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ol B WELCOME TO t’i: ,i'
MYTI—IIC PLuG-INs: MYTHIC EEATS!)- e

This supplement is just one part of a larger resource for every gamemaster who would like to try out the

" -new mythic rules but might feel a bit intimidated by the huge amount of conversion work. The Pathfinder Ll

Roleplaying Game Mythic Adyentures hardback contains a wealth of new rules, but in one book there ‘

cannot be room for everything, especially when it comes to monsters. That book contains some of the iconic R |

- monsters of myth and legend and RPG history, transformed into a mythic rules format. The published G

~ rtules prov1de a broad selection of new mythic feats, but as the game has grown there are so many more '

feats yet to discover! Mythic feats are not just about bigger numbers, but about more interesting, exciting,

and cinematic character builds that go along with them that really give your characters (or your villains)

~ asense of power to shake the foundations of the world! Or at least the walls of the local dungeon. That is
__ where the Mythlc Feats series from Legendary Games comes in. /

/'The Mythic Feats series contains updated mythlc feats suitable for every class, presented in cogent and Ty e
. coherent modular units perfect for each class to have everything they need to make their mythic feat - i :
~ "selections count. Feats that help them to set themselves apart from the ordinary humdrum tricksand , ~ = :
- tactics they've been used to, and fo experiment with the new possibilities that mythic feats have to offer.” 1 e |
E,very issue brlngs you an entire book’s worth of mythic enhancement feats, all brought fo you by expert X :
- designers who know the mythic spell rules like no one else because they are the same authors that created ~ -

Ty . most of the mythlc feats in Pathfinder Roleplaylng Game Myflnc‘Adyentures. I

SPECIAL ELECTRONIC FEATURES

We've hyperhnked this product internally from the Table of Contents and externally w1th links to the

"+ -official Pathfinder Reference Document as well as d20PFSRD; If it i in the core rulebook, we generally Lo
didn't link to it unless the rule is an obscure one. The point is not to supersede the game books, but
rather to help support you, the player, in accessing the rules especially those from newer books or that s |

~ youmay not have memorlzed : _ } ¥ ]

e
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ABOUT LEGENDARY GAMES

Legendary Games is an all-star team of authors and de51gners founded by Clark-Peterson of Necromancer

 Games, Inc. Legendary Games uses a cooperatlve team-based approach to bring you the best expansmn

. material for your game. We are gamers and storytellers first, and we beheve that passion shows in our
@ Products Check us out and Make Your Game Legendary! -~ e 7 4t

2 a4 e rh.£ if




-designed to enhance your class features, from Raging Blood and Slayer’s Feint to Battle Cry and Dueling Cape

" into the tricks and talents of classes other than your own. They are all here, every one, developed with flair and

3 The Mythlc Feats series from Legendary Games sets aside the rich story and background that is our trademark
| because it is focused on absolute crunch, and there it absolutely lives up our highest standards of innovative

WHAT YOU WILL FIND INSIDE
MYTI—IIC FEATS ADVANCED FEATS

This product is the latest feast of feats for your mythic game, with over 130 all-new mythic feats from Pathfinder- -
* Roleplaying Game Advanced Class Guide! While the original mythic rules for Pathfinder included many cherished
. favorites from the Pathfinder Roleplaying Game Core Rulebook as.well as the other.core rules hardback rulebooks
and the Mythic Hero’s Handbook compiled a vast array of mythic spells for your game, new rules for Pathfinder
continue to come out and characters-have a continual supply of new tricks to try from more recent rulebooks
like Pathfinder Roleplaying Game Advanced Class Guide. That diversity of options that we love so much about the
game is what Legendary Games brings to you in the Mythic Feats series and our long-running Mythic Minis. The
product before you completes the mythic rules for every feat in Pathfinder Roleplaying Advanced Class Guide. All

of them, from Aberrant Tumor to Wounded Paw Gambit and all feats in between. .

Whether your character is martial or magical, a wi“de-ranging' dilettante or a single-focus fanatic, Mythic Feats: -
Advanced Feats contains mythic feats of every kind from entry-level basics to high-level specializations. You
will find combat feats like Canny Tumble, Pummeling Charge, and Merciless Butchery, alongside magical aids
like Talented Magician, Channeled ‘Blessing, and Flexible Wizardfy. Of course, there is a wide range ‘of feats

Deed, alongside feats like Bookish Rogue, Amateur Investigator, and Seething Hatred that help yon branch out ~

function in mind as only Legendary Games can bring it, by the same designers that wrote most of the mythlc : i
feats in Pathfinder Roleplaymg Game Mythic Adventures in the first place : [

layout, beautiful aesthetics, and excellence in de51gn thatis second to none. We hope you enjoy using it as much
as we enJoyed making it. Game on! /
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 territory of other classes or cement the special tricks of
~ hybrid classes that combine the abilities of multiple classes

" ~ into a mew and unique whole. From metamagic feats to

" ~Blooded Arcane Strike : , L .

~Many classes use feats as the foundat1onal elements of their -
class features, while others use feats to cress‘over into the

‘combat and teamwork tricks, every class can benéfit from 4

sharpening their focus on their class abilities, Whatever.
“their class, characters gain mythic feats as they advance
“through their mythic tiers. In some cases, mythic feats are
entirely new feats, accessible only by mythic claracters.

" Most myth1c feats, however, are mythic enhancement feats,
- which take a feat the character already knows and make it

better. Myth1c feats generally have “always-on” static effects,

and many have add1t1onal benefits that can be tapped only
by the expenditure of mythic power. The details of using -

mythic-feats are described in Chapter 2 of Pathfinder
Roleplaying Game Mythic Adventures. :

[N

This product provides mythlc versions of the feats from

the Pathfinder Roleplaying Game Advanced Class Guide

" rulebook, but you will still need to refer to the standard

“versions of those feats to resolve their effects, as adjusted
by the mythic rules presented in this product. As such, it

-lists contained in Chapter 3: Feats of that book; those base
rules are not repeated here. For ease of electronic reference,
~ you may also”link to the individual feats in online the
* Pathfinder Reference Document and at d2opfsrd.com; each

-of this product to these onhne resources.

i 0 f &

 FEAT LIST (ALPHABETICAL)

~“Aberrant Tumor

Amateur Investigator

_Amatellr Swashbuckler

Animal Soul by TR

;Anticiﬁate Dodge

- Barroom Brawler

Battle Cry

-~

" Befuddling Strike g "-?i i

~ ! ! Believer’s Boon

Believéf’s Hands

la’stmg Charg =4

~ _ feat description below is hyperlinked in electronic versions” -

: EéllannelingForce- ',- 3

- Counterpunch s (L

Disable Dweormer _ ' ; 4 o

Distraeting Charge

Bookish Rogue S R _ /
Canny Tumble g - g
Channeled Blessing ~ o i s

‘Confounding Tumble Deed - Ehie By
" Coordinated Shot Tl el

Counter Reﬂé'xes

Dazing Fist _ f o

Disarming Threat Deed ; o, S

Disheartehing Display ; ; £ i

Divine Protection:

Draining Strike

= _ﬁu_al Enhancement

¥ - is assumed you have access to that rulebook and the feat

g Focused'Ins‘mratmne £t S et

: Esoteric Linguistics s A nd i

) Expa.nded Preparation

_ Extra Arcanist Exploit

_ Extra Reservoir

Dueling Cape ' i Ve £
Ehergy Channel

Evolved Compamon o ~ 4 ,

Evolved Summoned Monster e

Extended Anihlal focus

Extra Channel A : fexay

Extra/Inspn'ation Loy

Extra Investigator Talent
Extra Martial Flexibility

Extra Panache

Extra Slaver Talent

Extreme Prejudice ; h, i

Favored Enemy Spellcasting

Faerie’s Strike ¢ =] Y RARL ,
Flex1ble W1zardry 28] j
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Force Dash

R »Formula Recollectlon

"Grabbmg Drag

Grelhblng Master
'Gi’abbing Style :
Grasping Strike
Greater Dirge of Doom

Greater Skald’s Vigor

Gruesome Slaughter

Improved Awesome Blow

" Improved Dirge of Doom

_ Improved Duck and Cover

i1 Improved Flexible Wizardry

. Improved Spell Sharing

"Improved Studied Combatant

o Improved Swap Places

* Greater Weapon of the Chosen

‘Ins1ghtful Dehvery

‘InSplred Alchemy

Inspired by Fear

Inspired Strike
Intercept Charge

Intimidating Performance

. Jabbing Dancer

Jabbing Master
[abbing Style

i,, Kick Up

Killing Flourish,

P Lay of the Land
Lunging Spell Touch

' __Improved Weapon of the Chosen ;

’ Maﬁifeste‘& Blood -~

- Merciless Butchery

» . Nature Mag1

Orator 7 - -

Pack Flankmg
Paralyzing-Strike i
Pommel Strike Deed

Pummeling Bully

e Pummelihg Charge

Pummeling Style
Quicken Biessing'
-é{age ‘Casting

- Raging Absorption
Raging Blood

. Raging Concentration

R_anged Study ?

Reactiye“He.aliﬁg

! Reckless Rage

»R\ecd.vered Rage
Resilient Armor
Riving Strike
Seething Hatred
Seize"Advahtage
Share Healing
Silent Kill

" Skald’s Vigor
Skilled Rager
Slashing Grace
Slayer’s Feint

Slow Faller - k /:

Spirit Talker

\

- Steadfast Personality

“Studied Combatant.

