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1. Un-Death Strike (General)


You have learned to strike at various Undead weak-points, for major effect in combat.


	Prerequisites: 4 Ranks of Knowledge (Necromancy) or Knowledge (Undead Monsters), and the Improved Critical Feat.


	Benefits: Allows the user of the feat to make standard Critical rolls (Not improved critical rolls) with a particular weapon (the one chosen with the Improved Critical Ability) against Corporeal Undead (i.e. skeletons, zombies, ghouls, wights, vampires, mummies, and similar...). In addition, any corporal undead’s damage reduction is reduced by five when this feat is employed against it.


	Normal: Under normal circumstances undead can never be affected by critical hits.


	Special: Fighters may choose this Feat as one of their Bonus Feats.		





2. Immeasurable Patience (General)


You have learned to ignore outside stimulus and can keep calm during the most strenuous and nerve-racking of efforts.


	Prerequisites: Endurance and Iron Will Feats


	Benefits: Changes any “Take 10s” or “Take 20s” to “Take 15s” and “Take 25s” 


– respectively.


	Normal: Normal “Take 10s” and “Take 20s” only give up to their value and can not allow higher without a roll.


	Special: If this feat is used, it takes twice as long as a standard Take 10 and Take 20 to gain any benefit. Additionally, Masterwork items cannot be made with this feat by “Taking 25", but the feat does provide a +2 bonus to the creation roll of such an arduous task.





3. Frustration Feat (General)


You have learned to channel your frustrations to give yourself a temporary boost from time to time.


	Prerequisites: Any 1 chosen Feat of the appropriate type. (General Feats only. Special Feats such as Magic Creation Feats and Fighter-only Feats, as well as those chosen by the GM, are exempt.) 


	Benefits: When a character has not used the chosen feat for at least 4 game sessions (i.e. Determined by the GM), then that character gains a plus 3 bonus to add before or after any one D20 roll during the 5th (or later)  game session. If that chosen feat is ever used, or the plus 2 is used (for any reason) then this Feat resets itself.


	Normal: The Character has to live with a Feat that they almost never use.


	Special: May be taken multiple times for different General Feats.





4. True Artist (General)


You are considered a truly great up-and-coming artist of your time in a specific artistic endeavor of your choosing. 


	Prerequisites: 2 Ranks Appropriate artistic skill. Must be taken at 1st Level. (May be gained later by GM permission) Requires formal training of some sort at one time or another.


	Benefits: Gains a certain notoriety and respect among those who know about the appropriate art form, as well as most aristocracy (at least among those who aren’t artistically stunted that is). Gains a +2 permanent bonus to appropriate skill checks and a +2 temporary Charisma Bonus among those who know the artist for who they are.


	Normal: Limited to basic artistic ability without true depth of meaning or color.


	Special: Can only be gained once and with one skill type, unless the owner of the feat is a member of the Expert NPC class. This can be a blessing and a curse. Who likes art critics? There are bound to always be those who hate the artist’s interpretations...





5. Trivia Expert (General)


You know a little-bit about a lot of different things. Unfortunately, when you are wrong, you are usually really wrong.


	Prerequisites: 3 Different Knowledge Skills (No minimum Rank requirement) and 


4 Ranks in Bluff. Must have had access to some sort of school or library (or a very talkative Sage) at one point in the character’s life.


	Benefits: You can always roll for a Knowledge you don’t know, but will never have any personal modifiers (Excepting Luck Modifiers) to your roll. It will almost always be a straight chance D20. If the (secret) target number set by the GM is more than 20...Well then I guess it’s too bad you didn’t know that green slime could be scraped OR burned off... 


	Normal: You are as stupid about most things as regular people are.


	Special: Can only be taken once.





6. Pin and Bash (General)


You have become expert in using your free hand in close melees.


	Prerequisites: Weapon Focus or Weapon Finesse in a single-handed melee weapon, Improved Unarmed Fighting. 


	Benefits: As a full melee action the owner of this feat can declare a Pin and Bash attack. This entails a single attack roll, made at the highest base attack bonus with a minus 2 modifier. If this attack is successful, your opponent is prevented from using his main weapon to attack that round (It’s either pinned, out of position, ‘caught,’ or temporarily disabled) if he hasn’t used them already, and can be struck with an off-hand punch at the attacker’s highest base attack bonus +4. Other similar actions (Grabbing a piece of jewelry, stealing a kiss, etc...) are also possible with the GM’s permission. If the initial attack fails, the defender may make an attack of opportunity in addition to his normal attacks.


