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Ranged Trip (Combat, Targeting)

Source Ranged Tactics Toolbox pg. 9
A shot to the leg causes your foe to fall prone.

Prerequisites: Dex 13, Deadly Aim, base attack bonus +1.

Benefit: As a full-round action, you can attempt to perform a trip combat maneuver with any
ranged weapon at a —2 penalty. Add your Dexterity modifier to your CMB in place of your
Strength modifier and apply range penalties to your combat maneuver check, doubling the
penalties from range increments. If your target is more than 30 feet away, you take an
additional —2 penalty. If the trip attempt is successful, the target also takes damage as if you
had made a successful attack with that weapon. You can’t be knocked prone by failing the
trip attempt.
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H # : Ranged Tactics Toolbox
REB-NHEBUIFBENOILAGYET,

ATiRSEH  (BEEN IS (B RIEN ) BRI ER —F Z+1

FI:EIIURT I3V ELT2RFUT1ERITAHETERRBTRILVEERAERATE
B, [FAMEEEDOKRDYIZ[BENMEEEZCMBMA ., BBEERFILTAZ2ELI="FIL T«
ZE AT 5, LLEEMNSMEVBENTWSEEEEICS-2ORFTILT1ZZT5H, BILLAET
L-i5E. BRERBOFA—DFREBARUNLI=EIITZTH, BLEBILWDITKERLTHOYR
SNBHIEIEALY,

Ace Trip (Targeting, Weapon Mastery)

Source Weapon Master's Handbook pg. 20
You can trip flying opponents with your ranged attacks.

Prerequisites: Dex 13, Deadly Aim, Ranged Trip (Ranged Tactics Toolbox 9), base attack
bonus +6, weapon training class feature with a ranged weapon.

Benefit: You don’t take the —2 penalty for making trip attempts with a ranged weapon using
Ranged Trip, and you can attempt special ranged trip combat maneuver checks against
flying creatures. If the combat maneuver succeeds, the target falls at a rate of up to 100 feet
per round (assuming it is conscious and attempting to remain airborne; otherwise, it falls at a
rate of 500 feet per round) until it hits the ground. Upon impact, it falls prone and takes falling
damage (half the normal damage if it fell 100 feet per round; otherwise, normal damage for
the distance fallen). A falling creature is considered entangled until it hits the ground, but it
can attempt a Fly check at the start of its turn to stop falling before it hits the ground (DC =
15 + your base attack bonus); otherwise, it is unable to move (other than falling) but can act
normally.



Ace Trip (Targeting, Weapon Mastery)
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Painful Blow (Combat)

Source Arcane Anthology pg. 31
You have learned how to land blows so painful it is difficult for struck spellcasters to
concentrate.

Prerequisites: Vital Strike, base attack bonus +6, Knowledge (arcana) 3 ranks.

Benefit: When you use Vital Strike (or Improved Vital Strike or Greater Vital Strike), the
creature you hit with the attack must treat the damage dealt as continuous damage until the
beginning of your next turn. This forces the target to attempt a concentration check if it casts
a spell (Pathfinder RPG Core Rulebook 206). You can use this benefit twice per day, or three
times per day if your base attack bonus is +12 or higher.

Painful Blow (Combat)
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Martial Focus (Combat)
Source Weapon Master's Handbook pg. 20



You have honed your skills with a group of related weapons.
Prerequisites: Base attack bonus +5.

Benefit: Choose one fighter weapon group. While wielding a weapon from this group with
which you are proficient, you gain a +1 bonus on damage rolls.

Special: The Martial Focus feat counts as the weapon training class feature with the chosen
fighter weapon group for the purpose of weapon mastery feat prerequisites and what
weapons you can use with weapon mastery feats.

Martial Focus (Combat)
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Choral Support (Teamwork)

Raising your voice together with your allies’, you wield sound itself as a weapon.
Prerequisites: Perform (sing) 3 ranks.

Benefit: As a standard action, you can attempt a DC 10 Perform (sing) check to aid an ally
who also has this feat. If you succeed at the check, spells cast by your ally before the start of
your next turn that deal acid, cold, electricity, or fire damage instead deal sonic damage.
Spells that would normally deal sonic damage deal half sonic damage and half damage
resulting directly from divine power that is not subject to being reduced by resistance to
sonic attacks.
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Arrowsong Minstrel



