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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 Valor features feats for brave, blold, 

and skilled characters who want to add a little flair to their attacks and maneuvers. 

ARMORED MOUNT  [COMBAT]

You have trained your mount to move and fight in 
heavy barding.
Prerequisites: expert trainer and mount class fea-

tures
Benefit: Your bonded mount gains proficiency 

with medium armor.
Special: You can select this feat twice. If you gain 

this feat a second time, your mount gains proficien-
cy with heavy armor.

BLADE STYLE  [COMBAT, STYLE]

With a sweeping blade, you can strike against two 
foes at once.
Prerequisites: temple sword proficiency, Stunning 

Fist, base attack bonus +2
Benefit: As long as you have one hand free, you 

can use a temple blade to perform a special strike 
against both the original target of your attack and 
also against one creature on the opposite border 
or corner of your space (in other words, a creature 
in position to flank you with the original target of 
your attack) as a single attack action. Make a single 
attack roll and compare the results against both tar-
gets.

BLESSED BLADE   
[COMBAT, STYLE]

You can wield a temple blade with devastating 
strength.
Prerequisites: temple sword proficiency, Blade 

Style, Stunning Fist, Temple Blade, base attack bo-
nus +6
Benefit: Your melee attacks with a temple blade 

deal damage as though the weapon were one size 
category larger. Additionally, your Stunning Fist 
ability takes no penalty when used in conjunction 
with your Temple Blade feat.

CELESTIAL AURA

Your goodly aura bestows certain celestial 
boons upon you.
Prerequisites: Cha 19, aura of good class feature, 

Fearless Aura*
Benefit: You gain the spell-like abilities of a half-

celestial with Hit Dice equal to one-half of your 
own Hit Dice. You may use each ability only once 
per day.

CELESTIAL CHANNELING

You can bestow a celestial boon when you chan-
nel positive energy.
Prerequisites: Cha 21, aura of good class feature, 

channel positive energy class feature, Celestial 
Aura, Fearless Aura*
Benefit: Whenever you channel positive energy 

to heal one or more living creatures, you may also 
cast one of the spell-like abilities granted by your 
Celestial Aura feat as a swift action. If you do, you 
may not target or affect any creatures other than 
those affected by your channeled energy with the 
spell-like ability that you cast.

COMBAT TACTICIAN  [COMBAT]

You can instruct your allies in combat techniques.
Prerequisites: tactician class feature, any combat 

feat
Benefit: You can use your tactician class feature 

to share any combat feat that you know to your al-
lies, even if it is not also a teamwork feat. Using 
this ability requires you to expend two daily uses of 
your tactician class feature.

HOLY SLAYER  [COMBAT]

You wield a subtle blade in your crusade against 
the living dead.
Prerequisites: channel positive energy class fea-

ture, sneak attack +1d6
Benefit: Whenever you deal sneak attack damage 

to an undead creature, that creature also receives 
damage from your channel positive energy class 
feature. The creature is entitled to a Will saving 
throw to reduce the damage, as usual. This ability 
does not expend a daily use of your channel energy 
class feature.

INTREPID MERCY

Your mercies bolster your allies.
Prerequisites: mercy class feature
Benefit: When you use your mercy class feature to 

remove a condition from a creature, that creature 
gains immunity to that condition for one round. 

LIBERAL TACTICIAN

You can conceive of endless tactical stratagems.
Prerequisites: tactician class feature
Benefit: You can use your tactician class feature 

one additional time per day.
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Special: You can select this feat multiple times. Its 
effects stack.

STUNNING DISCIPLINE [COMBAT]

You have mastered the art of the stunning fist.
Prerequisites: Stunning Fist, monk level 3rd
Benefit: You may declare that you are using your 

Stunning Fist feat after you have made a successful 
attack, but before you roll for damage.
Normal: You must declare that you are using your 

Stunning Fist feat before making an attack roll.

TEMPLE BLADE   
[COMBAT, STYLE]

You can stun opponents with your sweeping blade 
strikes.
Prerequisites: temple sword proficiency, Blade 

Style, Stunning Fist, base attack bonus +4
Benefit: You can use a temple blade to deliver a 

Stunning Fist attack. Additionally, you may affect up 
to two creatures struck by your Blade Style attack 
with only one daily use of your Stunning Fist feat. 
If you do, the DC of your Stunning Fist ability is 
reduced by 2.

VALOROUS RESOLVE

With a moment to steel your resolve, you can tap 
into hidden reserves of strength.
Prerequisites: bravery +1
Benefit: By taking an uninterrupted 5-minute rest, 

you gain a number of temporary hit points equal to 
your bravery bonus. These temporary hit points do 
not stack with temporary hit points from any other 
source.

*: See the Pathfinder® Roleplaying Game: Ulti-
mate Magic™ 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), potation, modification, correction, addition, extension, upgrade, im-
provement, 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 prod-
uct 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, like-
nesses 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 con-
tributed 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 ac-
ceptance 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 mate-
rial 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 Trade-
mark 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 ver-
sion 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, 
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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. 
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