FEATS

ACROBATIC [GENERAL]

AGILE [GENERAL]
Aiming (General, Fighter) 
You can hit vital areas with a ranged weapon. 

Requirements: Precise Shot, Base Attack +4. 

Benefits: For every full round action you spend aiming you get a +2 to hit and damage, max of +6. 

Special: This feat may be taken multiple times, applying to a new weapon each time. 

ALERTNESS [GENERAL]

ANIMAL AFFINITY [GENERAL]
APE HANDS   [RACIAL]

You have unusually long arms and strong hands.

Requirements:  Saru, Monkey Katanga
Benefits:  When using any type of spear you extend the spear’s reach by 5 feet.

Animal Bond (General) 
You have a special link with an animal companion or familiar. 

Requirements: Animal companion (Ranger) or Familiar (Witch-Doctor). 

Benefits: Once per day you may forego one of your feats for one of the animal’s feats or abilities, providing you are physically able to do it. For example, a nubari could not constrict. 

Special: You may only take this feat once. 

ARMOR PROFICIENCY (LIGHT) [GENERAL]

ARMOR PROFICIENCY (MEDIUM) [GENERAL]

ATHLETIC [GENERAL]

AUGMENT SUMMONING [GENERAL]

AWESOME BLOW [GENERAL, FIGHTER]   Monster Manual page 303

Prerequisites: Str 25, Power Attack, Improved Bull Rush, size Large or larger.

Benefits: As a standard action, the creature may choose to subtract 4 from its melee attack roll and deliver an awesome blow. If the creature hits a corporeal opponent smaller than itself with an awesome blow, its opponent must succeed on a Reflex save (DC = damage dealt) or be knocked flying 10 feet in a direction of the attacking creature’s choice and fall prone. The attacking creature can only push the opponent in a straight line, and the opponent can’t move closer to the attacking creature than the square it started in. If an obstacle prevents the completion of the opponent’s move, the opponent and the obstacle each take 1d6 points of damage, and the opponent stops in the space adjacent to the obstacle.

Battle Damage (Fighter) 
Your expertise with a weapon allows you to inflict more damage then usual. 

Requirements: Improved Critical. 

Benefits: For every successful hit, add one half die of damage. For example, a battleaxe normally does 1d8 damage. With this feat, the battleaxe does 1d8 + 1d4. Added damages are rounded down. Pluses are not dou-bled. This bonus also extends to critical hits. 

BLIND-FIGHT [GENERAL]
Blood Of The Ancients (General) 
The heroes heritage carries some of the inherent magic of the Ancients. 

Restrictions: Simbara and Wise Ones Tribal Feat. 

Benefits: +1 bonus to the heroes arcane spellcasting level for the purposes of determining spells known and spells per day. 

Special: This feat may only be taken at 1st level. 

BREW POTION [ITEM CREATION]

Prerequisite: Spell Weaver, Spirit Speaker bonus feat 
BUTU’S GAMBIT   [GENERAL]

You know when to cut your losses.

Benefits:  You may move at your run speed during a withdrawal action once per encounter.

Cat's Fall (Racial) 
Requirements: Must be a Tiger katanga. 

Benefits: You take only half damage from falls if you make a successful Ref save, DC 20. 

CLEAVE [GENERAL]

COMBAT CASTING [GENERAL]

COMBAT EXPERTISE [GENERAL]

COMBAT REFLEXES [GENERAL]

CONSTRICT [GENERAL, FIGHTER]
Prerequisite: Snake Katanga

Benefits:  A creature with this special attack can crush an opponent, dealing bludgeoning damage, after making a successful grapple check. The damage is 1d6+strength bonus. If the creature also has the improved grab ability it deals constriction damage in addition to damage dealt by the weapon used to grab.

Danger Sense (General) 
You can sense danger even if you can’t see or hear it. 

Benefits: If danger is present you get a +2 to Listen and Spot checks. DM must secretly determine if this bonus applies. If this feat makes the difference between success and failure, you are aware there is danger nearby but can-not tell exactly where. 

