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Fantastic Feats Volume VI 
Bows and ammo 

Fantastic: 
Adjective - Strange, different; imaginary 

 
Characters in rpgs 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 bows, crossbows and their ammo. 
 
As with any feats in the FF series, please 
consider carefully before adding them to your 
game. 
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Compatibility with the Pathfinder Roleplaying 
Game requires the Pathfinder Roleplaying 
Game from Paizo Publishing, LLC. 
Seehttp://paizo.com/pathfinderRPG for more 
information on the Pathfinder Roleplaying 
Game. Paizo Publishing, LLC does not 
guarantee compatibility, and does not 
endorse this product. 
 
Pathfinder is a registered trademark of Paizo 
Publishing, LLC, and the Pathfinder 
Roleplaying Game and the Pathfinder 
Roleplaying Game Compatibility Logo are 
trademarks of Paizo Publishing, LLC, and are 
used under the Pathfinder Roleplaying Game 
Compatibility License. 
See http://paizo.com/pathfinderRPG/compati
bility for more information on the 
compatibility license. 
 
This product uses material from one or more 
of the following: 

 Pathfinder® Roleplaying Game Core 
Rulebook™ (PZO1110) 

 Pathfinder® Roleplaying Game: 
Ultimate Combat™ (PZO1118) 
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Called Shot Mastery 
Combat Feat 
You have become an expert at making called 
shots with your bow 
 
Prerequisites 
Int 14, Combat Expertise, Improved Called 
Shot, base attack bonus +8 
 
Benefit 
You receive a +4 bonus to hit with the first 
called shot you make in a combat round and 
+2 to the 2nd. 
 
Special 
You may voluntary go last in the combat 
round to double the hit bonus for this round 
only. 
 

Customised Ammo 
Crafting Feat 
If you make your own ammo, you can tweak it 
so that it works better for a particular 
weapon, with the downside being that it 
becomes worse for any other weapon. 
 
Prerequisites 
Int12, Craft (Weapons), Weapon Focus 
 
Benefit 
When crafted, this feat allows ammo to be 
associated with a certain weapon. This gives it 
a +2 to hit bonus but only when used with the 
associated weapon. 
 
Special 
Cost, time and DC to make customised ammo 
are increased by 20%. If this ammo is used by 
anyone else or on another weapon, the bonus 
becomes a penalty. 
 
 
 
 
 
 
 

 
 
 

Lucky Ammo 
General Feat 
For some reason, the character believes that a 
certain arrow, bolt or shot is lucky. This may 
or may not be true, but when the character 
shoots with this ammo, it does seem to work 
better for them. 
 
Prerequisites 
Ammo that is unique in some way (see below)  
 
Benefit 
This ammo grants a +1 bonus to any hit rolls 
made with it, in addition to any other bonus 
and only has a 20% chance of breaking if a 
missed shot. 
 
Special 
This feat may be taken multiple times, but 
each time the ammo must have a quality 
about that is different from other ammo 
 
Some suggested qualities about it are: 
 

 Made by a certain crafter 

 Blessed by a certain church or group 

 Had some “luck” ritual performed 
over it 

 1hp of the owners blood dripped on 
the ammo 

 Uses a certain material in 
construction 
 

So a character could have two sets of lucky 
ammo, one that had been doused with their 
own blood and another that had been kept in 
the holy temple of Tanaarg, goddess of war. 
 
Alternately, taking the feat again allows the 
character to change what they believe makes 
the ammo lucky. 
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Makeshift Melee Weapon 
Combat Feat 
Sometimes you run out of ammo or don’t 
have the room to fire off a shot properly.  You 
have become used to using your long range 
weapon as a makeshift melee weapon. 
 
Prerequisites 
Str 12, Weapon Focus 
 
Benefit 
You may use your bow or crossbow as a 
makeshift bludgeon weapon, with a -2 penalty 
to hit instead of -4 
 
Special 
There is a chance the weapon will break if 
used in this way. If the weapon breaks it can’t 
be used until repaired 

 Normal Weapons – 30%  

 Masterwork – 10% 

 Enchanted – 5% (but if damaged 
suffers a penalty instead of breaking 
equal to the number of times it got 
damaged and increase chances of 
breaking by same amount) 

 

Reactive Shooting 
Combat Feat 
If surprised, your fast reflexes allow you to 
load and fire off one shot, but your aim is very 
poor and the shot can easily miss. 
 
Prerequisites 
Dex 14 
 
Benefit 
You may fire off one shot if surprised for free, 
forfeiting your place in the combat order. 
 
Special 
Only the basic roll to hit is used and no other 
modifiers apply. This shot may be dodged and 
ignored if the target rolls a Reflex Save.  
 
 
 
 
 
 

Stand Your Ground 
Combat Feat 
When being charged by an enemy, standing 
your ground and holding your nerve can make 
your shot more deadly as their literally run 
into your shot. 
 
Prerequisites 
Weapon Focus, an enemy moving towards 
you at a speed greater than their walking rate. 
 
Benefit 
Take a -2 penalty to initiative roll this round, 
then choose one of the options below when 
shooting at a charging target: 

 +2 to hit 

 +1 to damage 

 +1 to critical chance (but not critical 
confirmation or damage) 

 +2 to called shots to the head or other 
forward facing body part 

 

Warning Shot 
Combat Feat 
You make a shot to deliberately miss, but not 
by much, to scare and intimidate your 
opponent 
 
Prerequisites 
Dex 14, any called shot feat 
 
Benefit 
You make a shot at your target, aiming and 
rolling to hit as normal. However, if you “hit”, 
you actually miss your target and gain a +2 
bonus to bluff/intimidate etc. rolls instead. 
 
The target also suffers a -2 penalty to 
attacking you in the next combat round if they 
fail a Will Roll vs the number you rolled. 
 
Special 
If you fail the roll to “miss” the target, you 
may hit target instead. Roll to hit again but 
with no bonus applied to the hit or damage 
roll.   
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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. 
Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo 
Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin 
McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ 
Taylor. 
Fantastic Feats Volume VI – Bows and ammo. Copyright 2013 
Ennead Games; Author Christopher Kentlea 
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