Source Arcane Anthology pg. 30

Originating from the wooded wilds of Hymbria, Arrowsong minstrels combine the elven
traditions of archery, song, and spellcasting into a seamless harmony of dazzling magical
effects.
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Weapon Proficiency: An Arrowsong minstrel is proficient with longbows, but not the
longsword, rapier, or whip. This alters the bard’s weapon proficiencies.
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Diminished Spellcasting: An Arrowsong minstrel casts one fewer spell of each level than
normal. If this reduces the number to 0, she can cast spells of that level only if her Charisma
score allows bonus spells of that level. This alters the bard’s spellcasting.
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Arcane Archery: An Arrowsong minstrel’s skill at ranged martial arts allows her to learn to
cast a number of powerful, offensive spells that would otherwise be unavailable to her. At 1st
level, she selects a number of spells from the sorcerer/ wizard spell list equal to her
Charisma modifier (minimum 1) and adds them to her bard spell list as bard spells of the
same level. The spells selected must not already be on the bard spell list, and must be 6th
level or lower. At 4th level and every 4 bard levels thereafter, she adds an additional
sorcerer/wizard spell to her bard spell list. An Arrowsong minstrel is limited to the following
spells when adding spells to her spell list in this manner: acid arrow, arrow eruption, flame
arrow, gravity bow, greater magic weapon, longshot, magic weapon, protection from arrows,
spectral hand, true strike, and sorcerer/wizard spells of the evocation school. An Arrowsong
minstrel must still select these spells as spells known before she can cast them.

In addition, for the purpose of meeting the requirements of combat feats and prestige
classes, an Arrowsong minstrel treats her bard level as her base attack bonus (in addition to
base attack bonuses gained from other classes and Hit Dice). Her skilled blending of archery
and arcane magic also allows an Arrowsong minstrel to fulfill a spell’s somatic components
even when using a bow in both hands (though not other ranged weapons).

This ability replaces bardic knowledge, dirge of doom, distraction, fascinate, inspire
competence, lore master, and soothing performance.
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Precise Minstrel (Ex): At 2nd level, an Arrowsong minstrel gains Precise Shot as a bonus
feat. In addition, any creature that is affected by any of the Arrowsong minstrel’s bardic
performance does not provide soft cover to enemies against her ranged attacks with a bow.
This ability replaces the versatile performance gained at 2nd level and well-versed.

Precise Minstrel: 2L~ )L[Z# LY TArrowsong minstrel [ {EZ 5 B )2 R—F A HELTE
%, I Z TArrowsong minstrelD /N\—F DR EDFEEEZZTTNSI) —Fr—[EBEXDRV %
FoM-RRBBICEVWTHADERONNERFRBELLEVD, COBENIE2LRIVIZE TS FEER
DEEAEFELETHAD,

Arrowsong Strike (Su): At 6th level, an Arrowsong minstrel can use spellstrike (as per the
magus class feature) to cast a single-target ranged touch attack spell and deliver it through a
ranged weapon attack. Even if the spell can normally affect multiple targets, only a single
missile, ray, or effect accompanies the attack. She cannot use spellstrike with normal touch
attacks or melee attacks.

At 18th level, an Arrowsong minstrel using a multiple-target spell with this ability can deliver
one ray or line of effect with each attack when using a full-attack action, up to the maximum
allowed by the spell (in the case of ray effects). Any effects not used in the round the spell is
cast are lost.

This ability replaces suggestion and mass suggestion.
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Arrowsong's Lament
Source Arcane Anthology pg. 31



This collection of brooding poetry, all in pentatonic verse, expresses Arrowsong’s frustration
over her overbearing parents’ desire for her to become a spellcaster. Her in-depth analysis
of their struggles and failings provides great insight into reading and memorizing spells from
a spellbook.

Prerequisite: Perform (oratory) 3 ranks.
Cost: Feat or 1st-level spell known or higher (see text).

Effect: Rather than a single work, this masterpiece is a collection of poems from Arrowsong’s
days living under her scholarly parents, who both desperately wanted their daughter to
pursue the art of wizardry. Despite the poems’ wry tone and the overall distaste for
book-learning they proclaim, Arrowsong’s verse perfectly documents the process of
memorizing arcane spells. When you gain this masterpiece, it becomes associated with your
bard spells of a specific spell level. If you paid the masterpiece’s cost by spending a bard
spell you know, the masterpiece is associated with spells of the spent spell’s level. If you
paid the masterpiece’s cost by spending a feat, you choose one bard spell level that you are
able to cast with which to associate the masterpiece.

