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aract or her Dexte
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indicate
e to the
character’s use of this feat for 24
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creatures with an Intelligence of 3 or
lower.
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ROVED INITIATIVE
The character gets a +4
ance bonus on initiative

IMPROVED KNOCKOUT PUN
Prerequisites: Brawl, Knockout
Punch, base attack bon
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Number of Followers by Level:
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Prerequisite: Ride 1 rank.
Benefit: Once per round when your
mount is hit in combat, you may
. attempt a Ride check (as a reaction)
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SELF-SUFFICIENT [GENERAL]
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off-hand weapon is light the
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