities can be consecrated three
times per day, though this feat does not allow you to exceed
your normal usage limit for any ability.

Thus, if a tulani eladrin chooses to consecrate its chain
lightning ability, it can use a consecrated chain lightning up
to three times that day.

Thereafter, it could use its chain lightning ability again
normally (since it can use chain lighining at will), or it could
consecrate another of its spell-like abilities, such as meteor
swarm.

CONSECRATE SPELL TRIGGER [EXALTED]

You can channel holy power through a spell trigger item,
such as a wand or staff.

Prerequisites: Craft Wand or Craft Staff, ability to turn
undead.

Benefit: When you use a spell trigger item, such as a
wand or staff, you can use one of your turning attempts for
the day to trigger the item.

You still expend a charge from the wand or staff.

The spell cast by the item is modified as though it had the
Consecrate Spell feat applied to it.

EXALTED COMPANION [EXALTED]

Instead of an animal companion, you have a magical beast
of good alignment.

Prerequisites: Able to acquire a new animal companion,
minimum level requirement (see below).

Benefit: When choosing an animal companion, you may
choose a magical beast as shown on the table below.

You must choose a companion whose alignment is the
same as yours, so only a ranger can have a blink dog,
pegasus, or unicorn as a companion.

Even though your companion is a magical beast, you can
cast spells on it as though it were an animal.

The exalted companion has all the normal abilities of a
typical creature of its kind, as well as the characteristics of
an animal companion determined by the druid or ranger’s
level.




Companion Alignment Druid Level' *
Celestial animal* Any good ,

Blink dog Lawiul good 4th -3
Asperi’ MNeutral good Tth (-8)
GCiant eagle MNeutral good Tth [-8)
Giant owl Meutral good Tth (-&)
Pegasus Chaotic good Tth (-6}
Unicarn Chaetic good Tth (-8)

1 A ranger's effective druid level, for purposes of this feat, is
half his ranger level.

2 Subtract the number in parentheses from the druid's level
{or the ranger's effective druid level) for purposes of deter-
mining the companion’s characteristics and special abilities
as shown on page 36 of the Player's Handbook.

3 Apply the celestial ereature termplate to a potential animal
companion listed in the Player's Handbook.

4 Subtract an extra -1 from the druid's level (or the ranger's
effective druid level) for purposes of determining the
companion’s characteristics and special abilities.

§ Monster detailed in the Monster Manual I,

EXALTED SMITE [EXALTED]

Your smite ability is empowered with holy energy.
Prerequisites: Smite evil class ability.

Benefit: When you use your smite evil ability, your
weapon is considered good-aligned for purposes of
bypassing damage reduction.

EXALTED SPELL RESISTANCE [EXALTED]

You are particularly resistant to evil spells.
Prerequisites: Cha 15, spell resistance.

Benefit: Against evil spells (spells with the evil
designator) and spell-like abilities used by evil outsiders,
your spell resistance increases by +4.

EXALTED TURNING [EXALTED]

You turn undead with such power that affected undead
take damage.

Prerequisites: Ability to turn undead.

Benefit: Any undead creature that you turn takes 3dé
points of damage in addition to the normal turning effect.

EXALTED WILD SHAPE [EXALTED, WILD]

You can use your wild shape ability to take the form of a
good-aligned magical beast.

Prerequisites: Wild shape class ability, wild shaping
class level 8th.

Benefit: You can use your wild shape ability to turn
yourself into a blink dog, giant eagle, giant owl, pegasus, or
unicorn.

You can also turn into a celestial version of any animal you
could normally transform into.

(At the DM’s discretion, other magical beast forms might
be available to you.

In general, only creatures of CR 3 or lower are possible).
You gain the extraordinary and supernatural abilities of the
creature.

This ability counts as a use of your wild shape ability and
functions the same way.

FAVORED OF THE COMPANIONS [EXALTED]

You swear allegiance to Talisid or one of the Five
Companions, the paragons of the guardinals, and in
exchange gain power to act on their behalf.

Benefit: Once per day, while performing an act of good,
you may call upon your guardinal patron to gain a +1 luck
bonus on any one roll or check.

Special: Once you take this feat, you may not take it
again, nor can you take either the Servant of the Heavens
feat or the Knight of Stars feat.

Your allegiance is only yours to give once.

FIST OF THE HEAVENS [EXALTED]

Your stunning attack is empowered by celestial might.
Prerequisites: Wis 15, Sanctify Ki Strike, Stunning Fist.
Benefit: The saving throw DC of your Stunning Fist
increases by 2 when you use it against an evil creature.

If the stunning attack succeeds, the creature is staggered
for 1 round following the round it is stunned.

Special: A fighter may select Fist of the Heavens as one of
his fighter bonus feats.

GIFT OF FAITH [EXALTED]

You have an unusual capacity to trust in divine providence
working all things for the good.

Prerequisites: Wis 13.

Benefit: You gain a +2 bonus on saving throws to resist
any fear effect, despair effect (such as the crushing despair
spell), or similar mind-affecting condition, but not charms
or compulsions (such as the charm person and dominate
person spells).

GIFT OF GRACE [EXALTED]

You can improve the saving throws of your allies by sharing
some of your divine grace.

Prerequisites: Divine grace class ability.

Benefit: You can give up some of your saving throw
bonus granted by divine grace and share it with one or
more other characters.

You can sacrifice any amount of your own divine grace, up
to your full Charisma bonus.

You can divide that bonus among allies that you touch, to a
maximum of one ally per character level you possess.

For example, if you are a sth-level paladin with a +3
Charisma bonus, you can give three characters each a +1
bonus on their saving throws, one character a +3 bonus, two
characters a +1 bonus (keeping a +1 bonus for yourself), or
any similar division of your +3 bonus.

This shared divine grace lasts for one day or until you
revoke it (as a free action).

HANDS OF A HEALER [EXALTED]

You can heal more damage than normal by laying on hands.
Benefit: When determining how many hit points you
can cure, treat your Charisma score as if it were 2 points
higher.

For example, a 7th-level paladin with a 16 Charisma could
cure up to 28 points of damage per day with this feat.




HOLY KI STRIKE [EXALTED]

Your unarmed attacks deal extra damage to evil creatures.
Prerequisites: Cha 15, Improved Unarmed Strike, Ki
strike (holy), Sanctify Ki Strike.

Benefit: Your unarmed strike deals 2d6 points of extra
holy damage to evil creatures.

In addition, it is considered holy, which means that it can
bypass the damage reduction of some evil outsiders.

This does not stack with the extra damage from the Sanctify
Ki Strike feat.

HOLY RADIANCE [EXALTED]

You can increase the intensity of the light surrounding you
to damage undead creatures.

Prerequisites: Cha 15, Nimbus of Light.

Benefit: At will, as a free action, you can empower the
radiance surrounding you into a blazing glow that sheds
bright light in a 10-foot radius (and shadowy illumination
out to 20 feet).

Undead within 10 feet of you take 1d4 points of damage per
round they remain within your halo.

HOLY SUBDUAL [EXALTED]

You can turn bonus damage into nonlethal damage.
Prerequisites: Subduing Strike.

Benefit: When you use your weapon to deal nonlethal
damage, you can also transform bonus damage from a holy
weapon, your smite evil class ability, or your smite granted
power into nonlethal damage.

Special: A fighter may select Holy Subdual as one of his
fighter bonus feats.

INTUITIVE ATTACK [EXALTED]

You fight by faith more than brute strength.
Prerequisites: Base attack bonus +1.

Benefit: With a simple weapon of your size or a natural
weapon, you may use your Wisdom modifier instead of
your Strength modifier on attack rolls.

Special: A fighter may select Intuitive Attack as one of his
fighter bonus feats.

KNIGHT OF STARS [EXALTED]

You swear allegiance to the Court of Stars, the paragons of
the eladrin, and in exchange gain power to act on their
behalf.

Benefit: Once per day, while performing an act of good,
you may call upon your eladrin patron to gain a +1 luck
bonus on any one roll or check.

Special: Once you take this feat, you may not take it
again, nor can you take either the Servant of the Heavens
feat or the Favored of the Companions feat.

Your allegiance is only yours to give once.

NEMESIS [EXALTED]

You are the holy bane of creatures of a particular type.
Prerequisites: Favored enemy class ability.
Benefit: Choose one of your favored enemies.

You can sense the presence of creatures of this type within
60 feet, as well as pinpoint their exact location (distance
and direction) relative to you.

Normal barriers and obstructions do not block this
supernatural ability, allowing you to sense the presence and
location of creatures behind doors or walls, for example.
This feat does not allow you to see an invisible or hidden
creature (although you can still discern its location).

In addition to sensing the presence of your favored enemy,
you deal +1d6 points of damage on weapon attack rolls
made against evil representatives of the favored enemy
creature type.

Special: You can choose this feat multiple times.

Its effects do not stack.

Each time you select this feat, it applies to a different
favored enemy.

NIMBUS OF LIGHT [EXALTED]

You are cloaked in a radiant light that marks you as a
servant of the purest ideals.

All who look upon you know without a doubt that you are a
champion of good and are favored by the powers of the
Upper Planes.

The nimbus may take the form of a cloud surrounding your
entire body, or it may appear as beams of light around your
head.

Benefit: Good creatures automatically recognize the
radiance surrounding you as a sign of your purity and
devotion to the powers of good.

You gain a +2 circumstance bonus on all Diplomacy and
Sense Motive checks made when interacting with good
creatures.

Your radiance sheds light as a common lamp: bright light to
aradius of 5 feet and shadowy illumination to 10 feet.

You can extinguish this radiance at will and reactivate it
again as a free action.

NONLETHAL SUBSTITUTION [METAMAGIC]

You can modify a spell that uses energy to deal damage to
deal nonlethal damage instead.

Prerequisites: Any other metamagic feat, Knowledge
(arcana) 5 ranks.

Benefit: Choose one type of energy: acid, cold, electricity,
fire, or sonic.

You can modify a spell with the chosen designator to deal
nonlethal damage instead of energy damage.

The altered spell works normally in all respects except the
type of damage dealt.

For example, a nonlethal fireball spell works in the usual
way except it deals nonlethal damage instead of fire
damage.

A nonlethal spell uses a spell slot of the spell's normal level,
modified by any other metamagic feats.

NYMPH’S KISS [EXALTED]

By maintaining an intimate relationship with a good-
aligned fey (such as a nymph or dryad), you gain some of
the characteristics of fey.

Benefit: Fey creatures regard you as though you were fey.
You gain a +2 circumstance bonus on all Charisma-related
checks, and a +1 bonus on all saving throws against spells
and spell-like abilities.




Starting with the level when you take this feat, you gain 1
extra skill point per level.

PURIFY SPELL [METAMAGIC]

You can charge your damaging spells with celestial energy
that leaves good creatures unharmed.

Prerequisites: Any good alignment.

Benefit: A spell you modify with this feat gains the good
descriptor.

Furthermore, if the spell deals damage, neutral creatures
take half damage, or one-quarter with a successful saving
throw (if allowed), while good creatures take no damage at
all.

Evil outsiders affected by the spell take extra damage: The
spell's damage is increased by one die type (each 1d6
becomes 1d8, each 1d8 becomes 2d6, and so on, using the
same progression as weapons increasing in size).

For example, a purified lightning bolt cast by a 7th-level
wizard deals 7d6 points of electricity damage to evil
creatures, half damage to neutral creatures, and no damage
at all to good creatures caught in its path.

Evil outsiders (except ones immune to electricity) take 7d8
points of damage.

A purified spell uses up a spell slot one level higher than
the spell’s actual level.

PURIFY SPELL-LIKE ABILITY [GENERAL]

You can charge your damaging spell-like abilities with
celestial energy that leaves good creatures unharmed.
Prerequisites: Any good alignment.

Benefit: This feat adds the good descriptor to a spell-like
ability.

Furthermore, if the ability deals damage, neutral creatures
take half damage, or one-quarter with a successful saving
throw (if allowed), while good creatures take no damage at
all.

Evil outsiders affected by the ability take extra damage: The
ability’s damage is increased by one die type (each 1d6
becomes 1d8, each 1d8 becomes 2d6, and so on, using the
same progression as weapons increasing in size).

For example purified lightning bolt cast by an avoral deals
8d6 points of electricity damage to evil creatures, half
damage to neutral creatures, and no damage at all to good
creatures caught in its path.

Evil outsiders (except ones immune to electricity) take 8d8
points of damage.

Each of your spell-like abilities can be purified three times
per day, though this feat does not allow you to exceed your
normal usage limit for any ability.

Thus, if a tulani eladrin chooses to purify its chain lightning
ability, it can use a purified chain lightning up to three times
that day.

Thereafter, it could use its chain lightning ability again
normally (since it can use chain lighining at will), or it could
purify another of its spell-like abilities, such as meteor
swarm.

PURIFY SPELL TRIGGER [EXALTED]

You can channel holy power through a spell trigger item,
such as a wand or staff.

Prerequisites: Craft Wand or Craft Staff, ability to turn
undead.

Benefit: When you use a spell trigger item, such as a
wand or staff, you can use one of your turning attempts for
the day to trigger the item.

You still expend a charge from the wand or staff.

The spell cast by the item is modified as though it had the
Purify Spell feat applied to it.

QUELL THE PROFANE [EXALTED]

Your mightiest attacks weaken evil foes.

Prerequisites: Str 13, Power Attack, Resounding Blow,
base attack bonus +8.

Benefit: Whenever you deal a critical hit to an evil
creature using a melee weapon with which you are
proficient, your opponent must succeed on a Fortitude save
(DC 10 + 1/2 your character level + your Cha modifier) or
take 1d4+1 points of temporary Strength damage.

A monk’s unarmed strike is considered a melee weapon for
purposes of this feat.

RANGED SMITE EVIL [EXALTED]

Your smite ability can be channeled through your ranged
weapon.

Prerequisites: Smite evil class ability.

Benefit: Your smite evil ability can be channeled through
a missile that you fire.

This counts as one use of your smite evil ability.

RESOUNDING BLOW [GENERAL]

Your mightiest attacks cause your foes to tremble before
you.

Prerequisites: Str 13, Power Attack, Intimidate 7 ranks.
Benefit: Whenever you deal a critical hit using a melee
weapon with which you are proficient, your opponent must
succeed on a Will save (DC 10 + 1/2 your character level +
your Cha modifier) or cower for 1 round.

A monk’s unarmed strike is considered a melee weapon for
purposes of this feat.

Special: A fighter may select Resounding Blow as one of
her fighter bonus feats.

RIGHTEOUS WRATH [EXALTED]

Your rage is empowered with divine fury.
Prerequisites: Rage class ability.

Benefit: When you first deal damage with a melee attack
against an evil foe during your rage, that creature must
make a successful Will saving throw (DC 10 + 1/2 your
raging class level + your Cha modifier) or be shaken.

If you fail to affect a creature the first time you hit it, you
cannot affect it in that encounter.

The shaken effect remains until you withdraw or are killed
or incapacitated.

While raging, you maintain clarity of mind unusual among
barbarians.

You are perfectly able to deal nonlethal damage, stop your
attacks to show mercy, and distinguish friend from foe
even in the heat of your rage.

SACRED STRIKE [EXALTED]

Your sneak attack is enhanced by your unshakable faith in a
good-aligned deity.




Prerequisites: Sneak attack class ability.

Benefit: When you use your sneak attack ability against
an evil creature, roll d8s for your sneak attack dice (instead
of d6s) and your sneak attack damage is considered good-
aligned for purposes of overcoming damage reduction.

SACRED VOW [EXALTED]

You have willingly given yourself to the service of a good
deity or cause, denying yourself an ordinary life to better
serve your highest ideals.

Benefit: You gain a +2 perfection bonus on Diplomacy
checks.

Special: This feat serves as the prerequisite for several
other feats, including the Vow of Abstinence, Vow of
Chastity, Vow of Nonviolence, Vow of Obedience, Vow of
Peace, Vow of Poverty, and Vow of Purity.

SANCTIFY KI STRIKE [EXALTED]

Sacred power suffuses your unarmed strikes.
Prerequisites: Improved Unarmed Strike, Ki strike
(lawful), Cha 15.

Benefit: Your unarmed strikes deal 1 extra point of
damage to evil creatures, or 1d4 points to evil outsiders and
evil undead.

In addition, they are considered good-aligned for purposes
of overcoming damage reduction.

SANCTIFY MARTIAL STRIKE [EXALTED]

Sacred power suffuses your attacks with a certain kind of
weapon.

Prerequisites: Cha 15, Weapon Focus with the specified
weapon.

Benefit: Whenever you wield a specific kind of weapon,
it deals 1 extra point of damage to evil creatures, or 1d4
points to evil outsiders and evil undead.

In addition, that weapon is considered good-aligned for
purposes of overcoming damage reduction.

Special: You can take this feat more than once, selecting a
different weapon each time.

SANCTIFY NATURAL ATTACK [EXALTED]

You can focus holy power into your natural attacks.
Prerequisites: One or more natural weapon attacks,
base attack bonus +5.

Benefit: Each time you deal damage with a natural attack,
you deal 1 extra point of damage to evil creatures, or 1d4
points to evil outsiders and evil undead.

In addition, your natural attacks are considered good-
aligned for purposes of overcoming damage reduction.

SANCTIFY WEAPON [EXALTED]

You can focus holy power into your weapon.
Prerequisites: Able to cast align weapon.

Benefit: When you cast align weapon, the affected weapon
also becomes sanctified.

A sanctified weapon deals 1 extra point of holy damage to
evil creatures or 1d4 points of damage to evil outsiders and
evil undead.

In addition, creatures with the corrupted template
(described in the Book of Vile Darkness) cannot recover hit

point damage dealt by a sanctified weapon by means of
normal healing, including fast healing.

SERVANT OF THE HEAVENS [EXALTED]

You swear allegiance to one of the Tome Archons who rule
the Seven Heavens, and in exchange gain power to act on
their behalf.

Benefit: Once per day, while performing an act of good,
you may call upon your archon patron to gain a +1 luck
bonus on any one roll or check.

Special: Once you take this feat, you may not take it
again, nor can you take either the Knight of Stars feat or the
Favored of the Companions feat.

Your allegiance is only yours to give once.

SPELL FOCUS (GOOD) [GENERAL]

Your spells with the good descriptor are more potent than
normal due to your relationship with the powers of good.
Prerequisites: Any good alignment.

Benefit: Add +2 to the Difficulty Class for all saving
throws against your spells with the good descriptor.
Special: The +2 increase also applies to the Difficulty
Class for a possessing fiend to Hide from your good spells
such as detect evil or magic circle against evil (as detailed in the
Book of Vile Darkness).

STIGMATA [EXALTED]

You bear the marks of wounds on your body, as sort of a
living martyrdom.

Prerequisite: Nimbus of Light.

Benefit: You can heal the wounds and ailments of others
using your own life energy.

When you activate this ability, as a free action, you
immediately take at least 2 points of temporary
Constitution damage.

You can take as many points of Constitution damage as you
wish, as long as you remain alive and conscious.

Once you have activated your stigmata, you can touch your
allies to heal them of 1 point of damage per level they
possess for every 2 points of Constitution damage you take.
In addition, any character you touch who is suffering from
a disease can immediately make a new saving throw against
that disease with a sacred bonus equal to the number of
points of Constitution damage you took.

If the character succeeds on that saving throw, she is freed
from the disease.

You can use this touch on one ally per point of Constitution
damage you take.

As with delivering a touch spell, you can touch up to six
allies as a full-round action.

A single person can only benefit once from each activation
of your stigmata, but each activation lasts for 1 hour.

For example, if you sacrifice 4 points of Constitution, you
can grant four allies a number of hit points of healing equal
to twice their level.

Each ally who was suffering from a disease would make a
new saving throw with a +4 sacred bonus.

If only two of your allies were wounded at the time you
activated the stigmata, you could “save” the other two uses
for up to 1 hour, in case other characters become wounded
within that time.




Even if the characters you originally healed were injured
again, however, they could not benefit from the same
activation of your stigmata.

When you use this ability, the wounds on your body bleed
in proportion to the Constitution damage you take.

The bleeding persists for 1 hour, and the Constitution
damage cannot be restored by any means until the bleeding
has stopped.

Once the bleeding has stopped, you can freely activate the
stigmata again, whether or not you have recovered your lost
Constitution, as long as you have enough Constitution left
to use the ability and survive.

SUBDUING STRIKE [GENERAL]

You are adept at striking to deal nonlethal damage even
with normal weapons.

Benefit: You can use any melee weapon to deal nonlethal
damage with no penalty on your attack roll.

If you are a rogue, you can deal nonlethal damage with your
sneak attack even if you are using a normal melee weapon.
This feat does not allow you to deal nonlethal damage with
ranged weapons.

Normal: If you use a melee weapon designed to deal
lethal damage to deal nonlethal damage instead, you take a
—4 penalty on your attack roll.

Rogues normally can only use saps or unarmed strikes to
deal nonlethal damage with their sneak attacks.

Special: A fighter may select Subduing Strike as one of
his fighter bonus feats.

TOUCH OF GOLDEN ICE [EXALTED]

Your touch is poisonous to evil creatures.

Prerequisites: Con 13.

Benefit: Any evil creature you touch with your bare hand,
fist, or natural weapon is ravaged by golden ice (see Ravages
and Afflictions in Chapter 3: Exalted Equipment for
effects).

VOW OF ABSTINENCE [EXALTED]

You have taken a sacred vow to abstain from alcoholic
beverages, drugs, stimulants such as caffeine, and
intoxication.

Prerequisites: Sacred Vow.

Benefit: You gain a +4 perfection bonus on Fortitude
saving throws against poisons and drugs (as long as you are
subjected to a drug unwillingly).

Special: To fulfill your vow, you must not consume
intoxicating, stimulating, depressant, or hallucinogenic
substances, including alcohol, caffeine, and other drugs.

If you intentionally break your vow, you immediately and
irrevocably lose the benefit of this feat.

You may not take another feat to replace it.

If you break your vow as a result of magical compulsion, or
otherwise unintentionally (a drug slipped into your drink,
for example), you lose the benefit of this feat until you
perform a suitable penance and receive an atonement spell.

VOW OF CHASTITY [EXALTED]

You have taken a sacred vow to refrain from marriage and
sexual intercourse.
Prerequisites: Sacred Vow.

Benefit: You gain a +4 perfection bonus on Will saving
throws against charm and phantasm spells and effects.
Special: To fulfill your vow, you must abstain from any
sexual contact with any other creature.

If you intentionally break your vow, you immediately and
irrevocably lose the benefit of this feat.

You may not take another feat to replace it.

If you break your vow as a result of magical compulsion,
you lose the benefit of this feat until you perform a suitable
penance and receive an atonement spell.

VOW OF NONVIOLENCE [EXALTED]

You have taken a sacred vow to avoid violence against
humanoids.

Prerequisites: Sacred Vow.

Benefit: The saving throw DC for spells you cast or other
special abilities you use against humanoid or monstrous
humanoid targets is increased by +4 if the spell does not
deal damage (including ability damage but not nonlethal
damage), bestow negative levels, or cause death.

Spells affected by this feat include most Abjuration,
Enchantment, and Ilusion spells (though not phantasmal
killer, for example), those few Divination spells that have
targets and require saving throws (including detect thoughts
and discern lies), and even Necromancy spells such as waves
of fatigue and ray of exhaustion.

It does not affect most Evocation, Conjuration, and
Transmutation spells.

The bonus granted by this feat does not stack with the
bonus granted by the Spell Focus feat.

It affects only saving throw DCs, not caster level checks or
other elements of a spell.

The benefit of this feat extends to special abilities other
than spells that allow a saving throw, but only if the ability
does not deal damage and is not dependent on dealing
damage.

For example, a character with the Stunning Fist feat can
increase the saving throw DC to avoid being stunned by +4
if she deals nonlethal damage, rather than regular damage,
with her stunning attack.

A couatl’s venom would not become more virulent because
of this feat, however, because it deals ability damage and
requires the couatl to deal hit point damage in order to
deliver it.

Special: To fulfill your vow, you must not cause harm or
suffering to humanoid or monstrous humanoid foes.

You may not deal real damage or ability damage to such
foes through spells or weapons, though you may deal
nonlethal damage.

You may not target them with death effects, disintegrate,
pain effects, or other spells that have the immediate
potential to cause death, suffering, or great harm.

Your purity is so great that any ally of yours who slays a
helpless or defenseless foe within 120 feet of you feels great
remorse.

Your ally takes a —1 morale penalty on his attack rolls for 1
hour per your character level.

For each helpless foe slain, the attack penalty increases by
1, to a maximum equal to your character level.

The duration of the increased penalty starts from the latest
slaying.

You may ask your allies to give you an oath that a helpless
foe will not be slain.




If the oath is sworn, an ally who later breaks the oath takes
the penalty for doing so as if you were present.

If you leave a helpless foe to be killed by your allies, you
have broken your vow.

You may ask a defeated creature to give you an oath of
surrender or noninterference in exchange for its life.

If the creature breaks this oath to you, you can allow your
allies to deal with the creature as they see fit without
breaking their oaths or your vow of nonviolence.

If you intentionally break your vow, you immediately and
irrevocably lose the benefit of this feat.

You may not take another feat to replace it.

If you break your vow as a result of magical compulsion,
you lose the benefit of this feat until you perform a suitable
penance and receive an atonement spell.

VOW OF OBEDIENCE [EXALTED]

You have taken a sacred vow to live according to the
dictates of another, generally your superior in a religious
order or similar organization.

Prerequisites: Sacred Vow.

Benefit: You gain a +4 perfection bonus on Will saving
throws against compulsion spells and effects.

Special: To fulfill your vow, you must unquestioningly
obey your superior and live according to the rules of your
organization.

If you intentionally break your vow, you immediately and
irrevocably lose the benefit of this feat.

You may not take another feat to replace it.

If you break your vow as a result of magical compulsion,
you lose the benefit of this feat until you perform a suitable
penance and receive an atonement spell.

VOW OF PEACE [EXALTED]

You have taken a sacred vow to abstain from harming any
living creature.

Prerequisites: Sacred Vow, Vow of Nonviolence.
Benefit: This sacred vow grants significant supernatural
benefits, but its cost is high.

First, you are constantly surrounded by a calming aurato a
radius of 20 feet.

Creatures within the aura must make a successful Will save
(DC 10 + one-half your character level + your Cha modifier)
or be affected as by the calm emotions spell.

Creatures who leave the aura and reenter it receive new
saving throws.

A creature that makes a successful saving throw and
remains in the aura is unaffected until it leaves the aura and
reenters.

The aura is a mind-affecting, supernatural compulsion.
Second, you gain a +2 natural armor bonus to your AC, a +2
deflection bonus to your AC, and a +2 exalted bonus to your
AC.

This exalted bonus does not apply to touch attacks and does
not hinder incorporeal touch attacks.

Brilliant energy weapons, however, do not ignore it.

It does not stack with an armor bonus.

If you also have the Vow of Poverty feat, the natural armor,
deflection, and exalted Armor Class bonuses granted by
that feat all increase by +2.

If a creature strikes you with a manufactured weapon, the
weapon must immediately make a successful Fortitude save

(DC 10 + one-half your character level + your Con modifier)
or shatter against your skin, leaving you unharmed.

Finally, you gain a +4 exalted bonus on all Diplomacy
checks.

Special: To fulfill your vow, you must not cause harm to
any living creature (constructs and undead are not included
in this prohibition).

You may not deal real damage or ability damage to such
creatures through spells or weapons, though you may deal
nonlethal damage.

You may not target them with death effects, disintegrate, or
other spells that have the immediate potential to cause
death or great harm.

You also may not use nondamaging spells to incapacitate or
weaken living foes so that your allies can kill them—if you
incapacitate a foe, you must take him prisoner.

If you intentionally break your vow, you immediately and
irrevocably lose the benefit of this feat.

You may not take another feat to replace it.

If you break your vow as a result of magical compulsion or
otherwise unwittingly, you lose the benefit of this feat until
you perform a suitable penance and receive an atonement
spell.

(Characters who have taken a Vow of Peace are known to
drink water through a strainer in order to avoid
accidentally swallowing, and thereby causing harm to, a
small insect).

VOW OF POVERTY [EXALTED]

You have taken a sacred vow to forswear material
possessions.

Prerequisites: Sacred Vow.

Benefit: You gain bonuses to your Armor Class, ability
scores, and saving throws, as well as bonus exalted feats, all
depending on your character level.

See Voluntary Poverty in Chapter 2 for details.

Special: To fulfill your vow, you must not own or use any
material possessions, with the following exceptions: You
may carry and use ordinary (neither magic nor masterwork)
simple weapons, usually just a quarterstaff that serves as a
walking stick.

You may wear simple clothes (usually just a homespun
robe, possibly also including a hat and sandals) with no
magical properties.

You may carry enough food to sustain you for one day in a
simple (nonmagic) sack or bag.

You may carry and use a spell component pouch.

You may not use any magic item of any sort, though you
can benefit from magic items used on your behalf—you
can drink a potion of cure serious wounds a friend gives you,
receive a spell cast from a wand, scroll, or staff, or ride on
your companion’s ebony fly.

You may not, however, “borrow” a cloak of resistance or any
other magic item from a companion for even a single
round, nor may you yourself cast a spell from a scroll, wand,
or staff.

If you break your vow, you immediately and irrevocably
lose the benefit of this feat.

You may not take another feat to replace it.




VOW OF PURITY [EXALTED]

You have taken a sacred vow to avoid contact with dead
flesh.

Prerequisites: Sacred Vow.

Benefit: You gain a +4 perfection bonus on Fortitude
saving throws to resist disease and death effects.
Special: To fulfill your vow, you must avoid all contact
with dead creatures, including meat cooked for food.

You may not touch fallen foes.

You may fight undead foes, but must purify yourself as
soon as possible afterward.

You may touch dead characters in order to restore them to
life (by way of a raise dead or similar spell that requires you
to touch the corpse), but for no other purpose.

If you fight undead creatures or accidentally touch dead
flesh, you must purify yourself in a special ritual that
requires 1 hour and a flask of holy water.

If you intentionally break your vow, you immediately and
irrevocably lose the benefit of this feat.

You may not take another feat to replace it.

If you break your vow as a result of magical compulsion,
you lose the benefit of this feat until you perform a suitable
penance and receive an atonement spell.

WORDS OF CREATION [EXALTED]

You have learned a few of the words that were spoken to
create the world.

Prerequisites: Int 15, Cha 15, base Will save bonus +s.
Benefit: You can use the Words of Creation to enhance
bardic music, to help cast good spells and create good magic
items, and to enhance the process of creation (see Words of
Creation in Chapter 2).

Normal: A nonevil creature that tries to utter the Words
of Creation without learning them properly is affected as
by a feeblemind spell, while an evil character is struck dead.
Fortunately, it is impossible to make someone speak the
Words of Creation against his will, because their
pronunciation is so exacting.
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BOOST SPELL—LIKE ABILITY [GENERAL]

One of the creature’s spell-like abilities is harder to resist
than it otherwise would be.

Benefit: The saving throw Difficulty Class (DC) of a
boosted spell-like ability is increased by +2.

Each of a creature’s spell-like abilities can be boosted three
times per day, though the feat does not allow the creature
to exceed its normal usage limit for any ability.

Thus, if a succubus chooses to boost its suggestion ability, it
can use a boosted suggestion up to three times that day.
Thereafter, it could use its suggestion ability again normally
(since it can use suggestion at will), or it could boost another
of its spell-like abilities, such as charm monster.

Special: This feat can be taken multiple times.

Each time it is taken, the creature can apply it to each of its
spell-like abilities three additional times per day.

BOOST SPELL RESISTANCE [GENERAL]

By making a deal with an evil power, the character makes
himself even more resistant to magic.

Prerequisite: Any evil alignment.

Benefit: If the character already has innate spell
resistance, he gains a +2 profane bonus to his existing spell
resistance score.

CORRUPT SPELL [METAMAGIC]

The character can transform one of her spells into a thing
of evil due to a deal she makes with an evil power.
Prerequisite: Any evil alignment.

Benefit: This feat adds the evil descriptor to a spell.
Furthermore, if the spell deals damage, half of the damage
is unholy damage.

For example, a corrupted fiveball cast by a 6th-level wizard
deals 6d6 points of damage: 3d6 points of fire damage and
3d6 points of unholy damage.

Thus, creatures immune to fire still potentially take 3d6
points of damage.

The corrupted spell uses up a spell slot one level higher
than the spell's actual level.

Special: A character may take this feat multiple times,
choosing a different spell each time.

CORRUPT SPELL—LIKE ABILITY [GENERAL]

One of the creature’s spell-like abilities is powered by evil.
A dark pact provides the creature with unholy energy.
Prerequisite: Any evil alignment.

Benefit: This feat adds the evil descriptor to a spell-like
ability.

Furthermore, if the spell-like ability deals damage, half of
that damage (rounded down) is unholy damage.

For example, if a corrupted fireball from a pit fiend deals a
total of 35 points of damage, half of that amount (18 points)
is fire damage and the other half (17 points) is unholy
damage.

Nonevil creatures immune to fire still take the 17 points of
unholy damage.

Each of a creature’s spell-like abilities can be corrupted
three times per day, though the feat does not allow the
creature to exceed its normal usage limit for any ability.
Thus, if a pit fiend chooses to corrupt its fireball ability, it
can use a corrupted fireball up to three times that day.
Thereafter, it could use its fireball ability again normally
(since it can use fireball at will), or it could corrupt another
of its spell-like abilities, such as meteor swarm.

Special: This feat can be taken multiple times.

Each time it is taken, the creature can apply it to each of its
spell-like abilities three additional times per day.

DARK SPEECH [VILE]

The character learns a smattering of the language of truly
dark power.

Prerequisite: Base Will save bonus +5, Int 15, Cha 15.
Benefit: The character can use the Dark Speech to bring
loathing and fear to others, to help cast evil spells and




create evil magic items, and to weaken physical objects (see
Dark Speech in Chapter 2).

Normal: Attempting to utter a word of the Dark Speech
always ends in immediate death for a speaker who is not
trained in its dark power.

Fortunately, it is impossible to make someone use the Dark
Speech if he or she is unwilling, because the language’s
pronunciation is so exacting.

Special: The character gains a +4 circumstance bonus on
saving throws made when someone uses the Dark Speech
against him or her.

DEFORMITY (CLAWED HANDS) [VILE]

Because of intentional self-mutilation, the character has
deformed arms and hands ending in sharp claws.
Prerequisite: Willing Deformity.

Benefit: The character has the ability to deal 1d6 points of
damage as an unarmed claw attack.

The character is considered armed even when unarmed.
Special: The character does not draw attacks of
opportunity when attacking unarmed, and he threatens
areas even when unarmed.

DEFORMITY (EYES) [VILE]

The character has either drilled a hole in her forehead
trying to add a third eye, or she has supernaturally scarred
one of her regular eyes.

Prerequisite: Willing Deformity.

Benefit: As a supernatural ability, the character can use
see invisibility for 1 minute per day.

Special: The character takes a —2 deformity penalty on
Spot and Search checks.

DEFORMITY (FACE) [VILE]

Because of intentional self-mutilation, the character has a
hideous face.

Prerequisite: Willing Deformity.

Benefit: The character gains a +2 circumstance bonus on
Intimidate checks and a +2 deformity bonus on Diplomacy
checks dealing with evil creatures of a different type.

DEFORMITY (GAUNT) [VILE]

Through intentional starvation and macabre operations, the
character is grossly underweight.

He has a skeletal appearance, and his weight is now half
normal for creatures of his kind.

Prerequisite: Willing Deformity.

Benefit: The character gains a +2 deformity bonus to
Dexterity and a —2 deformity penalty to Constitution.
Furthermore, he gains a +2 circumstance bonus on Escape
Artist checks and Intimidate checks.

Special: A character with this feat may not take the
Deformity (obese) feat.

DEFORMITY (OBESE) [VILE]

Through intentional gorging and general gluttony, the
character is obese.

Grossly overweight, she is now at least triple the normal
weight for creatures of her kind.

Prerequisite: Willing Deformity.

Benefit: The character gains a +2 deformity bonus to
Constitution and a —2 deformity penalty to Dexterity.
Furthermore, she gains a +2 circumstance bonus on
Intimidate checks and saving throws against poison.
Special: A character with this feat may not take the
Deformity (gaunt) feat.

DISCIPLE OF DARKNESS [VILE]

The character formally supplicates himself to an archdevil.
In return for this obedience, he gains a small measure of
power.

Benefit: Once per day, while performing an evil act, the
character may call upon his diabolic patron to add a +1 luck
bonus on any one die roll.

Special: Once a character takes this feat, he may not take
it again; he may not be the disciple of more than one devil.
Nor may he take the Thrall to Demon feat.

EMPOWER SPELL-LIKE ABILITY [GENERAL]

The creature can use a spell-like ability with greater effect.
Benefit: All variable, numeric effects of an empowered
spell-like ability are increased by one-half.

An empowered spell-like ability deals half again as much
damage as normal, cures half again as many hit points,
affects half again as many targets, and so on as appropriate.
For example, a night hag’s empowered magic missile deals
one and one-half times normal damage (roll 1d4+1 and
multiply the result by 1.5 for each missile).

Saving throws and opposed rolls (such as the one made
when a character casts dispel magic) are not affected.
Spell-like abilities without random variables are not
affected.

Each of a creature’s spell-like abilities can be empowered
twice per day, though the feat does not allow the creature to
exceed its normal usage limit for any ability.

Thus, if a night hag chooses to empower its magic missile
ability, it can use an empowered magic missile up to two
times that day.

Thereafter, it could use its magic missile ability again
normally (since it can use magic missile at will), or it could
corrupt another of its spell-like abilities, such as sleep.
Special: This feat can be taken multiple times.

Each time it is taken, the creature can apply it to each of its
spell-like abilities two additional times per day.

EVIL BRAND [VILE]

The character is physically marked forever as a servant of an
evil power greater than herself or as a villain who does not
care who knows that she seeks only death, destruction, and
misery for others.

The symbol is unquestionable in its perversity, depicting a
depravity so unthinkable that all who see it know beyond a
doubt that the bearer is forever in the sway of the blackest
powers.

Benefit: Evil creatures automatically recognize the
symbol now emblazoned upon the character as a sign of her
utter depravity or discipleship to a powerful patron,
although the specific identity of the patron is not revealed.
She gains a +2 circumstance bonus on Diplomacy and
Intimidate checks made against evil creatures.




LICHLOVED [VILE]

By repeatedly committing perverted sex acts with the
undead, the character gains dread powers.
Prerequisite: Evil Brand.

Benefit: Mindless undead see the character as an undead
creature.

Becoming more and more like an actual undead creature,
he gains a +1 circumstance bonus on saving throws against
mind-affecting effects, poison, sleep, paralysis, stunning,
and disease.

MALIGN SPELL FOCUS [GENERAL]

The character’s spells that have the evil descriptor are more
potent than normal due to a deal she makes with an evil
power.

Prerequisite: Any evil alignment.

Benefit: Add +2 to the DC for all saving throws against
any of the character’s spells that have the evil descriptor.

MORTALBANE [GENERAL]

The creature can make a spell-like ability particularly
deadly to mortals.

Benefit: A mortalbane ability is a damaging spell-like
ability that deals 2d6 points of additional damage when
used against living nonoutsiders, but only half damage
(rounded down) against outsiders, undead, and constructs.
For example, if a mortalbane cone of cold from a gelugon
would normally deal 45 points of damage, it actually deals
45 +2d6 points of damage to a humanoid, but only 22
points of damage to a night hag.

Creatures immune to cold—regardless of their type—still
take no damage from a mortalbane cone of cold.

Mortalbane can be applied to each of a creature’s spell-like
abilities five times per day, though the feat does not allow
the creature to exceed its normal usage limit for any ability.
Thus, if a gelugon chooses to apply Mortalbane to its cone of
cold ability, it can use a mortalbane cone of cold up to five
times that day.

Thereafter, it could use its cone of cold ability again normally
(since it can use cone of cold at will).

Special: This feat can be taken multiple times.

Each time it is taken, the creature can apply it to each of its
spell-like abilities five additional times per day.

POISON IMMUNITY [GENERAL]

After prolonged exposure to a poison or toxin, the character
has rendered himself immune to it.

Benefit: The character is immune to one specific poison
(chosen by the DM or the character’s player), whether
available as a blade poison, the venom of a specific creature,
or one other toxin.

The character also gains a +1 circumstance bonus on saving
throws against other poisons.

Special: A character may take this feat multiple times,
choosing a different poison each time.

The +1 bonus against other poisons doesn’t stack with itself,
because the circumstances of each poison immunity are
essentially the same.

QUICKEN SPELL-LIKE ABILITY [GENERAL]

The creature can use a spell-like ability with a moment’s
thought.

Benefit: Using a quickened spell-like ability is a free
action that does not provoke an attack of opportunity.

The creature can perform another action—including the
use of another spell-like ability—in the same round that it
uses a quickened spell-like ability.

The creature may use only one quickened spell-like ability
per round.

A spell-like ability that duplicates a spell with a casting time
greater than 1 full round cannot be quickened.

Each of a creature’s spell-like abilities can be quickened
only once per day, and the feat does not allow the creature
to exceed its normal usage limit for any ability.

Thus, if a demon chooses to quicken its darkness ability, it
cannot use quickened darkness again the same day, though
it could use its darkness ability again normally (since it can
use darkness at will), or it could quicken another of its spell-
like abilities, such as desecrate.

Normal: Normally the use of a spell-like ability requires a
standard action and provokes an attack of opportunity
unless noted otherwise.

Special: This feat can be taken multiple times.

Each time it is taken, the creature can apply it to each of its
spell-like abilities one additional time per day.

SACRIFICIAL MASTERY [VILE]

The character is skilled at offering living sacrifices to evil
gods or fiends.

Prerequisite: Wis 15.

Benefit: The character gains a +4 profane bonus on
Knowledge (religion) checks made when performing a
sacrifice.

Normal: Without this feat, a character who performs a
sacrifice makes a normal Knowledge (religion) check
modified as described in Chapter 2.

THRALL TO DEMON [VILE]

The character formally supplicates himself to a demon
prince.

In return for his obedience, the character gains a small
measure of power.

Benefit: Once per day, while performing an evil act, the
character may call upon his demonic patron to add a +1
luck bonus on any one roll.

Special: Once a character takes this feat, he may not take
it again; he may not be the thrall of more than one demon.
Nor may he take the Disciple of Darkness feat.

VERMINFRIEND [VILE]

Vermin regard the character better than they would
normally.

Prerequisite: Cha 1s.

Benefit: If a vermin is about to attack the character, she
may make a Charisma check (DC 20).

If the check succeeds, that vermin refuses to attack her for
24 hours.




VILE KI STRIKE [VILE]

The character can focus evil power into his unarmed strike.
Prerequisite: Cha 15, Improved Unarmed Strike.
Benefit: Each time the character deals damage with his
unarmed strike, he deals 1 additional point of vile damage.

VILE MARTIAL STRIKE [VILE]

The character can focus evil power into her weapon blows.
Prerequisite: Cha 15, Weapon Focus with the specified
weapon.

Benefit: Each time the character deals damage with a
specific kind of weapon, she deals 1 additional point of vile
damage.

Special: A character may take this feat more than once,
selecting a different weapon each time.

VILE NATURAL ATTACK [VILE]

The character can focus evil power into his natural attacks.
Prerequisite: Natural attack that deals at least 1d8 points
of damage, base attack bonus +5.

Benefit: Each time the character deals damage with his
natural attack, he deals 1 additional point of vile damage.

VIOLATE SPELL [METAMAGIC]

The character can transform one of his spells into an evil
spell, and the wounds the spell inflicts are tainted with the
foulest evil.

Prerequisite: Any evil alignment.

Benefit: This feat adds the evil descriptor to a spell.
Furthermore, if the spell deals damage, half of the damage
dealt is vile damage.

For example, a violated lightning bolt cast by an 8th-level
wizard deals 8d6 points of damage: 4d6 points of electricity
damage and 4d6 points of vile electricity damage (but
creatures immune to electricity take no damage).

A violated spell uses up a spell slot one level higher than
the spell’s actual level.

Special: A character may take this feat multiple times,
choosing a different spell each time.

VIOLATE SPELL—LIKE ABILITY [GENERAL]

The creature’s spell-like abilities are particularly tainted
with evil.

Benefit: This feat adds the evil descriptor to a spell-like
ability.

Furthermore, if the spell-like ability deals damage, half of
that damage (rounded down) is vile damage.

For example, if a violated lightning bolt from a cornugon
deals a total of 35 points of damage, half of that amount (18
points) is electricity damage and the other half (17 points)
is vile damage.

Creatures immune to electricity take no damage from a
violated lightning bolt.

Each of a creature’s spell-like abilities can be violated twice
per day, though the feat does not allow the creature to
exceed its normal usage limit for any ability.

Thus, if a cornugon chooses to violate its lightning bolt
ability, it can use a violated lightning bolt up to two times
that day.

Thereafter, it could use its lightning bolt ability again
normally once (since it can use lightning bolt three times per
day), or it could violate another of its spell-like abilities,
such as fireball.

Special: This feat can be taken multiple times.

Each time it is taken, the creature can apply it to each of its
spell-like abilities two additional times per day.

WILLING DEFORMITY [VILE]

Through scarification, self-mutilation, and supplication to
dark powers, the character intentionally mars her own
body.

Benefit: The character gains a +2 deformity bonus on
Intimidate checks.

CHAMPIONS OF RUIN (3.5)

MAIN SECTION FEATS

BLOODSOAKED INTIMIDATE []

Your bloody and vicious approach to combat makes you a
fearsome foe.

Prerequisites: Snatch Trophy.

Benefit: When you collect a trophy using the Snatch
Trophy feat, you can make an Intimidate check as a swift
action against an adjacent opponent who witnesses your
savage act (see the Swift and Immediate Actions sidebar for
more information).

Normal: Making an Intimidate check in combat is a
standard action.

CHAKRAM RICOCHET []

You can hurl a chakram so that it strikes two enemies
instead of one.

Prerequisites: Dex 13, base attack bonus +1, proficient
with chakram.

Benefit: If you hit a creature with a thrown chakram, you
can cause it to ricochet and strike a secondary target in an
adjacent square (within 5 feet of the primary target).

You immediately make an attack roll against the secondary
target, at a —2 penalty.

If the attack hits, you deal damage normally.

Special: A rogue with Chakram Ricochet can deal sneak
attack damage to both targets if they are within 30 feet and
denied their Dexterity bonus to AC.

CORRUPT SPELL [METAMAGIC]

You can transform one of your spells into a thing of evil due
to a deal you make with an evil power.

Prerequisites: Any evil alignment.

Benefit: This feat adds the evil descriptor to one
damaging spell you can cast.

You must choose the spell at the time you select the feat.
If the spell deals damage, half of the damage is unholy
damage.

For example, a corrupted fireball cast by a 6th-level wizard
deals 6d6 points of damage: 3d6 points of fire damage and
3d6 points of unholy damage.




Thus, creatures immune to fire still potentially take 3d6
points of damage.

Special: A character can take this feat multiple times,
choosing a different spell each time.

This feat originally appeared in Book of Vile Darkness and has
been revised for D&D v.3.5.

CRAVEN []

Like most sly rogues, you are a dangerous coward.
However, your sneak attacks deal more damage than
normal.

Prerequisites: Sneak attack class feature, cannot be
immune to fear.

Benefit: You take a —2 penalty on saving throws against
fear effects.

However, when making a sneak attack, you deal an extra 1
point of damage per character level.

DIRE FLAIL SMASH []

You have mastered the style of fighting with the dire flail
and have learned to deal thunderous blows with the
weapon.

Prerequisites: Str 13, Improved Sunder, Power Attack,
Weapon Focus (dire flail).

Benefit: If you hit the same creature with both ends of
your dire flail in the same round, it must make a Fortitude
saving throw (DC 10 + 1/2 your character level + your Str
modifier) or be dazed by the pain for 1 round.

Special: A fighter can select this feat as one of his fighter
bonus feats.

DIRTY RAT []

You are quite adept at slipping under a foe’s guard while
he’s distracted.

Prerequisites: Tumble 4 ranks.

Benefit: You gain an additional +1 bonus on attack rolls
when flanking an opponent.

DOOMSPEAK [BARDIC]

You can demoralize an enemy with horrible
condemnations and grim portents of impending doom.
Prerequisites: Bardic music class feature, Intimidate 8
ranks, Perform 8 ranks.

Benefit: You can spend one of your bardic music uses to
utter a string of crass and appalling epithets and curses at
one enemy within 120 feet.

The intended target must be able to hear and comprehend
your damning remarks.

A target that fails a Will save (DC 10 + your character level +
your Cha modifier) is cursed with a —10 penalty on attack
rolls, saves, ability checks, and skill checks for 1 round.
This is a supernatural, necromantic effect.

ENTANGLING SPELL [METAMAGIC]

Your spell releases residual eldritch power that entangles
your enemies.

Benefit: The feat can be applied to any instantaneous
spell that deals acid, cold, electricity, fire, or sonic damage,
such as fireball or lightning bolt.

After the spell is cast, lingering tendrils of raw energy
persist; creatures damaged by the spell are entangled for 1
round.

The spell is considered to be in effect during this time and
can be dispelled normally.

An entangling spell uses up a spell slot two levels higher
than the spell’s actual level.

FERAL ANIMAL COMPANION []

You can enslave a feral animal and adopt it as your animal
companion.

Prerequisites: Animal companion class feature, evil
alignment.

Benefit: Instead of calling a normal animal companion,
you can call a feral animal companion that foams at the
mouth.

Any creature harmed by the animal’s bite attack must
succeed on a DC 15 Fortitude save or contract red ache (see
Dungeon Master's Guide page 292).

The disease has no harmful effect on the feral animal.

In addition, your feral animal companion gains a +2 bonus
to Strength and Constitution.

Attempts by others to influence your feral animal
companion with Handle Animal checks take a —10 penalty.
Special: This feat does not transform a normal animal
companion into a feral animal companion.

FLAY FOE []

You are skilled at flaying the flesh from your enemy’s
bones.

Prerequisites: Str 15, base attack bonus +6, proficient
with slashing melee weapon.

Benefit: If you hit the same enemy more than once ina
single round with a slashing melee weapon, you deal an
extra point of damage with each hit after the first.
Special: A fighter can select this feat as one of his fighter
bonus feats.

IMPROVED FIENDISH SERVANT []

You gain the service of a powerful fiendish animal servitor.
Prerequisites: Fiendish servant class feature.
Benefit: Add the following creatures to your list of
eligible fiendish servants: ape, black bear, boar, crocodile,
dire badger, dire bat, dire weasel, heavy warhorse, leopard,
monitor lizard, constrictor snake, Large viper snake,
wolverine.

In addition, any fiendish servant you call has the fiendish
creature template (Monster Manual page 107).

The fiendish servant otherwise conforms to the rules in the
Dungeon Master's Guide (page 183).

LINGERING SPELL [METAMAGIC]

Residual eldritch energy from your spell continues to harm
your enemies after the spell’s main effect has expired.
Benefit: The feat can be applied to any one instantaneous
spell that deals acid, cold, electricity, fire, or sonic damage,
such as fireball or lightning bolt.

After the spell is cast, lingering tendrils of energy persist,
dealing 1d6 points of damage of the appropriate energy
type at the beginning of your next turn to all creatures
initially damaged by the spell.




The spell is considered to be in effect during this time and
can be dispelled normally.

A lingering spell uses up a spell slot one level higher than
the spell’s actual level.

MALIGN SPELL FOCUS []

Your evil spells are more potent than normal due to a deal
forged with an evil power.

Prerequisites: Any evil alignment.

Benefit: Add +1 to the DC for all saving throws against
any of your spells that have the evil descriptor.

Special: This feat originally appeared in Book of Vile
Darkness and has been revised for D&D v.3.5.

MORTIFYING ATTACK []

Those who witness your brutal death attack are unnerved
and jarred by the experience.

Prerequisites: Death attack class feature.

Benefit: All creatures within 30 feet that witness you
make a successful death attack must succeed on a Will save
(DC equal to death attack damage dealt) or be shaken for
2d4 rounds.

Any creature you consider your ally is unaffected.

In addition, creatures that fail the save are so horrified by
the attack that they lose their Dexterity bonus to Armor
Class for 1 round.

The target of the death attack must also make the saving
throw if it survives.

This extraordinary ability is a fear effect.

MUTILATOR []

After striking down your enemy in battle, you can skillfully
mutilate the corpse to prevent others from raising it from
the dead.

Prerequisites: Base attack bonus +4, any evil alignment.
Benefit: After delivering the killing blow to a creature
(that is, reducing it to —10 hit points) with a melee weapon,
you can decapitate or otherwise hack apart the corpse as a
free action.

Doing so does not provoke attacks of opportunity and
ensures that the creature cannot be revived using a raise
dead spell.

You can mutilate only one enemy per round in this fashion.

NATURAL BULLY []

You easily terrify weaker adversaries.

Prerequisites: Intimidate 6 ranks.

Benefit: All enemies within 30 feet of you that have one-
half your Hit Dice or less are bullied; they take a —2 morale
penalty on attack rolls made against you.

Abullied enemy that succeeds in hitting and damaging you
is no longer subject to the penalty and cannot be bullied by
you for 24 hours.

Creatures immune to fear effects cannot be bullied and do
not take the penalty on attacks rolls to hit you.

