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Power Attack


Select:  –5 to hit, +5 dam.





Cleave


Free attack on melee �kill (1/r).





Great Cleave


Free attack on every �melee kill.





Improved Power Attack


Select: –10 to hit, +10 dam.





Improved Critical


Double threat range of chosen weapon.





Overwhelming Critical


+1d6 dam. on critical hit with chosen weapon.





Devastating Critical


Fortitude save or die on critical hit with chosen weapon.





Divine Might


Add Chr bonus to dam. for Chr bonus rounds, 3/day.





Fighter 4, Attack +4








Attack +8





Proficient, Attack +1





Str 13





Attack +4





Proficient, Attack +8





Str 23





Str 25





Weapon Focus


+1 to hit with chosen weapon.





Epic Weapon Focus


+2 to hit with chosen weapon.





Weapon Specialization


+2 dam. with chosen weapon.





Epic Weapon Spec.


+4 dam. with chosen weapon.





Divine Shield


Add Chr bonus to AC for Chr bonus rounds, 3/day.





Turn Undead, Chr 13








Dex 13





Improved Expertise


Select:  –10 to hit, +10 AC.





Circle Kick


Free attack on unarmed �hit (1/r).





Deflect Arrows


Reflex save vs DC20 to deflect one missile/r.





Expertise


Select:  –5 to hit, +5 AC.





Dex 13





Dex 13, Wis 13, Attack +8





Imp. Whirlwind Attack


Select:  1 melee attack at full base attack bonus vs each enemy in wpn range.





Attack +1





Whirlwind Attack


Select:  1 melee attack at full base attack bonus vs each enemy within 5’.





Extra Stunning Attacks


Additional 3/day.





Improved Unarmed Strike


No attacks of opportunity when attacking unarmed.





F





Improved Stunning Fist I–X


DC +2 vs stunning fist.





Stunning Fist


Select:  –4 to hit, –4 dam., held 3r. (1/day per 4 levels) DC 10 + L/3 + Wis bonus.





Called Shot


Select:  –4 to hit, –2 Dex, �–20% movement.








Dex 19, Wis 19





Attack +2





Dex 15,


Attack +3





Spring Attack


Don’t draw Attacks of Opportunity when moving.





Mobility


AC +4 Dodge vs Attacks of Opportunity.





Epic Dodge


No dam. from 1st attack each round.





Dodge


AC +1 Dodge vs current target or last attacker.





Dex 23








Attack +4








Int 13





Skill Improvement Feats








Int 13








Dex 13








Int 13





Point Blank Shot


No –4 to missile hit in melee.  +1 to missile hit & dam. within 15’.





Improved Disarm


Select:  –4 to hit, no Attack of Opportunity.





Disarm


Select:  –6 to hit, Disarm vs Discipline, +4 per size. Provokes Attack of Opp.








Attack +7





Combat Feats





Rapid Shot


Select:  all attack –2 to hit, extra attack at full base attack bonus.





Improved Knockdown


Knockdown as if one size larger.





Knockdown


Select:  –4 to hit, Knockdn vs Discipline, +4 per size, max one size larger.





Rogue Special Feats (from 10th Level)





First Level Only Feats





Superior Initiative


Initiative +8.








Attack +9





Two-Weapon Fighting


Reduce 2-weapon penalty by 2/2.








Dex 15





Improved Two-Weapon Fighting


Second off-hand attack, �at –5.





Ambidexterity


Reduce off-hand penalty by 4.





Improved Initiative


Initiative +4.





Crippling Strike


Str –2 on successful sneak attack.





Armor Prof: Heavy


Splint mail, banded mail;  half-plate;  full plate.





Opportunist


+4 to hit on Attack of Opportunity.





Armor Prof: Medium


Chain shirt, scale mail;  chainmail, breastplate.





Skill Mastery


Always Take 20 for Disable Trap, Open Lock, Set Trap.





Armor Prof: Light


Padded, leather;  studded leather, hide.





Slippery Mind


Reroll saves vs mind-affecting.





Shield Proficiency


Barbarian, bard, cleric, druid, fighter, paladin, ranger, arcane archer, blackguard, champion of Torm, dwarven defender.





Improved Evasion


Reflex save for half/none.