In order to perform this masterpiece, you must be holding a spellbook, scroll, or a similar
piece of arcane writing to consult. After completing the masterpiece, choose one arcane
spell from your bard spell list or from the sorcerer/wizard spell list that is written on the
arcane writing that you consulted during the masterpiece. If the spell is on your bard spell
list, it must be of the same level (or lower) as the spell level associated with this
masterpiece. If the spell is not on your bard spell list, its level must be at least 2 spell levels
lower than the spell level associated with this masterpiece. Add the chosen spell to the bard
spell list and to your list of bard spells known until the next time that you rest and regain
spells.

If you use a spellbook with a preparation ritual to perform the masterpiece, you also gain the
boon associated with that spellbook, as if you had prepared a spell from it. You can add up
to one spell per spell level that you have selected with this masterpiece to your list of bard
spells known each day. You can gain this masterpiece multiple times. Each time, you must
apply it to a different bard spell level.

Use: 3 rounds of bardic performance per level of the spell.

Action: 1 hour of meditation.

Arrowsong's Lament
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Battle Song of the People's Revolt

Source Melee Tactics Toolbox pg. 11
This song for fife and drum is found in many folios filled with music intended to unite the
people of Andoran in their secession from Cheliax.

Prerequisite: Perform (percussion) or Perform (wind) 4 ranks.

Cost: Feat or 2nd-level bard spell known.

Effect: When you learn this masterpiece, choose a teamwork feat for which you meet the
prerequisites. Once the feat is chosen, it can’t be changed. This performance grants the
chosen feat to all allies within 30 feet who can see and hear you. Your allies don’t need to
meet the prerequisites of this feat. Abilities that extend the duration of a bardic performance,
such as Lingering Performance, affect this masterpiece.

Use: 1 bardic performance round per round.

Action: 1 standard action.

Special: You can gain this masterpiece multiple times. Each time you take this masterpiece,
it grants a different teamwork feat.
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Hymn of Restorative Harmonics

Source Divine Anthology pg. 8
You perform a song of such beauty that it touches the soul of any who hear it, allowing them
to recover from any adverse conditions.

Prerequisite: Perform (sing) or Perform (wind) 6 ranks.
Cost: Feat or 3rd-level bard spell known.

Effect: At the end of the round on which you complete this song, all allies within 30 feet who
observed your performance gain a new saving throw to end the ongoing effects of certain
debilitating conditions. An ally who is exhausted, fatigued, nauseated, sickened, staggered,
or stunned as the result of a previously failed saving throw can attempt a new saving throw
to immediately end one of the above effects. Characters under multiple effects must choose
which effect they wish to attempt to end prematurely. Effects that did not grant a save to
resist (such as the stun effect of power word stun) can’t be ended by this masterpiece.

In addition, anyone who observed this performance gains the effects of delay poison at a
caster level equal to your bard level.

Use: 3 bardic performance rounds.

Action: 1 full round.

Hymn of Restorative Harmonics
t 82 : Divine Anthology
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Symphony of Sylandurla’s Ascent

Source Healer's Handbook pg. 19

This elaborate arrangement for traditional elven instruments evokes Sylandurla’s heroic
climb up the spire from the planar city of Axis to the Boneyard, where it's said that she sang
8,008 tales to win elves their immunity to magical sleep.

Prerequisite: Perform (percussion or wind) 7 ranks.
Cost: Feat or 3rd-level bard spell known.

Effect: All allies within 30 feet become immune to one of the following (your choice) while
they can hear your performance: charm effects, the dazed condition, fear effects, magical
sleep, paralysis, the staggered condition, or the stunned condition. You must choose the
condition before activating the performance and can’t change your choice during the
performance. If any affected ally currently has the chosen condition, she can attempt a new
saving throw against it each round she can hear your song. Success on this saving throw
has its usual benefit, but failure has no effect at all. This performance relies on audible
components.

Use: 1 bardic performance round per round.

Action: 1 full round.

Symphony of Sylandurla’s Ascent
Hi 8 : Healer's Handbook
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Blazing Rondo

Source Elemental Master's Handbook pg. 5
Thundering rhythms quicken your allies’ movements, but the effort of keeping up with the
beat is wearying.

Prerequisite: Perform (oratory) 7 ranks or Perform (percussion) 7 ranks.
Cost: Feat or 3rd-level bard spell known.

Effect: Up to one ally per bard level gains the benefits of haste while you maintain this
masterpiece, except the bonus to AC and on attack rolls and Reflex saves is one-fifth of your
bard level. These allies must be within 60 feet of you to receive this benefit. When you cease
performing this masterpiece, any creature that received this benefit for at least 3 rounds
must succeed at a Fortitude save at this masterpiece’s DC or be fatigued for twice as many
rounds as they were affected.

Use: 1 round of bardic performance per round.

Action: 1 standard action.

