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MAGUS ARCANA            
 

As described in the Pathfinder® Roleplaying Game: Ultimate Magic ™ sourcebook, magus arcana are 
arcane secrets designed to blend a magus’ martial and magical skills. Starting at 3rd level, a magus gains 
one magus arcana. He or she gains one additional magus arcana for every three levels of magus gained 
after 3rd level. Unless otherwise specified, a magus cannot select any given magus arcana more than 
once, and magus arcana that affect spells can only be used to modify spells from the magus spell list. 
              
 
 
 

AIR LEAP (SU):  You can spend 1 point from your arcane pool as a 
swift action to gain Flyby Attack as a bonus feat for 1 round, and a fly 
speed equal to your land speed for an equal amount of time. While 
using this ability to fly, your maneuverability category is “good.” You 
must be at least 6th level before selecting this magus arcana. 
 
ARCANE TRANSLOCATION (SU):  You can spend 1 or more points from 
your arcane pool to use a dimension door effect with a range of 10 ft. 
as a move action. For every additional point beyond the first that you 
spend to activate this ability, the range of the dimension door effect 
is increased by 10 ft. You must be at least 9th level before selecting 
this magus arcana. 
 
ARCANE BLAST (SU):  You gain Arcane Blast as a bonus feat (see the 

Pathfinder® Roleplaying Game: Advanced Player’s Guide ™). You must 
be at least 12th level before selecting this magus arcana. 
 
BLADE DANCER (SP):  Once per round as a move action, you can grant 
a melee weapon with the dancing property the ability to fight under 
its own power for one additional round. The weapon must be active 
and fighting within 30 feet of you, and must be under your control. 
This ability can maintain a dancing weapon indefinitely as long as you 
spend a move action every round to extend the duration by 1 round. 
You must be at least 15th level before selecting this magus arcana. 
 
BLADE WEAVER (SP):  As long as you wield a light or one-handed 
melee weapon, you can spend 1 point from your arcane pool to create 
a hypnosis effect with your weapon as a spell-like ability by weaving 
your weapon through the air in a supernaturally-fascinating pattern. 
Alternately, you may direct a dancing weapon under your control to 
perform the hypnotic, weaving pattern, causing affected creatures to 
be fascinated by the weapon instead. The caster level of this spell-
like ability is equal to your class level. 
  
CAUSTIC BLADE (SU):  Whenever you enchant your weapon using 
your arcane pool, you may spend 1 additional point from your arcane 
pool to add the corrosive and corrosive burst special abilities to the list 
of available options (see the Pathfinder® Roleplaying Game: Advanced 
Player’s Guide ™ for a description of those special abilities). You must 
be at least 9th level before selecting this magus arcana. 
 
DEFENDING BLADE (SU):  Whenever you enchant your weapon using 
your arcane pool, you may spend 1 additional point from your arcane 
pool to add the defending and merciful special abilities to the list of 
available options. You must be at least 9th level before selecting this 
magus arcana. 

ELEMENTAL SPLASH (SU):  As long as you wield a melee weapon, you 

can spend 1 point from your arcane pool to fill one space within the 
reach of a weapon that you wield with dangerous elemental energy. 
When you use this ability, choose acid, cold, electricity, or fire damage. 
Creatures within the five-foot space that you target take 2d6 points 
of the selected energy damage and are entitled to a Reflex saving 
throw for half damage. The DC of this Reflex saving throw is equal to 
10 + half your class level + your Intelligence modifier. Creatures (such 
as swarms) vulnerable to area effects and spells are vulnerable to this 
attack as well. If you also possess the thunderous pool strike magus 
arcana (see the Pathfinder® Roleplaying Game: Ultimate Combat ™ 
sourcebook), you may choose to deal sonic damage with this ability. 
   At 6th level, then again at every three levels thereafter, the amount 
of damage dealt by this attack increases by 1d6. 
 
HEALING POOL (SU):  As long as your arcane pool is full (no points are 
expended from it), you gain fast healing 1. You must be at least 6th 
level before selecting this magus arcana. 
 