~ Surprise Maneuver .-

“Undersized Mount

‘Weapon of the Chosen :

: Wounded Paw Gambit =~ ~

Spiritual Guardian =

Spontaneous Nature’s Aty ~

Staggering Fist
Stalk_er’s Focus

Stouthearted

Talented Magicién'
Twinned Feint

Twist Away

Unfettered Familiar

War Blessing

Winter’s Strlke




COMBAT FEATS

"’FEATS' BY rYPE

Amateur Swashbuckler ‘
’Ant1c1pate Dodge -
‘Barroom Brawler
Befuddhng Strlke

. Blooded Arcane Strike
Canny Tumble -

' Channehng Force™

7 ¢ » Coordmated Shot -
CounterReflexes -
Counterpunch

Dazing Fist
Dlsheartemng D1sp1ay
Distracting Charge
Draining Strike

3 "lﬁuehng Cape Deed oy
Ex’creme Pre_]udlce £15
Faerle s Strike
Grabbmg Drag)
Grabbmg Master
_Grabbing Style

- Grasping Strike

* Greater Weapon of the Chosen
Gruesome Slaughter
Improved Awesome Blow

Improved Swap ] Places

*  Intercept Charge
. Jabbing Dancer
" ~Jabbing Master"_,

- KickUp
~ Killing Flourish ‘

STYLE FEATS

Improved Weapon of the Chosen i

" Jabbing Style - = P

Merciless Butchery :

Pack Flanking
Paralyzing/ Strike
Pummehng Bully

Pummehng Charge

Pummeling Style -

' Riving Strike ;

Seething I—I‘afred
Seize Advantage
Silent Kill ,

: Slashihg Grace
Slayer’s Feint | ’v
£ Stagger;in;g: Fist- _
Twinned Feint

Weapon of the Chosen

- Winter’s Strike
" Wounded Paw Gambit -

~ PANACHE FEATS

Confounding Tumble Deed -

'Disa’rmi_ng Threat Deed
#Dueling Cape Deed

Extra Panache

- Pommel Strike Deed

Grabbing Style
Grabbing Drag
Grabhrng Master

~Jabbing éfyle
 Jabbing Dancer
Jabbing Master
Pummeling Style
. Pummeling Bully

‘Pummeling Charge




TEAMWORK FEATS
Coordmated Shot

; Dlstractrng Charge

Improved Duck and’Cover

. lmproved Swap Places

Intercept Charge

Pack Flanking

' Share Healing ; % : ,

. EEAT DESCRIPTIONS

Wounded Paw Gambit

Although not a swashbuckler, you have a- panache pool at ‘

~panache points equal to your Charisma modifier (minimum

_class feature, you can immediately trade thls feat for the

Amateur Swashbuckler (Combat Myth1c) Ry

your disposal.- el
Prerequlslte Amateur vaashbucklerACG

Benefit: At the start of each day, you gain a number of

1), and you gain the ability to perform a single 3rd-level
deed from the swashbuckler deed class feature. If you have - 1
a single panache point left, you can expend one use of your
mythic power to perform a deed, rather. than spend the -
panache point. . ~

Special: If you gain levels ina class that grants the grrt,

Mythic Extra Panache feat.

Animal Soul (Mythic) ik .

- : Aberrant Tumor (Mythic)

; J*_AYour tumor familiar becomes more alien and powerful

Prerequ1s1te Aberrant TumorA®c. : -

“Benefit: You may select any familiar allowed to w12ards

? "as your tumor familiar (even Small and vermin familiars).

9

‘In addition, your tumor familiar gains one of the following
alchemist discoveries: bitter pill, chameleon, deadly
-excretions, nauseatmg flesh, preserve organs, tentacle,

t vest1g1al arm, wings. Your familiar can only gain a discovery

ifyour equlvalent alchemist level would be enough to select
it. You gain the chosen discovery’s benefits in place 4,of your
tumor familiar when your familiar is attached to you.

7 - Amateur Investigator (Mythic)

~ Your inspiration’ unlocks

unsuspected
- investigation in you. y 4

> talenté for

- Prerequisite: Amateur Investigator®c.

' Benefit: You gain an investigator talent. You must meet

¢ . the new ability’s prerequisites, treating your character level

as your investigator level.

“ If you select an ab111ty that modifies ab111t1es you do not

7 ;'have (such as choosing a talent that modlﬁes your studied
> combat when you have no studied combat) or that requires

'Lresources you do not possess (such as taking an alchemist
'discovery that requires you to being able to create extracts),

.‘g;the new ability is useless until you gain the approprlate
~ © ability or resource. 1 £

Spec1a] if “you gam levels in a class that has the 1nsp1rat10n

class feature, you can immediately trade’this feat for the
.;Mythlc ~Extra Inspiration or Mythic Extra Invest1gator"

o) Talent feat.

. effects that modify spells cast on you only. For example; if

~_has. Add one-half your mythic tier to all bonuses granted by <
" the Anticipate Dodge feat; the restriction still applies. =~/

' Barroom Brawler (Combat, Mythic)

You and your animal companion rnay share any kmd of”

~ magic effect: : T

Prerequ1s1te Animal ‘Soul*°C, 7. : 5 :

Beneﬁt You can allow spells and effects that affect am;mals
animal companions, and special mounts to- affeet you, -;;
and effects that affect creature ‘of your type to affect- ‘your .
animal companion, even if the spells do not normally affect.
creatures of your type. If you expend one use of mythic
power, your animal companion may benefit of racial'or elass ~ =

you are a sorcerer with the shapechanger bloodline, you 2
might cast magical beast shape on'your companion and
extend the spell’s duration with the mutable flesh -

bloodline power.

Anticipate l)odge (Combat,‘,Mythic) - Bt

No elusive opponent escapes your weapon.
Prerequisite: Anticipate DodgeACG

Benefit: You know what dodge bonus the target creature J’

You are flexible and unpredictable in battle.
Prerequlslte Barroom BrawlerA<c.

"Benefit: Your character level counts’ both as your ﬁghte
or monk level for the purpose of the temporary feat you
gain using this ability. At 8th level, you can gain two combat’
feats at a time. At 10th’level, you can gain three combat feats f’
at a time with this ab111ty '




/ aattle C (Mythlc) i

battle ;
- - Prerequisite: Battle CryACG St

‘Benefit: The bonuses granted by your battle cry double.

,per use of mythlc power you spend.

: Béfuddling Strike (Comhat Mythic)
3 Wlth greater’ potency and frequency, your fists béfuddle
' those who stand againstyou.

Prerequ1s1te Befuddhng StrikeACC,

on,e-half your tier, and you can use Befuddling Strlke
multlple times durmg the same round. As a free action, you
~ canexpend one use of your mythic power to use Befiiddling
;’ Strike without spending one of your daily uses of'the feat.

level, you can expend one use of your mythic power to._

_like the fire resistance ability granted by the Fire domain), -

Your heahng abilities are on the Verge of divinity. | f

Your voice grants great courage and might to your allies in

You can extend the effect of the feat for additional minute

Benefit: The DC of your Befuddling Strike i increases by
and eplc for the purpose of overcoming damage redlictlon [

‘Believer’s Boon (/Mythic) & o S P

Yoru' deityrewards you for your faithfulness. =~
Prerequlslte Believer’s Boon e, . ~ L

Benefit: You add your mythlc tier to your effective. cle;rrc :
level with the domain power you select, and you add one <f

-

half your mythic tier (minimum 1) to the number of rounds . %

or times per day you can use that domain power. 5 ;-
In addition, if"'your mythic tier equals or exceeds the B

minimum level for a domain power granted beyond 1st !

use that ability once (or to use that ability for a number of /-
minutes equal to your mythic tier, if it is a constant ability / .

with your effective cleric level for this ability as described -
above for all purposes other than the number of uses you
gain of the ability. >

_ Special: If you have taken the non- mythlc Believer’s. Boon
feat, this mythlc feat’s benefits apply to both domains.

v e o

Believer's Hands (Mythlc) { / e

Prerequisite: Believer’s Hands"““. | 4

Benefit: Your character level counts as your paladln level
when using your lay-on hands ab111ty In addition, for every3”
mythic tiers you possess you may select one mercy available” .'; §
to a paladin of your fevel to use when laying hands %

e

p 2

# -

Blastmg Charg (Mythlc) i : ; ‘

-
e C

© With. greater potency and frequency, your charge strlkes
: harder than before.

- Prerequisite: Blasting Charge*“c. -
‘Benefit: Add your mythic tier to the add1t10na1 damage p

_ dealt by the/feat. You can expend one use of mythic power
~ toadd double your mythlc tier as additional damage instead ™, ¢¢"
- ofaddingitonce. IS Lapd

B 6
er

Blessed Striker,(Mythic)
Your deity granted you further benedictions.
Prerequisite: Blessed Striker*“c.

Benefit: All your attacks are also treated as bemg magic -

Blooded Arcane Strike (Combat, Mythlc) g B¢

Your arcane fury hngers even when your. body is exhausted

Prerequ1s1te Blooded Arcane Strike"cc..



o { " Benefit: When you use Arcane Strlke or Mythlc Arcane

-~ Strike while in a bloodrage, its effects hngers for a number

of rounds equal to one-half your mythic tier after the
bloodrage ends.

& ,’Booki’sh Rogue (Mythic)
Magic comes nearly as easy to you as to a wizard.
Prerequisite: Bookish Rogue?c.
e B_eneﬁt: ‘When studying a
. spellbook, you can replace
-7, one spell you are able to cast
.~ using your minor magic or
major magic rogue talent to
~ 7 'one sorcerer/wizard spell of
;i a level equal to your mythic
~ ' tier-or a cleric/oracle spell of
' a level equal to one-half your
~. mythic tier contained in the
- spellbook. This change is
.+ permanent until you take the
,tlr/ne to change it via this feat
agam

g tCanny Tufn,blew(Combat, Mythic) -4
57 “No elusive opponent escapes your weapon.
: Prerequlslte Canny Tumble*<c,

~ - Benefit: Add one-half your mythic tier to the c1rcumstance
“bonus granted by that feat.

