OGL Combat Feats

Chart Key

General

Proficiencies

Mounted

Descriptions are sometimes shortened.

Ranged

Feats in large, bold text have no other feat prerequisites.

Italics denote non-feat prerequisites

Point Blank Shot

You get a +1 bonus on attack and
damage rolls with ranged weapons at
ranges of up to 30 feet.

Far Shot
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Improved Overrun
Str 13

When you attempt to
overrun an opponent, the
target may not choose to
avoid you. You also gain a
+4 bonus on your Strength
check to knock down your

opponent.

Improved Sunder
Str 13

When you strike at an
object held or carried by
an opponent (such as a
weapon or shield), you
do not provoke an attack

of opportunity.
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Weapon Focus
Proficiency with selected
weapon, base attack bonus +1.
You gain a +1 bonus on all attack
rolls you make using the selected

weapon.
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Greater Weapon Focus
Proficiency with selected weapon, Weapon
Focus with selected weapon, fighter level 8th.
You gain a +1 bonus on all attack rolls you
make using the selected weapon. This bonus
stacks with other bonuses on attack rolls,
including the one from Weapon Focus.
More...

Weapon Specialization
Proficiency with selected weapon, Weapon
Focus with selected weapon, fighter level 4th.
You gain a +2 bonus on all damage rolls you
make using the selected weapon.

Greater Weapon Specialization
Proficiency with selected weapon, Greater
Weapon Focus with selected weapon,
Weapon Focus with selected weapon,
Weapon Specialization with selected weapon,
fighter level 12th.

You gain a +2 bonus on all damage rolls you
make using the selected weapon. This bonus
stacks with other bonuses on damage rolls,
including the one from Weapon
Specialization (see below).
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Mounted Combat
Ride 1 rank
Once per round when your mount is hit in
combat, you may attempt a Ride check (as a
Armor Proficiency
Light

reaction) to negate the hit. The hit is negated if
your Ride check result is greater than the
opponent’s attack roll. (Essentially, the Ride
check result becomes the mount’s Armor Class if
it's higher than the mount’s regular AC.)
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Ride 1 rank Ride 1 rank

Ride 1 rank

The penalty you take when using a When you are mounted and use the
ranged weapon while mounted is charge qctlon, you may move and attack

halved: -2 instead of -4 if your mount as if with a standard charge and then
is taking a double move, and -4 move again (continuing the straight line
instead of -8 if your mount is running. of the charge). Your total movement for

the round can’t exceed double your
mounted speed. You and your mount do
not provoke an attack of opportunity from

the opponent that you attack.
Spirited Charge
Ride 1 rank

When mounted and using the charge

action, you deal double damage with a

melee weapon (or triple damage with a

lance).

When you wear a type of armor
with which you are proficient, the
armor check penalty for that
armor applies only to Balance,
Climb, Escape Atrtist, Hide,
Jump, Move Silently, Sleight of
Hand, and Tumble checks.

Shield Proficiency

You can use a shield and take
only the standard penalties.

When you attempt to overrun an
opponent while mounted, your target
may not choose to avoid you. Your
mount may make one hoof attack
against any target you knock down,
gaining the standard +4 bonus on
attack rolls against prone targets.

Armor Proficiency Medium
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Tower Shield Proficiency

Improved Shield Bash

. When you perform a shield
YO Giifor only the standard bash, you may still apply the
; shield’s shield bonus to your

penalties. AC

Armor Proficiency Heavy
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