INSIGHT POOL (SU):  As long as your arcane pool is full (no points are 
expended from it), you gain a +2 insight bonus on all Perception skill 
checks based on sight, and an insight bonus on initiative checks equal 
to the number of points in your arcane pool. 
 
MAGELIGHT (SU):  As long as you have at least 1 point in your arcane 
pool, you and your allies gain a +1 insight bonus on weapon damage 
rolls made against creatures illuminated by a light spell that you cast. 
The illuminated area is relative to each individual viewer, meaning 
that a creature with low-light vision effectively benefits from a wider 
area of effect, and a blind creature gains no benefit from this ability. 
 
MAGIC MANEUVERS (EX):  You may use your magus caster level in 
place of your base attack bonus for the purposes of qualifying for the 
following feats: Greater Bull Rush, Greater Dirty Trick, Greater Disarm, 
Greater Drag, Greater Feint, Greater Grapple, Greater Overrun, Greater 
Reposition, Greater Steal, Greater Sunder, Greater Trip, and each of 
the “Improved” versions of the feats listed above. 
 
MAGI’S MARK (SU):  As long as you have at least 1 point in your 
arcane pool, creatures marked by an arcane mark spell that you cast 
become more susceptible to your attacks and spells, and take a -2 
penalty to their Armor Class against attacks, spells, and effects that 
you perform or control. This benefit extends to dancing weapons, 
phantom steeds, summoned creatures, and to all other effects under 
your immediate control. Furthermore, the DC to remove your arcane 
mark with an erase spell is increased by +5. 
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MATERIAL WAND (SU):  You can expend 1 charge from a wand that 
you wield to gain the benefits of the Eschew Materials feat for 1 round, 
and Spellcraft skill checks made to identify your spell take a -2 penalty. 
 
MIRROR MAGI (SU):  You can spend 1 point from your arcane pool as 
a swift action to create one or more illusory copies of yourself with 
which to distract and confuse opponents as to your exact location. 
This ability functions like a mirror image spell with a caster level 
equal to your class level, except that the images last for only 1 round, 
and you create only one image plus one additional image for every 
three magus class levels that you possess. You must be at least 6th 
level before selecting this magus arcana. 
 
NULL ARCANA (SU):  You can spend 1 point from your arcane pool as a 
swift action to gain a +4 bonus on targeted dispel checks for 1 round. 
 
ORIFLAMME WEAPON (SU):  As long as you wield a melee weapon 
with the flaming or flaming burst magic weapon properties, you can 
hoist your weapon high in an impressive pyrotechnic display designed 
to inspire your allies. Using a weapon in this way is a move action 
that provokes an attack of opportunity. Allies (including yourself) that 
witness the inspiring display are bolstered for 1 round gaining a +1 
morale bonus on saving throws against charm and fear effects, and 
an equal bonus on attack weapon damage rolls against any creatures 
that you attack in the same round that you activate this ability. 
   At 6th level, and then again at 12th and at 18th levels, the morale 
bonuses granted by this effect are increased by +1. 
 
PENETRATING STRIKE (SU): You can spend 1 point from your arcane 
pool as a swift action to make the next melee attack that you make 
before the end of your turn a penetrating strike. If your attack fails to 
hit the creature, but is successful enough to hit the creature’s touch 
AC, your attack deals an amount of damage equal to your Strength 
modifier as your attack partially phases through the target’s armor. 
 
RIMEFROST WEAPON (SU):  As long as you wield a melee weapon 
with the frost or icy burst magic weapon properties, you can use your 
weapon to make a melee touch attack as a standard action. If the 
touch attack hits, the target must succeed on a Fortitude saving 
throw or become entrapped in a thick crust of icy rime. This ability 
works like the “entrap” universal monster ability. The rime has 0 
hardness and hit points equal to your class level. If not destroyed 
before 1d10 minutes have passed, this magical ice melts, regardless 
of ambient temperature. The DC of this Fortitude saving throw is 
equal to 10 + half your class level + your Intelligence modifier. 
 
