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The Fighter 
 

Some take up arms for glory, wealth, or revenge. Others do battle to 

prove themselves, to protect others, or because they know nothing 

else. Still others learn the ways of weaponcraft to hone their bodies 

in battle and prove their mettle in the forge of war. Lords of the 

battlefield, fighters are a disparate lot, training with many weapons 

or just one, perfecting the uses of armor, learning the fighting 

techniques of exotic masters, and studying the art of combat, all to 

shape themselves into living weapons. Far more than mere thugs, 

these skilled warriors reveal the true deadliness of their weapons, 

turning hunks of metal into arms capable of taming kingdoms, 

slaughtering monsters, and rousing the hearts of armies. Soldiers, 

knights, hunters, and artists of war, fighters are unparalleled 

champions, and woe to those who dare stand against them. 

 

Fighters excel at combat—defeating their enemies, controlling the f 

low of battle, and surviving such sorties themselves. While their 

specific weapons and methods grant them a wide variety of tactics, 

few can match fighters for sheer battle prowess. 

 

Builds of Fighter: Fighters are all about the weapons they use. At 

higher levels a fighetr may have a variety of fighting styles at his 

disposal, but early on players would be advised to pick a fighting 

style and take the feats and talents that make you better at it. Ask 

yourself: what is my fighter's primary means of attack? Does he 

attack with two weapons? with a two-handed weapon? is he an 

archer? a swashbucker? or is he a traditional sword and shield 

schmo? 

 

Fighters and Other Classes: Many of the fighter's talents are shared 

with the Paladin, the Ranger, the Warlord and the Rogue. However, 

only a fighter has the complete access to all fighting talents, as well 

as a few unique tricks of his own. 

 

Key Abilities 
 

A fighter's key ability depends on the weapons he is using. Fighters 

using heavy two-handed weapons or who enjoy throwing 

warhammers at their foes will want Strength as their highest ability. 

Archers, and cunning fighters who rely on light weapons (and 

perhaps fight with two of them) will prefer Dexterity.  

 

Regardless of what weapon a Fighter uses, Strength is still likely to 

modify his damage rolls. No fighter can therefore ignore Strength. 

Constitution is also useful for the extra hit points, and a higher 

Fortitude defence helps Fighters avoid being pushed, pulled, tripped 

or grappled in combat. Cunning swashbucklers may also require a 

little Charisma to pull off their most mendacious tricks. 
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Favoured Skills 
 

General: Acrobatics, Athletics, Bluff, Climb, Craft, Handle Animal, 

Insight, Intimidate, Profession, Ride, Swim,  

 

Weapon: Axes, Light Blades, Heavy Blades, Bows, Breath, 

Crossbows, Daggers, Hammers, Lances, Maces, Picks, Polearms, 

Shields, Slings, Spears, Staff, Light Thrown, Heavy Thrown, Whips & 

Chains 

 

Knowledge: Nobility 

 

Spellcraft: None 

 

 

Fighter Abilities 
 

Like all HD&D classes, the talents and feats of fighters are taken 

from a variety of third and fourth edition sources. They are designed 

to balance so that (e.g.) an Archer and a two-handed axe wielder 

are equally useful, although they have differing strength. 

 

Many of the feats presented below are combat-orientated, 

although they may be taken by any class (not just the Fighter). This 

is in accordance with the way these feats worked in third edition. 

Check the prererequisites closely. 

 

Fighter Talents 
 

 

All-Seeing Ears Fighter Talent 

Your senses are so acute that you are able to fight and function in 
total darkness with very little inconvenience. 
Continuous Effect | Mundane 
No Action 
Trigger: If there is one 

Prerequisite: Fighter or Monk; Blind-fighting talent, Wis 15, 11th 

level 

Area of Effect: Close burst 30 ft radius 

 
Effect: You can apply the effects of your Blind-fighting talent in a 30 

ft. radius, instead of a 5 ft. radius. Attacks directed from more than 

30 feet away, will affect your character normally. You may also 

move at any Speed during a round with no chance of falling over. 

 

 

Acrobatic Élan Fighter Talent 

Your flambuoyant fighting style of leaps, somersaults and parries 
takes your foe continually by surprise. 
At-Will | Mundane 
Move Action 
Prerequisite: Fighter or Rogue; Dex 15; must be using a One-Hand 

or Off-Hand weapon in your primary hand, and have your secondary 

hand empty. 

Area of Effect: Close burst equal to half your Speed in feet 

Target: One creature 

Attack: Acrobatics vs. Reflex 

 

Effect: On your turn, you may spend a Move Action to move up to 

half your Speed and make an Acrobatics vs. Reflex attack on one 

designated foe. If that attack succeeds you receive a +3 

circumstance bonus to all attack rolls you make against that target 

until the beginning of your next turn. 

 

During the round you are considered to be leaping hither and 

thither, jumping over opponents, dodging between their legs, back-

flipping off walls and other displays of excessive flambuoyance 

normally only worthy of an amphetamine-fuelled squirrel. 

 

Acrobatic Élan grants you no protection against any Opportunity 

Attacks that might arise from your ostentatious movement, nor do 

you gain Combat Advantage over your target. 

 

 

Armour Optimisation Fighter Talent 

You wear armour as if it were a second skin. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter, Profiiciency in the Armour worn. 

Area of Effect: Personal 

 
Effect: A fighter with the Armour Optimisation talent is far more 

deft and manoeuvrable than other warriors. Whenever the Fighter 

is wearing armour, he reduces its Armour Check Penalty by 1 (to a 

minimum of 0) and increases the Maximum Dexterity Bonus 

allowed by his armour by 1. 

 

These bonuses increase by +1 at levels 6, 11, 16, 21 and every five 

levels thereafter. For example, a 21st level Fighter with this talent 

who is wearing Field Plate armour would have an Armour Check 

Penalty of -1 (not -6) and a Maximum Dexterity Modifier of +7 (not 

+2). 

 

 

Armour Proficiency (Heavy) Fighter Talent 

You have the strength and training to wear the heaviest armour 
available. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter, Paladin or Warlord; Str 15, Armour Proficiency 
(Medium) talent 

Area of Effect: Personal 

 
Effect: You can wear any armour categorised as Heavy. You take the 

listed Armour Check Penalty to Acrobatics, Athletics, Climb, Disable 

Device, Escape Artist, Fly, Sleight of Hand, Stealth and Swim skills. 

You also accept the penalty to your Speed score imposed by the 

armour. 

 

Heavy armour includes Splint Mail, Banded Mail, Plate Mail, Bronze 

Plate Mail, Field Plate Armour and Full Plate Armour. 