. Channeled Blessing (Mythic) :
7 You can heal your allies and deliver a blessing at the

same time.

- Prerequisite: Channeled BlessmgACG J ;

~% - Benefit: When you deliver a channeled blessnag toa
: creature, the target is also healed by your channeled energy
“-ability as normal. In addition, by spending one use of
mythic power, you can extend the blessing’s effects to two
_other creatures healed by your channel energy ability,-even
¢ ‘,' ; if the blessing would normally affect only one target. Lastly,
¢ 7 if you have access to domains or revelatlons, you ‘can use
£ thls feat w1th those abilities too. :

2 -

£ - ' Channelmg Force (Combat, Mythlc) : £y Tad
B 77 Your ch‘anneled force energy is even more potent: and longer
lasting, -

- Prerequisite: Charrneling ForceA“C.

‘weapon attacks youmay apply the benefit to. You can expend-

”Confounding Tumble Deed ‘(Mythie;,Panache)‘ " 3

~ With greater energy and frequency, your ﬁsts daze. every

Benefit: Add one-half your)rnythic tier to-'the number of’

one use of mythic power to add one-half your rnythlc tler to
the bonus to damage 3

You can befuddle a foe in more ways than before.

Prerequlslte Confounding Tumble Deedc, 8

"Benefit: You can expend one use of mythic power -
instead of 1 point of panache to deny-the target its
Dexterity bonus to Armor Class until the end of you

next two turns.

Coordinated Shot  (Combat, Mythic, Teamwork)

_Your ranged- ‘attacks against ‘an~ opponent take 73
“"advantage of your ally’s positioning, p

Prerequisite: Coordinated Shot*“C.

. Benefit: Add one-half your mythlc tier to the bonu,s
“om ranged attacks granted by Coordmated Shotdi=

Counter Reﬂexes (Combat Mythlc) # 53

Your oppenent’s advanced training in moving around you'
is surpassed only by yourTeadiness for it. e

_ Prerequisite: Counter Reflexes*“c. : ;
Benefit: If you make an attack of “opportunity agalnst the’~ &
opponent who triggers Counter Reflexes, it does not-count %
against the number of attacks of opportunity you may- take s
this round. :

Counterpunch (Combat Mythic) s
With deft reflexes, you capitalize on opponents mlstakes

Prerequisite: Counterpunch’“c.

Benefit: Add one-half your mythic tier as a bonus on th
attack roll on the attack of opportumty you make.

Da;ing Fist (Combat, Mythic)

opponent 7
Prerequisite: Dazing Fist*°C.

Benefit: The DC of your Dazing Fist 1ncreases by one hal
your tier, and you can use Dazing Fist multiple times during
the same round. As a free action, you can expend one use -of /3
your mythic power to usefDazmg Fist without spendlng one
of your dally uses of the feat. ;




-

Dlsable Dweomer (Mythic) L 7

You cah disable a maglc 1tem suppressmg it for a short
time. S £t 4

: Prerequisue. Dlsable DweomerACG

,'Beneﬁt, Add one-half your mythlc tier as a bonus on the
; Disable Device skill check. You can expend one use ,of
8 ythlc power to instead add your mythic tier to the bonus

v
1nstead of 2d4

! ,ﬂrf . ‘ z
E-Disarming Threat Deed (Mythic, Panache)
5 Evilen your threats are curiously charming. -

: jPrereqi;lisite' Disarming Threat DeedA“c.

# Benefit: You can expend one use of mythic power instead
B of 1 point of panache to cause the target to regard you
“  with indifference when the duration of the effect expires;
.« the target does not report you to the authorities, and the
| next Diplomacy check made by you or an ally made against
" the target within an hour of the use of this feat gains a +10
- bénus. If an ally makes the Diplomacy check, he or she must
. have been with you and seen by the target when this feat was
used : 7 -

£t 5
My

/ . Disheartening Display (Combat, i\dythic) £

Your show of proweé's'ﬁlrtll_ler_pde'mOralizes others.
Prerequisite DisHeartening Display*c. ¥

: Beneﬁt You can expend one use of mythic power to afféct
4 creature has been affected by Disheartening Display 9

_ do so against a cowering opponent, however.

.~ Normal: A creature cannot be affected by this feat again (by
‘-you or anyone else) for 24 hours. . -

fiD;istractihg ‘Charge (Combat, Mythic, Teamwork)
Your ally’s charge exposes’an opening you can exploit.

Prerequisite: Distracting Charge*°c.
Beneﬁt Add one-half your mythlc tiet to the bonus you

P

8

D1v1ne Protectlon (Mythlc) |

~ The grace of your deity is like a shield protectmg you: -
'- Prerequlslte Divine Protection’“. ;

Beneﬁt You can use this feat an additional nurnber of

. until the end of your next turn. If your Charisma d1f'rer
“is already applied as a bonus on all saving throw (such as

bonus ona sav1ng throw when using this feat. £

f (instead of half), and the attempt takes only 1d4 rounds,

- expend one use of your mythic power to use Draining . Str1ke :

- extra cost.

your foes.
_second time within a particular 24-hour period. You cannot /

“of 1.point of panache to release your cape from your arm and-

“You channel your divine energy into devastating attacks

-

from the divine grace class feature) you instead, /gain a +1

'Drammg Stnk (Combat Mythlc) T as v':_"f

With a well aimed strike, you cause your target to become ~
,'fatlgued or exhausted. _7 [

Prerequlslte' Dralnlng StrikeACG ,

Benefit: The DC of your Dra1n1ng Strike increases byone- . -
half your tier, and you can use Draining Strike multiple -~
times during the same round. As a free action, you can. ¢

3

Without spending one of your daily uses of the feat. RE

DualiEnhancfement (Mifthic)

You can enharice two weapons, or both ends of a double =

weapon, with a single act.
_Prerequisite: Dual Enhancement*“c.

Benefit: You can expend one use of your mythic power to 4
apply weapon special abilities to the second weapon at no ;

Normal: Weapon special abilities must be accounted for
separately ; b FL 0 L A

s 1t

Dueling Cape Deed (Combat Mythic, Panache). Fo 17 T
You can use a simple cape to guard yourself and confound ‘

e "
- i

Prerequisite: Dueling Cape Deed™ ¥, L

Benefit: You can expend one use of mythic power instead

entangle your foe with it; increase the entangled penaltles
and concentration check DC by one-half your mythic tier.

~ Additionally, the cape 's(or similar item’s) h1t points increase - (
. by your rnythlc tiers. ~ ~ o i |

gt

Energy Channel (Mythlc)

Prerequisite: Energy ChannelA°C.

‘Benefit: You add your mythlc tier to the number of attacks™
you can make with one use of Energy Channel. In addition, _

. if you have more than an elemental blessing or domadin, you ' -
-can choose two damage types. The additional damage dealt :

with your- weapon is considered to be of both these types
even if it is apphed only once, not twice. Ve




4 .]éysoteric ‘Linguisti'cs (Mythic) -

./ ;~You are -able to- understand the most ahen ‘and cryptic
; of magic’ scriptures and dominate nearly every maglc
3 contraptlon ,

5 Prerequisite: Esoteric Linguistics*“. 7

# - Benefit: Choose either Spellcraft or Use Magic Device.

For every 5 ranks of Linguistics that you possess, you gain a

+1 bonus on the chosen skill (and vice versa). Additionally,

/i, whenever you make a skill check to activate or identify

a scroll, you may make both a Linguistics check and a

¥ Spellcraft or Use Maglc; Dev1ce check, and use whichever

,"f . - resultis hlgher

&3 -

i Evolved Companion (Mythic) ®F
~ Your animal companien develops an array of powers

~ ' Prerequisite: Evolved Companion*“.’

‘Benefit: Each time you take the Evolved Companion feat,
your animal companion can select an evolution from the

¢ > list of 2-point evolutions or can select two evolutions from
E the list of 1- pomt evolutions. i

_Special: Unlike the non-mythic Evolyed Companiongfe“at
; you cannot take this feat morethan once; however, its effects
stack each time you take Evolved Companlon asa feat.

, Evolved Summoned Monster (Mythic)
L. Your summoned monsters arrive mystlcally altered by your
~ magical evolutions.

‘Prerequisite: Evolved Summoned MonsterACG

Benefit: Each time you take the Evolved Summoned

- 2-point evolutions or can select two evolutions from the list

of 1-point evolutions. If you summon a single creature, you

/' can stack all evolutions on that creature, or you can spht
'/ _them between your summoned creatures. 4

e

7 you can select a single 1-point evolition and apply that
_ “evolution to all creatures summoned by a single spell.
. Special: Unlike the non-mythic Evolved Summoned

~. "Monster feat, you cannot take this feat'more than once;

" however, its effects stack each time you take Evolved
; Summoned Monster as a feat. z

e R LA

: Expanded Preparation (Mythrc) T
-j ~You can.prepare many more spells than normal for an
‘ arcanlst of your level. . o

Prerequlslte Expanded PreparatlonACG

A

‘of spells you can normally prepare from yous. spellbook‘

“Extended Animal Fbeus (Mythlc)

- use your animal focus ability to assume the aspects of an’

~ Your repertoire of exploits ranges far beyond the usual

' bombs when you have no bombs) or that requires resources

Monster feat, you can select an evolution from the list of

i i A]ternatwely, if you are summoning multiple creatures
; “per day. Additionally, if you have no uses of channel energy’f, 3

~-use your channel energy ability.

Benefit: You gain an extra speH prepared of each leyel yot
can cast as an arcanist. This is in addition to the-number

and replaces the benefits of the non-mythic Ex‘panded
Preparatlon feat.