SEVER ABJURATION (SU):  When you use your dispelling strike magus 
arcana, your attack ignores any and all protective abjuration effects 
currently affecting the target, with one exception: this attack grants 
you no ability to harm a creature warded by an abjuration (such as a 
sanctuary spell effect) that would prevent you from making an attack 
against it in the first place. You must be at least 12th level and have 
the dispelling strike magus arcana before selecting this magus arcana. 
 
SNEAKY SPELLS (SU):  You can spend 1 point from your arcane pool as 
a swift action to render a spell that you cast before the end of your 
turn impossible to identify with a Spellcraft skill check. The effects of 
your spell may still be identifiable after the act of casting is finished. 

SOLVENT WEAPON (SU):  As long as you wield a melee weapon with 
the caustic or caustic burst magic weapon properties, you can spend 
1 point from your arcane pool to touch your weapon to a helpless or 
willing creature or an inanimate, unattended object as a move action, 
affecting the target as though you had applied a dose of universal 
solvent to it, dissolving any adhesives on or affecting it. 
 
SPELL BLADE (SU):  You can spend 1 point from your arcane pool as a 
swift action to gain a +4 bonus on all caster level checks made to 
overcome the spell resistance of creatures that you successfully hit 
with a melee attack before the end of your turn. 
 
SPELL METTLE (SU):  You gain a +4 bonus on saving throws against 
the effects of spells that you currently have prepared. 
 
SPELL RESISTANCE (SU):  As long as your arcane pool is full (no points 
are expended from it), you gain spell resistance equal to the number 
of points in your arcane pool. 
 
SPELL SYNCHRONICITY (SU):  As long as you have an empty spell slot, 
you can spend 1 point from your arcane pool as a full-round action to 
instantaneously memorize and prepare a spell that you have cast 
within or since the previous round. You must have an empty spell slot 
of the appropriate spell level to memorize the spell. This ability does 
not allow you to prepare any additional spells per day. You must be 
at least 12th level before selecting this magus arcana. 
 
STEALTH POOL (SU):  Stealth is a class skill for you, and you gain an 
enhancement bonus on all Stealth skill checks equal to the number of 
points in your arcane pool. 
 
SUNDER ARTIFICE (SU):  You can attempt to perform a special sunder 
maneuver as a standard action by spending 1 point from your arcane 
pool. If your attempt is successful in giving a magic item the broken 
condition, that item loses its magical properties until it is repaired. 
You must be at least 15th level before selecting this magus arcana. 
 
THUNDEROUS WEAPON (SU):  As long as you wield a melee weapon 
with the shocking or shocking burst magic weapon properties, you 
can spend 1 point from your arcane pool as a standard action to 
make a single, cacophonously distracting attack against an opponent 
within reach. For 1 round, creatures attempting to cast a spell within 
30 feet of the target of your attack must succeed on a concentration 
check (DC 15 + spell level) or lose the spell. 
 
WARDING BARRIER (SU):  Whenever an opponent provokes an attack 
of opportunity from you, you can spend 1 point from your arcane 
pool as an immediate action to gain a +4 shield bonus to your Armor 
Class against that creature’s attacks for 1 round. 
 
WARMAGE (SU):  You can spend 1 point from your arcane pool as an 
immediate action to cause a single creature damaged by one of your 
magus spells this turn to take an additional amount of force damage 
equal to your Intelligence modifier. This is a force effect. 
 
WEAPON WARD (SU):  As long as you have at least 1 point in your 
arcane pool, you are magically protected, gaining a +2 luck bonus to 
Armor Class against attacks made with manufactured weapons. 
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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), 
potation, 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 additional 
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 registered 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 Contributor 
(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 using this License. 
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 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 Content 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 Agreement 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 conjunction 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 Contributor 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 provision shall be reformed only to the extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.; System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: 
Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason 
Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC; 
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Buhlman, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, 
Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor. Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publushing. LLC; Authors: Jason Buhlman, 
Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor. The Book of 
Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved. Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with 
Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content 
from TSR. Abandoned Arts Presents: Class Acts: Magi © 2012, Daron Woodson; Author: Daron Woodson, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams. 
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