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NEW FERTS

The following feats are all considered draconic
bloodline feats and may be taken as bonus feats
whenever you gain a bloodline feat. You must meet
the prerequisites for these feats.

BLACK DRAGON'S ACID,TONGUE

You gain the black dragon’s ability to speak with
reptiles.

Prerequisites: Draconic bloodline (must choose
black dragon), dragon disciple level 1st

Benefit: You gain the constant spell-like ability to
speak with reptiles. This functions as speak with
animals, but only with reptilian animals. In addi-
tion, you gain a +2 bonus to Diplomacy checks
against reptiles and dragons.

BLISTERING DRAGON BITE{ICOMBATI

Your dragon bite can also badly burn your oppo-
nents with fire or acid.

Prerequisites: Con 13+, dragon disciple level 6th,
must have a fire or acid dragon type bloodline

Benefit: When you successfully deal fire or acid
damage to an opponent with your bite attack, you
can as a swift action require your target to make a
Fortitude save (DC 10 + your dragon disciple level
+ your Constitution modifier). If the target fails its
saving throw, it continues to take 1d6 fire or acid
damage (as appropriate) on its turn for 1 round per
three dragon disciple levels you possess.

BLISTERING DRAGON BREATHIICOMBATI]

Your fire or acid dragon breath inflicts hideous
burns on the opponents it damages.

Prerequisites: Con 15+, dragon disciple level 6th,
must have a fire or acid dragon type bloodline,
Blistering Dragon Bite

Benefit: When you use your breath attack, crea-
tures that fail their Reflex save and take damage
must also make a Fortitude save (against the same
DC as the Reflex save DC of your breath weapon).
Creatures that fail this save continue to take 1d6
damage of the same energy type on their turn for 1
round per three dragon disciple levels you possess.

BLUE DRAGON'S IMITATING VOICE

You gain the blue dragon’s ability to imitate
sounds.

Prerequisites: Draconic bloodline (must choose
blue dragon), dragon disciple level 1st

Benefit: You can mimic any voice or sound you
have heard by making a successful Bluff check
against a listener’s Sense Motive check. In addi-
tion, you gain a +2 bonus to Bluff checks when
imitating another voice or sound.

You gain the brass dragon’s ability to move sand.

Prerequisites: Draconic bloodline (must choose
brass dragon), dragon disciple level 1st

Benefit: Once per day as a standard action, you
are able to magically move sand. This ability func-
tions as move earth, but it only affects sand. Your
caster level for this effect is equal to your arcane
spellcaster level tied to the dragon disciple class.

You gain the bronze dragon’s ability to change
your shape.

Prerequisites: Draconic bloodline (must choose
bronze dragon), dragon disciple level 1st

Benefit: Once per day as a standard action you are
able to take the form of any animal or humanoid
form as if using the polymorph spell. Your caster
level for this effect is equal to your arcane spell-
caster level tied to the dragon disciple class.

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 endorse this product.
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CHROMATIC DRAGON'S TREACHERY;

You have acquired the treacherous abilities of the chro-
matic dragons whose blood flows through your veins.

Prerequisites: Dragon disciple level 1st, must have a chro-
matic dragon bloodline

Benefit: You gain a +2 bonus to Bluff and Intimidate
checks. In addition, once per day per three dragon disciple
levels you possess, you are able to take 10 on a Bluff or
Intimidate check.

CLAW SHAPING ICOMBATI

You are able to alter your dragon claws to suit any situa-
tion.

Prerequisites: Cha 13+, claws bloodline power, dragon
disciple level 3rd

Benefit: A number of times per day equal to your dragon
disciple level plus your Charisma modifier, you can take

a swift action to activate one of the following effects for

1 round: change your claws into silver or cold iron; cause
your claws to deal 1d6 additional points of damage of your
energy type on a successful hit; or elongate your claws to
gain a +2 bonus to Climb checks or Intimidate checks. You
may only use 1 effect per round.

COPPER DRAGON'S,TRAP, MASTERY

You gain the copper dragon’s mastery of traps.

Prerequisites: Draconic bloodline (must choose copper
dragon), dragon disciple level 1st

Benefit: You add half your dragon disciple level (minimum
+1) to Craft (traps) checks and Perception checks made to
locate traps, and you can also use Disable Device to disarm
magic traps as if you had the rogue’s Trapfinding class
feature. This feat does not grant you the other benefits of
the Trapfinding class feature.

