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Preface 
Fantastic Feats Volume V 

Blood Feats 
 
Some people are able to push themselves 
harder than others. They are able to tap into a 
reserve of strength and will and increase their 
strength and power. This however comes at a 
cost, leaving them weaker than before, but 
sometimes that is all you need. 
 
These feats are called by many names such as 
Overdrive or Limit Breakers, but the common 
term is “Blood Feats”. They are a way of 
pushing the mind, body and spirit further than 
normal but at a cost to health or something 
else. You achieve greatness now, but at a 
greater cost later. Which may injure you, or 
worse. 
 
Some of the feats may be considered to be 
overpowered, so please think carefully before 
using them in your games 
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Introduction 
 
As mentioned in the preface, Blood Feats are 
a way of pushing the body and mind further 
than normal, but this comes with a cost. This 
cost is a toll put on the body 
 

Using a Blood Feat 
 
A FORT or Will (whichever is higher) save vs. a 
DC of 20 is required to use these feats, with 
each extra attempt, successful or not, of a 
Blood Feat within the rest period imposing a -
2 penalty to the roll. Failure means the feat 
cannot be used, but the side-effect is still 
imposed. 
 
A few of the feats have restrictions on when 
they can be used, but otherwise using one is a 
standard action. 
 

Cost of use 
 
Each Blood Feat costs something to use. This 
will be related to the feat.  Unless stated, the 
bonus applies to the next appropriate action 
within 10 minutes. The cost, however, is paid 
as soon as the feat effect ends. Remember 
that is stats drop, so does anything associated 
with them, like HP or bonus spells etc. 
 
Option 
 
This cost does not need to be paid until after 
the current combat, or if used outside of 
combat, within 10 minutes. 
 

Healing damage done 
 
Any damage or other side effect done by 
using a Blood Feat cannot be healed by 
magical means, only by rest.  
 
Each full day of rest with no more strenuous 
activity than walking and eating, restores 1 
stat point, 1d4 hp or equivalent. 

 
If any activity is done in the resting period, the 
temporary damage is maintained, but does 
not get any worse. 
 
No side effects can reduce stats below 3 or HP 
below 1.  If you don’t have the necessary level 
to pay for using the feat then it fails and so 
side effect occurs. 
 
If multiple Blood Feats that have the same 
effect are used, they do not stack, the 
strongest one is used for calculations. 
 
Option 
 
A kind GM may allow magical or divine 
healing methods to be partially effective at 
reducing the side effect. If so, then the 
healing/rest time required is reduced by half. 
 

Multiple uses 
 
This an Optional Rule you can use if you feel 
that Blood Feats are too powerful 
 
If a blood feat is used while under the effects 
of another blood feat, then the side-effects 
are compounded and made worse. The 
penalty for all feats is equal to the number of 
blood feats active squared. So 2 feats would 
have x4 the side effect, 3 would be 9 etc. This 
is called the side-effect value (SEV) 
 
This applies to both duration and potency of 
the side effect, so if you were suffering from 
the side effect of 3 blood feats, which gives a 
9 SEV applied to, for example your INT, then 
the character would have their INT reduced 
by 9 for 9 days 
 
As you can see this can make it dangerous to 
have more than 1 blood feat active at once. 
 
 

Multiples of the same feat 
 
Each feat can only be taken once, but can be 
used multiple times, in accordance with the 
rules listed above. 
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Blood Feats 
Bend Joint 
You bend your limbs further than normal and 
in ways they don’t normally bend. This makes 
you more flexible but can hurt and make the 
joint painful to use afterwards. 
 
Prerequisites 
DEX 12+ 
Cost 
-1d4 to Dexterity 
Benefits 
Cost paid to Dexterity as a bonus to the next 
action that requires Dexterity. 
 

Defiant to the End 
In times of need, the will of a person can be 
quite strong, but may leave them weaker 
afterwards if they push too hard. 
 
Prerequisites 
10% or less of maximum health remaining 
Cost 
-1 to Fort and Reflex each for every point to 
Will 
Benefits 
The Will of the character increases by 1 for 
every point temporarily removed from Fort 
AND Reflex 
Special 
The Bonus lasts for a number of rounds equal 
to the points gained. The cost must be  
Option 
This may be applied to the other saves, Fort 
and Reflex, for the same cost to the other two 
saving throws. 
 