Special: Synergy bonuses apply with Concentration skill. If you have 6 or more ranks in Concentration you may make an additional Concentration check at the original DC. Success means that you can determine where the danger is lurking 

Death Roll (Racial) 
Similar to the Constrict feat. 

Restrictions: Can only be taken by Caiman katanga. 

Requirements: Improved Grab. 

Benefits: In combination with Improved Grab, this feats allows the caiman katanga to inflict automatic rolling damage every round without provoking an attack of op-portunity and without losing their Dex bonus. Damage is 1d6+Str modifier. The Death Roll can be done on land or in water, but only in katanga form. 

DECEITFUL [GENERAL]

DEFT HANDS [GENERAL]

Determined Soul (General) 
You may go below -10 hit points without dying. 

Restrictions: Rudra and Simbara Tribal Feat. 

Benefits: Add your Con bonus to the number of points of damage you can sustain before entering each level of death. For example, if your Con bonus is +4, then you are unconscious at -4 hit points and dead at -14. Stacks with Toughness. 

DIEHARD [GENERAL]

DILIGENT [GENERAL]

Discipline (General) 
Restrictions: Huroola and Wise Ones Tribal Feat. 

Benefits: Will +1, Concentration +2. 

DODGE [GENERAL]

Element Focus (General) 
Identical to Spell Focus. See Players Handbook, page 85. 

EMPOWER SPELL [METAMAGIC]

ENDURANCE [GENERAL]

ENLARGE SPELL [METAMAGIC]

ESCHEW MATERIALS [GENERAL]

EXOTIC WEAPON PROFICIENCY [GENERAL]

Expert Climb (General) 
Allows hero to climb at double the normal rate. 

Requirements: Improved Climb. 

Expert Healer (General) 
You have particular skill at healing. 

Requirements: Wis 13+ 

Benefits: The healer may reroll once any failed heal checks. Also, the healer may reroll all one’s when casting heal spells. 

EXTEND SPELL [METAMAGIC]

EXTRA TURNING [GENERAL]

FAR SHOT [GENERAL]

Fetish Preparation (MetaMagic Feat) 
Benefits: A witch-doctor with this feat may prepare a spell from a fetish that is not a known spell (a known spell is a spell on the sorcerers spell list). The prepared spell uses up a slot one level higher than the spells actual level. The fetish is not destroyed by the preparation or casting of the spell. Casting the spell is not automatically a full round action. 

This feat may not be combined with other metamagic feats. This feat may be used to prepare a known spell. The prepared spell will use up a slot one level higher as the actual spell. 

FLYBY ATTACK   [GENERAL]   Monster Manual page303

Prerequisite: Fly speed.

Benefit: When flying, the creature can take a move action (including a dive) and another standard action at any point during the move. The creature cannot take a second move action during a round when it makes a flyby attack.

Normal: Without this feat, the creature takes a standard action either before or after its move.

Foe Hunter (General) 
You do increased damage to tribal enemies. 

Restrictions: Simbara and Zantira Tribal Feat. 

Benefits: Against a declared enemy, you gain a +1 in damage for a melee weapon and the threat range of a cho-sen ranged weapon is increased by one. You may take this feat multiple times for a different enemy each time. Stacks with Rangers hated enemy, as well as other feats. 

Gifted Learner (General) 
You learn cross-class skills as if they were class skills. 

Restrictions: Bagoomba and Wise Ones Tribal Feat. 

Benefits: You may pick any non-restricted skill and treat it as a class skill. You may take this skill multiple times, applying it to a different skill each time. 

GREAT CLEAVE [GENERAL]

GREAT FORTITUDE [GENERAL]

GREATER SPELL FOCUS [GENERAL]

GREATER SPELL PENETRATION [GENERAL]

GREATER TWO-WEAPON FIGHTING [GENERAL]

GREATER WEAPON FOCUS [GENERAL]

GREATER WEAPON SPECIALIZATION [GENERAL]

Hardy (General) 
Restrictions: Huroola and Rudra Tribal Feat. 

Benefits: +1 to all saves. 