Normal: Normally only a rogue can use Disable Device to
disarm magic traps.

DISCIPLE OF, DRAGON FEAR

You are almost as terrifying as a true dragon.
Prerequisites: Cha 13+, Dragon disciple level 5th

Benefit: Whenever you use your breath weapon or claw
attacks or fly over an opponent, you may take a swift acti-
vation to scare opponents within 30 feet. Opponents within
that range must make a Will save (DC 10 + your dragon
disciple level + your Charisma modifier) or become shak-
ened for 1 round per level of dragon disciple you possess.
Creatures with 5 or more Hit Dice fewer than you become
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frightened instead. Creatures that are subjected to this
effect become immune to it for 24 hours.

DRACONIC ATTRIBUTES

Your most basic attributes become even more like a drag-
on’s.

Prerequisite: Dragon disciple level 2nd

Benefit: When you take this feat, choose Strength,
Constitution, or Intelligence. That score increases by 2.
Your Dexterity decreases by 2. This increase is gained as if
through level advancement.

Special: You may take this feat more than once. Each time,
choose a different ability score to increase. You may not
increase the same score more than once with this feat.

DRAGON DISCIPLE'S LAIR

You are very comfortable and alert in your chosen lair.
Prerequisites: Dragon disciple level 1st, must have a lair

Benefit: Choose a specific lair, such as a series of caves,
a building, or a grove, which you make your home, just
like a true dragon. While in this lair, you gain a bonus to
Perception checks and initiative rolls equal to 1/2 your
dragon disciple level (minimum +1) and you cannot be
caught flat-footed. In addition, the DC of Perception
checks made to discover any objects you hide in your lair
increases by the same amount.

DRAGON WING ATTACKS]ICOMBATI

You have learned to attack with your draconic wings.

Prerequisites: Str 15+, wings bloodline power, dragon
disciple level 5th

Benefit: You gain the ability to attack with your draconic
wings during rounds in which you have grown your claws.
The wings are treated as secondary natural weapons,
allowing you to attack with them at a -5 penalty along
with your other attacks. These attacks deal 1d4 points of
damage (/d3 if you are small) plus 1/2 of your Strength
modifier.

Normal: Normally your draconic wings grant you the
ability to fly, but not to attack.

DRAGON WING SHIELD]ICOMBATI

You are able to use your mighty wings as a protective
shield.

Prerequisites: Str 15+, wings bloodline power, dragon
disciple level 5th, Dragon Wing Attacks
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Benefit: During any round in which you have activated
your claws and take a full-attack action, you can choose
not to attack with your wings. If you do, you instead gain
a shield bonus to Armor Class equal to 1/2 your dragon
disciple level for 1 round.

DRAGONBLOOD SPELL IMETRMAGICI

Your draconic blood allows you to be even more versatile
with your spontaneous spells.

Prerequisite: Dragon disciple level 3rd

Benefit: Only a spontaneously-cast arcane spell can be
cast as a dragonblood spell. You can apply any one of the
following effects to a dragonblood spell at the time that
you cast it: calculate the spell’s caster-level dependent
properties (including any Spell Resistance rolls) as if you
were | level higher; change the energy damage dealt by a
spell to damage of your energy type; increase the damage
dealt by a spell which deals your energy type’s damage by
+1 per dragon disciple level; or increase the saving throw
DC of the spell by 1. A dragonblood spell uses up a spell
slot one level higher than the spell’s actual level. This feat
may not be applied to the same spell more than once.

ENERGIZED DRAGON WING ATTACKS]ICOMBATI

Your wing attacks deal energy damage in addition to their
normal damage.

Prerequisites: Str 15+, wings bloodline power, Dragon
Wing Attacks, dragon disciple level 5th

Benefit: Your wing attacks deal an additional 1d6 points of
damage of your energy type on a successful hit.

ETERNAL'BLOOD

Your lifespan has been extended by your draconic heritage.
Prerequisite: Dragon disciple level 5th

Benefit: When you take this feat, increase the maximum
limit of each of your age categories by 20 years for
purposes of determining when you accumulate physical
ability score penalties. Your mental ability scores still
increase at the normal age. (For example, a human who
has taken this feat will become middle-aged when she
becomes 55 years old rather than 35 years old, but when
she turns 35 she still increases her mental ability scores by
1.) In addition, you cannot be aged by magical effects.

