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The More Feats! Line from Abandoned Arts
Each entry in the More Feats! product line contains a group of thematically-related feats for 
perfect for PCs and NPCs relevant to that theme. Feats of Combat features feats for fighters, 
rogues, paladins and other combat masters who want to add a little flair to their attacks and 

maneuvers. 

ADAPTIVE DEFENSE  [COMBAT]

You learn from your mistakes.
Prerequisites: Dodge
Benefit: When you take damage from an op-

ponent, you gain a +1 dodge bonus to Armor 
Class against attacks made by that opponent 
before the start of your next turn. You may 
gain the Benefits of this feat only once per 
round as it applies to any given opponent.

BATTLE BANTER  [COMBAT]

You banter with your opponents in battle, 
slinging criticism like a cudgel.
Prerequisites: Bluff or Intimidate 3 ranks
Benefit: When an opponent attacks you in 

combat, you can “call out” an opponent’s at-
tack as an immediate action, predicting that 
the opponent’s attack will miss you. You must 
be able to speak and be understood by an op-
ponent to be affected. If the called attack does 
indeed miss, you gain a +2 morale bonus on 
the next damage roll that you make against 
that opponent.
If the called attack does not miss, you may 

not gain the Benefits of this feat again for 1 
minute.

BLADE SPELL   
[COMBAT, METAMAGIC]

You can cast touch spells through a held 
weapon.
Prerequisites: base attack bonus +3
Benefit: You can cast a spell in such a way 

as to cast it through a melee weapon as you 
attack. You may cast any spell with a range 
of “touch” in this way, and may deliver the 
spell through any weapon that you wield as 
part of a melee attack. Instead of the free me-
lee touch attack normally allowed to deliver 
the spell, you can make one free melee attack 
with his weapon (at your highest base attack 
bonus) as part of casting this spell. If success-
ful, this melee attack deals its normal damage 
as well as the effects of the spell. The attack 
uses the weapon’s critical range (20, 19–20, 
or 18–20 and modified by the keen weapon 

property or similar effects), but the spell effect 
only deals ×2 damage on a successful critical 
hit, while the weapon damage uses its own 
critical modifier.
A blade spell uses up a spell slot one level 

higher than the spell’s actual level.

CAREFUL SNIPER  [COMBAT]

You take care to safeguard your hidden snip-
ing position.
Prerequisites: Deadly Aim, Stealth 1 rank
Benefit: You take no penalty on Stealth 

checks made to hide while sniping if your 
sniping attack misses. Observers may still no-
tice that they have been attacked, though you 
suffer no increased risk of giving away your 
position.

COMBAT PHANTOM  [COMBAT]

You vanish in and out of combat, striking 
stealthily.
Prerequisites: Stealth 9 ranks, base attack 

bonus +5
Benefit: You can make a melee attack while 

hiding without giving away your position. 
This ability is similar to sniping, except that 
you may make melee or ranged attacks while 
hiding, and you need not be 10 ft. or more 
away from the target of your attack. After at-
tacking, immediately make a Stealth check 
with a -20 penalty. You may not hide from 
creatures within 5 ft. of you in this manner, 
but may hide from other observers if your 
check is successful.

COMBAT READINESS  [COMBAT]

You are ready for anything.
Prerequisites: base attack bonus +5
Benefit: When you ready an action, you may 

choose and specify two actions, choosing to 
take either one (but not both) if or when the 
readied conditions are met.
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DELAYED REACTION  [COMBAT]

A moment of careful study lends strength to 
your attacks.
Prerequisites: Improved Initiative
Benefit: After delaying your action, you gain 

a +1 bonus on weapon damage rolls against 
opponents who have taken a turn since you 
last acted. This bonus does not stack with it-
self, lasting only until the end of your turn.

MELEE METTLE  [COMBAT]

You are difficult to overcome with magic at 
close range.
Prerequisites: Lightning Reflexes
Benefit: When a spellcaster within 5 ft. of 

you targets or affects you with a spell that al-
lows a saving throw, you may roll your saving 
throw twice and take the higher result.

READYING STRIKE  [COMBAT]

You remain ready for anything, even while 
on the offensive.
Prerequisites: Alertness, Combat Readiness, 

base attack bonus +12
Benefit: Whenever you ready an action, you 

may make a single melee attack as an imme-
diate action.

STEADYING READY  [COMBAT]

You possess the patience of stone.
Prerequisites: base attack bonus +3
Benefit: Whenever you ready an action, you 

gain 3 temporary hit points which last until 
the start of your next turn.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 

Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who 

have contributed Open Game Content; (b)”Derivative Material” means copyrighted 
material including derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, upgrade, im-
provement, compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open 
Game Content” means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) “Product Identity” means product and prod-
uct line names, logos and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, like-
nesses and special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product identity by 
the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products or the associated products con-
tributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee 
in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used under and in terms 
of this License. You must affix such a notice to any Open Game Content that you Use. 
No terms may be added to or subtracted from this License except as described by 
the License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your ac-
ceptance of the terms of this License.

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

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

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

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

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

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

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

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

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

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

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