HEIGHTEN SPELL [METAMAGIC]

Heroic Bravery (General) 
You demonstrate tremendous bravery in battle. 

Requirements: Cha 13+, Character Level 5th+ 

Benefits: As long as you are at the front of the battle, you and all allies that can see you get a +1 to Will save. 

Heroic Leap (General) 
Requirements: 5 ranks in Jump. 

Benefits: You have no maximum limit to the distance you can jump. 

Honor (General) 
Requirements: Hero Points. 

Benefits: You may add the number of Hero Points you currently possess to skill checks for Boast, Bluff, Diplo-macy, Gather Information, or Intimidate. The Hero Points are not expended when used this way. 

HOVER   [GENERAL]   Monster Manual page 304

Prerequisite: Fly speed.

Benefit: When flying, the creature can halt its forward motion and hover in place as a move action. It can then fly in any direction, including straight down or straight up, at half speed, regardless of its maneuverability.

If a creature begins its turn hovering, it can hover in place for the turn and take a full-round action. A hovering creature cannot make wing attacks, but it can attack with all other limbs and appendages it could use in a full attack. The creature can instead use a breath weapon or cast a spell instead of making physical attacks, if it could normally do so.

If a creature of Large size or larger hovers within 20 feet of the ground in an area with lots of loose debris, the draft from its wings creates a hemispherical cloud with a radius of 60 feet. The winds so generated can snuff torches, small campfires, exposed lanterns, and other small, open flames of non-magical origin. Clear vision within the cloud is limited to 10 feet. Creatures have concealment at 15 to 20 feet (20% miss chance). At 25 feet or more, creatures have total concealment (50% miss chance, and opponents cannot use sight to locate the creature).

Those caught in the cloud must succeed on a Concentration check (DC 10 + 1/2 creature’s HD) to cast a spell.

Normal: Without this feat, a creature must keep moving while flying unless it has perfect maneuverability.

IMPROVED BULL RUSH [GENERAL]

Improved Climb (General) 
Allows hero to climb at 1.5 times the normal rate. 

Requirements: 5 ranks in Climb. 

IMPROVED COUNTERSPELL [GENERAL]

IMPROVED CRITICAL [GENERAL]

IMPROVED DISARM [GENERAL]

IMPROVED FAMILIAR [GENERAL]

This feat allows spellcasters to acquire a new familiar from a nonstandard list, but only when they could normally acquire a new familiar.

Prerequisites: Ability to acquire a new familiar, compatible alignment, sufficiently high level (see below).

Benefit: When choosing a familiar, the creatures listed below are also available to the spellcaster. The spellcaster may choose a familiar with an alignment up to one step away on each of the alignment axes (lawful through chaotic, good through evil).

	Familiar 
	Alignment 
	Arcane Spellcaster Level

	Shocker lizard 
	Neutral 
	5th

	Stirge 
	Neutral 
	5th

	Formian worker 
	Lawful neutral 
	7th

	Pseudodragon 
	Neutral good 
	7th

	
	
	


Improved familiars otherwise use the rules for regular familiars, with two exceptions: If the creature’s type is something other than animal, its type does not change; and improved familiars do not gain the ability to speak with other creatures of their kind (although many of them already have the ability to communicate).

The list in the table above presents only a few possible improved familiars. Almost any creature of the same general size and power as those on the list makes a suitable familiar. Nor is the master’s alignment the only possible categorization. For instance, improved familiars could be assigned by the master’s creature type or subtype, as shown below.
	Familiar
	Type/Subtype
	Arcane Spellcaster Level

	Spirit hawk1
	Good
	3rd

	Air elemental, Small
	Air
	5th

	Earth elemental, Small
	Earth
	5th

	Fire elemental, Small
	Fire
	5th

	Shocker lizard
	Electricity
	5th

	Water elemental, Small
	Water
	5th

	1 Or other spirit animal from the standard familiar list.
	
	

	


IMPROVED FEINT [GENERAL]