POISON IMMUNITY []

After prolonged exposure to a poison or toxin, you have
rendered yourself immune to it.

Benefit: You are immune to one specific poison (chosen
by you), whether available as a blade poison, the venom of a
specific creature, or one other toxin.

You also gain a +1 circumstance bonus on saving throws
against other poisons.

Special: A character can take this feat multiple times,
choosing a different poison each time.

The +1 bonus against other poisons does not stack with
itself.

PROFANE OUTBURST [DIVINE]

With a horrendous release of divine energy, you steel your
undead allies and minions against harm.

Prerequisites: Ability to rebuke undead, evil alignment.
Benefit: As a standard action, you can spend one of your
rebuke attempts to bathe all undead creatures within 60
feet in divine energy, granting them a +1 profane bonus to
Armor Class for 1 minute.

PULVERIZE FOE []

You enjoy smashing your opponents into submission.
Prerequisites: Str 15, base attack bonus +6, proficient
with bludgeoning melee weapon.

Benefit: If you hit the same enemy more than once ina
single round with a bludgeoning melee weapon, you deal
an extra 1d6 points of bludgeoning damage with each hit
after the first.

Special: A fighter can select this feat as one of his fighter
bonus feats.

REAPING SPELL [METAMAGIC]

The dark energy of your spell devours the soul of any
creature killed by it.

Prerequisites: Any evil alignment.

Benefit: A vaise dead, reincarnate, or resurrection spell
cannot return to life a creature killed by a reaping spell, and
a true vesurvection spell has only a 50% chance of succeeding,.
A reaping spell that fails to kill the target has no additional
effect.

A reaping spell uses up a spell slot three levels higher than
the spell’s actual level.

SHADOWFORM FAMILIAR []

You can summon a familiar from the Plane of Shadow.
Prerequisites: Krinth, summon familiar class feature.
Benefit: Your summoned familiar looks like a dark,
shadowy version of a normal familiar.

It is insubstantial and gains the incorporeal subtype (see
Monster Manual page 310).

A shadowform familiar is more closely bound to you than a
normal familiar, and the maximum distance from you the
shadowform familiar can travel is 30 feet per caster level.
If you are separated from your shadowform familiar by a
distance greater than this, the shadowform familiar
dissolves into nothingness and is considered slain.
Special: This feat does not transform a normal familiar
into a shadowform familiar.




SHADOWSTRIKE []

Due to your ties to the Plane of Shadow, you strike more
effectively in areas of dim illumination.

Prerequisites: Krinth, base attack bonus +1.

Benefit: When making an attack with a melee weapon in
an area of shadowy illumination (see Player's Handbook page
164), you gain a +1 circumstance bonus on the attack roll
and deal an extra 1d6 points of damage.

Special: A krinth fighter can select this feat as one of his
fighter bonus feats.

SKEWER FOE []

A ruthless combatant, you like to impale enemies on spears
and similar piercing weapons.

Prerequisites: Str 15, base attack bonus +6, proficient
with piercing melee weapon.

Benefit: If you hit the same enemy more than once ina
single round with a piercing melee weapon, you deal an
extra 1d6 points of piercing damage with each hit after the
first.

Special: A fighter can select this feat as one of his fighter
bonus feats.

SNATCH TROPHY []

You can quickly and skillfully collect a trophy of your
victory over a fallen foe.

Benefit: After dealing a creature enough damage to drop
it to negative hit points, you can slice or pry off a trophy as a
free action.

You must be adjacent to the dead or dying creature.

The trophy could be a small body part such as a finger or
ear.

Carving a trophy in this manner requires a light slashing or
piercing weapon and deals 1d6 points of damage to the
target creature.

(A creature with regeneration can regrow the severed body
part).

Alternatively, you can take a small item worn or carried by
your fallen foe, such as a piece of jewelry, pouch, potion,
light weapon, or helmet, in which case the victim takes no
damage.

The snatched item can weigh no more than 2 pounds.

You must have a free hand to collect the trophy.

TOUCH OF BENEVOLENCE []

Despite your evil alignment, you are prone to moments of
benevolence and mercy.

Prerequisites: Any evil alignment.

Benefit: Although you are evil and spells such as detect evil
reveal your true alignment, you have a 50% chance of
ignoring any effect that specifically targets or damages evil
creatures.

Special: To keep this feat, a character must demonstrate
periodic acts of kindness and mercy.

A DM can revoke this feat if the character fails to act in an
appropriately conflicted manner.

VIA NEGATIVA []

You can channel greater amounts of negative energy into
your inflict spells.

Prerequisites: Ability to rebuke undead.

Benefit: As a free action, you can spend one of your
rebuke attempts to deal additional harm with an inflict spell.
You must spend the rebuke attempt before making the
attack roll.

If the attack roll succeeds, the inflict spell deals an extra 1
point of damage per character level (maximum +20).

If the attack roll fails, the rebuke attempt is spent and
wasted.

NODE MAGIC FEATS

METANODE SPELL [METAMAGIC]

You cast metamagic spells to greater effect in nodes to
which you are attuned than elsewhere.

Prerequisite: Node Spellcasting, caster level 1st.
Benefit: When casting a spell improved by a metamagic
feat, you can deduct the class of the node layer in which
you currently stand from the increased spell level.

The class of the layer does not equal the class of the node
unless you are standing in the innermost portion of it.

For example, if you use Maximize Spell to augment the 5th-
level spell flame strike in the innermost (+1) layer of a Class
1 node, you cast the spell as if it were only two levels higher
than normal, not three, because the node pays one spell
level's worth of the metamagic cost.

This feat is most useful to casters who do not prepare spells
(such as bards and sorcerers) and to wizards who rarely
leave their nodes and can therefore prepare and cast their
spells at the adjusted level.

If you use this feat to reduce the cost of preparing a
metamagic spell and then leave the node, the spell you
prepared is unavailable until you return to a node layer of at
least the same class as the one in which the spell was
prepared.

NODE DEFENSE []

You can use the magical power of a node to defend yourself
from harm.

Prerequisite: Node Spellcasting, caster level 1st.
Benefit: You receive an insight bonus to your Armor
Class and on saving throws equal to the class of any node
that you currently occupy and to which you are attuned, up
to a maximum of +4.

For example, if you are inside the middle (+2) layer of a
Class 3 node, you gain a +2 bonus.

NODE SENSITIVE []

You can perceive a node just by passing near it.

Benefit: You automatically note the presence of any node
to which you are attuned within 30 feet.

Normal: A creature without this feat that comes within

30 feet of the outermost layer of a node can make a DC 20
Intelligence check to note the presence of the node.

A creature with the appropriate Node Spellcasting feat can
attempt either an Intelligence check or a Spellcraft check at
the same DC to notice the node.




NODE SPELLCASTING []

You have discovered the secret of the magic of a particular
type of node.

Prerequisite: Caster level 1st.

Benefit: You are attuned to one type of node and the
magical power it provides.

When you choose this feat, choose a type of node (earth,
evil, or Shadow Weave).

This feat grants you access to the various node magic feats
and node powers, and allows you to make a Spellcraft check
instead of an Intelligence check to notice nearby nodes of
the type to which you are attuned.

Normal: A creature without this feat cannot take other
node-related feats, cannot access a node’s full potential, and
must make an Intelligence check to notice nearby nodes or
to manipulate node powers.

Special: You can gain this feat multiple times.

Each time you take the feat, it attunes you to a different
node type.

NODE STORE []

You can store a prepared spell in a node to which you are
attuned.

Prerequisite: Node Spellcasting, caster level 1st.
Benefit: Each time you take this feat, choose two spells of
any level that you know and can cast.

If you are a spellcaster who prepares spells, you can now
prepare those two spells in addition to your normal spell
complement as long as you are in a node to which you are
attuned, just as if you had two extra spell slots per day.
These extra prepared spells are stored in the node instead of
in your mind.

You can cast them normally while you are within that node,
even if you have left the node and returned since storing
them there.

If you are a spellcaster who does not prepare spells, choose
two spells that you know.

You can now cast those two spells while in a node to which
you are attuned as if you had two extra spell slots per day
available.

Each such slot can be used only to cast its designated spell;
it cannot be used for any other spell (including the other
spell designated with this feat).

If you leave the node, these extra spell slots become
unavailable to you, but you can use them again if you
return, provided that you haven't already used them since
the last time you rested.

You do not need to designate a specific node in which to
store your spells when you choose this feat, but you can
have spells stored in only one node at a time.

You can change the node in which your spells are stored by
meditating for 1 hour inside the new node you have
selected.

Special: You can gain this feat multiple times.

Each time you take the feat, it applies to two new spells.

INITTIATE FEATS

INITIATE OF GHAUNADAUR [INITIATE]

You have learned the dread secrets of the god of oozes,
slimes, jellies, and outcasts.

Prerequisites: Cleric level 3rd, patron deity

Ghaunadaur.

Benefit: You can command or rebuke oozes as an evil

cleric commands or rebukes undead.

You can use this supernatural ability a number of times per

day equal to 3 + your Cha modifier.

In addition, you add the following spells to your cleric spell

list.

st Corrosive Grasp: 1 touch/level deals 1dé6+1 acid
damage.

2nd Blindsight: Grants blindsight out to 30 ft.

3rd Amorphous Form: Subject becomes pudding-like
and can slip through cracks quickly.

sth Slime Hurl: Hurl up to three globs of green slime.

7th Mantle of the Slime Lord: Nonintelligent oozes do
not attack you, and you gain some ooze
immunities.

INITIATE OF GRUUMSH [INITIATE]

The singular eye of the great orc god Gruumsh watches
over you.

Prerequisites: Orc or half-orc, ability to cast 2nd-level
divine spells, patron deity Gruumsh.

Benefit: Once per day, as a swift action (see the Swift and
Immediate Actions sidebar, page 21), you can cast any cure
spell you have prepared, or you can spontaneously cast an
inflict spell.

In addition, you add the following spells to your divine
spellcaster list.

If you have more than one divine spellcasting class before
taking this feat, you must decide to which class’s spell list to

add the spells.

2nd Battle Line: Creates an area of doom on the
battlefield.

3rd Bloodspear: Makes one spear into a wounding
weapon.

sth Pocket Cave: Creates an extradimensional space

where you and your allies can hide.

6th Eyebite: Target becomes panicked, sickened, and
comatose.

7th Waves of Exhaustion: Several targets become
exhausted.

INITIATE OF KOSSUTH [INITIATE]

You have faced the fierce elemental flame and unlocked

some of the secrets of Kossuth’s church.

Prerequisites: Cleric level 3rd, patron deity Kossuth.

Benefit: All fire elementals that you summon using the

summon monster spells have +2 hit points per die (instead of

average hit points).

In addition, you add the following spells to your cleric spell

list.

Level

2nd Aganazzar’s Scorcher: Path of fire deals 1d8
damage per 2 levels (max 5d8).

4th Fire Stride: Multiple use dimension door that works
only through large fires.
sth Shroud of Flame: Target bursts into flames, taking

2d6 fire damage per round and dealing 1d4 fire
damage to creatures within 10 ft.

8th Incendiary Cloud: Cloud deals 4dé fire
damage/round.




INITIATE OF LOVIATAR [INITIATE]

With great pain comes great power.

This and other secrets you have learned from the church of

Loviatar.

Prerequisites: Cleric level 5th, patron deity Loviatar.

Benefit: The first time you take damage in any combat,

you gain a +1 morale bonus on attack rolls and a +1 morale

bonus on saving throws against fear effects for 1 minute per

cleric level.

In addition, you add the following spells to your cleric spell

list.

2nd Nybor’s Gentle Reminder: Target is dazed for 1
round, thereafter —2 on attacks, saves, and checks,
and distracted.

3rd Mystic Lash: Energy whip deals 1dé6 electricity
damage/three levels (max 4d6) and stuns for 1
round.

sth Fleshshiver: Target is stunned for 1 round, tales
1d6/level damage, and is nauseated for 1d4+2
rounds.

INITIATE OF SHAR [INITIATE]

You have been initiated into the greatest secrets of Shar’s
church.

Prerequisite: Able to cast 1st-level divine spells, patron
deity Shar.

Benefit: You add Bluff and Hide to your list of class skills.
In addition, you add the following spells to your divine
spellcaster spell list.

If you have more than one divine spellcasting class before
taking this feat, you must decide which class has the
additional spells added to its list.

1St Disguise Self: Changes your appearance.

3rd Crushing Despair: Subject takes —2 on attack rolls,
damage rolls, saves, and checks.

4th Armor of Darkness: Creates a shroud of shadow

around target that grants darkvision, a bonus to
AC, and a bonus to some saving throws.
sth Darkbolt: One beam of darkness/2 levels deals
damage and dazes opponents.
Special: The armor of davkness and darkbolt spells also
appear on the Darkness domain list.
With this feat, you can cast them as regular cleric spells, not
just domain spells.

INITIATE OF VARAE [INITIATE]

You fervently worship Varae, the serpentine goddess, and

guard well the secrets of your faith.

Prerequisites: Extaminaar, cleric level 3rd, patron deity

Varae.

Benefit: Once per day, as a standard action, you can

transform your skin into shimmering emerald scales.

The scales absorb magic missile damage as the shield spell,

and they enable you to pass through walls of force as if they

weren't there.

The emerald scales last for 1 minute per character level.

This is a supernatural ability.

In addition, you add the following spells to your cleric spell

list.

2nd Blinding Spittle: Ranged touch attack blinds
subject.

4th Serpent Arrow: Transforms up to eight missiles
into Tiny vipers.

6th Veil: Changes appearance of group of creatures.

8th Animal Shapes: One ally/level polymorphs into
chosen animal (snakes only).

VILE FEATS

DEMONSWORN KNIGHT [VILE]

A scornful champion of the demon princes, you detest and
oppose devils and other creatures that refuse to heed the
call of chaos.

Prerequisites: Thrall to Demon, base attack bonus +4.
Benefit: Any weapon you wield is treated as chaotic- and
evil-aligned for the purpose of overcoming damage
reduction.

In addition, against lawful outsiders, you deal an extra 1dé6
points of damage with any successful weapon attack.
Special: This feat can only be taken once.

A character who takes this feat cannot also take the
Hellbound Knight or Tormented Knight feat.

A fighter can select this feat as one of his fighter bonus
feats.

In addition, your eyes turn dead black, and your teeth
become as sharp as fangs.

DISCIPLE OF DARKNESS [VILE]

You formally supplicate yourself to an archdevil.

In return for this obedience, you gain a small measure of
the archdevil’s power.

Prerequisites: Lawful evil alignment.

Benefit: Once per day, while performing an evil act, you
can call upon your diabolic patron to add a +1 luck bonus to
any one attack roll, saving throw, ability check, skill check,
or level check.

Special: This feat can only be taken once.

A character who takes this feat cannot also take the Scion of
Sorrow or Thrall to Demon feat.

EVIL BRAND [VILE]

You are physically marked forever as a servant of an evil
power greater than yourself or as a villain who does not care
that you seek only death, destruction, and misery for
others.

The symbol is unquestionable in its perversity, depicting a
depravity so unthinkable that all who see it know beyond a
doubt that the bearer is forever in the sway of the blackest
powers.

Benefit: Evil creatures automatically recognize the
symbol now emblazoned upon you as a sign of your utter
depravity or discipleship to a powerful patron, although the
specific identity of the patron is not revealed.

You gain a +2 circumstance bonus on Diplomacy and
Intimidate checks made against evil creatures.

EVIL EMBRACED [VILE]

You embrace the power of your fiendish patron and call
upon that power in moments of great need.
Prerequisites: Evil Brand.




Benefit: Once per day, as an immediate action (see page
21), you can call upon your fiendish patron to steel you
against harm.

You gain damage reduction 10/good for 1 round (until the
start of your next turn).

HELLBOUND KNIGHT [VILE]

A devoted disciple of the Nine Hells, you have sworn to
strike down creatures that oppose law and threaten
tyranny.

Prerequisites: Disciple of Darkness, base attack bonus
+4.

Benefit: Any weapon you wield is treated as lawful- and
evil-aligned for the purpose of overcoming damage
reduction.

In addition, against chaotic outsiders, you gain a +1 profane
bonus on attack rolls.

Special: This feat can only be taken once.

A character who takes this feat cannot also take the
Demonsworn Knight or Tormented Knight feat.

A fighter can select this feat as one of his fighter bonus
feats.

In addition, as soon as you take this feat, your eyes turn red.

SCION OF SORROW [VILE]

You formally supplicate yourself to a powerful yugoloth
lord.

In return for your unflinching obedience, you gain a small
measure of the wretched fiend’s power.

Prerequisites: Neutral evil alignment.

Benefit: Once per day, while performing an evil act, you
can call upon your fiendish patron to add a +1 luck bonus to
any one attack roll, saving throw, ability check, skill check,
or level check.

Special: This feat can only be taken once.

A character who takes this feat cannot also take the Disciple
of Darkness or Thrall to Demon feat.

THRALL TO DEMON [VILE]

You formally supplicate yourself to a demon prince.

In return for this obedience, you gain a small measure of
the demon prince’s power.

Prerequisites: Chaotic evil alighment.

Benefit: Once per day, while performing an evil act, you
can call upon your demonic patron to add a +1 luck bonus
to any one attack roll, saving throw, ability check, skill
check, or level check.

Special: This feat can only be taken once.

A character who takes this feat cannot also take the Disciple
of Darkness or Scion of Sorrow feat.

TORMENTED KNIGHT [VILE]

You are inexorably bound to the loathsome yugoloths that
lurk in the Barrens of Doom and Despair, and you strive to
bring misery and pain to all creatures that oppose them.
Prerequisites: Scion of Sorrow, base attack bonus +4.
Benefit: Any weapon you wield is treated as evil-aligned
for the purpose of overcoming damage reduction.

Any chaotic or lawful outsider you successfully damage
with a melee or ranged weapon must succeed on a

Fortitude save (DC 10 + damage dealt) or take 1d4 points of
Charisma damage.

Special: This feat can only be taken once.

A character who takes this feat cannot also take the
Demonsworn Knight or Hellbound Knight feat.

A fighter can select this feat as one of his fighter bonus
feats.

In addition, as soon as you take this feat, your flesh turns
pale and becomes unnaturally cold to the touch.

CHAMPIONS OF VALOR
(3.5)

MAIN SECTION FEATS

BROKEN ONE’S SACRIFICE []

Your dedication to Ilmater’s philosophy has given you the
power to take attacks directed at others.

Prerequisites: Wis 13, member of the Broken Ones
monk order.

Benefit: As an immediate action, you can intervene on
behalf of an adjacent ally (of your size or smaller) who is
under attack.

When you activate this feat, you and the ally switch spaces.
If there is not enough space for this to occur, you can’t
activate the feat.

Then, you suffer the harmful effect as if you were the
intended target; the ally is unaffected by it.

In addition to the obvious harmful effect this has upon you,
this action is a drain on your personal energy, Once the
effect of the intervention is resolved, you become fatigued.
You cannot use this feat if you are exhausted or if you are
immune to fatigue.

You can choose to activate this feat after the success or
failure of the harmful effect is determined, but you must
activate it before the extent of the effect is determined
and/or applied to the ally.

Example: If an adjacent ally is attacked, you could wait until
after the attack roll (and confirmation roll, if the attack is a
critical threat) is made to activate the feat, but you would
have to activate it before damage is rolled.

If the adjacent creature also benefits from a miss chance,
you could wait until after that roil was made to activate the
feat.

Example: If an adjacent creature is within the area of a
lightning bolt spell, you could wait until the creature rolls its
saving throw (and checks its spell resistance, if any), but
you would have to activate the feat before the spell’s
damage is rolled, If an adjacent creature is targeted by an
attack that deals a fixed amount of damage, such as a
maximized magic missile spell, you would choose to activate
this feat after the spell hit the target, but before damage was
applied.

By activating this feat, you give up any opportunity to avoid
the harmful effect normally allowed by a saving throw,
spell resistance, AC, or concealment.

If the effect allows a saving throw or spell resistance, you
automatically fail the save or spell resistance check.

If the effect requires an attack roll, it automatically hits you
(and if it scored a critical hit, it automatically scores a




critical hit on you), even if you would normally benefit
from a miss chance against the attack.

Any immunities or resistances you have apply normally; for
example, if you are immune to critical hits, an attacker can’t
score a critical hit on you just because he scored one on the
ally.

If you can't physically interact with or manipulate objects
(for instance, if you are incorporeal or in gaseous form, or if
either you or the ally, but not both of you, are ethereal), you
can’t switch places with the ally and thus can’t activate this
feat.

It should go without saying, but if you are incapable of
taking an action (dazed, paralyzed, stunned, unconscious,
and so on), you can't use this feat.

CARMENDINE MONK []

You have learned that study is just as important as insight
to finding enlightenment.

Prerequisites: Int 13, member of Zealots of the Written
Word monk order (see page 105).

Benefit: You can use your Intelligence bonus instead of
your Wisdom bonus for determining your monk AC bonus
and for determining the save DC against your stunning fist
and quivering palm attacks.

You can study your thesis notes for 1 hour to treat your
monk level as two higher for determining one of the
following monk abilities: unarmed damage, AC bonus, or
unarmored speed bonus.

This benefit lasts for 24 hours, at which point you can study
your notes again to gain the same or a different effect.

You can't study your notes more than once in any 24-hour
period.

DEFENDER OF THE HOMELAND [EXALTED]

You have sworn a sacred oath to protect your country from
evil.

Prerequisites: Wis 13, any good alighment.

Benefit: When fighting in your home region, you gain a
+1 sacred bonus to Armor Class and immunity to fear
effects.

DETECT SHADOW WEAVE USER []

You can determine if a magic item or spellcaster is using
the Weave or the Shadow Weave.

Prerequisites: Knowledge (arcana) 5 ranks, Spellcraft 5
ranks.

Benefit: Whenever you observe spellcasting or a magical
effect you can make a Spellcraft check (DC 15 + spell level)
as an immediate action to determine if the effect comes
from the Weave or the Shadow Weave.

When using detect magic, you automatically identify the
Weave or Shadow Weave origin of any aura you detect.

DRUUTH SLAYER []

YOU have studied the lore of the druuth (a cabal of
doppelgangers led by a mind flayer) and know how to
recognize and resist their powers.

Prerequisites: Knowledge (dungeoneering) 2 ranks,
Knowledge (nature) 2 ranks.

Benefit: This feat grants three benefits.

First, you get a +1 bonus on Will saving throws.

Second, you gain a +10 insight bonus on Spot checks made
to recognize a doppelganger using its change shape ability.
Third, if affected by a mind flayer's mind blast, you get a new
saving throw every round at the end of your turn to end the
stun effect.

DUERRAN METAFORM TRAINING [PSIONIC]

Your studies have shown you the way to link your psionics
and your enlarge person spell-like ability.

Prerequisite: Gray dwarf.

Benefit: You can expend 5 power points to activate your
enlarge person spell-like ability.

Though the triggering energy is psionic (and thus can’t be
initiated where psionics is unavailable), all other effects
work like standard spell-like abilities.

Note: This psionic technique was created by the gray dwarf
worshipers of Deep Duerra, but other duergar (including
exiles) have developed it independently.

DUERRAN STEALTH TRAINING [PSIONIC]

Your studies have shown you the way to link your psionics
and your invisibility spell-like ability.

Prerequisite: Gray dwarf.

Benefit: You can expend 5 power points to activate your
invisibility spell-like ability.

Though the triggering energy is psionic (and thus can’t be
initiated where psionics is unavailable), all other effects
work like standard spell-like abilities.

Note: This psionic technique was created by the gray dwarf
worshipers of Deep Duerra,, but other duergar (including
exiles) have developed it independently.

FROM SMITE TO SONG []

You can channel your destructive holy energy into
powerful song magic for the glory of Milil.
Prerequisites: Perform (any) 3 ranks, member of the
Harmonious Order (see page 101).

Benefit: You can spend a smite evil attempt to duplicate
the effects of the inspire courage bardic music ability (see
page 29 of the Player's Handbook), Your effective bard level
(for the purpose of determining the value of the bonuses
granted) is equal to your paladin level Add Perform to your
list of paladin class skills.

INITIATE OF ANHUR [INITIATE]

YOU have been initiated into the greatest secrets of
Anhur’s church.

Prerequisites: Cleric or ranger 5th, patron deity Anhur.
Benefit: You take no penalty on Listen checks for being
distracted or asleep.

You can make attacks of opportunity when you are flat-
footed as though you had the Combat Reflexes feat.

You do not gain extra attacks of opportunity in a round
from this ability.

In addition, you add the following spells to your cleric or
ranger spell list.

1st—Dbless weapon.

2nd—spiritual weapon (ranger only), thunderstroke (see page
59).

Normal: A distracted or sleeping character makes Listen
checks with a —5 or —10 penalty, respectively.




INITIATE OF ARVOREEN [INITIATE]

You have been initiated into the greatest secrets of
Arvoreen’s church.

Prerequisites: Halfling, cleric or paladin 4th, patron
deity Arvoreen.

Benefit: Add Hide and Move Silently to your list of cleric
or paladin class skills.

In addition, you add the following spells to your cleric or
paladin spell list.

1st—enlarge person, low-light vision, message.

3rd—Dblade thirst, safe clearing.

INITIATE OF BARAVAR CLOAKSHADOW
[INITIATE]

You have been initiated into the greatest secrets of Baravar
Cloakshadow’s church.

Prerequisites: Gnome, cleric or paladin 4th, patron
deity Baravar Cloakshadow.

Benefit: You can spend a turn/rebuke attempt as a
standard action to recognize all visible illusion effects
within 6o feet of you.

If the illusion has a save entry that includes “disbelief’
(such as silent image), you are immediately awarded an
automatically successful save against that illusion.
Illusions that have no visible effect (such as invisibility) are
not revealed by this action.

In addition, you add the following spells to your cleric or
paladin spell list.

1st—camouflage.

2nd—invisibility, swift invisibility (see page 56).
3rd—displacement.

4th—dimension door.

INITIATE OF EILISTRAEE [INITIATE]

You have been initiated into the greatest secrets of
Eilistraee’s church.

Prerequisites: Drow or half-drow, cleric or ranger 4th,
patron deity Eilistraee.

Benefit: Once per day, you can spend one of the daily
uses of your racial spell-like abilities (dancing lights, darkness,
or faerie fire) to produce a magic missile effect (caster level
equals class level).

In addition, you add the following spells to your cleric or
ranger spell list.

1st—Eilistraee’s moonfire (see page 55).

3rd—Tlesser spellsong (see page 58).

6th (cleric only)—spellsong (see page 58).

INITIATE OF THE HOLY REALM [INITIATE]

You have been initiated into the greatest secrets of one of
the faiths of the Holy Realm (Chauntea, Helm, Lathander,
Selfine, or Sune).

Prerequisites: Cleric, paladin, or ranger 3rd of
Chauntea, Helm, Lathander, Nobanion, Seline, or Sune.
Benefit: You get a +1 sacred bonus on all saving throws
while within the Holy Realm or on a quest specifically
dedicated to supporting the Holy Realm.

In addition, you add the following spells to your cleric,
paladin, or ranger spell list.

1st—alarm, handfive, hovrible taste (see page 56), rosemantle.
2nd—Tlionheart (see page 56), love bite (see page 56), warning.

INITIATE OF HORUS—RE [INITIATE]

You have been initiated into the greatest secrets of Horus-
Re’s church.

Prerequisites: Cleric, paladin, or ranger 4th, patron
deity Horus-Re.

Benefit: Once per day, you can use wild shape (as the
druid ability) to take the shape of a hawk for 1 hour.
This is a supernatural ability.

In addition, you add the following spells to your cleric,
paladin, or ranger spell list.

1st—command (paladin and ranger only), disk of solar
vengeance (see page 54, herald’s call.

2nd—stormuoice (see page 59).

3rd—rvighteous fury (cleric only), searing light (paladin and
ranger only).

INITIATE OF MILIL [INITIATE]

You have been initiated into the greatest secrets of Milil's
church.

Prerequisites: Cleric or paladin 4th, Perform (any) 3
ranks, patron deity Milil.

Benefit: Your bard, cleric, and paladin levels stack for the
purpose of determining which kinds of bardic music you
can use (but not any other effect related to bardic music).
You must still meet the Perform skill rank requirement to
use various kinds of bardic music.

In addition, you add the following spells to your cleric or
paladin spell list.

1st—harmony.

2nd—dispel silence (see page 54,).

3rd—reveille.

INITIATE OF NOBANION [INITIATE]

You have been initiated into the greatest secrets of
Nobanion’s church.

Prerequisites: Cleric or paladin 4th, patron deity
Nobanion.

Benefit: You gain wild empathy (as the druid class
feature), usable only on feline and part-feline animals or
magical beasts (such as chimeras, dire lions, dire tigers,
dragonnes, and manticores); your effective druid level for
the purpose of making such checks is equal to the sum of
your druid, ranger, cleric, and paladin class levels.

You also gain the smite power, the supernatural ability to
make a single melee attack once per day with a +4 bonus on
the attack roll and a bonus on damage equal to the sum of
your cleric, druid, ranger, and paladin levels.

These bonuses only apply if the attack is made against a
follower of Malar or an item of his church; if you
accidentally smite a creature or object that doesn’t meet this
requirement, the smite has no effect but is still used.

You must declare the smite attempt before making the
attack.

In addition, you add the following spells to your cleric or
paladin spell list.

2nd—Tion heart (see page 56).

3rd—summon nature’s ally 11 (lion only).

4th—shout.




INITIATE OF TORM [INITIATE]

YOU have been initiated into the greatest secrets of Torm’s
church.

Prerequisites: Cleric or paladin 4th, patron deify Torm.
Benefit: You gain the smite power, the supernatural
ability to make a single melee attack once per day with a +4
bonus on the attack roll and a bonus on damage equal to the
sum of your cleric, druid, ranger, and paladin levels.

These bonuses only apply if the attack is made against a
follower of Bane or Cyric (including former incarnations or
variants of those deities, such as Bhaal, Myrkul, or Xvim); if
you accidentally smite a creature that doesn’t meet this
requirement the smite has no effect but is still used.

You must declare the smite attempt before making the
attack.

In addition, you add the following spells to your cleric or
paladin spell list.

1st—bless weapon (cleric only), command (paladin only).
4th—hand of Torm*.

*This spell (and others) appeared’ in Magic of Faeriin with a
deity designator, but there was no rule prohibiting its use
by other clerics.

If you use initiate feats in your game, you should not allow
clerics without the appropriate initiate feat to cast those
spells.

Thus, only characters with the Initiate of Torm feat should
be able to cast the hand of Torm spell, even though Magic of
Faeriin put it on the cleric and paladin spell lists.

INITIATE OF TYMORA [INITIATE]

You have been initiated into the greatest secrets of
Tymora’s church.

Prerequisites: Cleric or ranger 4th, patron deity
Tymora.

Benefit: Once per day, you can add a +5 luck bonus on
any attack roll, saving throw, skill check, or ability check
you have just made before the DM declares whether the
roll results in success or failure.

If you have the Luck domain and you use that domain’s
power to reroll this attack, save, or check, the luck bonus
applies to the reroll as well.

In addition, you add the following spells to your cleric or
ranger spell list.

1st—fleeting fortune (see page 55).

2nd—favor of Tymora (see page 55).

KNIGHT OF THE RED FALCON [EXALTED]

Your military order has a legendary ability to survive
against overwhelming odds.

Prerequisites: Cleric, fighter, or paladin 4th, member of
the Order of the Red’ Falcon (see page 103).

Benefit: You gain a +1 morale bonus to Armor Class
when you are adjacent to more than one enemy.

(Helpless enemies don't count toward this benefit).

KNIGHT OF THE RISEN SCEPTRE [EXALTED]

Your military order is dedicated to lighting Set and his
minions, and even death cannot stop you from this task.
Prerequisites: Paladin or ranger 8th, patron deity Osiris.
Benefit: You get a +4 sacred bonus on saving throws
against death effects, energy drain, and ability drain.

If you are slain by a follower of Set, you come back to life 1
hour later as though resurrection had been cast upon you.
Instead of losing a level due to this effect, you gain one
negative level.

If a follower of Osiris brings you back to life with raise dead,
vesurrection; or a similar effect that would normally cause
you to lose a level, you gain one negative level rather than
losing a level.

You can gain the negative level bestowed by this feat even
if you are normally immune to negative levels.

A negative level bestowed by this feat can’t be removed by
any normal means (such as restoration), nor does it ever
become an actual lost level.

Instead, the negative level remains until you next gain a
class level, or until you kill or destroy the follower of Set
who killed “ you, at which point it disappears.

While you have a negative level bestowed by this feat, you
lose all benefits of this feat except the sacred bonus on
saving throws.

KNIGHT OF TYR’S HOLY JUDGMENT
[EXALTED]

You can draw upon the power of Tyr to sense and
understand the law and to locate devils.

Prerequisites: Int 13, member of the Knights of Holy
Judgment (see page 102).

Benefit: You gain a supernatural ability to sense and
understand laws.

Add your paladin level to any Knowledge or Intelligence
check made regarding laws.

You can use this ability even if you are unfamiliar with the
local laws or don’t even know where you are.

For example, if you use this ability upon approaching the
city of Luthcheq in Chessenta, a Knowledge (arcana) or
Knowledge (local Chessenta) check reveals to you that
arcane magic is forbidden there.

If you later end up in a strange land by way of a portal, and a
Knowledge (religion) check reveals that Loviatar is the
official religion where you are, you realize you are in (for
instance) Dambrath.

You can use this ability to find loopholes in the law, such as
learning that the local temple’s ability to offer a wanted
criminal sanctuary only applies from dusk until dawn,
allowing you to arrest the criminal after daybreak.

When you use your detect evil ability, the second round of
use reveals whether or not any creatures in the area are
devils, though you do not learn their exact location (but in
most cases you can identify them in the third round by the
strength of their aura).

Yon gain a +1 sacred bonus to Armor Class against devils.

KNIGHT OF TYR’S MERCIFUL SWORD
[EXALTED]

You can draw upon the power of Tyr to sense where you are
needed.

Prerequisites: Wis 13, member of the Knights of the
Merciful Sword (see page 102).

Benefit: You gain the supernatural ability to sense
injustice and great evil.

Once per week as a standard action, you can concentrate to
sense the direction of the greatest injustice or evil within 1
mile of you (DM’s determination).




Alternatively, you can meditate for 8 hours to expand your
range to 10 miles for that use of the feat.

Murder, treason, and the presence of evil outsiders rank
highest with this sense, while other crimes, injustices, and
evil creatures rank lower, similar to the aura strengths
listed in the detect evil spell.

You gain a +1 sacred bonus to Armor Class against demons.
You get a +1 sacred bonus on Fortitude saves against effects
created by followers of Loviatar.

MARK OF THE TRIAD [DIVINE]

You have been initiated into the greatest secrets of the
Triad, the godly triumvirate of Tyr, Torm, and Ilmater.
Prerequisites: Initiate of Ilmater, Initiate of Torm (see
page 11), or Initiate of Tyr.

Benefit: You can spend a turn undead attempt as a swift
action and imbue a greatsword, longsword, or unarmed
strike with either the axiomatic or holy special ability (see
page 223 and 225 of the Dungeon Master's Guide,
respectively).

The effect lasts until the start of your next turn.

OVERCOME SHADOW WEAVE []

You understand the strengths and weaknesses of the
Shadow Weave and are more resistant to its tricks.
Prerequisites: Knowledge (arcana) 5 ranks, Spellcraft 5
ranks, spellcaster who uses the Weave.

Benefit: You get a +5 bonus on caster level checks to
detect, counterspell, and dispel Shadow Weave effects.
You get a +1 bonus on Will saving throws against Shadow
Weave effects.

PALADIN OF THE NOBLE HEART [EXALTED]

You are tasked by Ilmater to eliminate cruelty from the
world, particularly that of Loviatar.

Prerequisites: Knowledge (religion) 4 ranks, member of
the Companions of the Noble Heart (see page 100).
Benefit: You get one extra smite evil attempt per day that
can only be used on followers of Loviatar or items of her

church.

SILVER BLOOD []

You have magically or alchemically imbued your flesh and
blood with silver, making you resistant to lycanthrope
attacks.

Prerequisite: Base Fortitude save +2.

Benefit: You cannot be infected with lycanthropy.

Any lycanthrope that bites you must make a Fortitude save
(DC 10 + 1/2 your Hit Dice + your Con modifier) or take
damage equal to your Constitution modifier (minimum 1
point).

This damage is treated as silver for the purpose of
overcoming a lycanthrope’s damage reduction.

Special: If you are already an afflicted lycanthrope, the
DCs for your Control Shape checks increase by 5 and you
lose your lycanthrope damage reduction.

If you are already a natural lycanthrope, you must make a
DC 15 Control Shape check to change form and your
lycanthrope damage reduction decreases to 5/silver.

SILVER FANG []

By following a ritual taught by the Fangshields, your
natural attacks are suffused with the power of silver and are
fully effective against lycanthropes.

Prerequisites: Base Fortitude save +4, member or ally of
the Fangshields (see page 78).

Benefit: Your natural attacks and unarmed strikes count
as silver weapons for the purpose of overcoming damage
reduction.

Special: If you are a lycanthrope, your natural attacks no
longer infect others with lycanthropy.

SMITING POWER []

You use your smite ability to augment other combat
maneuvers.

Prerequisites: Power Attack, ability to smite.
Benefit: You can use your smite ability (whether smite
evil or from some other source) when making a bull rush or
overrun attempt.

If your smite ability would normally grant a bonus on your
attack roll against the target of your bull rush or overrun,
you can add this bonus to your Strength check instead.

In addition, if you win the opposed check to bull rush or
overrun the target, you deal damage to the target equal to
the bonus the smite would grant on a damage roll against
that creature.

You must announce the smite attempt before starting the
bull rush or overrun.

If your smite attempt would not grant a bonus against the
target of your bull rush or overrun attempt (for instance, if
you used smite evil when bull rushing a nonevil creature),
the attempt is wasted to no effect.

SWORD OF THE ARCANE ORDER []

Members of your military order have a special connection
with arcane magic.

Prerequisites: Paladin 4th of Azuth or Mystra, or ranger
4th of Mystra; member of the Knights of the Mystic Fire
(see page 102), the Order of the Shooting Star (see Knights
of the Mystic Fire, page 102), or the Swords of the High
One (see page 104).

Benefit: You can use your paladin and ranger spelt slots
to prepare wizard spells.

You must have a minimum Intelligence score of 10 + the
spell's level to prepare it, and the save DC of the spell is
equal to 10 + your Int modifier (as if you were a wizard).
These wizard spells can be taken either from your
spellbook (if you have one) or from another character’s
spellbook (though in the latter case you must decipher the
writing in the book and succeed on a Spellcraft check to
prepare the spell, just as a wizard using a borrowed
spellbook; see Wizard Spells and Borrowed Spellbooks,
page 178 of the Player's Handbook, for details).

If you also have levels in wizard, your wizard caster level is
treated as the sum of your wizard, paladin, and ranger class
levels.

Special: Azuth has a paladin order called the Swords of
the High One, Mystra has a paladin order called the
Knights of the Mystic Fire and a closely allied group of
rangers called the Order of the Shooting Star.




Members of all three of these groups can select this feat as
long as they are at least 4th level in their respective order’s
primary class.

SUN SOUL MONK []

Your training with this monk order gives you special
powers depending on which sect you follow.
Prerequisites: Monk 6th, member of the Sun Soul
monk order (see page 25 of the FORGOTTEN REALMS
Campaign Setting and page 41 of City of Splendors: Water deep).
Benefit: This feat’s benefit depends on the patron deity of
the monastery where you studied.

Lathander: You can channel your ki to turn an undead
creature.

Once per day you can choose to imbue a single unarmed
strike with ki; this decision must be made before the attack
roll is made.

If you hit an undead creature with this attack, it is turned
unless it succeeds on a Will save (DC 10 + 1/2 your HD +
your Wis modifier).

If the undead creature has turn resistance, it can add this as
abonus on its save.

If you have the Stunning Fist feat, you can also expend a
daily use of your stunning fist to use this feat.

If you have the turn undead class feature, you can expend a
turn undead attempt to use this feat.

Seliine: Your unarmed strikes deal an extra 1 point of cold
damage and count as silvered weapons for the purpose of
overcoming damage reduction.

When in moonlight or starlight, treat your monk level as
three levels higher for the purpose of determining your
unarmored speed bonus.

Sune: Your combat style is fascinating to watch.

Once per day as a standard action, you can perform a
maneuver that fascinates a single creature within 30 feet
that can see you (Will negates, save DC 10 + 1/2 your HD +
Cha modifier).

Creatures of a type different from your gain a +4 bonus on
the save.

This supernatural effect lasts for 1 round.

If you have the Stunning Fist feat, you can also expend a
daily use of your stunning fist to use this feat.

SIDEBAR FEATS

FAVORED IN GUILD []

You are an active and valued member of your organization.
Prerequisites: Membership in a guild or organization.
Benefit: Select one of your organization’s associated
skills.

As long as you remain a member of the organization, you
gain a +2 competence bonus on all checks made with that
skill.

An organization member with this feat also gains one
additional fringe benefit, the exact details of which depend
on his organization.

These benefits are described in each organization entry.
Normal: To receive general benefits from your
organization, you must pay your monthly dues.

FAVORED IN GUILD BENEFIT (FANGSHIELDS)
(]

If you have the Favored in Guild feat, you gain a special
benefit for belonging to this guild.

When the moon is at least half full (waxing or waning), you
get a +2 bonus on Hide checks and Move Silently checks;
this bonus stacks with the other skill bonuses from the
Favored in Guild feat.

Members of this group are also eligible to take the Silver
Fang feat (see page 33).

FAVORED IN GUILD BENEIT (FELLOWSHIP OF
THE PURPLE STAFF) []

If you have the Favored in Guild feat, you gain a special
benefit for belonging to this guild depending on your class.
If you have levels in wizard and are also a divine spellcaster,
choose one of the two benefits described below.

Divine Spellcaster—Add handfive (1st), horrible taste™ (1st),
lionheart* (2nd), love bite* (2nd), rosemantle (1st), and
warning® (2nd) to your spell list.

(If you have levels in more than one divine spellcasting
class, choose one class spell list to receive this benefit; all
other classes are unaffected).

* New spells described in Chapter 2.

Wizard—Each time you gain an even-numbered wizard
level, you can add one of these spells to your spellbook:
alarm, break enchantment, continual flame, Darsson’s potion,
dispel magic, dream, fabricate, fly, greater dispel magic, hardening,
healing touch, hold monster, illusory wall, levitate, mirage arcana,
move earth, overland flight, permanent image, stone shape,
telekinesis, wall of iron, wall of stone, or water breathing.

This extra spell is in addition to the two spells you learn
upon gaining a new wizard level.

FAVORED IN GUILD BENEFIT (GUARDIANS OF
THE WEAVE) []

If you have the Favored in Guild feat, you gain a special
benefit for belonging to this group.

As part of their special training, Guardians using detect
magic can recognize a wild magic or dead magic area on the
first round of the spell instead of the second round.

They get a +1 competence bonus on caster level checks to
detect, counterspell, or dispel Shadow Weave effects, and a
+1 competence bonus on saving throws against Shadow
Weave effects.

Members of this group are also eligible to take the
Overcome Shadow Weave feat (see page 33).

FAVORED IN GUILD BENEFIT (KNIGHTS OF
THE FLYING HUNT) []

A Knight of the Flying Hunt must have the Favored in
Guild feat to qualify for membership in the organization
and must have taken 1st level in the prestige class (see page
106).

Thus, he gains special benefits automatically for belonging
to this group.

He earns a salary of 100 gp per Knight of the Flying Hunt
level each month so long as he actively participates in his
duties or is on special assignment.




He receives any necessary curative and restorative spells to
heal wounds and other maladies sustained in battle.

And he receives the legendary flying hunt armor of the
Knights (see page 65) as a gift from the Nimbral Lords.

FAVORED IN GUILD BENEFIT (THE DRUIDS OF
TALL TREES) []

If you have the Favored in Guild feat, you gain a special
benefit for belonging to this group.

Any druid member of the circle casts conjuration (healing)
spells at +1 caster level.

Any character (druid or not) receives free healing for any
wounds received while defending the forest from foes.

FAVORED IN GUILD BENEFIT (THE KNIGHTS
OF IMPHRAS 1) []

Members of the Knights of Imphras II gain access to a
variety of goods and services that make their adventuring
exploits easier, particularly for those tasks done in the
service of the Knights.

Training, spell access, and shares of the spoils brought in by
Knights actions are all available, so long as the member
continues to contribute to the efforts of the Knights.
Because the Knights are pledged to the defense of the
monarchy, they can draw on the royal treasury for the
purchase of arms and armor.

Any such item the character wishes to purchase (within the
strictures of the gp limit) can be bought for 90% of its
standard value, with the crown paying the difference.

In addition, characters who battle would-be invaders of
Impiltur are permitted to keep any personal items the
interlopers carried, while the crown only claims siege
weapons and the invaders’ supplies.

Knights also have access to free spellcasting within the
organization.

Once per month, any member can request a single spell be
cast upon him.

This can be a divine spell cast by a member of up to two
levels higher than the requester, or an arcane spell cast by a
member of up to the same level as the requester.

Thus, a sth-level Knight could request a single divine spell
of a 7th-level caster or a single arcane spell of a sth-level
caster.

If any expensive material components are needed to cast
the spell, the requester must provide those (or the coin to
purchase them).

Spells with XP components are not available through this
service.

Once per month, as part of the preparation for a mission, a
Knight receives disposable magic equipment (scrolls,
potions, and wands) equal to 10% of the Knight's expected
character wealth (see page 135 of the Dungeon Master's
Guide) from the leadership.

This benefit most often takes the form of curative magic,
specialized spells needed for unusually tricky or difficult
missions, or extra firepower for raids.

Occasionally, a member can receive permanent magic
equipment on loan (usually with defensive or unusual
properties, such as nondetection), but he is expected to
return these items upon completion of the mission.

FAVORED IN GUILD BENEFIT (THE KNIGHTS
OF THE NORTH) []

If you have the Favored in Guild feat, you gain a special
benefit for belonging to this group.

Members of the Knights of the North gain access to a
variety of goods and services that make their adventuring
exploits easier, particularly for those tasks done in the
service of the Knights.

Training, spell access and castings, and shares of the spoils
brought in by Knights’ actions are all available, so long as a
member continues to contribute to the efforts of the
Knights.

Because the Knights engage in legitimate trade, aid
merchants who are rivals of the Zhentarim, and claim the
goods taken from Zhent caravans they raid, they have
access to an amazing array of merchandise.

Any item a character wishes to purchase (within the
strictures of the gp limit) can be bought for 90% of the
standard value, while an item offered for sale to the Knights
nets only 60% of the book value.

In addition, characters who participate in raids on Zhent
caravans are permitted to keep any personal items the
guards and agents carried, while the Knights only claim the
goods in the wagons themselves for trade elsewhere.
Knights also have access to free spellcasting within the
organization.

Once per month, any member can request a single spell be
cast upon him.

This spell can be of any level a caster of up to two levels
higher than the requester’s level could cast.

Thus, a sth-level Knight could request a single spell of a
7th-level caster.

If any expensive material components are needed to cast
the spell, the requester must provide those (or the coin to
purchase them).

Spells with XP components are not available through this
service.

Once per month, as part of the preparation for a mission, a
Knight receives disposable magic (scrolls, potions, and
wands) equal to 10% of the Knight's expected character
wealth (see page 135 of the Dungeon Master's Guide) from the
leadership.

This benefit most often takes the form of curative magic,
specialized spells needed for unusually tricky or difficult
missions, or extra firepower for raids.

Occasionally, a member can receive permanent magic
equipment on loan (usually with defensive or unusual
properties, such as nondetection), but he is expected to
return these items upon completion of the mission.

FAVORED IN GUILD BENEFIT (THE SOFT
CLAWS) []

If you have the Favored in Guild feat, you gain a special
benefit for belonging to this group.

You receive lodging at the Moonstone Mask for half the
normal rate.

You also receive free healing sufficient to return you to full
hit points after one evening’s lodging.

In addition, you receive a nevertoken (see page 70) as a
symbol of your affiliation with the group and as a tool for
your work.




Nevertokens are magical recognition badges carried by all
Soft Claws, given to them by Zundaerazylym.

She has a cache of identical items, for the entire cache of
Halruaan family trading-tokens was given to her in the Year
of the Watching Cold (1320 DR) by Ensible Mritavvalan,
the dying last member of that family.

Finally, there is a percentage chance equal to your character
level (or that of the highest-level character in a group of
Soft Claws) that Zundaerazylym will come to your rescue
during a dire situation should you somehow manage to
contact her.

The steel dragon will only perform this heroic service once
during your stint of duty with the Soft Claws.

Subsequent requests are politely declined, with the dragon
citing her own safety and anonymity as reasons for her
refusal.

CITY OF SPLENDORS
WATERDEEP (3.5)

MAIN SECTION FEATS

DUNGEONEER’S INTUITION []

You can sense when things don’t feel right, and you have a
knack for avoiding deadly traps and sudden ambushes.
Prerequisites: Wisdom 13, trap sense class feature.
Benefit: You add your Wisdom bonus to your trap sense
bonus.

In addition, you can apply your trap sense bonus to your
AC during a surprise round (although you still might be
flat-footed if you were not aware of your foes before they
struck).

HAND OF TYR []

You have sacrificed your right hand to Tyr, the Maimed
God, proving your resilience and strength of spirit.

Most who take this feat wrap their right hands in white
gauze, voluntarily refraining from using the hand.

Others have lost their hand in battle, and a few fanatical
followers of the Maimed God choose to cut off their hand
to demonstrate their zeal and devotion to Tyr’s faith.
Prerequisites: Patron Tyr, alignment lawful good,
ability to turn undead.

Benefit: As long as you refrain from using your right
hand, you receive a +1 sacred bonus on attack rolls, damage
rolls, and Will saves.

Since you are using only one hand, you cannot fight with
two weapons, wield a two-handed weapon, or fight with a
one-handed weapon and a heavy shield.

You can fight with a one-handed weapon and a light shield,
but you cannot use your shield hand to hold other objects
such as a holy symbol, spell components, or a light source.
(This means you must use your weapon hand to cast spells,
so you might have to drop or sheathe a weapon when you
wish to cast a spell requiring your holy symbol or somatic
components).

You take a —4 penalty on Climb, Disable Device, Open
Lock, and Tumble checks.

You can only gain the benefit of wearing one magic ring.

(If you previously considered yourself right-handed, you
suffer no penalty for using your left hand as your primary
hand.

Handedness isn't defined in the game; the point of the vow
is to restrict yourself to using one hand).

Special: If you violate your oaths and use your right hand
for any purpose, you lose the benefits of this feat until you
perform a rite of purification in a shrine or temple of Tyr,
which requires 24 hours of vigil and prayer.

INITIATE OF SHAR [INITIATE]

You have been initiated into the greatest secrets of Shar’s
church.

Prerequisite: Able to cast 1st-level divine spells, patron
deity Shar.

Benefit: You add Bluff and Hide to your list of class skills.
In addition, you add the following spells to your divine
spellcaster spell list.

If you have more than one divine spellcasting class before
taking this feat, you must decide which class has the
additional spells added to its list.

1st Disguise Self: Changes your appearance.

3rd Crushing Despair: Subject takes —2 on attack rolls,
damage rolls, saves, and checks.

4th Armor of Darkness: Creates a shroud of shadow

around target that grants darkvision, a bonus to
AC, and a bonus on some saving throws.
sth Darkbolt: One beam of darkness/2 levels deals
damage and dazes opponents.
Special: The armor of darkness and darkbolt spells also
appear on the Darkness domain list.
With this feat, you can cast them as regular cleric spells, not
just domain spells.

JESTER’S MAGIC []

You are a skilled master of magical jests, capable of inciting
audiences to laughter or lulling them to sleep.
Prerequisites: Perform (acting) 8 ranks, ability to cast
arcane spells.

Benefit: Choose either the bardic jester tradition or the
jester mage tradition.

You gain +1 caster level when casting a spell from the list
below for your tradition.

The bardic tradition of jester's magic includes the following
bard spells at the appropriate levels: o—prestidigitation;
1st—vemove fear, hypnotism, Tasha's hideous laughter; 2nd—
calm emotions, enthrall; 3rd——confusion, glibness; 4th—modify
memory; sth—mass suggestion; 6th—OTtto’s irvesistible dance.
The mage tradition of jester’s magic includes the following
sorcerer/wizard spells at the appropriate levels: o—
prestidigitation; 1st—grease, hypnotism; 2nd—Tasha's hideous
laughter, rope trick; 3rd—deep slumber, suggestion; 4th—
confusion; sth—seeming; 6th—mass suggestion; 7th—project
image; 8th—Otto’s irresistible dance; gth—uweird.

LUNAR MAGIC []

Your spells and spell-like abilities are tied to the phase of
the moon, rising and falling with the strength of Seltne.
Prerequisite: Patron deity Seline or Mystra, arcane or
divine spellcaster level 1st.




Benefit: As shown in the table below, your effective
caster level for all spells you cast or spell-like abilities you
possess is tied to the phase of the moon.

For purposes of this feat, the new moon and full moon are
considered to last three successive nights (the night before,
the night of, and the night after the true full moon or new
moon).

