
This page covers the three smaller core-rulebook feat categories: Metamagic feats (which modify how spells are cast),
Critical feats (which add extra effects to critical hits), and Item Creation feats (which let a character craft magic items).
25 feats total, alphabetized within this combined list.

B L E E D I N G  C R I T I C A L

Critical

Your critical hits cause opponents to bleed profusely.

Prerequisites: Critical Focus, base attack bonus +11.

Benefits: Whenever you score a critical hit with a slashing or piercing weapon, your opponent takes 2d6 points of bleed
damage (see Conditions) each round on his turn, in addition to the damage dealt by the critical hit. Bleed damage can be
stopped by a DC 15 Heal skill check or through any magical healing. The effects of this feat stack.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.

B L I N D I N G  C R I T I C A L

Critical

Your critical hits blind your opponents.

Prerequisites: Critical Focus, base attack bonus +15.

Benefits: Whenever you score a critical hit, your opponent is permanently blinded. A successful Fortitude save reduces
this to dazzled for 1d4 rounds. The DC of this Fortitude save is equal to 10 + your base attack bonus. This feat has no
effect on creatures that do not rely on eyes for sight or creatures with more than two eyes (although multiple critical hits
might cause blindness, at the GM’s discretion). Blindness can be cured by heal , regeneration , remove blindness , or
similar abilities.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.

B R E W  P O T I O N

Item Creation

You can create magic potions.

Prerequisites: Caster level 3rd.
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Benefits: You can create a potion of any 3rd-level or lower spell that you know and that targets one or more creatures or
objects. Brewing a potion takes 2 hours if its base price is 250 gp or less, otherwise brewing a potion takes 1 day for
each 1,000 gp in its base price. When you create a potion, you set the caster level, which must be sufficient to cast the
spell in question and no higher than your own level. To brew a potion, you must use up raw materials costing one half this
base price. See the magic item creation rules in Magic Items for more information.

When you create a potion, you make any choices that you would normally make when casting the spell. Whoever drinks
the potion is the target of the spell.

C R A F T  M A G I C  A R M S  A N D  A R M O R

Item Creation

You can create magic armor, shields, and weapons.

Prerequisites: Caster level 5th.

Benefits: You can create magic weapons, armor, or shields. Enhancing a weapon, suit of armor, or shield takes 1 day for
each 1,000 gp in the price of its magical features. To enhance a weapon, suit of armor, or shield, you must use up raw
materials costing half of this total price. See the magic item creation rules in Magic Items for more information.

The weapon, armor, or shield to be enhanced must be a masterwork item that you provide. Its cost is not included in the
above cost.

You can also mend a broken magic weapon, suit of armor, or shield if it is one that you could make. Doing so costs half
the raw materials and half the time it would take to craft that item in the first place.

C R A F T  R O D

Item Creation

You can create magic rods.

Prerequisites: Caster level 9th.

Benefits: You can create magic rods. Crafting a rod takes 1 day for each 1,000 gp in its base price. To craft a rod,
you must use up raw materials costing half of its base price. See the magic item creation rules in Magic Items for
more information.

C R A F T  S T A F F

Item Creation

You can create magic staves.

Prerequisites: Caster level 11th.



Benefits: You can create any staff whose prerequisites you meet. Crafting a staff takes 1 day for each 1,000 gp in its
base price. To craft a staff, you must use up raw materials costing half of its base price. A newly created staff has 10
charges. See the magic item creation rules in Magic Items for more information.

C R A F T  W A N D

Item Creation

You can create magic wands.

Prerequisites: Caster level 5th.

Benefits: You can create a wand of any 4th-level or lower spell that you know. Crafting a wand takes 1 day for each 1,000
gp in its base price. To craft a wand, you must use up raw materials costing half of this base price. A newly created wand
has 50 charges. See the magic item creation rules in Magic Items for more information.

C R A F T  W O N D R O U S  I T E M

Item Creation

You can create wondrous items, a type of magic item.

Prerequisites: Caster level 3rd.

Benefits: You can create a wide variety of magic wondrous items. Crafting a wondrous item takes 1 day for each 1,000
gp in its price. To create a wondrous item, you must use up raw materials costing half of its base price. See the magic
item creation rules in Magic Items for more information.

You can also mend a broken wondrous item if it is one that you could make. Doing so costs half the raw materials and
half the time it would take to craft that item.

D E A F E N I N G  C R I T I C A L

Critical

Your critical hits cause enemies to lose their hearing.

Prerequisites: Critical Focus, base attack bonus +13.

Benefits: Whenever you score a critical hit against an opponent, the victim is permanently deafened. A successful
Fortitude save reduces the deafness to 1 round. The DC of this Fortitude save is equal to 10 + your base attack bonus.
This feat has no effect on deaf creatures. This deafness can be cured by heal , regeneration , remove deafness , or a
similar ability.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.



E M P O W E R  S P E L L

Metamagic

You can increase the power of your spells, causing them to deal more damage.

Benefits: All variable, numeric effects of an empowered spell are increased by half, including bonuses to those
dice rolls.

Saving throws and opposed rolls are not affected, nor are spells without random variables. An empowered spell uses up
a spell slot two levels higher than the spell’s actual level.

E N L A R G E  S P E L L

Metamagic

You can increase the range of your spells.

Benefits: You can alter a spell with a range of close, medium, or long to increase its range by 100%. An enlarged spell
with a range of close now has a range of 50 ft. + 5 ft./level, while medium-range spells have a range of 200 ft. + 20
ft./level and long-range spells have a range of 800 ft. + 80 ft./level. An enlarged spell uses up a spell slot one level higher
than the spell’s actual level.