Special: You may take this feat up to one time per level of
dragon disciple you possess. Its effects stack.

EXTENDED DRAGON FORM

You can choose to force yourself to remain in the form of a
dragon for a longer period of time.

©

Benefit: Whenever you take the shape of a dragon using a
form of the dragon spell (of any level), you may choose to
double the duration of the spell when you cast it. However,
if you do, you must remain in the form of a dragon for

the full doubled duration of the spell. You are unable to
dismiss it.

EYES OF,THE DRAGON

Your vision improves further, becoming even more like a
dragon’s.

Prerequisite: Dragon disciple level 7th

Prerequisite: Dragon disciple level 5th

Benefit: You are able to see four times as well as a human
in dim light: increase the radius of dim light sources when
calculating how far you can see. In addition, you gain dark-
vision to a range of 20 feet. If you already have darkvision,
increase its range by 20 feet. Finally, you gain a +2 bonus
to Perception checks as long as you are able to see.

You are able to take the form of a dragon of another blood-
line.

Prerequisites: Dragon form class feature, dragon disciple
level 7th

Benefit: When you take the shape of a dragon using your
dragon form class feature, you are able to become a dragon
of any type. However, the duration of the spell is half as
long as it normally is.

Normal: Normally you are only able to assume the form
of a dragon of your bloodline with the dragon form ability.

GOLD DRAGON'S, GEM DETECTION

You gain the gold dragon’s ability to detect gems.

Prerequisites: Draconic bloodline (must choose gold
dragon), dragon disciple level 1st

Benefit: Twice per day as a standard action you are able
to magically detect gems. This ability functions as locate
object, except it can only be used to locate gemstones.
Your caster level for this effect is equal to your arcane
spellcaster level tied to the dragon disciple class.

GREED, OF,THE DRAGONS

Your lust for treasure matches the legendary greed of the
dragons.

Prerequisite: Dragon disciple level 1st

Benefit: You add half your dragon disciple level (minimum
+1) to Knowledge checks made about treasure and to
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Appraise checks. In addition, whenever you are in the
presence of at least 1,000 gp worth of coins and gems per
dragon disciple level you possess, you may add this bonus
to your Perception checks and Initiative rolls. You also add
this bonus to any Will saves made against magical compul-
sion effects which attempt to force you to part with your
possessions.

GREEN DRAGON'S,\WOODLAND STEP,

You gain the green dragon’s ability to move through
natural foliage.

Prerequisites: Draconic bloodline (must choose green
dragon), dragon disciple level 1st

Benefit: You can move through any sort of foliage at full
speed without taking damage or suffering impairment.
Areas of foliage that have been magically manipulated
affect you normally. In addition, you gain a +2 bonus to
Survival checks.

LORE OE.THE DRAGONS

You are well-versed in the history, culture, and habits of
dragons.

Prerequisites: Int 13+, bardic knowledge class feature,
dragon disciple level 1st

Benefit: You gain a +2 bonus to all Knowledge skill
checks made about dragons, whether the check is about
a specific dragon, a dragon type, or dragons in general.
You also gain a +2 bonus to Bluff, Diplomacy, and Sense
Motive checks made against dragons, and a +2 bonus to
Appraise checks made to appraise a dragon’s treasure.

Metallic Dragon’s Diplomacy

You have acquired the diplomatic abilities of the metallic
dragons whose blood flows through your veins.

Prerequisites: Dragon disciple level 1st, must have a
metallic dragon bloodline

Benefit: You gain a +2 bonus to Diplomacy and Sense
Motive checks. In addition, once per day per three dragon
disciple levels you possess, you are able to take 10 on a
Diplomacy or Sense Motive check.

NATURAL'DRACONIC MAGIC

Your draconic bloodline magic is easier for you to cast.
Prerequisite: Dragon disciple level 3rd

Benefit: You can cast your draconic bloodline bonus spells
without somatic or verbal components, just as if you were
using the Silent Spell and Still Spell feats, though these
spells do not take up a higher-level spell slot.

e

You gain the red dragon’s ability to surround yourself in a
fiery aura.