Since Seltine’s month is almost exactly as long as the
calendar month, the moon is always full right at the
beginning of the month, and dark right in the middle of
the month, as shown below.

Moon Phase Days of the Month  Effective Caster Level

Wew Meon 15, 16, 17 -1
Full 30, 1.2 +1

VEIL OF CYRIC []

You have reconciled yourself to the unfortunate truth that
hard decisions and regrettable actions are necessary in the
service of your deity.

You intrinsically rationalize any nongood act, believing
your actions to be just and pure.

Prerequisite: Any evil alignment, not an outsider,
cannot worship an evil god.

Benefit: You do not register as evil to detect evil spells,
spell-like abilities, or supernatural abilities unless the aura
power (see the detect evil spell, Player's Handbook page 218) of
the detector exceeds your own.

For example, the aura power of a paladin 7/blackguard 1 is
moderate, so a good-aligned cleric would need to be oth
level to detect his evil nature.

This feat provides no benefit against attempts to smite evil
or spells such as holy smite or holy word.

You are evil, you simply do not register as such to most
detect evil attempts.

SIDEBAR FEATS

FAVORED IN GUILD []

You are an active and valued member of your guild.
Prerequisites: Membership in a guild.

Benefit: Select one of your guild’s associated skills.

As long as you remain a member of the guild, you gain a +2
competence bonus on all checks made with that skill.

A guild member with this feat also gains one additional
fringe benefit, the exact details of which depend on his
guild.

The benefits are described under each guild entry.
Normal: To receive general benefits from your guild, you
must pay your monthly dues.

You do not gain any guild fringe benefits.

FAVORED IN GUILD FRINGE BENEFIT
(ADARBRENT) []

Your connections with Waterdeep’s merchant nobility give
you a jump on finding the best market for a valuable item.
Once per character level, you can sell a magic item for 100%
of its market value (or an art object or gem for 120% of its
normal value).

FAVORED IN GUILD FRINGE BENEFIT (AGENTS
OF THE EYE) []

You know the best markets for valuable merchandise.

Once per character level, you can sell a magic item for 100%
of its market value, or an art object or gem for 120% of its
normal value.

FAVORED IN GUILD FRINGE BENEFIT (BLACK
BOAR TRIBE) []

You have learned to overcome pain and weakness in order
to impress your fellows.

Once per character level you can automatically shake off
the effects of being sickened, stunned, or shaken.

FAVORED IN GUILD FRINGE BENEFIT
(BLACKSTAFF TOWER) []

As a student of Blackstaff Academy, you are eligible to
select the Blessed of the Seven Sisters feat, assuming you
meet the prerequisites.

You can learn rare or unique spells created by Khelben or
Laeral (for example, blackstaff, Khelben's dweomerdoom,
Khelben's suspended silence, Laeval's cutting hand, and Laeral’s
silver lance, with the notable exception of Laeral’s crowning
touch) any time you have the opportunity to learn new
spells, but you may not learn more than one such spell per
level gained.

Wizards gain three new spells each time they gain a level
instead of two.

FAVORED IN GUILD FRINGE BENEFIT (BULL
ELK TRIBE) []

You have learned exceptional savagery in battle from your
bloodthirsty fellows.

If you are within 30 feet of another Bull Elk tribesman, you
gain a +1 morale bonus on damage rolls.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF GOND) []

The church subsidizes the costs of any construct or magic
item you create, reducing your raw material costs by 10%.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF LATHANDER) []

Your faith is bolstered by active participation in your guild.
Once per character level, you can call upon this inner faith
and thereby gain a +5 bonus on a turn undead check and
the subsequent turning damage roll.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF LOVIATAR) []

Participation in Loviatar’s rigorous observances has inured
you to pain.

Once per character level, you can enter a state of unholy
suffering in which you gain damage reduction 2/— and
ignore the effects of being sickened or stunned.

This state lasts for 1 minute.




FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF MYSTRA) []

The church subsidizes your monetary expenses when you
create magic items, reducing raw material costs to you by
10%.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF OGHMA) []

Once per character level you can take 20 on a bardic
knowledge check or a Knowledge check (you must have at
least 1 rank in the Knowledge skill in question to use this
ability).

You must spend 1 hour in research or prayer in a temple
devoted to Oghma to use this ability.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF SELUNE) []

Your faith is strengthened by your observances.

Once per character level you can call upon the power of the
Moonmaiden to grant you a +5 sacred bonus on saving
throws for a period of 1 minute, provided you call upon her
between sunset and sunrise and you are beneath a moonlit
sky.

In addition, all members of the order who are afflicted
lycanthropes receive a +2 sacred bonus on Control Shape

checks.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF SHAR) []

Once per character level you can call upon Shar's command
of darkness to grant yourself darkvision out to 60 feet for a
period of 10 minutes.

If you already have darkvision, you instead gain blindsight
out to 30 feet for 1 minute.

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF TYMORA) []

Once per character level you can call upon the powers of
chance to intercede on your behalf immediately prior to a
single d20o roll.

You gain a bonus equal to 1d10—4 on the roll; if the result is
negative, you take the appropriate penalty instead (fate is

fickle, after all).

FAVORED IN GUILD FRINGE BENEFIT
(CHURCH OF UMBERLEE) []

Umberlee rewards your faith and service by stretching
forth her hand to smite your enemies.

Once per character level, you can call on her power to gain
a +5 profane bonus on a single attack roll or spell
penetration check.

FAVORED IN GUILD FRINGE BENEFIT (CITY
GUARD) []

You learn tactics for fighting alongside other Guards.
Whenever you are adjacent to another Guard, you both
gain a +1 competence bonus to AC.

FAVORED IN GUILD FRINGE BENEFIT (CITY
NAVY) []

You gain a +1 competence bonus on attack rolls and
damage rolls while fighting on board a ship or boat.

FAVORED IN GUILD FRINGE BENEFIT (CITY
WATCH) []

You gain a +1 bonus on Diplomacy checks and Intimidate
checks when dealing with any resident of Waterdeep in
Waterdeep.

FAVORED IN GUILD FRINGE BENEFIT (CLERGY

OF TYR) []

Tyr’s teachings have helped you to differentiate truth from
falsehood in the pursuit of justice.

Once per character level you can call upon your teachings
to gain a +5 bonus on any one Sense Motive check.

FAVORED IN GUILD FRINGE BENEFIT
(DRAGONS) []

You know where to get things.

Once every character level, you can purchase any good or
service for just 75% of its actual price as long as you are in
Waterdeep or Neverwinter.

FAVORED IN GUILD FRINGE BENEFIT
(ELTORCHUL ACADEMY) []

The guild subsidizes your monetary expenses for expensive
material components and the creation of magic items,
reducing raw material costs by 10%.

FAVORED IN GUILD FRINGE BENEFIT
(ENCLAVE OF RED MAGIQC) []

The guild subsidizes your monetary expenses when
creating magic items, reducing raw materials cost by 10%.

FAVORED IN GUILD FRINGE BENEFIT
(GRIFFON CAVALRY) []

Due to frequent training and practice, you gain a +2 bonus
on Ride checks while riding griffons.

FAVORED IN GUILD FRINGE BENEFIT
(HALASTER’S HEIRS) []

You can learn rare or unique spells created by Halaster or
his apprentices (such as Halaster's blacksphere, Halaster's fetch
variants, Halaster's image swap, Halastey's light step, Halaster's
shaking hand, Halaste's teleport cage, Trobriand’s baleful teleport,
Trobriand’s crystalbrittle, Trobriand’s glassee) any time you have
the opportunity to learn new spells, but you may not learn
more than one such spell per level gained.

The guild subsidizes your monetary expenses when
creating constructs, reducing the raw materials cost by 10%.




FAVORED IN GUILD FRINGE BENEFIT (HOLY
ORDER OF THE KNIGHTS OF SAMULAR) []

Your faith is bolstered by your participation in the Order.
Once per character level, you can deem a particularly
insidious mind-affecting spell or ability to be a test of faith,
and thereby gain a +5 bonus on your Will saving throw
against that attack.

FAVORED IN GUILD FRINGE BENEFIT (NEW
OLAMN) []

You can substitute a Perform check in place of a Diplomacy
check or Gather Information check by offering your
service for free.

In addition, you gain twice the normal income when you
use Perform checks to earn money.

FAVORED IN GUILD FRINGE BENEFIT (ORDER
OF THE ASTER) []

The fellowship of your comrades strengthens you in times
of trial.

Once per character level you can call on this power in order
to add a +4 bonus to your Strength score for 1 minute.

FAVORED IN GUILD FRINGE BENEFIT (ORDER
OF THE BLUE MOON) []

Your resolve in the service of Mystra and Seliine gives you a
special blessing.

Once per character level, you can call on your blessing to
gain a +5 sacred bonus on one attack roll or check to
penetrate spell resistance, provided the target of your attack
or spell is evil.

FAVORED IN GUILD FRINGE BENEFIT (ORDER
OF THE EVEN—HANDED) []

Your resolve in the service of Tyr the Just gives you a
special blessing.

Once per character level, you can call on your blessing to
add a +3 bonus to the save DC of one stunning attack you
make using the Stunning Fist feat or cleric spell you cast,
provided the target of your attack or spell is evil.

If you are a monk, you can freely multiclass as a cleric or
sacred fist and still advance as a monk.

FAVORED IN GUILD FRINGE BENEFIT (ORDER
OF THE SUN SouUL) []

Lathander teaches that undead must be destroyed.

Once per character level you can call upon your faith to
enter a state of holy resolve, which lasts for 1 minute.
While in this state, you gain a +2 morale bonus on attack
rolls and damage rolls against undead.

FAVORED IN GUILD FRINGE BENEFIT (RED
SASHES) []

You are intimately familiar with one of Waterdeep’s wards,
and know many of its people and secrets.

Choose one ward; while in that ward, you gain a +2 bonus
on Gather Information, Search, Spot, Listen, and Sense
Motive checks.

FAVORED IN GUILD FRINGE BENEFIT (THE
GRAY HANDS) []

You gain a +1 morale bonus on all saving throws made in
Waterdeep or within 10 miles of the city.

FAVORED IN GUILD FRINGE BENEFIT (THE
PLAGUE RATS) []

Talona is inclined to be merciful toward you, and rarely
afflicts you with her blessings.

You gain a +2 bonus on Fortitude saves against disease.
In addition, if you are an afflicted lycanthrope, you gain a
+2 bonus on Control Shape checks.

FAVORED IN GUILD FRINGE BENEFIT (THE
SHADOW THIEVES) []

Mask favors thieves who are bold and quick.
Once per character level, you can call upon Mask’s blessing
to gain a +4 dodge bonus to AC for a duration of 1 minute.

FAVORED IN GUILD FRINGE BENEFIT (THE TEL
TEUKIIRA) []

The Moonstars count many skilled magical artisans among
their friends.

Once per character level you can purchase a single magic
item of 50,000 gp or less for 75% of its normal market price.

FAVORED IN GUILD FRINGE BENEFIT (THE
UNSEEN) []

Due to your long association with many shapechangers,
you gain a +2 bonus on Spot and Sense Motive checks made
to see through a Disguise or Bluff attempt.

FAVORED IN GUILD FRINGE BENEFIT (WANDS)
(]

House Wands subsidizes the costs of any magic item you
create, reducing the cost of raw material components by
20%.

FAVORED IN GUILD FRINGE BENEFIT
(WATCHFUL ORDER OF MAGISTS AND
PROTECTORS) []

The Order subsidizes your monetary expenses when you
create magic items, reducing raw material costs by 10%.




CITYSCAPE (3.5)

MAIN SECTION FEATS

CITY MAGIC [METAMAGIC]

You can use the city itself to shape and enhance your
spellcasting.

Prerequisite: Caster level 3rd.

Benefit: You can modify any damaging spell you cast to
incorporate the urban environment.

When casting an offensive spell with an energy subtype—
acid, cold, electricity, fire, or sonic—you can invest the
spell with a portion of the city’s spirit.

In most cases, this investment is gritty and spectacular,
drawing dirt, gravel, nails, and other nearby detritus into
the spell effect.

In other cases, the investiture is much more subtle, often
merely changing the look of the spell.

Only half the damage from a spell with the appropriate
subtype is considered energy damage, and is thus subject to
resistances or immunities.

The remainder comes from the city itself, and is not subject
to spell or energy resistances or immunities.

This investiture only occurs for spells cast within urban
environments, defined as any area above the size of a small
town (DMG 137).

For example, a wizard uses City Magic to cast a fireball at a
creature with resistance to fire 15.

The damage roll is 20, half of it fire damage and half “city”.
Thus, the target takes 10 points of “city” damage instead of 5
points of fire damage.

This feat is useless to spellcasters who cast their spellsin a
nonurban environment as defined above.

A spell modified using the City Magic feat uses a spell slot
of the spell’'s normal level.

DECEPTIVE SPELL [METAMAGIC]

You can cast spells that seem to come from somewhere
other than where they should.

Benefit: A deceptive spell appears to come from any
direction you choose.

For instance, a magic missile might shoot from a nearby
doorway, rather than from your own finger, or a lightning
bolt might emerge from the floor rather than from you.
You cannot use this feat to gain a bonus to hit, to
circumvent covet, to flank, or in any other way to gain a
numeric or mechanical advantage on any attack rolls.

Its purpose is to disguise the source of the spell, preventing
anyone who did not actively observe you casting it from
recognizing you as its caster.

You cannot apply Deceptive Spell to any spell with a range
of touch or a target of you.

A deceptive spell uses up a slot one level higher than the
spell’'s actual level.

EFFICIENT DEFENDER []

You have learned to use new techniques and modifications
to your armor to increase its protective ability.
Prerequisite: Heavy armor proficiency.

Benefit: When you wear light or medium armor, you
gain 1 more point of armor bonus to your AC than that
armor normally provides.

For example, a suit of studded leather would have a +4
armor bonus rather than 3.

However, because you must adjust and customize the
armor to more effectively cover weak spots, it is also
slightly more encumbering, increasing its armor check
penalty by 1.

You are not required to make use of this feat.

You decide when donning the armor whether you wish to
don it normally, or with this feat in effect.

Special: A fighter can select this feat as one of his bonus
feats.

EXTRA CONTACTS []

You make connections and alliances easily.
Prerequisite: Cha 11.

Benefit: Your maximum number of contacts increases by
four.

Normal: Without this feat, a character is normally limited
to a number of contacts equal to his Charisma modifier
(minimum 1).

Special: You can take the Extra Contacts feat multiple
times.

Its effects stack.

Each time you take the feat, you add another four to your
maximum number of contacts.

FAVORED []

You are an active and valued member of your guild, church,
or other organization.

Prerequisites: Membership in a guild, church, or other
organization.

If selecting this feat for a church, you must also be a true
member, not merely a congregant (as described on page
105).

Benefit: Select one of your organization’s associated
skills.

As long as you remain a member of that organization, you
gain a +2 competence bonus on checks made with that skill.
Additionally, you gain one special benefit depending on
your specific guild, church, or organization.

These are described as “favored benefits” in the guild,
organization, and church entries, beginning on page 84.
Special: You can take this feat more than once.

Its effects do not stack.

Each time you take this feat, you apply it to a different
organization of which you are a member.

INVISIBLE SPELL [METAMAGIC]

You can make your spell effects invisible.

Prerequisite: Any metamagic feat.

Benefit: You can modify any spell you cast so that it
carries no visual manifestation.

All other aspects of the spell, including range, area, targets,
and damage remain the same.

Note that this feat has no bearing on any components
required to cast the enhanced spell, so the spell’s source
might still be apparent, depending on the situation, despite
its effects being unseen.




For example, a fireball cast by someone with this feat could
be made invisible in the moment of its detonation, but
everyone in the area would still feel the full effect
(including the heat), and any flammable materials ignited
by the explosion would still burn visibly with nonmagical
fire.

Those with detect magic, see invisibility, or true seeing spells or
effects active at the time of the casting will see whatever
visual manifestations typically accompany the spell.

A spell modified using the Invisible Spell feat uses a spell
slot of the spell’s normal level.

PRIMARY CONTACT []

Your rapport with one of your contacts is stronger than
your relationship with the rest.

Prerequisite: Favored.

Benefit: When you gain this feat, select one of your
existing contacts to be named your primary contact.
Choose one skill associated with the organization to which
your contact belongs.

You gain 1 bonus rank in that skill (even if doing so would
put you above your normal maximum ranks for that skill).
In addition, you can double the frequency with which you
can call upon your primary contact for no-charge favors.
For example, if your primary contact normally provides its
no-charge favor once per month, you can now call upon
that favor twice per month.

Special: This feat cannot be taken more than once.

If the primary contact associated with this feat dies or is
otherwise removed from the campaign, the DM can, at his
discretion, either replace that contact with a new contact
from the same organization or allow you to name one of
your other contacts as your primary contact.

In either event, you do not gain the bonus skill rank a
second time, but neither do you lose it just because your
contact has left the campaign.

ROOF—JUMPER [TACTICAL]

You can make use of the features of the city as handholds
and footholds, defying the pull of gravity.
Prerequisites: Balance 7 ranks, Jump 7 ranks, Dodge,
Mobility, Roofwalker.

Benefit: The Roof-Jumper feat enables the use of the
following tactical maneuvers.

You cannot benefit from more than one maneuver in the
same round.

Death from Above: You do substantial damage if you
deliberately leap down to attack a foe beneath you.

You must drop at least 20 feet.

You must roll to hit; this qualifies as a charge attack, with all
relevant bonuses and penalties.

If you hit, you deal damage as normal, plus an extra 1d6
points for every 10 feet of distance beyond the first 10 feet;
thus, a drop of 30 feet causes an extra 2d6 points of damage.
You still take whatever damage you would normally take
from the fall, but you can reduce the falling damage with a
successful Jump check or Tumble check.

You cannot use any ability to slow your fall (such as the
monk’s slow fall ability, or the feather fall spell) while
attacking in this manner.

Urban Acrobatics: You can make use of windowsills,
awnings, lampposts, and similar features of the city when
leaping or falling from buildings.

If you deliberately jump downward within arm’s reach of a
wall or similar vertical surface, you can move yourself
sideways along the wall, traveling up to 5 feet horizontally
for every 10 feet you fall.

If you accidentally fall, you can move s feet horizontally for
every 20 feet you fall.

You can move up to your full movement horizontally in
this fashion (so long as the wall is wide enough), even if
that distance, plus your falling distance, exceeds your
normal movement rate.

Normal: Falling characters can move in no direction but
down.

ROOFWALKER [TACTICAL]

You are adept at moving and fighting on rooftops and
ledges.

Prerequisites: Balance 5 ranks, Jump 5 ranks, Dodge,
Mobility.

Benefit: The Roofwalker feat enables the use of three
tactical maneuvers.

Fleet of Feet: You can walk across a precarious surface more
quickly than normal.

You can move at your full speed without taking a —5
penalty on your Balance check.

Graceful Dyop: If you intentionally jump from a height, you
take less damage than you would if you fell.

If you succeed on a Jump check when jumping down (PH
77), you take falling damage as if you had dropped 20 fewer
feet than you actually did.

Master of the Roof: You know how to use the slopes to your
advantage.

You gain a +1 dodge bonus to AC against any opponent
who is at a different elevation from you.

SCULPT SPELL [METAMAGIC]

You can alter the area of your spells.

Prerequisite: Any metamagic feat.

Benefit: You can modify an area spell by changing the
area’s shape to either a cylinder (10-foot radius, 30 feet
high), a 40-foot cone, four 10-foot cubes, a ball (20-foot-
radius spread), or a 120-foot line.

A sculpted spell works normally in all respects except for
its shape.

For example, a lightning bolt whose area is changed to a ball
deals the same amount of damage, but affects a 20-foot-
radius spread.

A sculpted spell uses a spell slot one level higher than the
spell’'s actual level.

SPECIAL DISPENSATION []

You have been given leave to carry even banned armor,
weapons, and equipment in a given area.

Prerequisite: Favored.

Benefit: Due in part to your standing within your
organization, you have received special dispensation from
the authorities to wear or carry whatever equipment you
deem necessary, regardless of local armor and weapons
laws.




This feat is often represented in the game, either by an
object of some kind—typically an official government
seal—or even a mark, such as a tattoo.

Special: This feat can be taken multiple times.

Each time you take the feat, its effects apply to a new
culture, geographic region, kingdom, or nation (whichever
is appropriate).

Note: In the EBERRON setting, you can substitute the
Favored in House feat for Favored as the prerequisite for
this feat.

If you do, you gain the benefits of this feat while within any
of the Five Nations.

STRONG STOMACH []

You have greater resilience to illness and foul odors than
most people.

Prerequisites: Con 13, Endurance.

Benefit: You reduce the effects of sickening and nausea
by one step.

You cannot become nauseated.

If you are exposed to an effect or condition that would
normally make you nauseated, you become sickened
instead.

If an effect or condition would normally sicken you, that
effect is negated.

SWIFT TUMBLER []

You can flip, twist, and roll with great speed.

You might have learned this ability by traversing the city’s
rooftops and alleys, or simply by moving through the
throng day after day.

Prerequisite: Tumble 7 ranks.

Benefit: When tumbling, you move at a speed equal to
half your base speed +10 feet.

Normal: Without this feat, characters move at half speed
when tumbling.

URBAN TRACKING []

You can track down the location of missing persons or
wanted individuals within communities.

Benefit: To find an individual’s trail, or to follow a trail
for 1 hour, requires a Gather Information check.

You must make another Gather Information check every
hour you search, as well as each time the trail becomes
more difficult to follow, such as when it takes you to a
different part of town.

The DC of the check, and the number of checks required to
track down your quarry depends on the community size
and the prevailing conditions.

If you fail a check, you can retry after 1 hour of questioning;
the DM should roll the number of checks required secretly,
so that the player doesn’t know exactly how much time the
task will require.

You can cut the time between Gather Information checks
in half (from 1 hour to 30 minutes), but you take a —s5
penalty on the check.

Obviously, this feat will not allow you to locate someone
who has gone beyond the boundaries of the community,
but it could inform you that they've done so.

Community Size™” DC Checks Required
Thorp, hamlet, ar village 5 1d3

Small town or large town 10 1d4+1

Small city or large city 15 1d6+1

Metropolis 20 1d8+2

* See DMGC 137.

Conditions DC Modifier
Every three creatures in group being sought -2
Every 24 hours group has been missing/sought +1
Tracked group “lies low" +2
Tracked group matches community's primary +2
racial demographic*

Tracked group does not match community's -2
primary racial demographic*

* See DMGC 139,

Normal: Characters without this feat can use Gather
Information to find out about specific individuals, but each
check takes 1d4+1 hours and doesn’t allow for effective
trailing.

Special: A character with 5 ranks in Knowledge (local)
gains a +2 bonus on the Gather Information check to use
this feat.

(Note: This feat first appeared in Unearthed Arcana.

This update supersedes the original).

SIDEBAR FEATS

FAVORED BENEFITS (ARCANE GUILDS) []

The guild subsidizes the creation of magic items, reducing
the character’s raw materials cost by 5%.

FAVORED BENEFITS (ARCANE
ORGANIZATIONS) []

Members can draw on the vast stores of information
amassed by their organization.

A member can pick any one Knowledge skill associated
with his organization.

Any time she has unrestricted access to his organization’s
records, she receives a +2 insight bonus on checks using
that Knowledge skill and a +1 insight bonus on Knowledge
checks of any other variety.

FAVORED BENEFITS (CRIMINAL GUILDS) []

The guild provides access to the black market and stolen
goods.

A member can obtain many goods for a discount, in any
city where the guild maintains a presence.

The chance of finding a specific discounted item is a flat
85% for mundane items, 50% for minor magic items, 25%
for medium magic items, and 10% for major magic items.
If they are available, mundane items can be purchased for a
10% discount, while magic items are discounted 5%.

Note that these items are stolen or contraband, and a PC
caught with an identifiably stolen item on his person could
be arrested and charged.




FAVORED BENEFITS (CRIMINAL
ORGANIZATIONS) []

The organization covers bail money, legal fees, court costs,
and bribes relating to the arrest or trial of its most valued
members.

Depending on their relationship with the organization’s
superiors, members are expected to pay back 10% to 50% of
all such costs incurred.

FAVORED BENEFITS (CULT) []

Membership in this small, tightly knit group strengthens
an individual’s faith and determination.

When accompanied by at least one other member of the
cult, or when within the cult’s shrines or holdings, a
member receive a +1 bonus on Will saves made against
spells cast by anyone not part of the cult.

FAVORED BENEFITS (DOMINANT CHURCH) []

A member of a dominant church gains a +1 bonus on
Diplomacy and Intimidate checks involving anyone from
the local government, major mercantile concerns such as
guilds, or members of smaller churches in the city.
Additionally, a member has access to the church’s library
and records.

He can take 20 on any Knowledge (history) or Knowledge
(religion) check after he has been actively engaged in
research in the church library (reading books and speaking
to other members), a process that takes 1d4+1 days for each

check.

FAVORED BENEFITS (GLADIATORIAL STABLES)
(]

So long as the privilege is not abused, the stable heals a
gladiator of injuries suffered outside the arena as well as
within.

Additionally, in one out of every four matches, the stable
takes only 20% of the purse, rather than 30%.

FAVORED BENEFITS (GOVERNMENT GUILDS)
(]

The character gains a +1 bonus on Diplomacy and
Intimidate checks with members of any guild.
(When dealing with members of his own guild, these
bonuses stack with the standard guild bonuses).

FAVORED BENEFITS (HEROIC
ORGANIZATIONS) []

As a rule, most organizations will pay to have identify cast on
magic items a number of times per month equal to the
member’s level.

Depending on circumstances (such as the availability of
spellcasters), this number can vary slightly.

FAVORED BENEFITS (INDEPENDENT CHURCH)
(]

Members of independent churches make a concerted effort
to aid one another.

The discount for hiring a fellow member to cast a spell or
perform a service is 10%, rather than the standard 5%.
(Characters who abuse this privilege—taking advantage of
it when not absolutely necessary—could find it stripped
away from them at the DM’s discretion).

FAVORED BENEFITS (LABORERS GUILDS) []

Members gain a +1 bonus on Diplomacy and Intimidate
checks when negotiating with potential employers.
When performing basic physical labor, members can
expect to be paid 5% to 10% more than the standard value
for those services.

FAVORED BENEFITS (MERCANTILE GUILDS) []

Membership in the guild is a sign of quality merchandise.
Members can charge an average of 5% more than the
standard market value on their goods and services in any
city where the organization maintains a guildhouse.

FAVORED BENEFITS (MERCENARY GUILDS) []

Members of the same mercenary guild learn
complementary combat tactics.

Whenever a member is adjacent to another member, each
of them gains a +1 competence bonus to Armor Class.

FAVORED BENEFITS (PERFORMERS GUILDS) []

In any city wherein the guild maintains a guildhouse, the
member can substitute Perform or Profession check for a
Diplomacy or Gather Information check by offering her
services for free.

In addition, she earns twice the normal income when using
her Perform or Profession skill to earn money

These uses of Perform or Profession must match those with
which the character has earned guild membership.

For example, a character who joined the guild as an actor
cannot apply this benefit to Profession (blacksmith) checks.

FAVORED BENEFITS (POLITICAL
ORGANIZATIONS) []

The organization pulls bureaucratic strings on behalf of
favored members, reducing by 20% the cost of any fines or
levies imposed by the government.

FAVORED BENEFITS (PSIONIC GUILDS) []

The guild subsidizes the creation of psionic items, reducing
the character’s raw materials cost by 5%.

FAVORED BENEFITS (RACIAL GUILDS) []

Members gain a +1 bonus on Diplomacy and Gather
Information checks involving any member of that race who
knows of the guild’s existence.

FAVORED BENEFITS (RELIGIOUS GUILDS) []

The member’s faith and understanding of her fellows is
bolstered by association with others who share her beliefs
and purpose.




She gains a +1 bonus on Diplomacy and Gather
Information checks when dealing with any follower of her
religion, whether or not they are in the guild.

She also gains a +2 bonus on Will saves when resisting any
compulsion that would cause her to act outside the dictates

of her faith.

FAVORED BENEFITS (RELIGIOUS
ORGANIZATIONS) []

The organization reduces the cost of spells cast by its
members on behalf of other members by 10%.

FAVORED BENEFITS (SCHOLASTIC GUILDS) []

To its favored members, a scholastic guild offers complete
access to its many libraries and troves of research.

A favored member who is in the guildhouse and is making
use of both the library and other guild members for
research purposes can take 20 on any single Knowledge
skill in which he has at least 1 rank.

Such painstaking research is time-consuming, however,
requiring 2d4 days (8 hours per day) to complete.

FAVORED BENEFITS (SECT) []

As the parent church, if the sect is open and accepted.

In the case of a conflicted or secret sect, members swiftly
learn techniques for keeping their affiliation secret.

The character gains a +1 bonus on Bluff checks when
dealing with matters of religious affiliation.

Additionally, he can make use of the Deceptive Spell feat
(see page 60) once per day, without the associated increase
in spell slot, even if he does not possess that feat.

This ability can be applied only to domain spells or to spells
that, for reasons of alignment, could not be cast by
members of the parent church.

FAVORED BENEFITS (SLAVERS GUILDS) []

Favored members of the guild can purchase slaves at a 20%
discount.

Further, if a favored member needs a few hours of physical
labor performed, the guild provides the temporary loan of
slaves, free of charge.

COMPLETE ADVENTURER
(3.5)

MAIN SECTION FEATS

APPRAISE MAGIC VALUE []

Your ability to determine an item’s worth and your
knowledge of magic allow you to determine the exact
properties of a magic item without the use of the identify
spell or similar magic.

Prerequisites: Appraise 5 ranks, Knowledge (arcana) 5
ranks, Spellcraft 5 ranks.

Benefit: If you know that an item is magical, you can use
the Appraise skill to identify the item’s properties.

This use of the Appraise skill requires 8 hours of
uninterrupted work and consumes 25 gp worth of special
materials.

The DC of the Appraise check is 10 + the caster level of the
item.

ASCETIC HUNTER []

You have gone beyond the bounds of your monastic
training to incorporate new modes of bringing the
unlawful to justice.

Although many of your fellow monks frown on your
methods, none can doubt that your diverse training has
added to your ability to strike precisely and bring down
your foes quickly.

Prerequisites: Improved Unarmed Strike, favored
enemy.

Benefit: When you use an unarmed strike to deliver a
stunning attack against a favored enemy, you can add one-
half your favored enemy bonus on damage rolls to the DC
of your stunning attempt.

If you have levels in ranger and monk, those levels stack for
the purpose of determining your unarmed strike damage.
For example, a human 7th-level ranger/1st-level monk
would deal 1d10 points of damage with her unarmed strike.
In addition, you can multiclass freely between the monk
and ranger classes.

You must still remain lawful in order to retain your monk
abilities and take monk levels.

You still face the normal XP penalties for having multiple
classes more than one level apart.

ASCETIC KNIGHT []

You belong to a special order of religious monks that
teaches its adherents that self-enlightenment and
honorable service grow from the same well of purity.

As a student of this philosophy, you have blended your
training as a paladin and as a monk into one seamless
whole.

Prerequisite: Improved Unarmed Strike, ability to
smite evil.

Benefit: Your paladin and monk levels stack for the
purpose of determining your unarmed strike damage.

For example, a human 3rd-level paladin/1st-level monk
would deal 1d8 points of damage with her unarmed strike.
Your paladin and monk levels also stack when determining
the extra damage dealt by your smite evil ability.

In addition, you can multiclass freely between the paladin
and monk classes.

You must still remain lawful good in order to retain your
paladin abilities and take paladin levels, and you must
remain lawful in order to continue advancing as a monk.
You still face the normal XP penalties for having multiple
classes more than one level apart.

ASCETIC MAGE []

You practice an unusual martial art that mixes self-taught
spellcasting and melee attacks to great effect.
Prerequisites: Improved Unarmed Strike, ability to
spontaneously cast 2nd-level arcane spells.

Benefit: As a swift action that doesn’t provoke attacks of
opportunity, you can sacrifice one of your daily allotment




of spells to add a bonus to your unarmed strike attack rolls
and damage rolls for 1 round.

The bonus is equal to the level of the spell sacrificed.

The spell is lost as if you had cast it.

If you have levels in sorcerer and monk, those levels stack
for the purpose of determining your AC bonus.

For example, a human 4th-level sorcerer/1st-level monk
would have a +1 bonus to AC as if she were a sth-level
monk.

If you would normally be allowed to add your Wisdom
bonus to AC (such as for a unarmored, unencumbered
monk), you instead add your Charisma bonus (if any) to
your AC.

In addition, you can multiclass freely between the sorcerer
and monk classes.

You must still remain lawful in order to continue
advancing as a monk.

You still face the normal XP penalties for having multiple
classes more than one level apart.

ASCETIC ROGUE []

You have gone beyond the bounds of your monastic
training to incorporate new modes of stealthy combat.
Although your fellow monks may frown on your methods,
none can doubt that your diverse training has improved
your ability to strike precisely and bring down your foes
quickly.

Prerequisites: Improved Unarmed Strike, sneak attack.
Benefit: When you use an unarmed strike with a sneak
attack to deliver a stunning attack, you add 2 to the DC of
your stunning attempt.

If you have levels in rogue and monk, those levels stack for
the purpose of determining your unarmed strike damage.
For example, a human sth-level rogue/1st-level monk
would deal 1d8 points of damage with her unarmed strike.
In addition, you can multiclass freely between the monk
and rogue classes.

You must still remain lawful in order to retain your monk
abilities and take monk levels.

You still face the normal XP penalties for having multiple
classes more than one level apart.

BRACHIATION []

You can swing through trees like a monkey.
Prerequisites: Climb 4 ranks, Jump 4 ranks.
Benefit: You can move through wooded areas at your
base land speed, ignoring any effects on movement due to
terrain.

You must be at least 20 feet from the ground to use this
ability.

This ability works only in medium and dense forests (see
page 87 of the Dungeon Master'’s Guide).

BRUTAL THROW []

You have learned how to hurl weapons to deadly effect.
Benefit: You can add your Strength modifier (instead of
your Dexterity modifier) to attack rolls with thrown
weapons.

Normal: A character attacking with a ranged weapon adds
his Dexterity modifier to the attack roll.

Special: A fighter may select Brutal Throw as one of his
fighter bonus feats.

COMBAT INTUITION []

Your keen understanding of your opponent’s moves and
your instinctive feel for the flow of combat enable you to
shrewdly assess your opponent’s combat capabilities.
Prerequisites: Sense Motive 4 ranks, base attack bonus
+5.

Benefit: As a free action, you can use Sense Motive to
assess the challenge presented by a single opponent in
relationship to your own level/Hit Dice (see the assess
opponent option under the Sense Motive skill, page 102).
You gain a +4 bonus on such checks and narrow the result
to a single category.

In addition, whenever you make a melee attack against a
creature that you made a melee attack against during the
previous round, you gain a +1 insight bonus on your melee
attack rolls against that creature.

Special: A fighter may select Combat Intuition as one of
his fighter bonus feats.

DANGER SENSE []

You are one twitchy individual.

Prerequisite: Improved Initiative.

Benefit: Once per day, you can reroll an initiative check
you have just made.

You use the better of your two rolls.

You must decide to reroll before the round starts.

DEATH BLOW []

You waste no time in dealing with downed foes.
Prerequisites: Improved Initiative, base attack bonus
+2.

Benefit: You can perform a coup de grace attack against a
helpless defender as a standard action.

Doing this still provokes attacks of opportunity as normal.
Normal: Performing a coup de grace is a full-round
action.

DEFT OPPORTUNIST []

You are prepared for the unexpected.

Prerequisites: Dex 15, Combat Reflexes.

Benefit: You get a +4 bonus on attack rolls when making
attacks of opportunity.

DEFT STRIKE []

You can place attacks at weak points in your opponent’s
defenses.

Prerequisites: Int 13, Combat Expertise, Spot 10 ranks,
sneak attack.

Benefit: As a standard action, you can attempt to find a
weak point in a visible target’s armor.

This requires a Spot check against a DC equal to your
target's Armor Class.

If you succeed, your next attack against that target (which
must be made no later than your next turn) ignores the
target’s armor bonus and natural armor bonus to AC
(including any enhancement bonuses to armor or natural
armor).




Other AC bonuses still apply normally.

If you use a ranged weapon to deliver the attack, your
opponent must be within 30 feet of you in order for you to
benefit from this feat.

DEVOTED INQUISITOR []

Your faithful service to your patron deity involves training
and methods that many paladins consider questionable.
By using the unconventional methods of rogues and
assassins, you have learned to deliver devastating sneak
attacks against evil foes.

Prerequisite: Smite evil, sneak attack.

Benefit: When you successfully use your sneak attack
ability and your smite evil ability against the same foe in a
single attack, you can potentially daze your foe.

An opponent affected by both abilities must make a Will
saving throw (DC 10 + 1/2 your character level + your Cha
modifier) or be dazed for 1 round.

In addition, you can multiclass freely between the paladin
and rogue classes.

You must still remain lawful good in order to retain your
paladin abilities and take paladin levels.

You still face the normal XP penalties for having multiple
classes more than one level apart.

DEVOTED PERFORMER []

You have foregone the pursuit of frivolous musical talents,
instead entering religious training in service of honor and
justice.

Prerequisite: Bardic music, smite evil.

Benefit: If you have levels in paladin and bard, those
levels stack for the purpose of determining the bonus
damage dealt by your smite evil ability and determining the
number of times per day that you can use your bardic
music.

This feat does not allow additional daily uses of smite evil
or bardic music abilities beyond what your class levels
would normally allow.

In addition, you can multiclass freely between the paladin
and bard classes and may even gain additional bard levels
regardless of your lawful alignment.

You must still remain lawful good in order to retain your
paladin abilities and take paladin levels.

You still face the normal XP penalties for having multiple
classes more than one level apart.

DEVOTED TRACKER []

You have found a balance between your woodland training
and your devotion to religious training, blending these two
aspects into one seamless whole.

Prerequisite: Track, smite evil, wild empathy.

Benefit: If you have levels in paladin and ranger, those
levels stack for the purposes of determining the extra
damage dealt by your smite evil ability and determining the
bonus for your wild empathy class feature.

This feat does not allow additional daily uses of smite evil.
If you have both the special mount and animal companion
class features, you can designate your special mount as your
animal companion.

The mount gains all the benefits of being both your special
mount and your animal companion.

For instance, a sth-level paladin/6th-level ranger’s special
mount would have 4 bonus Hit Dice, a +6 natural armor
adjustment, +2 Strength, +1 Dexterity, two bonus tricks,
and Intelligence 6, as well as the empathic link, improved
evasion, share spells, share saving throws, and link special
abilities.

In addition, you can multiclass freely between the paladin
and ranger classes.

You must still remain lawful good in order to retain your
paladin abilities and take paladin levels.

You still face the normal XP penalties for having multiple
classes more than one level apart.

DISGUISE SPELL []

You can cast spells without observers noticing.
Prerequisite: Perform (any) 9 ranks, bardic music.
Benefit: You can cast spells unobtrusively, mingling
verbal and somatic components into your performances.
To disguise a spell, make a Perform check as part of the
action used to cast the spell.

Onlookers must match or exceed your check result with a
Spot check to detect that you're casting a spell (your
performance is obvious to everyone in the vicinity, but the
fact that you are casting a spell isn’t).

Unless the spell visibly emanates from you, or observers
have some other means of determining its source, they
don't know where the effect came from.

A disguised spell can’t be identified with a Spellcraft check,
even by someone who realizes you're casting a spell.

The act of casting still provokes attacks of opportunity as
normal.

DIVE FOR COVER []

You can dive behind cover or drop to the ground quickly
enough to avoid many area effects.

Prerequisite: Base Reflex save bonus +4.

Benefit: If you fail a Reflex saving throw, you can
immediately attempt the saving throw again.

You must take the second result, whether it succeeds or
fails.

You become prone immediately after attempting the
second roll.

DUAL STRIKE []

You are an expert skirmisher skilled at fighting with two
weapons.

Your extensive training with two weapons allows you to
attack with both while moving through a chaotic combat or
fighting a running battle.

Prerequisites: Improved Two-Weapon Fighting, Two-
Weapon Fighting.

Benefit: As a standard action, you can make a melee
attack with your primary weapon and your off-hand
weapon.

Both attacks use the same attack roll to determine success,
using the worse of the two weapons’ attack modifiers.

If you are using a one-handed or light weapon in your
primary hand and a light weapon in your off hand, you take
a—4 penalty on this attack roll; otherwise you take a —10
penalty.

Each weapon deals its normal damage.




Damage reduction and other resistances apply separately
against each weapon attack.

Special: When you make this attack, you apply precision-
based damage (such as from sneak attack) only once.

If you score a critical hit, only the weapon in your primary
hand deals extra critical hit damage; your offhand weapon
deals regular damage.

A fighter may select Dual Strike as one of his fighter bonus
feats.

EXPERT TACTICIAN []

Your tactical skills work to your advantage.
Prerequisites: Dex 13, Combat Reflexes, base attack
bonus +2.

Benefit: If you hit a creature with an attack of
opportunity, you and all your allies gain a +2 circumstance
bonus on melee attack rolls and damage rolls against that
creature for 1 round.

EXTRA MUSIC []

You can use your bardic music more often than you
otherwise could.

Prerequisite: Bardic music.

Benefit: You can use your bardic music four extra times
per day.

Normal: Bards without the Extra Music feat can use
bardic music once per day per bard level.

Special: You can gain this feat multiple times.

Tts effects stack.

EXTRAORDINARY CONCENTRATION []

Your mind is so focused that you can cast spells even while
concentrating on another spell.

Prerequisite: Concentration 15 ranks.

Benefit: When concentrating to maintain a spell, you can
make a Concentration check (DC 25 + spell level) to
maintain concentration with just a move action.

If you beat the DC by 10 or more, you can maintain
concentration on the spell as a swift action (see Swift
Actions and Immediate Actions, page 137).

Using this ability is a free action, but if you fail the
Concentration check, you lose concentration on the
maintained spell and its effect ends.

This feat does not give you the ability to maintain
concentration on more than one spell at a time.

Normal: Concentrating on a spell is a standard action.

EXTRAORDINARY SPELL AIM []

You can shape a spell’s area to exclude one creature from its
effects.

Prerequisite: Spellcraft 15 ranks.

Benefit: Whenever you cast a spell with an area, you can
attempt to shape the spell’s area so that one creature within
the area is unaffected by the spell.

To accomplish this, you must succeed on a Spellcraft check
(DC 25 + spell level).

Casting a spell affected by the Extraordinary Spell Aim feat
requires a full-round action unless the spell's normal
casting time is longer, in which case the casting time is
unchanged.

FORCE OF PERSONALITY []

You have cultivated an unshakable belief in your selfworth.
Your sense of self and purpose are so strong that they
bolster your willpower.

Prerequisite: Cha 13.

Benefit: You add your Charisma modifier (instead of your
Wisdom modifier) to Will saves against mind-affecting
spells and abilities.

GOAD []

You are skilled at inducing opponents to attack you.
Prerequisites: Cha 13, base attack bonus +1.

Benefit: Asa move action, you can goad an opponent that
threatens you, has line of sight to you, can hear you, and has
an Intelligence of 3 or higher.

(The goad is a mind-affecting ability).

When the goaded opponent starts its next turn, if it
threatens you and has line of sight to you, it must make a
Will saving throw (DC 10 + 1/2 your character level + your
Cha modifier).

If the opponent fails its save, you are the only creature it
can make melee attacks against during this turn.

(If it kills you, knocks you unconscious, loses sight of you,
or otherwise is unable to make melee attacks against you, it
may make any remaining melee attacks against other foes,
as normal).

A goaded creature can still cast spells, make ranged attacks,
move, or perform other actions normally.

The use of this feat restricts only melee attacks.

Special: A fighter may select Goad as one of his fighter
bonus feats.

GREEN EAR []

Your bardic music can affect plant creatures.
Prerequisite: Perform (any) 10 ranks, bardic music.
Benefit: You can alter any of your mind-affecting bardic
music abilities (or similar Perform-based abilities from
other classes) so that they influence only plant creatures
instead of other creatures.

However, plants receive a +5 bonus on Will saves against
any of these effects.

Normal: Plants are normally immune to all mindaffecting
spells and abilities.

HEAR THE UNSEEN []

Your sense of hearing is so acute that you can partially
pinpoint an opponent’s location by sound, allowing you to
strike even if the opponent is concealed or displaced.
Prerequisites: Listen 5 ranks, Blind-Fight.

Benefit: As a move action that does not provoke attacks
of opportunity, you can attempt a DC 25 Listen check.

If successful, you can pinpoint the location of all foes
within 30 feet, as long as you have line of effect to them.
This benefit does not eliminate the normal miss chance for
fighting foes with concealment, but it ensures that you can
target the correct square with your attacks.

If you are deafened or within an area of silence, you can’t use
this feat.

If an invisible or hidden opponent is attempting to move
silently, your Listen check is opposed by your opponent’s




Move Silently check, but your opponent gains a +15 bonus
on this check.

This feat does not work against perfectly silent opponents,
such as incorporeal creatures.

IMPROVED DIVERSION []

You can create a diversion to hide quickly and with less
effort.

Prerequisite: Bluff 4 ranks.

Benefit: You can use Bluff to create a diversion to hide
(see page 68 of the Player's Handbook) as a move action.

You gain a +4 bonus on Bluff checks made for this purpose.
Normal: Without this feat, creating a diversion to hide
using the Bluff skill requires a standard action.

Special: A fighter may select Improved Diversion as one
of his fighter bonus feats.

IMPROVED FLIGHT []

You gain greater maneuverability when flying than you
would normally have.

Prerequisite: Ability to fly (naturally, magically, or
through shapechanging).

Benefit: Your maneuverability class while flying
improves by one step—clumsy to poor, poor to average,
average to good, or good to perfect.

IMPROVED SWIMMING []

You can swim faster than you normally could.
Prerequisite: Swim 6 ranks.

Benefit: You can swim half your speed as a move action
or your speed as a full-round action.

Normal: You swim at one-quarter your speed as a move
action or at half your speed as a full-round action.

INSIGHTFUL REFLEXES []

Your keen intellect allows you an uncanny knack for
evading dangerous effects.

Benefit: You add your Intelligence modifier (instead of
your Dexterity modifier) to Reflex saves.

JACK OF ALL TRADES []

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

Prerequisite: Int 13.

Benefit: You can use any skill as if you had 1/2 rank in
that skill.

This benefit allows you to attempt checks with skills that
normally don’t allow untrained skill checks (such as
Decipher Script and Knowledge).

If a skill doesn't allow skill checks (such as Speak
Language), this feat has no effect.

Normal: Without this feat, you can’t attempt some skill
checks (Decipher Script, Disable Device, Handle Animal,
Knowledge, Open Lock, Profession, Sleight of Hand, Speak
Language, Spellcraft, Tumble, and Use Magic Device)
unless you have ranks in the skill.

LEAP ATTACK []

You can combine a powerful charge and a mighty leap into
one devastating attack.

Prerequisites: Jump 8 ranks, Power Attack.

Benefit: You can combine a jump with a charge against
an opponent.

If you cover at least 10 feet of horizontal distance with your
jump, and you end your jump in a square from which you
threaten your target, you can double the extra damage dealt
by your use of the Power Attack feat.

If you use this tactic with a two-handed weapon, you
instead triple the extra damage from Power Attack.

This attack must follow all the normal rules for using the
Jump skill and for making a charge, except that you ignore
rough terrain in any squares you jump over.

LINGERING SONG []

Your inspirational bardic music stays with the listeners
long after the last note has died away.

Prerequisite: Bardic music.

Benefit: If you use bardic music to inspire courage,
inspire greatness, or inspire heroics, the effect lasts for 1
minute after an inspired ally stops hearing you play.
Normal: Inspire courage, inspire greatness, and inspire
heroics last as long as an ally hears the bard sing plus an
additional 5 rounds thereafter.

MOBILE SPELLCASTING []

Your focused concentration allows you to move while
casting a spell.

Prerequisite: Concentration 8 ranks.

Benefit: You can make a special Concentration check
(DC 20 + spell level) when casting a spell.

If the check succeeds, you can cast the spell and move up to
your speed as a single standard action.

(You can't use this ability to cast a spell that takes longer
than 1 standard action to cast).

If the check fails, you lose the spell and fail to cast it, just as
if you had failed a Concentration check to cast the spell
defensively.

You still provoke attacks of opportunity for casting spells
from any creatures who threaten you at any point of your
movement.

You can cast defensively while using this feat, but doing so
increases the Concentration DC to 25 + spell level.

NATURAL BOND []

Your bond with your animal companion is exceptionally
strong.

Prerequisite: Animal companion.

Benefit: Add three to your effective druid level for the
purpose of determining the bonus Hit Dice, extra tricks,
special abilities, and other bonuses that your animal
companion receives (see page 36 of the Player's Handbook).
This bonus can never make your effective druid level
exceed your character level.

OBSCURE LORE []

You are a treasure trove of little-known information.
Prerequisite: Bardic knowledge or lore class feature.




Benefit: You gain a +4 insight bonus on checks using
your bardic knowledge or lore class feature.

OPEN MINDED []

You are naturally able to reroute your memory and skill
expertise.

Benefit: You immediately gain 5 skill points.

Spend these skill points as normal.

You cannot exceed the normal maximum ranks for your
level in any skill.

Special: You can gain this feat multiple times.

Each time, you immediately gain another 5 skill points.

OVERSIZED TWO—-WEAPON FIGHTING []

You are adept at wielding larger than normal weapons in
your off hand.

Prerequisite: Str 13, Two-Weapon Fighting.

Benefit: When wielding a one-handed weapon in your
off hand, you take penalties for fighting with two weapons
as if you were wielding a light weapon in your off hand (see
page 160 of the Player's Handbook).

Special: A fighter may select Oversized Two-Weapon
Fighting as one of his fighter bonus feats.

POWER THROW []

You have learned how to hurl weapons to deadly effect.
Prerequisite: Str 13, Brutal Throw, Power Attack.
Benefit: On your turn, before making any attack rolls,
you can choose to subtract a number from all thrown
weapon attack rolls and add the same number to all thrown
weapon damage rolls.

This number may not exceed your base attack bonus.

The penalty on attack rolls and the bonus on damage rolls
applies until your next turn.

Special: A fighter may select Power Throw as one of his
fighter bonus feats.

QUICK RECONNOITER []

You can learn a lot of information from just a quick scan of
an area or object.

Prerequisite: Listen 5 ranks, Spot 5 ranks.

Benefit: You can make one Spot check and one Listen
check each round as a free action.

You also gain a +2 bonus on initiative checks.

Normal: Using Spot or Listen in a reactive fashion is a
free action, but actively trying to make a Spot check or
Listen check requires a move action.

RAZING STRIKE []

You have mastered the art of delivering precise strikes
against nonliving creatures while channeling spell energy
through your melee attacks.

Prerequisite: Sneak attack, caster level s5th.

Benefit: To activate this feat, you must sacrifice one of
your daily allotment of spells (minimum spell level 1st).
Doing this is a swift action that doesn’t provoke attacks of
opportunity.

In exchange, you gain an insight bonus on your melee
attack rolls and damage rolls for 1 round.

The bonus on attack rolls equals the level of the spell
sacrificed.

The bonus on damage rolls is 1d6 points per level of the
spell sacrificed, plus any extra damage based on your sneak
attack ability.

These bonuses apply against only one type of creature,
depending on the type of spell sacrificed.

If you sacrifice an arcane spell, they apply against
constructs; if the sacrificed spell is divine, the bonuses
apply against undead.

Example: A sth-level wizard/1st-level rogue activates this
feat, sacrificing a prepared web spell.

She gains a +2 insight bonus on her melee attack rolls
against constructs for 1 round, and also adds 3dé points of
damage to successful attacks against constructs during that
round (2d6 for the 2nd-level spell, plus 1d6 for her sneak
attack damage).

This feat does not allow you to deliver critical hits or sneak
attacks against constructs or undead.

STAGGERING STRIKE []

You can deliver a wound that hampers an opponent’s
movement.

Prerequisite: Base attack bonus +6, sneak attack.
Benefit: If you deal damage with a melee sneak attack,
you can also deliver a wound that limits your foe’s mobility.
For 1 round (or until the target is the beneficiary of a DC 15
Heal check or any magical healing that restores at least 1
hit point, whichever comes first), your target is treated as if
it were staggered, even if its nonlethal damage doesn’t
exactly equal its current hit points.

A target can resist this effect by making a successful
Fortitude save (DC equal to damage dealt).

Multiple staggering strikes on the same creature do not
stack.

This feat has no effect on creatures not subject to sneak
attack damage.

SUBSONICS []

Your music can affect even those who do not consciously
hear it.

Prerequisite: Perform (any) 10 ranks, bardic music.
Benefit: You can produce music or poetics so subtly that
opponents do not notice it, yet your allies still gain all the
usual benefits from your bardic music.

Similarly, you can affect opponents within range with your
music, but unless they can see you performing or have
some other means of discovering it, they cannot determine
the source of the effect.

TACTILE TRAPSMITH []

You can rely on your rapid reflexes and nimble fingers
instead of your intellect when searching a room or when
disabling a trap.

Benefit: You add your Dexterity bonus (rather than your
Intelligence bonus) on all Search and Disable Device
checks.

In addition, you receive no penalty on these checks for
darkness or blindness.




