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eleven 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 Stealth features feats for stealthy or 

sneak-attacking characters who want to add flair to their attacks and maneuvers. 

ARMORED SNEAK

You can move quietly in medium armor.
Prerequisites: medium armor proficiency
Benefit: You take no armor check penalty on 

Stealth skill checks for wearing light or medium 
armor, or for carrying a light shield or a buckler.

CREEP

Slow and steady may not win the race, but it 
makes for a great escape.
Prerequisites: Stealth 1 rank
Benefit: As long as you move no more than 5 

ft. per round, you may roll twice and take the 
better result when making Stealth skill checks 
to move undetected.

GREATER SNIPING

You can trade accuracy for stealth while sniping.
Prerequisites: Stealth 1 rank, base attack bo-

nus +1
Benefit: When you make a ranged attack from 

a hidden position against a target at least 10 ft. 
away from you, you may take a penalty on your 
attack roll no greater than your base attack bo-
nus. If you do, you gain a +2 bonus on your 
Stealth check to remain hidden after firing, up 
to a maximum of +10.

HIDE IN THE OPEN

Your confidence and instincts make you a mas-
ter of disguise.
Prerequisites: Disguise 3 ranks
Benefit: Observers gain only half the usual 

bonus to recognize you when you use the Dis-
guise skill to impersonate a specific creature 
known to them.

IMPROVED SNIPING

You are an especially stealthy sniper.
Prerequisites: Stealth 1 rank
Benefit: When using the Stealth skill to remain 

hidden after making a ranged attack from 10 
ft. away or more, you take only a -15 penalty 

to your Stealth skill check to maintain your ob-
scured location.
Normal: After making a ranged attack while 

hidden, you take a –20 penalty on your Stealth 
check to maintain your obscured location.

MASTER DECOY

You’re the perfect distraction.
Benefit: Creatures observing or interacting 

with you take a -4 penalty on Perception checks 
to notice other characters using Stealth to hide 
from them.

POISONER’S PRECISION

You can deliver a poisoned strike where it will 
most quickly and effectively enter the victim’s 
bloodstream.
Prerequisites: poison use, sneak attack +1d6
Benefit: When delivering a poison with a sneak 

attack, add +1 to the poison’s DC.

SHADOW CHANNEL

Your channeled energy is especially deadly 
against the living.
Prerequisites: channel energy 2d6, sneak at-

tack +2d6
Benefit: When you use your channel energy 

class feature to harm living creatures, you may 
spend 1 additional use of channel energy to add 
your sneak attack dice to the damage dealt.

SHOCKING SNEAK ATTACK

You can deliver a swift and shocking sneak at-
tack in a horrifying display of gore and savagery.
Prerequisites: Dazzling Display, Gory Finish, 

Weapon Focus, sneak attack +2d6
Benefit: You can use your Gory Finish feat as 

a free action (instead of a swift action) if your 
attack is a sneak attack made with a weapon 
to which your Weapon Focus feat applies. Ad-
ditionally, you gain the benefits of your Gory 
Finish feat if the attack reduces your target to 0 
hit points or less.
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STEALTH AWARENESS

Your awareness lends you fine skulking instincts.
Prerequisites: skill mastery (Perception) rogue 

talent
Benefit: Your minimum Stealth skill check (be-

fore applying circumstantial penalties and neg-
ative modifiers) is equal to your Perception skill 
bonus. If your Stealth check totals less than this 
amount, increase it to match this minimum val-
ue instead. For example: if your Perception bo-
nus is +12 and you roll a total of 8 on a Stealth 
skill check, your Stealth skill check is increased 
to 12. Penalties (like those incurred for sniping 
or moving at full speed) may still reduce the 
check below 12.

STEALTHY TRACKING

You are a master hunter, able to track your prey 
as swiftly and silently as an owl.
Prerequisites: track, Stealth 3 ranks
Benefit: You can follow tracks while moving 

stealthily without further reducing your over-
land travel speed.
Normal: Both following tracks and using the 

Stealth skill reduce your overland speed by half.

*: See the Pathfinder® Roleplaying Game: Ulti-
mate Combat™ sourcebook 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 
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work covered by this License, including translations and derivative works under copyright 
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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. 
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10. Copy of this License: You MUST include a copy of this License with every copy of the 
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12. Inability to Comply: If it is impossible for You to comply with any of the terms of 
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affected. 

13. Termination: This License will terminate automatically if You fail to comply with all 
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