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NEW CLERIC FEATS|

The feats presented here have all be designed for
use with cleric characters or characters with cleric
levels, however paladins and prestige classes with
class features such as channel energy and domains
can also take advantage of them.

BATTLE PRIEST

You have spent time training in the arts of war to
become a formidable warrior of the faith; this skill
in battle has however come at the expense of your
magical ability.

Prerequisite: Domains class feature, Cleric level
1st

Benefit: Whenever you receive a new spell level
you can choose to sacrifice your domain slot
(losing the use of it permanently for that level) and
take a Combat feat instead. You must still meet the
requirements for these feats as normal. This feat
does not affect your domain powers.

Normal: Whenever a cleric gains a new spell level
they automatically gain a domain spell slot.

Special: This feat can only be taken at Ist-level.

Your aura is powerful even for one of the faithful,
and is a beacon of faith to all who cross your path.

Prerequisite: Aura class feature

Benefit: For the purposes of detect spell and spell-
like effects double your level when determining
the strength of your aura. In addition a creature
using a detect spell or spell-like effect on you must
make a Will save against a Difficulty Class of 10 +
your Charisma bonus or become Dazed of 1 round.
Creatures with Hit Dice equal to or higher than
yours are not affected by this ability.

Finally, when using the Intimidate skill on those
of with an alignment directly opposed to your own
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(i.e. Chaotic Evil if you are Lawful Good) add a
+2 moral bonus on your roll and when using the
Diplomacy skill on those of the same alignment as
you, add a +2 moral bonus to your rolls.

BLESSED FURY|

You can channel your god’s power into a divine
rage that fills you with strength and vigour though
leaves you drained afterwards.

Prerequisite: Channel energy class feature

Benefit: As a swift action you can expend a use
of your channel energy ability to grant your-

self a +2 enhancement bonus to both Strength
and Constitution for 1 round. The increase to
Constitution grants you 1 extra hit point per Hit
Dice, but these disappear when the fury ends and
are not lost first like temporary hit points. At 4th-
level and every 4 levels there after you blessed
fury lasts an addition round. Finally, once your
blessed fury has finished you a considered fatigued
for a numbers of rounds equal to the rounds spent
in the fury.

CHANNELLING BLAST,

You can expend your divine channelling in a single
devastating blast of negative or positive energy.

Prerequisite: Channel energy class feature

Benefit: As a full round action you can use your
channel energy ability more than once in a round,
combining the effects. At 1st-level you may
combine two uses of your channel energy ability
into a single effect, and then at 4th-level and every
four levels thereafter you may add an additional
use. Thus a 5Sth-level cleric could, as a full round
action, expend three uses of her channelling into

a single blast, healing or harming for 9d6. In all
other respects, such as Will saves, range and resis-
tances, a channel blast follows the normal rules for
channelling energy.

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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Normal: Channel energy is a standard action that can only
be used once a round.

CHANNELLING BOLT

You can focus your channelling into a single bolt allowing
you to strike out against a single target at a greater range
than normal.

Prerequisite: Channel energy class feature

Benefit: As a standard action your can choose to use your
channel energy ability as targeted bolt rather than an area
effect. Used in this way it becomes a ranged touch attack
with a range of 100 ft. In all other respects the bolt func-
tions as a use of your channel energy ability, inflicting or
healing the normal amount of damage you are capable of
and granting a Will saves as normal.

Normal: Channel energy has a 30 ft radius of effect.

(CHANNELLING FOCUS

You have learnt how to siphon positive or negative energy
from your channelling ability into spells that cause either
heal or harm.

Prerequisite: Channel energy class feature

Benefit: As a swift action you can expend a channel
energy use to double the effects of any cure wounds spell
you cast, if you channel positive energy, or any cause
wounds spell you cast if you channel negative energy. This
effect applies only to spells you cast this round.

(CHANNEL MAGIC

Such is your skill with channelling energy that you can
boost any spell you cast with positive or negative energy
making it more deadly.

Prerequisite: Channel energy class feature, Channelling
Focus, Caster level 5th or higher

Benefit: As a swift action you can expend a channel
energy use to increase the duration, area of effect or
damage of any spell you cast by 50%; chosen when the
spell is cast. This effect applies only to spell you cast this
round.