You can assume the aspects of an animal for much longer i
stretches of time. /1

Prerequisite: Extended Animal Focus*“. A

Benefit: Add your mythlc tier, in addition to your Wlsdom ]
modifier, to the number of minutes per day that you- can

animal. A

Extra Arcanist Exploit (Mythic)

"Prerequisites: Extra Arcanist EXplOltACG

Benefit: You gain an’ alchemist discovery, magus arcani,'
psychic phrenic amplification, or witch hex. You must.
meet the new ability’s prerequlsltes, t—reatlng your arcan1st
levels as your alchemist, magus, psychic, or-witch level (as .
approprlate) Using this ability costs1 point from your arcane :
reservoir. If you select an-ability that modifies abilities you
do not have (such as choosing a talent that modifies your - =

you do not possess (such as taking a magus arcana that ™
requires you to expend points from'your arcane pool), the -
new ability is useless until you gain the appropriate ahlhty
or resource.

Extra Channel (Mythic) , i

Your mythic power- gives you additional uses of chaﬁnel'
energy eachday. - e
Prerequisites: Extra ChannelCRB , iy

Benefit: You can channel energy an add1t10na1 two tlmes

remaining, you may expend two uses of mythic PbweE to,

P

Egtra Hex x (Mythic) / £ S
You have dlscovered something well outside you.r ﬁe_ld
Prerequ1s1tes. Extra Hex* ™ o ko v

Benefit: You gain a magus arcana, oracle revelatlon ot
rogue talent. You must meet the new ability’s prerequisites,
treating your levels in the class you have with the discovery =




" class feature as your magus, oracle, or rogue level (as inspiration pool. i ek !
R approprlate) If you select an ability-that modifies abilities - Prerequisites: Extra Panacheics, i 1
- youdo not have (such as choosing a‘talent that modifies
our sneak attack when you have no sneak attack) or that
k/ equlres resources you do not possess (such as taking a
¥ “.magus arcana that requires you to expend points from your

reane pool), the new ability is useless until you gain the T
3 ,approprlate ablhty or resotirce. : Special: Unlike Extra Panache, you cannot take Mythic - . <

Extra Panache more than once. ; &

Benefit: The extra panache you gain-each day; and your.
maximum panache increase by 2. Additionally, whenever
you would regain a panache peint, you can expend one use;" :

P

~ of your mythic power to regain 2 points instead. - Lite 13 iz

id

s, %
“//

~ Extra Insplratlon (Mythlc)

ylﬁ'our mythic power glves you addltlonal pomts in your
" inspiration pool.

Prereqmsﬂe,s Extra InspirationACG

'B‘enefit. Your inspiratien pool increases by 3. Additionally,
{ifyyour 1nsp1rat10n pool is empty, as a sw1ft action you may
‘*expend two.uses of mythic power to regain one point of
1nsp1rat10n 4 -

. Special: Unlike Extra Inspiration, you cannot take Mythic

Extra Insplratlon more than once.
-

7 ‘Extra Investigator Talent (Mythic)

‘i'

Your' mythic power gives you an additional 1nvest1gator
_ talent you can select each day.

Prerequlsnes Extra Investigator ghal entACs!

" Beneﬁt' Each day when you regaln uses of your daily

or wh1ch you meet “the prerequ151tes As a swift action,
ou may-expend two uses of mythic power to change this
3 rrvestlgator talent. for a different investigator talent for
£ { which you also meet the prerequisites, which. you retain
: untll you regain your daily abilities or change it again.

Y,Spec1a1. Unlike Extra Mercy, you cannot take Mythic Extra
Investigator Talent more than once. .-

 Extra Martial Flexibility (Mythic) g : 4
,é’u? mythic power gives exceptional flexibility in battle. \ Hxtfa Reservoir (Mythic) ~ ; : 3 a7
Prerequisites. Extra Martial Flexibility*<. ' ~ Your mythic power gives you'additional points in your
- Benefit: You gain three additional daily uses of martial arcane reservoir,

ﬂex1b111ty Additionally, if you expend one use of mythlc "Prerequisites: Extra Reservoirie,

. power when using martial flexibility to gain access'to a feat,
you also gain the benefits of the mythic version of that feat.

-

Benefit: Your arcane reservoir increases by 3, 1ncreasmg
v : your daily reservoir as well as the maximum amount your -
b SpeCIal Unlike Extra-Martial Flexibility, you cannot, take ~reservoir can hold. Additionally, if your arcane reservoir is

Myt’hlc Extra Martial Flexibility more than once. =, = empty, as a swift action you may expend two uses of mythlc

e 'L power to regain one point in your reservoir. -
Extra Pana(:he (Mythlc, Panache) i Special: Unlike Extra Reservoir, you cannot take Mythlc e
Your myfhlc power gives you additional points in your Extra Reservoir more, than ongT=, - & S

;: % - ' e % 2 & e
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4 .E”Xtra'Slayer Talent (Mythic) -
: /-4-You have a vast array of secret stratagems to deal w1th your
genemies. / - ., S ‘

Prerequ1s1teS' Extra Slayer TalentA°C.

~ vigilante talent, or vigilante social talent. You must meet
“the new ability’s prerequisites, treating your slayer levels as
your investigator, ninja, or vigilante level (as appropriate). If

/', you select an ability that modifies abilities. you do not have
41 “(such as choosmg a talent that modifies your inspiration
pool when you have no/ inspiration pool) or-that requires

that requires you to expend points from your ki pool), the

5 g OT resource.

Extreme Prejudice (Combat,, Mythic)
Your hatred makes you a terribly efficient killer.

Prerequ1s1te. Extreme Prejudice“c.

Beneﬁt When you succeed at a sneak attack agarnst a
creature you selected as the target of your Seething Hatred
=P féat you use dios to roll sneak attack damage If you have
¥ 7 ’. the ‘Mythic Seething Hatred feat too; you can expend one
% /7 use of mythic power to inflict triple damage with a sneak
attack to such 4 creature.

; Faerie’s Strike (Combat, Mythic)
" Fey spirits surround you, enthralling your foes. =~ -

Prerequisite: Faerie’s Strike“c.

J L% Benefit: When an opponent fails its saving throw, it is also -

. confused for a number of rounds equal to one- half your
mythic tier. i ; Ve .

‘Favored Enemy Spellcasting (Mythic)

Xour magic is devastatlng against your hated enemy. -
. Prerequisite: Favored Enemy Spellcasting*“c.

‘Benefit: Your spells DCs, are 1 higher plus 1 higher for
_every 3 tiers mythic you possess against your chosen enemy.
J ¢+ If you also have the favored enemy class feature and the’
L chosen type is already a favored enemy of yours, your spells’
z % DCs i increase by the same amount as your favored enemy
- ’bonus against creatures of that type. . - i

-~ Flexible Hex (Mythic) ;
Your Wanélering hex shifts at your command.

/

! Benefit: You gain an investigator talent, n1nJa trick,

“You can choose the spell most fit for- any 51tuat10n =

7, resources you do not possess (such as taking a ninja trick -

‘new ability is useless until you gain’the approprlate ability . “Twg. morefof “your” skills® gainf a-bit more, from your_

- “addition, once per day, you can transcribe in your formula’

: number of times per day you can use tHis ablllty

Prerequlslte Flex1ble HexA";G 4, Pz 347

~ Benefit: You can change your wandenng hex up to tw1ce
per day as a swift action, 1nstead of once perday:

Flex1ble Wizardry (Mythic)

Prerequisite: Flexible Wizardry*cc. ‘ :
Benefit: You can partially prepare three spells instead of =
two in‘each spell slot selected with Flexible Wizardry. :

i e

Focused Insplratlon (Mythlc)

inspiration than others. / e
Prerequisite: Focused InspirationA“e,

Benefit: Choose two additional skills (separate from the ‘3
ones you chose with the non-mythic feat) that you are

 trained in or can use untrained, and with which you can-. &8

use inspiration. These two additional’ 'skills gain the samé
benefits. as the two chosen skills from ‘the non- mythlc
1nsp1rat1on feat. i, geis

Force Dash (Mythlc) Rt 4 74 3
You can absorb the magie in your force spells to g1Vehyou a
massive burst of speed. e

 Prerequisite: Force Dash*c, : ’ i o

Benefit: Add one-half your mythic tier to the level of the A
spell sacrificed to determine the speed bonus gained. - -

Formula Recollection (Mythlc)

Your dabbling with spellcraft allows you to re;ord formulas ,-' i
of spells you should not know.

“Prerequisite: Formula Recollection“c.

Benefit: You add one-half your mythlc tier to the numbe -
of times per day you can use Formula Recollection. In J

book a spell you identified with a range of “personal” of j
“touch” from another spell list. This courits against the total

Grabbmg Drag (Combat, Mythlc) R s :

You turn brutish grapples into a delicate danceé that leave
your opponent open to attack. = - | 7, g =
Prerequisites: Grabblng DragACG o
Benefit: When you use the move grapple action, You ga.m .

s P




o cover bonus to your Armor Class against attacks of
| opportunlty provoked by your movement. If you expend
one use of mythic power, you are treated as having cover
a.gal_nst all attacks until the begmmng of your next turn,
¢/ gaining 3. +4 cover bonus to AC and a +2 bonus on Reflex
. saves: This cover allows you to make a_Stealth check and
prevents attacks of opportunity. -

, & The creature you are dragging takes a -2 penalty to its AC
f ]ﬁntll the begmnlng of your next turn, and if thé grappled

‘provokes attacks of opportunity from your allies (but not
¢ from you). If you have the Greater Drag feat, your allies gain

~you drag while grappling it.

" _In addition, if you afe attacked before the beginning of’
your next turn you can expend one use of mythic power as
" an immediate action to. redlrect that attack to the creature
you are dragglng < g - ’

“ V Grabbing Master (Combat, Mythic)
4 Your grappled foes are like toys in your hands.