Prerequisites: Draconic bloodline (must choose red
dragon), dragon disciple level 1st

Benefit: Once per day as a swift action, you can surround
yourself in an aura of intense heat. All creatures within 5
feet of you take 1d6 points of fire damage when you acti-
vate the aura and at the beginning of your turn. This aura
lasts for a number of rounds equal to your dragon disciple
level plus your Charisma modifier (minimum 1).

ROAR OF,THE WYRMIICOMBATI

You can unleash a mighty roar which pushes opponents
away from you.

Prerequisites: Con 15+, dragon disciple level 4th

Benefit: As a full-round action you are able to roar loudly
and make a bull-rush attempt against either each creature
adjacent to you or a single target within 5 feet per dragon
disciple level. You do not move as with a normal bull rush,
you do not provoke attacks of opportunity, and you must
cause your opponents to move directly away from you.
You use your normal Combat Maneuver Bonus for this
ability, with a bonus equal to your Constitution score. You
may use this ability once per day per three dragon disciple
levels you possess.

SILVER DRAGON'S REFLECTIVE SCALES

You gain the silver dragon’s ability to reflect spells that
target you.

Prerequisites: Draconic bloodline (must choose silver
dragon), dragon disciple level 1st

Benefit: Once per day as an immediate action you can
attempt to reflect a spell that targets you.

You must choose to make the attempt before making any
saving throws against the spell. You gain spell resistance
equal to 10 + your dragon disciple level against the spell,
and if the spell fails to penetrate your spell resistance by 5
or more, it is reflected. If the check fails by 4 or less, the
spell is merely wasted. This ability otherwise functions

as spell turning. If you already have spell resistance from
another source, use whichever value is higher, but you may
still only reflect a spell once per day.

STUNNING DRAGON BITE|[COMBATI

Your dragon bite can also stun your opponents with cold or
electricity.
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Prerequisites: Con 13+, dragon disciple level 6th, must
have a cold or electricity dragon type bloodline

Benefit: When you successfully deal cold or electricity
damage to an opponent with your bite attack, you can as

a swift action require your target to make a Fortitude save
(DC 10 + your dragon disciple level + your Constitution
modifier) or become stunned for 1 round. You can use this
ability a number of times per day equal to your dragon
disciple level. A target that succeeds with its saving throw
becomes immune to this ability for 24 hours.

STUNNING DRAGON BREATH ICOMBATI

Your cold or electric dragon breath can also stun the oppo-
nents it damages.

Prerequisites: Con 15+, dragon disciple level 6th, must
have a cold or electricity dragon type bloodline, Stunning
Dragon Bite

Benefit: When you use your breath attack, creatures that
fail their Reflex save and take damage must also make a
Fortitude save (against the same DC as the Reflex save DC
of your breath weapon) or become stunned for 1 round.

TRUE DRAGON CLAWS]ICOMBATI

Your claws become a permanent part of your anatomy.

Prerequisites: Cha 13+, claws bloodline power, dragon
disciple level 3rd

Benefit: Your are no longer limited in the number of
rounds you can use your claws to attack per day. They are
a permanent part of your anatomy: however, they do not
impede your movement or dexterity in any way. In addition
to being useful in combat, the claws grant you a +2 bonus
to Climb checks.

Special: You must still activate your bite and wing attacks,
if you have them, as you would normally activate your
claw attacks, and you are still limited in the number of
times per day you may do so.

Normal: Normally you can use your claws for a number of
rounds per day equal to 3 + your Charisma modifier.

WHITE DRAGON'S ICE SHAPING

You gain the white dragon’s ability to shape ice.

Prerequisites: Draconic bloodline (must choose white
dragon), dragon disciple level 1st

Benefit: Once per day as a standard action, you are able to
shape ice and snow. This ability functions as stone shape,
but can only target ice and snow, not stone. Your caster
level for this effect is equal to your arcane spellcaster level
tied to the dragon disciple class.
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Designation of Open Game Content: All Text

OPEN GANE LiCE

I

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, exten-
sion, 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 charac-
ters; 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, environ-
ments, 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.

3.0ffer 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 chal-
lenge 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 unenforce-
able, such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E.
Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights
reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson,
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb;
Based on original content from TSR.

101 Feats Copyright 2005 Philip Reed. Published by Ronin Arts.
Feats Copyright 2000, AEG

Open game content from The Quintessential Samurai copyright 2002,
Mongoose Publishing, Ltd..
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