Hit or Miss [General]

You rely on strange tactics and chance to penetrate your enemy's defenses.

Prerequisites: Point Blank Shot, Expertise, Weapon Focus, Dex 13+, Wis 13+, Int 13+.

Benefit: You may choose to roll a d100 to make your attack roll. Every day you have a 100% chance total for this feat. For every use you decide the amount in percentage you want to use on the attack. This amount is subtracted from your daily 100% total and you have the subtracted amount in percent chance to strike your enemy.

Imbue Missile [General]

You have the ability to imbue your missiles with magical spells.

Prerequisites: Point Blank Shot, Expertise, Weapon Focus, Spellcaster 5+.

Benefit: You may imbue one of your spells into a missile and use the missile's range instead of the regular range.

You may also add the missile's damage to the attack.

Special: Arcane Archers receive this feat at first level.

Imbue Weapon [General]

You have the ability to imbue magical spells into your weapon of choice.

Prerequisites: Expertise, Weapon Focus, Power Attack or Weapon Finesse, Spellcaster 5+.

Benefit: You may imbue one of your weapons with a spell and add its damage to your attack.

Advanced Technical Fighting [General]

You rely entirely on impressive skill and technique rather than physical ability in battle.

Prerequisites: Combat Reflexes, Expertise, Weapon Focus, Int 13+, Wis 13+, Base Attack 10+, Melee Weapon.

Benefit: You may add your Intelligence or Wisdom modifier when making attack and damage rolls.

Arial Attack [General]

You use the power of your jumping to deal additional damage to your attacks.

Prerequisites: 5 Ranks in Jump skill, Mobility, Dex 13+ or Str 13+.

Benefit: Once a day per level you may make an Arial Attack. You add 1/3 of your Jump skill modifier to your damage roll.

Dynamic Attack [General]

You use your acrobatic prowess to strike your enemy.

Prerequisites: 5 ranks in tumbling, 5 ranks in jump, 5 ranks in balance, Combat Reflexes, Weapon Focus.

Benefit: Once a day per level you may make a Dynamic Attack. You add 1/3 of your Tumbling skill modifier to your attack roll.

Power Charge Attack [General]

You use the additional power of your running velocity to deal extra damage.

Prerequisites: Mobility, Running, Str 13+.

Benefit: Whenever you use your full movement action, you may 1/10 of your base movement to your damage roll.

Run Through Attack [General]

You can strike multiple enemies with great speed and across great distances.

Prerequisites: Mobility, Running, Charge Attack, Supreme Cleave, Dex 16+, Weapon Finesse, Weapon Focus, Expertise, Improved Initiative.

Benefit: When you take the full movement option you may use your full number of attacks and use them at any time throughout your movement. You also may move through enemies upon successful hits, and may bypass attacks of opportunity against you upon a successful Tumble check.

Advanced Faking [General]

Fakes, feints, pulls… They are all a regular part of melee combat, but now you have become an expert at doing this to provide great opportunities in combat.

Prerequisites: 6 ranks in Bluff, 6 ranks in Sense Motive, Dex 13+, Cha 13+.

Benefit: Upon a successful Bluff check plus your attack bonus versus your opponent’s Sense Motive check plus his attack bonus, your opponent makes an immediate extra attack of opportunity against you at  -X attack. X is the result of the Bluff versus Sense Motive checks with the attack bonuses included. If your opponent misses, you may make an immediate extra attack of opportunity against your opponent at +X attack. Advanced Faking may be used once a round as a free action, and in subsequent rounds at  -your opponent’s Intelligence bonus but never as a benefit to, your Bluff check. This stacks each round. So if your opponent had +3 as his Intelligence bonus you would receive -3 to your Bluff check and -6 the next round, but if his Intelligence bonus is -1, you would receive no bonus or penalty. Penalties disappear if this feat is used 3 rounds apart in subsequent melee rounds with your opponent. It is up to the DM to decide when the enemy has caught on to the fakes and when your faking has improved to throw the same opponent off.