Prerequlslte Grabbing MasterA“C,

an additional combat maneuver check to disarm or trip the
creature you are grappling as a free action. This maneuver
' check does not provoke attacks of opportunity. If you

érabbing Style (COmbat, Mythic, Style) -
*You are a master of one-handed grapples. :
_ Prerequisites: Grabbing Style*““.

‘Benefit: You do not gain the grappled condition when
" you initiate or maintain a grapple a creature your size or
smaller. This does not apply when you are the target of a

Lt er. (minimum +1) on combat maneuver checks to escape
a grapple or take contrel of a grapple; this bonus applies
- regardless of the size of the creature grapphng you.

* (7 If you expend one use of mythlc power when 1n1t1at1ng
A grapple with a creature of any size, you do not gain the

grappTe

1 Graspmg Strike (Combat Mythic)

The surroundlng foliage lurches forth at your enemies in

_concert with your strikes. v Londaie

“creature is not a ‘mythic creature, its forced movement -

ko +2 circumstance bonus on attack rolls against a creature.

-If you use it on a creature that I'd frightened, it becomes -
' terrified. If you use it on a creature that is panicked, At L

. Benefit: When you maintain your grapple you can make

rfapple You gain a bonus equal to one-half your mythic

grappled condition as long as you maintain control of the

- “Prerequisite: Grasping StrikeAc6, % -

Benefit: The DC of your Grasplng Strike i 1ncreases by one— .
half your rnythlc tier. , : e

Greater'i)irge"of Doom (Mythic) To e RN

Your music strikes tetror in your enemies hearts 2
: Prerequ1s1te Greater Dirge of Doom*¢. ~ '—r' #4 1
Benefit: The effect of your dlrge of doom lingers with’ 24

‘target for an additional number of rounds equal to yourtier . -

after the creature leaves the dirge’s area of effect. If you us’e'"-w- ;
your dirge on a creature that is shaken, it becomes panicked:

becomes horrified. , Gy

-t A

Greater Skald’s Vlgor (Mythic)
Allies inspired by your song are nearly immortal in battle

Prerequ1s1te. Greater Skald’s VlgorACG ’

Benefit: The effects of Greater Skald’s Vlgor on your 4
allies llnger as long as other effect of your performance. If £

“you possess Mythic Skald’s Vigor too, your allies share the

regeneratlon provided by that mythlc feat.




; "Creater Weapon of the Chosen (Combat, Mythic)
“You infliet your deity’s wrath through your weapon.

K Prerequls1te' Greater Weapon of the Chosen®<c.

7 whenéver you attack with your deity’s favored weapon, even
~with a full attack action or an attack of opportunity. If you
expend one use of mythic power, you add your tier to the
damage déalt with such an attack.

o

' Gruesome Slaughter (Combat Mythic) ,

/+  You can inspire extreme revulsion when you slaughter your :
w7 " enemies. . .
~% - Prerequisite: Gruesome SlaughterACG i)

| , 3 one-half your mythic tier.

_{‘ 'Improved Awesome Blow (Combat, Mythic)

7

2 You are skilled at sending your opponents ﬂymg
£ } Prerequlsrte Improved Awesome Blow"<C. s

s ’_;_ " “Benefit: Add one-half your mythlc tiet- to the bonus gamed
. /7 "to perform or defend against an awesome “blow combat
% 7 maneuyery ;

, Improved Dirge of Doom (Mythic)

Your music strikes panic in your enemies’ hearts.

Prerequ1s1te Improved Dirge of DoomAcC, | A
Benefit: The range of your dirge of doom is furtherly

/', extended of a number of feet equal to your mythic tier.

Addltlonally, if a creature is shaken from another effect, the
. effect of your dirge of doomis changed to pamcked for that
!"7; spec1ﬁc creature.

r J 3 )
Wl Improved Duck and Cover (Mythic, Teamwork) - .

"+ Your allies’ ability to protect you from damage extends to
.~/ Tareaattacks. - :

ot Prerequ1s1te Improved Duck and Cover““e.

Z ~ _an immediate action to add one-half your mythlc tier as a
s bonus to your ally’s Reflex saving throw against an effect
. "‘}" ‘on: which you would benefit from the Improved Duck and
'Cover feat. If multlple creatures seek to boost the ally’s
1% savmg throw usmg thlS feat, only the hlghest bonus applies.

‘Magic ‘comes almost as easy to you as to a spontaneous

4 Beneﬁt You can roll twice and choose the better resultv'

‘spell slots. You can use them to cast.any spell of the ‘same

" Benefit: The DC of your Gruesome Slaughter increases by,

~the spell is cast, you and the companion creature can move .

'~ rolls against your studied opponent. There are no limits to

~you. If your ally needs to make a bull rush attempt, it is. =
automatically successful against non- mythic creatures. This *
otherwise works as non-mythic Improved Swap Places.

7 3 " Benefit: You can expend one use of your mythic power as;

Improved Flexible Wizardry‘(Mvthic) Yar? . 5 ;

spellcaster. . 51k
Prerequ1s1te' Improved Flexﬂ)le Wizardry*<c,

Beiiefit: The spell slots you selected become spontaneous ;

level you know with its normal castmg time.

Improved Spell Sharulg (Mythic)

Your companion creature shares the effect of any spell you
cast on yourself.

Prerequisite: Improved Spell SharmgACG

Benefit: When you are adjacent to or sharing asquare w1th
your companion creature and that companion creature has ;
this feat, you can casta spell on yourself and have that spell
afféct the companion creature for the same duration. Once,

farther apart without ending the effect:

Improved Studied Combatant ( Mythlc)

Your inspiration 1 rivals the most skilled investigators’ ablllty 4

Prerequisite: Improved Studled CombatantACG ],

Benefit: You apply the studied combat bonus of an '
investigator of your character level to attack and damage E

the number of times per day that-an opponent can be the
target of your studied combat. 57

Improved Swap Places (Combat, Mythic, Teamwork) /1

When you switch places w1th your comrade your sizes don't” x
matter. 1 ' -, .

- Prerequisite: Improved Swap Places?c, : ‘s

Benefit: When you and your ally use the Swap Plades,
feat, your ally can be up to two sizes larger or smaller-than’ !

ey

S

Improved Weapon of the Chosen (Combat, Mythlc) -i ;
Your deity’s-virtues shine through your weapon f : - A

Prerequ1s1te' Improved Weapon of the ChosenACG [

Benefit: For the duration of the effect, your weapon gam
the anarchic, axiomatic; holy, or unholy quality, depending”
on your delty s ahgnment If your deity is true neutral;'the :
weapon gains the negatmg quality instead. 20




"Insightful Delivery (Mythic) _the time required from 10 minutes to five minutes. You may | i

! Your knowledge of where to strike makes your poisons instead spend two uses of mythic power (1nstead ofone) to -
deadher i Ao reduce the time requlred to one minute. ; : ‘

¢ [ - /
- £ 3 e - b - s

Prerequ1s1te In51ghtﬁ11 DehveryACG

Benefit: The DCto. resist the'delivered poison increases by , M (Mythlc') . : 3 7
one-half s mythlc tier. i When spreadlng fear to your enemies, you further ernbolden s o]
: 1 your allies. WP LR

Prerequisite: Inspired by Fear*®®. =~ 77/~

;
b . N

“Benefit: The bonus on saving throv;s
against fear increases by one-half ¥ORT
mythlc tier S $L

Insplred Strike (Mythic) e F1.!
You can turn your natural talent to Weaponry ]
as easily as you can to skills. Sl

Prerequisite: Inspired StrikeACC,

Benefit: If you expend one -use of
inspiration to increase the damage rolled,
the damage bonus increases by one- half
your mythlc tier.

" g

Intercept Charge (Combat, Mythic, Te;rnwoﬂ()
| You can get in the way of -an . opponent
; charglng your ally e
" Prerequisite: Intercept ChargeA°c. .

- Benefit: When you use the Intercept l ;5
Charge feat to stop an opponent frém- /
charging an ally, you gain a dodge bonus
to your AC against that opponent’s (first)
attack, equal to half your mythic tier. You
can expend one use of mythic power to ;.

~ apply that dodge bonus against all attacks~.
that opponent makes against you in that :[;-»'
/ ‘tound, if the opponent was using Pounce or 7 -
similarability to gain multiple attacks ona”
gharge s 7 ‘

~ue

-

'Intimidating Performance (Mytilic)

Your performance incites real terror in L your

L enemies.
Ingpired Alchemy (MYthic) y ‘ : : 4 Prerequlslte. Intimidating Performance®“c, -
“ With some inspiration and elbow grease, you can recreate a r Benefit: Choose one Perform skill, For every 5 ranks of - -
‘consumed extract in a pinch. -Intimidate that you possess, you gain a +1 bonus on the '

‘chosen skill (and vice versa). You can use Intimidating
Performance with the chosen skill, even if: your performance
has no audible components

Prerequ1s1te Inspired Alchemy*<c.
‘Benefit: You can expend one use of mythic power to reduce

~ . Z 2 —f - i A ’ B o



"’ 'lvabbing Dancer (Combat Mytilie) y

~ Your nimble and hght feet allow you to dance around your
target. y -~ : o

" Prerequisite: ]abblng Dancer*“c,

' Benefit: When you hit a creature with an unarmed strike,

~ - you can move 5 feet in any direction without provoking

attacks of opportunity as long as you move adjacent to any
enemy; it need not be the enemy you hit with your attack. In
addition, when you use this feat, you can stlll take a 5- foot

Fe step on your next turn.

P -

Jabbing Master (Combat, Mythic)

Your quick punches are incredibly lethal. ..

