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You are skilled at attacking opponents that you cannot clearly
perceive.

Benefit : In melee, every time you miss because of concealment
(see Combat), you can reroll your miss chance percentile roll one
time to see if you actually hit.

An invisible attacker gets no advantages related to hitting you in
melee. That is, you don't lose your Dexterity bonus to Armor Class,
and the attacker doesn't get the usual +2 bonus for being invisible.
The invisible attacker's bonuses do still apply for ranged attacks,
however.

You do not need to make Acrobatics skill checks to move at full
speed while blinded.

Normal: Regular attack roll modifiers invisible attackers trying to hit
you apply, and you lose your Dexterity bonus to AC. The speed
reduction for darkness and poor visibility also applies.

Special : The Blind-Fight feat is of no use against a character who
is the subject of a blink spell.

Blind-Fight Feat

You can strike two adjacent foes with a single swing.

Prerequisites: STR 13, Power Attack, base attack bonus +1.

Benefit : As a standard action, you can make a single attack at
your full base attack bonus against a foe within reach. If you hit,
you deal damage normally and can make an additional attack (using
your full base attack bonus) against a foe that is adjacent to the
first and also within reach. You can only make one additional attack
per round with this feat. When you use this feat, you take a –2
penalty to your Armor Class until your next turn.

Addition from Great Cleave : You may use Cleave against any
number of opponents per round.

Cleave Feat

Your senses are especially keen in the utter darkness.

Prerequisite : Darkvision 60 feet.

Benefit : Your darkvision has a range of 120 feet.

Normal: Darkvision normally extends 60 or 90 feet.

Appears In : Advanced Player's Guide

Deep Sight Feat

Your training and reflexes allow you to react swiftly to avoid an
opponents' attacks.

Prerequisite : Dex 13.

Benefit : You gain a +1 dodge bonus to your AC. A condition that
makes you lose your Dex bonus to AC also makes you lose the
benefits of this feat.

Dodge Feat

You can strike many adjacent foes with a single blow.

Prerequisites: Str 13, Cleave, Power Attack, base attack bonus +4.

Benefit : As a standard action, you can make a single attack at
your full base attack bonus against a foe within reach. If you hit,
you deal damage normally and can make an additional attack (using
your full base attack bonus) against a foe that is adjacent to the
previous foe and also within reach. If you hit, you can continue to
make attacks against foes adjacent to the previous foe, so long as
they are within your reach. You cannot attack an individual foe
more than once during this attack action. When you use this feat,
you take a –2 penalty to your Armor Class until your next turn.

Great Cleave Feat

You can make exceptionally deadly melee attacks by sacrificing
accuracy for strength.

Prerequisites: Str 13, base attack bonus +1.

Benefit : You can choose to take a –1 penalty on all melee attack
rolls and combat maneuver checks to gain a +2 bonus on all melee
damage rolls. This bonus to damage is increased by half (+50%) if
you are making an attack with a two-handed weapon, a one
handed weapon using two hands, or a primary natural weapon that
adds 1-1/2 times your Strength modifier on damage rolls. This
bonus to damage is halved (–50%) if you are making an attack with
an off-hand weapon or secondary natural weapon. When your base
attack bonus reaches +4, and every 4 points thereafter, the penalty
increases by –1 and the bonus to damage increases by +2. You
must choose to use this feat before making an attack roll, and its
effects last until your next turn. The bonus damage does not apply
to touch attacks or effects that do not deal hit point damage.

Power Attack -2/+4 Feat

You can see in the dark (black and white vision only).
Darkvision (120 feet) (Deep Sight) Racial Ability,Senses (Feat)

+4 dodge bonus to AC against monsters of the Giant subtype.
Defensive Training +4 Racial Ability (Dwarf)

+2 to Appraise checks to determine the price of nonmagical goods
that contain precious metals or gemstones.

Greed Racial Ability (Dwarf)

Gain a racial bonus to saves vs Poison, Spells and Spell-Like
effects.

Hardy +2 Racial Ability (Dwarf)

+1 racial bonus to attacks against Goblinoids and Orcs.
Hatred +1 Racial Ability (Dwarf)

Your base speed is never modified by encumbrance.
Slow and Steady Racial Ability,Movement (Dwarf)

+4 CMD against bull rushes and trips while standing on the
ground.

Stability +4 Racial Ability (Dwarf)

+2 racial bonus to Perception checks to notice unusual stonework,
such as traps and hidden doors located in stone walls or floors.
You receive a check to notice such things when you pass within
10', even if not actively looking.

Stonecunning +2 Racial Ability (Dwarf)
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Starting at 2nd level, a fighter gains a +1 bonus on Will saves
against fear. This bonus increases by +1 for every four levels
beyond 2nd.

Bravery +1 (Ex) Class Ability (Fighter)

In the hands of a dwarf, this + 1 warhammer functions as a + 2
returning warhammer . It can be hurled with a 20-foot range
increment. When hurled, a dwarfbond hammer deals an extra 1d8
points of damage against creatures of the giant subtype.

Construction
Requirements Craft Magic Arms and Armor, creator must be a
dwarf of at least 7th level; Cost 12,812 gp

Appears In : Ultimate Equipment

Dwarfbond hammer Weapon

This ring offers continual magical protection in the form of a
deflection bonus of +2 to AC.

Construction
Requirements: Forge Ring, shield of faith , caster must be of a
level at least three times the bonus of the ring; Cost 4,000 gp

Ring of protection +2 Ring

These soft leather gloves are constantly encrusted with clay
between the fingers and allow the reshaping of otherwise durable
materials. The wearer can shape objects with hardness 8 or lower
(stone, wood, leather, and so on) as if it were soft clay. While it’s
possible to rapidly make crude shapes (shaping roughly 1 cubic foot
of material per round), creating fine detail or moving parts requires
additional time and an appropriate Craft check, at the GM’s
discretion.

Materials with more than 8 points of hardness are still affected,
though not so dramatically. The wearer may treat these materials
as having half as much hardness when attempting to damage or
reshape them. For instance, a steel bar normally has 10 points of
hardness, but the wearer of the gloves may treat it as having
hardness 5, and shape it with woodworking tools.

The gloves only affect shaping materials with the wearer’s hands or
handheld tools, and only when the wearer desires to do so.

Construction
Requirements Craft Wondrous Item, soften earth and stone , stone
shape, transmute rock to mud ; Cost 5,000 gp

Appears In : Ultimate Equipment

Gloves of shaping Wondrous Item (Hands)

When the end of this gray hemp rope is held and the command
word is uttered, it is irrevocably transmuted into solid iron. The
transmuted rope loses all magic and has the hardness and hit
points of a normal inch-thick iron bar. When crafted, the rope is 25
feet long, but can be cut up to three times and each section of
rope can be commanded to harden individually.

Construction
Requirements Craft Wondrous Item, animate rope ; Cost 375 gp

Appears In : Ultimate Equipment

Iron rope Wondrous Item

A 60-foot-long rope of climbing is no thicker than a wand, but it is
strong enough to support 3,000 pounds. Upon command, the rope
snakes forward, upward, downward, or in any other direction at 10
feet per round, attaching itself securely wherever its owner desires.
It can unfasten itself and return in the same manner.

A rope of climbing can be commanded to knot or unknot itself. This
causes large knots to appear at 1-foot intervals along the rope.
Knotting shortens the rope to a 50-foot length until the knots are
untied, but lowers the DC of Climb checks while using it by 10. A
creature must hold one end of the rope when its magic is invoked.

Construction
Requirements: Craft Wondrous Item, animate rope ; Cost 1,500 gp

Rope of climbing Wondrous Item
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