VERSATILE PERFORMER []

You are skilled at many kinds of performances.
Prerequisite: Perform (any) 5 ranks.

Benefit: Pick a number of Perform categories equal to
your Intelligence bonus (minimum 1).

For the purpose of making Perform checks, you are treated
as having a number of ranks in those skills equal to the
highest number of ranks you have in any Perform category.
You cannot change these categories once you have picked
them, but your score in them automatically increases if you
later add additional ranks in your highest-ranked Perform
category.

You gain new categories of your choice if your Intelligence
bonus permanently increases.

In addition, you gain a +2 bonus on a combined Perform
check when using two or more forms of performance at the
same time, such as a bard strumming a lyre while singing.
In such cases, add the bonus to the higher of your two
Perform skill modifiers.

BARDIC MUSIC FEATS

CHANT OF FORTITUDE [BARDIC MUSIC]

You can channel the power of your bardic music to sustain
your allies, allowing them to function even after receiving
wounds that would cause others to falter.
Prerequisites: Bardic music, Concentration 9 ranks,
Perform 9 ranks.

Benefit: You can expend one daily use of your bardic
music ability as an immediate action to provide all allies
(including yourself) the benefit of the Diehard feat (see
page 93 of the Player's Handbook) until the end of your next
turn.

You can use this feat multiple times consecutively to keep
yourself and your allies conscious.

Even while this feat is active, you or your allies die if
reduced to —10 hit points or lower.

This feat does not function in an area of magical silence.

IRONSKIN CHANT [BARDIC MUSIC]

You can channel the power of your bardic music to enable
yourself to ignore minor injuries.

Prerequisites: Bardic music, Concentration 12 ranks,
Perform 12 ranks.

Benefit: As a swift action that does not provoke attacks of
opportunity, you can expend one daily use of your bardic
music ability to provide damage reduction of 5/ to
yourself or to one ally within 30 feet who can hear you until
the start of your next turn.

This feat does not function in an area of magical silence.

LYRIC SPELL [BARDIC MUSIC]

You can channel the power of your bardic music into your
magic, allowing you to expend uses of your bardic music
ability to cast spells.

Prerequisites: Bardic music, Perform 9 ranks, ability to
spontaneously cast 2nd-level arcane spells.

Benefit: You can expend daily uses of your bardic music
to cast any arcane spell that you know and can cast
spontaneously.

You must still use an action to cast the spell (following the
normal rules for casting time), but using the Lyric Spell feat
counts as part of the spellcasting action.

Casting a spell requires one use of your bardic music ability,
plus one additional use per level of the spell.

For example, casting a 3rd-level spell requires four daily
uses of your bardic music ability.

Special: Any spell that you cast using the Lyric Spell feat
gains your instrument as an additional arcane focus, if you
use one.

You cannot use Lyric Spell to cast a spell improved by the
Silent Spell metamagic feat.

EPIC FEATS

AUGMENTED ALCHEMY [EPIC]

You can create alchemical items and substances that are
much more powerful than normal.

Prerequisites: Int 21, Craft (alchemy) 24 ranks.
Benefit: Whenever creating an alchemical item or
substance (not including poisons), you can choose to make
it more powerful than normal by adding 20 to the DC
required to create it and multiplying its price by s.

An augmented alchemical item or substance deals double
normal damage (if it deals damage), has twice the normal
duration (if it has a duration), adds 2 to the save DC (if it has
asave DC), and affects an area twice as wide as normal (if it
has an area).

If the item or substance doesn't fit any of these categories,
then it cannot be affected by this feat.

For example, an augmented flask of alchemist’s fire deals
2d6 points of damage (or 2 points of splash damage to all
targets within 10 feet) and burns for 2 additional rounds
after striking the target (rather than 1).

The save DC to extinguish the flames is 17.

EPIC DODGE [EPIC]

You are able to evade attacks with exceptional agility.
Prerequisites: Dex 25, Tumble Dodge, 30 ranks,
defensive roll, improved evasion.

Benefit: Once per round, when struck by an attack from
an opponent you have designated as the target of your
Dodge feat, you automatically avoid all damage from the
attack.

EPIC REPUTATION [EPIC]

Your reputation provides great bonuses on interactions
with others.

Benefit: You gain a +4 bonus on Bluff, Diplomacy, Gather
Information, Intimidate, and Perform checks.

EPIC SKILL FOCUS [EPIC]

Choose a skill, such as Move Silently.

You have a legendary knack with that skill.
Prerequisite: 20 ranks in the skill selected.

Benefit: You gain a +10 bonus on all skill checks with the
selected skill.

Special: You can gain this feat multiple times.

Its effects do not stack.

Each time you take the feat, it applies to a different skill.




Special: This feat counts as Skill Focus for the purpose of
qualifying for other feats, prestige classes, and the like.

GROUP INSPIRATION [EPIC]

Your bardic powers can inspire more allies than normal.
Prerequisites: Perform 30 ranks, bardic music.
Benefit: The number of allies you can affect with your
inspire competence, inspire greatness, or inspire heroics
ability doubles.

When inspiring competence in multiple allies, you can
choose different skills to inspire for different allies.

IMPROVED SKIRMISH [EPIC]

Your combat mobility improves.

Prerequisites: Skirmish +4d6/+4 AC.

Benefit: If the bonus to AC granted when you use your
skirmish ability is equal to or higher than the number of
dice of extra damage granted by your skirmish ability, your
extra damage on skirmish attacks increases by 1dé.

If the bonus to AC granted by your skirmish ability is less
than the number of dice of extra damage granted by your
skirmish ability, the bonus to AC when skirmishing
increases by 1 instead.

Special: This feat may be taken multiple times.

Its effects stack.

IMPROVED SUDDEN STRIKE [EPIC]

Your ability to strike unaware foes improves.
Prerequisites: Sudden strike +8dé.

Benefit: Add 1dé6 to your sudden strike damage.
Special: This feat may be taken multiple times.
Its effects stack.

LEGENDARY ACROBAT [EPIC]

You can balance and tumble much more easily than a
normal person.

Prerequisites: Dex 21, Balance 24 ranks, Tumble 24
ranks.

Benefit: You can ignore any check penalties applied for
accelerated movement while balancing (see page 67 of the
Player’s Handbook), for accelerated tumbling (see page 84 of
the Player's Handbook), or for running while balancing on a
narrow surface or while tumbling (see pages 97 and 103 in
this book).

Normal: Without this feat, you take a —5 penalty on
Balance checks and a —10 penalty on Tumble checks when
attempting to move your full speed as a move action, ora—
20 penalty on Balance or Tumble checks when attempting
to run while balancing on a narrow surface or while
tumbling,

LEGENDARY CLIMBER [EPIC]

You can climb rapidly much more easily than a normal
person.

Prerequisites: Dex 21, Balance 12 ranks, Climb 24
ranks.

Benefit: You can ignore any check penalties applied for
accelerated climbing (see page 69 of the Player's Handbook),
rapid climbing, or combat climbing (see page 97).

Normal: Without this feat, you take a —5 penalty on
Climb checks when attempting to climb half your speed as
a move action, or a —20 penalty when attempting to climb
your speed as a move action or to retain your Dex bonus to
AC when climbing.

LEGENDARY LEAPER [EPIC]

You can cover great distances with only a brief start.
Prerequisite: Jump 24 ranks.

Benefit: You need only move 5 feet in a straight line to
make a running jump.

LEGENDARY TRACKER [EPIC]

You can track prey across or through the water, or even
through the air.

Prerequisites: Wis 25, Knowledge (nature) 30 ranks,
Survival 30 ranks, Track.

Benefit: You can track creatures across water,
underwater, or through the air by the minute disturbances
they make and traces of their passage.

This benefit adds the surfaces of water, underwater, and air
to the list of surfaces found under the Track feat in the
Playev's Handbook: Surface DC Water 60 Underwater 80 Air
120

Surface DC
Water 60
Underwater 30
Air 120
POLYGLOT [EPIC]

You can speak, read, and write all languages.
Prerequisites: Int 25, Speak Language (five languages).
Benefit: You can speak all languages.

If you are literate, you can also read and write all languages
(not including magical script).

WILD FEATS

BLINDSENSE [WILD]

You can sense creatures that you cannot see.
Prerequisites: Wild shape class feature, Listen 4 ranks.
Benefit: You can expend one daily use of wild shape to
gain blindsense for 1 minute per Hit Die, enabling you to
pinpoint the location of a creature within 30 feet if you
have line of effect to that creature (see page 306 of the
Monster Manual).

You retain this benefit regardless of what form you are in.

CLIMB LIKE AN APE [WILD]

You can improve your climbing ability.

Prerequisites: Wild shape.

Benefit: You can expend one daily use of wild shape to
gain a climb speed equal to your base land speed for 10
minutes per Hit Die.

This feat also grants you a +8 racial bonus on Climb checks
and allows you to take 10 on Climb checks, even if rushed
or threatened.




COUGAR’S VISION [WILD]

You can see in the dark like a cat.

Prerequisites: Wild shape, Spot 2 ranks.

Benefit: You can expend one daily use of wild shape to
gain low-light vision for 1 hour per Hit Die.

In addition, you gain a +4 bonus on all Spot checks.

You retain these benefits regardless of what form you are
in.

HAWK’S VISION [WILD]

You can improve your visual acuity.

Prerequisites: Wild shape, Spot 4 ranks.

Benefit: You can expend one of your daily uses of wild
shape to gain a +8 bonus on your Spot checks for 1 hour per
Hit Die.

While this benefit is in effect, you take only half the normal
penalty for range increment (—1 on ranged attacks per
range increment instead of —2), and you take a —1 penalty
on Spot checks per 20 feet of distance (rather than per 10
feet).

You retain these benefits regardless of what form you are
in.

SAVAGE GRAPPLE [WILD]

While transformed into the shape of a wild animal, you can
savagely tear at any creature that you manage to grapple.
Prerequisites: Wild shape, sneak attack.

Benefit: While you are in a wild shape, any time you
make a successful grapple check to damage a creature with
which you are already grappling, you can add your sneak
attack damage as well.

Creatures not subject to sneak attacks don’t take this extra
damage.

SCENT [WILD]

You can sharpen your sense of smell.

Prerequisites: Wild shape.

Benefit: You can expend one daily use of wild shape to
gain the scent ability (see page 314 of the Monster Manual)
for 1 hour per Hit Die.

While this benefit is in effect, you can detect opponents
within 30 feet by sense of smell.

In addition, if you have the Track feat, you can track
creatures by scent.

You retain this benefit regardless of what form you are in.

COMPLETE ARCANE (3.5)

MAIN SECTION FEATS

ARCANE DEFENSE []

Choose a school of magic, such as illusion.

You can resist spells from that school better than normal.
Prerequisite: Spell Focus in the chosen school.
Benefit: You get a +3 bonus on your saving throws against
spells from the chosen school.

Special: You can gain this feat multiple times, but its
effects do not stack.

Each time you take the feat, it applies to a new school of
magic.

ARCANE MASTERY []

You are quick and certain in your efforts to defeat the
arcane defenses and spells of others.

Prerequisite: Ability to cast arcane spells or use spell-
like abilities (including invocations).

Benefits: You can take 10 on caster level checks (as if the
caster level check was a skill check).

ARCANE PREPARATION []

You can prepare an arcane spell ahead of time, just as a
wizard does.

Prerequisite: Ability to cast arcane spells without
preparation.

Benefit: Each day, you can use one or more of your spell
slots to prepare spells you know, usually for the purpose of
applying a metamagic feat to the spell—but without an
increase in its casting time.

Preparing a spell uses a spell slot of the appropriate level,
and once prepared, that slot can’t be used for anything else
until the prepared spell is cast.

Normal: Spellcasters who cast arcane spells without
preparation (such as sorcerers and bards) who apply a
metamagic feat to a spell must cast it as a full-round action
instead of a standard action.

BATTLE CASTER []

Building on your existing training allows you to avoid the
chance of arcane spell failure when you wear armor heavier
than normal.

Prerequisite: Ability to ignore arcane spell failure
chance from armor.

Benefit: You are able to wear armor one category heavier
than you can normally wear while still avoiding the chance
of arcane spell failure.

For example, if you have the ability to normally wear light
armor without incurring a chance of spell failure, you can
wear medium armor and continue to cast spells as normal.
This ability does not extend to shields, nor does it apply to
spells gained from spellcasting classes other than the class
that provides the ability to cast arcane spells while in armor.

BLACK LORE OF MOIL [METAMAGIC]

Your study of the sinister knowledge and spellcasting
techniques of the long-dead Nightlords of Moil makes your
necromancy spells especially potent.

Prerequisites: Spell Focus (necromancy), caster level
7th.

Benefit: Any necromancy spell you cast can be cast
instead as a Moilian spell, dealing an extra 1d6 points of
negative energy damage +1dé per two spell levels (+1dé for
1st-level spells, +2d6 for 2nd- or 3rd-level spells, and so on).
If the spell normally allows a saving throw, the target takes
half the negative energy damage on a successful save,
regardless of the outcome of the save on the spell's normal
effect.

In addition to its normal spell components, a Moilian spell
requires the creation and expenditure of a Moilian




runebone—a small human bone (often a finger bone)
scribed with carefully prepared arcane markings.

Only a character trained in the Black Lore of Moil knows
the secrets of creating a runebone, which takes 1 hour to
craft and requires special inks and powders costing 25 gp
per die of negative energy damage to be generated.

For example, a runebone capable of adding 3d6 points of
negative energy damage to a spell costs 75 gp to craft.
While the maximum negative energy damage dealt by a
Moilian spell is based on the spell’s level, the actual damage
is limited by the runebone.

For example, if a sorcerer casts finger of death (a 7th-level
spell, so normally +4dé6) with a 75-gp (3d6) runebone, the
spell deals only 3d6 points of additional negative energy
damage.

A Moilian spell uses a spell slot of the spell's normal level.

BORN OF THE THREE THUNDERS
[METAMAGIC]

You have learned to marry the power of lightning and
thunder in your electricity and sonic spells.
Prerequisites: Knowledge (nature) 4 ranks, Energy
Substitution (electricity).

Benefit: When you cast a spell with either the electricity
descriptor or the sonic descriptor that deals hit point
damage, you can declare that spell to be a spell of the three
thunders, with half its damage dealt as electricity damage
and half dealt as sonic damage.

In addition, the spell concludes with a mighty thunderclap
that stuns all creatures that take damage from the spell for 1
round unless they succeed on a Fortitude save, then knocks
stunned creatures prone unless they succeed on a Reflex
save (both saves at the same DC as the base spell).
Channeling the three thunders is costly, though, and you
are automatically dazed for 1 round after doing so.

A three thunders spell uses a spell slot of the spell's normal
level.

In addition, its descriptor changes to include both energy
types—for example, a lighining bolt of the three thunders is
an evocation [electricity, sonic] spell.

CHAIN SPELL [METAMAGIC]

You can cast spells that arc to other targets in addition to
the primary target.

Prerequisite: Any metamagic feat.

Benefit: Any spell that specifies a single target and has a
range greater than touch can be chained so as to affect that
primary target normally, then arc to a number of secondary
targets equal to your caster level (maximum 20).

Each arc affects one secondary target chosen by you, all of
which must be within 30 feet of the primary target, and
none of which can be affected more than once.

You can choose to affect fewer secondary targets than the
maximum.

If the chained spell deals damage, the secondary targets
each take half as much damage as the primary target
(rounded down) and can attempt Reflex saving throws for
half damage (whether the spell allows the original target a
save or not).

For spells that don’t deal damage, the save DCs against
arcing effects are reduced by 4.

For example, if a 10th-level wizard normally casts cause fear
at DC 14, a chained cause fear could target a goblin chieftain
at DC 14 and up to ten of his nearby guards at DC 10.

A chained spell uses up a spell slot three levels higher than
the spell’s actual level.

COMMUNICATOR []

You possess a magical understanding of the essence of
language.

Benefit: An innate talent for magic grants you the
following spell-like abilities as a 1st-level caster: 1/day—
arcane mark, comprehend languages, message.

COOPERATIVE SPELL [METAMAGIC]

You can cast spells to greater effect in conjunction with the
same spell cast by another individual.

Prerequisites: Any metamagic feat.

Benefit: While the two of you are adjacent, you and
another spellcaster with the Cooperative Spell feat can
simultaneously cast the same spell at the same time in the
round.

Add +2 to the save DC of cooperatively cast spells and +1 to
caster level checks to beat the target’s spell resistance (if
any), using the higher base DC and level check of either
caster.

A cooperative spell uses up a spell slot of the same level as
the spell’s actual level.

Special: For each additional caster with this feat casting
the same cooperative spell simultaneously, the spell’s save
DC and the bonus on the caster level check both increase
by 1.

When more than two spellcasters cooperatively cast a spell,
each must be adjacent to at least two other casters involved
in the casting.

For example, two wizards and two sorcerers standing in a
circle all have Cooperative Spell.

The first three in the initiative order ready an action to cast
fireball, casting the spell when the fourth does.

The base DC of the spell’s save is equal to the highest save
DC among the cooperative casters (as determined by
relevant ability scores, other feats, special abilities, or items)
+4 (+2 for the first cooperative caster and +1 for each of the
other two).

As well, whoever has the highest caster level determines
the base caster level check, which gains a +3 bonus (+1 for
each cooperative caster).

CRAFT CONTINGENT SPELL [ITEM CREATION]

You know how to attach semipermanent spells to a creature
and set them to activate under certain conditions.
Prerequisite: Caster level 11th.

Benefit: You can make contingent any spell that you
know.

Crafting a contingent spell takes one day for each 1,000 gp
in its base price (spell level x caster level x 100 gp).

To craft a contingent spell, you must spend 1/25 of this
base price in XP and use up raw materials costing one-half
the base price.

Some spells incur extra costs in material components or XP
(as noted in their descriptions), which must be paid when
the contingent spell is created.




See Contingent Spells, page 139, for more information.

DELAY SPELL [METAMAGIC]

You can cast spells that take effect after a short delay of
your choosing.

Prerequisite: Any metamagic feat.

Benefit: When casting a spell, yousetadelayof 1 to 5
rounds before it takes effect.

The delay time cannot be changed once set; the spell
activates just before your turn on the round you designate.
Only area, personal, and touch spells can be affected by this
feat.

Any decisions you would make about the spell (including
attack rolls, designating targets, or determining or shaping
an area) are decided when the spell is cast, with any of its
effects (including damage and saving throws) decided
when the spell triggers.

If conditions change during the delay period in ways that
would make the spell impossible to cast (the target you
designate moves beyond the spell’s range, for example), the
spell fails.

During the delay period, a delayed spell can be dispelled
normally, and it can be detected in the area or on the target
(as applicable).

A delayed spell uses up a spell slot three levels higher than
the spell’s actual level.

DOUBLE WAND WIELDER []

You can activate two wands at the same time.
Prerequisites: Craft Wand, Two-Weapon Fighting.
Benefit: As a full-round action, you can wield a wand in
each hand (if you have both hands free), with one wand
designated as your primary wand and the other your
secondary wand.

Each use of the secondary wand expends 2 charges from it
instead of 1.

DRACONIC BREATH [DRACONIC]

You can convert your arcane spells into a breath weapon.
Prerequisite: Draconic Heritage.

Benefit: As a standard action, you can change arcane spell
energy into a breath weapon of your draconic heritage
energy type.

The breath weapon is a 30-foot cone (fire or cold) or a 60-
foot line (acid or electricity) that deals 2d6 points of damage
per level of the spell that you expended to create the effect.
Any creature in the area can make a Reflex save (DC 10 +
level of the spell used + your Cha modifier) for half damage.
This is a supernatural ability.

DRACONIC CLAW [DRACONIC]

You develop the natural weapons of your draconic
ancestors.

Prerequisite: Draconic Heritage.

Benefit: You gain claws.

You can make a natural attack with your claw, dealing
damage based on your size (Small 1d4, Medium 1d6, Large
1d8).

In any round when you cast a spell with a casting time of 1
standard action, you can make a single claw attack as a swift
action (see page 86) against an opponent you threaten.

DRACONIC FLIGHT [DRACONIC]

The secret of draconic flight is revealed to you, granting
you the ability to fly occasionally.

Prerequisite: Draconic Heritage.

Benefit: After you cast an arcane spell with a casting time
of 1 standard action, you gain a fly speed equal to 10 feet per
level of the spell you just cast for the remainder of your
turn.

DRACONIC HERITAGE [DRACONIC]

You have greater connection with your distant draconic
bloodline.

Prerequisite: Sorcerer level 1st.

Benefit: Choose one dragon from the Draconic Heritage
list below and gain the indicated skill as a class skill.

This is your draconic heritage, which cannot be changed
once the feat has been taken.

Half-dragons must choose the same dragon kind as their
dragon parent.

In addition, you gain a bonus on saving throws against sleep
and paralysis, as well as spells and abilities with the energy
type of your Draconic Heritage.

This bonus is equal to the number of draconic feats you
have.

DracoNic HERITAGE

Dragon Kind Energy Type Skill

Black Acid Hide

Blue Electricity Listen

Green Acid Move Silently
Red Fire Intimidate
White Cold Balance
Brass Fire Cather Information
Bronze Electricity Survival
Copper Acid Hide

Gold Fire Heal

Silver Cold Disguise

DRACONIC LEGACY [DRACONIC]

You have realized greater arcane power through your
draconic heritage.

Prerequisite: Any four draconic feats.

Benefit: Based on your draconic heritage, add the
following spells to your list of spells known.

Each spell is added at the level that a spellcaster would
normally gain it unless otherwise indicated.

Draconic LEGACY
Dragon Kind Spells Known

Black Charm animal (snakes and lizards only),
deeper darkness, insect plague
Blue Major image, mirage arcane, ventriloguism
Green Charm person, deminate person, plant growth
Red Detect secret doors, suggestion, true seging
White Cbscuring mist, sleet storm, wall of ice
(5th level)
Brass Control winds, endure elements, tangues
Bronze Control water (Sth level), speak with animals,

water breathing

Copper Silent image, stone shape, wall of stone
Gold Bless, daylight, dispel evil
Silver Air walk (Sth level), feather fall, wind wall




Special: If any of the spells you would gain from this feat
are spells you already know, you can pick another spell that
a sorcerer would ordinarily have available to him at that
same level.

DRACONIC POWER [DRACONIC]

You have greater power manipulating the energies of your
heritage.

Prerequisite: Draconic Heritage.

Benefit: Your caster level increases by 1,and you add 1 to
the save DC of all arcane spells with the energy descriptor
of the same energy type as determined by your draconic
heritage.

Special: If the Energy Substitution feat is used to modify
a spell, this feat will work if the new type of energy matches
the energy type of your draconic heritage.

DRACONIC PRESENCE [DRACONIC]

When you use your magic, your mere presence can tetrify
those around you.

Prerequisite: Draconic Heritage.

Benefit: Whenever you cast an arcane spell, all opponents
within 10 feet of you who have fewer Hit Dice than you
become shaken for a number of rounds equal to the level of
the spell you cast.

The effect is negated by a Will save (DC 10 + level of the
spell cast + your Cha modifier).

A successful save indicates that the opponent is immune to
your draconic presence for 24 hours.

This ability does not affect creatures with an Intelligence of
3 or lower or creatures that are already shaken, nor does it
have any effect on dragons.

DRACONIC RESISTANCE [DRACONIC]

Your bloodline hardens your body against the energy type
of your progenitor.

Prerequisite: Draconic Heritage.

Benefit: You gain resistance to the energy type of your
draconic heritage equal to three times the number of
draconic feats you currently have (including draconic feats
you take after gaining this feat).

DRACONIC SKIN [DRACONIC]

Your skin takes on the sheen, luster, and hardness of your
draconic parentage.

Prerequisites: Draconic Heritage.

Benefit: Your natural armor increases by 1.

ENERGY ADMIXTURE [METAMAGIC]

You can modify a spell that uses one type of energy to add
an equal amount of another energy type.

Prerequisite: Energy Substitution.

Benefit: Choose one type of energy (acid, cold, electricity,
or fire) that matches an energy type you have selected for
substitution via the Energy Substitution feat.

You can then modify any spell with an energy descriptor by
adding an equal amount of the chosen type of energy to the
spell’s normal effects.

The altered spell works normally in all respects except for
the type and amount of damage dealt, with each type of
energy counting separately toward the spell's damage cap.
Thus, an acid fireball cast at 6th level deals 6d6 points of fire
damage and 6d6 points of acid damage (rolled separately),
while the same acid fireball cast at 1oth level or higher deals
10d6 points of fire damage and 10d6 points of acid damage.
Even opposed types of energy (such as fire and cold) can be
combined using this feat.

An energy admixed spell uses up a spell slot four levels
higher than the spell’s actual level.

As well, the spell’s descriptor changes to include both
energy types present in the spell—for example, the acid
fireball described above is an evocation [acid, fire] spell.
Special: You can gain this feat multiple times, choosing a
different type of energy each time.

The type of energy selected with this feat must match a
type of energy you have also selected for substitution via
the Energy Substitution feat (so you can select cold as your
energy type with Energy Admixture if you have selected
cold as your Energy Substitution energy type).

You can use Energy Admixture to further alter a spell that
has already been modified with Energy Substitution, and
you can also admix your chosen energy type with a spell
that already uses the same type, in effect doubling its
normal damage dice.

ENERGY SUBSTITUTION [METAMAGIC]

You can modify an energy-based spell to use another type
of energy instead.

Prerequisites: Knowledge (arcana) 5 ranks, any
metamagic feat.

Benefit: Choose one type of energy (acid, cold, electricity,
or fire).

You can then modify any spell with an energy descriptor to
use the chosen type of energy instead.

An energy substituted spell uses a spell slot of the spell’s
normal level.

The spell’s descriptor changes to the new energy type—for
example, a fireball composed of cold energy is an evocation
[cold] spell.

Special: You can gain this feat multiple times, choosing a
different type of energy each time.

EXPLOSIVE SPELL [METAMAGIC]

You can cast spells that blast creatures off their feet.
Benefit: On a failed Reflex save, an explosive spell ejects
any creature caught in its area, sending it to a location
outside the nearest edge of that area, dealing additional
damage and further knocking creatures prone.

For example, all creatures in the area of an explosive fireball
that fail their saving throws not only take full damage but
are pushed to the closest square outside the perimeter of
the spell’s 20-foot-radius spread.

Likewise, an explosive lightning bolt moves targets that fail
their saves to outside the area defined by the squares the
bolt’s line passes through.

Any creature moved in this manner also takes an additional
1d6 points of damage per 10 feet moved (no additional
damage if moved less than 10 feet by the effect) and is
knocked prone.




If some obstacle prevents a blasted creature from being
moved to the edge of the effect, the creature is stopped and
takes 1d6 points of damage from striking the barrier (in
addition to any damage taken from the distance moved
before then).

In any event, this movement does not provoke attacks of
opportunity.

Explosive Spell can be applied only to spells that allow
Reflex saves and affect an area (a cone, cylinder, line, or
burst).

An explosive spell uses up a spell slot two levels higher
than the spell’s actual level.

EXTRA EDGE []

Your ability to deal spell damage is particularly striking.
Prerequisite: Warmage level 4th.

Benefit: You gain a +1 bonus on your warmage edge, plus
an additional +1 bonus per four warmage levels.

For instance, an 8th-level warmage with 18 Intelligence
gets a +7 bonus on the damage dealt by any spell that deals
hit point damage.

Normal: A character’s warmage edge is equal to his
Intelligence modifier.

EXTRA INVOCATION []

You learn an additional invocation.

Prerequisite: Ability to use lesser invocations.
Benefit: You learn one additional invocation from the list
available to you, choosing an invocation of one grade lower
than the highest grade of invocation you know.

For example, a 6th-level warlock could learn a least
invocation, while a 16th-level warlock could learn any least,
lesser, or greater invocation.

Special: You can gain this feat multiple times.

Each time, you gain an extra invocation of any grade (least,
lesser, or greater) up to one lower than the highest grade of
invocation you can currently use.

EXTRA SLOT []

You can cast an additional spell.

Prerequisite: Caster level 4th.

Benefit: You gain one extra spell slot in your daily
allotment, at any level up to one lower than the highest
level of spell you can currently cast.

For example, a 4th-level sorcerer (maximum spell level
2nd) gains either an extra o-level or 1st-level slot, and is able
to cast any spell he knows of the chosen level one more
time each day.

Likewise, a 4th-level wizard can prepare any extra o-level or
1st-level spell he knows.

Once selected, the extra spell slot never changes level.
Special: You can gain this feat multiple times.

Each time, you gain an extra spell slot at any level up to one
lower than the highest level of spell you can currently cast.

EXTRA SPELL []

You learn an additional spell.

Prerequisite: Caster level 3rd.

Benefit: You learn one additional spell at any level up to
one lower than the highest level of spell you can currently
cast.

Thus, a 4th-level sorcerer (maximum spell level 2nd) gains a
new o-level or 1st-level spell known with which to expand
her repertoire.

For classes such as wizard that have more options for
learning spells, Extra Spell is generally used to learn a
specific spell that the character lacks access to and would be
unable to research.

Special: You can gain this feat multiple times.

Each time, you learn a new spell at any level up to one
lower than the highest level of spell you can cast.

EXTRA SPELL SECRET []

You learn an additional spell secret.

Prerequisites: Spell secret class ability, able to cast 2nd-
level spells.

Benefit: You choose one spell known to you that
becomes permanently modified as though affected by
Enlarge Spell, Extend Spell, Still Spell, or Silent Spell.

The spell’s level does not change, nor does the choice of
spell and modification once chosen.

As you go up in level, you can choose the same spell to be
modified in different ways with multiple spell secrets
(either from additional uses of this feat or through the spell
secret class ability).

You do not need to have the metamagic feat that you apply
to the spell.

Special: You can take this feat multiple times.

Each time, you can select another spell to be permanently
modified as though affected by one of the metamagic feats
mentioned above.

You can choose the same spell to be modified with multiple
applications of this feat.

FORTIFY SPELL [METAMAGIC]

You cast spells that more easily penetrate spell resistance.
Benefit: A fortified spell is treated as having a higher
caster level for the purpose of defeating a target’s spell
resistance.

You prepare and cast the spell in a higher-level spell slot
than normal, with each additional level giving a +2 bonus
on spell penetration checks for the altered spell.

Spells that are not subject to spell resistance are not
affected.

A fortified spell uses up a spell slot at least one level higher
than the spell’s actual level.

GUARDIAN SPIRIT []

Your watchful spirit is more capable than normal.
Prerequisite: Watchful spirit class ability.

Benefit: Your watchful spirit allows you to reroll your
initiative two times per day, as well as allowing you to reroll
any saving throw once per day.

These effects must be used immediately after the initial
initiative check or saving throw is made.

HEIGHTEN SPELL-LIKE ABILITY []

You can use a spell-like ability as if it were a higher spell-
level equivalent than it actually is.

Prerequisite: Spell-like ability at caster level 6th or
higher.




Benefit: Choose one of your spell-like abilities (subject to
the restrictions below) to use at a heightened level up to
three times per day (or the ability’s normal use limit,
whichever is less).

The spell-level equivalent of the heightened spell-like
ability is two higher than its normal level (to a maximum of
gth level), with all effects dependent on spell level
(including saving throw DCs) calculated at the higher level.
The spell-like ability you wish to heighten can be chosen
only from those abilities that duplicate a spell of a level less
than or equal to 1/2 your caster level (round down), minus
2.

For a summary, see the Caster Level to Empower column in
the table on page 304 of the Monster Manual.

Special: This feat can be taken multiple times.

Each time, you apply it to a different one of your spell-like
abilities.

INNATE SPELL []

You have mastered a spell so thoroughly that you can now
use it as a spell-like ability.

Prerequisites: Quicken Spell, Silent Spell, Still Spell.
Benefit: Choose any spell you can cast.

You can now cast this spell at will as a spell-like ability once
per round.

One spell slot eight levels higher than the innate spell is
permanently used to power it, and any XP cost for the
innate spell is paid each time you use it.

As well, you must have any focus required by the spell in
order to use it as a spell-like ability, and if the innate spell
has a costly material component, you must use an item
worth 5o times that cost as a focus.

Since an innate spell is a spell-like ability and not an actual
spell, a cleric can’t lose it to spontaneously cast a cure or
inflict spell.

As well, spellcasters who become unable to cast spells of
the level of the spell slot used to power the innate spell
become unable to use the spell-like ability.

Special: You can choose this feat more than once,
selecting another spell and paying the spell slot, focus, and
material components costs each time.

INSIGHTFUL []

You possess a magical understanding of the workings of
arcane detection.

Benefit: An innate talent for magic grants you the
following spell-like abilities as a 1st-level caster: 1/day—
detect magic, detect secvet doors, read magic.

LORD OF THE UTTERCOLD [METAMAGIC]

Through careful study of the Elemental Planes and their
interactions with the Negative Energy Plane, you have
learned to wield the uttercold.

Prerequisites: Knowledge (the planes) 9 ranks, Energy
Substitution (cold), ability to cast a spell with the cold
descriptor.

Benefit: You can turn spells with the cold descriptor into
uttercold spells.

Half the damage dealt by an uttercold spell is cold damage,
and the other half is negative energy damage.

The spell's saving throw remains unchanged, but creatures
can apply cold resistance or immunity to cold only to the
cold portion of the damage.

An undead creature can be healed by the negative energy
damage of an uttercold spell, though if it doesn't have
resistance to cold, the effects of damage and healing cancel
each other out.

An uttercold spell uses a spell slot of the spell’s normal
level.

MAGE SLAYER []

You have studied the ways and weaknesses of spellcasters
and can time your attacks and defenses against them
expertly.

Prerequisites: Spellcraft 2 ranks, base attack bonus +3.
Benefit: You gain a +1 bonus on Will saving throws.
Spellcasters you threaten may not cast defensively (they
automatically fail their Concentration checks to do so), but
they are aware that they cannot cast defensively while
being threatened by a character with this feat.

Special: Taking this feat reduces your caster level for all
your spells and spell-like abilities by 4.

MAXIMIZE SPELL-LIKE ABILITY []

You can use a spell-like ability at its maximum effect.
Prerequisite: Spell-like ability at caster level 6th or
higher.

Benefit: Choose one of your spell-like abilities (subject to
the restrictions below) to use at maximum effectiveness up
to three times per day (or the ability’s normal use limit,
whichever is less).

All variable, numeric effects of the spell-like ability are
maximized, dealing maximum damage, curing the
maximum number of hit points, affecting the maximum
number of targets, and so on.

For example, a 1oth-level warlock’s maximized eldriich blast
deals 36 points of damage three times per day.

Saving throws and opposed checks (such as the one you
make when you cast dispel magic) are not affected, nor are
spell-like abilities without random variables.

An empowered maximized spell-like ability gains the
benefit of each feat separately (getting the maximum result
plus one-half the normally rolled result).

For example, a fire mephit’'s empowered maximized
scorching ray would deal 24 points of damage plus one-half
of 4d6 points of damage.

The spell-like ability you wish to maximize can be chosen
only from those abilities that duplicate a spell of a level less
than or equal to 1/2 your caster level (round down), minus
2.

For a summary, see the Caster Level to Empower column in
the table on page 304 of the Monster Manual.

Special: This feat can be taken multiple times.

Each time, you apply it to a different one of your spell-like
abilities.

NECROPOLIS BORN []

You possess a magical understanding of the essence of
mortal dread.




Benefit: An innate talent for magic grants you the
following spell-like abilities as a 1st-level caster: 1/day—
cause fear, ghost sound, touch of fatigue.

Save DC 10 + spell level + your Cha modifier.

NIGHT HAUNT []

You possess a magical understanding of the workings of the
unseen.

Benefit: An innate talent for magic grants you the
following spell-like abilities as a 1st-level caster: 1/day—
dancing lights, prestidigitation, unseen servant.

Save DC 10 + spell level + your Cha modifier.

NONLETHAL SUBSTITUTION [METAMAGIC]

You can modify an energy spell to deal nonlethal damage.
Prerequisites: Knowledge (arcana) 5 ranks, any
metamagic feat.

Benefit: Choose one type of energy (acid, cold, electricity,
or fire).

You can then modify any spell with the chosen descriptor
to deal nonlethal damage instead of normal energy damage.
The nonlethal spell works normally in all respects except
the type of damage dealt—for example, a nonlethal fireball
has the same range and area, but since it deals nonlethal
damage instead of energy damage, it will not damage
objects or set fire to combustibles in the area.

A nonlethal spell uses a spell slot one level higher than the
spell’'s normal level.

OBTAIN FAMILIAR []

You gain a familiar.

Prerequisites: Knowledge (arcana) 4 ranks, arcane
caster level 3rd.

Benefit: You can obtain a familiar in the same manner as
a sorcerer or wizard (see the sorcerer class description and
the accompanying sidebar, page 52 of the Player's
Handbook).

As with a sorcerer or wizard, obtaining a familiar takes 24
hours and uses up magic materials worth 100 gp.

For the purpose of determining familiar abilities that
depend on your arcane caster class level, your levels in all
classes that allow you to cast arcane spells stack.

PERSISTENT SPELL [METAMAGIC]

You can make a spell last all day.

Prerequisite: Extend Spell.

Benefit: Spells with a fixed or personal range can have
their duration increased to 24 hours.

Spells of instantaneous duration cannot be affected by this
feat, nor can spells whose effects are discharged.

You don’t need to maintain concentration on persistent
detect spells (such as detect magic or detect thoughis) for you to
be aware of the mere presence or absence of the subject
detected, but gaining additional information requires
concentration as normal.

A persistent spell uses up a spell slot six levels higher than
the spell’s actual level.

PIERCE MAGICAL CONCEALMENT []

You ignore the miss chance provided by certain magical
effects.

Prerequisites: Con 13, Blind-Fight, Mage Slayer.
Benefit: Your fierce contempt for magic allows you to
disregard the miss chance granted by spells or spell-like
abilities such as darkness, blur, invisibility, obscuring mist,
ghostform (see page 109), and spells when used to create
concealment effects (such as a wizard using permanent
image to fill a corridor with illusory fire and smoke).

In addition, when facing a creature protected by mirror
image, you can immediately pick out the real creature from
its figments.

Your ability to ignore the miss chance granted by magical
concealment doesn’t grant you any ability to ignore
nonmagical concealment (so you would still have a 20%
miss chance against an invisible creature hiding in fog, for
example).

Special: Taking this feat reduces your caster level for all
your spells and spell-like abilities by 4.

PIERCE MAGICAL PROTECTION []

You can overcome the magical protections of your enemies.
Prerequisites: Con 13, Mage Slayer.

Benefit: Your contempt for magic is so fierce that asa
standard action you can make a melee attack that ignores
any bonuses to Armor Class granted by spells (including
spell trigger or spell completion effects created by magic
items such as wands or potions).

If you deal damage to your opponent, you also instantly and
automatically dispel all that opponent’s spells and spell
effects that grant a bonus to Armor Class.

Special: Taking this feat reduces your caster level for all
your spells and spell-like abilities by 4.

PRACTICED SPELLCASTER []

Choose a spellcasting class that you possess.

Your spells cast from that class are more powerful.
Prerequisite: Spellcraft 4 ranks.

Benefit: Your caster level for the chosen spellcasting class
increases by 4.

This benefit can’t increase your caster level to higher than
your Hit Dice.

However, even if you can't benefit from the full bonus
immediately, if you later gain Hit Dice in levels of
nonspellcasting classes, you might be able to apply the rest
of the bonus.

For example, a human sth-level sorcerer/3rd-level fighter
who selects this feat would increase his sorcerer caster level
from sth to 8th (since he has 8 Hit Dice).

If he later gained a fighter level, he would gain the
remainder of the bonus and his sorcerer caster level would
become gth (since he now has 9 Hit Dice).

A character with two or more spellcasting classes (such as a
bard/sorcerer or a ranger/druid) must choose which class
gains the feat’s effect.

This feat does not affect your spells per day or spells
known.

It increases your caster level only, which would help you
penetrate spell resistance and increase the duration and
other effects of your spells.




Special: You may select this feat multiple times.

Each time you choose it, you must apply it to a different
spellcasting class.

For instance, a 4th-level cleric/sth-level wizard who had
selected this feat twice would cast cleric spells as an 8th-
level caster and wizard spells as a gth-level caster.

RANGED SPELL SPECIALIZATION []

You deal more damage with ranged touch attack spells.
Prerequisites: Weapon Focus (ranged spell), caster level
4th.

Benefit: Damage-dealing spells that require a ranged
touch attack roll gain a +2 bonus on the damage they deal.
This extra damage applies only to the first successful attack
of spells that create multiple rays or missiles, or to the first
round of damage for spells that deal damage over multiple
rounds on a single successful attack (such as Melf’s acid
arrow).

Because you must be able to strike precisely, the extra
damage applies only to targets within 30 feet.

Only spells that deal hit point damage can be affected by
this feat.

RECKLESS WAND WIELDER []

You can increase the effectiveness of spells cast from a
wand.

Prerequisites: Use Magic Device 1 rank, Craft Wand.
Benefit: By expending an additional charge, you can use a
wand as if its caster level was 2 higher than its normal level,
changing all the spell’s level-dependent effects.

For example, by expending 2 charges at once, a wand of
magic missile (created at caster level 3rd) can be used at
caster level sth, firing three missiles instead of two.

You can expend only 1 extra charge at a time using this feat.

REPEAT SPELL [METAMAGIC]

You can cast a spell that repeats on the following round.
Prerequisite: Any metamagic feat.

Benefit: A repeated spell is automatically cast again at the
beginning of your turn in the following round.

No matter where you might have moved in the previous
round, the second spell originates from the same location
and affects the same area as the original spell.

If the original spell designates a ranged target, the repeated
spell affects the same target if it is within 30 feet of its
original position; otherwise, the second spell fails.

Touch range spells cannot be affected by this feat.

A repeated spell uses up a spell slot three levels higher than
the spell’s actual level.

SANCTUM SPELL [METAMAGIC]

Your spells are especially potent on home ground.
Prerequisite: Any metamagic feat.

Benefit: A sanctum spell has an effective spell level 1
higher than its normal level if cast in your sanctum (see
below), but if not cast in the sanctum, the spell has an
effective spell level 1 lower than normal.

All effects dependent on spell level (including save DCs)
are calculated according to the adjusted level.

A sanctum spell uses a spell slot of the spell's normal level.

Special: Your sanctum is a particular site, building, or
structure previously designated by you, and no larger than
20 feet/level in diameter.

The designated area must be a site where you have spent a
cumulative period of at least three months.

Though a sanctum can be designated within a larger
structure, its special advantages do not apply beyond the
maximum area.

Once designated, it takes seven days for a site to become a
sanctum, and if you designate a new area to be your
sanctum, the benefits of the old one immediately fade.

SCULPT SPELL [METAMAGIC]

You can alter the area of your spells.

Prerequisite: Any metamagic feat.

Benefit: You can modify an area spell by changing the
area’s shape to either a cylinder (10-foot radius, 30 feet
high), a 40-foot cone, four 10-foot cubes, a ball (20-foot-
radius spread), or a 120-foot line.

The sculpted spell works normally in all respects except for
its shape.

For example, a lightning bolt whose area is changed to a ball
deals the same amount of damage, but affects a 20-foot-
radius spread.

A sculpted spell uses a spell slot one level higher than the
spell’'s actual level.

SOUL OF THE NORTH []

You possess a magical understanding of the nature of cold.
Benefit: An innate talent for magic grants you the
following spell-like abilities as a 1st-level caster: 1/day—
chill touch, ray of frost, resistance.

Save DC 10 + spell level + your Cha modifier.

SPELL HAND []

You possess a magical understanding of the manipulation
of force.

Benefit: An innate talent for magic grants you the
following spell-like abilities as a 1st-level caster: 1/day—
mage hand, open/close, Tensev's floating disk.

Save DC 10 + spell level + your Cha modifier.

SPLIT RAY [METAMAGIC]

Your ray spells can affect an additional target.
Prerequisite: Any metamagic feat.

Benefit: You can cause any ray spell to fire one additional
ray beyond the number normally allowed.

The additional ray requires a separate ranged touch attack
roll to hit and deals damage as normal.

It can be fired at the same target as the first ray or at a
different target, but all rays must be aimed at targets within
30 feet of each other and fired simultaneously.

A split ray spell uses a spell slot two levels higher than the
spell’'s actual level.

SUDDEN EMPOWER [METAMAGIC]

You can cast a spell to greater effect without special
preparation.
Prerequisite: Any metamagic feat.




Benefit: Once per day, you can apply the effect of the
Empower Spell feat to any spell you cast without increasing
the level of the spell or specially preparing it ahead of time.
You can still use Empower Spell normally if you have it.

SUDDEN EXTEND [METAMAGIC]

You can make a spell last longer than normal without
special preparation.

Benefit: Once per day, you can apply the effect of the
Extend Spell feat to any spell you cast without increasing
the level of the spell or specially preparing it ahead of time.
You can still use Extend Spell normally if you have it.

SUDDEN MAXIMIZE [METAMAGIC]

You can cast a spell to maximum effect without special
preparation.

Prerequisite: Any metamagic feat.

Benefit: Once per day, you can apply the effect of the
Maximize Spell feat to any spell you cast without increasing
the level of the spell or specially preparing it ahead of time.
You can still use Maximize Spell normally if you have it.

SUDDEN QUICKEN [METAMAGIC]

You can cast a spell with a moment’s thought without
special preparation.

Prerequisites: Quicken Spell, Sudden Empower,
Sudden Extend, Sudden Maximize, Sudden Silent, Sudden
Still.

Benefit: Once per day, you can apply the effect of the
Quicken Spell feat to any spell you cast without increasing
the level of the spell or specially preparing it ahead of time.
You can still use Quicken Spell normally.

SUDDEN SILENT [METAMAGIC]

You can cast a spell silently without special preparation.
Benefit: Once per day, you can apply the effect of the
Silent Spell feat to any spell you cast without increasing the
level of the spell or specially preparing it ahead of time.
You can still use Silent Spell normally if you have it.

SUDDEN STILL [METAMAGIC]

You can cast a spell without gestures or special preparation.
Benefit: Once per day, you can apply the effect of the Still
Spell feat to any spell you cast without increasing the level
of the spell or specially preparing it ahead of time.

You can still use Still Spell normally if you have it.

SUDDEN WIDEN [METAMAGIC]

You can increase a spell’s area without special preparation.
Benefit: Once per day, you can apply the effect of the
Widen Spell feat to any spell you cast without increasing
the level of the spell or specially preparing it ahead of time.
You can still use Widen Spell normally if you have it.

TOUCH SPELL SPECIALIZATION []

You deal extra damage with touch spells.
Prerequisites: Weapon Focus (touch spell), caster level
4th.

Benefit: Damage-dealing spells that require a melee
touch attack roll gain a +2 bonus on the damage they deal.
This extra damage applies only to the first successful attack
of spells that allow multiple touch attacks (such as chill
touch).

Only spells that deal hit point damage can be affected by
this feat.

TRANSDIMENSIONAL SPELL [METAMAGIC]

You can cast spells that affect targets lurking in coexistent
planes and extradimensional spaces whose entrances fall
within the spell’s area.

Benefit: A transdimensional spell has its full normal
effect on incorporeal creatures, creatures on the Ethereal
Plane or the Plane of Shadow, and creatures within an
extradimensional space in the spell’s area.

Such creatures include ethereal creatures, creatures that are
blinking or shadow walking, manifested ghosts, and creatures
within the extradimensional space of a rope trick, portable
hole, or familiar pocket (see page 106).

You must be able to perceive a creature to target it with a
transdimensional spell, but you do not need to perceive a
creature to catch it in the area of a burst, cone, emanation,
or spread.

A transdimensional spell uses up a spell slot one level
higher than the spell’s actual level.

Normal: Only force spells and effects can affect ethereal
creatures, and no Material Plane attack affects creatures on
the Plane of Shadow or in an enclosed extradimensional
space.

There is a 50% chance that any spell other than a force
effect fails against an incorporeal creature.

TWIN SPELL [METAMAGIC]

You can simultaneously cast a single spell twice.
Prerequisite: Any metamagic feat.

Benefit: Casting a twinned spell causes the spell to take
effect twice in the same area or on the same target
simultaneously.

Any variable characteristics (including attack rolls) or
decisions you would make about the spell (including target
and area), are applied to both spells, with affected creatures
receiving all the effects of each spell individually
(including getting two saving throws if applicable).

A spell whose effects wouldn't stack if it was cast twice
under normal circumstances will create redundant effects if
successfully twinned (see Combining Magical Effects, page
171 of the Player's Handbook).

For example, a twinned charm person doesn’t create a more
potent or long-lasting effect, but any ally of the target
would have to succeed on two dispel attempts in order to
free the target from the charm.

As with other metamagic feats, twinning a spell does not
affect its vulnerability to counterspelling, so a single
successful counterspell negates both instances of a twinned
spell.

A twinned spell uses up a spell slot four levels higher than
the spell’s actual level.

WANDSTRIKE []

You can channel the magical energy of a wand through
your melee attacks.




Prerequisite: Use Magic Device 4 ranks.

Benefit: As a standard action, you can make a melee
touch attack with a wand, expending one charge to deal 1d6
points of damage to the creature struck.

You apply no extra damage to this attack regardless of its
source (including sneak attack, favored enemy, and smite
bonuses), but you can activate the wand as part of the
attack.

If the spell cast from the wand is a ray or a targeted spell,
the creature struck is the spell’s target (with ray spells
hitting automatically).

If the spell affects an area or creates a spread, you can
designate the spell’s point of origin at any grid intersection
point of the creature’s space (but doing so might put you in
the affected area).

Spells with an effect that does not cover an area (such as the
various summon monster spells) cannot be used with a
wandstrike attack.

EPIC FEATS

AUTOMATIC QUICKEN SPELL [METAMAGIC]

You can cast any of your lesser spells with a moment’s
thought.

Prerequisites: Quicken Spell, Spellcraft 30 ranks, ability
to cast gth-level arcane or divine spells.

Benefit: You can cast all o-level and 1st-level spells as
quickened spells without using higher-level spell slots.

The normal limit to the number of quickened spells you
can cast per round applies.

Spells with a casting time of more than 1 full round can’t be
quickened.

Special: You can gain this feat multiple times.

Each time you take it, the spells of your next level can be
quickened with no adjustment to their spell slots.

Thus, a wizard who took this feat twice could quicken her
o-level through 2nd-level spells with no adjustment to their
spell slots.

This feat doesn’t increase the casting time for those spells
that normally require a full-round action to cast in
metamagic form (including bard spells, sorcerer spells, and
spontaneously cast spells such as a good cleric’s cure spells).

AUTOMATIC SILENT SPELL [METAMAGIC]

You can cast any of your lesser spells silently.
Prerequisites: Silent Spell, Spellcraft 24 ranks, ability to
cast gth-level arcane or divine spells.

Benefit: You can cast all o-, 15t-, 2nd-, and 3rd-level spells
as silent spells without using higher-level spell slots.
Special: You can gain this feat multiple times.

Each time you take it, the spells of your next three highest
spell levels can be silenced with no adjustment to their
spell slots.

Thus, a wizard who took this feat twice could silence his o-
level through 6th-level spells with no adjustment to their
spell slots.

This feat doesn’t increase the casting time for those spells
that normally require a full-round action to cast in
metamagic form (including sorcerer spells and
spontaneously cast spells such as a good cleric’s cure spells),

but, as with the Silent Spell metamagic feat, bard spells
cannot be affected by this feat.

AUTOMATIC STILL SPELL [METAMAGIC]

You can cast any of your lesser spells without gestures.
Prerequisites: Still Spell, Spellcraft 27 ranks, ability to
cast gth-level arcane or divine spells.

Benefit: You can cast all o-, 15t-, 2nd-, and 3rd-level spells
as stilled spells without using higher-level spell slots.
Special: You can gain this feat multiple times.

Each time you take it, the spells of your next three highest
spell levels can be stilled with no adjustment to their spell
slots.

Thus, a wizard who took this feat twice could still her o-
level through 6th-level spells with no adjustment to their
spell slots.

This feat doesn’t increase the casting time for those spells
that normally require a full-round action to cast in
metamagic form (including bard spells, sorcerer spells, and
spontaneously cast spells such as a good cleric’s cure spells).

ENHANCE SPELL [METAMAGIC]

You can increase the power limit of your damage-dealing
spells.

Prerequisite: Maximize Spell.

Benefit: The damage cap for your spells increases by 10
dice for spells that deal a number of dice of damage equal to
your caster level (such as fireball) or by 5 dice for spells that
deal a number of dice of damage equal to half your level
(such as searing light).

An enhanced spell uses up a spell slot four levels higher
than the spell’'s actual level (or as modified by any other
metamagic feats).

This feat has no effect on spells that don't specifically deal a
number of dice of damage equal to your level or half your
level, even if the spell's effect is otherwise dictated by your
level.

Thus, it has no effect on magic missile (though your level
determines how many missiles you fire), Melf’s acid arrow
(though your level indicates how many rounds the acid
deals damage), or produce flame (though you add your level
to the base 1d4 points of damage dealt).

EPIC SPELL FOCUS []

Choose a school of magic, such as illusion.

Your spells of that school are far more potent than normal.
Prerequisites: Greater Spell Focus in the selected
school, ability to cast at least one gth-level spell of the
selected school.

Benefit: Add +1 to the DC of all saving throws against
spells from the school of magic you select.