. 7 Prerequisite: Jabbing Master"<c.
Benefit: The bonus damage dealt by this feat is increased.

froth 2d6 (or 4d6, if you hit with three or more unarmed

.- strlkes) to 2d10 (or 4d10).

strikes. and then hit with a Stunning Fist.attack in the’

..affected by unarmed strikes you make after makmg your

from 1d6 (or 2d6, if you hit with three or more unarmed» 3

In addition, if you hit a creature with at least two unarmed

same around, the save DC is increased by 1. The save-DC is
mcreased by 2 if you have already hit the target with three
or more unarmed strikes that round. The save DC is- not

Stunning Fist attack. - . =0

Jabbing Style (Combat Mythic, Style)

You pummel your opponent with your hghtmng fists.
Prerequisite: Jabbing StyleACG
Benefit: The bonus damage dealt by this feat is 1ncreased

strikes) to 1d1o (or 2d10). You can use this feat to deal this™
bonus damage more than once per’ round but only if you:
hit-two or more opponents with two or more unarmed
strikes each. You cannot deal bonus damage to any target
more than once per round.

" Kick Up (Combat, Mythic)ky ;

You have learned how to kick items on the

ground up to a readyhand. e '
Prerequisite: Kick Up*“C. 2

Benefit: Increase the bonus on the feint: attempt
by one- half your mythic tier.

Killing Flourish (Combat 'Mythic) ot
You inspire dread in other foes when you slay an i
enemy.

Prerequlslte Killing FlourishA<¢,

Benefit: Increase your Intimidate check result Y 8
by one-half your mythic tier. You can expend one as
use of mythic power to increase your 1nt1m1d:rte A
check result by an amount equal to, your mythlc ]
tier (mstead of’ half your mythic t1er) j

Lay of the Land (Mythic)
Your connection with a specific terrain grows.
Prerequisite: Lay of the Land*“¢. / -

Benefit: Choose one of your favored terrams
'gamed with the Lay of the Land feat The favored .

- increase with your level as‘if you were = ranger
“with 1 of your character level.

Special: You can select this feat up to four tlmes
Each time you take it, you apply it to a d1fferent

= x*’

ois

\0




terraln selected with the Lay of the. Land feat. ;

i £
D 4 #

Lungmg Spell Touch (Mythic) 4 . i

You can extend your spells’ reach to affect foes that would
'n,orma?lly be too far away. ' ¢

7 Prercqu1s1te Lunging Spell Touch?<C. ' xf

: v" : Beneﬁt If you hit a creature with the melee attack, you no

,expend one use of mythic power to negate the -2 penalty to
AC whether you hit or miss.

- Mamfested Blood (Myth;c)

% YQU.I‘ native element forms aviolent protective aura

around you.-
; Prerequ1s1t€ Manifested BloodACG

Benefit: You add your mythic tier to the energy resistance
3 galned through this feat. In addition, all creatures who
~ attack you (w1th weapons, unarmed attacks or natural
.~ attacks) receive damage and must succeed in a- Fort save
“ (DC =10 + one-half yourbloodrager or sorcerer level + your

feat’s duratlon depending by your element:
AIT 7I'he creature is stunned.

; Earth.,The creaturesis entangled. !

- Fire: The ,creature is blinded:

- Water: ffhe creature is fatigued.

! Merciless Butchegf (Combat Mythic) \ Gore

Bpponents before they can recover. ; e
Prerequlslte Merc1less Butchery*<s,

. Beneﬁt' The DC to resist a coup de grace increases by one-
’ha:lf your mythlc tier.

Nature Mag ic(Mythic)’ ~ bW
Your connectlon with druidic magic grows

Prerequ1s1te. Nature Magic®“C.

¢

Benefit: Every two mythic tiers, you can select two

~.druid spell list to use’as spell-like abilities once per day.
In- addItlon your caster level increases by +1 wherrc‘astmg
dmne spells from the druid spell list. »

/ Orator (Mythlc) : ; ‘ e £

i xlonger take a -2 penalty to AC against that creature. You can

'Linguistics check and a Diplomacy or Intimidate check, and

‘ P_vackﬂ_ankgg(Combat Mythic, Teamwork) i 3 ’%«‘

Charisma bonus) or suffer an additional effect for therestof . Flankmg feat. e e

by one-half your tier, and you can use Paralyzing Strike © !
~multiple times during the same round. As a free action, you
_can expend one use of your mythic power to use Paralyzing
Strike without spending one of your daily uses of the feat.

,Your talent for slaughter lets you dispatch helpless"

. 7, : Ay
" Pommel Strike Deed (Mythic, Panache) S

Efoc. ; ) 3 : -0

additional o-level spells or one ist-level spell from the

"_Purmneling Bully (Combat, Mythic) - ' g 5 -.-:

< e

Your knowledge of the language’s subtlety and the Way they
can be used for persuasion glves you an edge most cant .
sport. - .y : « &5 ;_ £ 5

.

Prerequlslte. OratorACG ; ’, AL ¥ A

Benefit: Choose either Diplomacy or Intimidate. For every G 'f’
5 ranks of Linguistics that you possess, you gain a +1 bonus £
©on the chosen skill (and vice versa). Additionally, whenever ,;: }’

you make a skill check to change the attitude of a creature
or to force a creature to cooperate, you may make both a

use whichever resultis higher. -

You and your companion creature are adept at ﬁghtlng
together against foes. ol

Prerequisite: Pack Flanking*“c.

Benefit: You and your animal companion are both
considered to be flanking an opponent, if you both threaten
that same opponent, ’regardless of your actual positioning, -
Your animal companion must have the non- mythlc Pack _

Para]yzmg Strike (Combat Mythic) Lo &
Finding just the rlght pressure point, you paralyze your foe :
w1th asingle hit: . o L

Prerequisite: Paralyzmg StrlkeACG : A

Benefit: The DC of your Paralyzing Strike increases <~

i deey
L

With a surprise swipe with your pommel, you can topplea = ;

_Prerequisite: Pommel Striké Deed?, - ;
Benefit: You can expend one use of mythic power'instead - 7
of 1 point of panache to make the pommel strike asa swift
action, and your combat maneuver check to knock the target
prone increases by one- -half your mythic tier. i 86

You powerful blows can knock your opponents across thie. A0
battlefield. -+~ gl - , . |




Ve Pgeteqﬁisitez Pummeling Bully*“c.
oy .~ Benefit: When you hit a creature with an unarmed strike,
3 you can attempt a reposition or trip combat maneuver
p check dgainst that target as a swift action. You do not need
° / to be making a Pummeling Style attack to use this ability:

. Ifyou are making a Pummeling Style attack, you can spend

“one use of mythic power to add a mythic surge die to all of

the reposition or trip combat maneuver checks you make
until the end of your turn. Roll separately for each check.

é{ ; ,'z' Pﬁmmeling Charge (Combat, Mythic) ;
§ = YO}J.I‘ “ferocious charge ends in a flurry’ ofhaymakers
| : I’I'erequlte Pummeling Charge“S.. :

Benefit: When you use the charge action to- make a
g1 .~Pummeling Style attack, ‘designate one creature as the
target of your charge; you do not takeé a penalty to your

- Armor Class against that creature. In addition, if you hit

/t

‘the end of your niext turn. EEacE

~ action (in place of a reposition or trip combat maneuver) -

that creature with at least twounarmed strikes, you gain a +2'3
circumstance bonus to your AC against that creature unt11

Special: If you have the Pummeling Bully feat you ‘can IISC
that feat to attempt-a bull rush combat maneuver as af‘ree,

against a creature you hit with an ‘unarmed strlke whlle
making a Pummehng Charge. /

Pummeling Style (Combat, Mythic, Style)
You hammer the gap withrelentless fury.

Prerequisite: Pumme-hng StyleACG

Benefit: Whenever you hit a creature with 2 an;
unarmed strike, any subsequent unarmed strikes J
you make that hit that creature until the begmnmg -
of your next turn (including attacks of opportumty)
are considered part of the same damage total as your,
attacks during your current turn for the purpose of
overcoming damage reduction. .:‘

If you make a Pummeling Style attack agalnst *

a target that does not have damage reduction; you: 7

* instead deal an additional i-point of nonlethal

damage -on first attack \th’at'hits during your turn, / 4

2-points’on the second, 3 points on the third, etc. -

- Normal: You must make a Pummeling Style attack
“as a full- attack action. :

Quicken Blessing (Mythic) ° “ oy
You can deliver one of your blessings with greater 0
speed than most.

Prerequislte Quicken Blessing*“c.

Benefit: You may deliver a blessing as an /&
immediate action by expending three of your dall,y Th
uses of blessings. You can expend one or two uses
of mythic power in place an equal numbeér of your'
daily uses of blessings to use Qulcken Blessmg or }'
Mythic Qulcken Blessing. -

Rage Casting (Mythic) o
The magic in your blood is more potent than most
/ Prerequisite: Rage Casting®®. ©= v s

/ Benefit: When you use Rage Castmg, you mcrease fhe ;

take. If you expend one use of mythlc power, thlS damage 1s ¥
nonlethal ‘




3 A.‘Rag"'ing;Absorption (Mythic) s ‘
. You ‘can absorb hostile spell energy to refuel your continued
o bloodiage A s |

: Prerequlslte' Ragmg AbsorptlonACG

Beneﬁt' You regain 1 roundof bloodrage for every level of
the spell you successfully saved against. Note: The damaglng
sEell must be cast by a real enemy of the character. -~/

v ‘ b/ * Normal: You regain 1 round of bloodrage for every 2 levels

E_ !

s ‘Ragmg Absorptiomn.

”Your blood is stronger than most, and your fury as fearful.

g

l; Prerequlslte Raging Blood"“®.

" - Benefit: You can rage for a total number of rounds per day
/. equal to 4 + your Constitution bonus. You gain bloodrager
' :' bloodline powers from your bloodline as if you were a
bloodrager of your character level -2. Bloodrager bloodline
- powers that are the same as permanent sorcerer bloodline
_ powers you possess (such as energy resistances) stack with

,,' them Whlle you rage.