IMPROVED GRAB [FIGHTER, RACIAL]
Prerequisite:  Tiger Katanga, Lion Katanga, Caiman Katanga, Snake Katanga, Saru
Benefits:  If a creature with this special attack hits with a melee weapon (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. No initial touch attack is required. Unless otherwise noted, improved grab works only against opponents at least one size category smaller than the creature. The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the improved grab to hold the opponent. If it chooses to do the latter, it takes a –20 penalty on grapple checks, but is not considered grappled itself; the creature does not lose its Dexterity bonus to AC, still threatens an area, and can use its remaining attacks against other opponents. A successful hold does not deal any extra damage unless the creature also has the constrict special attack. If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold. Otherwise, it deals constriction damage as well (the amount is given in the creature’s descriptive text). When a creature gets a hold after an improved grab attack, it pulls the opponent into its space. This act does not provoke attacks of opportunity. It can even move (possibly carrying away the opponent), provided it can drag the opponent’s weight. 

IMPROVED GRAPPLE [GENERAL, RACIAL] 
Prerequisites: Dex 13, Improved Unarmed Strike or Natural Weapons
IMPROVED INITIATIVE [GENERAL]

IMPROVED NATURAL ARMOR   [GENERAL]   Monster Manual page304

Prerequisites: Natural armor, Con 13.

Benefit: The creature’s natural armor bonus increases by 1.

Special: A creature can gain this feat multiple times. Each time the creature takes the feat its natural armor bonus increases by another point.

IMPROVED NATURAL ATTACK   [GENERAL]  Monster Manual page 304

Prerequisite: Natural weapon, base attack bonus +4.

Benefit: Choose one of the creature’s natural attack forms. The damage for this natural weapon increases by one step, as if the creature’s size had increased by one category: 1d2, 1d3, 1d4, 1d6, 1d8, 2d6, 3d6, 4d6, 6d6, 8d6, 12d6. 

A weapon or attack that deals 1d10 points of damage increases as follows: 1d10, 2d8, 3d8, 4d8, 6d8, 8d8, 12d8.

IMPROVED OVERRUN [GENERAL]

IMPROVED PRECISE SHOT [GENERAL]

IMPROVED SHIELD BASH [GENERAL]

IMPROVED SUNDER [GENERAL]

IMPROVED TRIP [GENERAL]

IMPROVED TURNING [GENERAL]

IMPROVED TWO-WEAPON FIGHTING [GENERAL]

IMPROVED UNARMED STRIKE [GENERAL, RACIAL] 
Prerequisite:  Saru

Improvised Weaponry (General, Fighter) 
You can use almost anything as a weapon. 

Requirements: Simple Weapon Proficiency. 

Benefits: Penalty for using a weapon you are not familiar with is -2 instead of -4. 

INVESTIGATOR [GENERAL]

Iron Grip (General, Fighter) 
You have developed an immensely strong grip. 

Requirements: Improved Grab. 

Benefits: +2 to Grab/Grapple Checks. Stacks with Wres-tle feat. 

IRON WILL [GENERAL]

Leaping Attack (General, Fighter) 
You are able to leap into battle in a manner similar to a charge. 

Requirements: 5 ranks in Jump. 

Benefits: You provoke no attack of opportunity and get a +4 to your attack roll. You suffer, however, a -4 to your AC for the next initiative pass. You must leap at least 10'. 

Life Blessed (General) 
Your ties to the nature spirits have increased your chances of surviving traumatic injury. 

Restrictions: Koshiva and Rudra Tribal Feat. 

Benefits: When you fall unconscious from hit point dam-age (normally -1 to -10), you have double the chance (20%) to stabilize. 

Light Sleeper (General) 
You come awake instantly when danger threatens. 

Restrictions: Huroola and Zantira Tribal Feat. 

Benefits: You may make a listen check anytime you are asleep. If successful, you are instantly awake and ready for action. 

LIGHTNING REFLEXES [GENERAL]

Linguist (General) 
You learn to speak new languages with ease. 

Benefits: You treat the skill ‘Speak Language’ as a class skill, spending only one skill point to learn each addi-tional language. 

Special: If the language has an alphabet and you already have the Read/Write Feat, you may spend an additional skill point to learn that written language. 