DEVIANTWORSHIPPER

You have a skewed world view and have either rationalised
the nature of your god, or worship an aspect of him, in a
way that conforms to your own philosophy. Needless to
say, others find you odd and have trouble understanding
your reasoning.

Prerequisite: Cleric level 1st or higher

Benefit: You can have any alignment, regardless of

the alignment of your god. Using your god’s favoured
weapon, casting spells from his domains and using his
domain powers have no negative effects on your align-
ment. However, all your other actions, including the use
of aligned spells which are not part of your domains will
affect your alignment as normal.

Normal: Your alignment can only be one step removed
from your god along either the good/evil axis or the law/
chaos axis.

Special: Those with this feat are unlikely to be part of
their god’s organised religion and will probably be hunted
or reviled by members of their own faith for their warped
outlook. This feat can only be taken at 1st-level.

DIVINE GIFTING

You have forged a special bond with your god and in times
of great need you can call upon him to grant you spells
outside of the normal rituals of your faith.

Prerequisite: Cleric level 3rd or higher

Benefit: You can pray to recover spells before you would
normally be able to. However if you do so you cannot pray
for spells for at least a full 24 hours and may not use this
feat again until you have had a full 8 hours rest. So, for
example if you normally pray for spells at dawn you can
instead pray immediately, following all the normal rules
for praying for spells. However, you will then not receive
spells again for at least 24 hours.

Normal: A divine spell caster recovers her spells at a set
time each day regardless of whether or not they rest.

DIVINE MAGIC]

You have mastered one of the spells gifted to your by your
god, until its use is like second nature.

Prerequisite: Domains class feature, Cleric level 7th or
higher

Benefit: Choose one of your Ist-level domain spells to
gain as a spell-like ability. You can then use this ability just
as if you were casting the spell a number of times a day
equal to 3 + your Wisdom bonus. You can still memorise
the spell as normal and retain your 1Ist-level domain slot.

Special: You may take this feat twice, once for each of
your two Ist-level domain spells.

DIVINE SHIELD)

You can sheath yourself in a nimbus of power fashioned
from raw positive or negative energy.

Prerequisite: Channel energy class feature.
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Benefit: As a standard action you can expend a use of your
channel energy ability to create a shield around yourself of
positive or negative energy — depending on which kind you
normally channel. This shield lasts for a number rounds
equal to your level. During this time any creature striking
you with a melee attack will take 1d6 points of damage,

as long as they would normally harmed by your channel-
ling. Creatures are also permitted a Will save as normal to
reduce this damage by half. Creatures can also touch you
as a standard action to be healed for 1d6 points of damage
if they would normally be healed by your channelling. This
damage or healing increase to 2d6 at Sth-level, and then by
an addition 1d6 for every 5 levels thereafter, to a maximum
of 5d6 at 20th-level.

Normal: Channel energy

Special: You can use this feat again while your divine
shield is still active to increase its duration by a number of
rounds equal to your level.

DOMAIN FOCUS

With prayer and practice you have become more deadly
with your domain spells, making their effects harder to
resist for your foes.

Prerequisite: Domains class feature.

Benefit: Add +1 to the Difficulty Class for all saving
throws against spells from your domains. This also
increases the Difficult Class for saving throws against
domain powers.

DOMAIN MASTERY,

Through ceaseless pray and adherence to the tenants of
your faith you have gained a greater connection to the
power of your god and the special blessings he bestows
upon his faithful.

Prerequisite: Domains class feature, domain focus.

Benefit: Once a day you can cast any memorised domain
spell without losing it from memory. In addition when
preparing domain spells you can use a higher level slot to
memorise a domain spell of a lower level. So for example
a cleric could use his 3rd-level domain spell slot to memo-
rise a 1st or 2nd level domain spell.

You are in tune with the mystic properties and divine
nature of your god’s favoured weapon and when in your
hands it is so much more than a simple blade, bow or blud-
geon.

Prerequisite: Cleric level 1st or higher, Weapon Focus in
your god’s favoured weapon

©

Benefit: When wielding your god’s favoured weapon you
can reroll the damage dice on a successful hit, though you
must accept the second result. Addition dice from such
sources as sneak attack, magical properties or spells are
never rerolled.

In addition your god’s favoured weapon counts as a divine
focus for the purposes of casting spells.