 
Normal: Without this talent, the Armour Check Penalty of Heavy 

armour is doubled, and also applies to your Weapon skills and 

Spellcraft skills. 
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Armour Proficiency (Medium) Fighter Talent 

You have the strength and training to wear armour of medium 
weight and protection. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter, Paladin, or Warlord; Str 13 

Area of Effect: Personal 

 
Effect: You can wear any armour categorised as Medium. You take 

the listed Armour Check Penalty to Acrobatics, Athletics, Climb, 

Disable Device, Escape Artist, Fly, Sleight of Hand, Stealth and Swim 

skills. You also accept the penalty to your Speed score imposed by 

the armour. This talent grants no particular bonus when wearing 

Heavy armour. 

 

Medium armour includes Hide Armour, Scale Mail, Chain Mail, Ring 

Mail, Coin Armour and Breastplate. 

 
Normal: Without this talent, the Armour Check Penalty of Medium 

armour is doubled, and also applies to your Weapon skils and 

Spellcraft skills. 

 

 

Blind-fighting Fighter Talent 

You are skilled at fighting in conditions of poor or no light. This 
enables you to fight efficiently in mêlée combat without being able 
to see your foes. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter or Monk 

Area of Effect: Close burst 5 ft. radius 

Target: All creatures in area of effect 

 
Effect: You take none of the penalties from being Blinded against 

foes within this talent's area of effect. You are able to flank 

normally, do not grant Combat Advantage, and do not take any 

penalties to your Reflex defence, Strength and Dexterity skills, and 

Perception checks. You may move at full speed with no risk of falling 

over. 

 

Invisible creatures do not have Total Concealment from you as long 

as they remain within this talent's Area of Effect. Equally, they do 

not gain the +10 bonus to Stealth checks to avoid your notice if they 

are within this range. 

 
Limitations of Blind-fighting: Blind-fighting is only good out to the 

range listed in the Area of Effect. You are still blind to anything 

beyond that range, and all normal penalties and limitations for 

blindness or fighting invisible foes applies. For example, Blind-

fighting grants no advantage against ranged attacks, unless that 

attack is launched within five feet of you character. 

 

Even with this talent, running is ill-advised. If you try to move more 

than your Speed in feet in one round, you must make a DC 10 

Acrobatics check or fall prone. 

 

 

 

 

 

 

Cleave Fighter Talent 

You hit your foe with such awesome power that your momentum 
can carry your attack into additional targets. 
At-Will | Mundane 
Free Action 
Trigger: Your attack drops a foe 

Prerequisite: Fighter or Barbarian; Power Attack talent, Str 17, must 

be using a Two-Hand weapon in two hands 

Area of Effect: Mêlée (weapon) 

Target: Creature(s) within reach of weapon 

Attack: Weapon Skill vs. Reflex 

 
Effect: If you deal a creature enough damage to make it drop 

(typically be reducing it to 0 hit points or killing it), you can make an 

extra mêlée attack against another creature within reach as a free 

action. You cannot move before making this extra attack, so the foe 

has to be within reach of your weapon. If there is no foe within 

reach then you cannot make the extra attack. If you drop the 

second foe, then you can cleave into a third; if you drop the third 

foe, you can cleave into a fourth, and so on. However, all of these 

foes must be within reach of your weapon. 

 
Special: If you can make multiple attacks per round, then resolve 

the cleave attack before moving onto the next regular attack. For 

example, Bronx is a 23rd level barbarian with the Triple Attack 

talent, so normally he makes three attacks per round. If he drops a 

foe after his first attack, then he cleaves into a second target (and 

any subsequent target) before making his second normal attack roll. 

If that second attack drops a foe and allows him to cleave, then the 

cleave is resolved before his third attack. 

 

 

Close Combat Shot Fighter Talent 

You are able to use your bow at absurdly close range without 
endangering youself. 
At-Will | Mundane 
No Action 
Prerequisite: Fighter or Ranger; Point Blank Shot talent, 8th level, 

must be using a projectile weapon such as a Bow or Crossbow. 

Area of Effect: Ranged as weapon 

 
Effect: You are able to use your bow or crossbow while engaged in 

mêlée combat, without provoking attacks of opportunity. 

 

 

Combat Superiority Fighter Talent 

Your attack against an enemy convinces him that there is no greater 
threat than you on the battlefield. You crowd your foe, continually 
berating him, and pressuring him to make mistakes. In the end he 
turns his full attention toward you and away from your companions.  
At-Will | Mundane 
Free Action 
Trigger: You make an attack roll against a foe 

Prerequisite: Fighter 

Duration: Until the end of your next turn 

Area of Effect: Mêlée (weapon) 

Target: Foe your just attacked 

Attack: Intimidate vs Will 

Miss: Half damage 

 
Effect: After you have made an attack roll against a foe (whether 

that roll was successful or not) you may use Combat Superiority as a 
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free action. If you make multiple attacks per round, then you can 

use this talent at any point during your turn, as long as it directly 

follows one of your attacks. 

 

You may use Combat Superiority once per round at 1st level, twice 

per round at 11th level, and three times per round at 21st level. 

However, you may never use it more than once per round against 

any one individual. 

 

If you succeed in your Intimidate roll against the target's Will 

defence, then the target is marked. A marked target takes a -2 

penalty to hit with any attack that does not include you as a target. 

A creature can be subject to multiple marks at any one time. 

 
Secondary Effect: Whenever a marked enemy that you are engaging 

in mêlée combat tries to Withdraw you can make an opportunity 

attack against that enemy. If the attack hits and deals damage then 

that enemy stops and the Withdraw attempt fails. If the foe still has 

actions remaining, it can use them to resume moving. 

 
Tertiary Effect: Whenever a marked enemy that you are engaging in 

mêlée combat makes an attack that does not include you, you can 

make an opportunity attack against that enemy. 

 

 

Desperate Attack Fighter Talent 

Giving no mind to your personal safety, or tactical position, you 
launch yourself at your foe, desparate to land a blow at any cost. 
At-Will | Mundane 
Free Action 
Prerequisite: Fighter 

Area of Effect: Mêlée (weapon) 

 
Effect: At the beginning of your turn, before making any attacks, 

you may choose to subtract a number from your Reflex Defence and 

add the same number to all mêlée attack rolls. This number must 

not exceed your ranks in the relevent weapon skill. The penalty to 

Reflex lasts until the beginning of your next turn, and during that 

time you also grant Combat Advantage. 

 

If you make multiple attacks in a round then the bonus to hit applies 

to all your attacks. 

 

 

Disorientating Smash Fighter Talent 

When you bash your opponent in the face with your shield, you can 
also knock him back and knock him prone. 
At-Will | Mundane 
No Action 
Prerequisite: Fighter, Shield Proficiency talent, Shield Bash talent. 