MAGICAL APTITUDE [GENERAL]

MANYSHOT [GENERAL]

MARTIAL WEAPON PROFICIENCY [GENERAL]

MAXIMIZE SPELL [METAMAGIC]

MOBILITY [GENERAL]

MULTIATTACK   [GENERAL]  Monster Manual page 304

Prerequisite: Three or more natural attacks.

Benefit: The creature’s secondary attacks with natural weapons take only a –2 penalty.

Normal: Without this feat, the creature’s secondary attacks with natural weapons take a –5 penalty.

MULTIWEAPON FIGHTING   [GENERAL]

Prerequisites: Dex 13, three or more hands.

Benefit: Penalties for fighting with multiple weapons are reduced by 2 with the primary hand and reduced by 6 with off hands.

Normal: A creature without this feat takes a –6 penalty on attacks made with its primary hand and a –10 penalty on attacks made with its off hands. (It has one primary hand, and all the others are off hands.) See Two-Weapon Fighting.

Special: This feat replaces the Two-Weapon Fighting feat for creatures with more than two arms.

NATURAL SPELL [GENERAL]

Prerequisites: Wis 13, wild shape or alternate form
Benefit: You can complete the verbal and somatic components of spells while in a wild shape. You substitute various noises and gestures for the normal verbal and somatic components of a spell.

You can also use any material components or focuses you possess, even if such items are melded within your current form. This feat does not permit the use of magic items while you are in a form that could not ordinarily use them, and you do not gain the ability to speak while in a wild shape.

Normal:  Katanga cannot cast spells in animal form.

NEGOTIATOR [GENERAL]

NIMBLE FINGERS [GENERAL]

PERSUASIVE [GENERAL]

Phenomenal Memory (Racial) 
You have a virtually flawless memory. 

Restrictions: Bladeback Lacerials only. 

Benefits: When trying to remember anything you have seen or heard over the last 20 years, you automatically succeed. For every year beyond 20, you must make a Will save vs DC 20 + number of years after 20. 

POINT BLANK SHOT [GENERAL]

POUNCE [FIGHTER, RACIAL]

Prerequisite:  Tiger Katanga, Lion Katanga

Benefits:  When a creature with this special attack makes a charge, it can follow with a full attack—including rake attacks if the creature also has the rake ability.

POWER ATTACK [GENERAL]

POWERFUL CHARGE   [GENERAL, FIGHTER, RACIAL]

Prerequisite:  Power Attack and Hornhead Lacerial, Impala Katanga, or Butu

Benefits:  When a creature with this special attack makes a charge using antlers, horns or headbutt, its attack deals double damage in addition to the normal benefits and hazards of a charge. The amount of damage from the attack is given in the creature’s description.

PRECISE SHOT [GENERAL]

Precision Flight (Racial) 
Restrictions: Aarakocra and lacerial Flyers only. 

Benefits: Allows aarakocra and lacerial flyer to cast spells in flight without a Concentration check. 

QUICK DRAW [GENERAL]

QUICKEN SPELL [METAMAGIC]

RAPID SHOT [GENERAL]

RAKE   [GENERAL, FIGHTER, RACIAL]

Prerequisite:  Tiger Katanga, Lion Katanga

Benefits: A creature with this special attack gains extra natural attacks when it grapples its foe. Normally, a monster can attack with only one of its natural weapons while grappling, but a monster with the rake ability usually gains two additional claw attacks that it can use only against a grappled foe. Rake attacks are not subject to the usual –4 penalty for attacking with a natural weapon in a grapple.

A monster with the rake ability must begin its turn grappling to use its rake—it can’t begin a grapple and rake in the same turn.

Rake (Racial) 
Special rear claw damage for tiger katanga. 

Requirements: Improved Grab. 

Restrictions: Tiger Katanga only. 

Benefits: If the tiger katanga successfully grapples/grabs an opponent, he can make two rear claw attacks with his rear claws. Attack bonuses apply as if they were the first two attacks in the round, damage is 1d6 + Str bonus per attack. 

