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NEW FEATS
ARCHER’S COUP DE GRACE [GENERAL]
You’re an accomplished master of the bow capable 
of delivering killing shots from a distance.

Prerequisites: Point Blank Shot, Far Shot, Precise 
Shot.

Benefit: You may use a bow or crossbow to make 
coup de grace attempts against helpless opponents 
within 30 feet.

ARMOR PIERCING SHOT [GENERAL]
You’ve studied the armor of man long enough to 
have a remarkable understanding of its construc-
tion – and weaknesses – and use this knowledge to 
your advantage.

Prerequisites: Precise Shot, Craft (armor) 6 ranks

Benefit: As a full-round action you may study a 
distant foe’s armor, searching closely for a weak 
spot. On your next turn, if you are uninterrupted, 
you may make a Perception check (DC 15 + the 
armor bonus of your target’s worn armor); you 
gain a synergy bonus to this roll equal to one-
half (round up) the number of ranks you possess 
in Craft (armor). If this Perception check is 
successful the armor bonus of your target’s worn 
armor is reduced by one-half (round down) for a 
single attack with a bow or crossbow. Additionally, 
if the attack is successful, you gain a bonus to 
damage equal to the number of ranks you possess 
in Craft (armor).

The effects of this feat are limited to targets within 
60-feet of your position.

ARROW STAB [GENERAL]
You’re experienced at turning an arrow of 
crossbow bolt into an effective melee weapon.

Prerequisite: Proficiency with any bow or 
crossbow.

Benefit: When pressed into melee combat you 
may fight with an arrow or crossbow bolt, treating 
the arrow or bolt as a Tiny weapon that inflicts 1d4 
points of damage and has a x2 critical multiplier.

With a successful Bluff check (DC 10 + oppo-
nent’s Perception rank) against an opponent that is 
within melee range you may feint firing the arrow 
or bolt and then at the last second attack with the 
arrow or bolt, gaining a +2 surprise bonus to your 
attack and damage rolls.

ARROW TRIP [GENERAL]
You are a master with the bow, capable of tripping 
opponents from a distance by firing arrows in front 
of them as they move. 

Prerequisites: Precise Shot, base attack bonus +6

Benefit: You may make a trip attack with a bow 
or crossbow, as an immediate action, against 
any opponent that is moving. Your attack roll is 
treated as your Strength check for purposes of 
this maneuver – your opponent’s Dexterity check 
(Strength checks cannot resist a trip attempt made 
with this feat) must exceed your attack roll or your 
opponent is tripped by the arrow attack.

This counts as an attack of opportunity attempt for 
you.

BALANCED BLADES [FIGHTER, GENERAL]
You have learned to balance two weapons more 
precisely in your hands.

Prerequisites: Improved Two-Weapon Fighting, 
base attack bonus +9.

Benefit: Any one-handed weapon of your size 
category or smaller is treated as a light weapon for 
purposes of determining your penalties for fighting 
with two weapons. This means, for example, that 
you could fight with a longsword, a scimitar, or 
a rapier in each hand and only suffer the penal-
ties for having a light weapon in your off hand. 
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This greater balance does come at a price in terms of your 
ability to strike hard; you may not use the Power Attack 
feat when you are fighting in this fashion.

Normal: You suffer greater penalties when fighting with 
two weapons and wielding anything other than a light 
weapon in your off hand.

CHARM ARROW [GENERAL]
You are able to enhance arrows with mind affecting magic.

Prerequisite: Enhance Arrow as a class feature.

Benefit: When enhancing arrows you may choose to 
imbue charm magic into the arrow instead of an enhance-
ment bonus. In place of your normal enhancement bonus 
the arrow casts charm person (or charm monster, if appro-
priate) on the target, after it suffers the arrow’s regular 
damage. The charm person effect functions as if cast by a 
spellcaster of a level equal to your Intelligence modifier 
+3.

CLOSE FIGHTING [GENERAL]
You’ve trained long and hard with allies, mastering your 
combat techniques when shoulder-to-shoulder with your 
allies.

Benefit: When adjacent to an ally that possesses the Close 
Fighting feat you gain a bonus to attack and damage rolls 
equal to one-half your ally’s base attack bonus (round 
down).

DEAD SHOT [ FIGHTER, GENERAL ] 
You are a skilled marksman and have learned to hit targets 
who are hiding behind cover.

Prerequisites: Point Blank Shot, Precise Shot, Dexterity 
13+, Base Attack Bonus +4 or higher

Benefit: When using a ranged weapon against a target 
taking advantage of cover, the target is considered not to 
have cover and gains no AC bonus because of cover. 

Special: This feat does not stack with other feats or abili-
ties that lend modifiers to hit targets behind cover.

DEADLY AIM [ FIGHTER, GENERAL ]
You have become an expert marksman, enabling you to 
strike vulnerable spots with ruthless efficiency.