Area of Effect: Personal 

Target:  
Attack: Spellcraft vs. Reflex 

Miss: Half damage 

 
Effect: When you make a Shield Bash attempt, you automatically 

initiate a Bull Rush against the target. Instead of a Weapon Skill vs. 

Reflex attack, make a Weapon Skill Attack against both Reflex and 

Fortitude. If both attacks succeed then the target is damaged as 

normal, and also pushed back. 

 

The target is pushed back 5 ft. For every point that you beat the 

target's Fortitude defence, you push your foe back one extra foot. If 

you beat your foe's Fortitude DC by 5 or more, then the foe falls 

prone at the end of the forced movement. 

 

If you have the Improved Bull Rush feat then you roll twice for each 

Shield Bash attempt and take the higher result. The target 

automatically falls prone at the end of the movement. 

 

 

Double Attack Fighter Talent 

Your proficiency with your weapon is so great that you can attack 
twice per round instead of once. 
At-Will | Mundane 
Standard Action 
Prerequiste: Fighter, Paladin or Warlord; 11th level 

Area of Effect: Mêlée (weapon) or Ranged (weapon) 

Target: Creature(s) within reach of weapon 

Attack: Weapon Skill vs. Reflex (two attacks) 

 
Effect: As a standard action, you can make two attacks with your 

weapon instead of one. Both attacks must come from the same 

weapon. You may direct both attacks against the same foe, or split 

the attacks between two different foes, as long as each foe is within 

reach of your weapon. You must make a separate skill roll for each 

attack. 

 
Special: If you also have the Shield Bash talent, Double Attack allows 

you make two shield bash attempts in a round. See the Shield Bash 

talent for details. 

 

 

Greater Two-Weapon Fighting Fighter Talent 

Your skill at fighting with two-weapons reaches the limit of mortal 
accomplishment. In combat, you are nothing more than a blur of 
steel. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter or Ranger; Two-Weapon Fighting talent, 

Improved Two-Weapon Fighting talent,  Dex 19, 21st level 

Area of Effect: Mêlée (weapon) 

Target: Creature(s) within reach of weapon 

Attack: Weapon vs. Reflex (six attacks) 

 
Effect: If you are wielding a weapon in each hand you can, as a 

Standard Action, attack three times with each weapon. If you are 

wielding a One-Hand weapon and an Off-Hand weapon, two Off-

Hand Weapons or a Double Weapon you make the attack rolls with 

no penalty to hit. If you are wielding two One-Hand weapons then 

all your attacks take a -5 penalty to hit. 

 

You can direct these attacks against the same foe, each attack at a 

different foe, or any combination until you run out of attacks. 

However, each foe must be within reach of your weapons. 

 
Primary and Secondary Hands: When fighting with two weapons or 

with a double weapon, you must designate one hand as your 

primary hand, and one as your secondary. You only add half your 

Strength modifier to damage rolls with attacks using your secondary 

hand. 
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Improved Two-Weapon Fighting Fighter Talent 

Your two-weapon fighting prowess reaches the next level of 
proficiency. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter or Ranger; Two-Weapon Fighting talent, Dex 

17, 11th level 

Area of Effect: Mêlée (weapon) 

Target: Creature(s) within reach of weapon 

Attack: Weapon vs. Reflex (four attacks) 

 
Effect: If you are wielding a weapon in each hand you can, as a 

Standard Action, attack twice with each weapon. If you are wielding 

a One-Hand weapon and an Off-Hand weapon, two Off-Hand 

Weapons or a Double Weapon you make the attack rolls with no 

penalty to hit. If you are wielding two One-Hand weapons then all 

your attacks take a -5 penalty to hit. 

 

You can direct these attacks against the same foe, each attack at a 

different foe, or any combination until you run out of attacks. 

However, each foe must be within reach of your weapons. 

 
Primary and Secondary Hands: When fighting with two weapons or 

with a double weapon, you must designate one hand as your 

primary hand, and one as your secondary. You only add half your 

Strength modifier to damage rolls with attacks using your secondary 

hand. 

 

 

Manyshot Fighter Talent 

You may notch multiple arrows into your bow, and then fire them 
simultaneously at a single target. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter or Ranger; Point Blank Shot talent, Rapid Shot 
talent, 6th level, must be using a Bow weapon. 

Area of Effect: Ranged as weapon 

Target: One creature 

Attack: Weapon Skill vs. Reflex 
 
Effect: As a standard action, you can draw and fire two arrows at a 

single target within thirty feet. Make one attack roll for both arrows. 

If the attack hits, then roll damage dice for each arrow, but only add 

any additional modifiers once for the attack. 

 

For example: the 8th level ranger, Sir Kael, has his sights set on a 

particularly nasty agent of the Green Lady. He inflicts 1d10 damage 

per arrow, and is using a Strength Bow that allows him to add his 

full Strength Modifier (+3) to the damage roll. Kael also has the 

Weapon Specialisation feat for an extra +1 damage. Just to be on 

the safe side, he covers the arrowheads with magical Oil of Impact 
that adds +5 to the damage roll. 

 

A single shot from Kael would usually inflict 1d10+9 damage. If he 

uses Manyshot and fires two arrows simultaneously, the attack 

inflicts 2d10+9 damage. 

 

At levels 11, 16 and every five levels thereafter, the character can 

add one additional arrow to the bow when using Manyshot. If Kael 

were 31st level instead of 8th, then he could fire seven arrows and 

attack for 7d10+9 damage. 

 

Firing multiple arrows via Manyshot does less damage overall than 

firing the arrows individually. However, a foe's armour class rating 

only applies once against a Manyshot attack, making this a valid 

tactic against heavily armoured opponents, or when you want to do 

a lot of damage very quickly. 

 

 

Overwhelming Assault Fighter Talent 

Two-handed weapons do significantly more damage when wielded 
by a master. You use your strength, size and momentum to deliver 
truly tremendous blows. 
Contiuous Effect | Mundane 
No Action 
Prerequisite: Fighter or Barbarian; Str 15 

Area of Effect: Personal 

 
Effect: Whenever you use a Two-Hand weapon, or a Versatile 

weapon, with two hands you apply double the damage die to the 

damage you can inflict. For example, a bastard sword normally does 

1d10 damage in one hand. When wielded in two hands by someone 

with the Overwhelming Assault  talent the bastard sword inflicts 

2d10 damage. 

 

 

Parry Fighter Talent 

With a flash of steel and a spasm of desperation you knock away the 
attacks of your enemies. 
At-Will | Mundane 
Free Action 
Prerequisite: Fighter or Rogue; must be using a One-Hand or Off-

Hand weapon in your primary hand, and have your secondary hand 

empty. 

