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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.

CARNAL SATISFACTION [SIN]

You draw strength and satisfaction from erotic acts
Benefit: Whenever you perform a carnal act with a 

Humanoid creature (or one that shares a type with you), 
you gain 1 temporary hit point per character level. These 
temporary hit points last for 1d6 hours (your GM should 
determine the duration in secret). For the purposes of 
this feat, a carnal act may include even relatively simple 
acts of lust, such as passionate kissing or erotic touch.
• If you possess two other sin feats, the duration 

of temporary hit points gained in this way is 2d4 
hours. 

• If you possess four other sin feats, you gain 2 
temporary hit points per character level instead.

• If you possess six other sin feats, the duration of 
temporary hit points gained in this way is 2d6 
hours.

 
DAMNABLE DESIRES [SIN]

Depraved minds often think alike…
Benefit: The depths of your depravity grant you a 

+2 profane bonus on Diplomacy skill checks made 
to influence the attitudes of creatures with the evil 
subtype, creatures with auras of evil, evil dragons, and 
evil creatures that embody lust and decadence (subject 
to GM discretion). By expressing your foul nature to a 
creature that you are attempting to influence, you may 
increase this bonus to +4. If you do, your check may 
influence such a creature’s attitude toward “indifferent,” 
but not to “friendly” or beyond; your nature might 
intrigue or amuse such an entity, but it is unlikely to 
buy real trust. You must decide how to apply this bonus 
before rolling.
If you possess five other sin feats, you may apply the 

same bonus to Intimidate skill checks made to influence 
the types of creatures described above.
 
DISTRACT [SIN]

You can capture another’s attention (and 
imagination!) without ever saying a word.

Prerequisites: Cha 11, Bluff 2 ranks or one other sin 
feat
Benefit: Using only body language, you can distract a 

single, sexually-compatible creature within 30 ft. as a 
move action. This distraction lasts for 1 round, though 
you may renew the effect by spending a move action 
each round to do so. Each consecutive time that you 
distract such a creature, observers (including the affected 
creature) may notice your intention by succeeding on a 
Sense Motive skill check with a DC equal to 15 minus 
the number of consecutive times you have distracted 
the creature. For the purposes of this ability, a sexually-
compatible creature is any creature that might find you 
sexually or romantically attractive.
The DCs of Perception skill checks made by a distracted 

creature are increased by 5; see the description of the 
Perception skill for details.
 
EXPRESSIONS OF LUST [SIN]

You are burdened by despicable desires; and worse: 
your words can burden others with them, too.
Prerequisites: Damnable Desires or three other sin feats
Benefit: So depraved and vile are the natures of your 

lustful desires – and so adept are you at expressing 
them in gruesome detail – that you can unnerve and 
undermine your opponents simply by describing them. 
If you spend at least 1 minute describing some erotic 
torment, you can unsettle listeners in such a way that 
they may have difficulty sleeping soundly thereafter. 
Listeners must succeed on a DC 6 Wisdom check the 
next time they attempt to sleep or rest or recover only 
half as many hit points as usual. A failed check prolongs 
the effect; affected creatures must repeat the check until 
they are successful. Creatures with an aura of evil or the 
evil subtype are unaffected by this ability.
• If you possess two other sin feats, the Wisdom 

check DC is increased to DC 9.
• If you possess four other sin feats, the Wisdom 

check DC is increased to DC 12.
• If you possess six other sin feats, affected creatures 

may prepare one fewer spell of the highest-level 
spell that they can cast for as long as they remain 
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affected by your unnerving desires.
Special: If you possess the telepathy special quality, 

the DC of this special ability is increased by +2 if you 
convey your dark desires telepathically.

FEIGN INNOCENCE [SIN]

You know how to play the victim – and the saint.
Prerequisites: Bluff 5 ranks or one other sin feat
Benefit: You gain a +2 profane bonus on Bluff checks 

made to lie about your deeds, as well as on saving 
throws against spells and effects that would discern or 
reveal information about your alignment. This 
bonus also applies against effects that would 
alter your alignment (like a helm of opposite 
alignment). 
If you possess five other sin feats, you gain 

immunity to effects that would alter your 
alignment, as well as a constant misdirections 
pell-like ability (caster level 5th).
 