 
 
 
 
 
 
 
 
 

 

Desperate Dodge 
Sometimes, when you can see the attack 
coming you can move away at the last second, 
reducing the damage taken to the bear 
minimum. Moving like this though can pull 
muscles and joints in ways they were not 
meant to go. 
 
Prerequisites 
DEX 12+, being able to clearly see the attack 
coming 
Cost 
Next 1d4 days you go last in combat, no 
matter what bonus is applied through arcane, 
divine or mundane means 
Benefits 
Roll a d20, adding your Dex bonus. 
1-9: Nothing, attack hits as normal 
10-16: Damage is reduced to minimum 
possible for the dice rolls 
17-18: Damage is reduced to 1d4 
19: Damage is avoided, but not if a critical 
20: As 19 + damage is avoided if critical  
Special 
This feat must be declared as being used once 
the enemy has decided who they are going 
attack, but before rolls to hit are made. 
Also this only applies to ONE standard non-
magical attack. 
 

Desperate Spell Casting 
Pushing yourself to allow more arcane forces 
to flow within allows for more spells to be 
cast, but doing so takes its toll on your body. 
 
Prerequisites 
INT 14+ and No spells left to cast 
Cost 
- (spell level x spell level) to Constitution  
Benefits 
You may re-cast one spell that has been used, 
allowing for spell components etc. This copy is 
subject to normal spell casting rules. 
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Push Duration 
Your spells and abilities last longer, but that 
power has to come from somewhere. 
Prerequisites 
INT 12+ or Con 12+, using a spell or spell-like 
ability that has a duration based on level 
Cost 
First round requires 1 HP, next round 1d4, 
next 1d6 and so on up the dice scales. 
Benefits 
While concentrating, you can push this 
duration further than normal 
 

Push Range 
You can push the range of your spells and 
abilities, but sometimes the mind simply can’t 
process that extra information required to do 
this for too long. 
Prerequisites 
INT 12+, spell or spell like ability that uses 
range based on level 
Cost 
1d4 INT Points 
Benefits 
Level for range determination is determined 
to be higher by a number of points equal to 
the INT cost paid. 
 

Run like the wind 
You pump your legs harder and faster than 
ever before, allowing you to reach speed not 
normally possible, as long as you stay in a 
straight line. 
Prerequisites 
CON 12+,  
Cost 
Your movement is halved for 2x the number 
of rounds this feat were used. If used for a 
number of rounds greater than the characters 
CON bonus the rest period is 1d3 days due to 
pulled muscles. Movement speed is halved in 
this period. 
Benefits 
When running in a straight line, your 
movement speed is treated as being 10 
higher. 
 
 
 
 

Special 
This feats duration can be maintained on a 
round by round basis, but can only be used 
when running in a straight line. It ends when 
turning or stopping. 
 

Sacrifice health 
 
A technique banned in many kingdoms, the 
art of using one’s own health to power spells 
can powerful under the right circumstances 
 
Prerequisites 
CON 12+, INT 12+, any spell (arcane or divine) 
Cost 
1 + 1 CON point per spell level 
Benefits 
Instead of using up a spell, the caster may pay 
the cost in CON points. Spell components are 
used as normal. 
Special 
Spells of level 1-3 require no spell 
components if the spell is “cast” this way. 
 

Strain Muscles 
 
You push your muscles harder than they are 
used to be using. This can give your weapons 
more power and damage but you tear and 
damage your muscles in the process 
 
Prerequisites 
STR 12+ 
Cost 
Choose number of STR points from 1 to 6 
Benefits 
The next hit in melee does an extra amount 
damage equal to the STR cost that was paid. 
This assumes the attack hits. This must be 
rolled before rolling for hit and damage. 
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OPEN GAME 

LICENSE 
 
OPEN GAME LICENSE Version 1.0a 
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, 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 
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 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, environments, 
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.Offer 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 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 
unenforceable, 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. 
Fantastic Feats Volume V - Blood Feats, Copyright 2013, Ennead 
Games: Author: Christopher Kentlea 
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