This bonus stacks with the bonuses from Spell Focus and
Greater Spell Focus.

Special: You can gain this feat multiple times but its
effects do not stack.

Each time you take the feat, it applies to a different school
of magic.

EPIC SPELL PENETRATION []

Your spells are tremendously potent, breaking through
spell resistance with ease.




Prerequisite: Greater Spell Penetration.

Benefit: You get a +2 bonus on caster level checks made
to overcome a creature’s spell resistance.

This bonus stacks with the bonuses from Spell Penetration
and Greater Spell Penetration.

IMPROVED COMBAT CASTING []

You heighten your ability to cast spells while threatened
without fear of being attacked.

Prerequisites: Combat Casting, Concentration 25 ranks.

Benefit: You get a bonus equal to 1/2 your caster level on
Concentration checks made to cast a spell or use a spell-like
ability while on the defensive or while you are grappling or
pinned.

MASTER STAFF []

You can activate a staff without using a charge.
Prerequisites: Craft Staff, Spellcraft 30 ranks.

Benefit: When you activate a staff, you can expend a spell
slot instead of using a charge.

The spell slot must be one you have not used for the day,
though you can lose a prepared spell to emulate a staff
charge (but you cannot lose prepared spells from a specialty
school).

The spell slot expended must be equal to or higher in level
than the specific spell stored in the staff (including any
level-increasing metamagic enhancements).

You cannot emulate a charge for a staff power or ability that
does not match a specific spell.

For example, you can use this feat to lose a prepared 3rd-
level spell to activate lightning bolt from a staff of power, but
you can't lose a spell to double the staff's melee damage
because that power doesn’t match a specific spell.

MASTER WAND []

You can activate a wand without using a charge.
Prerequisites: Craft Wand, Spellcraft 15 ranks.
Benefit: When you activate a wand, you can expend a
spell slot instead of using a charge.

The spell slot must be one you have not used for the day,
though you can lose a prepared spell to emulate a wand
charge (but you cannot lose prepared spells from a specialty
school).

The spell slot expended must be equal to or higher in level
than the spell stored in the wand (including any level-
increasing metamagic enhancements).

COMPLETE CHAMPION
(3.5)

MAIN SECTION FEATS

AIR DEVOTION [DOMAIN]

You can defend yourself with the power of air.
Benefit: Once per day as a swift action, you can shroud
yourself in a mantle of air.

This effect grants you a +1 sacred (if your deity is good or
neutral) or profane (if your deity is evil) bonus to AC.

This bonus increases by 1 for every four character levels
you possess (maximum +6 at 20th level).

In addition, thrown and projectile weapons have an
automatic 50% miss chance against you while the air mantle
is active.

This protection lasts for 1 minute.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

ANIMAL DEVOTION [DOMAIN]

You enhance your own abilities with the characteristics of
animals.

Benefit: Once per day as a swift action, you can give
yourself the power of a specific animal.

Select one of the following abilities each time you activate
the feat.

Each effect lasts for 1 minute.

Ape’s Fury: Gain a +2 sacred (if your deity is good or neutral)
or profane (if your deity is evil) bonus to your Strength
score.

The value of this bonus increases by 2 for every six
character levels you possess (maximum +8 at 18th level).
When you activate ape’s jury, fur sprouts all over your body
and remains until the effect ends.

Cheetal’s Sprint: Gain a +5-foot sacred (if your deity is good
or neutral) or profane (if your deity is evil) bonus to your
base land speed.

The value of this bonus increases by 5 feet for every four
character levels you possess (maximum +30 feet at 20th
level).

Your body is covered in black spots while cheetal’s sprint is
active.

Hawk’s Flight: You can fly as if using the overland flight spell.
At sth level and every five levels thereafter, you gain a +5-
foot sacred (if your deity is good or neutral) or profane (if
your deity is evil) bonus to your base fly speed (maximum
+20 feet at 20th level).

Intangible, luminescent wings grow from your back when
you activate hawk’s flight and remain as long as the effect is
active.

Serpent’s Strike: You gain a natural bite attack that deals 1d3
points of Constitution damage but no hit point damage.

A successful Fortitude save (DC 10 + 1/2 your character
level + your Cha modifier) negates the Constitution
damage.

Creatures immune to poison are immune to this effect.
Your upper canine teeth grow into fangs when you activate
serpent’s strike and remain in that form as long as the effect is
active.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

Special: You can have multiple abilities active
simultaneously.

However, you can still activate only one ability per round.




AWESOME SMITE [TACTICAL]

Through a combination of sheer muscle and mystical
acumen, you can deliver devastating smite attacks.
Prerequisites: Power Attack, base attack bonus +6,
smite ability.

Benefit: This feat allows the use of three tactical
maneuvers, each of which requires that you make a smite
attack while using the Power Attack feat (minimum attack
penalty —1).

You must declare the use of this feat before making the
attack roll.

You can employ only one of these maneuvers at a time.
Demolishing Smite: Your smite attack punches through your
enemy’s defenses.

For the purpose of this single attack, you can ignore a
number of points of damage reduction (except DR/- or
DR/epic) up to twice your Charisma bonus (if any).

For instance, if your Charisma is 17 (+3 bonus), you ignore
6 points of your target’s damage reduction when making a
demolishing smite.

Overwhelming Smite: Your smite attack can knock an
opponent prone.

If the attack hits and deals damage, it is treated as though it
were also a trip attack.

Make a Strength check opposed by the defender’s Strength
or Dexterity, with all the normal trip modifiers (PH 158).

A foe that resists is not entitled to make a trip attempt
against you in return.

You can attempt an overwhelming smite only once per
round.

Seeking Smite: Your smite attack is uncannily guided to its
target.

For the purpose of this single attack, you ignore any miss
chance your foe might have, though your weapon must still
be able to strike the target.

Thus, while this maneuver allows you to strike an
incorporeal creature unerringly with a magic sword, it does
not allow you to strike it with a nonmagical weapon.

BATTLE BLESSING []

You can cast spells more quickly than usual in the heat of
battle.

Prerequisites: Ability to cast paladin spells.

Benefit: You can cast most of your paladin spells faster
than normal.

If the spell normally requires a standard action, you can cast
it as a swift action.

If it normally requires a full round to cast, you can cast it as
a standard action.

Spells with longer or shorter casting times are not affected
by this feat.

BESTIAL CHARGE [TACTICAL]

You have learned to take complete advantage of the animal
forms you can assume.

Prerequisite: Base attack bonus +4, wild shape class
feature.

Benefit: This feat allows the use of three tactical
maneuvers, each of which requires that you attempt a
charge attack in the round immediately following your
shift into animal form using wild shape.

If you have the Swift Wild Shape feat (page 62), you can
attempt the charge in the same round as you change forms.
Pouncing Charge: You can make a full attack after you
charge, as if you had the pounce ability (MM 313).

If the animal form you have assumed normally has the
pounce ability, your bonus on attack rolls when charging
increases to +3.

Striking Charge: For the purpose of this charge attack only,
you gain an extra 5 feet of reach by suddenly striking
forward with your head and neck.

You must assume a serpentine animal form to employ this
maneuver.

Twisting Charge: You can change direction during a charge,
as long as you move at least 10 feet both before and after
you turn.

You must assume an animal form with four or more legs to
employ this maneuver.

Normal: You can make only a single attack after charging,
with a +2 bonus on attack rolls.

You can charge only in a straight line.

CHAOS DEVOTION [DOMAIN]

The forces of chaos assist you in combat.

Benefit: Once per day as a swift action, you can summon
the force of chaos to aid you.

When you activate this ability, roll 1deé.

If the result is odd, add that number as a sacred (if your
deity is good or neutral) or profane (if your deity is evil)
bonus on your attack rolls until your next action.

If the result is even, add that number as a sacred or profane
bonus to your AC.

At the beginning of each action thereafter, roll the die
again and apply the designated bonus.

This effect lasts for 1 minute.

When you attain 1oth level, the die you roll increases to a
ds.

When you attain 15th level, the die increases to a dxo.
Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

CHARNEL MIASMA [RESERVE]

Your close connection to death magic causes others to find
your company unpleasant.

Prerequisites: Access to the Death domain.

Benefit: As long as you have a 2nd-level or higher Death
domain spell available to cast, you exude an almost
imperceptible scent of the grave wherever you go.

As a standard action, you can force one foe within 30 feet to
attempt a Will save or be shaken for 1 minute.

If you use this ability on an already shaken creature and it
fails its saving throw, it becomes panicked for 1 minute or
until it spends 1 full round out of line of sight of you.
Creatures that succeed on this save are not affected again by
your charnel miasma for 24 hours.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting death spells.




DEATH DEVOTION [DOMAIN]

The power of death imbues your weapon with exceptional
might.

Benefit: Once per day as a swift action, you can cause one
of your melee weapons to radiate negative energy for 1
minute.

When you make a successful attack with this weapon, the
target must succeed on a Fortitude save (DC 10 +1/2 your
character level + your Cha modifier) or gain a negative
level.

You can bestow only one negative level per target for every
four character levels you possess (minimum one, maximum
five negative levels at 20th level).

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

DESTRUCTION DEVOTION [DOMAIN]

Your attacks weaken your opponents’ defenses.

Benefit: Once per day as an immediate action, you can
call upon the forces of destruction to weaken your
opponents’ defenses.

If you deal damage with a melee attack (but not a melee
touch attack) while this ability is active, you temporarily
reduce the struck opponent’s armor bonus or natural armor
bonus by 1.

Reductions from multiple hits stack, to a minimum bonus
of +o.

If the opponent has both armor and natural armor bonuses,
it chooses which one to reduce.

Once one bonus reaches +o, the other bonus automatically
gets reduced until it too reaches +o or the effect ends.

This effect lasts for 1 minute, after which all armor and
natural armor bonuses reduced in this way return to
normal.

Upon reaching 1oth level, you reduce your opponent’s
armor or natural armor bonus by 2 per successful hit.
Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

EARTH DEVOTION [DOMAIN]

You can manipulate the earth to your advantage.

Benefit: Once per day as an immediate action, you can
ignore the effects of difficult terrain or make terrain near
you more difficult to move through.

If you use this ability on yourself, you can ignore the effects
of difficult terrain for 1 minute.

This ability also grants you a +5 sacred (if your deity is good
or neutral) or profane (if your deity is evil) bonus on
Balance, Climb, and Jump checks.

If you use this ability to affect nearby terrain, you can
change one 5-foot square of earth or stone from normal to
difficult terrain for every three character levels you possess
(minimum 1 square; maximum 6 squares at 18th level).
The first square you change must be within 30 feet of you,
and all other squares must be linked to that one in an
unbroken line.

Thus, the second square must be adjacent to the first, the
third must be adjacent to the first or second, and so on.
This change lasts for 1 minute.

On attaining 1oth level, you can cause stone spikes to grow
from any surface you have changed to difficult terrain
using this ability.

These spikes work like caltrops (PH 126), except that the
bonus on attack rolls for each spike equals your base attack
bonus, and they cannot be swept away.

This effect also lasts 1 minute.

If you cause spikes to appear underneath a creature on the
affected surface, they immediately “attack”.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

ELEMENTAL ESSENCE [WILD]

You can channel the power of the four elements from the
natural world around you.

Prerequisites: Any other wild feat, wild shape class
feature.

Benefit: When you first select this feat, choose one type
of energy: acid, cold, electricity, or fire.

This choice cannot thereafter be changed.

You can spend one daily use of your wild shape ability to
surround your limbs and weapons with an aura of the
chosen energy.

While this effect is active, each melee attack you make
deals an extra 1d6 points of the appropriate type of energy
damage.

Additionally, you gain resistance 5 against that type of
energy.

These effects last for 1 minute.

Special: You can select this feat multiple times.

Its effects do not stack.

Each time you take it, you must select a different type of
energy to which the feat applies.

You cannot use this feat to activate multiple energy types at
the same time.

EVIL DEVOTION [DOMAIN]

The power of evil cloaks you and your allies.

Benefit: Once per day as an immediate action, you can
surround yourself with an aura of evil that grants you and
each of your allies within 30 feet damage reduction that can
be overcome only by good-aligned weapons.

The numeric value of this damage reduction is 1 + 1/five
character levels you possess (maximum 5/good at 20th
level).

In addition, your and your allies’ natural and weapon
attacks are evil-aligned for the purpose of overcoming
damage reduction.

This effect lasts for 1 minute.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.




FIRE DEVOTION [DOMAIN]

You can burn your enemies with your melee attacks.
Benefit: Once per day as a swift action, you can sheathe
your body in red and orange flames.

The fire does not harm you, but you illuminate the nearby
area as a torch would.

While you are thus alight, each of your melee attacks deals
1 extra point of fire damage + 1 point for every three
character levels you possess (maximum +7 at 18th level).
This effect lasts for 1 minute.

Any foe injured by this fire ignites and burns for an
additional 1d4 points of fire damage per round unless it
succeeds on a Reflex save (DC 10 + 1/2 your character level
+your Cha modifier).

A burning creature can take a move action to automatically
douse the flames.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each two
daily turn or rebuke uses you expend.

FRAGILE CONSTRUCT [RESERVE]

Your innate attunement to the forces of entropy allows you
to weaken objects with the force of your will.
Prerequisites: Access to the Destruction domain.
Benefit: As long as you have a 3rd-level or higher
Destruction domain spell available to cast, you can enhance
the inherent flaws of objects.

Using this ability requires a touch or a melee touch attack
(if used against an opponent).

For a number of rounds equal to your caster level, the
hardness or damage reduction of the touched object or
construct is reduced by an amount equal to the level of the
highest-level Destruction domain spell you have available
to cast.

This ability cannot reduce an object’s hardness or damage
reduction below o.

As a secondary benefit, you gain a +1 insight bonus on all
sunder attempts that you make.

GOOD DEVOTION [DOMAIN]

The power of good shields you and your allies.

Benefit: Once per day as an immediate action, you can
surround yourself with an aura of good that grants you and
be overcome only by evil-aligned weapons.

The numeric value of this damage reduction is 1 + 1/five

character levels you possess (maximum 5/evil at 20th level).

In addition, your and your allies’ natural and weapon
attacks are good-aligned for the purpose of overcoming
damage reduction.

This effect lasts for 1 minute.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

GREAT AND SMALL [WILD]

By channeling the spirits of all creatures, you can increase
or decrease your size without otherwise changing your
form.

Prerequisite: Wild shape class feature, ability to assume
the form of a Large creature using wild shape.

Benefit: You can spend one daily use of your wild shape
ability to either grow or shrink one size category.

You cannot use this feat multiple times to grow or shrink
more than one category beyond your normal size, nor does
this effect stack with others that change your size.

You can activate this feat only while in your normal form.
This supernatural ability otherwise functions as the spells
enlarge person and veduce person (caster level equals your
character level).

HEALING DEVOTION [DOMAIN]

You can heal damage faster than normal.

Benefit: Once per day, you can gain fast healing 1, +1 for
every five character levels you possess (maximum fast
healing 5 at 20th level).

This effect lasts for 1 minute.

You can activate this feat as an immediate action or, if you
have a daily available, it automatically activates if you are
reduced to o hit points or below (but not killed).

Special: As a full-round action, you can transfer this
ability to a willing recipient as a touch spell.

Doing so counts as one daily use of the ability.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

HOLY POTENCY [TACTICAL]

You have learned to manipulate the energies of the divine
to great martial effect.

Prerequisites: Base attack bonus +4, ability to
spontaneously cast cure or inflict spells, ability to turn or
rebuke undead.

Benefit: This feat allows you the use of two of the four
following tactical maneuvers.

The first two maneuvers are available only if you channel
positive energy, while the latter two are available only if
you channel negative energy.

Balance of Life: The positive energy you channel when
healing temporarily bolsters you physically.

To use this maneuver, you must first cast a cure spell, then
attempt either a melee attack or a Strength-based check in
the following round.

You gain a bonus on that attack roll or check equal to the
level of the cure spell cast.

Conduit of Life: Two conduits of positive energy (turning
and healing) reinforce each other, making your cure spells
more potent.

To use this maneuver, you must first attempt to turn
undead, then make an attack with a cure spell (or other
positive-energy spell) against an undead creature in the
following round.

You gain a bonus on your damage roll for the spell equal to
one-half the result of the initial turning check, and the save




DC increases by an amount equal to your Charisma bonus
(if any).

If you roll a natural 20 on your attack roll when delivering
the spell (assuming one is necessary) and the target fails its
save, the spell deals double damage.

Conduit of Death: Two conduits of negative energy
(rebuking and dealing damage) reinforce each other,
making your inflict spells more potent.

To use this maneuver, you must first attempt to rebuke
undead, then make an attack with an inflict spell (or other
negative-energy spell) against a living creature in the
following round.

You gain a bonus on your damage roll for the spell equal to
one-half the result of the initial turning check, and the save
DC increases by an amount equal to your Charisma bonus
(if any), furthermore, the critical threat range of the attack
increases by 1.

Touch of Death: The negative energy you channel lingers,
increasing the severity of the wounds you inflict.

To use this maneuver, you must first cast an inflict spell,
then attempt a melee attack against a living creature in the
following round.

If the attack hits, it deals extra damage equal to twice the
level of the inflict spell cast.

HOLY WARRIOR [RESERVE]

Your zeal on the battlefield allows you to deal extra damage
in combat.

Prerequisites: Ability to cast 4th-level spells, access to
the War domain.

Benefit: Aslong as you have a 4th-level or higher War
domain spell available to cast, you gain a bonus on your
weapon damage rolls equal to the level of the highest-level
War spell you have available to cast.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting force spells.

IMBUED HEALING [METAMAGIC]

You imbue your healing spells with additional benefits
based on the power of your belief.

Prerequisites: Ability to cast conjuration (healing)
spells; access to one or more domains.

Benefit: Whenever you cast a 1st-level or higher
conjuration (healing) spell, you not only heal your subject
of hit point damage, but you also confer on it a carrier effect
deriving from a domain to which you have access.

If you have access to more than one of the following
domains, choose which carrier effect to use each time you
use this ability.

Each of these carrier effects has a duration of 1 minute per
level of the conjuration (healing) spell cast and an
equivalent spell level.

If you are using domains from publications other than the
Player’s Handbook, use the Domains from Publications Other
Than the Player's Handbook sidebar on page 53 to determine
an appropriate domain equivalency.

Air: Electricity resistance 5.

Animal: Scent ability.

Chaos: +2 sacred (if your deity is good or neutral) or profane
(if your deity is evil) bonus on a randomly determined
ability score.

Death: +4 on saving throws against death effects.

Destruction: +2 sacred (if your deity is good or neutral) or
profane (if your deity is evil) bonus on melee damage rolls.
Earth: Acid resistance 5.

Evil: DR 3/good.

Eire: Fire resistance s.

Good: DR 3/evil.

Healing: 1 temporary hit point per level or HD.

These temporary hit points last for up to 1 hour.

Knowledge: +2 insight bonus on skill and ability checks.
Law: +4 sacred (if your deity is good or neutral) or profane
(if your deity is evil) bonus on saving throws against mind-
affecting spells or spell-like abilities.

Luck: When rolling for damage, treat any die roll result of 1
as 2, unless 1 is the maximum result possible.

Magic: +2 sacred (if your deity is good or neutral) or profane
(if your deity is evil) bonus on saves against spells and spell-
like abilities.

Plant: Light fortification (25% chance to avoid extra damage
from critical hits and sneak attacks).

Protection: +2 sacred (if your deity is good or neutral) or
profane (if your deity is evil) bonus to AC when fighting
defensively.

Strength: +2 on damage rolls with any melee attack.

Sun: Low-light vision; +2 sacred (if your deity is good or
neutral) or profane (if your deity is evil) bonus on Spot
checks.

Travel: +5-foot bonus to base land speed.

Trickery: +6 sacred (if your deity is good or neutral) or
profane (if your deity is evil) bonus on Bluff checks.

War: +1 on attack rolls with weapons (not natural weapons).
Water: +6 sacred (if your deity is good or neutral) or profane
(if your deity is evil) bonus on Swim checks.

Special: When you use a conjuration (healing) spell to
deal damage to a target, you cannot confer one of these
carrier effects on that target.

Special: Different carrier effects can affect the same target
concurrently, even if the domains are normally opposed in
nature (Law/Chaos, Good/Evil, and so forth).

Special: If your conjuration (healing) spell affects
multiple creatures, you can choose only one carrier effect
per casting.

All targets are subject to that same effect.

KNOWLEDGE DEVOTION [DOMAIN]

You can use your knowledge to exploit your foes’
weaknesses and overcome their strengths.

Prerequisite: Knowledge (any) 5 ranks.

Benefit: Upon selecting this feat, you immediately add
one Knowledge skill of your choice to your list of class
skills.

Thereafter, you treat that skill as a class skill, regardless of
which class you are advancing in.

Whenever you fight a creature, you can make a Knowledge
check based on its type, as described on page 78 of the
Playev's Handbook, provided that you have at least one rank
in the appropriate Knowledge skill.

You then receive an insight bonus on attack rolls and
damage rolls against that creature type for the remainder of
the combat.

The amount of the bonus depends on your Knowledge
check result, as given on the following table.




Check Bonus
Result Granted
15 or below +1
16-25 +2
26-30 +3
31-35 +4

36 or higher 45

You can make only one Knowledge check per creature type
per combat.

If you fight creatures of multiple types during the same
combat, you can make one Knowledge check per type,
thereby possibly gaining different bonuses against different
opponents.

Example: Alhandra faces a black dragon, a vampire, and a
beholder.

She has the Knowledge Devotion feat and ranks in both
Knowledge (arcana) and Knowledge (religion).

At the beginning of the battle, she makes checks to gain
bonuses against the dragon and the vampire, but since she
possess no ranks in Knowledge (dungeoneering), she has
no chance to gain a bonus against the beholder (an
aberration).

Alhandra’s Knowledge (arcana) check grants her a +3
insight bonus on attack rolls and damage rolls against the
black dragon.

Later, a half-dragon enters the fray.

Alhandra cannot make another check since she has already
checked for the dragon type this combat, but she can apply
the +3 insight bonus to her attack rolls and damage rolls
against the half-dragon as well.

This benefit is an extraordinary ability.

LAW DEVOTION [DOMAIN]

The power of law assists you in combat.

Benefit: Once per day as a swift action, you can summon
the power of law to aid you.

Upon activating this ability, you immediately gain a +3
sacred (if your deity is good or neutral) or profane (if your
deity is evil) bonus on your attack rolls or to your AC until
your next action.

At the beginning of your next action, you can reallocate the
bonus if desired.

This effect lasts for 1 minute.

The bonus increases to +5 when you attain 10th level, and
to +7 when you attain 15th level.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

LUCK DEVOTION [DOMAIN]

Luck makes your attacks more effective.

Benefit: Once per day as a swift action, you can activate
this ability to improve your combat prowess.

For 1 minute, if the result of any damage roll you make is
below average, you can increase it to one-half the maximum
possible (rounded up).

This effect works for all damage you deal, whether from
physical or magical attacks.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

MAGIC DEVOTION [DOMAIN]

You channel your faith into a bolt of energy that strikes
your target from afar.

Benefit: Once per day as a standard action, you can
launch an energy bolt as a ranged touch attack against a
target within 30 feet, + 5 feet per two character levels you
possess.

If this attack hits, it deals 1d6 points of damage per two
character levels you possess.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each two
daily turn or rebuke uses you expend.

MITIGATE SUFFERING [RESERVE]

You can temporarily relieve ability damage.
Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have any restoration spell or
another conjuration (healing) spell that cures ability
damage available to cast, you can confer temporary ability
points on yourself or anally.

As a standard action, you can create 2 points + I point per
level of the highest-level such spell you have available to
cast.

These ability points can be applied to any single damaged
ability, raising it to a maximum of its starting score.
Temporary ability points granted in this way disappear after
10 minutes, returning the subject to its previous damaged
state unless some other effect restores the lost ability points
first.

You can use this effect on the same individual as many
times as you wish.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting conjuration (healing) spells.

PLANT DEVOTION [DOMAIN]

Your body takes on the resilience of plants.

Benefit: Once per day as an immediate action, you can
force your body to take on plant characteristics.

Your skin becomes brown and bark-like, your hair becomes
leafy, and your blood oozes like sap.

This effect lasts for 1 minute.

While in this form, your natural armor bonus increases by
2.

In addition, you gain light fortification (25% chance to
ignore extra damage from critical hits and sneak attacks).




The resistance chance granted by this fortification effect
increases to 50% when you attain 1oth level and to 75%
when you attain 15th level.

At 20th level, you gain heavy fortification (immune to
critical hits and sneak attack damage) while in this form.
Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each two
daily turn or rebuke uses you expend.

PROTECTION DEVOTION [DOMAIN]

You exude an aura that protects you and those around you.
Benefit: Once per day as an immediate action, you can
activate a protective aura.

While it is active, you gain a +2 sacred (if your deity is good
or neutral) or profane (if your deity is evil) bonus to AC, as
does every ally within 30 feet of you.

This bonus increases by 1 for every four character levels
you possess (maximum +7 at 20th level).

This effect lasts for 1 minute.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

PROTECTIVE WARD [RESERVE]

Your connection to the divine principle of protection
shields you or an ally from attacks.

Prerequisite: Access to the Protection domain.
Benefit: As long as you have an abjuration spell available
to cast, you can use a standard action to provide a sacred (if
your deity is good or neutral) or profane (if your deity is
evil) bonus to AC equal to the level of the highest-level
abjuration spell you have available to cast.

You can apply this bonus either to your AC or to that of a
single ally within 30 feet, and it persists until the beginning
of your next turn.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting abjuration spells.

RETRIEVE SPELL [DIVINE]

You can channel raw divine energy to recharge a previously
cast spell.

Prerequisite: Any two divine feats, ability to turn or
rebuke undead.

Benefit: As a standard action, you can expend turn or
rebuke undead attempts to recover a spell you have already
cast that day.

You must spend a number of daily uses equal to 1 + the
level of the spell you wish to recover.

You can recover only spells within the class that grants
your turn or rebuke undead ability.

You cannot, for example, use this ability to regain a
previously cast wizard spell.

SPIRITUAL COUNTER [DIVINE]

Your devotion and faith allow you to counter the effects of
other spells.

Prerequisite: Any other divine feat, ability to turn or
rebuke undead.

Benefit: As a standard (readied) action, you can expend
one or more turn or rebuke undead attempts to counter
another caster’s spell, as though you had cast the same spell
yourself (see Counterspells, PH 170).

You must spend a number of daily uses equal to 2+ the level
of the spell you wish to counter (minimum 1) and be able to
cast that spell as if it were on your spell list.

Normal: You can counter a spell only by casting the same
spell, a specific counterspell, or dispel magic.

SPONTANEOUS DOMAINS []

You need not prepare your domain spells in advance.
Prerequisites: Ability to cast 3rd-level spells, access to
two or more cleric domains.

Benefit: When preparing your spells for the day, you can
leave your domain slots open.

You can then choose, when the situation arises, to cast any
of the domain spells you could normally have prepared for
a given level.

However, you are still limited to one domain spell per level
per day.

Normal: Clerics must prepare their domain spells before
casting.

STRENGTH DEVOTION [DOMAIN]

You can overcome an opponent’s normal resistance to
damage.

Benefit: Once per day as a swift action, you can bypass
hardness with your melee attacks for 1 minute.

In addition, you gain a slam attack as a natural weapon, and
all your melee attacks (natural or not) gain the adamantine
property for the purpose of overcoming damage reduction.
As a natural weapon, your slam attack does not provoke
attacks of opportunity.

It deals damage based on your size and character level, as
given on the following table.

Character Level Damage (5] Damage (M) Damage (L)
1d6 1d2

1st-5th 1d4

6th-10th 1d6 1d8 2d6
11th-15th 1d8 1410 2d8
16th-20th 1d10 2d6 ide

If you already have a natural weapon, use whichever
damage value is higher.

You gain a +2 circumstance bonus on any damage rolls you
make with that weapon.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

SUN DEVOTION [DOMAIN]

Your weapon blazes with the power of the sun.

Benefit: Once per day as a swift action, you can cause one
of your melee weapons to glow with the power of the sun.
The illumination radius is the same as that of a torch, but
the light is true sunlight and affects creatures within a 1o-
foot radius as such.




This effect lasts for 1 minute.

While your weapon glows, it deals an additional 1 point of
sacred (if your deity is good or neutral) or profane (if your
deity is evil) damage per character level you possess to any
undead it strikes.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

SWIFT CALL []

You can call your special mount in the blink of an eye.
Prerequisite: Special mount class feature.

Benefit: You can call your special mount as a swift action.
Normal: Calling a special mount is a full-round action.

SWIFT WILD SHAPE [WILD]

You can shift forms in the blink of an eye.
Prerequisites: Dex 13, Fast Wild Shape, wild shape class
feature.

Benefit: You can activate your wild shape ability as a swift
action.

Normal: Activating wild shape is a standard action.

TOUCH OF HEALING [RESERVE]

You can channel divine energy into healing with a touch.
Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have a conjuration (healing) spell
of 2nd level or higher available to cast, you can spend a
standard action to touch a target creature and heal 3 points
of damage per level of the highest-level conjuration
(healing) spell you have available to cast.

You can use this ability only on a target that has been
reduced to one-half or fewer of its total hit points.

The effect ends once you've healed the subject up to half its
normal maximum hit points.

This ability has no effect on creatures that can’t be healed
by cure spells.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting conjuration (healing) spells.

TRAVEL DEVOTION [DOMAIN]

You can move quickly around the battlefield.

Benefit: Once per day as a swift action, you can activate
this ability to move up to your speed as a swift action each
round.

Thus, you can move your speed and then take a full-round
action, or move and take two other actions (two move
actions or one move action and one standard action).

This effect lasts for 1 minute.

Special: You cannot take a 5-foot step in the same round
that you use this feat to move as a swift action.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each two
daily turn or rebuke uses you expend.

TRICKERY DEVOTION [DOMAIN]

You project a simulacrum of yourself that can perform
limited tasks.

Benefit: Once per day as a standard action, you can create
an exact duplicate of yourself up to 30 feet away.

You can control this simulacrum’s movements as a free
action.

The image becomes more “real” as you advance in level.
This ability is usable up to a maximum of 1 minute per level
each day.

The simulacrum combines the characteristics of the silent
image (PH 279) and unseen servant (PH 297) spells.

Its hit points are equal to 6 + your character level.
Itignores terrain effects and moves like an unseen servant,
making no noise in the process, though it makes normal
motions while traveling.

If you have a fly speed, the image appears to fly when not in
contact with the ground; otherwise, it walks on open air.
You can do anything with this image that you could do
with the unseen servant spell and are under the same
limitations.

When you attain 5th level, you gain more control over the
simulacrum.

At this point, it behaves more like a major image spell (PH
252), though it still performs actions like an unseen servant.
As long as the simulacrum remains within 5 feet of your
position (and you can direct it to do so as a free action), you
can perform a Bluff check in combat as a swift action.

You gain a +4 bonus on this check, which is opposed by
your opponents’ Sense Motive checks.

If you are successful, your foes believe the image is you
(and vice versa) for 1 round.

Once you reach 10th level, you can spend a swift action to
transfer your perceptions to the simulacrum and perceive
the world from its point of view rather than your own.
You can move the image as if it were your own body, using
the simulacrum’s movement characteristics (ignoring
terrain, “flying, “ and the like).

You can also perform any skill and ability checks using the
simulacrum, as long as they do not require a Strength score
higher than 2.

The image has phantom versions of all your equipment
(such as lockpicks), but any such items that lose direct
contact with it immediately dissipate.

When you attain 15th level, the image can become more
“real” at your command.

It gains a Strength score equal to one-half your own and can
perform combat actions using phantom versions of your
gear.

Any of these items that lose contact with the image
dissipate immediately.

Thus, the image can wield a sword, but if it shoots a bow,
the arrow disappears as soon as it is fired.

Equipment that extends more than 5 feet from the image
(such as a length of rope) also disappears beyond that
distance.

In addition, you can now cast spells originating from the
image as if with a project image spell (PH 265), with one
exception.

If you lose line of effect to the image, the effect does not
end; you just can't cast spells originating from the image
until you gain line of effect again.




Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

UMBRAL SHROUD [RESERVE]

You control darkness and shadows.

Prerequisites: Ability to cast 3rd-level spells.

Benefit: As long as you have a 3rd-level or higher
darkness spell available to cast, shadows and darkness
appear to obey your will.

As a standard action, you can direct these shadows to
obscure the vision of one foe within 30 feet.

If your target fails a Will save, its attacks have a miss chance
equal to 5% per level of the highest-level darkness spell you
have available to cast.

This effect lasts until the beginning of your next action.
Creatures that do not rely on sight are unaffected by this
effect, and those with Blind-Fight or similar abilities can
fight as they normally would.

As a secondary benefit, you gain darkvision out to 10 feet.
If you already have darkvision, its range increases by 10
feet.

VENOM’S GIFT [WILD]

You can imbue your natural attacks with a touch of venom.
Prerequisites: Any two wild feats, wild shape class
feature, ability to assume plant form using wild shape.
Benefit: As astandard action, you can expend one daily
use of your wild shape ability to envenom your natural
attacks for up to 1 round per caster level you possess.

An ordinary unarmed strike does not qualify for this
benefit; you must have a true natural attack, though it can
be the result of a transmutation spell or other shapechange
effect.

Poison: Injury, Fortitude negates (DC 10 +1/2 your HD +
your Con modifier), 1d2 Str/1d2 Str.

WAR DEVOTION [DOMAIN]

You can control your abilities more effectively in combat.
Benefit: Once per day, when fighting defensively as a
standard or full-round action, you take a —3 penalty on all
attack rolls in a round and gain a +3 dodge bonus to AC in
the same round.

When you attain 7th level, your penalty on attack rolls
drops to —2 and your dodge bonus increases to +4.

When you attain 15th level, your penalty on attack rolls
drops to —1 and your dodge bonus increases to +s.

This bonus stacks with the bonus to AC granted by the
Combat Expertise feat.

This benefit is an extraordinary ability.

Normal: When fighting defensively, you take a —4
penalty on all attacks in a round and gain a +2 dodge bonus
to AC for the same round.

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each three
daily turn or rebuke uses you expend.

WATER DEVOTION [DOMAIN]

You can create a water guardian.

Benefit: Once per day as a standard action, you can pour
the contents of a full waterskin on the ground and summon
forth a water elemental on that spot.

The creature remains and follows your commands for 1
minute.

The size of the elemental is based on your character level, as
given in the table below.

Character Water Elemental
Level Summoned
1st—5th Small

Medium
Large
Huge

6th—10th
11th—15th
16th—-20th

Special: You can select this feat multiple times, gaining
one additional daily use each time you take it.

Special: If you have the ability to turn or rebuke undead,
you gain one additional daily use of this feat for each daily
turn or rebuke use you expend.

COMPLETE DIVINE (3.5)

MAIN SECTION FEATS

ARCANE DISCIPLE [GENERAL]

Choose a deity, and then select a domain available to clerics
of that deity.

You can learn to cast the spells associated with that domain
as arcane spells.

Prerequisites: Knowledge (religion) 4 ranks, Spellcraft
4 ranks, able to cast arcane spells, alignment matches your
deity’s alignment.

Benefit: Add the chosen domain’s spells to your class list
of arcane spells.

If you have arcane spellcasting ability from more than one
class, you must pick which arcane spellcasting ability this
feat applies to.

Once chosen, this decision cannot be changed for that feat.
You may learn these spells as normal for your class;
however, you use Wisdom (rather than the normal ability
for your spellcasting) when determining the save DC for
the spell.

In addition, you must have a Wisdom score equal to 10 +
the spell’s level in order to prepare or cast a spell gained
from this feat.

Each day, you may prepare (or cast, if you cast spells
without preparation) a maximum of one of these domains
spells of each level.

Special: You can take this feat more than once.

Each time, you must select a different domain available to
the same deity you chose the first time you selected the
feat.




For example, a character who chose Heironeous and the
Good domain with his first selection could choose Law or
War with successive selections of the same feat.

He couldn’t choose Protection, since that domain isn't
available to clerics of Heironeous.

AUGMENT HEALING [GENERAL]

Prerequisite: Heal 4 ranks.

Benefit: Add +2 points per spell level to the amount of
damage healed by any Conjuration [Healing] spell that you
cast.

For example, a 1st-level cleric with this feat casting cure light
wounds would restore 1d8+3 hp.

An 8th-level cleric with the Healing domain and this feat
casting cure moderate wounds would restore 2d8+13 hp (9 for
his caster level including the +1 caster level bonus for the
Healing domain, + 4 for the feat).

A 13th-level druid casting heal would restore 144 hp (130
for her caster level + 14 for the feat, since heal is a 7th-level

druid spell).

BOAR’S FEROCITY [WILD]

You can continue fighting even at the brink of death.
Prerequisite: Ability to wild shape.

Benefit: If your hit points are reduced to o or less (but
you aren’t killed), you can spend one wild shape as a free
action (even if it isn’t your turn) to continue acting as if not
disabled or dying.

The effect lasts for one minute.

Normal: When reduced to o hp, you are disabled and can
take only a single move or standard action each round.
When reduced to —1 to —9 hp, you are dying and drop
unconscious.

CHEETAH’S SPEED [WILD]

You can run with the speed of the cheetah.
Prerequisite: Ability to wild shape.

Benefit: You can spend one wild shape to change your
base land speed to 50 feet.

You may also sprint as a cheetah: Once per hour you may
move 10 times your normal speed as part of a charge.
This effect lasts for one hour.

CONSECRATE SPELL [METAMAGIC]

You can imbue your spells with the raw energy of good.
Prerequisite: Any good alignment.

Benefit: A spell you modify with this feat gains the good
descriptor.

Furthermore, if the spell deals damage, half of the damage
(rounded down) results directly from divine power and is
therefore not subject to be reduced by resistance or
immunity to energy-based attacks.

For example, a consecrated fire storm spell cast by a 16th-
level cleric deals 16d6 points of damage, half of which is
fire damage and half of which is sheer divine power.
Thus, creatures immune to fire still take damage.

The consecrated spell uses up a spell slot one level higher
than the spell’s actual level.

CORRUPT SPELL [METAMAGIC]

You can transform one of your spells into an evil version of
itself.

Prerequisite: Any evil alignment.

Benefit: This feat adds the evil descriptor to a spell.
Furthermore, if the spell deals damage, half of the damage
(rounded down) results directly from divine power and is
therefore not subject to be reduced by resistance or
immunity to energy-based attacks.

The corrupted spell uses up a spell slot one level higher
than the spell’s actual level.

DISCIPLE OF THE SUN [DIVINE]

You can destroy undead instead of merely turning them.
Prerequisites: Ability to turn or rebuke undead, good
alignment.

Benefit: You may spend two turn undead attempts when
you turn undead instead of one.

If you do then you get destroy the undead instead of
turning them.

DIVINE METAMAGIC [DIVINE]

You can channel energy into some of your divine spells to
make them more powerful.

Prerequisite: Ability to turn undead or rebuke undead.
Benefit: When you take this feat, choose a metamagic
feat.

This feat applies only to that metamagic feat.

As a free action, you can take the energy from turning or
rebuking undead and use it to apply a metamagic feat to
spells that you know.

You must spend one turn or rebuke attempt, plus an
additional attempt for each level increase in the metamagic
feat you're using.

For example, Jozan the cleric could sacrifice three turn
attempts to empower a holy smite he’s casting.

Because you're using positive or negative energy to
augment your spells, the spell slot for the spell doesn’t
change.

Special: This feat may be taken multiple times.

Each time you take this feat choose a different metamagic
feat to which to apply it.

DIVINE SPELL POWER [DIVINE]

You can channel positive or negative energy to enhance
your divine spellcasting ability.

Prerequisites: Ability to turn or rebuke undead, able to
cast 1st-level divine spells.

Benefit: You can spend a turn or rebuke attempt as a free
action and roll a turning check (with a special +3 bonus,
plus any other modifiers you'd normally apply to your
turning check).

Treat the result of the turning check as a modifier to your
caster level on the next divine spell you cast in that round.
For example, if a cleric used this feat and rolled a 16 on his
turning check, he would add a +2 bonus to his caster level
for the next divine spell he casts in the round.

Had he rolled an 8, he would instead apply a —1 penalty to
his caster level for the next divine spell he cast in the
round.




If you don’t cast a divine spell before your next turn, you
lose the effect of the check result.
This feat has no effect on your arcane spellcasting ability.

DOMAIN FOCUS [GENERAL]

You have mastered the subtle intricacies of the divine
power you've devoted yourself to.

Prerequisite: Access to relevant domain.

Benefit: You can cast spells associated with one of your
domains at +1 caster level.

This benefit also applies to caster level checks to overcome
a target’s spell resistance as well as other variables such as
spell duration.

If you cast a spell from one of your nondomain spell slots,
this feat does not help you, even if the spell also happens to
appear on your domain list.

Special: You can take Domain Focus multiple times.

Its effects do not stack.

Each time you take the feat, it applies to a new domain to
which you have access.

DOMAIN SPONTANEITY [DIVINE]

You are so familiar with one of your domains that you can
convert other prepared spells into spells from that domain.
Prerequisite: Ability to turn or rebuke undead.
Benefit: Each time you take this feat, choose a domain
that you have access to.

You may now convert prepared divine spells into any spell
from that domain.

You expend a spell of equal or higher level, as well as
expending one of your daily turn undead attempts.

This works just as good clerics spontaneously cast prepared
spells as cure spells.

Special: You can take this feat multiple times.

Each time you take the feat, it applies to a new domain.

EAGLE’S WINGS [WILD]

You can take wing and fly with the grace of an eagle.
Prerequisite: Ability to wild shape.

Benefit: You can spend one wild shape to grow feathery
wings.

These allow you to fly at a speed of 60 feet (average
maneuverability).

The wings remain for 1 hour.

ELEMENTAL HEALING [DIVINE]

You can channel elemental energy to heal creatures of a
specific elemental subtype.

Prerequisite: Ability to rebuke creatures with an
elemental subtype.

Benefit: You can spend a rebuke attempt as a standard
action to send a burst of healing energy in a 60-foot burst.
This affects all creatures with an elemental subtype that you
could normally rebuke; such creatures are healed of 1d8
points of damage per two cleric levels.

For example, a cleric with the Fire domain could use this
feat to heal a fire elemental or any other creature with the
fire subtype (since he would normally rebuke creatures
with the fire subtype with his domain power).

Special: You may only activate this feat by spending a
rebuke attempt that would normally be used to rebuke

creatures with a specific elemental subtype (air, earth, fire,
or water).

Unlike other divine feats, you can't use a turn or rebuke
undead attempt (or other turning attempt) to activate the
feat.

ELEMENTAL SMITING [DIVINE]

You can channel elemental energy to deal extra damage to
creatures tied to a specific element.

Prerequisite: Ability to turn creatures with an elemental
subtype.

Benefit: Once per round, you can spend a turn attempt as
a free action when making a melee attack.

If you successfully strike a creature that you could turn
with that turn attempt because of its elemental subtype,
you may add a bonus on your damage roll equal to your
cleric level.

If your attack misses, the turn attempt is lost to no effect.
For example, a cleric with the Fire domain could use this
feat to smite a water elemental or any other creature with
the water subtype (since he would normally turn creatures
with the water subtype with his domain power).

Special: You may only activate this feat by spending a
turn attempt that would normally be used to turn creatures
with a specific elemental subtype (air, earth, fire, or water).
Unlike other divine feats, you can’t use a turn or rebuke
undead attempt (or other turning attempt) to activate the
feat.

ELEPHANT’S HIDE [WILD]

You can thicken your skin to the toughness of an
elephant’s.

Prerequisite: Ability to wild shape into a Large creature.
Benefit: You can spend one wild shape to give yourself a
natural armor bonus of 7.

This does not stack with any natural armor you currently
have.

The effect lasts for 10 minutes.

EMPOWER TURNING [GENERAL]

You can turn or rebuke more undead with a single turning
attempt.

Prerequisite: Ability to turn or rebuke undead.
Benefit: You can turn or rebuke more undead than usual.
After adding your cleric level and Charisma modifier to
your turning damage roll multiply it by 1.s.

EXTRA WILD SHAPE [WILD]

You can use wild shape more frequently than you normally
could.

Prerequisite: Ability to use wild shape.

Benefit: You use your wild shape ability two more times
per day than you otherwise could.

If you are able to use wild shape to become an elemental,
you also gain one additional elemental wild shape use per
day.

Special: You can take this feat multiple times, gaining the
same benefit each time.




FAST WILD SHAPE [WILD]

You assume your wild shape faster and more easily than
you otherwise could.

Prerequisite: Dex 13, ability to use wild shape.
Benefit: You gain the ability to use wild shape as a move-
equivalent action.

Normal: A druid uses wild shape as a standard action.

GLORIOUS WEAPONS [DIVINE]

You can channel positive or negative energy to imbue your
allies’ weapons with an alignment.

Prerequisite: Ability to turn or rebuke undead.
Benefit: You can spend a turn or rebuke attempt as
standard action to align the melee weapons (including
natural weapons) of all allies within a 6o-ft. burst as good (if
you channel positive energy) or evil (if you channel
negative energy).

Such weapons can overcome damage reduction as if they
had the appropriate alignment.

The effect lasts until the end of your next turn.

GRIZZLY’S CLAWS [WILD]

You can grow claws as sharp as those of a bear.
Prerequisite: Ability to wild shape.

Benefit: You can spend one wild shape to gain two
primary claw attacks (both at your base attack bonus and
adding your Strength bonus).

The claws deal piercing and slashing damage equal to a
short sword appropriate to your size (1d6 for Medium, or
1d4 for Small).

The claws remain for 1 hour.

Special: If you already have a claw attack, this replaces
those claws.

IMPROVED SMITING [GENERAL]

Your smite attacks deal more damage to specific foes, and
can damage creatures with alignment-based damage
reduction.

Prerequisites: Cha 13, smite ability.

Benefit: Whenever you make a smite attack, your attack
overcomes damage reduction as if had an alignment, and
you deal an extra +1d6 points of damage to targets of a
specific alighment.

If the smite attack has an alignment associated with it, it
deals its extra damage to foes of that alighment and it is
treated as having the opposite alignment for overcoming
damage reduction.

For example, a paladin’s smite evil attacks are treated as
having the good alignment and deal +1d6 damage to evil
targets, while a blackguard’s smite good attacks are treated
as having the evil alignment and deal +1d6 damage to good
targets.

If the smite attack has no alignment associated with it, you
must choose an alignment component (chaotic, evil, good,
or lawful) when you select the feat.

Your smite attacks overcome damage reduction as if they
had that alignment, and deal +1d6 points of damage to foes
of the opposite alignment.

For example, a lawful neutral cleric of St. Cuthbert with the
Destruction domain who selected this feat must choose for

his smite attacks to be lawfully aligned (and these attacks
would deal +1d6 points of damage to chaotic targets).

A lawful evil cleric of Hextor with the Destruction domain
could choose to have his smite attacks be lawfully or evilly
aligned (and these attacks would deal +1d6 points of
damage to chaotic targets or to good targets, respectively).
You can’t choose an alignment component that isn't part of
your alignment, and once this choice is made, it can never
be changed.

If you later change alignment so that the chosen alignment
component is no longer part of your alignment, you lose
the benefits of this feat.

Special: If you have the smite ability from more than one
class, the effect of the feat applies to all your smite abilities,
and it is possible to select different alignments for each (as
long as the alignments chosen are legal selections).

For example, a paladin/cleric with the Destruction domain
must choose good for his smite good ability, but could
choose law for his smite domain power.

LION’S POUNCE [WILD]

You can deliver a terrible attack at the end of a charge.
Prerequisite: Ability to wild shape.

Benefit: When you charge, you may spend a wild shape
as a free action to make a full attack at the end of the
charge.

Normal: Without this feat, you may only make a single
attack after a charge.

OAKEN RESILIENCE [WILD]

You can take on the sturdiness of the mighty oak.
Prerequisite: Ability to wild shape into a plant.
Benefit: You can spend a wild shape to gain immunity to
critical hits, poison, sleep, paralysis, polymorph, and
stunning.

You also gain great stability, which gives you a +8 bonus on
checks to avoid being bull rushed or tripped.

The effect remains for 10 minutes.

PRACTICED SPELLCASTER [GENERAL]

Choose a spellcasting class that you possess.

Your spells cast from that class are more powerful.
Prerequisite: Spellcraft 4 ranks.

Benefit: Your caster level for the chosen spellcasting class
increases by +4.

This can't increase your caster level beyond your HD.
However, even if you can’t benefit from the full bonus
immediately, if you later gain noncaster-level HD you may
be able to apply the rest of the bonus.

For example, a human sth-level cleric/3rd-level fighter who
selects this feat would increase his cleric caster level from
sth to 8th (since he has 8 HD).

If he later gained a fighter level, he would gain the
remainder of the bonus and his cleric caster level would
become gth (since he now has 9 HD).

A character with two or more spellcasting classes (such as a
bard/sorcerer or a ranger/druid) must choose which class
gains the feat’s effect.

This does not affect your spells per day or spells known.




It only increases your caster level, which would help you
penetrate SR and increase the duration and other effects of
your spells.

Special: You may select this feat multiple times.

Each time you choose it, you must apply it to a different
spellcasting class.

For instance, a 4th-level cleric/sth-level wizard who had
selected this feat twice would cast cleric spells as an 8th-
level caster and wizard spells as a gth-level caster.

PROFANE BOOST [DIVINE]

You can channel negative energy to increase the power of
inflict wounds spells cast near you.

Prerequisite: Ability to rebuke undead.

Benefit: You can spend a rebuke attempt as standard
action to place an aura of negative energy upon each
creature within a 6o-ft. burst.

Any inflict spell cast on one of these creatures before the
end of your next turn is automatically maximized, with no
adjustment to the spell’s level or casting time.

QUICKEN TURNING [GENERAL]

You can turn or rebuke undead with a moment’s thought.
Prerequisite: Ability to turn or rebuke undead.
Benefit: You can turn or rebuke undead as a free action.
You may still make only one turning attempt per round.

RAPID SPELL [METAMAGIC]

You can cast spells with long casting times more quickly.
Benefit: Only spells with a casting time greater than 1
standard action can be made rapid.

A rapid spell with a casting time of 1 full round can be cast
as a standard action.

A rapid spell with a casting time measured in rounds can be
cast in 1 full round.

Rapid spells with casting times measured in minutes can be
cast in 1 minute, and rapid spells with casting times
measured in hours can be cast in 1 hour.

A rapid spell uses up a spell slot one level higher than the
spell’'s actual level.

Special: A spell can be made rapid and quickened only if
its original casting time was 1 full round.

This feat can be applied to a spell cast spontaneously as long
as its original casting time was longer than 1 full round.

REACH SPELL [METAMAGIC]

You can cast touch spells without touching the spell
recipient.

Benefit: You may cast a spell that normally has a range of
touch at any distance up to 30 feet.

The spell effectively becomes a ray, so you must succeed on
aranged touch attack to bestow the spell upon the
recipient.

A reach spell uses up a spell slot two levels higher than the
spell’'s actual level.

SACRED BOOST [DIVINE]

You can channel positive energy to increase the power of
cure wounds spells cast near you.
Prerequisite: Ability to turn undead.

Benefit: You can spend a turn attempt as standard action
to place an aura of positive energy upon each creature
within a 60o-ft. burst.

Any cure spell cast on one of these creatures before the end
of your next turn is automatically maximized, with no
adjustment to the spell’s level or casting time.

SACRED HEALING [DIVINE]

You can channel positive energy to grant nearby living
creatures the ability to recover from their wounds quickly.
Prerequisites: Heal 8 ranks, ability to turn undead.
Benefit: You can spend a turn attempt as a full-round
action to grant fast healing 3 to all living creatures within a
6o-ft. burst.

The fast healing lasts for a number of rounds equal to 1 +
your Cha modifier (minimum 1 round).

SANCTIFY RELIC [ITEM CREATION]

You can create magic items that are imbued with a
connection to your deity.

Prerequisite: Any other item creation feat.
Benefit: Relics are magic items—often but not always
wondrous items—that rely on a divine connection to a
specific deity to function.

They are described further in Chapter 4.

SERPENT’S VENOM [WILD]

You can deliver a toxic bite attack reminiscent of the viper.
Prerequisite: Ability to wild shape.

Benefit: You can spend a usage of wild shape to gaina
secondary bite attack (at your base attack bonus —5 and
adding 1/2 your Strength bonus) that deals bludgeoning,
piercing and slashing damage equal to a dagger appropriate
to your size (1d4 for Medium, or 1d3 for Small).

In addition, the bite delivers a toxic venom (Fortitude save
DC 10+ 1/2 your HD + your Con modifier; 1d6 Con/1d6
Con).

Special: If you already have a bite attack, it just gains the
toxic venom part of this feat.

SPELL FOCUS (CHAOS, EVIL, GOOD, OR LAW) []

Your spells with an alignment descriptor are more potent
than normal.

Prerequisite: Relevant alignment.

Benefit: Add +1 to the DC for all saving throws against
any of your spells that have an alignment descriptor (chaos,
evil, good, or lawful) that matches your alignment.

This bonus does not stack with any other bonus from Spell
Focus feats.

Special: This feat can be taken twice, choosing a different
alignment descriptor each time.

