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Ten new feaTs for use wiTh The PaThfinder® rolePlaying game

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/
pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not en-
dorse this product. Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplay-
ing Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License.
See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.
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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 Song features feats for singers and 

songsters who want to add flair to their attacks and performances. 

BASHING INSTRUMENT{COMBAT]

You wield the power of music more literally than 
most bards do.
Prerequisites: bardic performance, Catch Off-

Guard
Benefit: When you successfully hit a creature with 

an instrument wielded as an improvised weapon, 
you may choose to deal +1d8 extra points of dam-
age. If you do, the instrument receives an equal 
amount of damage (hardness applies normally) 
and strikes the opponent with a musical crash, al-
lowing you to begin a bardic performance as a 
free action as a part of the attack.

CAPTIVATE

Others are transfixed by your attention.
Prerequisites: Cha 13
Benefit: Creatures observing you take twice the 

usual penalties for being distracted, adding +10 to 
the DCs of Perception skill checks that they make.
Special: If you also possess the distraction bardic 

performance, you gain a +2 bonus on Perform 
skill checks to use that ability.

CONDUCTOR’S WAND

You are a maestro of magic.
Prerequisites: bard level 10
Benefit: You can expend one charge from a wand 

that you wield to power your bardic performance 
without expending a daily use of that ability. You 
may wave the wand in the air, use it to strum a 
stringed instrument, use it to beat on a drum, or 
otherwise incorporate the wand into your perfor-
mance, even if you are playing an instrument with 
two hands.
Additionally, you may use your own Charisma 

score when determining the DC of an effect with 
the sonic descriptor that you produce from a 
wand.
Normal: The DC for a spell cast from a wand 

is equal to 10 + the level of the spell or effect + 
the ability modifier of the minimum ability score 
needed to cast that level of spell.

INSTRUMENTAL EXPERTISE

You can produce more powerful effects from 
magical instruments.
Prerequisites: Perform 3 ranks
Benefit: The caster levels and DCs of effects pro-

duced from magical instruments that you play 
(like pipes of the sewers, or a lyre of building) are 
increased by +2.

MASTERPIECE MASTERY

You can perform a masterpiece by rote.
Prerequisites: any masterpiece*

Benefit: Choose any bardic masterpiece that you 
know. You can activate that masterpiece by spend-
ing one fewer rounds of bardic performance than 
you would otherwise expend (minimum 1 round). 
Special: You can gain this feat multiple times. Its 

effects do not stack. Each time you select this feat, 
it applies to a new bardic masterpiece that you 
know.

MELODIC MEDITATION

The magic of music centers your concentration.
Prerequisites: bardic performance
Benefit: As long as you maintain a bardic per-

formance, you can make Perform skill checks in 
place of concentration checks.

NUANCED NOTES

Your music can convey secret meanings.
Prerequisites: Perform 5 ranks.
Benefit: You can use the Perform skill in place of 

the Bluff skill when attempting to deliver a secret 
message, disguising the content of your message 
within the music. The music need not include a 
verbal component, but purely instrumental mes-
sages may convey only simple ideas and feelings, 
such as “that’s a bad idea,” or “I’m scared.”

STEADYING SONG

Your music steadies your spirit.
Prerequisites: Melodic Meditation
Benefit: As long as you maintain a bardic perfor-

mance, you do not lose concentration on spells 
that you cast as a result of taking damage from an 
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ongoing effect. Other sources of damage still af-
fect your concentration normally.

SUMMONER’S SONG

You can sustain summoning spells with the pow-
er of song.
Prerequisites: ability to cast summon monster or 

summon nature’s ally, bardic performance
Benefit: As long as you spend a move action each 

round to maintain your bardic performance, the 
duration of summon monster or summon nature’s 
ally spells that you cast are extended to last for the 
duration of your performance. Maintaining bardic 
performance as a free or swift action is not suf-
ficient to extend the duration of these spells – you 
must spend a move action to do so, even if you 
could otherwise concentrate on bardic perfor-
mance with a lesser action.

WARSHOUT

Your war cry can inspire as well as terrify.
Prerequisites: bardic performance, rage or blood 

rage class feature, Cha 11
Benefit: You can use the bardic performance 

class feature while raging. If you do, your bardic 
performance ends if and when your rage ends, 
and you may not begin another performance for 
one round.
Normal: While raging or bloodraging, a charac-

ter cannot use any Charisma-based skills (includ-
ing the Perform skill) or any ability that requires 
patience or concentration.

*: See the Pathfinder® Roleplaying Game: Ad-
vanced Player’s Guide™ for details.

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. 
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Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. 
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