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COMBAT ADVISOR [COMBAT]

Your allies benefit from your ability to exploit your enemies’ weaknesses.
PREREQUISITES: Int 13, base attack bonus +2

BENEFIT: You do not need to threaten a creature in order to use the aid another action
to grant an ally an attack roll or Armor Class bonus against it, as long as that creature is
within 20 ft. of you and both you and your ally can see it clearly. Additionally, your ally
must be able to hear you clearly in order to benefit from your aid another attempt.
NORMAL: You must be in a position to make a melee attack against a creature in order
to attempt to aid an ally against it in combat.

INSIGHTFUL AID [COMBAT]

Your peerless counsel is a great help in battle.

PREREQUISITES: Int 17, base attack bonus +4

BENEFIT: When you successfully use the aid another action to grant an ally an attack
roll or Armor Class bonus, you may substitute your Intelligence modifier for the usual
bonuses bestowed by the aid another action. This benefit does not apply to any other
type of aid another check.

NORMAL: The aid another action grants a +2 bonus when used to aid an ally in combat.

MOMENT OF GENIUS

You can apply your abilities in ways that enable you to reach new benchmarks of skill.
PREREQUISITES: Int 19, 7 ranks in any skill

BENEFIT: Whenever you roll a natural 20 on a skill check (the d20 shows a 20), you gain
a competence bonus equal to your Intelligence modifier on the check. You gain this
same bonus whenever you are able to take 20 on a skill check.

NEMESIS

You specialize in identifying and learning your opponents’ weaknesses.

PREREQUISITES: Knowledge (any) 3 ranks

BENEFIT: For every piece of information that you learn or recall when you successfully
use a Knowledge skill to identify a creature, you also learn or recall one extra piece of
information specifically regarding the weaknesses or vulnerabilities of that creature.
Used against a creature that has no particular weaknesses or vulnerabilities, or whose
weaknesses or vulnerabilities you already know, this feat offers no additional benefit.

PRESENCE OF MIND

Your unflappable composure and grounded way of thinking make you hard to fool.
PREREQUISITES: Int 13, Sense Motive 1 rank

BENEFIT: You can apply your Intelligence modifier to Sense Motive skill checks made to
detect a lie or gain a “hunch” about a social situation.

PSYCHOLOGICAL WARFARE
You have mastered arduous and exhausting interrogative processes.

PREREQUISITES: stern gaze class feature or Intimidate 6 ranks

BENEFIT: You can conduct a vigorous, stressful, or even traumatic interrogation against
any willing or helpless creature with an Intelligence score of 3 or higher that can see,
hear, and understand you. This grueling session requires 1d3 hours to complete, and
allows you to attempt an Intimidate skill check with a +6 competence bonus at the
conclusion. Regardless of the outcome of your check, the subject must succeed at a
Will saving throw with a DC equal to your Intimidate check or become fatigued.

INTELLECTUAL STAMINA

Your mind is strong; your will, ironclad.

PREREQUISITES: Int 13, Iron Will

BENEFIT: When you receive ability score damage or drain to one of your mental ability
scores (Intelligence, Wisdom, or Charisma), reduce the damage or drain that you receive
by 1 point, to a minimum of 1 point.

STREET SMARTS

With enough time, you can squeeze information out of hearsay and rumor.
PREREQUISITES: Diplomacy 3 ranks

BENEFIT: You can take 20 when using the Diplomacy skill to gather information without
multiplying the time that it takes you to perform the task as drastically as you normally
would. When you take 20 on this application of the Diplomacy skill, triple the amount
of time that it takes you to gather the information.

NORMAL: Taking 20 takes 20 times as long as making a single check normally would.

TACTICAL BRILLIANCE [COMBAT]

Your strategic genius gives your allies an early advantage in battle.

PREREQUISITES: Int 15, Improved Initiative, base attack bonus +2

BENEFIT: During the surprise round (or the first round of combat, if there is no surprise
round) you can devise and reveal a brilliant tactical strategy as a free action performed
at the start of his turn. Against enemies that have not yet acted during the combat, you
and your allies may add your Intelligence bonus to weapon damage rolls. Allies that
would benefit from this ability must be able to see and hear you.

TRICKY MANEUVERS [COMBAT]

Your clever, unpredictable maneuvers are especially effective against flat-footed foes.
PREREQUISITES: Int 13, Improved Feint

BENEFIT: You may add your Intelligence modifier to Combat Maneuver Bonus checks
against creatures denied their Dexterity bonus to Armor Class against your attacks.
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