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Preface 
Fantastic Feats 

{Economy, Law & Paperwork} 
Fantastic: 

Adjective - Strange, different; imaginary 
 
Characters in any rpg often have abilities are 
not tied to their class, race or skill, although 
they may be related/useful to it. These are 
called Feats. 
 
They may be combat related, a way to tweak 
spells or even to do with the crafting of an 
item. Some will be useful to almost everyone, 
others only in very certain circumstances. 
 
This edition of “Fantastic Feats” – a series of 
feats based around a certain theme or subject 
– is about the economy, the law and 
paperwork, the bane of many an adventurers 
existence. 
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 Pathfinder® Roleplaying Game Core 
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Feats 
 

Accounts (general) 
Intro 
An accountant is very useful person to have 
working for you as they know how to take 
advantage of legal tax loop-holes to maximise 
profit and reduces taxes paid. 
 
Prerequisites 
None, but accountants can only be found 
anywhere where a lore keeper or bank can be 
found. Mostly just in large towns or bigger. 
 
Benefit 
Any taxes paid (such as income or business 
taxes) are reduced by an amount equal (1d10 
+ 10) %. Once a year they can also get 1d10 x 
100 in gp back from taxes paid. This can be 
claimed at any time but only once a year. 
 
Special 
10% of the amount saved goes to the 
accountant to pay for their services. This 
comes out of the clients share of the money 
 
 

Accounts - Improved (general) 
 
Intro 
Some accountants are better than others. 
However, they are more discriminating and 
will not see just anyone. 
 
Prerequisites 
Accounts feat, in possession of at least 10,000 
gp 
 
Benefit 
Same as Accounts except the bonus they 
provide to their clients is: 
Tax reduction: 2d10 + 20 % 
Tax back once a year: 2d10 x 200 
 
Special 
20% of any income saved or gained goes to 
the accountant as fees. This comes out of the 
clients’ share of the money 
 

 
 

Bureaucracy (type) 
Intro 
Originally meant government administration 
managed by departments staffed with 
nonelected officials, but can also apply to any 
large organisation with many departments, 
often complex with much paperwork and 
problems.  
 
Prerequisites 
CHA or INT of 12 or higher 
 
Benefits 

 Reduced time for paperwork or 
permits to be dealt with by 1d5 X 
10%, rolling for each case 

 Knowledge of which the is the correct 
department or person for a certain 
subject 
“Look, when dealing with the Gnar 
King, we need to speak to the lord 
chamberlain first or it will take weeks 
to be seen…” 

 +2 bonus to social interactions when 
dealing with those in the named 
bureaucracy 
 

Special 
 
This feat can be taken multiple times, once for 
each group or region. The benefits then apply 
when dealing with that group. Group refers to 
a kingdom or other large organisation or 
location that requires a lot of paperwork or 
permits 
 
Optional Rule: 
Those with this feat trying to interact with an 
enemy of the named group have the entire 
bonus turned into penalties, as they are 
known to be working for, or with, “Those 
guys…” 
 
“Oh I see you are well known at the court of 
Gnar…Sadly, your permit will take 2 weeks to 
process now instead of 1…have a good day 
{fake smile}” 
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Haggle (general) 
Intro 
Haggling is what some people believe to be 
the art of getting the best price you can for 
goods or services 
Prerequisites 
CHA of 12+ 
Benefit 
The character may attempt to influence the 
cost of an item or service in their favour. This 
is represented by a CHA roll vs the DC, as 
determined below. 
Start value: 10 
Addition to the DC 

 1 point for every 5% the price is 
sought to be haggled. So if you wish 
to change the price by 25%, then it 
increases the DC by 5 

 The CHA bonus of the person you are 
haggling with 

 +2 if haggling for a group of 3 or more 

 1 for each round spent haggling 

 +6 if the merchant is not open to 
haggling 

Subtraction to the DC 

 The CHA bonus of the person haggling 

 2 if haggling for just self 

 2 if the pc is a regular customer 
 
Successful Haggle 
+1 - +5 – The merchant is open to haggling 
more – You may haggle again if wanted 
5 to 10 – they agree on the price asked for 
10+ They not only agree but are impressed by 
your skill and lower price by additional 10% 
 
Failure to Haggle 
0 to -5 – The merchant is willing to haggle 
more, but is getting harder to haggle with, 
you may try again 
-5 to -10 – The price is fixed and that is it 
10+ You have offended the merchant and the 
price has now increased by 20% 
 
Special 
A bonus to the DC roll can be added at the 
GM’s discretion if the haggling is role-played 
well. Some merchants though don’t like to 
haggle and may be offended. 
 

