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BREAK BONDS

Nothing can hold you for long.

PREREQUISITES: Str 17

BENEFIT: You gain a +4 morale bonus on all Strength checks made to break free from
manacles, nets, ropes, and other physical restraints, including special attacks and other
effects which allow a Strength check to break free. In addition, you can make an
Intimidate skill check to demoralize each opponent within 30 feet of you as a free
action whenever you successfully break free from such a restraint or effect.

CRUSHING DISARM [COMBAT]

You can crush your opponents’ weapons with your bare hands.

PREREQUISITES: Str 15, Improved Disarm, Improved Sunder, Improved Unarmed Strike
BENEFIT: When you successfully disarm an opponent without using a weapon and
choose to pick up the disarmed object as a free action, you may immediately deal your
unarmed strike damage to the object as if you had also performed a sunder maneuver.

GENTLE GIANT

Others find your quiet strength endearing.

PREREQUISITES: Str 15, Large size or larger

BENEFIT: You gain a +4 circumstance bonus on Diplomacy skill checks made to influence
indifferent, friendly, and helpful creatures at least one size category smaller than your
own. In addition, you may choose not to apply your Charisma modifier (if negative) to
Diplomacy skill checks made to influence such creatures. The benefits of this feat do
not apply to Diplomacy skill checks made to influence a creature that has witnessed
you attacking, wielding a weapon, or taking any hostile action (including casting an
offensive spell, making a threatening Intimidate skill check, or otherwise propagating
or threatening violence in any way) within the past 24 hours.

Furthermore, you may retry failed Diplomacy skill checks against such creatures once
for every step between the size category of the subject and your own size category.
NORMAL: You may not use the Diplomacy skill to influence a given creature’s attitude
more than once in a 24-hour period, nor may you retry a refused request.

HEADLONG CHARGE [COMBAT]

Your reckless charge is devastatingly powerful.

PREREQUISITES: Vital Strike, base attack bonus +8

BENEFIT: You can use your Vital Strike feat (and the Improved Vital Strike and Greater
Vital Strike feats, if you have one or both of those feats as well) whenever you charge.
If you do, you take a -4 penalty to Armor Class instead of the usual -2.

NORMAL: Vital Strike requires a standard action to perform.

MASTER OF DISASTER
You have left many a wrecked and ruined battlefield in your wake.

PREREQUISITES: Strength 13

BENEFIT: Any time that you attack a creature with a melee weapon and miss, you may
choose to make a melee attack against an unattended object within reach as a free
action, using the same weapon and the same modifiers as the missed attack roll.

SAP STRENGTH

Your strength-draining spells empower and enhance your own might.

PREREQUISITES: Str 13, caster level 1st

BENEFIT: Whenever a spell or spell-like ability that you cast or use deals 1 or more
points of Strength damage to your target, 1 point of the damage dealt is converted to
Strength drain instead. In addition, you recover 1 point of Strength damage for each
point of Strength damage or Strength drain that your spell or spell-like ability inflicts. If
your Strength score is undamaged, you may instead recover 1 hit point for each point
of Strength damage or Strength drain dealt by your spell.

SUCKER PUNCH [COMBAT]

You have perfected the art of the cheap shot.

PREREQUISITES: Improved Feint, Improved Unarmed Strike, base attack bonus +3
BENEFIT: Whenever you successfully make an unarmed strike attack against a creature
that is denied its Dexterity bonus to Armor Class, you may roll your unarmed strike
damage twice and take the better result. Additionally, your critical multiplier is
improved by one step when making unarmed strikes against such opponents.

SPECIAL: If you have the sneak attack class feature, you may elect to re-roll a number of
sneak attack dice equal to or less than your Strength modifier (minimum 1 die) instead.
You must keep the second result of each sneak attack die re-rolled.

SMASHING BLOW [COMBAT]
You can smash a slew of smaller enemies in a single blow.
PREREQUISITES: Str 17, Power Attack
BENEFIT: As a standard action, you can use a two-handed bludgeoning weapon to make
a single attack roll against all creatures in a single five-foot square within your reach.
This feat allows you to deal normal weapon damage to a creature with the swarm
subtype with such an attack, as long as that creature is not immune to bludgeoning
damage or to weapon damage.

Apply the damage from your attack, if successful, to each creature that your attack is
successful in hitting; do not roll damage separately. This imprecise attack scores an
automatic hit on a roll of a natural 20, but cannot threaten or confirm a critical hit.
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