	Normal: Requires a Two-Handed Attack roll to attempt something similar (With normal penalties).


	Special: Special punches and similar  are available if the owner of the feat has a 13+ Wis and Dex or has at least 1 level of Monk. Combatants must be within one size category of each other.





7. Pin and Shove (General)


You have become adept at moving your opponent around by skill, determination, and force.


	Prerequisites: Weapon Focus or Weapon Finesse with a one-handed melee weapon, Dex and Str 13+.


	Benefits: With a successful attack roll made at the character’s base attack modifier at a -2, the owner of this feat can then attempt an opposed Strength roll (at +4) to force his opponent to move 5 feet into any of his opponent’s adjacent squares. Again, the defender will not gain any attacks with his primary weapon that round unless the Pin attack fails (whereupon the defender gains an attack of opportunity against the attacker in addition to his normal attacks) or has already performed them.


	Normal: Usually requires some sort of Bull-Rush maneuver.


	Special: If the attacker’s Strength check is failed by at least 4 points the defender can then move the attacker 5 feet into any adjacent square he wishes. This feat can only be performed when the combatants are within at least one size category of each other. This feat is often useful to shove enemies into nearby traps and over cliffs (or give friends attacks of opportunity).





8. Prone Trip (General)


The owner of this feat is able to perform a masterful trip maneuver while prone.


	Prerequisites: 4 Ranks of the Tumble skill, Improved Trip, Prone Attack, and Dex 15+ 


	Benefits: If prone, the owner of this feat can declare a full attack action and may attempt a single trip attack upon a nearby opponent. If successful he is able to rise to his feet and the opponent will have fallen to the floor (tripped). The opponent also loses the rest of his actions for that round. If the trip attempt failed, the defender may make an attack of opportunity against the attacker who remains prone.


	Normal: Requires a normal trip attempt with prone penalties if necessary.


	Special: The owner of this Feat may make a 5' movement before the trip attempt.





 9. Impressive Blow (Fighter)


The owner of this feat can make a killing hit work to his advantage.


	Prerequisites: Weapon Focus, Power Attack, Cleave, Str13+


	Benefits: After any successful critical strike against a foe that kills the target, the owner of this feat may make it a spectacularly disgusting or amazing blow. Those who view this feat, are at a temporary -4 circumstance modifier penalty to oppose this Feat user’s skill checks (Intimidate, Bluff, Sense Motive, and Diplomacy are the most common uses.) for the next hour.


	Special: This feat comes in very handy when Bluffing during combat. 





10. Paranoid Alertness (General)


The owner of this feat has learned to hype himself into a temporarily higher state of attention and perception in exchange for a later period of mental exhaustion.


	Prerequisites: Alertness, Con 13+


	Benefits: Once per day, for up to one hour plus the owner’s Con modifier in hours (maximum of 6 hours), the owner of this feat may gain a temporary +2 bonus on all Listen and Spot checks and +1 bonus to Search checks. This modifier stacks with those bonuses gained through the Alertness Feat and similar. After the allotted time period (Which can be ended prematurely), the bonuses end and the character is fatigued and inattentive. This translates into a  -3 penalty modifier to all Spot, Listen, and Search checks for twice as long as the bonus is used. After this “down” period, this feat may be used again.





11. Uncanny Evasion (General)


The owner of this feat has learned to move almost as fast, and with the same unnatural agility, as a master thief.


	Prerequisites: Alertness, Dodge, Mobility, Combat Reflexes, Improved Initiative, Lightning Reflexes, Dex 13+


	Benefits: Gains the 2nd level Thief ability of Evasion (See D&D Player’s Handbook, Pg. 48 for Details) and takes no damage from successful Reflex saves that would normally only deal half damage. (i.e. A Fireball spell.)


	Normal: Takes half damage from successful Reflex saves.


	Special: Can never gain the Improved Evasion ability and this Feat does not grant any bonus if more than a single level of Thief or Monk is taken.





12. Linguist (General)


The owner of this feat has an amazing gift for languages.


	Prerequisites: Int13+


	Benefits: Once this feat is chosen, the owner automatically gains access to one additional  language and has the Languages Skill at a class skill. Additionally, if this character’s intelligence is ever raised (and their bonus increases) they may gain an additional language at that time.


	Normal: Limited to Racial, Common and starting Intelligence bonuses for additional languages.


	Special: The owner of this feat gains a +2 bonus to Bluff and Disguise checks when trying to sound like a native speaker of a language they know.