SPONTANEOUS HEALER [GENERAL]

Prerequisites: Knowledge (religion) 4 ranks, nonevil
alignment, able to cast any cure wounds spell.

Benefit: You can use your spellcasting ability to
spontaneously cast cure spells (from your class spell list) just
as a cleric can.

You may use this ability a total number of times per day
equal to your Wisdom modifier.




SPONTANEOUS SUMMONER [GENERAL]

Prerequisites: Wis 13, Knowledge (nature) 4 ranks, any
neutral alignment (NG, LN, N, CN, or NE), able to cast any
summon nature’s ally spell.

Benefit: You can spontaneously cast summon nature’s ally
spells (from your class spell list) just as a druid can.

You may use this ability a total number of times per day
equal to your Wisdom modifier.

SPONTANEOUS WOUNDER [GENERAL]

Prerequisites: Wis 13, Knowledge (religion) 4 ranks,
nongood alignment, able to cast any inflict wounds spell.
Benefit: You can use your spellcasting ability to
spontaneously cast inflict spells (from your class spell list)
just as a cleric can.

You may use this ability a total number of times per day
equal to your Wisdom modifier.

SWIM LIKE A FISH [WILD]

You can breathe and swim underwater with grace.
Prerequisite: Ability to wild shape.

Benefit: You can spend one wild shape to grow gills,
enabling you to breathe underwater (while retaining your
ability to breathe air).

Webbing also grows between your fingers and between
your toes, granting you a Swim speed of 40 ft. and a +8
bonus on your Swim checks.

The effect lasts for one hour.

TRANSDIMENSIONAL SPELL [METAMAGIC]

You can cast spells that affect targets lurking in coexistent
planes and extradimensional spaces whose entrances fall
within the spell’s area.

Benefit: A transdimensional spell has full, normal effect
upon incorporeal creatures, creatures on the Ethereal Plane
or Plane of Shadow, and creatures within an
extradimensional space in the spell’s area.

Such creatures include ethereal creatures, creatures that are
blinking or shadow walking, manifested ghosts, and creatures
within the extradimensional space of a rope trick or portable
hole.

You must be able to perceive a creature to target it with a
spell, but you do not need to perceive a creature to catch it
in the area of a burst, cone, emanation, or spread.

A transdimensional spell uses up a spell slot one level
higher than the spell’s actual level.

Normal: Only force spells and effects can affect ethereal
creatures, and no Material Plane attack affects creatures on
the Plane of Shadow or in an enclosed extradimensional
space.

There is a 50% chance that any spell other than a force
effect fails against an incorporeal creature.

TRUE BELIEVER [GENERAL]

Your deity rewards your unquestioning faith and
dedication.

Prerequisite: Must choose a single deity to worship.
Must be within one step of that god’s alignment.

Benefit: Once per day when you are about to make a
saving throw you may declare that you are using this feat to
gain a +2 insight bonus on that saving throw.

This feat also allows you to use a relic (see relics, page 88) of
the deity you worship.

WOLVERINE’S RAGE [WILD]

You can fly into a berserk rage when injured.
Prerequisite: Wild shape.

Benefit: If you have taken damage during the last round,
you may spend a wild shape as a free action on your turn to
enter a rage.

While in this rage, you gain a +2 bonus to Strength, a +2
bonus to Constitution, and take a —2 penalty to AC.

This rage lasts for 5 rounds and cannot be ended
voluntarily.

EPIC FEATS

BONUS DOMAIN [EPIC]

You have access to one additional domain of spells.
Prerequisites: Wis 21, able to cast gth-level divine
spells.

Benefit: Choose an additional domain from your deity’s
domain list.

You now have access to that domain’s spells and granted
powers as normal for your domain spells.

Special: You can gain this feat multiple times.

Each time you take the feat, it applies to a different domain.

EPIC DEVOTION [EPIC]

Choose an alignment component (chaos, evil, good, or law)
different from your own alignment.

You are particularly resistant to spells of that alignment.
Prerequisites: Wis 21, Iron Will, alignment different
from the chosen component, patron deity who does not
accept clerics who have the chosen component.

Benefit: You gain a +4 bonus on saves against spells of the
chosen alignment component.

For instance, a lawful good paladin of Helm who selected
“chaos” would gain a +4 bonus on saves against chaotic
spells.

That paladin could not select “good” or “law” because they
are part of her own alignment, nor could she select “evil”
because Helm accepts evil clerics.

Special: You can take this feat more than once.

Each time you select the feat, select a new alignment
component.

HOLY STRIKE [EPIC]

Your attacks deal great damage to evil creatures.
Prerequisites: Smite evil class feature, any good
alignment.

Benefit: Any weapon you wield is treated as a holy
weapon (it deals +2d6 points of damage against creatures of
evil alignment).

This ability doesn’t stack with similar abilities (for instance,
if the weapon is already a holy weapon).

In addition, the weapon is considered blessed, which
means it has special effects on certain creatures.




MAGICAL BEAST WILD SHAPE [WILD] [EPIC]

You can wild shape into magical beast form.
Prerequisites: Wis 25, Beast Wild Shape, Knowledge
(nature) 27 ranks, wild shape 6/day.

Benefit: You can use your normal wild shape ability to
take the form of a magical beast.

The size limitation is the same as your limitation on animal
size.

You gain all supernatural abilities of the magical beast
whose form you take.

NEGATIVE ENERGY BURST [DIVINE] [EPIC]

You can use your rebuke/command undead ability to
unleash a burst of negative energy.

Prerequisites: Cha 25, ability to rebuke or command
undead, able to cast inflict critical wounds, any evil alignment.
Benefit: You can use one rebuke or command undead
attempt to unleash a wave of negative energy in a 6o-
footburst.

Roll a normal rebuke (or command) check, except that the
negative energy burst affects living creatures rather than
undead.

Any creature that would be rebuked by this result gains one
negative level.

Any creature that would be commanded by this check
gains two negative levels.

The Fortitude save DC to remove these levels 24 hours later
is equal to 10 + 1/2 your effective turning level + your
Charisma modifier.

POSITIVE ENERGY AURA [EPIC]

You automatically turn (or even destroy) lesser undead.
Prerequisites: Cha 25, ability to turn undead, able to
cast dispel evil.

Benefit: Every undead creature that comes within 15 feet
of you is automatically affected as if you had turned it.

This doesn't cost a turning attempt, and you don’t have to
roll turning damage (it automatically affects all undead in a
15-foot burst), but it only turns undead with Hit Dice equal
to or less than your effective cleric level minus 10 (and
automatically destroys undead with Hit Dice equal to or
less than your effective cleric level minus 20).

For example, a 22nd-level cleric would automatically turn
any nearby wights or wraiths and would automatically
destroy any Medium skeletons or zombies that came near
him, but would have to turn nightshades and the like
normally.

Just as with normal turning, you can’t affect undead that
have total cover relative to you.

SPECTRAL STRIKE [EPIC]

You can strike incorporeal creatures as if they were solid.
Prerequisites: Wis 19, ability to turn or rebuke undead.
Benefit: Your attacks deal damage normally against
incorporeal creatures.

Normal: Without this feat, even attacks that can damage
an incorporeal creature have a 50% chance to deal no
damage.

UNDEAD MASTERY [DIVINE] [EPIC]

You can command a greater number of undead than
normal.

Prerequisites: Cha 21, ability to rebuke or command
undead.

Benefit: You may command up to ten times your level in
HD of undead.

UNHOLY STRIKE [EPIC]

Your attacks deal great damage to good creatures.
Prerequisites: Smite good class feature, any evil
alignment.

Benefit: Any weapon you wield is treated as an unholy
weapon (it deals +2d6 points of damage against creatures of
good alignment).

This ability doesn't stack with similar abilities (for instance,
if the weapon is already an unholy weapon).

ZONE OF ANIMATION [DIVINE] [EPIC]

You can channel negative energy to animate undead.
Prerequisite: Cha 25, Undead Mastery, ability to rebuke
or command undead.

Benefit: You can use a rebuke or command undead
attempt to animate corpses within range of your rebuke or
command attempt.

You animate a total number of HD of undead equal to the
number of undead that would be commanded by your
result (though you can’t animate more undead than there
are available corpses within range).

You can't animate more undead with any single attempt
than the maximum number you can command (including
any undead already under your command).

These undead are automatically under your command,
though your normal limit of commanded undead still
applies.

If the corpses are relatively fresh, the animated undead are
zombies.

Otherwise, they are skeletons.

FAITH FEATS

PIOUS DEFENSE [FAITH]

Your connection to a greater power sometimes gives you
flashes of insight that keep you safe.

Prerequisite: Knowledge (religion) 2 ranks.

Benefit: When you would be reduced to o hit points or
less by damage, you can spend 1 faith point to take only half
damage.

Special: When chosen, this feat gives you 4 faith points,
and you may earn additional faith points as outlined in the
Faith Feats section.

PIOUS SOUL [FAITH]

By adhering to the precepts of your religion or philosophy,
you gain an extra edge when you need it most.
Prerequisite: Knowledge (religion) 2 ranks.

Benefit: You can spend a faith point to add 1d6 to your
d20 roll on an attack, save, or check—even after you've seen




the d20 roll, as long as the DM hasn’t announced whether
you've succeeded or failed.

You can choose to spend more than one faith point ata
time in this way.

Special: When chosen, this feat gives you 4 faith points,
and you may earn additional faith points as outlined in the
Faith Feats section.

PIOUS SPELLSURGE [FAITH]

You can use the strength of your faith to augment a spell
cast at a critical juncture.

Prerequisite: Knowledge (religion) 4 ranks.

Benefit: By spending 2 faith points when you cast a spell,
you gain a +1d6 bonus to the DC of any save required to
resist the spell or to your caster level for that spell.
Special: When chosen, this feat gives you 4 faith points,
and you may earn additional faith points as outlined in the
Faith Feats section.

COMPLETE MAGE (3.5)

MAIN SECTION FEATS

ACIDIC SPLATTER [RESERVE]

You can channel magical energy into orbs of acid.
Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have an acid spell of 2nd level or
higher available to cast, you can throw an orb of acid as a
ranged touch attack.

The attack has a range of 5 feet per level of the highest-level
acid spell you have available to cast and deals 1d6 points of
damage per level of that acid spell.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting acid spells.

ALACRITOUS COGITATION []

You can leave a prepared spell slot open to spontaneously
cast a spell.

Prerequisite: Must prepare arcane spells.

Benefit: If you leave an arcane spell slot open when
preparing spells, you can use that open slot to cast any
arcane spell you know of the same level or lower.
Casting the spell requires a full-round action.

You can use this feat only once per day, regardless of the
number of slots you leave open.

Special: A wizard can select this feat as a wizard bonus
feat.

AQUATIC BREATH [RESERVE]

Your reservoir of magic allows you to breathe normally
even underwater.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a water spell of 3rd level or
higher available to cast, you can breathe normally in both
air and water.

This supernatural quality requires no activation.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting water spells.

BATTLECASTER DEFENSE [TACTICAL]

You have mastered techniques for taking full advantage of
spells in melee while remaining unharmed.
Prerequisites: Combat Casting, base attack bonus +1,
caster level 1st.

Benefit: The Battlecaster Defense feat allows the use of
three tactical maneuvers while spellcasting in melee.
Defensive Targeting: To use this maneuver, you must use the
defensive casting option to cast a spell with a range of
touch.

If you successfully deliver the spell (that is, you succeed on
the melee touch attack) on an enemy who threatens you
while you cast it, you gain a +2 bonus on any touch attack
you make against that enemy on your next turn.

Practiced Defense: When you successfully cast a spell
defensively in 2 consecutive rounds, you gain a +10 bonus
on any Concentration check made to cast a spell
defensively in the next round.

Safe Retreat: When you successfully cast a spell defensively,
your movement on your next turn doesn’t provoke attacks
of opportunity from any creatures that were threatening
you when you cast defensively.

(The movement still provokes attacks of opportunity from
other creatures normally).

Special: These benefits apply equally to characters
manifesting psionic powers defensively or to those using
spell-like abilities defensively.

BATTLECASTER OFFENSE [TACTICAL]

You cunningly mix melee combat and spellcasting to
increase the potency of both.

Prerequisites: Combat Casting or warmage edge, base
attack bonus +1, Spellcraft 4 ranks.

Benefit: The Battlecaster Offense feat allows the use of
two tactical maneuvers.

Spell and Sword: If you deal damage to a foe with a spell, you
gain a +1 bonus on your first melee attack roll made against
that foe in the next round.

Sword and Spell: If you make a melee attack against a foe,
you gain a +1 bonus to the save DC of the first spell you use
against that foe in the next round.

This bonus applies only against the foe or foes you attacked,
not against any other creatures affected by the spell.

BLADE OF FORCE [RESERVE]

You can surround a weapon with a short-lived aura of force.
Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a 3rd-level or higher force
spell available to cast, you can surround a melee weapon or
a single piece of ammunition with a thin field of force.
Activating this ability is a swift action; you must touch the
weapon to be affected as part of the action.

The next attack made with that weapon, if taken before the
end of your next turn, deals an extra 1 point of damage per
level of the highest-level force spell you have available to
cast.

Furthermore, that weapon ignores the miss chance
normally granted to an incorporeal creature.

If the next attack with that weapon misses, this benefit is
lost.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting force spells.




BORNE ALOFT [RESERVE]

You can channel the magic of the winds to briefly grant you
flight.

Prerequisite: Ability to cast sth-level spells.

Benefit: As long as you have an air spell of 5th level or
higher available to cast, you can fly up to 30 feet (perfect
maneuverability) as a move action once per round.

You must begin and end this flight solidly supported, or
you fall.

You can't use this ability if you wear heavy armor or carry a
heavy load.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting air spells.

CAPTIVATING MELODY []

You can expend some of your musical abilities to increase
the potency of your enchantment or illusion spells.
Prerequisites: Bardic music, ability to cast arcane spells.
Benefit: As a swift action before casting a spell, you can
attempt a Perform check (DC 15 + the level of the spell you
intend to cast).

If you succeed, you can sacrifice one of your daily uses of
bardic music to increase the save DC of the next
enchantment or illusion spell you cast in the same round
by 2.

If the Perform check fails, you still lose one daily use of
bardic music but gain no benefit.

You can apply Captivating Melody only to spells cast by the
same class that grants you your bardic music ability.

For instance, if you are a multiclass bard/wizard, you can
apply this feat to bard spells, but not to spells you cast as a
wizard.

CLAP OF THUNDER [RESERVE]

You can deliver a thunderous roar with a touch.
Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a sonic spell of 3rd level or
higher available to cast, you can deliver a melee touch
attack as a standard action.

This attack deals 1d6 points of sonic damage per level of the
highest-level sonic spell you have available to cast.
Additionally, the subject must succeed on a Fortitude save
or be deafened for 1 round.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting sonic spells.

CLOUDY CONJURATION []

Your conjured creations and summoned beings appear in a
puff of sickening black smoke, and you vanish in a cloud of
the same when you teleport.

Prerequisite: Spell Focus (conjuration) or conjurer level
1st.

Benefit: When you cast a conjuration spell, you can
choose to have a 5-foot-radius cloud of sickening smoke
manifest.

The cloud can appear in your space, adjacent to you, or in
the space of or adjacent to your target (if any).

The cloud lasts for 1 round.

Any living creature is sickened while inside it (but not after
exiting).

The cloud in all other ways acts like a small area of the fog
cloud spell.

Creatures immune to poison are immune to the sickening
effect.

The cloud appears in conjunction with the spell taking
effect (not before or after).

Any creature you call or summon with the spell is immune
to the sickening effect of the cloud.

Special: A conjurer can select this feat as a wizard bonus
feat.

CLUTCH OF EARTH [RESERVE]

You briefly increase the earth’s pull on the target creature.
Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have an earth spell of 2nd level or
higher available to cast, you can spend a standard action to
reduce the speed of any landbound creature within 30 feet
of you.

The creature’s normal land speed, as well as its burrow and
climb speeds, decrease by s feet per level of the highest-
level earth spell you have available to cast, to a minimum
speed of 5 feet.

This effect lasts for 1 round.

A successful Fortitude save negates this effect and renders
the target immune to the feat’s effect for 24 hours.
Creatures currently swimming or flying are immune to this
effect.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting earth spells.

DAZZLING ILLUSION []

Casting illusions causes the air about you to be filled with
flashing colors that dazzle your foes.

Prerequisite: Spell Focus (illusion) or illusionist level
1st.

Benefit: When you cast an illusion spell, you can choose
to render all enemies within 30 feet dazzled for 1 round.
Blind creatures are immune to this effect.

Special: An illusionist can select this feat as a wizard
bonus feat.

DEFENDING SPIRIT []

Your watchful spirit helps keep you safe in combat.
Prerequisite: Watchful spirit class feature (see the wu
jen class in Complete Avcane).

Benefit: Your watchful spirit helps you defend yourself.
If you use an initiative reroll from your watchful spirit class
feature, you gain a +2 dodge bonus to your Armor Class for
the duration of that encounter.

Also, you gain one extra initiative reroll from your watchful
spirit class feature.

DELAY POTION []

You can drink a potion and postpone its effects.
Prerequisite: Knowledge (arcana) 1 rank.

Benefit: You can drink a potion and delay its effects for a
number of hours equal to your Constitution modifier
(minimum 1 hour).

At any time during this period, you can activate the potion’s
effect as a swift action.




If the duration expires before you activate the potion, it is
wasted.

You can delay only one potion at a time.

You must activate a delayed potion before you can choose
to delay another one.

DIMENSIONAL JAUNT [RESERVE]

With a single step, you can cross an entire room.
Prerequisite: Ability to cast 4th-level spells.

Benefit: Aslong as you have a teleportation spell of 4th
level or higher available to cast, you can spend a standard
action to teleport yourself and carried objects up to your
heavy load a distance of 5 feet per level of the highest-level
teleportation spell you have available to cast.

You can teleport only to a location that you can see
(including one you are currently scrying).

You can't bring along another creature (except for a
familiar).

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting teleportation spells.

DIMENSIONAL REACH [RESERVE]

You can transport small objects to you with an act of will.
Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a conjuration (summoning)
spell of 3rd level higher available to cast, you can transport
small items directly into your hand as a standard action.
You must have line of sight to an item you wish to transport
in this way, and it must be unattended.

This ability works at a range of up to 5 feet per level of the
highest-level summoning spell you have available to cast,
and the item can weigh up to 2 pounds per level of that
spell.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting conjuration (summoning)
spells.

DROWNING GLANCE [RESERVE]

With a look, you create a small but incapacitating amount
of water in the subject’s lungs.

Prerequisite: Ability to cast 4th-level spells.

Benefit: As long as you have a water spell of 4th level or
higher available to cast, you can use a standard action to
transform a small portion of the air in a living creature’s
lungs to water, making it difficult for the creature to
breathe.

The subject must be within 30 feet.

The target becomes exhausted for 1 round; if it succeeds on
a Fortitude save, it is instead fatigued for 1 round.

Whether or not a targeted creature successfully saves, it is
immune to any further uses of your drowning glance for 24
hours.

Creatures that can breathe water (or who don’t breathe) are
immune to this effect.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting water spells.

ELEMENTAL ADEPT []

You can spontaneously cast a spell of the element you have
mastered.

Prerequisite: Elemental mastery class feature (see the
wu jen class in Complete Arcane).

Benefit: Choose one spell of the element you have
chosen for your elemental mastery class feature.

You can now spontaneously cast that spell by sacrificing a
prepared spell of equal or higher level.

The spell you choose must be in your spellbook.

When you gain a level, you can change the spell you can
spontaneously cast by picking a new spell of the element
you chose for elemental mastery.

ENERGY ABJURATION []

Casting an abjuration spell grants you protection from
energy damage.

Prerequisite: Spell Focus (abjuration) or abjurer level
1st.

Benefit: When you cast an abjuration spell, you can
choose to gain a special energy resistance equal to (1 + the
spell's level) x 5.

This energy resistance lasts for the duration of the
abjuration spell you cast or until you are struck by any type
of energy damage (acid, cold, fire, electricity, or sonic).
The resistance applies to the first energy damage to which
you are exposed, and thereafter you lose the energy
resistance until you cast another abjuration spell.
Special: An abjurer can select this feat as a wizard bonus
feat.

ENERGY GESTALT [TACTICAL]

You have learned to combine multiple energy effects to
great advantage.

Prerequisites: Spell Focus (evocation), caster level 3rd.
Benefit: The Energy Gestalt feat enables the use of three
tactical maneuvers.

In every case, you must deal damage to one or more
subjects with a pair of energy-based spells you cast in 2
successive rounds.

Acrid Fumes: You cast an acid spell followed by a fire spell.
The flames of your second spell turn some of the lingering
acid into choking, sickening fumes.

Any living creature damaged by both spells is nauseated for
1 round.

Those who make a successful Fortitude save (DC based on
the second spell) are sickened for 1 round instead.

Treat this as a poison effect for the purpose of save bonuses
and immunities.

Brittle Blast: You cast a cold spell followed by a sonic spell.
Any object or construct damaged by both spells takes +50%
damage from the sonic spell, because its physical structure
has been made brittle by the cold.

Improved Conduction: You cast a cold spell followed by an
electricity spell.

The lingering cold more effectively conducts the
electricity, temporarily fatiguing creatures.

Living creatures damaged by both spells are slowed for 1
round (as the slow spell).

Creatures that make successful Fortitude saves (DC based
on the second spell) are fatigued for 1 round.




FACE—CHANGER [RESERVE]

Your mastery of illusions allows you to subtly alter your
appearance at whim.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a glamer spell of 3rd level or
higher available to cast, you can alter your appearance as
the spell disguise self, except that the duration lasts 1 minute
per level of the glamer spell.

This illusory transformation requires a full-round action to
activate.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting glamer spells.

FAVORED MAGIC FOE []

Through study, you have learned how best to defend
yourself against your favored enemies’ spells and how to
best affect them with your own.

Prerequisite: Knowledge 6 ranks (in appropriate skill;
see below) or favored enemy class feature.

Benefit: Choose a creature type for which you have the
favored enemy class feature, or one associated with a
Knowledge skill in which you have at least 6 ranks (see
below).

If you choose humanoid or outsider, you must also choose a
subtype from Table 3—14: Ranger Favored Enemies (PH 47).
You gain a +1 bonus on caster level checks to overcome the
spell resistance of the chosen creature type, and such
creatures take a —1 penalty on saves against your spells and
spell-like abilities.

Creature Type Associated Knowledge Skill
Aberration Dungeoneering
Animal Mature
Construct Arcana

Drragon Arcana
Elermental The planes

Fey Mature

Giant Mature
Humanoid {any) Local

Magical beast Arcana
Maonstrous humanoid MNature

Qoze Dungeoneering
Qutsider [any) The planes
Plant Mature
Undead Religion
Yermin Mature

Each time you take this feat, you choose a new creature
type (or subtype, in the case of humanoids or outsiders).

FEARSOME NECROMANCY []

Creatures subjected to your necromantic spells feel the
chill of fear.

Prerequisite: Spell Focus (necromancy) or necromancer
level 1st.

Benefit: Any foe required to save against a necromancy
spell you cast is shaken for 1 round, regardless of the result
of the save.

This mind-affecting fear ability does not stack with any
other fear effect (it can’t make a foe worse than shaken).
Special: A necromancer can select this feat as a wizard
bonus feat.

FEY HERITAGE [HERITAGE]

You are descended from creatures native to the fey realms.
You are naturally resistant to the most common effects
produced by your ancestors.

Prerequisite: Nonlawful alignment.

Benefit: You gain a +3 bonus on Will saving throws
against enchantment effects.

FEY LEGACY [HERITAGE]

The magical powers of your ancestors manifest in you.
Prerequisites: Nonlawful alignment, Fey Heritage,
character level oth.

Benefit: You gain the following spell-like abilities, each
usable once per day: confusion, dimension door, and summon
nature's ally V.

Your caster level equals your character level.

FEY POWER [HERITAGE]

Your fey heritage augments the power of certain types of
magic.

Prerequisites: Nonlawful alignment, Fey Heritage.
Benefit: Your caster level and save DCs for enchantment
spells and warlock invocations increase by 1.

FEY PRESENCE [HERITAGE]

You share your ancestors’ knack for playing tricks on the
minds of others.

Prerequisites: Nonlawful alignment, Fey Heritage,
character level 6th.

Benefit: You gain the following spell-like abilities, each
usable once per day: charm monster, deep slumber, and disguise
self.

Your caster level equals your character level.

FEY SKIN [HERITAGE]

Your fey heritage guards you against all weapons except
those crafted from the dreaded cold iron.
Prerequisites: Nonlawful alignment, Fey Heritage.
Benefit: You gain damage reduction (overcome by cold
iron) equal to 1 + the number of feats you have that list Fey
Heritage as a prerequisite (including such feats that you
take after gaining this one).

For example, if you have Fey Skin and Fey Presence, you
would have damage reduction 3/cold iron.

This value stacks with any similar damage reduction you
might have from your type, subtype, race, or class, but not
from other sources, such as spells or magic items.

FIENDISH HERITAGE [HERITAGE]

You are descended from creatures native to the Lower
Planes.

You share some of your ancestors’ natural resistance to
poison, and you are resistant to the magic of good foes.
Prerequisite: Nongood alighment.

Benefit: You gain a +4 bonus on Fortitude saving throws
against poison.

You also gain a +1 bonus on saving throws against spells or
other effects produced by good creatures.




FIENDISH LEGACY [HERITAGE]

The magical powers of your ancestors manifest in you.
Prerequisites: Nongood alignment, Fiendish Heritage,
character level gth.

Benefit: You gain the following spell-like abilities, each
usable once per day: teleport (self plus 50 pounds of objects
only), summon monster V (fiendish creatures only), and
unholy blight.

Your caster level equals your character level.

FIENDISH POWER [HERITAGE]

Your fiendish heritage augments the power of certain types
of magic.

Prerequisites: Nongood alignment, Fiendish Heritage.
Benefit: Your caster level and save DCs for evil spells and
warlock invocations increase by 1.

FIENDISH PRESENCE [HERITAGE]

You share your ancestors’ ability to tamper with the minds
of weak-minded fools.

Prerequisites: Nongood alignment, Fiendish Heritage,
character level 6th.

Benefit: You gain the following spell-like abilities, each
usable once per day: cause fear, detect thoughts, and suggestion.
Your caster level equals your character level.

FIENDISH RESISTANCE [HERITAGE]

Your bloodline inures you against corrosion and fire.
Prerequisites: Nongood alignment, Fiendish Heritage.
Benefit: You gain resistance to acid and fire equal to three
times the number of feats you have that list Fiendish
Heritage as a prerequisite (including such feats that you
take after gaining this one).

These values stack with any resistance to acid or fire you
might have from your type, subtype, race, or class, but not
from other sources, such as spells or magic items.

FIERY BURST [RESERVE]

You channel your magical talent into a blast of fire.
Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have a fire spell of 2nd level or
higher available to cast, you can spend a standard action to
create a 5-foot-radius burst of fire at a range of 30 feet.

This burst deals 1d6 points of fire damage per level of the
highest-level fire spell you have available to cast.

A successful Reflex save halves the damage.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting fire spells.

HASTY SPIRIT []

Your watchful spirit lends you a burst of speed in times of
great need.

Prerequisite: Watchful spirit class feature (see the wu
jen class in Complete Avcane).

Benefit: If you use an initiative reroll from your watchful
spirit class feature, you can take an extra move action on
one of your turns during that encounter.

Also, you gain one extra initiative reroll from your watchful
spirit class feature.

HURRICANE BREATH [RESERVE]

The power of elemental air you hold in your mind allows
you to exhale the wind.

Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have an air spell of 2nd level or
higher available to cast, you can attempt to knock a single
creature within 30 feet back with a blast of wind.

This requires a standard action and functions much like a
bull rush; roll 1d20 + the level of the highest-level air spell
you have available to cast opposed by your opponent’s
Strength check.

If you succeed, you push the creature back s feet.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting air spells.

INSIGHTFUL DIVINATION []

Casting a divination spell grants you an uncanny insight
into danger.

Prerequisite: Spell Focus (divination) or diviner level
1st.

Benefit: When you cast a divination spell, you gain an
insight bonus equal to the spell's level + 1 on initiative
checks and an equal insight bonus on the first save you
make within the next 24 hours.

After you roll this saving throw, you lose the benefit of
both bonuses until you cast another divination spell.

If you cast a second divination spell when the first benefit
is still active, you choose whether to retain your existing
bonus or take the new one granted by the second spell.
Special: A diviner can select this feat as a wizard bonus
feat.

INVISIBLE NEEDLE [RESERVE]

You can create tiny darts of force.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a force spell of 3rd level or
higher available to cast, you can use a standard action to
hurl a tiny needle-shaped projectile created from pure
force.

This attack requires a successful ranged attack roll (not a
ranged touch attack), and the dart has a range of 5 feet per
level of the force spell.

The needle deals 1d4 points of damage per level of the
highest-level force spell you have available.

Because it is composed of force, the needle can strike
incorporeal creatures.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting force spells.

MAGIC DEVICE ATTUNEMENT []

You have a knack for activating familiar magic items.
Prerequisite: Use Magic Device 1 rank.

Benefit: If you successfully activate an item with the Use
Magic Device skill, you can take a free action to attune
yourself to the item.

For the next 24 hours, you can activate that item without
making further Use Magic Device checks.

You can attune yourself to only one item at a time.

If you attune yourself to a second item, the previous
attunement ends.




MAGIC DISRUPTION [RESERVE]

You can use your powers of abjuration to interfere with
other casters’ spells.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have an abjuration spell of 3rd
level or higher available to cast, you can attempt to
interrupt another character’s spellcasting with a tiny burst
of magic.

As an immediate action, you can force any character within
30 feet currently casting a spell to make a Concentration
check (DC 15 + the level of the highest-level abjuration
spell you have available to cast); if the check fails, the spell’s
save DC and caster level are reduced by 2 (to a minimum
caster level of 1st).

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting abjuration spells.

MAGIC SENSITIVE [RESERVE]

You literally see the emanations of magic around you.
Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a divination spell of 3rd level
or higher available to cast, you can sense magical auras (as if
you had cast detect magic).

The range of your detection is equal to 5 feet per level of
the highest-level divination spell you have available to cast.
Activating or concentrating on this ability requires a
standard action.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting divination spells.

MASTER OF UNDEATH []

You can control an undead that you create...for a time.
Prerequisite: Knowledge (religion) 5 ranks.
Benefit: When you create an undead creature, you can
decide that it doesn’t count against your normal limit of
controlled undead creatures.

In this case, you still control the creature, but only for a
number of days equal to your caster level.

When this duration ends, the undead immediately
becomes hostile to you (though you can establish control
over it by other means).

You can have only one creature of this kind at a time.

MELODIC CASTING []

You can weave your music and magic together into a single
perfect voice.

Prerequisites: Perform 4 ranks, Spellcraft 4 ranks,
bardic music class feature.

Benefit: Whenever a Concentration check would be
required to cast a spell or use a spell-like ability (such as
when you cast defensively or are distracted or injured while
casting), you can make a Perform check instead.

In addition, you can cast spells and activate magic items by
command word or spell completion while using a bardic
music ability.

Bardic music abilities that require concentration still take a
standard action to perform.

Normal: A bard can’t cast spells or activate magic items by
command word or spell completion while using bardic
music.

METAMAGIC SCHOOL FOCUS []

You are unusually skilled at modifying the effects of a
particular school of magic.

Prerequisite: Spell Focus (chosen school) or specialist
wizard in chosen school.

Benefit: Choose a school of magic for which you have the
Spell Focus feat, or the school in which you have
specialized.

Three times per day, you can reduce by one level the cost of
a metamagic feat applied to a spell of the chosen school.

If you prepare spells, you can have only up to three such
reduced-cost spells prepared at any time.

Special: A wizard can select this feat as a wizard bonus
feat.

This feat can be taken more than once.

Each time you take it, it applies to a different school of
magic.

METAMAGIC SPELL TRIGGER []

You can apply metamagic feats you know to spell effects
from magic items you activate with a spell trigger.
Prerequisites: Any metamagic feat, Use Magic Device
15 ranks or Spellcraft 15 ranks.

Benefit: You can apply any one metamagic feat you know
to a spell generated by a spell trigger item (such as a wand
or staff) that you activate.

You expend one extra charge for each change in spell level
a metamagic feat normally requires.

If the metamagic feat’s level adjustment would normally
increase the slot of the chosen spell’s level above gth, you
can’t apply the metamagic effect to the spell.

For example, you can’t apply Quicken Spell to an antimagic
field generated by a staff (since that would take a 1oth-level
spell slot to cast).

If sufficient charges aren’t available in the item to power
the application of metamagic feats (or if the item doesn’t
use charges), the item fails to activate and no charges are
used, but the action used to activate the item is wasted.

METAMAGIC VIGOR [TACTICAL]

The energy you pour into increasing the power of your
spells feeds back upon itself in an ever-increasing cycle.
Prerequisites: Two or more metamagic feats.
Benefit: The Metamagic Vigor feat allows the use of two
tactical maneuvers.

Metamagic Intensity: If you cast spells affected by the same
metamagic feat in 2 consecutive rounds, you gain a +1
bonus to the second spell’s caster level.

Metamagic Versatility: If you cast spells affected by two
different metamagic feats in 2 consecutive rounds, you gain
a +1 bonus to the second spell’s save DC.

Special: You can’t benefit from both of these maneuvers
(or either maneuver more than once) in a single round; if
you are eligible to use both, choose the one you want.
Only actual metamagic feats allow this feat to function.

A metamagic spell effect produced by a metamagic rod or
other magic item or external device does not qualify you to
use this feat.




MINOR SHAPESHIFT [RESERVE]

Your mastery of shapeshifting magic allows you to reshape
your flesh in small but significant ways.

Prerequisite: Ability to cast 4th-level spells.

Benefit: As long as you have a polymorph spell of 4th
level or higher available to cast, you can spend a swift
action to grant yourself one of the following benefits:
Might: +2 bonus on melee damage rolls.

Mobility: +2 competence bonus on Balance, Climb, Jump,
and Swim checks.

Savagery: Primary claw attack dealing 1d6 points of damage
(assuming Medium size).

Speed: +5-foot enhancement bonus to any one movement
mode you already possess.

Vigor: Temporary hit points equal to your HD.

The chosen benefit lasts for a number of rounds equal to
the level of the highest-level polymorph spell you have
available to cast.

If you activate this feat a second time while a previous
benefit is still in effect, the first benefit ends immediately.
As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting polymorph spells.

See page 91 for details on the new polymorph subschool of
spells.

MYSTIC BACKLASH [RESERVE]

With a touch, your magic corrupts the spells of your
enemy.

Prerequisite: Ability to cast sth-level spells.

Benefit: As long as you have an abjuration spell of 5th
level or higher available to cast, you can make another
creature’s spellcasting harmful to itself.

Use of this feat requires a melee touch attack that does not
provoke attacks of opportunity.

As a standard action, with a successful touch you can infuse
another creature with baneful magic for a number of
rounds equal to the level of the highest-level abjuration
spell you have available.

A successful Will save reduces this duration to 1 round.
For the duration of the effect, each time the target
completes the casting of a spell, it takes damage equal to the
level of the abjuration spell that determined the effect’s
duration.

Since the spell’s casting has already been completed, this
doesn’t count as damage dealt during casting.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting abjuration spells.

PIERCING EVOCATION []

Your evocation spells ighore an amount of energy
resistance.

Prerequisite: Spell Focus (evocation) or evoker level 1st.
Benefit: When you cast an evocation spell that deals
energy damage (acid, cold, fire, electricity, or sonic), you
can choose for 10 points of energy damage dealt by the
spell to become untyped damage to which energy
resistance and immunity do not apply.

If the spell deals multiple types of energy damage, you
choose how much of each type is converted by this feat
after rolling damage.

Special: An evoker can select this feat as a wizard bonus
feat.

RANGED RECALL []

Your magical ranged attacks rarely miss.

Prerequisites: Spellcraft 4 ranks, Point Blank Shot,
Weapon Focus (ranged spell).

Benefit: When you miss with a spell or spell-like ability
ranged attack against a target within 30 feet, you can spend
a swift action to reroll the attack with a —5 penalty.

You can use this ability three times per day.

RAPID METAMAGIC []

You possess an uncanny mastery of your magic, enabling
you to modify spells on the fly much faster than others can.
Prerequisites: Spellcraft 12 ranks, ability to
spontaneously cast spells.

Benefit: When you apply a metamagic feat to a
spontaneously cast spell, the spell takes only its normal
casting time.

Normal: Spontaneous casters applying metamagic must
either take a full-round action (if the spell normally
requires a standard action or less) or add a full-round action
to the casting time (if the spell takes 1 full round or longer
to cast).

RESIDUAL MAGIC [TACTICAL]

You can use the lingering energy from a spell you cast to
boost the effect of a later spell.

Prerequisites: Spellcraft 12 ranks, any metamagic feat.
Benefit: The Residual Magic feat allows the use of two
tactical maneuvers.

Enduring Potency: If you cast a spell from your daily
allotment of spells, then cast the same spell from a scroll or
wand in the next round, you can treat the second casting as
if it had come from your daily allotment of spells for the
purpose of caster level, save DC, and any other effect of the
spell.

For example, if Hennet the 1oth-level sorcerer casts magic
missile, then activates a wand of magic missile (caster level
sth) in the next round, he can treat the wand’s magic missile
as if he had cast it (giving him a greater range, number of
missiles, and so forth).

Lingering Metamagic: If you cast a spell affected by one or
more metamagic feats, and then cast the same spell in the
next round, you can apply any one of the metamagic effects
from the first casting to the second casting, but without any
change to the spell's level.

The second spell doesn’t count as being affected by a
metamagic feat for the purpose of this benefit (that is, it
doesn't entitle you to apply the metamagic feat to a spell
you might cast in the following round).

Only spells you cast using your own metamagic feats (as
opposed to metamagic effects from magic items) allow this
option to function.

For example, if Hennet uses a sth-level slot to cast an
empowered lightning bolt, in the next round he can use a 3rd-
level slot to cast another empowered lightning bolt.

If the first spell was a silent empowered lightning bolt, he
could apply the effect of either Silent Spell or Empower
Spell to the second casting of lightning bolt, but not both.




RETRIBUTIVE SPELL [METAMAGIC]

You can keep a spell in reserve to use when a foe causes you
harm.

Benefit: When you cast a spell modified by this
metamagic feat, the spell has no immediate effect.

Any time you are dealt damage by a melee attack during the
next 24 hours (or until you next prepare or ready your
spells), you can choose to cast the spell on that attacker as
an immediate action.

Once activated, a retributive spell disappears (it can only
affect one attacker).

You can apply this feat only to a spell that targets a creature.
A retributive spell can target only the attacker that
triggered it, even if the spell would normally allow you to
target multiple creatures.

You can have only one retributive spell cast at a time.
Casting a second retributive spell cancels the first
(eliminating it with no effect).

If you prepare or ready spells while you have a retributive
spell cast, the spell dissipates with no effect.

A retributive spell uses up a spell slot one level higher than
the spell’s actual level.

SHADOW VEIL [RESERVE]

You draw wisps of darkness across your enemy’s eyes,
obscuring the world around him.

Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have a darkness spell of 2nd level
or higher available to cast, you can obscure the vision of a
subject within 30 feet as a standard action.

If the subject fails a Will save, it treats all other creatures
and objects as though they had concealment and takes a —5
penalty on Spot checks for 1 round.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting darkness spells.

SICKENING GRASP [RESERVE]

You wreak havoc with the inner organs of a target, causing
it to grow ill.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have a necromancy spell of 3rd
level or higher available to cast, any living creature you hit
with a melee touch attack becomes sickened for a number
of rounds equal to the level of the highest-level
necromancy spell you have available to cast.

The subject can reduce this duration to 1 round with a
successful Fortitude save.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting necromancy spells.

SOMATIC WEAPONRY []

You are adept at performing somatic spell components
while your hands are occupied.

Prerequisites: Concentration 5 ranks, Spellcraft 5 ranks.
Benefit: When wielding a weapon (or holding an item of
comparable size) in one or both hands, you can use that
item to trace the somatic component of a spell, rather than
using your fingers.

This allows you to cast spells with somatic components
even while your hands are full or occupied, as long as at
least one hand is holding an item of proper size.

This feat doesn’t allow you to use somatic components
while grappling, regardless of the size of your foe.
Normal: You must have a hand free to cast spells that
have somatic components.

STORM BOLT [RESERVE]

The electrical energy contained within your magic rages
inside you, begging to be released.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have an electricity spell of 3rd
level or higher available to cast, you can fire a 20-foot line of
electricity as a standard action.

This bolt deals 1d6 points of electricity damage per level of
the highest-level electricity spell you have available to cast.
As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting electricity spells.

SUMMON ELEMENTAL [RESERVE]

You can channel the summoning power you hold to briefly
bring forth an elemental servant.

Prerequisite: Ability to cast 4th-level spells.

Benefit: As long as you have a summoning spell of 4th
level or higher available to cast, you can summon a Small
elemental (air, earth, fire, or water; your choice) within a
range of 30 feet.

The elemental acts as if summoned by a summon monster
spell (PH 285).

The duration of the summoning is equal to 1 round per
level of the highest-level conjuration (summoning) spell
you have available to cast.

You can have only one summoned elemental from this feat
at a time; if you use the ability a second time, the first
elemental disappears.

Also, you must remain close to the elemental you summon.
If at the end of your turn you are more than 30 feet from
the elemental, it disappears.

If you have a conjuration (summoning) spell of 6th level or
higher available to cast, you can summon a Medium
elemental instead.

If you have a conjuration (summoning) spell of 8th level or
higher available to cast, you can summon a Large elemental
instead.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting conjuration (summoning)
spells.

SUNLIGHT EYES [RESERVE]

The bright magic within you allows you to see through the
darkest shadow.

Prerequisite: Ability to cast 2nd-level spells.

Benefit: As long as you have a light spell of 2nd level or
higher available to cast, you can take a swift action to grant
yourself the ability to see normally in any conditions of
illumination (shadowy illumination, darkness, and magical
shadow or darkness).

The range of this vision is 10 feet per level of the highest-
level light spell you have available to cast, and the effect
lasts for 1 round.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting light spells.




TOUCH OF DISTRACTION [RESERVE]

Your touch briefly clouds the mind of a foe, impeding its
efforts.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have an enchantment spell of 3rd
level or higher available to cast, you can cloud the mind of a
creature within 30 feet as a standard action.

The target takes a —2 penalty on its next single attack roll or
Reflex saving throw.

If the target makes no attacks or Reflex saves within a
number of rounds equal to the level of the highest-level
enchantment spell you have available to cast, the effect
ends.

Multiple uses of this feat don’t stack.

This is an enchantment (compulsion), mind-affecting
effect.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting enchantment spells.

TOUGHENING TRANSMUTATION []

Casting a transmutation spell briefly transforms your skin
or that of an ally into sterner stuff.

Prerequisite: Spell Focus (transmutation) or transmuter
level 1st.

Benefit: Whenever you cast a transmutation spell, you
can choose to grant yourself or any one creature targeted by
the spell damage reduction 5/magic.

If the creature already has damage reduction (of any type)
from another source, you increase that damage reduction
by 5 instead.

This effect lasts for 1 round.

Special: A transmuter can select this feat as a wizard
bonus feat.

UNSETTLING ENCHANTMENT []

Your enchantment spells cloud the minds of even those
who would otherwise resist their effects.

Prerequisite: Spell Focus (enchantment) or enchanter
level 1st.

Benefit: Any foe required to save against an enchantment
spell you cast takes a —2 penalty on attack rolls and to AC
for 1 round, regardless of the result of the save.

This is a mindaffecting effect.

Special: An enchanter can select this feat as a wizard
bonus feat.

VENGEFUL SPIRIT []

Your watchful spirit takes revenge on foes that have
harmed you.

Prerequisite: Watchful spirit class feature (see the wu
jen class in Complete Avcane).

Benefit: If you use an initiative reroll from your watchful
spirit class feature, the first creature to deal damage to you
in the encounter immediately takes half the damage it dealt
to you.

This damage is untyped, so damage reduction and
resistance or immunity does not apply.

Also, you gain one extra initiative reroll from your watchful
spirit class feature.

WIND-GUIDED ARROWS [RESERVE]

Your mastery of the wind allows you to alter the flight of a
ranged weapon.

Prerequisite: Ability to cast 3rd-level spells.

Benefit: As long as you have an air spell of 3rd level or
higher available to cast, you can spend an immediate action
to alter slightly the course of an arrow, crossbow bolt, spear,
or other ranged weapon already in flight.

You can’t change the weapon’s target, but you can apply a
+2 bonus or —2 penalty on its attack roll.

You and the target can be no farther apart than 1o feet per
level of the highest-level air spell you have available, since
the guidance occurs at the end of the weapon’s flight.

This feat works only on thrown or projectile weapons; it
can’t affect spells, powers, energy attacks, or the like.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting air spells.

WINTER’S BLAST [RESERVE]

The frozen magic within you can burst forth in a hail of
frost.

Prerequisite: Ability to cast 2nd-level spells.
Benefit: As long as you have a cold spell of 2nd level or
higher available to cast, you can create a 15-foot cone-
shaped burst of cold.

This cone deals 1d4 points of cold damage per level of the
highest-level cold spell you have available to cast.

A successful Reflex save halves the damage.

As a secondary benefit, you gain a +1 competence bonus to
your caster level when casting cold spells.

COMPLETE PSIONIC (3.5)

EPIC FEATS

AUTOMATIC QUICKEN POWER
[METAPSIONIC]

You can manifest any of your lesser powers with a
moment’s thought.

Prerequisites: Quicken Power, Psicraft 30 ranks, ability
to manifest gth-level powers.

Benefit: You can manifest all 1st-level powers as
quickened powers without expending your psionic focus
(though you must be psionically focused).

The normal limit to the number of quickened powers you
can manifest per round applies.

Powers with a manifesting time of more than 1 round can’t
be quickened.

You still must pay the requisite number of extra power
points to manifest these quickened powers.

Special: You can gain this feat multiple times.

Each time you take it, the powers of your next level can be
quickened without the expenditure of your psionic focus.
Thus, a psion who took this feat twice could quicken his
1st-level and 2nd-level powers with no expenditure of
psionic locus.

This feat doesn’t decrease the manifesting time for powers
that normally require a full-round action to manifest in
metamagic form.




EPIC POWER PENETRATION [PSIONIC]

Your powers are tremendously potent, overcoming power
resistance with ease.

Prerequisite: Greater Power Penetration, Power
Penetration.

Benefit: You gain a +2 bonus on manifester level checks
made to overcome a creature’s power resistance.

This bonus stacks with the bonuses from Power
Penetration and Greater Power Penetration.

EPIC PSIONIC ENDOWMENT [PSIONIC]

You can endow your manifestations with epic locus.
Prerequisites: Greater Psionic Endowment, Psionic
Endowment, ability to manifest at least one gth-level
power.

Benefit: You can expend your psionic focus and add 1 to
the save DC of a power you manifest.

This bonus stacks with the bonuses from Psionic
Endowment and Greater Psionic Endowment.

IMPROVED COMBAT MANIFESTATION
[PSIONIC]

You heighten your ability to manifest powers while
threatened without fear of being attacked.
Prerequisites: Combat Manifestation, Concentration 25
ranks.

Benefit: You gain a bonus equal to one-half your
manifester level on Concentration checks made to manifest
a power, use a psi-like ability, or achieve psionic focus while
on the defensive or while you are grappling or pinned.

IMPROVED OVERCHANNEL [PSIONIC]

You burn your life force without limit to strengthen your
powers.

Prerequisite: Overchannel, Psicraft 25 ranks.

Benefit: While manifesting a power, you can increase
your effective manifester level to a value up to twice your
actual manifester level, but in doing so, you pay a price.

For each level you increase your effective manifester level
above your actual manifester level, you take 2d8 points of
damage.

For example, a 23rd-level psion could increase his effective
manifester level to 30th to manifest a particular power.
However, as a result of the seven-level increase, he would
take 14d8 points of damage.

The effective change in manifester level increases the
number of power points you can expend on a single power
manifestation, as well as increasing all manifester level
dependent effects, such as range, duration, and overcoming
power resistance.

Normal: Your manifester level is equal to your total levels
in classes that manifest powers.

GENERAL FEATS

DORJE MASTERY []

Psionic dorjes are more potent in your hands.
Prerequisites: Craft Dorje, manifester level gth.

Benefit: When you use a dorje, the power manifested is
treated ay if it were augmented by 4 additional power
points.

If the power cannot be augmented, then the DC of saving
throws against the dorje’s effect is increased by 2.

DUAL DORJE []

You can fight with two dorjes at the same time.
Prerequisites: Craft Dorje, Two-Weapon Fighting.
Benefit: As a full-round action, you can wield and activate
a dorje in each hand (if you have both hands free), with one
designated as your primary dorje and the other as your
secondary dorje.

Each use of the secondary dorje expends 2 charges instead

off.

HOSTILE MIND, IMPROVED []

You have mental defenses erected against telepathic
attacks.

Prerequisites: Cha 15, Hostile Mind.

Benefit: Whenever you are subject to a power from the
telepathy discipline (regardless of whether the power is
harmful or beneficial to you), the manifester must make a
Will saving throw against a DC of 10 + 1/2 your character
level + your Cha modifier, and takes an additional 2dé6
points of damage, plus 2d6 points from your Hostile Mind
feat, for a total of 4d6 points of damage.

The benefit of this feat applies only to psionic powers and
psi-like abilities.

This is an exception to the psionics-magic transparency rule
(EPH 55).

Special: You cannot take or use this feat if you have the
ability to use powers (if you have a power point reserve).

PSIONIC MASTERY []

You are quick and certain in your efforts to defeat the
psionic defenses and powers of others.

Prerequisite: Ability to manifest psionic powers or use
psi-like abilities.

Benefits: You can take 10 on manifester level checks (as
if the manifester level check were a skill check).

HOST FEATS

AGGRESSIVE MIND [HOST]

The psionic entity you host gives you access to psi-like
abilities capable of disrupting the mind of your enemy.
Benefit: A psionic entity takes up residence within your
flesh.

The entity grants you the following psi-like ability:

Psi-Like Ability: 1/day—mind thrust or psionic daze.
Manifester level 1/2 your HD; save DC 11 + your Cha, Int,
or Wis modifier.

Special: You can use one or the other or your
entitygranted psi-like abilities once per day—you can’t use
both.

Once you use one, you can’t use the other for the rest of the
day.




ANTAGONIST [HOST]

The psionic entity you host seeks to cause damage and
mayhem, and you have powers to further that end.
Benefit: A psionic entity takes up residence within your
flesh.

The entity grants you the following psi-like ability:

Psi-Like Ability: 1/day—-energy ray or crystal shard.
Manifester level 1/2 your HD; save DC 11 + your Cha, Int,
or Wis modifier.

Special: You can use one or the other of your
entitygranted psi-like abilities once per day—you can’t use
both.

Once you use one, you can’t use the other for the rest of the
day.

DEFENSIVE SHELL [HOST]

The psionic entity living in your mind enables you to better
resist attacks.

Benefit: A psionic entity takes up residence within your
flesh.

The entity grants you the following psi-like ability:

Psi-like Ability: 1/day—force screen or empty mind.

Manifester level 1/2 your HD; save DC 11 + your Cha, Int,
or Wis modifier.

Special: You can use one or the other of your
entitygranted psi-like abilities once per day—you can’t use
both.

Once you use one, you can’t use the other for the rest of the
day.

HOST FOCUS [HOST]

You can use a psi-like ability granted by a host feat an extra
time each day.

Prerequisite: Any other host feat.

Benefit: You can use one of the two psi-like abilities
granted by your host feat one extra time each day.

For example, if you have the Telepathic Affinity teat, which
grants access to the mindlink or detect psionics psi-like
abilities, you can use mindlink twice, detect psionics twice, or
both mindlink and detect psionics in a single day.

Normal: You can use one of two psi-like abilities once per
day.

PACIFIST [HOST]

You host a psionic entity that dislikes combat and provides
you psi-like abilities to help you avoid a fight.

Benefit: A psionic entity takes up residence within your
flesh.

The entity grants you the following psi-like ability:

Psi-like Ability: 1/day—deaden blow (see page 82) or
entangling ectoplasm.

Manifester level 1/2 your HD; save DC 11 + your Cha, Int,
or Wis modifier.

Special: You can use one or the other of your entity-
granted psi-like abilities once per day—you can’t use both.
Once you use one, you can’t use the other for the rest of the
day.

SPIRITUAL FORCE [HOST]

Your mind blade is an expression of your inner spirit.

Your forceful personality allows you to deal more damage
with your blade.

Prerequisites: Any other host feat, mind blade class
feature.

Benefit: You can expend your psionic focus to add your
Charisma bonus (it any) to the damage you deal with your
mind blade.

This effect lasts for 1 round.

STRENGTH OF TWO [HOST]

As the host of a formless psionic entity, you possess
immense willpower.

Prerequisite: Any other host feat.

Benefit: As long as you are psionically focused and
possess at least 1 power point, you receive a +1 insight
bonus on Will saves.

As an immediate action, you can expend your psionic focus
and spend 1 power point to improve this insight bonus to
+5 for 1 round.

TELEPATHIC AFFINITY [HOST]

The entity you host gives you the ability to better
communicate with other creatures.

