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Feats of Sin
This installment of the More Feats! product line introduces’a new kind of feat: the sin feat. Sin feats are designed to
represent a character’s vices and moral failings, though they are by no means restricted to evil or non-good characters.
Though a few sin feats are supernatural in nature, and some even grant bonuses of the profane type, characters of any
faith or alignment may wrestle with sinful vices — grappling with and overcoming such a moral complication often serves
to highlight a character’s heroism.

Many sin feats provide benefits and effects which scale with the number of sin feats that a character possesses. Where
applicable, these scaling bonuses are listed in the description of each feat’s benefits. Some sin feats’ prerequisites require
a character to possess some number of other sin feats first, or may allow a character to bypass other prerequisites if they
do. For example, a feat might list “Iron Will or one other sin feat” in the prerequisite line. These feats need not share
a theme (like wrath, lust, or greed) with the feat listing the prerequisite; all sin feats are equal to one another for the

purposes of fulfilling prerequisites like these.

-

CRIMINAL MISCHIEF [SIN]

You boast a diverse criminal resume.

Prerequisite: one other sin feat

Benefit: You gain a +2 profane bonus on Bluff skill

checks to create a diversion to hide, Disable Device
skill checks made to open locks, and Sleight of Hand
skill checks made to pick pockets or lift objects from
another’s person.

e If you possess two other sin feats, you gain the
same profane bonus on Disguise skill checks made
to change or hide minor details only.

e If you possess four other sin feats, you gain the
same profane bonus on Escape Artist skill checks
made to move through tight spaces.

e If you possess six other sin feats, you gain the same
profane bonus on Stealth skill checks performed
after sniping.

DIVING DISARM [COMBAT, SIN]

You can snatch up disarmed opponents’ items quickly.

Prerequisite: Improved Disarm or one other sin feat

Benefit: When you successfully disarm an opponent,
you can dive into the prone position as an immediate
action, grabbing the dropped item as a part of that
same action (even if you used a weapon to perform the
disarm). If you do not have a free hand in which to hold
the item, you may drop any number of held items as a
part of the same action.

GLITTERING GREED [SIN]

You’ve divvied up your opponent’s booty long before
his body hits the floor.

Prerequisite: Appraise 5 ranks

Benefit: When you attack an opponent wearing or
carrying at least 1,000 gp worth of equipment, you
gain a +1 morale bonus on the attack roll. You must
use the Appraise skill to successfully appraise at least
1,000 gp worth of equipment carried or worn by that
opponent in order to gain this benefit. If the opponent
drops or otherwise loses equipment that would reduce
the appraised total below 1,000 gp, you lose this bonus

until the apparent value of that opponent’s equipment
equals or exceeds 1,000 gp again.

GLORY HOG [COMBAT, SIN]

Steal the kill, and you steal the glory.

Prerequisite: Combat Reflexes, Improved Critical (any)

Benefit: Whenever another creature scores a critical hit
against a creature that you threaten, you may attempt an
attack of opportunity against the target of that critical hit.
This attack of opportunity takes a -5 penalty.

GREEDY SPELL
[METAMAGIC, SIN]

You can extend the life of a spell, albeit at a steep price.

Prerequisite: two other sin feats

Benefit: You can alter a spell so that it lasts much longer
than usual, but to do so the altered spell must drink
up the power of other spells stored in your mind. By
sacrificing a prepared spell of an equal or higher-level
spell slot, you can extend the duration of your spell by
100% of its original duration. There is no limit to how
many times you can extend the duration of a spell in this
way, though a spell with a duration of “concentration,”
“instantaneous,” or “permanent” may not be extended in
this way. Using this ability is a free action.

A greedy spell takes up a spell slot one level higher than
the spell’s actual level. Any spell sacrificed to extend the
duration of a greedy spell must have a spell level equal
to or higher than the greedy spell’s final, modified spell
level.

MINE, MINE, MINE! [COMBAT, SIN]
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You'll scramble desperately for the object of your desire.

Prerequisite: Improved Steal

Benefit: When you attempt a steal maneuver as a
standard action but fail to steal an item, you may
immediately retry as a move action, taking a -2 penalty
on your CMB check. If this second attempt fails, you may
try a third time as a swift action, taking a -4 penalty on
the attempt.
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e If you possess five other sin feats, these penalties

are reduced to -1 and -2, respectively.

Special: If you possess the Greater Steal feat, you gain
no secondary benefit from that feat when you perform a
steal maneuver in this way; creatures that you steal an
item from immediately notice the theft, as usual.

MISERLY PARANOIA [SIN]

You are profoundly paranoid about your possessions.

