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6 Jester Feats

#1 With a Bullet Point
One Idea. One Page. One Dollar

 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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The high ConCepT: Six feats designed 
to give characters who wish to act as fools, 
jesters, jugglers, and harlequins more options 
more options to use their zany shenanigans 
while adventuring.

CombaT Juggling
You can keep items airborne by juggling, 

making them available when you need them.
Prerequisites: Dex 15, Deft Hands, Sleight 

of Hand 1 rank.
Benefit: You can juggle small items (those 

you could attempt to conceal on your body 
with a Sleight of Hand check), allowing you 
to treat multiple objects as being “in hand” 
and ready to use. The number of items you 
can keep ready for use by juggling is equal 
to the number of hands you have, plus your 
Dexterity modifier. Using this feat requires 
both your hands be free.

While using Combat Juggling you can use 
all the items you are juggling as if you were 
holding them normally, but cannot take any 
action with one of the items that takes more 
than a full round to perform. If you are knocked 
unconscious, stunned, knocked prone, held, 
or prevented from taking standard actions 
for any reason, you drop all the items you 
are juggling. Any circumstance other than 
taking normal damage that would require 
you to make a concentration check if you were 
casting a spell, requires you to make a Sleight 
of Hand check with the same DC or drop all 
the items you are juggling.

For example, Giacomina (Queen of 
Jugglers, and Juggler of Queens) has a 15 Dex, 
Combat Juggling, a +11 Sleight of Hand bonus, 
and two hands. She is expecting a fight to start 

at a market, and thus is using Combat Juggling 
to keep four items ready (her maximum with 
2 hands and a +2 Dex bonus) – a dagger, a cure 
light wounds potion, a loaded hand crossbow, 
and a smokestick. When the fight does break 
out she can attack with the weapons normally 
(and even reload her crossbow) and use the 
potion or smokestick as a standard action, 
all without needing to take further actions to 
ready or draw any of the equipment. If she was 
grappled she’d have to make a Sleight of Hand 
check (DC 10 + grappler’s CMB + spell level) 
to keep juggling, since she’d be forced to do 
that if she was casting a spell, and if knocked 
unconscious she drops everything.

DisTraCT
You can keep someone’s attention, even 

when they don’t want you to.
Prerequisites: Cha 13, Bluff or Perform as 

a class skill.
Benefit: As a standard action you may 

make a Bluff or Perform check to distract a 
foe within 30 feet that is able to see and hear 
you. Your check is opposed by the target’s 
Perception or Sense Motive check (whichever 
is higher). If your check succeeds, until the 
beginning of your next turn creatures may 
make Stealth checks to avoid being seen 
by the distracted creature (or conceal some 
action they take) from the creature) even if 
circumstances (such as bright light or lack of 
cover) would normally prevent them from 
doing so. Additionally, the distracted creature 
has one less attack of opportunity available 
than normal.

If the creature is threatened or in combat, 
it gains a +5 bonus to its opposed check, +1 for 
every consecutive round you use Distract.

hiDeous humor
Your comedy has a cruel streak that 

translates well to magic.
Prerequisites: Ability to cast hideous 

laughter as spell or spell-like ability.
Benefit: When you cast hideous laughter 

at a creature not of your type, it does not 
receive a +4 bonus to its saving throw against 
the spell. If you cast hideous laughter at 
a creature already under the effects of the 
spell, and it fails its save, the duration of the 
second casting is added to the ongoing spell 
duration, and the target does not receive a 
saving throw on its second round to negate 
the second spell casting.

Additionally, even without the hideous 
laughter spell, you may make Perform 
(comedy) checks to demoralize foes able to 
hear and understand you (as the demoralize 
function of Intimidate).

play The Fool
You can look like a complete idiot, at a 

professional level.
Prerequisites: Deceitful.
Benefit: As a move action you may make 

a special Bluff check to cause any creature 
observing you to conclude that any action you 
take on your turn is bumbling incompetence, 
and that any effect you create is accidental. 
Characters with Perform (comedy) as a class 
skill make use that skill to Play the Fool in 
place of Bluff. Creatures with an Int of 2 or 
less are immune to this check (they are too 
simple to care about motives).

You make a single Bluff check to Play the 
Fool, opposed by a Sense Motive check from 
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each creature observing you. You do not use 
the normal Bluff circumstance modifiers for 
this check, but for each round within 24 hours 
that a creature observes you attempting to 
Play the Fool or make an attack or cast a spell 
without Playing the Fool, it gets a +1 bonus to 
its Sense Motive check. Once a creature wins 
an opposed check against your Bluff check to 
Play the Fool, it is not fooled by your use of 
this feat for 24 hours.

Those creatures who do not beat your 
Bluff check conclude your actions this round 
are neither competent, nor intentionally 
antagonistic. While Playing the Fool if you 
attack a creature, the attack and any damage 
you deal seem to be coincidental. If you 
grapple a foe, you appear to just stumble 
into them and become entangled. If you cast 
a spell, you seem to be clumsily attempting 
simple cantrips, and any other spell effect 
surprises you as much as those watching.

If you successfully make a Bluff check to 
Play the Fool against a target, the next round 
you gain a +4 bonus if you make a Bluff 
check to feint. Doing this grants all creatures 
observing you a +10 bonus to Sense Motive 
checks to oppose your use of Play the Fool 
for 24 hours.

Although determining that you are only 
accidentally dangerous is no guarantee 
creatures will choose not to attack or 
punish you, normally foes will select more 
dangerous-looking targets over you if given 
a choice in combat  and guards are more 
likely to kick you out of town than imprison 
you. The exact reaction of NPCs to a damage-
causing idiot is up to the GM to decide.

QuiCk reaDy
You can quickly draw, put away, and 

swap equipment.
Prerequisites: Deft Hands, Quick Draw, 

base attack bonus +1.
Benefit: You can use Quick draw to ready 

mundane gear you can hold and use in one 
hand (including alchemical items, potions, 
scrolls, and wands) as a free action, or to 
put away such an item or a weapon as a free 
action. You may draw a concealed weapon 
as a swift action. Despite being a free action, 
you cannot use Quick Ready to draw, ready, 
or put away more total items in one round 
than 2+ your Dex modifier.

Normal: Without this feat it is a standard 
action to draw a concealed weapon, or a move 
action with Quick Draw, and the Quick Draw 
feat does not apply to anything but weapons.

Tools oF The TraDe
You know how to get the most out of 

alchemical objects commonly used by jesters 
and other performers.

Prerequisite: Throw Anything.
Benefit: When you use a nonmagic 

alchemical item that has a save DC or 
an ability or skill DC to resist its effects 
(including alchemical glue, alchemist’s fire, 
brewed reek, flash powder, itching powder, 
pox bursters, sneezing powder, tanglefoot 
bags and thunderstones; but not poisons or 
an alchemist’s bombs and extracts), you may 
calculate the DC as the better of its normal DC 
or 8 +1/2 your hit dice + your Dex modifier. 
This improved DC is a result of your expert 
use of the item (and not any change you 
make to it), so your alchemical items function 
normally in the hands of others.
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