Ragmg Concentration (Mythic)

./ When you are in the heat of rage not even pam can break
your concentratlon (s :

: Prerequlslte. Raglng ConcentratlonACG =
Eeneﬁt. Add- one—half your mythic tier to the bonus on

;Ran'ged Study (Mythic)
/ Xou can use a limited form of studied combat and studied
E sfrlke with a weapon of your choice.--

. Prerequisite: Ranged Study*°c.

., weapon as long as the target of your studied strike is within
ohe range increment of the weapon; if that is more than 30
_feet. In addition, you can expend one-use of mythic power
2 W1th a différent kind of ranged weapon than the one you
- previously selected, and gain the benefits of non-mythic
Ranged,Study for up to minute with that kind of weapon.

Reactlve Healing (Mythlc) ’ :

You, can channel healing energy in response to an, attack
that would knock a nearby ally unconsc1ous

of the spell you suecessfully saved agalnst with non-mythic. -

Ragmg Blood (Mythlc) i ) ‘ ¢

:/,damage reduction-gained from the feat. Lk

Riving Strike (Combat, Mythic) ,
When you infuse your weapon with arcane might, your

'Benefit: You can apply the bonuses with the chosen
_ attacks make foes more susceptible to magic. /o0

_Seething Hatred (Combat, Mythic)
1You are a fury in battle against your hated enemy: -

Benefit: If an ally within your reach suffers an effect that |

“would reduce them to o or fewer hit points, you can expend 4

one use of channel energy (of a form that would heal the
ally) or lay on hands as an immediate action to heal that ally. ~4 /%
The healing affects only the ally, even if it would normally- + *
affect others. Alternatlvely, if used on yourself the heallng ot

effect is’ maxrmlzed = SR
'Reckless Rage (Mythlc) . e )
You are a real living onslaught on the battleﬁeld P

Prerequisite: Reckless Rage*<“.

Benefit: When you-use Reckless Rage, ‘you can expend
a number of rounds of rage or raging song equal to your

~ Charisma bonus or one-half your mythic tier (whichever is- ,‘

h1gher) Your damage bonus increases by 1 for each round of IS
rage or raglng song expended. o ; 7 N

Recovered Rage (Mythlc) - i . | F
You regain rounds of rage or raging song performance
when you drop a foe..

Prerequ151te Recovered RageACG -

P

Benefit: You regain two rounds of Tage or ragmg song

‘when you use Recovered Rage, instead of one round You -

must still abide by that feat’s restr1ct1ons ek it

e 3 o 3 > | i é $ ¥
- B3 -

Resﬂlent Armor (Mythlc) i MY SEBEY

When you enhance your armor or shield, you gain a measure g
of damage reduction. sy

Prerequisite: Resilient ArmorA°c. '/, :
Benefit: Add one-half your mythic tier to the amount of

A
"

gt

Prerequlslte. Riving Strike®“c. .

- Benefit: The effect of R1v1ng Strike lasts for 2 rounds
(1nstead of one) when you damage a creature. Multlple hits
by you against a particular creature do not increase the
duration of the effect.

~ it

Prerequlslte Seething Hatred*“c. -

it g J
- £ s

Benefit: All your studied target bonuses agalnst a creature !



; "of the type you selected incre:lse'by +2.,

v g &
- y'4 .3

Seize Advantage (Combat ‘Mythic)

/ You canrtake advantage of your foes when they overcommit

- on théir attacks. - 3
" Prerequisite: Seize Advantage .

Benefit: You can‘expend one use of mythic power instead
of 1 point of panache before making a parry attempt to

S autornat1cally succeed on the parry attempf against a non-

4
|

5 "w (Combat Mythic) : .
- "You are quite adept at killing your prey wfthout ‘making

. mythic foe. Additionally, when making a ripeste add one- .

half your mythic tier to the attack roll

: Share Healing (Myth1c, Teamwork) wd

. Yourlink with your companion creature allows you to share
‘w1th it any healing magic that’s cast upon you. :

Prerequlslte Share HealingA“c.

; " ~Benefit: Increase the amount of hit po1nts healed by +5o% !
i before d1v1d1ng the hit points.

/

\

‘noise or alertmg others.
Prerequisite: Silent KillA°,

- Benefit: Add one-half your mythic tier to the Stealth
check:You can expend one use of mythic power to increase

_your Stealth check result by your mythic tier (1nstead of half
your myth1c tier).

Skald’s Vigor (Mythic)

' Your exultant song makes you neatly 1mposs~1ble to kill i in
- 7 battle. ]

- Prerequisite: Skald’s Vigor*““. !

- Benefit: When you'use Skald’s Vigor w1th a ragmg song, -
. you gain regeneration equal to the Strength bonus you

\‘r‘gra‘nt, rather than fast healing.

1 Skllled Rager (Mythic) -
> You can use your skill at maximum whlle ragmg

Prerequ1s1te Skilled Rager“c.

. Benefit: You select another Int, Wis or Cha— based skill
-to use while raging beyond that chosen with- Sk1lled Rager.

/ ~When you.use one of these skills, you can apply either your

bonus in ‘that skill or your Intimidaté bonus to the roll
(whlchever is higher). P

/t

Skilled Rager. Every time, it applies to one sk1ll selected with-

Your grace with slashing weapons is uncanny.

“as a swashbuckler’s or a duelist’s precise strike) and yo

Special: You can take this feat once for every timé you took &

Sk1lled Rager plus one new skill. ; el

Slas’hing Grace (Combat, Mythic) 4

Prerequisite: Slashing Grace*““.

Benefit: Choose one kind of light, one-handed or two-
handed slashing - weapon (such as the longsword .or-
greatsword). When wielding your chosen weapon, you ca
treat it as a light or one-handed piercing melee weapon- fo;
all feats and class abilities that require such a weapon (sueh

can add your Dexterity modifier instead of your Strength
modifier to that weapen’s damage. When wielding a two-:
handed slashing weapon in two hands and using this ability; ©
you add 1-one-half your Dexterity modifier to the damage’
roll. The weapon must be one appropriate for your size.

Slayers Feint (Combat, Mythic)

You rely on your deceptive speed and’ ag1l1ty 1nstead of
trickery to catch your opponents unprepared 7




‘Prerequ1s1te' Slayer’s FeintA%c. -

- Benefit: Add one-half your myth1c tier to the Acrobatics
check to feint. You can expend one use of mythic power to
increase your Acrobatics check result by your mythic tier
(instead of half your mythlc tier).

"¢ Slow Faller (Mythic) )
Slow Faller

;you are close to a wall.

: ; ~ Prerequisite: Slow Faller*c.

»you can-fall without harm for every mythic tier you POSSESS;
You can iise this feat when you are not within arm’s reach
of a wall, though you must still be w1th1n 10 feet and the
_ ~distance you can fall without harm is halved. In addition,
f | you can expend one use of mythic power to cast feather fall
: on yourself as a spell-like ability, treating your character
level as your caster level.

Sp"irit' Talker (Mythic) -
The sp1r1ts respond to your every entreaty
4 ,Prerequ1s1te Spirit TalkerA<c.

 Benefit: You require only 1 round of commumng w1th a
; shaman | spirit to gain a hex from its list of hexes. In addition,
you can expend one.use of ‘mythic power to commiine
with a-shaman spirit (the same spirit or a different one)
and ‘exchange the bonus hex you gained prewously for-a
, - different hex. You can do this more than once per day, but

" after the first.

£ Prereqﬁisite' Spirit’s GiftA<c.

i Beneﬁt' While your animal companion is augmented by

the shaman spirit, it is ¢ considered a mythic creature, with

.~ _one use of mythic power. It can use this mythic power for

.« 3 mythic surge, using the same surge die that you do. You

. also may select one feat your animal companion knows; it
- can use the mythic version of that feat for the next 24 hours.

E Spiritual Guardian (Mythic) ,,
Your sp1r1t guard1ans are m1ghty indeed.

‘Benefit: If you know and can prepare sp1r1tual weapon
it splmtual ally (or any similar spell at the GM’s d1scret10n)

‘f\You can reduce the.amount of falling’ damage you take when

. Benefit: You add an add1t1onal 10 feet: to the distance

¥ ! the cost in mythic power increases by one use for'each time

< e

“you can cast the mythic versions of those spells In add1t1on

any attacks made by such spells gain a +1 enhancement
bonus, increasing by 1 for every 3 mythic tiers after 1st you ./
possess. Add one-half your mythic tier (minimum +1) to.the

result of yourcasterlevel check to overcome spell resistance - %

j,. P

when attacking with these spells to the DC ofcaster level
checks to dispel them. Add your mythic tier instead if t/he

target (or caster attempting to dispel them) is a non-mythic .-
‘creature. Fo ) :

You become a versatile divine caster
Prerequ1s1te' Spontaneous Nature’s AllyACG

‘Spontaneous Nature’s Ally (Mythic)

~ Benefit: You galn either the cleric’s or druid’s version of
the mythic spontaneous casting ability. You can only choose
the cleric version if you "have access to domain spells; if you
choose the druid version, you can only spontaneously cast
spells that appear both on your class spell list and the druid

spell llst

Staggermg Fist (Combat Mythlc)
~With greater energy and frequency, your fists stagger every
‘opponent. Aol

Prerequisite: Staggermg FistAcs,

£l

Benefit: The DC of your Staggering Fist i increases by

one-half your tier, and you can use Staggering Fist multlple &

tifnes durlng the-same round. As a free actién, you can -
expend one use of your mythic power to use Staggerlng Fist

Stalker’s Focus (Mythlc)
Your affinity to the natural world allows you to adopt the

focus of a particular animal.

~ Prerequls1te Stalker’s FocusA<C.