 

Investment Knowledge (gen) 
Intro 
Knowledge of where to invest a small amount 
of funds from any profits gained can provide a 
long term benefit.  
 
Prerequisites 
WIS 12+, some kind of income source 
 
Benefit 
+1d5% to any income source, randomly rolled 
each month 
 
Special 

 May be taken up to 3 times 

 Each time this feat is taken it may be 
applied to the same or a different 
income source 

 An income source is defined as 
something like a business venture, 
stocks, royalties etc. anything that 
provides regular income but is not 
gained from adventuring or other 
such income. 

 
 

Greater Investment (general) 
 
Intro 
You take more risks with your income, for the 
chance of greater profit, but with the chance 
of loss as well. 
 
Prerequisites 
Investment Knowledge, Wis 14+ 
 
Benefit 
+1d10% to a selected income source 
 
Special 

 Can be taken multiple times 

 Its effect is cumulative with 
Investment knowledge 

 
If a 10 is rolled, the extra profit gained from 
both Investment and Greater Investment 
combined is a loss instead. Roll each dice 
separately to determine if this occurs. 
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Legal Rep (general) 
 
Intro 
Legal representation is not cheap, but 
sometimes needed. Even if not using them, a 
wise person will have a legal rep on retainer. 
 
Prerequisites 
100 gp a month for retainer 
 
Benefit 
Any legal costs (apart from the fee for the 
legal representative) are reduced by a quarter 
of the original value, but fines etc. must still 
be paid if they are found guilty. 
 
Normal 
Not having this feat gives no penalty as such, 
but all fees and costs are at full value. If the 
retainer fee has not been paid for that month 
or one before, then the award % or 1,000 gp 
mentioned below is doubled. 
 
Special 
Any money awarded 10% goes to the 
representative or 1,000 gp per case whichever 
is higher 
 
 

Legal Rep - Superior (general) 
 
Intro 
The best lawyers cost more, but like the best 
accountants, they won’t see just anyone, you 
have to prove you have at least some cash 
available to you first off. 
 
Prerequisites 
Legal Rep feat, in possession of at least 10,000 
in gp, 400 gp per month retainer 
 
Normal 
As Legal Rep, including retainer 
 
Benefit 
As legal rep except: 

 Costs and legal fees are reduced by 
half 

 Lawyers personal Fee is 20% or 2,000 
gp whichever is higher 

Obscure Legal Knowledge 
(general) 
Intro  
Knowing about obscure laws or ruling can 
benefit those who activities are in a grey zone. 
Prerequisites 
Lore (Law), INT/WIS 14+ 
Benefit 
Knowledge of any obscure or forgotten (but 
still valid) laws or precedents of a certain 
region or race. Sometimes even knowing 
something like “If you are wearing a red hat 
you may hold your weapon in public” can save 
a lot of trouble with the law.  
 
The DC is 10 + 2d10 (1d10 if access to a library 
with legal books is available). The roll is made 
using INT or WIS whichever is higher. Failure 
simply means no obscure law can be found at 
this time or the law/ruling is not valid at this 
time. This roll must be made each time a 
ruling or law is questioned. The effects of a 
success are determined by the GM. 
 
Can be taken multiple times, each focusing on 
a different race or region, or applying to the 
same region/race for a +5 bonus each time to 
the DC roll. 
 
 

Permit (general) 
Intro 
Having a permit allows a person to do many 
things that others can’t without breaking the 
law. 
Prerequisites  
1000 gp “donation” per permit/250 gp if they 
also possess the bureaucracy feat for the 
region or group 
 
Benefit 
Can be taken multiple times for various 
regions and aspects 
E.g. Permit (Franner/Dangerous Animals) 
Some example permit types are: 

 Being in a certain area 

 Certain activities or ventures 

 Possession of Banned Goods/items 

 Spell casting in public 

 Weapons on Display 
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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. 
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