Area of Effect: Close Burst within Reach of Mêlée Weapon 

 
Effect: You may use the Active Defence combat action to improve 

your Reflex Defence as a free action instead of a standard action. 

You may take this free action at any point during the round, usually 

a fraction of a second before you are attacked. It works in the same 

way as an Immediate Interrupt, but doesn't count toward the 

number of swift actions you can take in a round. 

 

Parry also grants you a +4 to the die roll when you use Active 

Defence, thus increasing the chances of the Active Defence working 

to your benefit. You can opt to use Parry as a Standard Action on 

your turn instead of a free action. In this case you gain +8 to the die 

roll instead of +4. 

 

For example, the slippery Falco is a 12th level rogue with a Reflex 

Defence of 24. This gives him a Reflex saving throw of +14. If he uses 

the Parry talent as a free action he can roll 1d20+18 and call the 

result his Reflex Defence until the beginning of his turn on the 

following round. If he uses the Parry talent as a standard action he 

can roll 1d20+22 and use the result as his Reflex defence until the 

beginning of his turn on the following round.  

 
Limitations of Parry: You can only parry physical attacks made with 

mêlée weapons. Parry is ineffective against ranged weapons such as 

bows, and against energy attacks unless that energy attack is 

specifically tied to a mêlée weapon. 

 

For example, a lich's fetid touch deals 1d8 cold damage in addition 

to the physical damage inflicted by its wicked claws. A warrior with 

this talent would be able to parry the entirety of the lich's attack. 
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Parry is also only effective against attacks by creatures that are one 

size category larger than you, or smaller. You cannot parry the bite 

attack of a Colossal great wyrm red dragon unless you yourself are 

Gargantuan size or greater. 

 

 

Point Blank Shot Fighter Talent 

You are skilled at making well-placed shots with ranged weapons at 
close range. 
At-Will | Mundane 
No Action 
Prerequisite: Fighter or Ranger; must be using a Ranged weapon. 

Area of Effect: Close Burst 30 ft. radius 

 
Effect: You receive a +3 circumstance bonus to attack rolls with 

ranged weapons at ranges of up to 30 feet. Outside that range, the 

bonus does not apply. 

 

 

Power Attack Fighter Talent 

Calling upon your reserves of strength and rage, you unleash a 
attack with tremendous force. However, your obsession with dealing 
damage is at the expense of accuracy. 
At-Will | Mundane 
Free Action 
Prerequisite: Fighter or Barbarian; Str 15, must be using a Two-

Hand weapon in two hands 

Area of Effect: Mêlée (weapon) 

 
Effect: At the beginning of your turn, before making any attacks, 

you may choose to subtract a number from all mêlée attack rolls, 

and add the same number to all mêlée damage rolls. This number 

must not exceed your ranks in the relevent weapon skill. 

 

For example, Bane is a 10th level barbarian with 5 ranks in his axe 

skill. When he attacks with his axe he can choose to impose up to a -

5 penalty on his attack rolls, and gain a +5 bonus to his damage 

rolls. 

 
Special: If you make multiple attacks in a round then the penalty to 

hit and bonus to damage applies to all your attacks. You cannot pick 

and choose to which attacks Power Attack applies. 

 

 

Rapid Shot Fighter Talent 

You can use ranged weapons with exceptional speed, although no 
necessarily exceptional accuracy. 
At-Will | Mundane 
Free Action 
Prerequisite: Fighter or Ranger; Point Blank Shot talent, must be 

using a Ranged weapon. 

Area of Effect: Close Burst 30 ft. radius 

Target: One creature 

Attack: Weapon Skill vs. Reflex 

 
Effect: You fire you bow, or hurl your shurikens, with such blinding 

speed that you are able to squeeze off one additional attack per 

round as a free action. 

 

In any round that you use a Standard Action to attack with your 

Ranged weapon, you may choose to sacrifice the +3 bonus to attack 

rolls conferred by the Point Blank Shot talent, in order to gain one 

extra ranged attack. 

 

All attacks (including the extra one) must be directed at targets 

within 30 feet, and none of the attacks enjoy the +3 bonus to attack 

rolls from Point Blank Shot. 
 

 

Rebounding Strike Fighter Talent 

When you throw your shield at an opponent, you can induce it to 
bounce off and hit a second foe. 
At-Will | Mundane 
No Action 
Trigger: If there is one 

Prerequisite: Fighter, Shield Proficiency talent, Shield Bash talent, 

Shield Sling talent, must be wielding a shield. 

Duration: If appropriate 

Area of Effect: Ranged Weapon (20 ft. increment) 

Target: See below 

Attack: Weapon Skill vs. Reflex 

 
Effect: As part of the Standard Action of using the Shield Sling 

talent, you are able to target more than one opponent. After 

making your first attack roll (whether it was successful or not), you 

may make a secondary attack on any other creature within 20 feet 

of your first target. 

 

At 11th level, after making the second attack (whether it was 

successful or not) you may make a tertiary attack on any other 

creature wihing 20 feet of your second target. You gain a fourth 

attack in this manner at 21st level. 

 

The chance of the shield returning to your hand remains the same. 

You must beat the DC of the last attack in the sequence by 5 or 

more for the shield to return to you. 

 

 

Shield Bash Fighter Talent 

You are able to clock an opponent with your shield while 
simultaneously skewering him on the end of your sword. 
At-Will | Mundane 
Free Action 
Trigger: If there is one 

Prerequisite: Fighter, Paladin or Warlord; Shield Proficiency talent, 

must be holding a weapon in one hand and using a shield in the 

other. 

Area of Effect: Mêlée Reach 

Target: One creature in area of effect 

Attack: Weapon Group (Shields) vs. Reflex 

Miss: Half damage 

 
Effect: In any round that you use a Standard Action to attack with 

your mêlée weapon, you may choose to bash an opponent with 

your shield as a free action. This is an additional attack that can be 

directed at any foe within range of your mêlée strike. 

 

The shield inflicts damage depending on its type. You add only half 

your strength modifier to this damage as the shield is being wielded 

in your secondary hand. 

 
Special: If you have the Double Attack talent you may make two 

shield bashes per round. If you have the Triple Attack talent you 

may make three shield bashes per round. 
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Shield Optimisation Fighter Talent 

You handle a shield with such deft skill, that it doesn't interfere with 
your movement or more intricate skills. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter, Shield Proficiency talent 

Area of Effect: Personal 

 
Effect: A fighter with the Shield Optimisation talent enjoys three 

related and extremely useful abilities: 

 

Firstly, he reduces its Armour Check Penalty of his sheild by 1 (to a 

minimum of 0) and increases the Maximum Dexterity Bonus 

allowed by his shield by 1. Each of these bonuses increases +1 at 

levels 6, 11, 16, 21 and every five levels thereafter. 

