New Treant Feats
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The following feats enhance a treant’s natural benefits, fill in some of their drawbacks, and provide new options to customize a treant.

Blossoms
Some treants spontaneously grow small flowers on their bark. The reason for this is unknown, but the benefits from their appearance are obvious. A treant with blossoms growing on it can persuade someone easier than one without. It is unknown if this is due to the flowers being pretty, some kind of enchanted pollen which infects non-treants, or a combination of both. Either way, it works.

Prerequisites: Any Trueheart, Cha 13+.

Benefits: A treant with the Blossoms feat gains a +4 bonus to all friendly Cha-based skill rolls (such as Diplomacy and Perform, but not unfriendly Cha-based skills like Intimidate).

Hard To Burn
A few treants have found ways to make their bark more difficult to burn, giving them an advantage against those who would seek to exploit their natural weakness.

Prerequisites: May not take or have any levels in the Firesworn prestige class.

Benefits: The treant no longer takes double damage from fire attacks.

Swamp Gas
Growing up in marshlands has helped waterborne treants adapt themselves to the environment and take on some of its characteristics. One of these is the ability to breath a special form of swamp gas that can effect non-treant creatures. Waterborne treants often create a near-permanent cloud around their groves (created by the treant constantly breathing it and making it spread all over its environment) in order to prevent intruders.

Prerequisites: Any waterborne treant

Benefits: The treant can, at will, breath a poisonous gas, often referred to as swamp gas, which causes paralysis and a temporary loss of 1d4 Con when it comes into contact with an unsuspecting creature (Fort DC 18 to avoid). The gas looks like a light green cloud, which floats like a cloud for 10 minutes before dissipating. The gas is also highly flammable and will cause 1d6 damage per cloud to all creatures within the cloud if a torch or other open flame is introduced.

Thorns
An experienced treant will sometimes cause other plants to grow on them to create a natural defense against animals, but to also dissuade humanoid attacks. One example of this is the growth of small splinter-like thorns all over the body.

Prerequisites: Any non-waterborne treant

Benefits: When someone performs a melee attack on a treant with the Thorns feat, they automatically take 1d4 damage from their skin accidentally touching the thorns (Reflex DC 10 to avoid). Also, when a Treant with the Thorns feat performs a melee slam attack, he does an additional 1d4 piercing damage.

Thick Bark
Some older treants start to grow harder bark better capable of protecting them from attacks by woodcutters.

Prerequisites: Huge size or more, Con 20+

Benefits: The treant’s AC increases by +3 and piercing weapons deal only 1/4 damage to this treant, with a minimum of 1 point of damage.