Spells whose ranges are not defined by distance, as well as spells whose ranges are not close, medium, or long, do not
benefit from this feat.

E X H A U S T I N G  C R I T I C A L

Critical

Your critical hits cause opponents to become exhausted.

Prerequisites: Critical Focus, Tiring Critical, base attack bonus +15.

Benefits: When you score a critical hit on a foe, your target immediately becomes exhausted. This feat has no effect on
exhausted creatures.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess the Critical
Mastery feat.

E X T E N D  S P E L L

Metamagic

You can make your spells last twice as long.



Benefits: An extended spell lasts twice as long as normal. A spell with a duration of concentration, instantaneous, or
permanent is not affected by this feat. An extended spell uses up a spell slot one level higher than the spell’s actual level.

F O R G E  R I N G

Item Creation

You can create magic rings.

Prerequisites: Caster level 7th.

Benefits: You can create magic rings. Crafting a ring takes 1 day for each 1,000 gp in its base price. To craft a ring,
you must use up raw materials costing half of the base price. See the magic item creation rules in Magic Items for
more information.

You can also mend a broken ring if it is one that you could make. Doing so costs half the raw materials and half the time
it would take to forge that ring in the first place.

H E I G H T E N  S P E L L

Metamagic

You can cast spells as if they were a higher level.

Benefits: A heightened spell has a higher spell level than normal (up to a maximum of 9th level). Unlike other metamagic
feats, Heighten Spell actually increases the effective level of the spell that it modifies. All effects dependent on spell
level (such as saving throw DCs and ability to penetrate a lesser globe of invulnerability) are calculated according to the
heightened level. The heightened spell is as difficult to prepare and cast as a spell of its effective level.

M A X I M I Z E  S P E L L

Metamagic

Your spells have the maximum possible effect.

Benefits: All variable, numeric effects of a spell modified by this feat are maximized. Saving throws and opposed rolls
are not affected, nor are spells without random variables. A maximized spell uses up a spell slot three levels higher than
the spell’s actual level.

An empowered, maximized spell gains the separate benefits of each feat: the maximum result plus half the normally
rolled result.



Q U I C K E N  S P E L L

Metamagic

You can cast spells in a fraction of the normal time.

Benefits: Casting a quickened spell is a swift action. You can perform another action, even casting another spell, in the
same round as you cast a quickened spell. A spell whose casting time is more than 1 round or 1 full-round action cannot
be quickened.

A quickened spell uses up a spell slot four levels higher than the spell’s actual level. Casting a quickened spell doesn’t
provoke an attack of opportunity.

Special: You can apply the effects of this feat to a spell cast spontaneously, so long as it has a casting time that is not
more than 1 full-round action, without increasing the spell’s casting time.

S C R I B E  S C R O L L

Item Creation

You can create magic scrolls.

Prerequisites: Caster level 1st.

Benefits: You can create a scroll of any spell that you know. Scribing a scroll takes 2 hours if its base price is 250 gp or
less, otherwise scribing a scroll takes 1 day for each 1,000 gp in its base price. To scribe a scroll, you must use up raw
materials costing half of this base price. See the magic item creation rules in Magic Items for more information.

S I C K E N I N G  C R I T I C A L

Critical

Your critical hits cause opponents to become sickened.

Prerequisites: Critical Focus, base attack bonus +11.

Benefits: Whenever you score a critical hit, your opponent becomes sickened for 1 minute. The effects of this feat do
not stack. Additional hits instead add to the effect’s duration.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.

S I L E N T  S P E L L

Metamagic

You can cast your spells without making any sound.



Benefits: A silent spell can be cast with no verbal components. Spells without verbal components are not affected. A
silent spell uses up a spell slot one level higher than the spell’s actual level.

Special: Bard spells cannot be enhanced by this feat.

S T A G G E R I N G  C R I T I C A L

Critical

Your critical hits cause opponents to slow down.

Prerequisites: Critical Focus, base attack bonus +13.

Benefits: Whenever you score a critical hit, your opponent becomes staggered for 1d4+1 rounds. A successful Fortitude
save reduces the duration to 1 round. The DC of this Fortitude save is equal to 10 + your base attack bonus. The effects
of this feat do not stack. Additional hits instead add to the duration.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.

S T I L L  S P E L L

Metamagic

You can cast spells without moving.

Benefits: A stilled spell can be cast with no somatic components. Spells without somatic components are not affected.
A stilled spell uses up a spell slot one level higher than the spell’s actual level.

S T U N N I N G  C R I T I C A L

Critical

Your critical hits cause opponents to become stunned.

Prerequisites: Critical Focus, Staggering Critical, base attack bonus +17.

Benefits: Whenever you score a critical hit, your opponent becomes stunned for 1d4 rounds. A successful Fortitude
save reduces this to staggered for 1d4 rounds. The DC of this Fortitude save is equal to 10 + your base attack bonus. The
effects of this feat do not stack. Additional hits instead add to the duration.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.



T I R I N G  C R I T I C A L

Critical

Your critical hits cause opponents to become fatigued.

Prerequisites: Critical Focus, base attack bonus +13.

Benefits: Whenever you score a critical hit, your opponent becomes fatigued. This feat has no additional effect on a
fatigued or exhausted creature.

Special: You can only apply the effects of one critical feat to a given critical hit unless you possess Critical Mastery.

W I D E N  S P E L L

Metamagic

You can cast your spells so that they occupy a larger space.

Benefits: You can alter a burst, emanation, or spread-shaped spell to increase its area. Any numeric measurements of
the spell’s area increase by 100%. A widened spell uses up a spell slot three levels higher than the spell’s actual level.

Spells that do not have an area of one of these four sorts are not affected by this feat.