Prerequisites: Proficiency with a ranged weapon, 
Improved Critical, Weapon Focus, and Weapon 
Specialization with that ranged weapon, base attack bonus 
+11.

Benefit: When firing your chosen weapon, your critical 
multiplier is increased by one (for example, a x3 critical 
multiplier becomes x4).

Special: This feat may only be chosen with a ranged 
weapon. You may gain this feat more than once, choosing a 
different weapon for which you meet the prerequisites each 
time.

This effect does not stack with any other effect that 
increases the critical multiplier of a given weapon, but it 
does stack with the Improved Critical feat and other effects 
that increase a weapon’s threat range (though such effects 
still do not stack with each other).

DEATH BLOW [GENERAL]
Choose one type of weapon, once per day you’re able to 
pierce an enemy’s defenses, inflicting mortal damage.

Prerequisite: Improved Critical (identical weapon type), 
Base attack bonus +12

Benefit: When using the weapon you selected, any critical 
strike deals a number of points of damage equal to two 
times your Strength bonus. This damage is in addition to 
any other damage the strike inflicts.

Special: You can gain Death Blow multiple times. The 
effects do not stack. Each time you take the feat, it applies 
to a new type of weapon.

DOUBLE NOCK [ FIGHTER, GENERAL ] 
You have practiced nocking and firing two arrows at once, 
without either shooting yourself in the hand or sending 
both arrows flying wild with each shot.

Prerequisites: Dexterity 15+, Point Blank Shot, Rapid 
Shot

Benefit: As a move equivalent action you can nock two 
arrows to your bow instead of one. In this way, your next 
attack with your bow will fire both arrows at your target. 
You make an attack roll with each of these arrows, with 
each attack suffering from a -5 circumstance penalty on the 
attack roll.

EAR TO THE GROUND [GENERAL]
By lying down and placing your ear to the ground you are 
able to identify the location and distance of creatures in 
contact with the ground.

Benefit: As a full-round action you may lie down on the 
ground and by then placing your ear on the ground auto-
matically detect the location of any creature in contact with 
the ground to a range of 30 ft.



undeFEATable 3
Special: Wearing a helmet or anything that covers your 
ears automatically negates this ability. You may take this 
feat multiple times, each time after the first adding 10 ft. to 
its range to a maximum range of 60 ft.

ENCHANT ARROW [GENERAL]
You may transfer spell energy to an arrow or bolt, creating 
a temporary magical weapon.

Prerequisite: Ability to cast arcane or divine spells

Benefit: As a swift action you may enchant a readied 
arrow or loaded crossbow bolt. One prepared spell is 
immediately lost and the arrow or bolt gains an enchant-
ment bonus equal to the level of the lost spell +1 (limit 
+5). The arrow or bolt is treated as magical ammunition 
for all intents and purposes.

EXECUTIONER’S BLOW [GENERAL]
You lash out during battle, slashing your opponent’s neck, 
stabbing through the eye, or striking another vital area.

Prerequisites: Improved Coup de Grace, Power Attack

Benefit: Once per day, with any melee weapon and as a 
full-round action, you may make a coup de grace attempt 
on an opponent as if that opponent was helpless.

IMMEDIATE COUP DE GRACE [GENERAL]
You are fast to take advantage of a situation, attacking a 
helpless opponent swiftly and decisively, without hesita-
tion.

Prerequisites: Lightning Reflexes, Base attack bonus +6

Benefit: You may make a coup de grace attack as an 
immediate action.

Normal: Making a coup de grace attack is a full-round 
action.

IMPROVED COUP DE GRACE [GENERAL]
Your combat experience and knowledge of opponent’s 
weak points enables you to deliver faster, more effective 
coup de grace attacks.

Prerequisites: Combat Expertise, Heal 8 ranks

Benefit: Attempting a coup de grace attack does not 
provoke an attack of opportunity. If your target survives 
your coup de grace attack he must make a Fortitude save 
(DC 15 plus damage dealt) or die.

Normal: Attempting a coup de grace attack provokes an 
attack of opportunity. If your target survives the attack he 
must make a Fortitude save (DC 10 plus damage dealt) or 
die.

IMPROVED THREATENED ZONE [GENERAL]
You consummate skill with ranged weapons allows you to 
threaten a larger area.

Prerequisites: Base Attack Bonus +15 or higher, Dexterity 
19+, Threaten Zone

Benefit: This feat increases the range you can threaten 
with ranged weapons using the Threaten Zone feat by 10 
feet.

INSTINCTIVE SHOT [ FIGHTER, GENERAL ]  
You are one with your bow, enabling you to make difficult 
shots as if they were routine.

