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6 GobprING FEATS

Sometimes rules supplements read like the world-
setting bible of frustrated novelists. While solid world-
building is a useful skill, you don’t always need four
paragraphs of flavor text to tell you swords are cool,
magic is power, shadows are scary, and orcs are savage.
Sometimes a GM doesn’t have time to slog through a
page of history for every magic weapon. Sometimes
all that’s needed are a few cool ideas, with just enough
information to use them in a game. Sometimes, all you
need are bullet points.

#1 With A Bullet Point is a line of very short, cheap
PDFs each of which gives the bare bones of a set of related
options. It may be five spells, six feats, eight magic
weapon special abilities, or any other short set of related
rules we can cram into about a page. Short and simple,
these PDFs are for GMs and players who know how to
integrate new ideas into their campaigns without any
hand-holding, and just need fresh ideas and the rules to
support them. No in-character fiction setting the game
world. No charts and tables. No sidebars of explanations
and optional rules. Just one sentence of explanation for
the High Concept of the PDF, then bullet points.
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Tre Hicn Concerr: Six feats designed to
expand the roles and utility of the four godling
character classes and similar godling-powered
characters, useable with The Genius Guide to the
Godling, The Genius Guide to the Godling Ascendant,
and The Genius Guide to Mystic Godlings.

AGELESS

You do not age.

Prerequisites: Godling, adulthood or older.

Benefit: You donot suffer thenormal effects
of aging. You take no bonuses or penalties to
ability modifiers from normal age, and do not
die when you reach your maximum age. You
have no protection against magical aging.

Cursep Brow

Your attacks are more than damage, they
are cursed wounds empowered by your
sliver of immortal power.

Prerequisites: Godling, base attack bonus +6.

Benefit: Asastandard action, youmaymake
a single natural, unarmed, or weapon attack
as a cursed blow. You gain a +2 bonus to your
attack roll. You calculate damage normally,
but the target must also make a Will save
(DC 10 +1/2 your godling level +your highest
ability modifier). If the target succeeds, it
takes only half the attack’s damage., If it fails,
the damage is a cursed wound, which doesn’t
heal naturally and resists magical healing. A
character attempting to use magical healing
on a cursed wound must succeed on a caster
level check (DC 11 + your godling level),
or the healing has no effect on the injured
creature.

This counts as a curse for spells such as
remove curse (treat your godling level as
the caster level). You may use Cursed Blow
a number of times per day equal to 3 + your
highest ability modifier.

D1vINE IMMUNITY

You have begun to develop a god’s immunity
to mortal magics.

Prerequisites: Godling level 15

Benefit: Select a single spell or psionic
power. You are immune to the effects of the
specified spell. The spells must be of a level
no greater than 1/3 your godling level. You
effectively have unbeatable spell resistance
regarding the specified spell. Naturally, that
immunity doesn’t protect you from spells for
which spell resistance doesn’t apply. You gain
one additional spell you are immune to every 4
levels after gaining this feat.

Special: This feat may be taken more than
once. Each time you select it, you gain immunity
to a new selected spell.

PLAGUE OF SPELLS

You can rain down eldritch torment upon
your foes.

Prerequisites: Godling, caster level 6, Int,
Wis or Cha 18.

Benefit: Once per day as an immediate
action you can designate a creature that has
dealt hit point damage to you, or one that has
affected you with an effect you have failed a
saving throw against, as the focus of a plague of
spells. For 1 round per 2 godling levels, you can
target that creature with spells you cast even if it
is beyond the spell’s range, behind a barrier, or
out of your line of sight.

Only spells with a casting time of 1 standard
action or less and a range of touch, short,
medium, or long can be used as part of a plague
of spells. Casting spells in this way requires you
to cast each spell as a full-round action, and
expend a second spell slot or prepared spell in
addition to the spell to be cast. The second spell
slot or prepared spell expended is always the
highest level spell slot or prepared spell you still
have available.

PLANAR SPEECH

You can communicate as divine beings do.

Prerequisite: Godling, must speak: abyssal,
aquan, auran, celestial, ignan, infernal, and
terran.

Benefit: You can mentally communicate
with any other creature within a certain
range (100 feet for gods and outsiders, 10 feet
for any other creature) that has a language.
It is possible to address multiple creatures
at once telepathically, although maintaining
a telepathic conversation with more than
one creature at a time is just as difficult as
simultaneously speaking and listening to
multiple people at the same time

Special: This feat may be taken more than
once. Each time it is taken, the range of the
telepathy granted extends by 10 feet.

SPONTANEOUS RESURRECTION

You can will yourself back to the land of
the living.

Prerequisites: Godling level 9, Wisdom or
Constitution 18

Benefit: Once per day, one round after you
have been killed as a result of hit point damage
(as opposed to ability damage, a death effect,
or similar sources of death other than losing hit
points), you are healed of 5d8 + your godling
level hit points (even though you are dead).
If this results in your hit point total being at a
negative amount less than your Constitution
score, you come back to life and stabilizes at this
new hit point total. You also gain a temporary
negative level that lasts for 1 day.
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