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The More Feats! Line from Abandoned Arts
Each entry in the More Feats! product line contains a group of thematically-related feats for perfect for PCs 
and NPCs relevant to that theme. Feats of Teamwork features feats for team players and their like-minded 
allies. Each of the feats contained herein is a teamwork feat, a type of feat first introduced in the Pathfinder® 

Roleplaying Game: Advanced Player’s Guide™.

ARCANE ASSEMBLY  
[TEAMWORK]

You can lead or participate in a form of ceremonial 
spellcasting.
Prerequisites: spellcasting ability
Benefit: Whenever you cast a spell with a casting 

time of 10 minutes or more, you may reduce the 
casting time of that spell by 1 minute for each ally 
that also possesses this feat who spends the remain-
ing casting time using the aid another action to assist 
your spellcasting. An ally must be within your reach 
in order to assist you. This ability may not reduce the 
casting time of such a spell by more than half.

DEFENSIVE FOCUS [TEAMWORK]

Your spellcasting allies can assist your own arcane 
defenses.
Prerequisites: Spell Focus (any)
BENEFIT: You gain a +1 bonus on saving throws 

against arcane spells belonging to any school of 
magic to which any adjacent ally that also possesses 
this feat has the relevant Spell Focus feat. If that ally 
also possesses the Greater Spell Focus feat relevant 
to that same school, this bonus increases to +2.

DRINKING BUDDY [TEAMWORK]

Sharing a drink with a friend never fails to lift your 
spirits.
Benefit: By sharing an alcoholic drink with an ally 

who also possesses this feat, you can bolster your 
spirits for the coming day. Once per day you and 
any number of qualifying allies may spend 10 min-
utes drinking, reveling, and swapping tales, gaining 
a number of temporary hit points equal to your char-
acter level or your Constitution modifier, whichever 
is greater. Temporary hit points gained in this way 
last for 24 hours and do not stack with temporary hit 
points from any other source.

COORDINATED ACTION   
[TEAMWORK]

You share an almost-telepathic sense of coordina-
tion with your allies.
Prerequisites: Improved Initiative
Benefit: As a free action, you may choose to delay 

until the initiative count of any ally who also pos-
sesses this feat. If you do, that ally acts on your initia-
tive count instead. If that ally has already acted this 

round, he takes no additional actions or turns.

ORPHIC SCRYING  [TEAMWORK]

You can contribute to a powerful ritual scrying 
method.
Prerequisites: ability to cast scrying
Benefit: Whenever you or an ally that also pos-

sesses this feat casts a spell through a scrying sensor, 
you may use your own caster level, feats, and special 
abilities or those of qualifying allies when determin-
ing the caster level and saving throw DCs of spells 
cast in such a way. 

PATROL PARTNER  [TEAMWORK]

Working with a partner, you can cover a lot of 
ground.
Prerequisites: Combat Patrol1,  base attack bonus 

+12
Benefit: You and any ally that also possesses this 

feat may set up conjoined combat patrols. You threat-
en any creature that such an ally threatens while the 
areas of your combat patrols are adjacent or overlap-
ping. As usual, you may move as part of an attack of 
opportunity within this shared and expanded threat-
ened space, provided your total movement before 
your next turn does not exceed your speed.

READIED RALLY  [TEAMWORK]

You’re adept at synchronizing your actions with a 
partner.
Prerequisites: Swift Aid1

Benefit: Whenever you and an ally who also pos-
sesses this feat take readied actions on the same ini-
tiative count, you may attempt to use an aid another 
action to assist that ally as an immediate action.

SHIFT CONCENTRATION   
[TEAMWORK]

You can share spell concentration with an ally.
Prerequisites: arcane spellcasting ability
Benefit: You can pass the concentration of your own 

spell to an adjacent, willing ally who also possesses 
this feat. Shifting concentration is a move action that 
provokes an attack of opportunity, and you must 
touch that ally as a part of that action. In passing 
concentration of a spell, your ally gains control over 
and responsibility for maintaining that spell, and 
must continue to concentrate as a move action on 
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his or her next turn or fail to maintain it (even if you 
already expended the necessary action to maintain 
the spell on that same round). Thereafter, that ally 
makes all choices regarding the maintenance of that 
spell (such as how to direct a flaming sphere or silent 
image). The DC, caster level, and all other aspects of 
the spell are unchanged, and not determined by the 
character maintaining the spell.

TEAM EFFORT  [TEAMWORK]

You can direct your allies to help you.
Prerequisites: any teamwork feat
Benefit: As a move action, you may treat allies 

within 30 ft. as if they possessed the same team-
work feats that you possess for the purposes of de-
termining whether you receive the benefits of those 
teamwork feats. Your allies do not receive any bo-
nuses from these feats unless they actually possess 
the feats themselves. This benefit lasts for 1 round. 

1: See the Pathfinder® Roleplaying Game: Advanced Player’s 
Guide™ for a description of this feat.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 

Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have 

contributed Open Game Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), po-
tation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any addi-
tional content clearly identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark or regis-
tered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open Game License by the Con-
tributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content distributed us-
ing this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your accep-
tance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Con-
tributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the 
exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as 
Open Game Content, You represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Con-
tent You are copying, modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent Agree-
ment with the owner of each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunc-
tion with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions 
of this License. You may use any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content 
using the name of any Contributor unless You have written permission from the Contribu-
tor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of 
this License with respect to some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any Open Game Material so 
affected. 

13. Termination: This License will terminate automatically if You fail to comply with all 
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. 
All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provi-
sion shall be reformed only to the extent necessary to make it enforceable. 
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