Prerequisites: Base attack bonus +6, Point-Blank Shot, 
Weapon Focus with chosen bow

Benefit: Choose a ranged weapon. When using that type 
of ranged weapon, you can apply double your Wisdom 
bonus (if any) to negate attack penalties due to range. You 
do not gain an actual bonus to hit; if the doubled Wisdom 
modifier is greater than the range penalty, the excess is 
discarded.

Special: You may gain this feat multiple times. Its effects 
do not stack; each time you gain this feat, it affects a 
different ranged weapon.

KILLING SHOT [GENERAL]
You aim and concentrate on the perfect shot. One arrow, 
one kill.

Prerequisite: Base Attack Bonus +12 or higher, Perfect 
Shot

Benefit: When you make an attack using the Pinpoint 
Accuracy ability or feat, the critical threat range on the 
weapon you are using is increased by 2.

KNOW TERRAIN [GENERAL]
You know how best to use the terrain to your advantage 
during combat.

Prerequisites: Int 15, Survival 4 ranks.

Benefit: You gain an understanding of the terrain features 
on any battlefield, provided they are not hidden from your 
view or magically obscured. You do not gain any special 
ability to detect illusionary terrain, concealed pits, or other 
non-obvious hazards. 

You can automatically identify squares that will cost extra 
movement to pass through, evaluate the degree of cover 
provided by any object or natural obstacle, and determine 
the shortest path between any two points on the battlefield. 
Furthermore, your refined understanding of the use of 
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terrain and positioning in combat grants you an additional 
+1 circumstance bonus on melee attacks you make from 
higher ground, giving you a total bonus of +2 on such 
attacks.

You gain a +2 insight bonus on Acrobatics checks that 
have been made more difficult because of rubble, wet or 
icy surfaces, and similar natural obstructions. This does not 
apply to temporary hazards created by spells; for example, 
you do not gain the bonus when moving through an area 
under the effect of a grease spell, because that effect has 
nothing to do with the terrain.

LAST DITCH [ FIGHTER, GENERAL ] 
You can pull off one last shot as your enemies rush in to 
fight you.

Prerequisites: Point Blank Shot, Rapid Shot, Combat 
Reflexes, Fast Draw

Benefit: You can take a single attack with your in-hand 
ranged or thrown weapon against a charging opponent 
when he comes within ten feet of you. If you take this 
attack, it counts against you normal number of attacks of 
opportunity that round, and you lose your Dexterity bonus 
to AC for the rest of the round.

LIGHT STEP [GENERAL]
You walk gently on the ground and leave little evidence of 
your passage.

Benefit: You are treated as two size categories smaller for 
the purposes of determining the DC of Survival checks 
made to track you. Thus, a Medium creature is treated as 
Tiny, increasing the DC to +2, while a Huge creature is 
treated as Medium, with no penalty or bonus to the check. 
In addition, you gain a +2 bonus to Stealth checks.

OVERPENETRATE [ FIGHTER, GENERAL ] 
Your arrows and bolts can cleave through your target and 
strike a second foe.

Prerequisites: Base Attack Bonus +6 or higher, Point 
Blank Shot, Power Attack

Benefit: If you cause a creature to drop with a missile 
attack from a piercing weapon (crossbow, or bow for 
example), such as by reducing it to 0 or fewer hit points, 
the arrow penetrates through your target and potentially 
strikes a second target. You may immediately make another 
ranged attack at the same attack bonus as your killing shot 
at an enemy directly behind the dropped target. The new 
target must be directly behind the original target relative to 
your position, and must be directly adjacent to the initial 
target. You may use this ability once per round.

PINPOINT ACCURACY [ FIGHTER, GENERAL ] 
You have learned to take your time with the most impor-
tant ranged attacks to make sure that you hit your intended 
target.

Prerequisites: Point Blank Shot, Precise Shot, Dexterity 
13+

Benefit: You may spend a full-round action, during which 
you do nothing but aim at a target with a ranged weapon, 
and receive a +2 bonus to your attack roll on that target the 
next round with the ranged weapon. (You may aim for up to 
three consecutive rounds, or your Wisdom bonus in rounds, 
whichever is less, gaining a maximum of +6 to the attack 
roll on the fourth round.)

Firing after aiming requires use of the full attack action, in 
which you gain all benefits at your highest attack bonus, 
but only make a single attack. If you are threatened or 
attacked while aiming, all modifiers from this feat are lost 
until you are able to start over.

PERFECT SHOT [ FIGHTER, GENERAL ] 
Your mastery of ranged weapons allows you to take that 
extra moment needed in the thick of combat to make each 
and every shot count to the utmost.

