ABAN
Py ARISe

_-PRbDUCT NO. FO331

FOLLOW US ON FACEBOOK, TUMBLR, AND TWITTER!

e v )

E-MAIL US AT: CUSTOMERSERVICE(®ABANDONEDARTS.COM

Ty Tvig

&
g

ARy

g g
SN
" I
3 Oy s
]
.

ABANDONED ARTS°PRESENTS:

i

k.

FEATS OF FIGHTING

ELEVEN NEW FEATS FOR USE WITH THE PATHFINDER® ROLEPLAYING GAME

pn'n-mn DER

=5 Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/
= ath'ﬁn'derRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not en- g !
y ":"f se this product. Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Rolepla - " ¥
i _- ame Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatlblhty Llcens
http://paizo. comlpathﬁnderRPG/compatlblhty for more information on the compatlblllty hcense ' - ‘

il g e o b1l P MO o



http://www.facebook.com
http://www.abandonedarts.tumblr.com
https://mailto@abandonedarts.com

o - -

Bracing Spear [combat]

You can more effectively ready your spear against a
variety of attacks.

PREREQUISITES: Combat Expertise, Weapon Focus (any
weapon with the brace weapon quality), base attack
bonus +3

BENEFIT: When you are wielding a weapon with the
brace weapon quality, you may ready that weapon
against opponents that use the Power Attack, Flyby At-
tack, Ride-By Attack, or Spring Attack feats against you,
or against opponents that attempt a bull rush or overrun
combat maneuver against you.

NORMAL: A weapon with the brace quality may only be
braced against a charge.

Disarming Flourish [combat]

With a theatrical twist of your blade, you can send
disarmed weapons soaring skyward and out of reach
before clattering to the ground.

PREREQUISITES: Dex 15, Improved Disarm, base attack
bonus +6

BENEFIT: Whenever you successfully disarm an oppo-
nent of a weapon or shield, you may send the weapon
soaring vertically into the air a number of feet equal
to twice your own natural reach. If you do, the item
remains airborne until the start of your next turn, where
it lands on the ground in the space from which it was
disarmed.

Firm Opposition [combat]

Foes break against you like waves; you can beat them
back as quickly as they come.

PREREQUISITES: Combat Reflexes, base attack bonus +3

BENEFIT: As a standard action, you may double the
number of attacks of opportunity that you can make be-
fore the start of your next turn.

Flash of Steel [combat]

You can strike with blurring speed.

PREREQUISITES: Dex 17, Lightning Stance, Wind Stance,
base attack bonus +9

BENEFIT: As long as you do not make any attacks or take
any attack action, cast spells, use spell-like abilities, or
take any action which would break an invisibility spell
during your turn, you may make a single melee attack
with a manufactured weapon as an immediate action
any time before the start of your next turn.

Greater Vital Opportunist [combat]

You can execute incredible attacks of opportunity.

PREREQUISITES: Combat Reflexes, Greater Vital Strike,
Improved Vital Opportunist, Improved Vital Strike, Vital
Opportunist, Vital Strike, base attack bonus +16
BENEFIT: As long as you do not use your Vital Strike feat
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(or any feat which lists Vital Strike as a prerequisite) on
your turn, you may apply the benefits of your Greater
Vital Strike feat to attacks of opportunity that you make
before the start of your next turn.

Improved Vital Opportunist [combat]

You can execute devastating attacks of opportunity.

PREREQUISITES: Combat Reflexes, Improved Vital Strike,
Vital Opportunist, Vital Strike, base attack bonus +11

BENEFIT: As long as you do not use your Vital Strike feat
(or any feat which lists Vital Strike as a prerequisite) on
your turn, you may apply the benefits of your Improved
Vital Strike feat to attacks of opportunity that you make
before the start of your next turn.

Improved Wearying Defense [combat]

You can outlast all but the most enduring of enemies.

PREREQUISITES: Wearying Defense, base attack bonus
iRl

BENEFIT: The damage dealt by your Wearying Defense
feat is increased to 2d6.

Sky Shot [combat]

You can lead your shots with accuracy when firing on
airborne targets.

PREREQUISITES: Weapon Focus (composite longbow or
longbow)

BENEFIT: Whenever you use a longbow or composite
longbow to make a ranged attack against an airborne
target, you gain a +1 bonus on your attack and damage
roll.

Tactical Withdraw [combat]

The battlefield is a chessboard to your strategic mind.

PREREQUISITES: Dodge, Improved Reposition

BENEFIT: Whenever you use the withdraw action as a
full-round action, you may make a reposition combat
maneuver against an opponent as a swift action at the
end of your action, as long as you did not threaten that
opponent at the start of your turn.

Vital Opportunist [combat]

You can execute powerful attacks of opportunity.

PREREQUISITES: Combat Reflexes, Vital Strike, base at-
tack bonus +6

BENEFIT: As long as you do not use your Vital Strike feat
(or any feat which lists Vital Strike as a prerequisite) on
your turn, you may apply the benefits of your Vital Strike
feat to attacks of opportunity that you make before the
start of your next turn.




Wearying Defense [combat]

You wage a battle of attrition against your opponents.

PREREQUISITES: Combat Expertise, Endurance

BENEFIT: Whenever an opponent attempts one or
more melee attacks against you on its turn, and misses
with each and every melee attack for two consecutive
rounds, that opponent receives 1d6 points of nonlethal
damage at the end of its 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 includ-
ing derivative works and translations (including into other computer languages), potation, 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 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 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 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 contributed
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 acceptance 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 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 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 Trademark 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 distrib-
ute 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 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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