Blazing Rondo
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Song of Sarkoris

Source Blood of the Ancients pg. 31

You recite inspirational lines from this epic poem commemorating the final stand at Storasta,
keeping defiance alive even in the face of certain death.

Prerequisite: Perform (oratory) or Perform (sing) 10 ranks.
Cost: Feat or 4th-level bard spell known.

Effect: When you complete the performance, all allies within 30 feet gain an attack of
opportunity when reduced to negative hit points, or whenever a foe deals hit point damage
equal to or greater than its Hit Dice, for the duration of the performance. The attack of
opportunity can be made against any enemy within reach; it does not have to be against the
source of the damage, and does not count toward your allies’ maximum attacks of
opportunity per round. This attack of opportunity is resolved prior to the enemy’s attack, but
the triggering attack is still resolved even if the enemy is killed or incapacitated.

Use: 2 bardic performance rounds per round.

Action: 1 full round.

Song of Sarkoris
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Advanced Versatile Performances

Martial Performance (Ex)

(Blood of the Beast pg. 12): The bard chooses one weapon belonging to a fighter weapon
group that is associated with a Perform skill he has selected with versatile performance (see
below). He gains proficiency with this weapon. If the bard is already proficient with this
weapon or later becomes proficient with it, he gains Weapon Focus with that weapon as a
bonus feat instead. In addition, the bard’s effective fighter level is equal to 1/2 his bard level
for the purpose of qualifying for feats that specifically select weapons from those Perform
skills’ associated fighter weapon groups.

The types of Perform skills and their associated fighter weapon groups are: Act (close,
double), Comedy (flails, thrown), Dance (monk, spears), Keyboard Instruments (hammers,
siege engines), Oratory (heavy blades, light blades), Percussion (close, hammers), Sing
(close, natural), String (axes, bows), and Wind (monk, thrown).

Martial Performance (Ex)
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Mechanical Aptitude
Source Blood of the Ancients pg. 17
Category Basic (Magic)



You have learned much from tinkering with ancient technology from the Jistka Imperium.
Choose one of the following skills: Disable Device, Knowledge (engineering), or Use Magic
Device. Once per day, you can reroll a check with that skill before the outcome of the check
is revealed. You must take the second result, even if it is worse.

Mechanical Aptitude
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Emergency Force Sphere.” 82 & H 15 EkiK

School AT [ #11%]; Level arcanist 4, sorcerer/wizard 4
Casting Time 1 immediate action

Components EFE

Range 5 ft.

Effect fi7#& % f il &L - F5ft. D F Bk

Duration 1 round/level (fZF&Tl)

Saving Throw None; Spell Resistance no

As wall of force, except you create a hemispherical dome of force with hardness 20 and a
number of hit points equal to 10 per caster level. The bottom edge of the dome forms a
relatively watertight space if you are standing on a reasonably flat surface. The dome shape
means that falling debris (such as rocks from a collapsing ceiling) tend to tumble to the side
and pile up around the base of the dome. If you make a DC 20 Craft (stonemasonry),
Knowledge (engineering), or Profession (architect or engineer) check, the debris is stable
enough that it retains its dome-like configuration when the spell ends, otherwise it collapses.
Normally this spell is used to buy time for dealing with avalanches, floods, and rockslides,
though it is also handy in dealing with ambushes.
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Source Ranged Tactics Toolbox pg. 26

Aura faint conjuration CL 12th

Slot none; Price +2 bonus; Weight —

Description

This special ability can be placed only on ranged weapons or ammunition. A cyclonic
weapon or piece of ammunition feels as though it were surrounded by gentle winds pulling it
in all directions. When the wielder makes a ranged attack with a cyclonicweapon, a sheath of
whirling air surrounds the weapon or the ammunition fired and prevents the attack from
being impaired by wind, water, and other liquid or gaseous environmental factors.
Construction

Requirements Craft Magic Arms and Armor, air bubble®; Price —

Cyclonic

Hi B : Ranged Tactics Toolbox

A—3 155 Bt

AOyk &L [fig+2R—FR E=E -

EE!

COHMNGREAIZREFHLERBIZOMAMTETEHIEMNTES, cyclonicK /M RIZED R3E (T
LTDARIZESELSNABOMGRAICEENTNDLIITRELLN D, EiEE HcyclonicK 27
TERBREBELBIERECESOHIRFEIEIHESIN - XEZEWLNZLTA. K. ZLTE
DB ARCHADREERTSEIND


http://paizo.com/products/btpy99s6?Pathfinder-Player-Companion-Ranged-Tactics-Toolbox

	Cyclonic 
	Description 
	Construction 