Prerequisites: Base Attack Bonus +6 or higher, Pinpoint 
Accuracy, Point Blank Shot, Weapon Focus (ranged 
weapon)

Benefit: When making a full attack action, you may sacri-
fice your additional attacks in order to make a single attack 
with your full attack bonus. If this attack hits, it deals 
an additional 1d4 damage per iterative attack you would 
normally be allowed. For example, an ranger with a +13 
Base Attack Bonus hits using this feat. Normally she could 
make three attacks in a round (at +13, +8 and +3), and 
therefore she deals +2d4 damage using her deadly shot.

Special: This feat may be taken a second time, increasing 
the additional damage to +1d6 instead of +1d4.

RANGED TRIP [GENERAL]
You shoot for the knees, taking down or at least stumbling 
your targets.

Prerequisites: Base Attack Bonus +8 or higher, Dexterity 
17+, Precise Shot

Benefit: You may make a trip attack using a ranged 
weapon by targeting the opponent’s knees, ankles or other 
critical points on his legs. This attack is resolved as a stan-
dard missile attack with a -4 circumstance penalty on the 
attack roll, and deals normal damage for the attack, in addi-
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tion it initiates a trip attack, as if the tripping attacker was a 
small-sized creature for the purpose of resolving the attack. 

REFLEXIVE SHOT [GENERAL]
You react quickly to danger, firing an arrow before anyone 
involved in an encounter can react.

Prerequisites: Improved Initiative, Lightning Reflexes, 
Base attack bonus +4.

Benefit: If you have a missile weapon drawn and ready 
when you encounter a foe you may make a single attack 
before rolling for initiative. If your target is flat-footed you 
gain a circumstance bonus to damage equal to your base 
attack bonus.

RETURN ARROW [GENERAL]
When you grab an opponent’s arrow from the air – and if 
you have a bow in hand – you may immediately fire it.

Prerequisite: Dexterity 18+, Snatch Arrow

Benefit: As long as you have a bow in hand, you may 
immediately fire a snatched arrow back at the attacker at a 
–2 attack penalty. This is a free action.

RUNNING STRIKE [GENERAL]
You attack opponents as you run past them.

Prerequisites: Dexterity 17+

Benefit: When running in a straight line you may make a 
single melee attack against any opponent that you move 
past during your run – you may move both before and after 
this attack. Attempting a Running Strike during your turn 
reduces your running speed to three times your speed (two 
times your speed if you’re in heavy armor).

SUPERIOR CRITICAL [FIGHTER, GENERAL]
You have learned how to strike at vital areas, increasing the 
power of your critical hits.

Prerequisites: Greater Weapon Focus, Improved Critical, 
and Weapon Specialization with the chosen weapon.

Benefit: On a confirmed critical hit with your chosen 
weapon, you deal an extra +1d10 points of damage for 
each point of the weapon’s critical multiplier.

For example, a weapon with a x2 critical multiplier deals 
+2d10 points of damage, a weapon with a x3 critical multi-
plier deals +3d10 points of damage, and so forth. As extra 
dice of damage, these bonus dice are not themselves multi-
plied by the critical hit.

Special: This feat may only be chosen with a melee 
weapon. You may gain this feat more than once, choosing a 

different weapon for which you meet the prerequisites each 
time.

SWORDS AS A SHIELD [GENERAL]
You are adept at using your swords as a shield during 
combat.

Prerequisites: Weapon Focus (any sword), Two-Weapon 
Fighting

Benefit: When wielding a sword in each hand you gain 
a +2 shield bonus to AC, as you employ the swords to 
defend yourself. Your combat abilities are unaffected.

THREATEN ZONE [ FIGHTER, GENERAL ] 
Your speed and accuracy with a ranged weapon is great 
enough to threaten an area around you.

Prerequisites: Base Attack Bonus +9 or higher, Last Ditch

Benefit: When wielding a ranged weapon, you threaten an 
area up to 20 feet away as if you had reach, being able to 
flank and deal attacks of opportunity to opponents within 
that area with a ranged weapon.

TRIPLE NOCK [ FIGHTER, GENERAL ] 
You have mastered the double nock to the point that you 
can (almost accurately) nock and fire three arrows at once.

Prerequisites: Base Attack Bonus +15 or higher, Dexterity 
19+, Bow Mastery, Double Nock

Benefit: As a move-equivalent action you can nock three 
arrows to your bow instead of one. In this way, your next 
attack with your bow will fire all three arrows at your 
target. You make an attack roll with each of these arrows, 
with each attack suffering from a -5 circumstance penalty 
on the attack roll.

WALK WITHOUT RHYTHM [GENERAL]
You can disguise your footfalls so that they are harder to 
detect.

Prerequisite: Light Step

Benefit: The special quality tremorsense does not work 
against you. Thus, a purple worm cannot detect you simply 
because you are moving within 60 ft. of it. The creature 
must instead detect you through normal means. In addition, 
you gain a +2 bonus to your Stealth checks. This bonus 
stacks with that from the feat Light Step and any other feat 
that grants a similar bonus (such as Stealthy).
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