Your skill with channelling energy is such that you can
create separate tendrils of power simultaneously; both
harming and healing at the same time.

Prerequisite: Channel energy class feature, Cleric level
3rd or higher

Benefit: When you channel energy you can choose to split
your dice between healing and damage. So for example a
Sth-level cleric channelling energy with a channel energy
of 3 dice could choose to either have 1 dice inflict damage
and 2 dice heal wounds or vice versa. In all other respects
channel energy remains the same when using this feat.

Normal: When using channel energy a character must
choose to either inflict damage or heal wounds.

HOLY KNIGHT]

You are a divine warrior for your faith, favoured in combat
by your god and destined to lead the righteous into battle.

Prerequisite: At least 1 class level in both cleric and
paladin.

Benefit: You count both cleric and paladin as favoured
classes as long as you are both a cleric and paladin of the
same god.

Normal: Characters can only choose a single favoured
class.

MASK'AURA

You have learnt through careful practise to diminish your
aura, hiding its power and making it more difficult to
detect.

Prerequisite: Aura class feature, Caster level 5th or higher

Benefit: As a swift action you can mask your aura for
1 round. For the purposes of detect spells and spell-like
effects you are considered not to have the aura class
feature.

Normal: Your level determines the strength of your aura
when targeted by detect spells and spell-like effects.

Special: Masking your aura only hides its strength but
does not change its alignment.
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MYSTIC PRIEST|

You are more schooled in the arts of magic than war
and have given up time in the sparring yard for time
communing with your god on the nature of magic.

Prerequisite: Cleric level 1st

Benefit: You gain an additional memorisation slot for each
spell level. In exchange for this increase in power you
start with no armour or shield proficiencies and the only
weapons you are proficient in are the club, dagger, heavy
crossbow, light crossbow, and quarterstaff. You are also
proficient in your god’s favoured weapon.

Normal: Clerics receive Light Armour Proficiency,
Medium Armour Proficiency, Shield Proficiency and
Simple Weapon Proficiency as bonus feats at 1st-level.

Special: This feat can only be taken at 1st-level.

PARAGON OF.THE FAITH

You have a reputation among the faithful as a staunch
protector of the church and blessed guardian of the faith.

Prerequisite: Cleric level 7th or higher, Leadership.

Benefit: Whenever your personal cohort or dedicated
followers of your god are within 30 ft of you, and can hear
your voice, they gain a +1 moral bonus on attack rolls and
saves versus fear effects. At 12th-level, and then every 4
levels thereafter, this bonus increases by +1, to a maximum
of +4 at 20th-level.

In addition to this effect you gain a +2 circumstance bonus
on all Charisma checks and Charisma based skills when
dealing with followers of your god.

SCHOLAR PRIEST,

You have taken to the path of the scholar, learning the
history and nature of your world but leaving behind more
martial pursuits.

Prerequisite: Cleric level 1st

Benefit: You gain an additional 2 skill points each level
and count all Knowledge skills as class skills. In exchange
for this increase in knowledge you start with no armour or
shield proficiencies.

Normal: Clerics receive Light Armour Proficiency,
Medium Armour Proficiency and Shield Proficiency as
bonus feats at 1st-level.

Special: This feat can only be taken at Ist-level.

e

Your order favours the art of killing with stealth and you
have received training in their deadly ways.

Prerequisite: Domain class feature

Benefit: You gain the sneak attack class feature as if you
were a rogue of equal to your current level. In exchange
for your specialised training you permanently lose the
ability to cast any domain spells and no longer have a
domain spell slot for each spell level. You retain your other
domain powers as normal.

Special: This feat can only be taken at 1st-level.

TOUCH OF PURITY,

You are especially dedicated to your god’s teachings and
are extremely difficult to subvert even with the use of
magic.

Prerequisite: Cleric level 7th or higher, Wisdom 15 or
greater

Benefit: If you are the subject of any kind of charm or
compulsion spell or spell-like ability that would make
you either act against your alignment or against followers
of your own god you may make two saving throws and
choose the highest one.
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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, correc-
tion, 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 additional
content clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and deriva-
tive 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, 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 prod-
ucts 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 distrib-
uting, 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 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 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.

Magic of Arcanis, Copyright 2005, Paradigm Concepts, Inc.
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