Benefit: A psionic entity takes up residence within your
flesh.

The entity grants you the following psi-like ability:
Psi-Like Ability: 1/day—mindlink or detect psionics.
Manifester level 1/2 your HD; save DC 11 + your Cha, Int,
or Wis modifier.

Special: You can use one or the other of your entity-
granted psi-like abilities once per day—you cant use both.
Once you use one, you can’t use the other for the rest of the
day.

ILLITHID HERITAGE FEATS

ILLITHID BLAST []

You can convert your psionic energy into a mind blast.
Prerequisites: Illithid Heritage, two other illithid feats,
manifester level sth.

Benefit: Once per day as a standard action that requires
the expenditure of your psionic focus, you can channel
power points into a mind blast, which is a psi-like attack in a
15-foot cone.

Anyone caught in the cone must succeed on a Will save
(DC 10 + 1/2 your HD + your Cha modifier) or be stunned
for 1d4 rounds.

ILLITHID COMPULSION []

You can call upon your heritage and enhance your ability to
manipulate the minds of other creatures.

Prerequisite: Illithid Heritage.

Benefit: Your manifester level for compulsion powers
increases by one.

You also add 1 to the save DCs of all psionic powers you
manifest that have the compulsion descriptor.




ILLITHID ENTHUSIAST []

When you manipulate the minds of other creatures, you are
heartened and emboldened by your success.
Prerequisite: Illithid Heritage.

Benefit: After you successfully affect a foe with a
compulsion power, you gain a morale bonus equal to one-
half the number of power points spent on the power on the
next Concentration, Knowledge (Psionics), Psicraft, or
Sense Motive check you make before the end of the next
round.

ILLITHID EXTRACTION []

Your acceptance of your illithid heritage is so
encompassing that you have learned how to extract the
brain of a helpless victim.

Prerequisites: 1llithid Heritage, Illithid Grapple (4).
Benefit: You have fully embraced your illithid heritage
and have developed a taste for the brains of other living
creatures.

You can extract the brain of a helpless or stunned victim
once you have established a hold on its head with all four of
your tentacles.

You must begin your turn with all four tentacles attached.
As a full-round action that provokes attacks of opportunity,
you must then make a grapple check.

If your grapple check is successful, your victim takes 2d4
points of Intelligence damage and grants you a number of
temporary power points equal to the amount of
Intelligence damage you deal.

Any creature reduced to Intelligence o by this attack is
instantly slain.

Temporary power points gained with this feat last for 1
hour, and power points granted by this feat do not stack
with each other.

This ability is useless against constructs, elementals, oozes,
plants, and undead.

It is not instantly fatal to opponents with multiple heads,
such as ettins and hydras.

ILLITHID GRAPPLE []

You embrace more of your illithid heritage, and grow at
least one long purplish tentacle that you can reveal and
unfurl when you open your mouth.

Prerequisites: Illithid Heritage one other illithid feat.
Benefit: You gain a natural tentacle attack.

If you can use weapons, you retain that ability, as well as
any other natural weapons you have, if you are fighting
without weapons, you can use your tentacle or another
natural weapon as a primary attack.

If you are armed with a weapon, you can use your tentacle
or your weapon as a primary attack.

If you make a full attack, you can use the weapon as your
primary attack along with your tentacle as a natural
secondary attack.

The tentacle does not improve your natural reach.

Your tentacle deals 1d4 points of damage, and you can use
your Dexterity modifier in place of your Strength modifier
on attacks with your tentacle if you have the Weapon
Finesse feat.

Additionally, you gain the improved grab special ability
that you can use only with your tentacle, allowing you to

initiate a grapple as a free action, without provoking attacks
of opportunity, each time you hit with a tentacle attack.
You can only attempt to grapple creatures within one size
category of you with your tentacle.

Special: You can take this feat up to four times.

Each time you do so, you gain an additional tentacle.
Once you have gained all four tentacles, the lower half of
your face transforms to resemble that of an illithid.

As alull-round action, you can give up any other attacks
you have to attack with as many tentacles you possess, as
described above, and can attempt to initiate a separate
grapple with each tentacle as a free action.

You do not gain cumulative bonuses for each tentacle
already attached (as an illithid would).

ILLITHID HERITAGE []

Somewhere in the deeps of time, your bloodline was
polluted with illithid influence.

Recognizing this taint but deciding to make the best of it,
you have decided to embrace your connection with your
illithid bloodline for the power it can offer you.
Prerequisite: Power point reserve of 1 or more.
Benefit: You gain Intimidate as a class skill.

In addition, you gain a bonus on saving throws against
spells, powers, spell-like abilities, and psi-like abilities.
This bonus is equal to one-half the number of illithid feats
you have, including this one (round down, minimum 11

ILLITHID LEGACY []

You have realized greater psionic power through your
illithid heritage.

Prerequisites: Illithid Heritage, one other illithid feat,
manifester level 3rd.

Benefit: You know more powers because of the illithid
heritage you possess.

Add psionic charm and read thoughts to your list of powers
known.

ILLITHID LEGACY, GREATER []

Your knowledge of psionic power has grown even further
due to your illithid heritage.

Prerequisites: Illithid Legacy any one other illithid feat,
manifester level 7th.

Benefit: You know more powers because of your illithid
heritage.

Add dispel psionics and psionic dominate to your list of powers
known.

ILLITHID SKIN []

Your skin takes on the glistening, rubbery, green-mauve
consistency of your illithid parentage.

Prerequisite: Illithid Heritage.

Benefit: Your natural armor bonus increases by 1.
Special: You can take this feat up to three times.

Each time, your natural armor bonus increases by another
1.




METAPSIONIC FEATS

KNOCKDOWN POWER [METAPSIONIC]

You can manifest powers that knock creatures off their feet.
Benefit: To use this teat, you must expend your psionic
focus.

Knockdown Power knocks any creature caught in its area
prone if the target fails its saving throw to avoid any or all
of the damage of the power.

It can only be applied to powers that allow Reflex saves and
affect an area (a cone, line, burst, and so on).

Powers that do not allow saving throws gain no advantage if
they are made into knockdown powers.

Creatures with evasion are knocked prone if they tail their
Reflex saves (creatures with improved evasion are not
knocked down if they fail their saves).

Flying creatures affected by a knockdown power that fail
their saving throws are forced down 10 feet.

For example, if a creature makes its saving throw against a
knockdown energy cone but still takes half damage, it is
not knocked prone.

If it fails its save and takes full damage, it is knocked prone.
Using this feat increases the power point cost by the power
by 2.

The power’s total cost cannot exceed your manifester level.

LINKED POWER [METAPSIONIC]

You can link a power to the power you manifest in this
round so that it goes off next round.

Benefit: To use this feat, you must expend your psionic
focus.

Manifesting a power altered by this feat means that you
must choose two powers—one you intend to manifest in
this round, and one you intend to manifest in the next
round.

The power that is manifested in this round is not altered in
any way, nor is the linked power that goes off in the next
round—however, you do not need to spend any of your
actions or power points next round to manifest the linked
power.

The linked power is automatically targeted on the same
area or target as the power you manifest in this round (if
the power you manifest this round has no area or target,
choose an area or target in this round for the linked power
to affect in the next round).

If the same creature is targeted by both powers, the target
experiences all the effects of both powers individually and
receives a saving throw (if applicable) for each.

In some cases, such as a psionic charm followed by a linked
psionic charm, failing both saving throws results in
redundant effects (although, in this example, any ally of the
target would have to succeed on two dispel attempts to tree
the target from the charm effect).

It is possible that by the time the linked power comes into
effect on the following round, the area where it goes off or
the target that it affects no longer has relevance.

On the other hand, you are free on the subsequent round to
take actions normally.

Using this feat increases the power point cost of the power
manifested this round by a number equal to the power
point cost of the linked power.

Thus if you manifest energy stun (3 power points) and energy
burst (5 power points) as the linked power, the metapsionic
costis 8.

The total of power points you spend in this manner cannot
exceed your manifester level.

METAPOWER [METAPSIONIC]

You can permanently modify a psionic power you know
with a metapsionic feat.

Prerequisites: Ability to manifest psionic powers, any
other metapsionic feat.

Benefit: You choose one power known to you to become
permanently modified by one metapsionic feat you know.
The cost of modifying your chosen power with metapsionic
feats is reduced by 2 power points (to a minimum extra cost
of o power points).

When you manifest the modified power with that
metapsionic feat, you must still obey any restrictions of that
feat (for example, expending your psionic focus).

Once a metapower is created by taking this feat, it cannot
be changed.

The metapower can be used normally with other
metapsionic feats you know.

Special: You can gain this feat multiple times.

Each time you do, you choose a power—either one you
have already modified or another power you know—and
reduce the metapsionic feat cost of that power by 2 power
points for a different specific metapsionic feat.

PARAELEMENTAL POWER [METAPSIONIC]

When using a power that allows you to choose a type of
energy, you have a wider range of possible choices owing to
your ability to mix energy with matter.

Prerequisite: Privileged Energy.

Benefit: When you take this feat, you must choose the
energy type you selected with your Privileged Energy feat.
To use this feat, you must expend your psionic focus.

Upon manifesting a damaging energy power that matches
your choice of energy, you can access paraelemental energy
to further enhance your energy power with ice (cold),
magma (fire), ooze (electricity), or smoke (sonic).

The paraelemental power still possesses its underlying
energy descriptor.

Targets damaged by paraelemental powers might be
affected by the additional effects noted below, in the case of
an energy power that requires a saving throw, targets are
only subject to these additional effects on a failed save.

A successful save against the energy power negates the
paraelemental effect.

In the case of an energy power that normally does not allow
a saving throw (such as energy ray), a target of a
paraelemental power can attempt a Fortitude save at the
powers DC to negate only the extra effect.

Ice: As cold energy, but also limits affected foes to a single
move action or standard action (not both) for 1 round as
they attempt to free themselves from ice.

The power is considered to be in effect during this time and
can be dispelled normally.

Magma: As fire energy, but also deals an additional 2dé
points of fire damage on the round following the attack
from lingering magma.




The power is considered to be in effect during this time and
can be dispelled normally.

Qoze: As electricity energy, but the target is also covered in
goo and becomes entangled for 1 round, after which the
g00 evaporates.

The power is considered to be in effect during this rime
and can be dispelled normally.

Smoke: As sonic, but targets that breathe spend the
following round coughing, and so are limited to a single
move action or standard action (not both) for 1 round.

The power is considered to be in effect during this time and
can be dispelled normally.

Using this feat increases the power point cost of the power
by 2.

The power’s total cost cannot exceed your manifester level.
Special: You can gain this feat multiple times.

Each time you take this feat, choose another energy type
(cold, electricity, fire, or sonic) that you have also selected
with the Privileged Energy feat.

You can now manifest that power with the matching
paraelemental effect described above.

PHRENIC LEECH [METAPSIONIC]

Psionic toes damaged by your power are also mentally
drained.

Benefit: You must expend your psionic focus to use this
feat.

This metapsionic alteration can be used with any power
that targets a single individual and requires a saving throw
to avoid some or all of the power’s effect.

If the subject fails its saving throw to avoid the phrenic
leeching power’s effect, it loses 1d6 power points.

You gain 1 power point from the drain.

If you already possess full power points, the power points
drained from the target are lost.

Using this feat increases the power point cost of the power
by 2.

The power’s total cost cannot exceed your manifester level.

STYGIAN POWER [METAPSIONIC]

Psionic powers you manifest that utilize negative energy
are branded with an imprint of fear.

Prerequisites: Stygian Archon, know two powers that
utilize negative energy.

Benefit: To use this feat, you must expend your psionic
focus.

You can alter a stygian power that deals negative levels to
foes so that any living creature that gains a negative level as
aresult of the power also becomes shaken for 1 minute.
The target of a stygian power can attempt a Will save at the
power’s save DC (even if it doesn’t normally allow a save) to
resist this effect.

This is a mind-affecting fear ability.

Creatures immune to fear are not immune to the primary
effect of the power, but they are immune to the shaken
effect.

Using this feat increases the power point cost of the power
by 2.

The power’s total cost cannot exceed your manifester level.

TRANSDIMENSIONAL POWER [METAPSIONIC]

You can manifest powers that affect targets lurking in
coexistent planes and extradimensional spaces whose
entrances fall within the power’s area.

Benefit: You must expend your psionic focus to manifest
a transdimensional power.

A transdimensional power has its full normal effect on
incorporeal creatures, creatures on the Ethereal Plane or
the Plane of Shadow, and creatures within an
extradimensional space in the power’s area.

This includes ethereal creatures, creatures that are blinking
or shadow walking, manifested ghosts, and creatures within
the extradimensional space of a rope trick, portable hole, or
other portable extradimensional space.

You must be able to perceive a creature to target it with a
transdimensional power, but you do not need to perceive a
creature to catch it in the area of a burst, cone, emanation,
or spread.

Using this feat does not increase the power point cost of
the power.

Normal: Only force effects can affect ethereal creatures,
and no Material Plane attack affects creatures on the Plane
of Shadow or in an enclosed extradimensional space.
There is a 50% chance that any power other than a force
effect fails against an incorporeal creature.

PSIONIC FEATS

DAZZLING ENERGY [PSIONIC]

Your facility with energy is such that enemies are shaken
by your prowess.

Prerequisites: Know energy missile power, Privileged
Energy.

Benefit: When you manifest an energy power that
specifies a single target in conjunction with your chosen
energy (cold, electricity, fire, or sonic), the discharge of that
energy is enhanced with a spectacular secondary visual or
auditory display.

The foe that you strike with the energy power is dazzled for
1 minute.

A dazzled creature takes a —1 penalty on attack rolls, Search
checks, and Spot checks.

Sightless creatures are unaffected.

DEEP VISION [PSIONIC]

Your mental focus helps you see farther with darkvision.
Prerequisite: Darkvision.

Benefit: While you are psionically focused, the effective
distance of your natural darkvision increases by 30 feet.
Special: This feat affects only permanent darkvision
gained as part of a creature’s race, type, or class, not from
impermanent effects such as the darkvision spell or goggles of
night.

DIRE FLAIL MIND BLADE [PSIONIC]

When you reshape your mind blade, you can change it into
an exotic weapon: a dire flail.

Prerequisites: Ability to generate a mind blade, shape
mind blade class feature.




Benefit: Any time you wish to reshape your mind blade
using your shape mind blade class feature, you can add the
dire flail to your shape repertoire.

You are proficient with your dire flail mind blade—you are
treated as if you possess the feat Exotic Weapon Proficiency
(dire flail mind blade).

The weapon is sized appropriately for you and deals damage
as a dire flail.

DIRE STUN [PSIONIC]

When you choose to stun your foe with your lurk augment
ability, your foe might be stunned for a long time.
Prerequisites: Lurk augment class feature (page 14),
Extra Lurk Augment.

Benefit: When you use a lurk augment to deal a stunning
strike, the save DC against the stun is increased by 2, and
the stun duration is increased by 1 round.

DON MANTLE [PSIONIC]

You gain the granted ability of a mantle you have tapped.
Prerequisite: Tap Mantle.

Benefit: You gain the granted ability of a mantle you have
accessed using the Tap Mantle feat.

Special: You can gain this feat multiple times.

Each rime you do, you choose a new mantle you have
tapped with the Tap Mantle feat.

DROMITE BARRIER [PSIONIC, RACIAL]

You can convert uses of your energy ray psi-like ability into
walls of energy.

Prerequisites: Dromite, Dromite Ray, 3 HD.

Benefit: You can use one (or more) of your energy ray uses
for the day to create a wall of energy of your chosen energy
type.

When you use this ability in conjunction with triggering
energy ray as a psi-like ability, you create a 10-foot-by-1o-foot
vertical plane of energy.

The opaque wall’s near endpoint begins at any corner of
your space and extends in a straight line 10 feet long (or as
long as space permits, if the area is smaller).

The wall lasts for 1d4 rounds.

Any creature passing through the wall takes damage equal
to the damage your energy ray psi-like ability would
normally deal.

If you create a wall so that it appears where creatures are,
each creature takes damage as if passing through the wall.
Either way, a successful Reflex save halves this damage (DC
10 + 1/2 your HD + your Con modifier).

DROMITE RAY [PSIONIC, RACIAL]

You can use your energy ray psi-like ability more often.
Prerequisite: Dromite.

Benefit: You can use the energy ray granted by your
dromite heritage two more times per day.

Normal: A dromites energy ray can only be used once per
day.

Special: You can take this feat multiple times.

Each rime you take it, you gain two additional daily uses of
your energy ray psi-like ability.

DUERGAR EXPANSION [PSIONIC, RACIAL]

You can use your expansion psi-like ability more often.
Prerequisites: Duergar, expansion psi-like ability.
Benefit: You can use the expansion psi-like ability granted
by your duergar heritage a total of three times per day.
Normal: A duergar’s expansion psi-like ability can only be
used once per day.

Special: You can gain this feat multiple times.

Each time you take the feat, you gain two additional daily
uses of your expansion ability.

DUERGAR INVISIBILITY [PSIONIC, RACIAL]

You can use your invisibility psi-like ability more often.
Prerequisites: Duergar, invisibility psi-like ability.
Benefit: You can use the invisibility psi-like ability granted
by your duergar heritage a total of three times per day.
Normal: A duergar’s invisibility psi-like ability can only be
used once per day.

Special: You can gain this feat multiple times.

Each time you fake the feat, you gain two additional daily
uses of your invisibility ability.

DWARVEN URGROSH MIND BLADE [PSIONIC]

When you reshape your mind blade, you can change it into
an exotic weapon: a dwarven urgosh.

Prerequisites: Ability to generate a mind blade, shape
mind blade class feature.

Benefit: Any rime you wish to reshape your mind blade
using your shape mind blade class feature, you can add the
dwarven urgosh to your shape repertoire.

You are proficient with your dwarven urgosh mind blade—
you are treated as if you possess the feat Exotic Weapon
Proficiency (dwarven urgrosh mind blade).

The weapon is sized appropriately for you and deals damage
as a dwarven urgrosh.

ECTOPIC FORM [PSIONIC]

This feat allows you to create astral constructs with distinct
appearances and specialties.

Prerequisite: Know astral construct power.

Benefit: The astral constructs you create using this feat
vary in appearance and talents.

Special: You can gain Ectopic Form multiple times.

Each time you take the teat, it applies to a new form of
astral construct.

You can only apply one of the following feats to each astral
construct you create.

When you use this feat, refer to the preconstructed astral
constructs of particular kinds on pages 121-128.

ECTOPIC FORM (AGILE LOPER) []

Astral constructs you create with this form take on a
distinctive quadruped appearance.

They are quicker and more agile than normal.

Benefit: When you create an astral construct using this
form, you imbue it with +4 bonus on initiative checks and a
+20-foot increase to its base speed.

An agile loper construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.




Agile lopers appear as sleek, centaur-like quadrupeds with
pale fur, humanoid torsos, and black, ram-like horns on
their foreheads.

ECTOPIC FORM (ALABASTER AERIAL) []

Astral constructs you create with this form take on a
distinctive humanoid appearance, but possessing wings
instead of arms.

They are natural fliers.

Benefit: When you create an astral construct using this
form, you shape its arms into wings and give its feet a
distinctive hand-like appearance.

The addition of wings grants your alabaster aerial a fly
speed of 20 feet (average).

An alabaster aerial of at least 4th level has a fly speed of 30
feet (average), and an alabaster aerial of at least 7th level has
a fly speed of 40 feet (average).

An alabaster aerial construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.

Alabaster aerials appear as silvery-white humanoids with
wings for arms and large hands on the ends of their legs,
rather than feet.

They use their wings for flight and their feet for
pummeling opponents.

ECTOPIC FORM (AMBER TUNNELER) []

Astral constructs you create with this form take on a
distinctive many-legged form, with short, strong legs.
Benefit: When you create an astral construct using this
form, you give it short, powerful legs that can be used for
digging in the ground at great speed.

The creature is a natural tunneler, having a burrow speed
equal to its base land speed.

An amber tunneler construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.

Amber tunnelers appear as amber-colored, many-legged,
bug-like bur rowers that are wide and low to the ground,
possessing powerful legs for digging or attacking.

ECTOPIC FORM (ANATHEMIC CARAPACE) []

Astral constructs you create with this form take on a
distinctive bug-like appearance, and harbor a retributive
energy that is unleashed it they are destroyed.
Additional Prerequisite: Ectopic Form (any form).
Benefit: When you create an astral construct using this
form, you imbue it with latent energy that is unleashed in a
destructive burst when the construct is destroyed, dealing
up to 1d6 points of damage plus an extra 1d6 points for
every Hit Die of the construct to every adjacent creature
(Reflex half; DC 10 + 1/2 constructs HD).

You can choose to detonate an anathemic carapace
construct as a standard action if you have unobstructed line
of sight to your creation.

Each round, starting in the round alter it appears, the
damage of an anathemic carapace’s burst reduces by 1d6
points.

An anathemic carapace construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.

Anathemic carapaces appear as oversized, red scarabs, eyes
blazing with the destructive power they contain.

ECTOPIC FORM (ASTRAL AQUAN) []

Astral constructs you create with this form take on a
distinctive eel-like appearance, with a pair of long tentacles
protruding from its mouth.

They are natural swimmers.

Benefit: When you create an astral construct using this
form, you shape it into an eel with two tentacles protruding
from its mouth.

The construct is imbued with a swim speed of 60 feet.

An astral aquan construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.

Astral aquans appear as silvery-blue eels with two long
tentacles protruding from their mouths.

They use these tentacles for pummeling opponents.

ECTOPIC FORM (EBONY STINGER) []

Astral constructs you create with this form take on a
distinctive spider-like appearance, with a large hooked tail
tipped with a wickedly barbed stinger.

Additional Prerequisite: Ectopic Form (any form).
Benefit: When you create an astral construct using this
form, you shape a large hooked tail tipped with a barbed
stinger.

Each of the creature’s attacks is made with this tail, which
does piercing damage rather than bludgeoning damage.

In addition, an ebony stingers attacks deal 1 point of
Constitution damage in addition to their normal damage
(Fortitude negates; DC 10 + 1/2 construct’s HD).

Creatures immune to poison are likewise immune to this
effect.

An ebony stinger construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.

Ebony stingers appear as shiny black spiders with a hooked
tail that is tipped with a wicked barb, capable of delivering a
minor poison.

ECTOPIC FORM (EMERALD GYRE) []

Astral constructs you create with this form take on a
distinctive ape-like appearance, with the exception of a
third arm-like limb that grows out of the middle of the
back.

Benefit: When you create an astral construct using this
form, you shape a third arm in the middle of the creature’s
back that is used to assist in grabbing opponents, granting
the construct the improved grab menu B ability (EPH 186).
An emerald gyre construct is the same base size as an
unmodified astral construct fashioned with the astval
construct power.

An emerald gyre appears as a green humanoid (size
depends on the level of construct) that possesses a third
arm growing from the middle of its back.

ECTOPIC FORM (IRIDESCENT SERPENT) []

Astral constructs you create with this form take on a
distinctive serpentine appearance and possess an energetic
quality that can change from construct to construct.




Benefit: When you create an astral construct using this
form, you imbue it with a form of energy of your choice
(acid, cold, electricity, or fire).

The construct gains resistance 10 to the chosen energy
type.

An iridescent serpent construct is the same base size as an
unmodified astral construct fashioned with the astral
construct power.

They appear as serpents with a clubbed tail that delivers a
blow enhanced by a chosen energy type.

ELAN REPLETION, ENHANCED [PSIONIC,
RACIAL]

As an elan, you can sustain yourself with repletion longer
than other members of your race.

Prerequisite: Elan.

Benefit: You never need to eat or drink again, and instead
you rely entirely on your psionic metabolism to provide
optimum nutrition and hydration.

Normal: A typical elan can sustain himself without food
or water for 24 hours if he spends 1 power point.

ELAN RESILIENCE, ENHANCED [PSIONIC,
RACIAL]

As an elan, you can prevent greater amounts of damage
than other members of your race.

Prerequisite: Elan.

Benefit: As an immediate action, you can reduce the
damage you are about to take by 4 points for every 1 power
point spent.

Normal: A typical elan can reduce damage he is about to
take by 2 points for every 1 power point spent.

ELAN RESISTANCE, ENHANCED [PSIONIC,
RACIAL]

As an elan, you can resist harmful effects more readily than
other members of your race.
Prerequisite: Elan.

ELEMENTAL STEWARDS AS ENVOYS

The special abilities of an elemental envoy advance in a way
similar to that of a psicrystal. As you increase in level, your el-
emental envoy gains a bonus to its natural armor, its Charisma
score (which affects the save DCs of its psi-like abilities), and the
manifester leve| for its psi-like abilities. Special abilities on the
table refer to the psicrystal special abilities of the same name

(EPH 22).
Manifester MNatural Cha ML
Level Armor Adj. Adj. Adj. Special
Ist-2nd +0 +0 +0 Alertness, improved

evasion, share powers,
telepathic link

ENERGIZE ARMOR [PSIONIC]

You can charge your armor with psionic energy, making it
resistant to energy damage.

Prerequisite: Invest Armor.

Benefit: You can expend your psionic focus to infuse
your armor with psychic energy.

Benefit: As an immediate action, you can spend 1 power
point to gain a +6 racial bonus on saving throws until the
beginning of your next turn.

Normal: A typical elan gains a —4 racial bonus on saving
throws until the beginning of his next turn.

ELAN RETAINMENT [PSIONIC, RACIAL]

You can use your psionic metabolism to aid your ability to
retain your psionic focus when you would otherwise
expend it.

Prerequisites: Elan, 3 HD.

Benefit: Once per day as an immediate action, you can
spend 3 power points to maintain your psionic focus, even
it you have just taken an action that would normally
expend it.

ELEMENTAL ENVOY [PSIONIC]

This feat allows you to acquire an elemental steward: an
emberling (fire), a geodite (sonic), an arctine (cold), or a
tempestan (electricity).

This elemental steward acts as an envoy in place of a
psicrystal.

This envoy remains with you for an indefinite period of
time, until dismissed or destroyed.

(Elemental stewards are described in Chapter s, starting on
page 130).

Prerequisites: Knowledge (the planes) 1 rank, Psicrystal
Affinity.

Benefit: When you are able to acquire a new psicrystal,
you can select an elemental steward instead.

The type of steward—emberling (fire), geodite (sonic),
arctine (cold), or tempestan (electricity;—depends on your
preference, unless you have the Privileged Energy feat, in
which case the steward must match the energy type.

As you advance in power, your elemental steward also
increases in power; see the Elemental Stewards as Envoys
sidebar.

Special: You cannot simultaneously possess both a
psicrystal and an elemental envoy.

Manifester MNatural Cha ML
Level Armor Adj. Adj. Adj. Special
Ird—4th +1 +1 +0 —
Sth-6th +2 +2 41 Deliver touch powers
Tth-8th +3 +3  +2 Telepathy 100 fi.
gtl'l' iﬁ[h +if '4 13 o
11th-12th +5 +5 +4 Power resistance
13th=14th +B +6 +5 —
15th—=16th +7 +7 +6 Channel power
17th-18th +8 £ 47 —
19th-20th +9 +8  +3 —

This gives you resistance 10 against the next attack or effect
with an energy descriptor that affects you.

Using this feat is an immediate action (it can be used on
another creature’s turn) in reaction to being affected by a
spell, effect, or attack that deals energy damage and does
not provoke attacks of opportunity.




ENERVATION ENDURANCE [PSIONIC]

When facing the aftermath of a wild surge, enervation
doesn’t sap your power points.

Prerequisite: Psychic enervation class feature.
Benefit: Repeated exposure to wild surges and their
debilitating aftereffects has increased your resistance to
psychic enervation.

From now on, when you become enervated, you lose power
points equal to one-half your wilder level, although you are
still dazed until the end of your next turn.

Normal: A wilder overcome by psychic enervation is
dazed until the end of his next turn and loses a number of
power points equal to his wilder level.

ENHANCED BENEFICENCE [PSIONIC]

Your psychic aura is larger than normal, reflecting your
devotion to your deity.

Prerequisite: Psychic aura class feature.

Benefit: The radius of your psychic aura increases by 5
feet (the radius of your aura would be 10 feet at 15t level,
instead of s feet).

ENVOY COGNIZANCE [PSIONIC]

When your elemental envoy is nearby, its associated energy
enhances your ability to manifest energy powers.
Prerequisites: Knowledge (the planes) 1 rank.
Psicrystal Affinity, Elemental Envoy.

Benefit: Because you have chosen to replace your
psicrystal with an elemental steward—either an emberling
(fire), a geodite (sonic), an arctine (cold), or a tempestan
(electricity)—you can now utilize its associated energy to
enhance any power you manifest that has the same energy
descriptor.

While your elemental envoy remains adjacent to you, you
manifest these powers at one manifested level higher than
normal.

EUPHORIC REDUCTION [PSIONIC]

Channel your euphoric surge into a boost for one of your
skills.

Prerequisite: Surging euphoria +1 class feature.
Benefit: When you trigger your surging euphoria, you
can choose to channel it into a concentrated boost of
physical resilience.

Instead of gaining a bonus on attack rolls, damage rolls, and
saving throws, you gain damage reduction equal to three
times the surging euphoria level to which you have access.
For instance, a 6th-level wilder with this feat who uses wild
surge to boost her manifester level by two and uses surging
euphoria can gain damage reduction 3/~ for 2 rounds.

EXTRA AURA [PSIONIC]

You gain the aura ability of a mantle you have donned.
Prerequisites: Don Mantle, psychic aura class feature.
Benefit: You gain the ability to generate a psychic aura
based on a mantle you have accessed with the Don Mantle
feat.

When you generate a psychic aura, you can also choose the
aura granted by the mantle from the associated Don Mantle
feat.

Special: You can gain this feat multiple times.
Each time you do, you choose a new mantle you have
donned with the Don Mantle feat.

FOCUSED PERCEPTION [PSIONIC]

When you concentrate your faculties, your power of sight
pierces the darkness.

Prerequisite: Blind-Fight.

Benefit: You must expend your psionic locus to use this
feat.

When you expend your psionic locus, you gain blindsense
out to 60 feet for 1 round.

FOCUSED SHIELD [PSIONIC]

Your mental locus makes you more adept at using your
shield.

Prerequisite: Shield Proficiency.

Benefit: While you are psionically focused and holding a
ready shield with which you are proficient, the AC bonus
provided by your shield increases by 1.

FOCUSED SKILL USER [PSIONIC]

You can take advantage of your psionic focus in new ways.
Benefit: When you first take this teat, choose three skills
in which you have ranks.

While you are psionically focused, you gain a +2
competence bonus on skill checks when using any of these
three skills.

Special: You can take this feat multiple times.

Each time, choose three additional skills in which you have
ranks.

GESTALT ANCHOR [PSIONIC]

You have a strong bond to the psionic entity you host.
When you are around other hosts, you can move and act
together as a fluid unit.

Prerequisites: Any host feat or kalashtar, base Will save
+3.

Benefit: While you are psionically focused and within 6o
feet of an ally that serves as a host or who is a kalashtar, you
and all host or kalashtar allies within 60 feet gaina +2
insight bonus on initiative checks and Reflex saves.

GITHYANKI CHARM [PSIONIC, RACIAL]

You can leverage your psionic daze psi-like ability to gain
greater control over subjects.

Prerequisites: Githyanki, psionic daze psi-like ability.
Benefit: You can expend one or more of your daily uses of
the psionic daze psi-like ability granted by your githyanki
heritage to instead gain the use of psionic charm as a psi-like
ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

GITHYANKI CONTROL [PSIONIC, RACIAL]

You can leverage your far hand psi-like ability to gain
greater control over objects.
Prerequisites: Githyanki, far hand psi-like ability.




Benefit: You can expend one or more of your daily uses of
the far hand psi-like ability granted by your githyanki
heritage to instead gain the use of control object as a psi-like
ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

GITHYANKI DISMISSAL [PSIONIC, RACIAL]

You can leverage your dimension door psi-like ability to gain
greater control over other creatures’ locations.
Prerequisites: Githyanki, dimension door psi-like ability.
Benefit: You can expend one or more of your daily uses of
the dimension door psi-like ability granted by your

githyanki heritage to instead gain the use of psionic dismissal
as a psi-like ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

GITHYANKI ECTOFORM [PSIONIC, RACIAL]

You can leverage your concealing amorpha psi-like ability to
gain greater control over your own body.

Prerequisites: Githyanki, concealing amorpha psi-like
ability.

Benefit: You can expend one or more of your daily uses of
the concealing amorpha psi-like ability granted by your
githyanki heritage to instead gain the use of ectoplasmic form
as a psi-like ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

GITHZERAI BURST [PSIONIC, RACIAL]

You can leverage your cat fall psi-like ability to gain greater
control over yourself in your environment.
Prerequisites: Githzerai, cat fall psi-like ability.
Benefit: You can expend one or more of your daily uses of
the cat fall psi-like ability granted by your githzerai heritage
to instead gain the use of burst as a psi-like ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice: minimum 1st).

GITHZERAI FEEDBACK [PSIONIC, RACIAL]

You can leverage your inertial armor psi-like ability to
further insulate yourself from harm.

Prerequisites: Githzerai, inertial armor psi-like ability.
Benefit: You can expend one or more of your daily uses of
the inertia armor psi-like ability granted by your githzerai
heritage to instead gain the use of biofeedback as a psi-like
ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

GITHZERAI KNOCK [PSIONIC, RACIAL]

You can leverage your concussion blast psi-like ability to gain
such fine control over manipulating force that you can
open locks or sealed doors.

Prerequisites: Githzerai, concussion blast psi-like ability.
Benefit: You can expend one or more of your daily uses of
the concussion blast psi-like ability granted by your githzerai
heritage to instead gain the use or psionic knock as a psi-like
ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

GITHZERAI LINK [PSIONIC, RACIAL]

You can leverage your psionic daze psi-like ability to forge
direct mental contact with another creature.
Prerequisites: Githzerai, psionic daze psi-like ability.
Benefit: You can expend one or more of your daily uses
or the psionic daze psi-like ability granted by your githzerai
heritage to instead gain the use of mindlink as a psi-like
ability.

Your manifester level for this effect is equal to 1/2 your Hit
Dice (minimum 1st).

HALF—GIANT STOMP [PSIONIC, RACIAL]

You can use your stomp psi-like ability more often.
Prerequisites: Half-giant, slump racial trait.

Benefit: You can use the stomp granted by your half-giant
heritage three times per day.

Normal: A half-giant’s stomp can be used once per day.
Special: You can take this feat multiple times.

Each time you take it, you gain two more daily uses of your
stomp psi-like ability.

HALF—GIANT THUNDERER [PSIONIC, RACIAL]

You can use your stomp psi-like ability to far greater effect.
Prerequisites: Half-giant, stomp racial trait.

Benefit: When you use the stomp ability granted by your
half-giant heritage, your manifester level is equal to your
character level.

Normal: The effect of a half-giant’s stomp psi-like ability is
calculated as if the half-giant’s manifester level were equal
to 1/2 the half-giant's HD.

INSTINCTIVE CONSUMMATOR [PSIONIC]

You always make good on your threats.

Prerequisites: Str 13, Power Attack, Cleave.

Benefit: You must expend your psionic focus to use this
feat.

Whenever you threaten a living foe with a critical hiton a
melee attack, you can choose to automatically confirm the
critical hit.

Normal: All hits that threaten a critical hit must be
confirmed with an additional successful attack roll.

INVEST ARMOR [PSIONIC]

You can charge your armor with additional protective
qualities.

Prerequisite: Proficient with armor worn.

Benefit: You can expend your psionic focus to increase
the armor bonus of the armor that you're wearing by 3.
Using this feat is an immediate action (it can be used on
another creature’s turn) in reaction to being the target of an
attack.

You must decide whether or nor to use this feat before the
result of your opponent’s attack roll is determined.

LURK AUGMENT, EXTRA [PSIONIC]

You can use your lurk augment more often than normal.




Prerequisite: Lurk augment class feature.
Benefit: You can use your lurk augment class feature
three more times each day.

LURK AUGMENT, RANGED [PSIONIC]

You can use some of your lurk augments in conjunction
with a ranged attack.

Prerequisite: lurk augment class feature.

Benefit: You can apply the following lurk augments to
your ranged attack: Additional sneak attack, solid strike,
ignore concealment, mental assault, deceptive strike, sneak
attack undead, ghost touch, aligned attack, sneak attack
constructs, planar attack, or synaptic disconnect.

Special: Lurk augments applied to ranged attacks only
affect a target within 30 feet.

LURK MASTER [PSIONIC]

You are more skilled in augmenting your attack than your
training would indicate.

Prerequisite: Lurk augment class feature.

Benefit: You can treat your lurk level as two higher than
it actually is when determining what abilities you can select
with your lurk augment class feature.

MAENAD FURY [PSIONIC, RACIAL]

You can use your outburst racial trait more often.
Prerequisite: Maenad.

Benefit: You can use the outburst racial trait granted by
your maenad heritage three times per day.

Normal: A maenad’s outburst racial trait can be used once
per day.

Special: You can gain this feat multiple times.

Each time you take this feat, you gain two additional daily
uses of your outburst ability.

MAENAD SCREAM [PSIONIC, RACIAL]

You can use your energy, ray (sonic) psi-like ability more
often.

Prerequisite: Maenad.

Benefit: You can use the energy ray (sonic) psi-like ability
granted by your maenad heritage three times per day.
Normal: A maenad’s energy ray (sonic) can be used once
per day.

Special: You can gain this feat multiple times.

Each time you take this feat, you gain two additional daily
uses of your energy ray (sonic) psi-like ability.

MAENAD DEAFENING SCREAM [PSIONIC,
RACIAL]

You can use your energy ray (sonic) psi-like ability to better
effect.

Prerequisite: Maenad.

Benefit: Whenever you use the energy ray (sonic) ability
granted by your maenad heritage, you deal an extra 1 point
of damage per die.

Creatures that take damage from the ray are deafened for
2d6 rounds if they fail a Fortitude save (DC 10 +1/2 your
HD + your Con modifier).

Normal: An energy ray deals—1 point of damage per die
and does not deafen its targets.

MANTLE FOCUS [PSIONIC]

The powers from one of your mantles become more potent.
Prerequisite: Access to one psionic mantle.

Benefit: Add 1 to the Difficulty Class for all saving
throws against powers from the mantle you select.

This bonus stacks with the bonus provided from feats such
as Psionic Endowment.

Special: You can gain this feat multiple times.

Each time you take the feat, it applies to a new mantle.

MENTAL JUGGERNAUT [PSIONIC]

You are adroit at avoiding the mind blasting effects of
certain psionic abilities and powers.

Prerequisite: Ability to gain psionic focus.

Benefit: As an immediate action, you can expend your
psionic focus to ignore the consequences of a failed save
against any power, psi-like ability, or other psionic or
magical effect that would otherwise daze or stun you.
You can decide to use this feat after you have rolled and
determined the potential outcome of your roll.

Special: If you choose not to expend your psionic focus,
you gain a +2 bonus on your saving throw against any
power, psi-like ability, or other psionic or magical effect
that would daze or stun you.

When you are not psionically focused, you still gain a +1
bonus on saves against effects that would otherwise daze or
stun you.

MIND CLEAVE [PSIONIC]

When you lay low a foe, you drain off a portion of its excess
mental energy into the conduit of your mind blade.
Prerequisites: Mind blade class feature, psychic strike
class feature.

Benefit: If you deal a creature enough damage to make it
fall (typically by dropping it to below o hit points or killing
it) with your mind blade, you drain off a portion of the
creature’s liberated energy of consciousness.

The liberated energy automatically charges the blade used
to fell the foe as if you had imbued it with your psychic
strike class feature.

MIND EMPOWERMENT [PSIONIC]

When you lay low a foe, you drain oft a portion of its excess
mental energy into the conduit of your mind blade.
Prerequisites: Mind blade class feature, psychic strike
class feature, Mind Cleave.

Benefit: If you deal a creature enough damage to make it
fall (typically by dropping it to below o hit points or killing
it) with your mind blade, you capture a greater portion of
the creature’s liberated energy of consciousness (more than
you already drain with your Mind Cleave feat).

The additional liberated energy resides in your blade for 3
rounds or until you make your next successful psychic
strike (whichever occurs first), whereupon you deal an
additional 1d8 points of damage.




MIND STRIKE, FOCUSED [PSIONIC]

When you use your psychic strike ability, you deal more
damage.

Prerequisites: Ability to generate a mind blade, psychic
strike +1d8.

Benefit: If you expend your psionic focus when you
imbue your mind blade with a psychic strike, the
destructive energy instilled in your blade deals one more
die of damage.

For example, when a 7th-level soulknife charges his blade
with a psychic strike in conjunction with expending his
psionic focus, the damage potential of the blade is +3d8
points (instead of +2d8 points).

MIND STRIKE, SWIFT [PSIONIC]

You possess a deadly speed when charging your mind blade
with psychic energy.

Prerequisites: Ability to generate a mind blade, psychic
strike+2d8.

Benefit: Once per day, you can charge your mind blade
with a psychic strike as a swift action.

Normal: A soulknife imbues his blade with a psychic
strike as a move action.

ORC DOUBLE AXE MIND BLADE [PSIONIC]

When you reshape your mind blade, you can change it into
an exotic weapon: an ore double axe.

Prerequisites: Ability to generate a mind blade, shape
mind blade class feature.

Benefit: Any time you wish to reshape your mind blade
using your shape mind blade class feature, you can add the
ore double axe to your shape repertoire.

You are proficient with your ore double axe mind blade—
you are treated as if you possess the Exotic Weapon
Proficiency (ore double axe mind blade).

The weapon is sized appropriately for you and deals damage
as an ore double axe.

POSTPONE ENERVATION [PSIONIC]

You can postpone the onset of your psychic enervation.
Prerequisites: Psychic enervation class feature, wild
surge +2.

Benefit: Whenever you are subject to psychic enervation
through the failure of a wild surge, you can postpone the
effects of the enervation by 3 rounds.

You decide to use this feat after you roll to determine
whether you are subject to psychic enervation.

You can voluntarily subject yourself to the effects of the
postponed psychic enervation before the 3 rounds have
fully elapsed.

Once you use this feat to postpone the effects, however,
you cannot use the wild surge class feature until you
endure the postponed psychic enervation.

PRACTICED MANIFESTER [PSIONIC]

Choose a manifesting class that you possess.

The powers you manifest from that class are more
powerful.

Prerequisite: Psicraft 4 ranks.

Benefit: Your manifester level for the chosen manifesting
class increases by four.

This benefit cant increase your manifester level higher than
your Hit Dice.

Even if you can’t benefit from the full bonus immediately,
however, if you later gain levels of nonmanifesting classes,
you might be able to apply the rest of the bonus.

For example, a human sth-level psion/3rd-level fighter who
selects this feat would increase his psion manifester level
from sth to 8th (since he has 8 Hit Dice).

If he later gained a fighter level, he would gain the
remainder of the bonus, and his psion manifester level
would become gth (since he now has 9 Hit Dice).

A character with, two or more manifesting classes (such as a
psychic warrior/psion) must choose which class gains the
feat’s effect.

This feat does not affect your powers per day or powers
known.

It only increases your manifester level, which helps you
overcome power resistance and increases the duration and
other effects of your powers.

Special: You can select this feat multiple times.

Each time you choose it, you must apply it to a different
manifesting class.

PRIVILEGED ENERGY [PSIONIC]

You favor one specific energy type overall others.
Prerequisite: Ability to manifest the energy missile
power.

Benefit: Choose one type of energy to become your
privileged energy: cold, electricity, fire, or sonic.

Any time you manifest a power that deals damage of your
chosen energy type, that power deals an extra 1 point of
damage per die.

PSYMBIOT [PSIONIC]

You gain benefits when you are near other psionic
characters or creatures.

Prerequisites: Knowledge (psionics) 8 ranks, manifester
level 3rd.

Benefit: When you are psionically focused and one or
more psionic characters or creatures with a manifester level
of 3rd or higher stands within 10 feet of you, you gain a +2
bonus on ability checks, skill checks, and saving throws.
Psionic entities such as those described in any of the host
feats in this book are not separate creatures for the purpose
of gaining this feat’s benefit, nor are astral constructs, or
any psionic creatures crafted, projected, or summoned by
you.

SKIN OF THE CONSTRUCT [PSIONIC]

You can wear an astral construct as if it were a second skin.
Prerequisite: Know astral construct power.

Benefit: If you expend your psionic focus, you can fuse
the essence of an astral construct that you have personally
manifested with your own body.

You choose to do this when you first manifest the power to
gain this effect (instead of creating an astral construct
normally).




This construct, once absorbed into your body, does not
count against your limit of astral constructs crafted (in most
cases you can have only one astral construct active at a time.
This additional astral “flesh” bonds perfectly with your own,
giving you a silvery-white appearance and 1d8 temporary
hit points that last for up to 1 hour.

More important, it grants you one Menu A choice (EPH
186) that you can use as if you were the construct.

You wear the skin of the construct for the normal duration
of the manifested astral construct power, after which time it
elapses.

Special: If you have any other feats that modify the
appearance or abilities of an astral construct (such as Boost
Construct or Ectopic Form), you do not accrue those
benefits when you use the astral construct power with Skin
of the Construct.

STYGIAN ARCHON [PSIONIC]

You sear the synapses of your mind with a scar of void and
emptiness.

From now on, psionic powers you manifest that utilize
negative energy are more fully tied to the Negative Energy
Plane.

Prerequisite: Know two powers that utilize negative
energy.

Benefit: To use this feat, you must maintain your psionic
focus.

When manifesting a power that utilizes, disrupts, or detects
negative energy, your manifester level is treated as one
higher than normal.

NEGATIVE ENERGY POWERS

Many powers use negative energy to inflict harm upon enemies,
Recognized powers that utilize negative energy (for the pur-
poses of the Stygian Archon and Stygian Power feats) include
the following:

mindwipe stygian veil®
\.;11'|TJ: with dead, pstomic” stygian touch®
stygian hall® stygian conflagration
siypian discernment® stygian ray”

siypian disruption® stygian weapon™
slygian erasure”

SYNAD MULTITASK, ENHANCED [PSIONIC,
RACIAL]

As a synad (page 139), your threefold mind grants you an
additional opportunity to multitask.

Prerequisite: Synad.

Benefit: You gain one additional use per day of your
multitask racial trait.

You can spend 1 power point to gain a swift action that you
can use to take any purely mental action twice per day.

TAP MANTLE [PSIONIC]

You gain the ability to access the powers in a new mantle.
Prerequisite: Access to one psionic mantle.

Benefit: Whenever you gain the ability to learn another
psionic power, you can choose a power you can manifest
from this new mantle.

You essentially gain a new menu of options from which
you can select powers whenever you would normally learn
a new power from advancing in a psionic class.

You do not gain the mantle’s granted ability or any other
benefit of access to the mantle.

Special: You can gain this feat multiple times.

Each time you do, you choose a new mantle to access.

THRI-KREEN CARAPACE [PSIONIC, RACIAL]

Your carapace is harder than average.
Prerequisite: Thri-kreen.
Benefit: Add 1 to your natural armor bonus.

THRI-KREEN CLAW [PSIONIC, RACIAL]

You can use your metaphysical claw psi-like ability more
often.

Prerequisites: Thri-kreen, metaphysical claw psi-like
ability.

Benefit: Extra practice and hard work are rewarded.
You can use your metaphysical claw psi-like ability a total of
three times per day.

Normal: A thri-kreen’s metaphysical claw psi-like ability
can be used once per day.

Special: You can gain this feat multiple times.

Each time you take the feat, you gain an additional two
daily uses of your metaphysical claw ability.

THRI-KREEN DISPLACEMENT [PSIONIC,
RACIAL]

You can use your psionic displacement psi-like ability more
often.

Prerequisites: Thri-kreen, psionic displacement psi-like
ability.

Benefit: Constant rehearsal and study grant you the
mastery required to use your psionic displacement psi-like
ability a total of three times per day.

Normal: A thri-kreen’s psionic displacement psi-like ability
can be used once per day.

Special: You can gain this feat multiple times.

Each time you take the feat, you gain an additional two
daily uses of your psionic displacement ability.

THRI-KREEN POISON [PSIONIC, RACIAL]

You can use your poison bite more often.
Prerequisites: Thri-kreen, poison bite.

Benefit: Your adherence to a slightly modified sleep cycle
and change in diet pays off—you can secrete venom more
often.

You can use your poison bite a total of three times per day.
Normal: A thri-kreen’s poison bite can be used once per
day.

Special: You can gain this feat multiple times.

Each time you take the feat, you gain an additional two
daily uses of your poison bite ability.

TWO-BLADED MIND BLADE [PSIONIC]

When you reshape your mind blade, you can change it into
an exotic weapon: a two-bladed sword.




Prerequisites: Ability to generate a mind blade, shape
mind blade class feature.

Benefit: Any time you wish to reshape your mind blade
using your shape mind blade class feature, you can add the
two-bladed sword to your shape repertoire.

You are proficient with your two-bladed sword mind
blade—ryou are treated as if you possess the Exotic Weapon
Proficiency (two-bladed sword mind blade).

The weapon is sized appropriately for you and deals damage
as a two-bladed sword.

VOLATILE ESCALATION [PSIONIC]

When you are attacked with a telepathic power, your innate
wildness forces a higher mental price on your attacker.
Prerequisite: Volatile mind class feature.

Benefit: While you are psionically focused and have not
consciously lowered your volatile mind ability, the number
of power points it costs a manifester to affect you is higher.
A manifester who uses a telepathic power upon you while
these conditions apply must pay an additional 1d4 power
points on top of his normal cost.

This effect stacks with that of the volatile mind class
feature.

VOLATILE LEECH [PSIONIC]

You gain the power points your attacker wastes attacking
you with a telepathic power.

Prerequisite: Volatile mind class feature.

Benefit: While you are psionically focused and have not
consciously lowered your volatile mind ability, you absorb
extra power points that manifesters of telepathic powers are
forced to pay when they target you.

The power points you absorb in this fashion are added to
your power point reserve; however, you can never gain
more power points in this fashion than your normal power
point maximum.

It you already possess your maximum power points, your
volatile mind ability works normally.

XEPH BURST EXTRA [PSIONIC, RACIAL]

You can use your burst racial trait more often.
Prerequisite: Xeph.

Benefit: You can use the burst ability granted by your
xeph heritage a total of three times per day.

Normal: A xeph’s burst ability can be used once per day.
Special: You can gain this feat multiple times.

Each time you take the feat, you gain an additional two
daily uses of your burst ability.

XEPH CELERITY [PSIONIC, RACIAL]

You can use your burst racial trait to gain an extra attack.
Prerequisite: Xeph.

Benefit: As a swift action, you can expend one or more of
your daily uses of burst granted by your xeph heritage to
gain one extra attack for 1 round, instead of gaining an
increase to your speed.

While enjoying your round of celerity, you make one extra
attack each round, using your highest base attack bonus,
when you take a full attack action.

SIDEBAR FEATS

FAVORED IN GUILD []

You are an active and valued member of your guild.
Prerequisite: Membership in a guild.

Benefit: As an active and necessary member of your
guild, select one of your guild’s associated skills.

As long as you remain a member of the guild, you gaina +2
competence bonus on all checks made with that skill.

As a additional fringe benefit, you also gain an ability
relating to your guild’s type, as described in your guild’s
entry.

(See Dungeon Master's Guide I1 page 228 for more
information).

Normal: To receive benefits from a guild, you must pay
monthly dues.

You do not gain any guild fringe benefits.

FAVORED IN GUILD BENEFIT (DIAMOND
KNIGHTS) []

Your combat tactics mesh well with those of other
Diamond Knights.

Whenever you are adjacent to another guild member, you
both gain a +1 insight bonus to Armor Class.

FAVORED IN GUILD BENEFIT (THE LODGE
LUMINOUS) []

The Lodge Luminous subsidizes your monetary expenses
when you create psionic items, reducing your raw material
costs by 5%.

WILD TALENT (ADON) []

Instead of a free bonus feat, Talaire of House Adon have the
Wild Talent (Adon) feat.

Benefit: You gain the psionic subtype.

As a psionic character, you gain a reserve of 1 power point
and quality for psionic feats, metapsionic feats, and psionic
item creation feats.

In addition, you gain the psi-like ability to use psionic
minor creation (EPH 121) once per day (manifester level 1st +
half the number of psionic class levels gained).

WILD TALENT (CELARE) []

Instead of a free bonus feat, Talaire of House Celare have
the Wild Talent (Celare) feat.

Benefit: You gain the psionic subtype.

As a psionic character, you gain a reserve of 1 power point
and qualify for psionic feats, metapsionic feats, and psionic
item creation feats.

In addition, you gain the psi-like ability to use burst (EPH
81) once per day (manifester level 1st + half the number of
psionic class levels gained).

WILD TALENT (COGITARE) []

Instead of a free bonus feat, Talaire of House Cogitare have
the Wild Talent (Cogitare) feat.
Benefit: You gain the psionic subtype.




As a psionic character, you gain a reserve of 1 power point
and qualify for psionic feats, metapsionic feats, and psionic
item creation feats.

In addition, you gain the psi-like ability to use psionic charm
(EPH 82) once per day (manifester level

1st + half the number of psionic class levels gained).

WILD TALENT (INCENDAR) []

Instead of a free bonus feat, Talaire of House Incendar have
the Wild Talent (Incendar) feat.