Reading/Writing 
You are able to decipher the meaning of the written word. 

Restrictions: Only Oscray can take this feat at 1st level. All other heroes must wait until 3rd. 

Benefits: You can read the writing of the Oscray sages, a rare and, to some, dangerous ability. 

Special: If new written languages become available, you can learn to Read/Write them by buying another langua in the ‘Speak Languages’ skill. Unless you have the ‘Linguist’ Feat, you must spend two skill points to speak a language and two ranks to read it. Some languages, particularly ancient ones, may only be available as written languages 

REND   [GENERAL, FIGHTER, RACIAL]
Prerequisite:  Improved Grapple, Saru

Benefits:  When a Saru with this feat deals damage to his opponent with an opposed grapple check, he deals double damage.
Rend (Racial) 
Special damage attack of Saru. 

Requirements: Improved Grab. 

Restrictions: Saru only. 

Benefits: If the saru successfully grapples/grabs an opponent, he can then rip his opponent limb from limb. This is an automatic hit, damage is 1d6 + Str bonus per attack. 

Rolling Attack (Racial) 
Hedgehog Katanga can execute a special rolling attack. 

Restrictions: Hedgehog Katanga only. 

Benefits: The rolling attack is treated like a charge, but with no AC penalties. At the end of the roll, you may then take your attack action as normal. 

Special: If the Hedgehog Katanga has the Mobility feat and at least 5 ranks in Tumble, he can choose to roll up to his full charge movement even if it takes him past his opponent. The opponent still gets attacks of opportunity. If an attack succeeds, the hedgehog katanga is stopped at the point of attack. 

RUN [GENERAL]

SCENT   [GENERAL, RACIAL]

Prerequisite:  Katanga, Lacerial, Lizard folk or Saru, and Base Fort Save +5

Benefits: This special quality allows a creature to detect approaching enemies, sniff out hidden foes, and track by sense of smell. Creatures with the scent ability can identify familiar odors just as humans do familiar sights.

The creature can detect opponents within 30 feet by sense of smell. If the opponent is upwind, the range increases to 60 feet; if downwind, it drops to 15 feet. Strong scents, such as smoke or rotting garbage, can be detected at twice the ranges noted above. Overpowering scents, such as skunk musk or troglodyte stench, can be detected at triple normal range.

When a creature detects a scent, the exact location of the source is not revealed—only its presence somewhere within range. The creature can take a move action to note the direction of the scent.

Whenever the creature comes within 5 feet of the source, the creature pinpoints the source’s location.

A creature with the Track feat and the scent ability can follow tracks by smell, making a Wisdom (or Survival) check to find or follow a track. The typical DC for a fresh trail is 10 (no matter what kind of surface holds the scent). This DC increases or decreases depending on how strong the quarry’s odor is, the number of creatures, and the age of the trail. For each hour that the trail is cold, the DC increases by 2. The ability otherwise follows the rules for the Track feat. Creatures tracking by scent ignore the effects of surface conditions and poor visibility. 

Special:  Intelligent creatures with the scent feat may learn the Lacerial scent language.  They may not speak it however.

Scent (Racial) 
Heroes with the scent ability can identify familiar odors just as humans do familiar sights. 

Restrictions: Aarakocra, Korobokuru, Nubari, Plantmen, Shu, and Tam’hi cannot take this feat. 

Benefits: +2 Track, +2 Search, and +2 Spot. Invisible creatures are still 50% chance of miss but no need to guess at targets position. 

Special: Lacerials who take this feat get +3 to Track, Search, and Spot. 

SELF-SUFFICIENT [GENERAL]

SHIELD PROFICIENCY [GENERAL]

SHOT ON THE RUN [GENERAL]

SILENT SPELL [METAMAGIC]

SIMPLE WEAPON PROFICIENCY [GENERAL]

SKILL FOCUS [GENERAL]

SPELL FOCUS [GENERAL]

SPELL PENETRATION [GENERAL]

Spirit Sense (General) 
Allows you to sense when spirits are in the area. 

Requirements: 1st level Spellcaster. 