 

Secondly, the bonus to Reflex Defence granted by the shield 

increases by +1. 

 

Thirdly, the Fighter may now ready and stow his shield as a free 

action, instead of a Move action. 

 

 

Shield Proficiency Fighter Talent 

You can use a shield to effectively protect yourself against enemy 
assaults, while at the same time countering with an attack of your 
own. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter, Paladin or Warlord 

Area of Effect: Personal 

 
Effect: You may use any shield in combat. The shield grants a 

deflection bonus to your Reflex Defence and Reflex Saving Throws 

that applies to all attacks while you are holding it. 

 

Types of shield include the buckler, light shield, heavy shield and 

tower shield. Each confers different bonuses, and has its own 

benefits and limitations. 

 
Normal: Without this talent, using a shield in combat is a Standard 

Action. Any one can grab a shield and hide behind it, but only those 

trained in its use can do anything meaningful while hiding behind it. 

 

 

Shield Sling Fighter Talent 

You can hurl your shield as a deadly missile weapon, turning it from 
a defensive item to a crushing, thrown weapon. If you're very good 
you can get it come back to you as well. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter, Shield Proficiency talent, Shield Bash talent, 

must be wielding a shield. 

Area of Effect: Ranged Weapon (20 ft. increment) 

Target: One Creature 

Attack: Weapon Skill  vs. Reflex 

 
Effect: You can throw your shield as a ranged weapon at one target. 

The shield inflicts damage as if it had been used to bash an 

opponent, but add your full strength modifier to the damage result. 

 

If your attack against your foe's Reflex Defence succeeds by 5 or 

more, then you can make the shield rebound and return to your 

hand. The act of throwing the shield, hitting an opponent and 

bouncing the shield back to you is part of the same standard action. 

 

It should go without saying, but you do not gain the shield's 

defelection bonus to your Reflex Defence when it is out of your 

hands. 

 

 

Sudden Riposte Fighter Talent 

With alarming speed you turn your opponent's attack back on him, 
and make an attack of your own. 
At-Will | Mundane 
Immediate Reaction 
Trigger: You are using the Parry talent, and you are missed by a 

mêlée attack. 

Prerequisite: Fighter or Rogue; Parry talent, 11th level; must be 

using a One-Hand or Off-Hand weapon in your primary hand, and 

have your secondary hand empty. 

Area of Effect: Close burst within Reach of mêlée weapon 

Target: The attacking creature 

 
Effect: If you are under the effect of the Parry talent, and you are 

missed by a mêlée attack, you can immediately make an additional 

attack of your own against the attacker who missed you. 

 

You make a single mêlée attack as an Immediate Reaction. The 

attack must have been something the Parry talent could have 

defended against. Therefore the attacker must be one size category 

larger than you, or smaller; and the attack must have been with a 

physical mêlée weapon (as per the description in the Parry talent). 

 

 

Triple Attack Fighter Talent 

Your proficiency with your weapon reaches new heights. Now you 
can attack three times per ound. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter, Paladin or Warlord; Double Attack  talent, 

21st level 

Area of Effect: Mêlée (weapon) or Ranged (weapon) 

Target: Creature(s) within reach of weapon 

Attack: Weapon Skill vs. Reflex 

 
Effect: As a standard action, you can make three attacks with your 

weapon instead of two. All attacks must come from the same 

weapon. You may direct all three attacks against the same foe, or 

split the attacks between two or three different foes, as long as 

each foe is within reach of your weapon. You must make a separate 

skill roll for each attack. 

 
Special: If you also have the Shield Bash talent, Triple Attack allows 

you make three shield bash attempts in a round. See the Shield Bash 

talent for details. 
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Two-Weapon Defence Fighter Talent 

You use your skill in two-weapon fighting to block, parry and deflect 
attacks made against you. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Fighter or Ranger; Dex 15, Two-Weapon Fighting 
talent, must be wielding two weapons 

Area of Effect: Personal 

 
Effect: When wielding two weapons (not including natural weapons 

or unarmed strikes) you gain a +2 deflection bonus to your Reflex 

Defence. 

 

 

Two-Weapon Fighting Fighter Talent 

You prefer to fight with a weapon in each hand, sacrificing power for 
speed and ferocity. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter or Ranger; Dex 15 

Area of Effect: Mêlée (weapon) 

Target: Creature(s) within reach of weapon 

Attack: Weapon vs. Reflex (two attacks) 

 
Effect: Anyone holding a weapon in each hand can use a Standard 

Action to attack once with each weapon. The Two-Weapon Fighting 

talent allows you to perform this manoeuvre without a heavy 

penalty to both attack rolls. 

 

As long as you are wielding a One-Hand weapon and an Off-Hand 

weapon, two Off-Hand Weapons or a Double Weapon you may 

make both attack rolls with no penalty to hit. The usual penalty for 

such a manoeuvre is -5. 

 

You can direct both attacks against the same foe, or each attack at a 

different foe. However, all foes must be within reach of your 

weapons. 

 
Primary and Secondary Hands: When fighting with two weapons or 

with a double weapon, you must designate one hand as your 

primary hand, and one as your secondary. You only add half your 

Strength modifier to damage rolls with attacks using your secondary 

hand. 

 
Heavier Weapons: If you are fighting with a One-Hand weapon in 

each hand, then you take a -5 penalty to your attacks (instead of the 

normal -10). This penalty can be mitigated by the Oversize Two-
Weapon Fighting feat. 

 

 

Whirlwind Attack Fighter Talent 

You strike all near-by opponents in an amazing, spinning attack. 
At-Will | Mundane 
Standard Action 
Prerequisite: Fighter or Barbarian; Dex 13, must be wielding a 

mêlée weapon. 

Area of Effect: Close Burst (radius equals Reach of weapon) 

Target: All creatures in area of effect 

Attack: Weapon Skill vs. Reflex 

 
Effect: Make a single attack roll and compare the result to the 

Reflex Defence of all creatures within reach of your mêlée weapon. 

You inflict normal mêlée weapon damage against all enemies that 

you successfully strike. 

 

The Whirlwind attack is one continuous swipe with your weapon. 

You can't pause and make additional attacks in the middle of it, 

even if those extra attacks are usually free actions. Talents like 

Cleave or Shield Bash don't work at the same time as Whirlwind 
Attack.  

 

 

Fighter Feats 
 

 

 

Attack on the Run General Feat 

You can deftly move up to a foe, strike and then withdraw before he 
can attack. 
At Will | Mundane 
No Action 
Prerequisite: Dex 13, Combat Mobility feat 

Area of Effect: Personal 

 
Effect: You can split your Move action, enabling you to move both 

before and after your standard action. For example, a character 

moving 30 feet in a round, could choose to move 15 feet, take a 

standard action (such as an attack), and then move another 15 feet. 