Benefit: You gain the psionic subtype.

As a psionic character, you gain a reserve of 1 power point
and qualify for psionic feats, metapsionic feats, and psionic
item creation feats.

In addition, you gain the psi-like ability to use control object
(EPH 88) once per day (manifester level 1st + half the
number of psionic class levels gained).

WILD TALENT (NOVAR) [1]

Instead of a free bonus feat, Talaire of House Novar have
the Wild Talent (Novar) feat.

Benefit: You gain the psionic subtype.

As a psionic character, you gain a reserve of 1 power point
and qualify for psionic feats, metapsionic feats, and psionic
item creation feats.

LUCK FEATS AND THE LUCKSTEALER
The luckstealer prestige class (Races of the Wild) provides
another method of maximizing your own luck while simultane-
ously minimizing the luck of your opponent. The luckstealer
has a pool of luck points stolen from other characters, which

ADVANTAGEOUS AVOIDANCE [LUCK]

You have a knack for ducking at just the right moment.
Prerequisite: Character level 3rd, any luck feat.
Benefit: You can expend one luck reroll as an immediate
action to force a foe to reroll a critical hit confirmation roll
made when attacking you.

You can expend two luck rerolls as an immediate action to
force a foe to reroll an attack roll made against you.

You gain one luck reroll per day.

Special: Unlike other luck feats, you can use this feat after
seeing the success of the roll to be affected.

ASCETIC STALKER []

You have practiced a secret technique that combines your
considerable talents in unarmed combat with a greater
understanding of your inner ki.

Prerequisite: Ki power, ki strike (magic).

Benefit: Your monk and ninja levels stack for the purpose
of determining the size of your ki pool.

For example, a 4th-level monk/2nd-level ninja with this
feat could use her ki powers a number of times equal to 3
(half the sum of her monk and ninja levels) + her Wisdom
bonus (if any).

Your monk and ninja levels also stack for the purpose of
determining your unarmed strike damage, as well as your ki
strike class feature.

For example, a 4th-level monk/6th-level ninja would deal
1d10 points of damage with her unarmed strike, and her

In addition, you gain the psi-like ability to use precognition
(EPH 124) once per day (manifester level 1st + half the
number of psionic class levels gained).

WILD TALENT (VAYMIN) []

Instead of a free bonus feat, Talaire of House Vaymin have
the Wild Talent (Vaymin) feat.

Benefit: You gain the psionic subtype.

As a psionic character, you gain a reserve of 1 power point
and qualify for psionic feats, metapsionic feats, and psionic
item creation feats.

In addition, you gain the psi-like ability to use vigor (EPH
140) once per day (manifester level 1st + half the number of
psionic class levels gained).

COMPLETE SCOUNDREL
(3.5)

MAIN SECTION FEATS

he uses for various purposes. In addition to the options de-
scribed in the prestige class, a luckstealer with one or more luck
feats can spend 3 points from his luck pool as though making
a luck rerall, following all the normal rules for luck feats and
luck reralls

unarmed strike would overcome damage reduction as a
lawful magic weapon (as if she were a 1oth-level monk).
In addition, you can multiclass freely between the monk
and ninja classes.

You must still remain lawful in order to continue
advancing as a monk.

You still face the normal XP penalties for having multiple
classes more than one level apart.

Special: A monk can select Ascetic Stalker as a bonus feat
at 1st, 2nd, or 6th level instead of one of the other feats
indicated for those levels (PH 41).

BETTER LUCKY THAN GOOD [LUCK]

You can succeed where others would surely fail.
Prerequisite: Character level 6th, any two luck feats.
Benefit: If you roll a natural 1 when making an attack
roll, you can expend one luck reroll as a swift action to
instead treat the roll as a natural 20.

You can use this feat once per day.

You gain one luck reroll per day.

CHANT OF THE LONG ROAD [BARDIC MUSIC]

You can channel the power of your bardic music to
encourage your allies to pick up the pace on a long walk.
Prerequisite: Bardic music, Perform 6 ranks.
Benefit: As a standard action, you can expend one daily
use of your bardic music ability to allow yourself and all
allies within 60 feet to avoid taking nonlethal damage for
hustling (PH 164).




This requires 1 minute of performance, and the effect lasts
for 1 hour.

CHORD OF DISTRACTION [BARDIC MUSIC]

You can channel the power of your bardic music to make a
sudden sound or gesture that momentarily distracts an
opponent.

Prerequisite: Bardic music, Perform g ranks.

Benefit: As an immediate action, you can expend three
daily uses of your bardic music ability to distract an
opponent.

The target must be within 30 feet of you and able to hear or
see you.

Make a Perform check, opposed by the target’s Sense
Motive check (modified as if you were using Bluff to feint
in combat).

If you succeed, that opponent is rendered flat-footed
against an ally of your choice.

The effect lasts until that opponent is attacked or until the
start of your next turn, whichever comes first.

CONCUSSION ATTACK [AMBUSH]

Your attacks can damage your opponent’s ability to think
clearly.

Prerequisite: Sneak attack +3d6.

Benefit: Your successful sneak attack imposes a —2
penalty on the target’s Intelligence and Wisdom checks, as
well as on any Intelligence- and Wisdom-based skill
checks, for 10 rounds.

If you use this feat a second time on a target before 10
rounds have elapsed, the effect of the first use expires.
Using this feat reduces your sneak attack damage by 2dé.

COOL HEAD []

Your mental acuity serves you better than most.
Prerequisite: Any two mental skill tricks.

Benefit: You immediately learn up to two mental skill
tricks at no cost, and your limit on skill tricks known
increases by one.

See page 82 for details on mental skill tricks.

Normal: You are limited to a maximum number of skill
tricks equal to one-half your character level.

DAREDEVIL ATHLETE []

You are capable of pulling off amazing stunts.

Benefit: Three times per day, you can use an immediate
action to gain a +5 competence bonus on a single Balance,
Climb, Escape Artist, Jump, Ride, Swim, or Tumble check.

DARING OUTLAW []

You combine grace and stealth to deadly effect.
Prerequisite: Grace +1, sneak attack +2dé.

Benefit: Your rogue and swashbuckler levels stack for the
purpose of determining your competence bonus on Reflex
saves from the grace class feature and the swashbuckler’s
dodge bonus to AC.

For example, a 7th-level rogue/4th-level swashbuckler has
grace +2 and gains a +2 dodge bonus to AC, as if she were an
11th-level swashbuckler.

Your rogue and swashbuckler levels also stack for the
purpose of determining your sneak attack bonus damage.
For example, a 7th-level rogue/4th-level swashbuckler
would deal an extra 6d6 points of damage with her sneak
attack, as if she were an 11th-level rogue.

DARING WARRIOR []

You combine agility and extraordinary combat prowess to
great effect.

Prerequisite: Weapon Specialization, grace +1.
Benefit: Your fighter and swashbuckler levels stack for
the purpose of determining your competence bonus on
Reflex saves from the grace class feature and the
swashbuckler’s dodge bonus to AC.

For example, a 6th-level fighter/sth-level swashbuckler has
grace +2 and gains a +2 dodge bonus to AC, as if she were an
11th-level swashbuckler.

Your fighter and swashbuckler levels also stack for the
purpose of qualifying for feats that require a minimum
fighter level, such as Greater Weapon Focus.

Special: A fighter can select Daring Warrior as one of his
fighter bonus feats (PH 38).

DEADLY DEFENSE []

You are at your most dangerous when forced to protect
yourself.

Benefit: When fighting defensively, you deal an extra
1d6 points of damage with any light weapon or with any
weapon to which the Weapon Finesse feat applies (such as
a rapier, spiked chain, or whip).

This feat’s benefit applies only when you are unarmored or
wearing light armor and not using a shield.

Special: If you have the Combat Expertise feat, you also
gain the benefit of Deadly Defense when taking a penalty
of at least —2 on your attack roll from that feat.

A fighter can select Deadly Defense as one of his fighter
bonus feats (PH 38).

DEAFENING STRIKE [AMBUSH]

Your stealthy attack leaves your foe’s head ringing.
Prerequisite: Sneak attack +4dé.

Benefit: Your successful sneak attack causes the target to
be deafened for 3 rounds.

If you use this feat a second time on a target before 3
rounds have elapsed, the effect of the first use expires.
Using this feat reduces your sneak attack damage by 3ds6.

DISEMBOWELING STRIKE [AMBUSH]

You can slash open your opponent to devastating effect.
Prerequisite: Sneak attack +5d6, Weapon Focus (any
slashing weapon).

Benefit: Your successful sneak attack with a slashing
weapon for which you have selected Weapon Focus deals
1d4 points of Constitution damage in addition to its normal
damage.

You can't use this feat against the same target more than
once per day.

Using this feat reduces your sneak attack damage by 4dé.




DUMB LUCK [LUCK]

You can survive situations that should kill you.
Prerequisite: Character level 6th, any two luck feats.
Benefit: If you roll a natural 1 when making a saving
throw, you can expend one luck reroll as an immediate
action to instead treat the roll as a natural 20.

You can use this feat once per day.

You gain one luck reroll per day.

ELDRITCH EROSION [AMBUSH]

Your attack can weaken your foe’s resistance to magic.
Prerequisite: Sneak attack +4d6, Knowledge (arcana) 1
rank.

Benefit: Your successful sneak attack reduces the target’s
spell resistance and power resistance by 5 (minimum o) for
10 rounds.

If you use this feat a second time on a target before 10
rounds have elapsed, the effect of the first use expires.
Using this feat reduces your sneak attack damage by 4ds6.

EXPANDED KI POOL []

You know the secret mantras that grant you greater
understanding of your ki.

Prerequisite: Ki power.

Benefit: You gain three extra daily uses of your ki power
(ki power is a class feature of the ninja; see the sidebar for

details).

ENDURING KI []

You can channel inner energy to make your ki powers last
longer.

Prerequisite: Ki power.

Benefit: By spending an extra daily use of your ki power
when you activate it, the chosen effect lasts for an
additional round (ki power is a class feature of the ninja; see
the sidebar for details).

You also gain one extra daily use of your ki power.

EPIC OF THE LOST KING [BARDIC MUSIC]

You can channel the power of your bardic music to
reinvigorate your allies.

Prerequisite: Bardic music, Perform 6 ranks.
Benefit: Asa move action, you can expend one daily use
of your bardic music ability to remove fatigue from up to
three allies (including yourself) within 30 feet.

If you spend three daily uses of bardic music, you can
remove exhaustion from your allies instead.

FORTUITOUS STRIKE [LUCK]

You can hit a foe in just the right place.

Prerequisite: Character level 6th, any luck feat.
Benefit: You can expend one luck reroll as a swift action
to reroll a weapon damage roll.

You can expend two luck rerolls as a swift action to reroll
an attack roll.

You gain one luck reroll per day.

FREERUNNER []

You can move in more baffling ways than others.

Prerequisite: Any two movement skill tricks.

Benefit: You immediately learn up to two movement skill
tricks at no cost, and your limit on skill tricks known
increases by one.

See page 82 for details on movement skill tricks.

Normal: You are limited to a maximum number of skill
tricks equal to one-half your character level.

GOOD KARMA [LUCK]

You can use your luck to aid an ally—at the risk of your
own neck.

Prerequisite: Character level 3rd.

Benefit: You can expend one luck reroll as an immediate
action to redirect an attack made against an adjacent ally so
that it is made against you instead.

You must be within reach of the attacker (if a melee attack)
or within range of the attack (if a ranged attack) in order to
use this ability.

The attack roll result remains the same, but it is against
your AC, rather than that of your ally.

If the redirected attack hits you, you take an extra 50%
damage from it.

You gain one luck reroll per day.

HEAD SHOT [AMBUSH]

By striking at your opponent’s head, you can temporarily
disrupt his thought processes.

Prerequisite: Sneak attack +6d6, Weapon Focus (any
bludgeoning weapon).

Benefit: Your successful sneak attack with a bludgeoning
weapon for which you have selected Weapon Focus leaves
your foe confused for 1 round.

A successful Will save (DC 10 + the number of extra
damage dice normally dealt by your sneak attack + your
Dex modifier) negates this effect.

If you use this feat a second time on a target before 1 round
has elapsed, the effect of the first use expires.

Using this feat reduces your sneak attack damage by 5ds6.
Special: You must be able to reach your foe’s head to use
this feat with a melee attack.

HEALER’S LUCK [LUCK]

Your spells can heal more damage.

Benefit: You can expend one luck reroll as a swift action
to reroll the number of points of damage healed by a
conjuration (healing) spell you have just cast on your
current turn.

You gain one luck reroll per day.

IMPEDING ATTACK [AMBUSH]

Your strikes render your target temporarily clumsy and
awkward.

Prerequisite: Sneak attack +4dé.

Benefit: Your successful sneak attack imposes a —2
penalty on the target’s Strength and Dexterity checks, as
well as on any Strength- and Dexterity-based skill checks,
for 10 rounds.

If you use this feat a second time on a target before 10
rounds have elapsed, the effect of the first use expires.
Using this feat reduces your sneak attack damage by 3ds6.




IMPROVED FAMILIAR []

You can acquire a new familiar from a nonstandard list of
creatures.

Prerequisite: Ability to acquire a new familiar,
compatible alignment, sufficiently high arcane spellcaster
level.

Benefit: When you choose a familiar, the creatures on the
table below are also available.

You can choose a familiar with an alignment up to one step
away on each of the alignment axes (lawful through
chaotic, good through evil).

For example, a chaotic good spellcaster could acquire a
neutral familjar.

A lawful neutral spellcaster could acquire a neutral good
familiar.

Except as noted here, improved familiars otherwise use the
normal rules for familiars (PH 52).

Arcane
Familiar Alignment Caster Level
Monstrous centipede, Small N 2nd
Badger N ird
Menstrous scarpion, Small N 3rd
Viper, Medium M ird
Monstrous spider, Small M dth
Vargouille* ME 6th
Mephit, any N fth

“Wargouilles summoned as familiars do not possess the
kiss supernatural ability.

Special: This feat was originally presented on page 200 of
the DMG; the description here provides new alternatives
for arcane spellcasters who want familiars stealthy and
versatile enough to follow them anywhere.

IMPROVED SKIRMISH []

With a few extra steps, you gain even greater benefits from
your skirmishing combat style.

Prerequisite: Skirmish +2dé6/+1 AC.

Benefit: If you move at least 20 feet away from where you
were at the start of your turn, your skirmish damage
increases by 2d6 and your competence bonus to AC from
skirmish improves by 2.

Normal: A scout’s bonus damage and AC bonus apply if
she moves at least 10 feet away from where she was at the
start of her turn (see the skirmish class feature in the
sidebar on page 25).

Special: A scout can select Improved Skirmish as one of
her scout bonus feats (Complete Adventurer 13).

LUCKY BREAK [LUCK]

You can hit an object in just the right place.

Benefit: You can expend one luck reroll as a swift action
to reroll a Strength check made to break an item or burst
open a door.

You gain one luck reroll per day.

LUCKY CATCH []

Your good fortune can help prevent you from falling to
your doom.

Benefit: You can expend one luck reroll as an immediate
action to reroll a Balance, Climb, or Jump check.
You gain one luck reroll per day.

LUCKY FINGERS []

The winds of fortune guide your hands when you most
need luck.

Benefit: You can expend one luck reroll as an immediate
action to reroll a Disable Device, Open Lock, or Sleight of
Hand check.

You gain one luck reroll per day.

LUCKY START []

Sometimes your luck overcomes a slow natural reaction.
Benefit: You can expend one luck reroll to reroll an
initiative check.

You gain one luck reroll per day.

Special: Unlike most other luck feats, using Lucky Start
requires no action.

MAGICAL FORTUNE []

Even you are sometimes surprised by how well your spells
work.

Prerequisite: Caster level 3rd, any luck feat.

Benefit: You can expend one luck reroll as a swift action
to reroll the damage dealt by a spell you have just cast.

You can expend two luck rerolls as a swift action to reroll a
caster level check.

You gain one luck reroll per day.

MAKE YOUR OWN LUCK []

Your hard work lets you exploit minor loopholes.
Prerequisite: Character level 6th, any luck feat.
Benefit: You can expend one luck reroll as an immediate
action to reroll a skill check, as long as you have at least 1
rank in that skill.

You gain one luck reroll per day.

MARTIAL STALKER []

You practice a powerful fighting style that focuses equally
on martial skill and mystical dedication.

Prerequisite: Proficiency with all martial weapons, ki
power.

Benefit: Your fighter and ninja levels stack for the
purpose of determining the size of your ki pool, as well as
your AC bonus.

For example, a sth-level fighter/1st-level ninja with this
feat could use his ki powers a number of times equal to 3
(one-half his ninja and fighter levels) + his Wisdom bonus
(if any), and would have a +1 bonus to AC (as if he were a
6th-level ninja).

Your fighter and ninja levels also stack for the purpose of
qualifying for feats that require a minimum fighter level,
such as Greater Weapon Focus.

Special: A fighter can select Martial Stalker as one of his
fighter bonus feats (PH 38).




MASTER SPELLTHIEF []

Your arcane studies allow you to mingle arcane magic of
different flavors for great effect.

Prerequisite: Ability to cast 2nd-level arcane spells, steal
spell.

Benefit: Your spellthief levels stack with levels of other
arcane spellcaster classes (that is, levels of any class that
grants arcane spellcasting other than the spellthief) for the
purpose of determining what level of spell you can steal.
For example, a 4th-level spellthief/4th-level wizard could
steal spells of up to 4th level, as if he were an 8th-level
spellthief.

Your spellthief and arcane spellcaster levels also stack when
determining your caster level for all arcane spells.

The character described above would have a caster level of
8th for both his spellthief spells and his wizard spells.

In addition, you do not incur a chance of arcane spell
failure for arcane spells cast or stolen from other classes,
but only if you are wearing light armor.

You incur the normal arcane spell failure chance when
wearing medium or heavy armor or when using a shield.
Normal: A spellthief does not incur a chance of arcane
spell failure when casting spellthief spells in light armor.
He incurs the normal arcane spell failure chance for other
arcane spells he casts, including those stolen from arcane
casters (Complete Adventurer 15).

MERCIFUL STRIKE [AMBUSH]

You can strike a creature’s vital areas without killing it.
Prerequisite: Sneak attack +2dé.

Benefit: Your successful sneak attack deals nonlethal
damage.

When using this feat, you can ignore the usual —4 penalty
on attack rolls for attempting to deal nonlethal damage
with a lethal weapon.

Using this feat reduces your sneak attack damage by 1de.

MIND DRAIN [AMBUSH]

Your attack can weaken your opponent’s mental powers.
Prerequisite: Power point reserve, sneak attack +2dé.
Benefit: Your successful sneak attack drains power points
from your target equal to its manifester level (minimum 1).
If this attack reduces your target to o power points, the
opponent also loses any psionic focus.

A target that has no power points when you make the sneak
attack is not affected by this feat.

You can't use this feat on the same target more than once
per round.

Using this feat reduces your sneak attack damage by 1ds6.

MISER’S FORTUNE [LUCK]

Items belonging to you and your allies are abnormally
resistant to damage.

Benefit: Whenever an opponent makes a sunder attack or
Strength check to damage an object within 30 feet of you,
you can expend one luck reroll as an immediate action to
force that opponent to reroll.

In addition, as long as you still have one luck reroll
remaining for the day, items in your possession receive a +5
luck bonus on saving throws.

You gain one luck reroll per day.

PERSISTENT ATTACKER [AMBUSH]

Once you find a target’s weak point, you can easily strike it
again.

Prerequisite: Sneak attack +5d6.

Benefit: If your sneak attack hits, your first attack against
that creature on your next turn is also considered a sneak
attack even if it wouldn’t normally qualify.

Using this feat reduces your first sneak attack’s damage by
4de.

The resulting second sneak attack deals its full extra
damage.

POISON EXPERT []

Your skill at crafting and delivering toxins has made you a
more deadly poisoner.

Prerequisite: Craft (poisonmaking) 4 ranks, poison use.
Benefit: Choose a type of poison (contact, ingested,
inhaled, or injury).

The DC to resist both the initial and secondary damage of
poisons of this type that you create and use increases by 1.
This feat has no effect on poisons used by other creatures,
even if you craft those poisons.

It also has no effect on natural poisons (those exuded from
a creature’s body).

Special: You can gain this feat multiple times.

Its effect does not stack.

Each time you take the feat, it applies to a new type of
poison.

POISON MASTER []

The toxins you create and use are particularly virulent.
Prerequisite: Poison Expert, Craft (poisonmaking) 8
ranks, poison use.

Benefit: Choose a type of poison (contact, ingested,
inhaled, or injury) for which you have selected the Poison
Expert feat.

The initial and secondary damage dealt by poisons of this
type that you create and use increases by 1 point per die of
damage (or by 1 point, if it deals a fixed amount of damage).
For example, lich dust used by a character with Poison
Master (ingested) would deal initial damage of 2dé+2 Str
and secondary damage of 1d6+1 Con plus 1dé6+1 Str.

If a poison doesn’t deal damage, this feat has no effect.
This feat has no effect on poisons used by other creatures,
even if you craft those poisons.

It also has no effect on natural poisons (those exuded from
a creature’s body).

Special: You can gain this feat multiple times.

Its effect does not stack.

Each time you take the feat, it applies to a new type of
poison for which you have selected Poison Expert.

PSITHIEF []

You can drain psychic energy and use it against others.
Prerequisite: Manifester level 1st, steal spell.

Benefit: You can use your steal spell ability to siphon
psionic energy instead of spell energy.

Instead of stealing a spell, you can choose to steal a number
of power points equal twice to the maximum level of spell
you can steal minus 1 (up to a maximum value equal to the
manifester level of the creature struck).




For example, a 4th-level spellthief/1st-level psychic warrior
could steal up to 3 power points; if he used this ability
against a 2nd-level psion he could steal only 2 power points,
since that is the target’s manifester level.

You can use the stolen power points only to manifest a
psionic power you already know.

You must use these power points within 1 hour of stealing
them; otherwise, the extra psionic energy fades harmlessly
away.

This feat otherwise follows the rules for the steal spell class
feature (Complete Adventurer 16).

In addition, Knowledge (psionics) and Psicraft are
spellthief class skills for you.

These skills appear on page 38 of Expanded Psionics
Handbook.

PSYCHIC LUCK []

Some psions claim that luck doesn't exist.

You know better.

Prerequisite: Manifester level 3rd, any luck feat.
Benefit: You can expend one luck reroll as a swift action
to reroll the damage dealt by a psionic power you have just
manifested.

You can expend two luck rerolls as a swift action to reroll a
manifester level check.

You gain one luck reroll per day.

SAVVY ROGUE []

You have mastered one or more of your rogue special
abilities.

Prerequisite: Rogue level 1oth.

Benefit: Based on the rogue special abilities you have (PH
50), you gain one or more additional special benefits as
described below.

You gain the benefits for all the special abilities you have,
even those you gain after selecting this feat.

Crippling Strike: You can deal Strength damage even to a
target that is immune to extra damage from sneak attacks.
Defensive Roll: You can use this ability three times per day,
rather than once per day.

Improved Evasion: You gain a +2 competence bonus on
Reflex saves.

Opportunist: You can use the opportunist ability as many
times per round as you can make attacks of opportunity,
but no more than once per creature per round.

Each use of the opportunist ability counts as an attack of
opportunity.

Skill Mastery: When taking 1o with a skill to which you have
assigned skill mastery, you can treat the die roll as a 12
instead of as a 10.

(In effect, you're “taking 12”).

Slippery Mind: You gain a +2 competence bonus on the extra
save granted by slippery mind.

SLY FORTUNE [LUCK]

Your luck helps you find the right place to move to.
Benefit: You can expend one luck reroll as an immediate
action to reroll a Hide, Move Silently, or Tumble check.
You gain one luck reroll per day.

SOUND OF SILENCE [BARDIC MUSIC]

You can channel the power of your bardic music to deafen
your foes.

Prerequisite: Bardic music, Perform 9 ranks.

Benefit: As a standard action, you can expend two daily
uses of your bardic music ability to deafen a single target
for 3 rounds.

A successful Will save (using your Perform check result as
the DC) negates the effect.

The target must be within 30 feet of you and be able to hear
you.

SURE HAND []

You can perform more amazing displays of legerdemain
than normal.

Prerequisite: Any two manipulation skill tricks.
Benefit: You immediately learn up to two manipulation
skill tricks at no cost, and your limit on skill tricks known
increases by one.

See page 82 for details on manipulation skill tricks.
Normal: You are limited to a maximum number of skill
tricks equal to one-half your character level.

SURVIVOR’S LUCK []

You can avoid situations that would surely affect others.
Prerequisite: Character level 9th, any luck feat.
Benefit: You can expend one luck reroll as an immediate
action to reroll a saving throw you just failed.

You gain one luck reroll per day.

SWEET TALKER []

Your social expertise is more pronounced than that of most
others.

Prerequisite: Any two interaction skill tricks.
Benefit: You immediately learn up to two interaction
skill tricks at no cost, and your limit on skill tricks known
increases by one.

See page 82 for details on interaction skill tricks.
Normal: You are limited to a maximum number of skill
tricks equal to one-half your character level.

SWIFT AMBUSHER []

You combine your scout training with the stealth of a rogue
to open up new methods of ambushing enemies.
Prerequisite: Skirmish +1d6/+1 AC, sneak attack +1dé.
Benefit: Your rogue and scout levels stack for the purpose
of determining the extra damage and bonus to Armor Class
granted when skirmishing.

For example, a 4th-level scout/7th-level rogue would deal
an extra 3d6 points of damage and gain a +3 competence
bonus to AC when skirmishing, as if she were an 11th-level
scout.

In addition, you can qualify for ambush feats (see page 71)
as if your sneak attack bonus damage were the sum of your
skirmish damage and sneak attack bonus damage.

You cannot sacrifice skirmish extra damage to use those
feats, however.

Special: A scout can select Swift Ambusher as one of her
scout bonus feats (Complete Adventurer 13).




SWIFT HUNTER []

You have applied the hit-and-run tactics learned from
scouting to your strong hunting abilities.
Prerequisite: Favored enemy, skirmish +1d6/+1 AC.
Benefit: Your ranger and scout levels stack for the
purpose of determining the extra damage and bonus to
Armor Class granted when skirmishing,

For example, a 4th-level scout/1st-level ranger would deal
an extra 2d6 points of damage and gain a +1 competence
bonus to AC when skirmishing, as if she were a sth-level
scout.

Your ranger and scout levels also stack for the purpose of
determining when you select additional favored enemies,
as well as the total bonus granted against your favored
enemies.

For example, a 4th-level scout/1st-level ranger would have
two favored enemies and could allocate an extra +2 bonus
against one of those favored enemies, as if she were a sth-
level ranger.

In addition, your skirmish extra damage applies against any
creature you have selected as a favored enemy, even if it is
normally immune to extra damage from critical hits or
skirmish attacks.

Special: A scout can select Swift Hunter as one of her
scout bonus feats (Complete Adventurer 13).

TEMPTING FATE []

You are very hard to kill.

Prerequisite: Character level 6th, any luck feat.
Benefit: You can expend a luck reroll to reroll a
stabilization check.

In addition, once per day, whenever you have at least 1 hit
point remaining and would be dealt enough damage to kill
you, you can expend one luck reroll as an immediate action
to take only enough damage to reduce you to —9 hit points.
You automatically stabilize.

You gain one luck reroll per day.

Special: Unlike most other luck feats, using Tempting
Fate requires no action.

THIRD TIME’S THE CHARM []

Your deity smiles upon you.

Prerequisite: Character level 3rd, any luck feat, access to
the Luck domain.

Benefit: You can expend one luck reroll as an immediate
action to use the granted power of the Luck domain an
additional time per day.

You can only use this benefit immediately after using the
Luck domain’s granted power (in effect, this feat gives you a
third chance to succeed on the roll).

You gain one luck reroll per day.

THROAT PUNCH [AMBUSH]

By making a precise punch to the throat, you can rendera
target unable to speak effectively.

Prerequisite: Improved Unarmed Strike, sneak attack
+3d6.

Benefit: Your successful sneak attack delivered with an
unarmed strike temporarily hinders the target’s ability to

speak.

For the next 3 rounds, the target takes a —5 penalty on any
skill check requiring speech and has a 50% chance of failure
when casting a spell with a verbal component or activating
a magic item with a command word.

Multiple uses of this feat don’t increase the duration
beyond 3 rounds.

Using this feat reduces your sneak attack damage by 2ds6.
Special: You must be able to reach your foe’s neck to use
this feat.

UNBELIEVABLE LUCK [LUCK]

The powers of fortune truly smile on you more than most
mortals.

Prerequisite: Any luck feat.

Benefit: As long as you have at least one luck reroll
remaining for the day, you gain a +2 luck bonus on
whichever of your saves has the lowest base bonus.

If two or more of your saves tie for the lowest base bonus,
choose when you select this feat which save it applies to.
If your base save bonuses later change so that the chosen
save no longer has the lowest base bonus, the luck bonus
from this feat immediately applies to the save that now has
the lowest base bonus.

You gain two luck rerolls per day.

VICTOR’S LUCK []

You strike with devastating accuracy more often.
Benefit: You can expend one luck reroll as a swift action
to reroll a critical threat confirmation roll.

You gain one luck reroll per day.

WARNING SHOUT [BARDIC MUSIC]

The force of your performance is so potent that it can guide
an ally to safety.

Prerequisite: Bardic music, Perform 9 ranks, evasion.
Benefit: As an immediate action, you can expend two
daily uses of your bardic music ability to grant a single ally
(other than yourself) a +5 morale bonus on her next Reflex
save and evasion (see the monk class feature, PH 41).

The ally must be within 30 feet of you and able to see or
hear you.

The effect lasts until the target rolls a Reflex save or until
the start of your turn, whichever comes first.

SIDEBAR FEATS

AGILE ATHLETE []

You rely on your agility to perform athletics feats, rather
than brute strength.

Prerequisite: Climb 1 rank, Jump 1 rank.

Benefit: When making a Climb or Jump check, you use
your Dexterity modifier for the check.

Normal: Without this feat, you use your Strength
modifier for Climb and Jump checks.

This feat first appeared in Races of the Wild.

EXTEND RAGE []

You are able to maintain your rage longer than most.
Prerequisite: Rage or frenzy ability.




Benefit: Each use of your rage or frenzy ability lasts an
additional 5 rounds beyond its normal duration.
Special: You can take this feat multiple times.

The effects of multiple feats stack.

This feat first appeared in Complete Warrior.

MENACING DEMEANOR [RACIAL]

You can tap into your savage heritage to improve your
intimidation techniques.

Prerequisite: Orc blood or orc subtype.

Benefit: You gain a +4 bonus on your Intimidate checks.
This feat first appeared in Races of Destiny.

TACTILE TRAPSMITH []

You can rely on your rapid reflexes and nimble fingers
instead of your intellect when searching a room or when
disabling a trap.

Benefit: You add your Dexterity bonus (rather than your
Intelligence bonus) on all Search and Disable Device
checks.

In addition, you receive no penalty on these checks for
darkness or blindness.

This feat first appeared in Complete Adventuver.

COMPLETE WARRIOR (3.5)

MAIN SECTION FEATS

ARCANE STRIKE [GENERAL]

You can channel arcane energy into your melee attacks.
Prerequisites: Ability to cast 3rd-level arcane spells,
base attack bonus +4.

Benefit: When you activate this feat (a free action that
does not provoke an attack of opportunity), you can
channel arcane energy into a melee weapon, your unarmed
strike, or natural weapons.

You must sacrifice one of your spells for the day (of Is: level
or higher) to do this, but you gain a bonus on all your attack
rolls for 1 round equal to the level of the spell sacrificed, as
well as extra damage equal to 1d4 points x the level of the
spell sacrificed.

The bonus you add to your attack rolls from this feat cannot
be greater than your base attack bonus.

For example, Yarren the bladesinger has a base attack bonus
of +11 and the ability to cast 4th-level arcane spells.

On his turn, he chooses to sacrifice one of his 4th-level
spells for the day, marking it off as if he had cast it.

Until his next turn, Yarren gains an extra +4 bonus on his
attack rolls and an extra 4d4 points of damage with a single
melee weapon of his choice (his rapier).

ARTERIAL STRIKE [GENERAL]

Your sneak attacks target large blood vessels, leaving
wounds that cause massive blood loss.

Prerequisites: Sneak attack ability, base attack bonus +4.
Benefit: If you hit with a sneak attack, you may choose to
forgo +1d6 of extra sneak attack damage to deliver a wound
that won’t stop bleeding.

Each wound caused in this manner saps an extra 1 point of
damage per round from the victim, until the victim
receives the benefit of a DC 15 Heal check or any cure spell
or other magical healing.

Wounds from multiple arterial strikes result in cumulative
bleeding loss (two successful arterial strikes cause an extra 2
points of damage per round until healed).

You may deliver only one bleeding wound per successful
sneak attack.

AXIOMATIC STRIKE [GENERAL]

You can turn your fist into an instrument of law.
Prerequisites: Ki strike (lawful), Stunning Fist.
Benefit: Against a chaotic opponent, you can make an
unarmed attack that does an extra 2d6 points of damage.
You must declare that you are using this feat before you
make your attack roll (thus, a failed attack ruins the
attempt).

Each attempt counts as one of your uses of the Stunning
Fist feat for the day.

Creatures immune to stunning can be affected by this extra
damage.

CLEVER WRESTLING [GENERAL]

You have a better than normal chance to escape or wriggle
free from a big creature’s grapple or pin.

Prerequisites: Small or Medium size, Improved
Unarmed Strike.

Benefit: When your opponent is larger than Medium,
you gain a circumstance bonus on your grapple check to
escape a grapple or pin.

The size of the bonus depends on your opponent’s size,
according to the following table.

Opponent Size Bonus
Large +2
Huge +4
Cargantuan +6
Colossal +3

CLOSE—QUARTERS FIGHTING [GENERAL]

You are skilled at fighting at close range and resisting
grapple attempts.

Prerequisites: Base attack bonus +3.

Benefit: You gain an attack of opportunity whenever an
enemy attempts to grapple you, even if the enemy has a feat
or special ability that would normally bypass the attack, if
you deal damage with this attack, the enemy fails to Stan
the grapple unless it has the Improved Grapple feat or a
special ability such as improved grab.

If the enemy has such an ability, you may add the damage
you deal as a bonus on your opposed check to resist being
grappled.

This feat does not give you extra attacks of opportunity
during a round or allow you to make an attack of
opportunity when you would be denied one for being
surprised, helpless, or in a similar situation.

For example, an ogre attempts to grapple Tordek.

Tordek gains an attack of opportunity, hits, and causes
damage.




Since the ogre does not have any sort of grappling special
ability or feat, it fails to start a grapple.

Then an ankheg—a creature with the improved grab
special ability—attempts to grapple Tordek.

He takes an attack of opportunity, hits, and deals 10 points
of damage to the creature.

Tordek then adds +10 to his opposed check to resist being
grappled.

Normal: Creatures with Improved Grapple, improved
grab, or similar feats or special abilities do not provoke
attacks of opportunity when they attempt to start a grapple.
Special: A fighter may select Close-Quarters Fighting as
one of his fighter bonus feats.

DASH [GENERAL]

You can move faster than normal.
Benefit: If you are wearing light armor or no armor and
are carrying a light load, your speed is 5 feet faster.

DEFENSIVE STRIKE [GENERAL]

You can turn a strong defense into a powerful offense.
Prerequisites: Dex 13, Int 13, Combat Expertise, Dodge.
Benefit: If an opponent attacks you and misses while you
are using the total defense action, you can attack that
opponent on your next turn with a +4 bonus on your attack
roll.

You gain no bonus against an opponent that does not attack
you or against an opponent that attacks and hits you.
Special: A fighter may select Defensive Strike as one of
his fighter bonus feats.

DEFENSIVE THROW [GENERAL]

You can use your opponent’s weight, strength, and
momentum against her, deflecting her attack and throwing
her to the ground.

Prerequisites: Dex 13, Combat Reflexes, Dodge,
Improved Trip, Improved Unarmed Strike.

Benefit: If the opponent you have chosen to use your
Dodge feat against attacks you and misses, you can make an
immediate trip attack against that opponent.

This attempt counts against your allowed attacks of
opportunity in the round.

DESTRUCTIVE RAGE [GENERAL]

You can shatter barriers and objects when enraged.
Prerequisites: Rage or frenzy ability.

Benefit: While you are in a rage or frenzy, you gain a +8
bonus on any Strength checks you make to break down
doors or break inanimate, immobile objects.

EARTH’S EMBRACE [GENERAL]

You can crush opponents when you grapple them.
Prerequisites: Str 15, Improved Grapple or improved
grab, Improved Unarmed Strike.

Benefit: While grappling, if you pin your opponent, you
deal an extra 1d12 points of damage in each round that you
maintain the pin.

You must hold your opponent immobile as normal (with an
opposed grapple check), but you must also remain
immobile, giving opponents (other than the one you're

pinning) a +4 bonus on attack rolls against you (but you are
not helpless).

You do not gain this extra damage against creatures that are
immune to critical hits.

Normal: You may deal normal damage to a pinned
opponent by making a successful grapple check.

EAGLE CLAW ATTACK [GENERAL]

Your superior insight allows you to strike objects with
impressive force.

Prerequisites: Wis 13, Improved Sunder, Improved
Unarmed Strike.

Benefit: When you make an unarmed strike against an
object, you may add your Wisdom bonus to the damage
dealt to the object.

EXTEND RAGE [GENERAL]

You are able to maintain your rage longer than most.
Prerequisites: Rage or frenzy ability.

Benefit: Each of the uses of your rage or frenzy ability
lasts an additional 5 rounds beyond its normal duration.
Special: You can take this feat multiple times.

Tts effects stack.

EXTRA RAGE [GENERAL]

You may rage more frequently than normal.
Prerequisites: Rage or frenzy ability.

Benefit: You rage or frenzy two more times per day than
you otherwise could.

Special: You can take this feat multiple times.

Its effects stack.

EXTRA SMITING [GENERAL]

You can make more smite attacks.

Prerequisites: Smite ability, base attack bonus +4.
Benefit: When you take this feat, you gain two extra
attempts to smite per day.

Use whatever smite ability you have (the paladin’s smite
evil ability or the hunter of the dead’s ability to smite
undead, for example).

Special: You can take this feat multiple times.

Its effects stack.

EXTRA STUNNING [GENERAL]

You gain extra stunning attacks.

Prerequisites: Stunning Fist, base attack bonus +2.
Benefit: You gain the ability to make three extra stunning
attacks per day.

Special: You can take this feat multiple times.

Its effects stack.

EYES IN THE BACK OF YOUR HEAD [GENERAL]

Your superior battle sense helps minimize the threat of
flanking attacks.

Prerequisites: Wis 13, base attack bonus +1.
Benefit: Attackers do not gain the usual +2 bonus on
their attack rolls when flanking you.




This feat grants no effect whenever you are attacked
without benefit of your Dexterity modifier to Armor Class,
such as when you are flat-footed.

You may still be sneak attacked when flanked.

Normal: When you are flanked, the flanking opponents
receive a +2 bonus on their attack rolls against you.

FASTER HEALING [GENERAL]

You recover faster than normal.

Prerequisites: Base Fortitude save bonus +5.
Benefit: You recover lost hit points and ability score
points faster than you normally would, according to the
table on the next page.

FAVORED POWER ATTACK [GENERAL]

You are able to deal more damage against your favored
enemies.

Prerequisites: Favored enemy ability, Power Attack,
base attack bonus +4.

Benefit: When you use the Power Attack feat against a
favored enemy, you may subtract a number from your
melee attack rolls and add twice that number to your melee
damage rolls, if you attack with a weapon in two hands, add
three times the number.

The normal restrictions of the Power Attack feat apply.

FISTS OF IRON [GENERAL]

You have learned the secrets of imbuing your unarmed
attacks with extra force.

Prerequisites: Improved Unarmed Strike, Stunning
Fist, base attack bonus +2.

Benefit: Declare that you are using this feat before you
make your attack roll (thus, a missed attack roll ruins the
attempt).

You deal an extra 1dé6 points of damage when you make a
successful unarmed attack.

Each attempt counts as one of your uses of the Stunning
Fist feat for the day.

FLEET OF FOOT [GENERAL]

You run nimbly, able to turn corners without losing
momentum.

Prerequisites: Dex 15, Run.

Benefit: When running or charging, you can make a
single direction change of 9o degrees or less.

You can't use this feat in medium or heavy armor, or if
you're carrying a medium or heavier load.

If you are charging, you must move in a straight line for 10
feet (2 squares) after the turn to maintain the charge.
Normal: Without this feat you can run or charge only in a
straight line.

FLICK OF THE WRIST [GENERAL]

With a single motion, you can draw a light weapon and
make a devastating attack.

Prerequisites: Dex 17, Sleight of Hand 5 ranks, Quick
Draw.

Benefit: If you draw a light weapon and make a melee
attack with it in the same round, you catch your opponent
flat-footed (for the purpose of this attack only).

You may use this feat only once per round and once per
opponent during any single combat encounter.

FLYING KICK [GENERAL]

You literally leap into battle, dealing devastating damage.
Prerequisites: Str 13, Jump 4 ranks, Improved
Unarmed Strike, Power Attack.

Benefit: When fighting unarmed and using the charge
action, you deal an extra 1d12 points of damage with your
unarmed attack.

FREEZING THE LIFEBLOOD [GENERAL]

You can paralyze a humanoid opponent with an unarmed
attack.

Prerequisites: Wis 17, Improved Unarmed Strike,
Stunning Fist, base attack bonus +10.

Benefit: Declare that you are using this feat before you
make your attack roll (thus, a missed attack roll ruins the
attempt).

Against a humanoid opponent, you can make an unarmed
attack that deals no damage but has a chance of paralyzing
your target.

If your attack is successful, your target must attempt a
Fortitude saving throw (DC 10 + 1/2 your character level +
your Wis modifier), if the target fails this saving throw, it is
paralyzed for 1d4+1 rounds.

Each attempt to paralyze an opponent counts as one of your
uses of the Stunning Fist feat for the day.

Creatures immune to stunning cannot be paralyzed in this
manner.

Special: A fighter may select Freezing the lifeblood as one
of his fighter bonus feats.

GREATER KIAI SHOUT [GENERAL]

Your kiai shout can panic your opponents.
Prerequisites: Cha 13, Kiai Shout, base attack bonus +9.
Benefit: When you make a kiai shout, your opponents are
panicked for 2d6 rounds unless they succeed on Will saves
(DC 10 + 1/2 your character level + your Cha modifier).

The kiai shout affects only opponents with fewer Hit Dice
or levels than you have.

GREATER RESILIENCY [GENERAL]

Your extraordinary resilience to damage increases.
Prerequisites: Damage reduction as a class feature or
innate ability.

Benefit: Your damage reduction increases by 1.

If it would normally rise thereafter with level, it does so at
its previous rate, adding the +1 normally.

For example, a 13th-level barbarian has damage reduction
By taking this feat, he raises it to 4/—.

When he reaches 16th level, his damage reduction becomes
5/—and at 19th level, it becomes 6/—.

You may not take this feat more than once.

This feat has no effect on the type of weapon or damage
that overcomes your damage reduction.

If you have more than one form of damage reduction,
choose which to increase when you take this feat.
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GREATER TWO—-WEAPON DEFENSE [GENERAL]

When fighting with two weapons, your defenses are
extraordinarily strong.

Prerequisites: Dex 19, Improved Two-Weapon Defense,
Two-Weapon Defense, Two-Weapon Fighting, base attack
bonus +11.

Benefit: When wielding two weapons (not including
natural weapons or unarmed strikes), you gain a +3 shield
bonus to your AC.

When you are fighting defensively or using the total
defense action, this shield bonus increases to +6.
Special: A fighter may select Greater Two-Weapon
Defense as one of his fighter bonus feats.

HAMSTRING [GENERAL]

You can wound your opponents’ legs, hampering their
movement.

Prerequisites: Sneak attack ability, base attack bonus +4.

Benefit: If you hit with a melee sneak attack, you may
choose to forgo 2d6 points of extra sneak attack damage to
reduce your opponent’s base speed by half.

This speed reduction ends after 24 hours have passed or a
successful DC 15 Heal check or the application of any cure
spell or other magical healing is made.

Creatures immune to sneak attack damage and creatures
with no legs or more than four legs can’t be slowed down
with a hamstring attack.

It takes two successful hamstring attacks to affect
quadrupeds.

Other speeds (fly, burrow, and so on) aren't affected.

You may use this ability once per round.

HOLD THE LINE [GENERAL]

You are trained in defensive techniques against charging
opponents.

Prerequisites: Combat Reflexes, base attack bonus +2.
Benefit: You may make an attack of opportunity against a
charging opponent who enters an area you threaten.

Your attack of opportunity happens immediately before the
charge attack is resolved.

Normal: You only get an attack of opportunity against a
character that exits a square you threaten.
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IMPROVED BUCKLER DEFENSE [GENERAL]

You can attack with an off-hand weapon while retaining a
buckler’s shield bonus to your Armor Class.
Prerequisite: Shield Proficiency.

Benefit: When you attack with a weapon in your offhand,
you may still apply your buckler’s shield bonus to your
Armor Class.

Normal: Without this teat, a character wielding a buckler
who attacks with an off-hand weapon loses the buckler’s
shield bonus to AC until his or her next turn.

Special: A fighter may select Improved Buckler Defense
as one of his fighter bonus feats.

IMPROVED COMBAT EXPERTISE [GENERAL]

You have mastered the art of defense in combat.
Prerequisites: Int 13, Combat Expertise, base attack
bonus +6.

Benefit: When you use the Combat Expertise feat to
improve your Armor Class, the number you subtract from
your attack roll and add to your AC can be any number that
does not exceed your base attack bonus.

Normal: With Combat Expertise, the number can be no
greater than +5.

Special: A fighter may select Improved Combat Expertise
as one of his fighter bonus feats.

IMPROVED FAMILIAR [GENERAL]

This feat allows spellcasters to acquire a new familiar from a
nonstandard list, but only when they could normally
acquire a new familiar (see Familiars, page 52 of the Player’s
Handbook).

This feat was originally presented on page 200 of the
Dungeon Master's Guide; the description here provides new
alternatives for arcane spellcasters who want familiars to
stand beside them in battle.

Prerequisite: Ability to acquire a new familiar,
compatible alignment, sufficiently high arcane spellcaster
level, and base attack bonus.

Benefit: When choosing a familiar, the creatures listed
below are also available to the spellcaster.

The spellcaster may choose a familiar with an alignment up
to one step away on each of the alignment axes (lawful
through chaotic, good through evil).




For example, a chaotic good spellcaster could acquire a
neutral familiar, A lawful neutral spellcaster could acquire a
neutral good familiar.

The spellcaster must have at least the arcane spellcaster
level and base attack bonus indicated below in order to
acquire the familiar.

Arcane Spellcaster Base Attack

Familiar Alignment Level Bonus
Krenshar Mewutral 3rd +3
Worg Meutral evil ird +3
Blink dog Lawful good 5th +5
Hell hound Lawful evil 5th +5
Hippogriff Meutral Tth +7
Howler Chaatic evil Tth +7
Winter wolf Meutral evil 7th +7

Improved familiars otherwise use the rules presented on
pages 52 and 53 of the Player's Handbook.

Granted Abilities: In addition to their own special qualities,
all familiars grant their masters the Alertness feat, the
benefit of an empathic link, and the ability to share spells
with the familjar.

Improved Evasion (Ex): If a familiar is exposed to any effect
that normally allows it to attempt a Reflex saving throw for
half damage, it rakes no damage with a successful saving
throw and only half damage on a failed save.

IMPROVED FAVORED ENEMY [GENERAL]

You know how to hit your favored enemies where it hurts.
Prerequisites: Favored enemy ability, base attack bonus
+5.

Benefit: You deal an extra 3 points of damage to your
favored enemies.

This benefit stacks with any existing favored enemy bonus
gained from another class.

IMPROVED MOUNTED ARCHERY [GENERAL]

You can make ranged attacks from a mount almost as well
as you can from the ground.

Prerequisites: Ride 1 rank, Mounted Archery, Mounted
Combat.

Benefit: The penalty you take when using a ranged
weapon if your mount is taking a double move is
eliminated, and the penalty for using a ranged weapon
when your mount is running is lessened from —4 to —2.

You can attack at any time during your mount’s move.
Special: A fighter may select Improved Mounted Archery
as one of his fighter bonus feats.

IMPROVED RAPID SHOT [GENERAL]

You are an expert at firing weapons with exceptional speed.
Prerequisites: Manyshot, Point Blank Shot, Rapid Shot.
Benefit: When using the Rapid Shot feat, you may ignore
the —2 penalty on all your ranged attack rolls.

Special: A fighter may select Improved Rapid Shot as one
of his fighter bonus feats.

IMPROVED TOUGHNESS [GENERAL]

You are significantly tougher than normal.
Prerequisite: Base Fortitude save bonus +2.

Benefit: You gain a number of hit points equal to your
current Hit Dice.

Each time you gain a HD (such as by gaining a level), you
gain 1 additional hit point.

If you lose a HD (such as by losing a level), you lose 1 hit
point permanently.

Special: A fighter may select Improved Toughness as one
of his fighter bonus feats.

IMPROVED TWO-WEAPON DEFENSE
[GENERAL]

You gain a significant defensive advantage while fighting
with two weapons.

Prerequisites: Dex 17, Two-Weapon Defense, Two-
Weapon Fighting, base attack bonus +6.

Benefit: When wielding two weapons (not including
natural weapons or unarmed strikes), you gain a +2 shield
bonus to your Armor Class.

When you are fighting defensively or using the total
defense action, this shield bonus increases to +4.
Special: A fighter may select Improved Two-Weapon
Defense as one of his fighter bonus feats.

IMPROVED WEAPON FAMILIARITY [GENERAL]

You are familiar with all exotic weapons common to your
people.

Prerequisite: Base attack bonus +1.

Benefit: You can treat all the exotic weapons associated
with your race as martial weapons rather than as exotic
weapons.

A weapon is treated as being associated with a race if the
race’s name appears as part of the weapon’s name, such as
the elven thinblade (see Chapter 4 of this book) or the
dwarven urgrosh.

Normal: Without this feat, you must select the Exotic
Weapon Proficiency feat (or have the appropriate weapon
familiarity as a racial trait) to eliminate the nonproficiency
penalty you take when wielding an exotic weapon
associated with your race.

Special: A fighter may select Improved Weapon
Familiarity as one of his fighter bonus feats.

INSTANTANEOUS RAGE [GENERAL]

You activate your rage Instantly.

Prerequisites: Rage or frenzy ability.

Benefit: Your rage begins at any time you wish, even
when it’s not your turn or when you're surprised.

You can activate your rage as a free action in response to
another’s action.

Thus, you can gain the benefits of rage in time to prevent or
ameliorate an undesirable event.

For example, you can choose to enter a rage when an
enemy attacks you, or casts a spell at you (to gain the
benefits of a higher Constitution or your bonus on Will
saves) before you know the results of the attack.

You must be aware of the attack, but you may be flat-footed.
Normal: You enter a rage only during your turn.

INTIMIDATING RAGE [GENERAL]

Your rage engenders fear in your opponents.




Prerequisites: Rage or frenzy ability.

Benefit: While you are raging, you designate a single foe
within 30 feet of you that you can attempt to demoralize as
a free action (see the Intimidate skill, page 76 of the Players
Handbook).

A foe that you successfully demoralize remains shaken for
as long as you continue to rage.

You may only use this feat against a single foe in any
particular encounter.

KARMIC STRIKE [GENERAL]

You have learned to strike when your opponent is most
vulnerable—the same instant your opponent strikes you.
Prerequisites: Dex 13, Combat Expertise, Dodge.
Benefit: You can make an attack of opportunity against
an opponent that hits you in melee.

On your action, you choose to take a —4 penalty to your
Armor Class in exchange for the ability to make an attack of
opportunity against any creature that makes a successful
melee attack or melee touch attack against you.

The opponent that hits you must be in your threatened
area, and this feat does not grant you more attacks of
opportunity than you are normally allowed in a round.
You specify on your turn that you are activating this feat,
and the change to your Armor Class and your ability to
make these special attacks of opportunity last until your
next turn.

KIAI SHOUT [GENERAL]

You can bellow forth a shout that strikes terror into your
enemies.

Prerequisites: Cha 13, base attack bonus +1.

Benefit: Making a kiai shout is a standard action.
Opponents who can hear your shout and who are within 30
feet of you may become shaken for 1d6 rounds.

The kiai shout affects only opponents with fewer Hit Dice
or levels than you have.

An opponent in the affected area can resist the effect with a
successful Will save (DC 10 + 1/2 your character level +
your Cha modifier).

You can use the benefit of this feat three times per day.

MONKEY GRIP [GENERAL]

You are able to use a larger weapon than other people your
size.

Prerequisite: Base attack bonus +1.

Benefit: You can use melee weapons one size category
larger than you are with a —2 penalty on the attack roll, but
the amount of effort it takes you to use the weapon does not
change.

For instance, a Large longsword (a one-handed weapon for
a large creature) is considered a two-handed weapon for a
Medium creature that does not have this feat.

For a Medium creature that has this feat, it is still
considered a one-handed weapon.

You can wield a larger light weapon as a light weapon, or a
larger two-handed weapon in two hands.
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