Benefits: You will know immediately if any ancestor, elemental, nature, taboo, or undead spirits are within 100' of you. You will be able to discern their type and ap-proximate number, but not their precise distance or loca-tion. 

Special: A spellcaster with this feat gains a bonus when casting any Monster or Elemental Summoning spell. Such spells are cast as if at one level higher, so a Summon Monster II becomes Summon Monster III. 

SPIRIT TURNING (General) 
An ability that allows Shaman or Witch-Doctor to either attract, rebuke, or be ignored by any Malatran spirit other than undead. 

Requirements: 3rd Level Spellcaster. Spirit must be seen or sensed with the Spirit Sense feat. 

Benefits: Spirit Turning works just like Turning Undead (see Players Handbook, page 139 and 140), with the fol-lowing changes: 

Destroyed results in a spirit being driven from an area for one year and one day. Hero spellcasters may elect to At-tract a spirit with this result in the hopes of gaining a fa-vor from it (DM’s option. Should only be used once per adventure, Diplomacy or base Charisma applies). The spellcaster must still convince the spirit to do what it wants. The spirit, regardless of its nature, will telepathi-cally communicate with the spellcaster. Note - Using Attract when there is an Undead Spirit in the area can be most unfortunate, as the spellcaster immediately comes to the full and wrathful attention of the Undead. 

Turned means the spirit flees per the rules in the Players Handbook. If the spirit had been summoned by a spell, it will not return unless summoned again. If it was inhabit-ing the area, it will return as quickly as possible. 

Awed is as described in the Players Handbook and is only done by evil spellcasters. 

Commanded is as described in the Players Handbook, except that any animal of a nature spirits type that ever encounters the spellcaster has a 25% chance of fleeing the spell caster in terror on sight. Commanding spirits in this way is forcing the spirit to act against its will and there-fore considered an evil act. 

SPRAY ATTACK  (Racial)

The Pangolin sprays a horrible smelling musk at its foes. 

Prerequisite:  Pangolin Katanga

Benefit:  You  Make a ranged touch attack, max range 10' (does not provoke an attack of opportunity).  If hit, the target must make a Fort save (DC 15) or suffer a -2 penalty to attack, ability, and skill checks for the next 1d4 hours or until they can thoroughly wash. If the target makes the Fort save it is still unable to make use of the Scent feat (if it has it) for 1d4 hours. This attack does not affect creatures that cannot smell.  Usable 3/times a day as biped or animal.
SPRING ATTACK [GENERAL]

STEALTHY [GENERAL]

STILL SPELL [METAMAGIC]

Swim Fighting (General) 
You are adept at fighting underwater. 

Requirements: 5 ranks in Swim. 

Benefits: All water fighting penalties are halved. 

Swing By Attack (General, Fighter) 
You may attack while swinging on ropes or vines. 

Requirements: 5 ranks in Vine Swinging. 

Benefits: When vine swinging, the hero can take a move action and another action at any point during the move. The hero cannot take a second move action during a round when it makes a swing-by attack. 

Roll under Vine Swinging to determine distance traveled. 
SWOOPING JAVELIN ATTACK   [RACIAL, FIGHTER]

Prerequisite:  Aarakocra or Lacerial flier, Two weapon fighting

Benefits:  As a standard action you can make a melee attack with two javelins or two half spears at the end of a dive.  Both attacks use a single attack roll using the worse of the two weapon’s attack modifiers.  You take a -4 penalty on this attack roll.

Special:  Critical hits and sneak attacks apply only to one weapon.

Taboo Sense (General) 
You can sense when an area is guarded by taboo spirits. 

Benefits: This feat allows you to detect when you are about to infringe on a taboo area. It also allows you to determine whether the taboo is caused by physical condi-tions (such as the yaku plains), the creatures that live there (such as the Dokuba Swamp), or supernatural condi-tions where evil spirits dwell (also like the yaku plains). It also allows you to determine if the taboo is specific for one tribe or people, or covers all good peoples in the jun-gle. 

Talent (General) 
You have learned to take maximum advantage of your natural abilities. 