INTOXICATING PRESENCE 
[SIN]

The sensuality of your mere presence is 
supernaturally addictive.
Prerequisites: Cha 15, character level 7th, 

two other sin feats
Benefit: Your presence becomes an addictive 

substance, as per the rules for addiction 
described in the Pathfinder® Roleplaying 
Game: GameMastery Guide™. Your presence 
is a minor addiction with a DC of 10; 
exposure can be satisfied by a touch (erotic or 
otherwise), by one minute of conversation, or 
by one minute of unbroken proximity (5 ft. or 
less). The addictive properties of your presence 
affect only creatures with fewer Hit Dice than 
you have.
Special: If you also possess the Lustful Spell 

feat, the addictions are combined – exposure to 
one is equivalent to the other; each addiction 
satisfies the other.
 
LUSTFUL SPELL  
[METAMAGIC, SIN]

Your spells leave beneficiaries begging for 
more.
Prerequisites: Intoxicating Presence or five 

other sin feats
Benefit: You may alter a spell with a 

“harmless” Will saving throw so that it leaves 
living targets and affected creatures wanting 
more. The spell becomes addictive, as per the rules 
for addiction described in the Pathfinder® Roleplaying 
Game: GameMastery Guide™. Your lustful spells 
comprise a minor addiction with a DC of 10; exposure 
can be satisfied by any lustful spell; you may use a 
different spell to satisfy an addiction each time. The 
addictive properties of your lustful spells affect only 

creatures with fewer Hit Dice than you have.
A lustful spell takes up a spell slot one level higher than 

the spell’s actual level.
Special: If you also possess the Intoxicating Presence 

feat, the addictions are combined – exposure to one 
is equivalent to the other; each addiction satisfies the 
other.
 
SCANDALOUS DISPLAY [SIN]

You are truly without shame.
Prerequisites: Shameless Display
Benefit: The penalty imposed by your 

Shameless Display feat is increased to -6, and 
living creatures whose initiative scores are 
reduced to 0 or less by that effect are dazed 
for 1 round.

SHAMELESS DISPLAY [SIN]

You can shock and scandalize opponents 
with your brazenness.
Prerequisites: Cha 11 or one other sin feat
Benefit: During the surprise round (or the 

first round of combat, if there is no surprise 
round) you can perform a shocking act or 
gesture of brazen eroticism on your turn. 
Doing so is a move action that provokes an 
attack of opportunity. When you perform such 
an action, any opponent that has yet to act 
takes a -4 penalty to its initiative score, which 
may change the initiative order for characters 
that have yet to act. In order to be affected, 
a creature must have an Intelligence score 
of 3 or higher and be able to see and hear 
you. Creatures with an aura of evil or the evil 
subtype are unaffected by this ability.

UNADULTERATED LUST 
[SIN, TEAMWORK]

Your unabashed displays of group eroticism 
distract and enthrall onlookers.
Benefit: As long as you and one or more 

allies who also possess this feat are all in 
physical contact with one another, you gain a 
+2 bonus on Bluff and Diplomacy skill checks 
made to influence the attitudes of sexually-
compatible creatures that can see and hear 
you. This bonus stacks with itself up to a bonus 
of +6 (with three allies). For the purposes of 
this ability, a sexually-compatible creature is 
any creature that might find you sexually or 
romantically attractive.

WANTON WILL [SIN]

Your willful brazenness is difficult to deny.
Prerequisites: Iron Will or one other sin feat
Benefit: You gain a +2 profane bonus on Will saving 

throws against enchantment (compulsion) effects. 
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Additionally, any sexually-compatible creature that 
compels you with an enchantment effect must succeed 
on a DC 20 Will saving throw to compel you to do 
anything that would cause you immediate, direct 
harm (though sending you on dangerous assignments 
requires no such check). For the purposes of this ability, 
a sexually-compatible creature is any creature that might 
find you sexually or romantically attractive.
 
WRIGGLING WRESTLER  
[COMBAT, SIN]

Your writhing body proves a serious distraction to 
grapplers.
Prerequisites: Distract or two other sin feats
Benefit: Sexually-compatible creatures that you grapple 

or who grapple with you are distracted for as long as the 
grapple is maintained. For the purposes of this ability, a 
sexually-compatible creature is any creature that might 
find you sexually or romantically attractive.
The DCs of Perception skill checks made by a distracted 

creature are increased by 5; see the description of the 
Perception skill for details.
If you possess five other sin feats, distracted creatures 

also take a -2 penalty on concentration skill checks.

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. 
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