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Ohe More Greats! qine 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 Discipline provides feats for monks,
martial arts, and ki users.

AGGRESSIVE COMMAND

You can coordinate the offensive efforts of
your animal companion.

Prerequisites: animal companion, Handle
Animal 4 ranks

Benefit: If your animal companion does not
attack during its turn, you may take a standard
action at any time before the start of its next
turn to command your animal companion to
make a single melee attack.

DEFENSIVE COMMAND

You can coordinate the defensive efforts of
your animal companion.

Prerequisites: animal companion, Handle
Animal 4 ranks

Benefit: If your animal companion does not
attack during its turn, you may take a standard
action at any time before the start of its next
turn to allow your animal companion to take
the total defense action.

DISCIPLINED SPELL

You know a certain spell like the back of
your hand.

Prerequisites: ability to cast prepared spells,
Spell Focus (any)

Benefit: Choose a spell that you can cast
whose school applies to a Spell Focus feat that
you possess. You can cast that spell “sponta-
neously” up to three times per day, losing a
prepared spell of equal level or lower in order
to cast it.

DISPELLING STRIKE [COMBAT]

Your ki channels a purifying power.
Prerequisites: ki pool, Touch of Serenity*
Benefit: Once per round, you can spend 1
point of ki to empower an unarmed strike,
granting your attack the power to degrade
the durations of beneficial spells affecting the
target (thus, a failed attack roll ruins the at-

tempt). You must declare that you are using
this feat before you make your attack roll.
When you deal damage to an opponent with
such an attack, you may choose to reduce the
duration of a single “harmless” spell affect-
ing the target by one applicable increment (a
round, a minute, or an hour, as appropriate),
as long as that spell has a duration measured
in rounds, minutes, or hours.

FIRST STRIKE [COMBAT]

You can execute a deadly opening strike.

Prerequisites: base attack bonus +3

Benefit: Whenever you use a melee attack
to deal damage to a creature whose hit points
are at maximum, your attack deals an addi-
tional +1d4 points of damage. This additional
damage is never multiplied on a critical hit.

GREATER FIRST STRIKE
[COMBAT]

Your first strike is truly lethal.

Prerequisites: base attack bonus +9

Benefit: The additional damage dealt by your
First Strike feat is increased to +3d4.

IMPROVED FIRST STRIKE
[COMBAT]I

Your opening attack is especially deadly.

Prerequisites: base attack bonus +6

Benefit: The additional damage dealt by your
First Strike feat is increased to +2d4.

KI TRANQUILITY

You possess an inner peace that gives attack-
ers pause.

Prerequisites: non-evil alignment, ki pool,
Touch of Serenity*

Benefit: As long as you have at least 1 point
in your ki pool, you gain the benefits of a
constant sanctuary spell-like ability. You can
dismiss the effect as a free action, after which
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you lose access to the ability for 1 hour. Your
effective caster level for this spell-like abil-
ity is equal to your character level. Whenev-
er you take a hostile action (any action that
would break an invisibility spell), you lose the
benefits of this feat for 1 hour.

MUSCLE MEMORY

You move with practiced grace.
Prerequisites: Str 13, Dex 13, Wis 15
Benefit: Whenever you roll a total of 9 or
less on a Strength- or Dexterity-based skill
check, you may accept a result of 10 instead.

STUNNING DISCIPLINE

You can execute a disciplined stunning at-
tack.

Prerequisites: ki pool, Stunning Fist

Benefit: As long as you have at least 1 point
in your ki pool, you may declare a Stunning
Fist attack with an unarmed strike after mak-
ing an attack roll, but before the results of that
roll are revealed.

*: See the Pathfinder® Roleplaying Game:
Advanced Player’s Guide™ for details.
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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), po-
tation, modification, correction, addition, extension, upgrade, improvement, 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 addi-
tional 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
product 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, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or regis-
tered 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 contributed to the Open Game License by the Con-
tributor (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 us-
ing this License.

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

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

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

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Con-
tent 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 Agree-
ment with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunc-
tion with a work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered Trademark. The
use of any Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

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

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

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

11. Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the Contribu-
tor 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 provi-
sion shall be reformed only to the extent necessary to make it enforceable.

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

System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arne-
son.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author:
Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason Buhlman, based
on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC; Authors:
Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Buhlman, Brian J. Cortijo, Jim Groves,
Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick Re-
nie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publushing. LLC; Authors:
Jason Buhlman, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen
Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene,
with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale,
Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
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