Using the Attack on the Run feat to move away from an enemy you 

have just attacked in mêlée, still provokes the opportunity attack 

usually associated with such movement. Making a ranged attack 

whille engaged in mêlée combat still provokes opportunity attacks 

as normal. Using Attack on the Run is not an action, rather it is part 

of the Move action you take during combat. 

 

 

Boomerang Shield Fighter Feat 

When you throw your shield at an opponent, it always comes back. 
At-Will | Mundane 
No Action 
Prerequiste: Fighter, Shield Proficiency talent, Shield Bash talent, 
Shield Sling talent, must be wielding a shield. 

Area of Effect: Personal 

 
Effect: Whenever you throw your shield to attack an opponent 

(using the Shield Sling talent), the shield always returns to your 

hand regardless of whether the attack was successful or not. 

 

If you can make multiple attacks when throwing your shield (using 

the Rebounding Strike talent) then the shield automatically returns 

after the last attack in the sequence. 

 

 

Combat Reflexes General Feat 

You move like a greased wippet to respond to sudden and 
unexpected threats. 
At-Will | Mundane 
No Action 
Prerequisite: 11th Level 

Area of Effect: Personal 

 
Effect: You may take two Immediate actions in the same round. This 

includes both immediate reactions or immediate interrupts. 
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An Immediate Action is a type of Swift action. Usually you can take 

only one Swift action or one Immediate action in a round. This feat 

doesn't allow you to take more than one general Swift action (such 

as casting a Quickened spell) during one round. The combination of 

swift or immediate actions available to characters as follows: 

 

• Two Immediate actions 

• One Immediate action and one Swift action 

• One Swift action 

 
Special: This feat doesn't grant you any Immediate actions to take, 

they must come from another source. However, if cirumstances 

conspire to grant you two opportunities to take a Immediate actions 

during the same combat round, then you may take them. For 

example, a fighter might make two opportunity attacks, or a 

swordmage might use her aegis power against two different 

opponents. 

 

 

 

Daunting Skill General Feat 

Your skill with your favoured weapons can be used to intimidate 
your enemies. 
At-Will | Mundane 
Standard Action 
Prerequisite: Intimidate as a class skill; Skill Focus in the weapon 

you are using 

Area of Effect: Close Burst 30 ft radius 

 
Effect: You engage in an ostentatious display of weapon mastery 

that scares the bejesus out of your opponents. After spending a 

standard action bewildering everyone with your prowess you may 

make an Intimiate check to demoralise all enemies in a 30 ft radius 

of of you. Roll one check and compare the result to the Will defence 

of all your enemies. Any target you succeed against is Shaken until 

the end of your next turn. 

 

 

Demoralising Stare General Feat 

One look from your eyes is enough to loosen the bowels of even of 
the bravest men. 
At-Will | Mundane 
No Action 
Prerequisite: Intimidate as a class skill 

Area of Effect: Personal 

 
Effect: You may use the Intimidate skill to demoralise an opponent 

as a Move action instead of a Standard Action. From 11th level you 

may attempt to demoralise an opponent as a Free action instead of 

a Move Action. However, you may not attempt to demoralise an 

opponent more than once per round. 

 
Special: This feat has no affect on the time it takes to perform the 

Daunting Skill feat. 

 

 

Die Hard General Feat 

You can remain conscious and fighting after attacks that would 
dismember others. 
At-Will | Mundane 

No Action 
Prerequisite: Second Wind talent 

Area of Effect: Personal 

 
Effect: When you become bloodied, you do not fall unconscious. 

Instead you remain standing and you can continue to act normally 

with the exception that you can only take one Standard action per 

round, as opposed to one Standard and one Move action. 

 

You still continue to make stabilisation checks as normal, and still 

die if you fail three of them. An attack that brings you down to 

below your Bloodied Value also kills you.  

 

 

Escapologist General Feat 

You have the happy talent of being able to dislocate your shoulders, 
arms and other bodily appendages. 
At-Will | Mundane 
No Action 
Prerequisite: Dex 15 

Area of Effect: Personal 

 
Effect: You are able to dislocate your shoulders and other joints, 

enabling you to squeeze through spaces that are only large enough 

to admit your head. You gain a +5 bonus on Escape Artist checks to 

squeeze through tight spaces (such as a thin chimney), as well as to 

wriggle free of ropes, mannicals and other restraints. 

 

 

Far Shot General Feat 

You are able to hit even more distant foes when you use a ranged 
weapon. 
At-Will | Mundane 
No Action 
Area of Effect: Personal 

 
Effect: When you use a projectile weapon such as a bow or a 

crossbow, its range increment increases by one half (multiply the 

increment by 1.5). When you use a thrown weapon, such as a 

dagger or a hammer, its range increment is doubled. For example, a 

longbow usually has a range increment of 100 feet. In the hands of 

someone with this feat, the range increment would be 150 feet. 

 

 

Guarded Élan Fighter Feat 

You have the uncanny ability to be both ostentatious and cautious at 
the same time. 
At-Will | Mundane 
No Action 
Prerequiste: Fighter or Rogue; Acrobatic Élan talent, Dex 15; must 

be using a One-Hand or Off-Hand weapon in your primary hand, and 

have your secondary hand empty. 

Area of Effect: Personal 

 
Effect: Your movement from the Acrobatic Élan talent does not 

provoke Opportunity Attacks from your designated target, or any 

other foes. 
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Improved Bull Rush General Feat 

You are adept at pushing your foes around around the battefield, 
over the side of battlements and into the path of ongoing dragons. 
At-Will | Mundane 
No Action 
Prerequisite: Str 13 

Area of Effect: Personal 

 
Effect: When you make a Bull Rush attempt you may roll two attack 

rolls, and take the higher result. Additionally, the target of a 

successful Bull Rush always falls prone regardless of your degree of 

success on the attack roll. Using this feat is not an action in and of 

itself, rather it is part of the standard action you use to initiate a bull 

rush. 

 

 

Improved Critical General Feat 

Attacks made with a particular skill have a greater chance of scoring 
a critical hit. 
Continous Effect | Mundane 
No Action 
Prerequisite: 11th Level 

Area of Effect: Personal 

 
Effect: Choose any skill you can use to make an attack roll. You may 

choose any Weapon Group skill, Spellcraft, Unarmed Strike or any 

other skill with the GM's consent. Attack rolls made with your 

chosen skill score a critical hit on a natural 19 or 20, instead of just a 

natural 20. 

 
Special: You can select this feat more than once. Each time you 

apply its effects to a different skill. 