Dex 25,


Tumble 30





Defensive Roll


Reflex save vs killing blow (DC = dam.) for half dam.





Weapon Prof: Wizard


Club, dagger, quarterstaff, crossbow (light, heavy).





Weapon Proficiency: Rogue


Club, dagger, mace, morningstar, rapier, short sword, quarterstaff, dart, crossbow (light, heavy), shortbow, sling, handaxe.





Weapon Proficiency: Monk


Club, dagger, handaxe, kama, quarterstaff, shuriken, sling, crossbow (light, heavy).





Weapon Proficiency: Druid


Club, dagger, sickle, scimitar, spear, quarterstaff, dart, sling.





Weapon Proficiency: Elf


Longsword, rapier, shortbow, longbow.








Attack +1





Weapon Proficiency: Exotic


Dire mace, double axe, dwarven waraxe, kama, katana, kukri, scythe, shuriken, two-bladed sword, whip.





Weapon Proficiency: Martial


Axes (hand, battle, great, throwing), bows (short, long), flails (light, heavy), halberd, hammers (light, war), rapier, scimitar, swords (short, long, bastard, great).





Weapon Proficiency: Simple


Club, dagger, mace, sickle, spear, morningstar, quarterstaff, dart, sling, crossbow (light, heavy).








Attack +2








Attack +2





Wis 13,


Attack +3








Attack +1








Int 13





Zen Archery


Wis bonus replaces Dex for ranged attacks.





Rapid Reload


Same no. attacks per round with crossbow as bow.





Thug


Initiative +2,  Persuade +2.


(Can be taken later.)





Strong Soul


Fortitude & Will save +1, Death magic save +1.





Snake Blood


Fortitude save +1 vs poison,  Reflex save +1.





Silver Palm


Appraise +2,  Persuade +2.





Bullheaded


Resist Taunt +2,  �Will save +1.





Luck of Heroes


All saves +1.





Other Epic Class Feats





Resistance, Hit Point and Miscellaneous Feats





Ass/Rogue 15,


Blackguard 25





Saving Throw Adjusting Feats





Imp. Sneak Attack I-X


Sneak attack +1d6.





Monk 16,


Wis 21





Blooded


Initiative +2,  Spot +2.





Courteous Magocracy


Lore +2,  Spellcraft +2.





Artist


Prerequisite:  Perform 1.


Perform +2,  Spot +2.





Imp. Ki Strike +4/+5


Unarmed attack counts as +4/+5 magic weapon.





Shadow-


dancer 11





Epic Shadowlord


Summon Shadow:  Epic Shadowlord.





Black-


guard 15





Epic Fiend


Summon Epic Vrock.








Ranger 20





Bane of Enemies


+2 to hit, +2d6 dam. vs favoured enemies.





Undead Turning Feats





Wis 25,


Chr 25





Planar Turning


Select:  Destroy outsider if Lvl ≥ 2×HD.





Extra Turning


Turn Undead +6 times/day.





Shape Changing Feats








Shifter





Undead Shape


Can shapeshift into:  Risen Lord, Vampire, Spectre.





Wis 25,


Shifter





Outsider Shape


Can shapeshift into:  Azer Chieftain, Rakshasa, Death Slaad.





Wis 30,


Dr18/Sh10





Dragon Shape


Can wildshape into an ancient dragon.





Wis 27,


Shifter





Construct Shape


Can shapeshift into:  Iron Golem, Stone Golem, Demonflesh Golem.





Barbarian Epic Feats





Barbarian 15,


Str 25





Thundering Rage


On critical hit:  +2d8 dam.








Intimidate 25





Terrifying Rage


Will save vs Intimidate or panic 1d6r.�HD < Lvl:  flee.�HD < 2×Lvl:   –2 to hit, –2 saves.





Barbarian 15,


Str 21, Con 21





Miscellaneous Combat Feats





Mighty Rage


Rage grants:  Will save +4, Str +8, Con +8.





Self Concealment I-V


Concealment +10%.





Dex 30, Hide 30,


Tumble 30





Bardic Music Feats








Perform 25





Lasting Inspiration


Bard Song lasts ×10.





Lingering Song


Bard Song lasts +5 rounds.





Extra Music


Bard Song +4 times/day.