'w1thout spending one of your daily’ uses of the feat.

"Benefit: The duration of the effect lasts an- add1t1onal

of one minufe)..

Steadfast Personahty (Mythic)

Nothing and nobody can shatter your self conﬁdence
Prerequisite: Steadfast Personality"“c.’

* number of minutes equal to half your myth1c tier (instead

~Benefit: Add both your Charisma modifier and your

1W1sdom bonus on Will saves against mind-affecting effects.

If you have a Wisdom or Charisma’ penalty, YOU ; add your

mythic tier on those saves too.

.
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: Stouthearted (Mythlc) e
./ . You fight back your. fear by voicing the ¢ song in your heart.
: Prerequisite: Stouthearted“c. :

e Beneﬁt Add one half your mythic tier to the rerolled
hpiio sav1ng throw result

.

Studled Combatant (Mythic)

;- 127 Your 1nsp1rat10n guides infallibly your strlkes

Prerequlslte Studied Combatant*“c.

Benefit: You apply’ the studied-combat bonus of an
¢+ investigator of your level -2 to attack and damage rolls

-against your studied opponent. An_opponent can be the

’times per day equal to your mythic tier.

Surprise Maneuver (Mythic) -

| Prerequ1s1te Surprise Maneuver*“¢.

; -/ Benefit: Add one-half your mythlc t1er to the bonus on
% ‘thé maneuver check. ; & e

: .' “ Talented: Mag1c1an (Mythlc)

Rogtnsh magic comes easﬂy to you.

- Prerequisite: Talented Magician"“.

Beneﬁt You gain an additional
daﬂy use of each of your minor
magic and major magic rogue talents.
Additionally, if you have no uses of
a particular minor magic or major

- magic spell-like ability remaining,
.. _you can expend one use of mythic
' power to activate that ability again.

2

TW1nned Feint (Combat Mythic)

_You can fool two opponents with a.
smgle feint.

Prerequlslte Surprlse ManeuverACG

v .

4 .’1 4 ‘Benefit: You ignore the feat’s -2 -

penalty on AC.

: TW1st Away (Mythic) o s s i JoZ
.’ Your quick reflexes and dexterous movements make up for

your lack of stamina.
2 ¥ Prerequlsne Talented MagicianA®C.
] Beneﬁt Add one-half your myth1c tier to your: Reﬂex

-

saving throw result. v Fota
Undersized Mount. (Mythlc)

~needing to be adjacent to it. S

target of your studied combat an additional; number of"

~. “Your maneuvers are devastating against disJadvantaged‘ foes. -- ~ War Blessing (Mythic)

Your mount can be little, but he is tougher than nonmal for
its race

Prerequ1s1te Under51zed MountACG

Benefit: Your mount galns the mule’s strength mythic
champion ability and counts as a mythic creature for |
purposes of determine what abilities affect it.

Unfettered Familiar (Mythlc) -
You can channel touch spells through your familiar w1thou,

Prerequisite: Unfettered Familiar®<c,

Benefit: You can use the Unfettered Familiar feat up to
tw1ce per day, instead of once per day. - :

Your rapport with yourdeity is so strong that you can call 1ts
help in ‘battle when you need.

) Prerequlslte War Blessing®“c.

-Benefit: When you use the War Blessmg feat; you mayg
call upon the major blessing from one or the other of your:
chosen blessings if your effective’ warpriest
level is high enough. Your effective warpriest
level is the highest level that you have in the
class that has the mystery or domain class™
feature -2. S

Weapon of the Chosen (Combat, Mythic) Ui

Your deity grants your weapon greater abilities. 4

Prerequlslte Weapon of the ChosenACC‘ 3

Benefit When™ you attack usmg Weaan
of the Chosen, your weapon gains a +i
enhancement bonus, plus 1 for every 3 mythlc }
tiers you possess beyond st

B
el

Winter’s Strike (Combat, Mythlc) e

Your attacks afflict your foes with the relentles }
> {9
fatigue of ‘a winter storm. - i
- Prerequ1s1te Winter’s StrlkeACG f' - ;: -

Beneﬁt The DC of your W1,nter s Strlke 1ncreases By one

during the same round. As a free. actlon you can expend'
one use of your mythit power to use Winter’s Strike wtthout 3

e
spending one of your daily uses of the feat.

s




- Prereqursne Wounded Paw GambltACG

#
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1. Definitions: (a) “Contributors” means the copyright and/
or tradémark owners who have contributed Open Game

. Content; (b) “Derivative Material” means copyrighted

material incliiding derivative works and translations

(mdud]ng into other computer languages), potation,
modiﬁcatlon, correctlon, addition, extension, upgrade,

,nnprovcment, compilation, abridgment or other - form

. '~ inwhich aprexisting work may be tecast, transformed or

Wounded Paw Gambit (Combat Mythlc, Teamwork)

Your ‘ehemy sees you as an easy mark but doesn’t notice
,r your allies poised to shoot.

adapted; {¢) “D/istﬂbute” 1means to reproduce, license, re.tfc,
lease, sell, broadeast, publidly display, transmit or otherwise
distribute; (d) “Open Game Content” means the game

- mechanicand includes the methods, procedures, processes

and routines to the extent *such content does not
embody the Product Identity and is an enbancement over
the prior art-and any additional content clearly identified
as Open Gameé Content by the.Contributor, and means
any work covered by this License, incuding translations
and derivative works under copyright law, but specifically

- excludes Product Identity. (¢) “Product Identity” means

product and product line names, logos and identifying

‘as an attack bonus to any allies who make a qualifying [
attack against the opponent who attacked you. If multiple
creatures seek to boost allies’ attack rolls using this~ feat,
only the hlghest bonus apphes :

marks including trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic clements, dialogue,
incidents; language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic,
phetographic and other visual or audio representations; .
names  and  descriptions of  characters,” spells;
enchantments, personalities, teams, personas, likenesses -
and special abilities; places, locations, enviforments, ’
creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other

~

trademark or registered trademark dlearly‘identified as _ /

Product 1dentltyby the owner of the Product Identity, and
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its products or'the associated products contributed to the
Open Gathe License by the Contributor (g) “Use’, “Used”

J o “Using”-means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material

of Open. Game Content. (h) “You” or “Yow” mearis the
licensee in tetmns of this agreerment.

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.

Gare Content that you Use. No terms may be added to
or subtracted fiom this License €xcept as described by
the License itself No other terms or conditions may be
applied to any Open Game Content distributed usmg th]s

“License:

3. Offerand Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License:

_ 4 Grantand Consideration: Tn'consideration for agreeing s
tousethis icense, the Contributors grant You a perpetual,

woﬂdede, royalty-fiee, non-exclusive license with the

- exact terms of this Ticense to Use, the Open Game

¢ Ciitent.

\

"> 5 Representation of Authority to Contribute: If You ave
: wntllbutng original material as Open Game Contert,
Yod represent that Your Contributions are Your original -
- qreation andjor You have sufficient nghts to grant thg
~_yights conveyed by this License.

6. Notice of License Copyright You must update the,

 COPYRIGHT NOTICE portion of this License to incude

the exact text of the COPYRIGHT NOTICE of any Open
Game CoritentYou are copying, modifjing or distributing,

, “and You must add the title, the copyright date, and the
J wpynght holder’s name to the COPYRIGHT NOTICE of

any original Open Game Content you Distribute.

- 7.Use of Product Identity: You agree notto Use any Product

Tdentity, including as an indication as to compatibility,
except as” expresdy 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 Agreerment 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

i Tdentity. 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. Tdentification: T you distribute Open Game Content
7+ Youmust dearlyindicate which portions of the work that, %
"~ youare distributing are Open Game Content. :

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

5 whldl speaﬁca]ly excludes the Open Garrie Content; (f) undel anyvemon of this Llcensf:
g “Tademark” means the logos, names, mark, sign, motto;
designs that ar€ used by a Contuibutor to identify itself or

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

You distribute, : :

1. Use of Contributor Credits: You may not market or
advertise the Open Game Content using thename of any
Contributor unless You have written permission from the
Contuibutor to do so.

12. Tnability to Comply: Ifitis nnpossﬂ)k: forYouto 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
arly Open Game Mateial so affected. i

3. Termination: This License will terminate autornatically
ifYou fail to comply with all termns herein and fail to cure
such bieach within 30 days of becoming aware of the
Dbreach. All sublicenses shall survive the termination of
this License.

14, Reférmation: Ifany provision of this License is held to
bé unienforceable, such provision shall be reformed only
to the extentnecessary to make it enforceable.
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Mythic Feats: Advanced Feats is your encyclopedia for advanced character
design, with over 130 all-new mythic feats enhancing the options in the
Pathfinder Roleplaying Game Advanced Class Guide, from Aberrant Tumor to
Wounded Paw Gambit and all feats in between. Whether your character is
martial or magical, a wide-ranging dilettante or a single-focus fanatic,
Mythic Feats: Advanced Feats contains mythic feats of every kind from
entry-level basics to high-level specializations. You will find combat feats
like Canny Tumble, Pummeling Charge, and Merciless Butchery, alongside
magical aids like Talented Magician, Channeled Blessing, and Flexible
Wizardry. Of course, there is a wide range of feats designed to enhance i e
your class features, from Raging Blood and Slayer’s Feint to Battle Cry and .
Dueling Cape Deed, alongside feats like Bookish Rogue, Amateur
Investigator, and Seething Hatred that help you branch out into the tricks
and talents of classes other than your own. They are all here, every one,
developed with flair and function in mind as only Legendary Games can
bring it, by the same designers that wrote most of the mythic feats in
Pathfinder Roleplaying Game Mythic Adventures in the first place. Grab
this killer 3o0-page collection of advanced feats today and Make Your
Game Legendary!
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