 

 

Improved Disarm General Feat 

With a flick of your wrist you can send your enemy's weapon to any 
point you desire. 
At-Will | Mundane 
No Action 
Prerequisite: Dex 13 

Area of Effect: Personal 

 
Effect: When you make a Disarm attempt you may roll two attack 

rolls, and take the higher result. Additionally, disarmed items now 

land at any point you choose within a 15 foot radius of the target. If 

a companion with an empty hand readies an action, then he can 

catch the weapon or item that you disarm. An enemy retrieving an 

item that is sent 15 feet still grants combat advantage while he does 

so, but must spend two move actions to retrieve his item rather 

than one. Using Improved Disarm is not an action, rather it is part of 

the standard action you take to make a disarm attempt. 

 

 

Improved Feint General Feat 

You are adept at fooling your opponents, and taking advantage of 
the misdirection. 
At-Will | Mundane 
No Action 
Prerequisite: Cha 13 

Area of Effect: Personal 

 
Effect: When you make a Feint attempt you may roll two Bluff 

checks, and take the higher result.  In addition, you may make a 

feint attempt as a Move action instead of a Standard Action. 

 

 

Improved Grapple General Feat 

You are highly skilled and grabbing and restraining your opponents. 
At-Will | Mundane 
No Action 
Prerequisite: Dex 13 

Area of Effect: Personal 

 
Effect: When you make a Grapple attempt you may roll two attack 

rolls, and take the higher result. Additionally, you make grapple 

attempts as a Move action instead of a Standard action, meaning 

that you can make two grapple attempts per round if you desire. 

 

 

Improved Initiative General Feat 

When danger threatens you react like greased lightning. 
At-Will | Mundane 
No Action 
Area of Effect: Personal 

 
Effect: You gain a +4 inherent bonus to your initiative check. This 

bonus increases to +6 at 11th level, and +8 at 21st level. 

 

 

Improved Over-run General Feat 

You are highly skilled at pushing past people to reach your 
destination. 
At-Will | Mundane 
No Action 
Prerequisite: Str 13 

Area of Effect: Personal 

 
Effect: When you make an Over-run attempt you may roll two 

attack rolls, and take the higher result. Targets of your over-run may 

not choose to get out of the way, unless you allow them to. 

Additionally, the target(s) of a successful over-run always falls prone 

regardless of your degree of success on the attack roll. 

 

 

Improved Precise Shot General Feat 

Your ranged attacks are able to ignore the effects of cover and 
concealment. 
At Will | Mundane 
No Action 
Prerequisite: 11th level, Precise Shot feat 

Area of Effect: Personal 

Effect: When you make a ranged attack with a thrown or a missile 

weapon you ignore the bonus granted to the Reflex Defence of 

targets that have cover, superior cover or concealment. Total cover 

and total concealment provide their normal benefit against your 

attacks. 

 

 

 

 

 

 

 



Date printed to PDF Hybrid Dungeons & Dragons | The Fighter 11 
 

Improved Second Wind General Feat 

It is extremely hard to kill you. You have reserves of determination 
and vitality that make most barbarians look as weak as watered 
wine. 
Recharge (special) | Mundane 
Move Action 
Prerequisite: Second Wind Talent 

Area of Effect: Personal 

 
Effect: You can use your Second Wind talent twice per day instead 

of once. You may not use it more than once per round. 

 
Special: This feat can be taken multiple times. Each time you take it 

you gain one additional use of your Second Wind each day. 

 

 

Improved Sunder General Feat 

You can damage inanimate objects more effectively than your 
companions. 
At-Will | Mundane 
No Action 
Prerequisite: Overwhelming Assault talent; You must be wielding a 

two-handed weapon, or a versatile weapon in two hands. 

Area of Effect: Personal 

 
Effect: When you make a Sunder attempt you may roll two attack 

rolls, and take the higher result. Additionally, you ignore  the first 5 

points of the item's AC. At 11th level you ignore the first 10 points 

of the items's AC. At 21st level you ignore the first 15 points of the 

item's AC. 

 

 

Improved Trample General Feat 

You use your size and bulk to its greatest advantage when wading 
into combat and stepping on the little people. 
At-Will | Mundane 
No Action 
Prerequisite: Str 15 

Area of Effect: Personal 

 
Effect: You receive a bonus on Over-Run and Trample attempts 

depending on the difference in size between you and your targets. 

For each difference in size category between you and your target, 

you receive a +5 bonus to your trample check. For example, a 

Colossal Red Dragon trampling through a hobbit jamboree receives 

a +25 bonus on its trample check. 

 

 

Improved Trip General Feat 

You are particularly skilled at knocking opponents to the ground, 
and taking advantage of their prone condition. 
At-Will | Mundane 
No Action 
Prerequisite: Dex 13 

Area of Effect: Personal 

 
Effect: When you make a Trip attempt you may roll two attack rolls, 

and take the higher result. Additionally, you may use the Trip 

manoeuvre in place of any single mêlée attack, instead of it taking 

up a whole Standard Action. 

 

Normally, if you make a Trip attempt it is the only thing you can do 

in the round unless you spend an action point or take a Swift action. 

Your standard action is spent making the Trip attempt. With this 

feat, the Trip attempt can replace a single mêlée attack, so if you 

are able to make multiple attacks as part of a standard action (from 

the Double Attack or Two Weapon Fighting talents, for example) 

then you can make a Trip attempt and attack as part of the same 

standard action. You can even make multiple Trip attempts if you 

like. 

 

For example, Syrah Pendragon has the Double Attack and Shield 
Bash talents. She can attack four times as part of one standard 

action: twice with her axe, and twice with her shield. On her turn 

she decides to use one of her shield attacks as a Trip attempt. She 

fails. She then decides to use her second shield attack as a Trip 

attempt. This time she succeeds and her enemy is knocked prone. 

She can then use her two remaining attacks with her axe to attack a 

prone foe that is granting her combat advantage. 

 

 

Improved Unarmed Strike General Feat 

Your hands and feet are deadly weapons. You don't need to resort to 
anything as clumsy as a sword to subdue your opponents. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 

Effect: You are considered armed even when you are not carrying 

weapons. Your unarmed strikes (kicks, punches, head butts and the 

like) can inflict nromal lethal damage, or subdual damage at your 

choice. The damage inflicted by your unarmed strike does not 

change. 

 
Special: This feat is useful for characters who do not have 

formidable natural defences. Races armed with claws, barbs or bites 

already inflict lethal damage with their natural attacks and do not 

require this feat. 

 

 

Kip Up General Feat 

You might be caught flat on your back, but you're never caught 
napping. 
At-Will | Mundane 
Immediate Reaction 
Trigger: You are knocked prone. 

Area of Effect: Personal 

 
Effect: When you are knocked prone, you can regain your footing as 

a free action.. 