Curse Song


AC +4 Dodge vs Attacks of Opportunity.








L1 spells





Armour and Weapon Proficiencies





Combat Casting


No –4 Concentration penalty at melee range.








Conc. 25





Imp. Combat Casting


No Attacks of Opportunity at melee range.








L1 spells





Silent Spell


No verbal component.


Spell level +1.





L9 spells


SpCr 24





Automatic Silent Spell I-III


All spells silent.


I: L0-3.   II: L4-6.   III: L7-9.








L2 spells





Empower Spell


+50% dam, range, area, etc


Spell level +2.








L1 spells





Extend Spell


Duration ×2.


Spell level +1.








L1 spells





Still Spell


Can cast in armour.


Spell level +1.








L3 spells





Maximize Spell


Damage, no. targets, etc are maximized.


Spell level +3.








L4 spells





Quicken Spell


Instantaneous, free action.


Spell level +4.





L9 spells


SpCr 30





Automatic Quicken Spell I-III


All spells quickened.


I: L0-3.   II: L4-6.   III: L7-9.





L9 spells


SpCr 24





Automatic Still Spell I-III


All spells stilled.


I: L0-3.   II: L4-6.   III: L7-9.








L1 spells





Spell Focus (School)


DC +2 for spells of chosen school.





Greater Spell Focus


DC +4 for spells of chosen school.





Epic Spell Focus


DC +6 for spells of chosen school.








L1 spells





Spell Penetration


+2 bonus to caster level check to beat SR.





Gtr Spell Penetration


+4 bonus to caster level check to beat SR.





Epic Spell Penetration


+6 bonus to caster level check to beat SR.





Arcane Defense


Saves +2 vs chosen school.





Dirty Fighting


Select:  attack only once in round, +1d4 dam.





Weapon Finesse


Dex bonus replaces Str  to hit with light weapon:  dagger, handaxe, kama, kukri, light crossbow, light hammer, mace, rapier, short sword, shuriken, sickle, sling, throwing axe, unarmed.





Spellcaster


L3





Brew Potion


Create potion of any targetable L1–3 spell.


Req:  empty potion bottle.





Spellcaster


L5





Craft Wand


Create wand of any L1–4 spell.  Requires bone wand (can use Craft Weapon).





Spellcaster


L1





Scribe Scroll


Create scroll of any spell.  Requires blank scroll.





Improved Parry


Parry +4.





Blind Fight


Reroll miss percent when blinded or target invis.;  no AC penalty when blind.








Skill 20








Con 25





Perfect Health


Immune to disease and poison.





Epic Will


Will saves +4.





Epic Skill Focus


Chosen skill +10.





Epic Reputation


Bluff +4,  Intimidate +4, Persuade +4,  Taunt +4.





Improved Spell Resistance I–X


Spell resistance +2.





Epic Reflexes


Reflex saves +4.





Epic Fortitude


Fortitude saves +4.





Stealthy


Hide +2, Move Silently +2.





Great Ability I–X


Chosen ability +1.





Epic Toughness I–X


+20 hp.





Epic Prowess


+1 to hit.





Epic Energy Res. I–X


+10/– resistance to chosen type of energy.








Con 21





Damage Reduction �I–III


Damage reduction +3/–.








Dex 25





Blinding Speed


Select:  haste 10r, 1/day.





Resist Poison


Fortitude saves +4 vs poison.





Resist Disease


Fortitude saves +4 vs disease.





Lightning Reflexes


Reflex saves +2.





Armor Skin


AC +2 Natural.





Can use


skill





Skill Focus


Chosen skill +3.





Alertness


Listen +2,  Spot +2.








Fort +8





Resist Energy


+5/– resistance to chosen type of energy.





Toughness


+1 hp/level.





Iron Will


Will saves +2.





Great Fortitude


Fortitude saves +2.





Spellcasting Feats





Item Crafting Feats





Key


Neverwinter Nights Feat


SoU/HotU Feat


Epic Feat  (21st level+)
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Chr 25,


Pal/BG 2





Great Smiting I–X


On Smite:  +2×lvl dam.





F





F





F





F





F





Eligible as Fighter/Wizard bonus feat.





F











Prereq.





Feat Name


Feat description.
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