Restrictions: Bagoomba and Zantira Tribal Feat. 

Benefits: You may double the ability modifier for one skill. This feat may be taken multiple times, applying to a different skill each time. 

Taunting (General) 
You are particularly skilled in enraging your enemies. 

Requirements: Bluff Skill, Taunt Skill. 

Benefit: By making a successful Taunt skill check you can enrage your foes. This gives them -2 to hit, -1 AC but a +1 damage. This lasts until the end of combat or until you or your foe fall unconscious. Foe gets a Will save; DC is your taunt skill roll. 

TOUGHNESS [GENERAL]

TOWER SHIELD PROFICIENCY

TRACK [GENERAL]

Traders Background (General) 
You are adept at bartering and trade. 

Requirements: Bagoomba and Koshiva Tribal Feat. 

Benefits: +2 Appraise, +2 Barter, and +2 to any single Craft/Profession skill. 

TRAMPLE   [GENERAL, FIGHTER, RACIAL]

Prerequisite:  Base attack +6, Hornhead lacerial , Impala Katanga, or Ostrich Katanga
Trample (Ex): As a full-round action, a creature with this special attack can move up to twice its speed and literally run over any opponents at least one size category smaller than itself. The creature merely has to move over the opponents in its path; any creature whose space is completely covered by the trampling creature’s space is subject to the trample attack. If a target’s space is larger than 5 feet, it is only considered trampled if the trampling creature moves over all the squares it occupies. If the trampling creature moves over only some of a target’s space, the target can make an attack of opportunity against the trampling creature at a –4 penalty. A trampling creature that accidentally ends its movement in an illegal space returns to the last legal position it occupied, or the closest legal position, if there’s a legal position that’s closer.

A trample attack deals bludgeoning damage (the creature’s slam damage + 1-1/2 times its Str modifier). The creature’s descriptive text gives the exact amount.

Trampled opponents can attempt attacks of opportunity, but these take a –4 penalty. If they do not make attacks of opportunity, trampled opponents can attempt Reflex saves to take half damage.

The save DC against a creature’s trample attack is 10 + 1/2 creature’s HD + creature’s Str modifier (the exact DC is given in the creature’s descriptive text). A trampling creature can only deal trampling damage to each target once per round, no matter how many times its movement takes it over a target creature.

Tree Topper (General) 
You are as comfortable in the trees as on the ground. 

Restrictions: Koshiva Tribal Feat. 

Benefits: You are granted a +2 to Climb and maintain your Dex bonus while Climbing. 

TWO-WEAPON DEFENSE [GENERAL]

TWO-WEAPON FIGHTING [GENERAL]

Undead Turning (General) 
A ritual that allows Shaman to either turn or rebuke Mala-tran undead. 

Requirements: 7th Level Shaman. 

Benefits: As the description in the Player’s Handbook, pages 139 & 140. For additional information, see “Spirits Of Malatra”, EDITORS NOTE page 54 
War Cry (General) 
Your war cry strikes fear in the hearts of your enemies. 

Requirements: 3rd Level Character, Intimidate skill. 

Benefits: By making a successful Intimidate check (DC 10 + opponent level + opponent Cha modifier) you cause your foes to loose their Dex modifier for one round. War Cry is a full-round action and may only be used once per combat. 

WEAPON FINESSE [GENERAL]

WEAPON FOCUS [GENERAL]

WEAPON SPECIALIZATION [GENERAL]

WHIRLWIND ATTACK [GENERAL]

WIDEN SPELL [METAMAGIC]

WINGOVER   [GENERAL]

Prerequisite: Fly speed.

Benefits: A flying creature with this feat can change direction quickly once each round as a free action. This feat allows it to turn up to 180 degrees regardless of its maneuverability, in addition to any other turns it is normally allowed. A creature cannot gain altitude during a round when it executes a wingover, but it can dive.

The change of direction consumes 10 feet of flying movement.
Wrestle (Fighter) 
You are a skilled wrestler. 

Benefits: +4 to Grab/Grapple Checks. Stacks with Iron Grip. 