Benefit: If any creature steals an item from your person
—even a single copper piece — you automatically realize
the theft one round later. This benefit applies even if an
opponent uses the Greater Steal feat to steal an object
without your realizing it. Note that this benefit applies
only to items that you wear or carry on your person;
you gain no insight about the theft of possessions kept or
stored elsewhere.

RAPACIOUS RAGER
[COMBAT, SIN]

Killing and ravaging are all well and good... but nothing
beats a little looting!

Prerequisite: rage class feature, Improved Steal, one
other sin feat

Benefit: Once per rage, you can attempt a steal combat
maneuver as a move action.

¢ If you possess five other sin feats, you can attempt

the maneuver as a swift action instead.

SCHEMING SCRYER I[SIN]

Using scrying magic, you plan the perfect heist.

Prerequisite: ability to cast scrying, Appraise
5 ranks

Benefit: You can use the Appraise skill to
evaluate an object that you view through a
scrying spell, and can even determine if an
item is magical if your check succeeds by 5 or
more, as usual.

Additionally, if you have successfully
appraised an item belonging to the target of a
scrying spell that you cast, that creature takes
a penalty on its saving throw as though you had a
“possession or garment” belonging to the creature
(assuming that the item in question still belongs to the
target).

SPELL HOARDER I[SIN]

All that glitters is not gold. Nothing glitters the way that
magic does!

Prerequisite: ability to cast prepared spells

Benefit: You gain an additional spell slot of the highest-
level that you can cast, but you may only use this spell
slot to re-prepare an uncast spell from the previous day’s
spell preparations. The uncast spell is transferred to this
special spell slot. Transferring an uncast spell in this way
takes as long as it would ordinarily take to prepare the

3

spell normally.

Special: You can gain this feat up to three times. It's
effects stack. The second time you select this feat, you
must possess at least three other sin feats. The third time
you select this feat, you must possess at least six other
sin feats.

Each time you gain this feat, you gain an additional
spell slot of the highest level that you can cast at the time
that you select this feat. The level of this spell slot does
not change thereafter.

SUSPICIOUS MIND [SIN]

You are inherently suspicious of others’ intentions.

Prerequisite: Perception 1 rank, Sense Motive 1 rank

Benefit: Whenever a character attempts to steal an
item from you using the Sleight of Hand skill and fails,
you automatically notice the attempt. Additionally, if
you successfully use the Sense Motive skill to gain a
“hunch” about a character, you
gain a +5
profane
bonus on
Perception
checks
made to




notice the successful theft of an item on your person via
the Slight of Hand skill. This bonus lasts for as long as
you can see the character about whom your “hunch”
applies.

Normal: A character is aware of an attempt to steal
an item from his person only if his Perception check
exceeds the thief’s Sleight of Hand check (even if the
attempted theft is unsuccessful).

THICK AS THIEVES
[SIN, TEAMWORKI]

A single word or a simple nod is enough to convey a
timely message to your savvy band of thieves.

Prerequisite: Bluff 1 rank

Benefit: You can pass simple secret messages to an
ally who also possesses this feat without the need for a
Bluff skill check. Additionally, you can pass a complex
message with a DC 15 Bluff check.

Alternately, you can use gestures to pass a secret
message to such an ally within 30 ft. without speaking
at all, provided that ally can see you. Passing a message
in this way requires the usual skill check, though an
observer must be within 30 ft. and able to see you in
order to attempt to decipher such a message in the usual
way.

TIGHTFISTED [SIN]

Your foes will have to pry your most prized possession
from your cold, dead hands. And even then...

Benefit: You can spend 1 minute obsessing over an
object in order to gain special benefits against opponents
that would take it from you. You gain a +10 bonus to
your CMD to keep from being disarmed of that object,
or to keep it from being stolen. This bonus does not stack
with the bonus granted by a locked gauntlet. If the object
is hidden on your person using the Sleight of Hand skill,
opponents searching you take a -2 penalty on Perception
checks to find it.

Additionally, you will not drop such an object if you are
holding it when you are stunned, rendered unconscious,
or even killed. Opponents attempting to pry the item
from your hand by force must succeed at a Strength
check with a DC equal to 10 + your size modifier, even
if you are helpless, unconscious, or dead.

You may obsess over only one object at a time.
Obsessing over another object in order to gain this
benefit ends the benefit as it applies to any previously-
affected object.
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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), 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 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 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.

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 Arneson.

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 Renie, 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.

Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis
Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock,
Tracy Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips, Stephen
Radney-MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and
Russ Taylor.
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