 

 

Monkey Grip Fighter Feat 

You have the strength to wield weapons of ridiculous size, with 
sobering effectiveness. 
At-Will | Mundane 
No Action 
Prerequiste: Fighter, Str 17 

Area of Effect: Mêlée (weapon) 

 
Effect: You are considered one size category larger that you actually 

are when it comes to calculating the maximum size of mêlée 

weapon you can wield. Normally, characters can wield weapons the 

same size as they are in two hands, and weapons up to two 

categories smaller than they are in one hand. Monkey Grip increases 
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the larger side of the spectrum by one step. 

 

For example: humans are Medium size creatures. Normally they can 

wield Medium weapons in two hands, and Small and Tiny weapons 

in one hand. With the Monkey Grip feat they can wield Large 

weapons in two hands, and Medium, Small and Tiny weapons in one 

hand. 

 

 

Oversize Two-Weapon Fighting Fighter Feat 

You are able to fight effectively even when holding a one-handed 
weapon in each hand. 
At-Will | Mundane 
No Action 
Prerequiste: Fighter or Ranger; Two-Weapon Fighting talent, Dex 17 

Area of Effect: Mêlée (weapon) 

 
Effect: When you use the Two-Weapon Fighting talent to attack 

with a weapon in each hand, you may employ two One-Handed 

weapons without a penalty to hit. Normally, using two One-Hand 

weapons a -5 penalty on attack rolls if you have the Two-Weapon 
Fighting talent, and a -10 penalty on attack rolls if you don’t. 

 

You still have to designate one hand as your primary hand, and one 

as your secondary. You apply only half your Strength modifier to 

damage rolls with attacks that use your secondary hand. 

 

 

Precise Shot General Feat 

You are skilled at timing and aiming ranged attacks. 
At Will | Mundane 
No Action 
Area of Effect: Personal 

 
Effect: When you shoot or throw ranged weapons at a foe engaged 

in mêlée combat, that foe enjoys no cover from its enemies. They 

do not gain the +4 bonus to Reflex Defence that they usually would 

in these circumstances. If you miss the foe, there is no chance that 

you accidentally hit the wrong target. 

 

 

Quick Draw  General Feat 

You can draw your weapon with startling spped. 
At-Will | Mundane 
Free Action 
Area of Effect: Personal 

 
Effect: You can draw and sheathe a weapon as a Free action instead 

of a Move action. 

 

 

Rapid Reload Fighter Feat 

You can load and fire a crossbow with blinding speed. 
At-Will | Mundane 
Free Action 
Prerequiste: Fighter 

Area of Effect: Personal 

 
Effect: You may reload a hand, light or heavy crossbow as a free 

action on your turn. Normally, it takes a Move action to load a 

quarrel in crossbow. 

 

 

 

Rapid Withdraw General Feat 

When you back away from combat, you really back away from 
combat. 
At-Will | Mundane 
No Action 
Prerequisite: Dex 15 

Area of Effect: Personal 

 
Effect: When you take the Withdraw action in combat, you may 

back away a number of feet equal to 5 × your Dexterity Modifier, 

instead of just 5 feet. For example, a character with a Dexterity of 

16 could back away 15 feet. Regardless of your Dexterity score, you 

cannot withdraw a greater distance than you could walk with one 

Move action (i.e. your Speed in feet). 

 

Using Rapid Withdraw is a not an action, rather it is part of the 

Move Action you use when you take the Withdraw manoeuvre. 

 

 

Repetoire of Deceit General Feat 

You are a devious, under-handed and dirty fighter… and proud of it. 
Your repertoire of bluffs, sucker punches and distracting double-talk 
are second to none. 
At-Will | Mundane 
Move Action 
Prerequisite: 11th level, Improved Feint feat 

Area of Effect: Personal 

 
Effect: You may make multiple Feint attempts against the same 

opponent during the course of one encounter or battle. 

 

 

Skill Focus General Feat 

Your proficiency in a chosen skill eclipses the abilities of your peers. 
Truly, you are the master. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Selected skill must be a Class Skill 

Area of Effect: Personal 

 
Effect: Select one of your class skills. You gain a +1 inherent bonus 

to any check or attack you make using that skill. The bonus 

increases to +2 at 11th level, and +3 at 21st. 

 
Special: You can take this feat multiple times. Its effects do not 

stack. Each time you take the feat, it applies to a new skill. 

 

 

Slippery Customer General Feat 

Opponents find it very hard to a get a grip on you. You are adept 
and twisting and wriggling out of even the most tenacious grip. 
At-Will | Mundane 
No Action 
Area of Effect: Personal 

 
Effect: If you are grappled, and make an attempt to break the 

grapple, then may make two attack rolls and take the higher result. 

In addition, you make attempts to break out of a grapple as a Move 

action instead of a Standard action. 
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Tavern Brawler General Feat 

You live for the violence, the blood and the broken glass of a good 
old-fashioned tavern brawl. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 

 
Effect: You do not take the penalty to hit from using improvised 

weapons in combat. Whether you attack with a flawlessly 

manufactured morningstar, or a broken floorboard with a rusty nail 

in it, the effects are the same. 

 

You also gain a +10 bonus on Sleight of Hand checks to spill the 

drink of another patron and blame someone else. 

 

 

Toughness General Feat 

You are significantly tougher than an average member of your race 
and profession. 
Continuous Effect | Mudane 
No Action 
Area of Effect: Personal 

 
Effect: When you take this feat you gain additional hit points. You 

gain a number of additional hit points equal to your level +3. Every 

level from now on, you gain 1 additional hit point. 

 

 

Weapon Specialisation General Feat 

In your hands, a weapon can do significantly more damage. 
Continuous Effect | Mundane 
No Action 
Prerequisite: 4th level, Skill Focus in weapon 

Area of Effect: Personal 

 
Effect: Choose a weapon group (including unarmed strike) to which 

you have applied the Skill Focus feat. Whenever you hit with a 

weapon from that group you gain a +1 inherent bonus to the 

damage you inflict. The bonus increases to +2 at 1th level, +3 at 21st 

level. 

 

 

 

Wrongfooted Riposte Fighter Feat 

When you parry a foe, your follow-through riposte takes the 
opponent completely by surprise. 
At-Will | Mundane 
No Action 
Prerequiste: Fighter or Rogue; Parry talent, Sudden Riposte talent, 

11th level; must be using a One-Hand or Off-Hand weapon in your 

primary hand, and have your secondary hand empty. 

Area of Effect: Mêlée (weapon) 

 
Effect: When you make the additional attack granted by the Sudden 
Riposte feat, your foe also grants you Combat Advantage for the 

duration of that one attack. 

 
 


