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Welcome to Mythic Minis!
The mythic rules system introduced in the Pathfinder Roleplaying Game Mythic 
Adventures hardback contains a wealth of new rules, but in one book there cannot 
be room for everything. Sometimes there are large areas to cover with extensive 
rules adaptations, but sometimes what you need is a power-packed punch of tightly 
focused rules content that contains exactly what you need for your character, 
creature, or whatever it may be. A half-dozen feats, a set of linked spells, a group of 
magic items, five mythic path abilities, and so on; that’s where Mythic Minis come in. 
Mythic Minis are not about exposition, philosophy, and campaign-building; they are 
just flat-out fantastic ideas and great mechanics for GMs and players alike, written 
by the same designers that helped create the official mythic rules.

Follow Legendary Games on Facebook, follow us on Twitter, and check out our 
website at www.makeyourgamelegendary.com.

MYTHIC MINIS 49: INQUISITOR FEATS 
Inquisitors have a variety of class features to help in their quest for truth and their 
endless campaigns and crusades to root out impurity and corruption. The feats that 
follow are a great aid for mythic inquisitors in prosecuting their pogroms against 
those they judge unworthy.  

Exploit Lore (Mythic)
Your keen study of your enemies allows you to wreak havoc upon them. 

Prerequisite: Exploit Lore.
Benefit: When you use this ability to identify the strengths and weaknesses of 

a creature, you gain the benefits of this feat against all creatures of that same kind 
within 30 feet. This does not apply to all creatures of the same type or subtype, 
but only creatures of the same specific kind (e.g., frost giants, not all giants or all 
humanoids). In addition, you can use this feat an additional number of times per 
day equal to one-half your mythic tier (minimum 1). 

Extended Bane (Mythic)
Your wrath is endless against your hated foes

Prerequisite: Extended Bane.
Benefit: You add your Wisdom bonus and your mythic tier to the number of 

rounds per day that you can use your bane ability. In addition, when you confirm a 
critical hit against a creature whose type matches your bane, you gain an additional 
number of rounds of bane equal to your weapon’s critical multiplier. 

Eyes of Judgment (Mythic)
Your perception of the hearts of others is unerring.

Prerequisite: Eyes of Judgment.
Benefit: When using your detect alignment class feature, you can study a number 

of creatures within 60 feet equal to your mythic tier simultaneously, learning all 
of their alignments after 3 rounds of concentration. Alternatively, you can study 
a single creature within 60 feet as a full-round action to learn its alignment. If the 
creature’s alignment is obscured by a non-mythic effect, you add your mythic tier on 
any caster level check made to overcome that protection. If the protective effect does 
not normally allow such a check, you can expend one use of your mythic power to 
attempt to overcome that effect with a caster level check (adding your mythic tier as 
a bonus to your check) against a DC of 15 plus the caster level of the effect. 

Favored Judgment (Mythic)
Your judgment is severe against the subjects of your wrath. 

Prerequisite: Favored Judgment.
Benefit: You add your mythic tier to your inquisitor level to determine the effect 

of your judgments against creatures of your chosen creature type. This does not 
increase the number of judgments you can use per day.
 

Grant Initiative (Mythic)
Your allies share in the benefits of your battlefield intuition. 

Prerequisite: Grant Initiative.
Benefit: When you grant your Wisdom modifier on initiative to an ally, you still 

retain some or all of your Wisdom bonus on your own initiative, up to a maximum 
equal to your mythic tier. If you expend one use of your mythic power, you can share 
your Wisdom modifier with an additional number of allies equal to one-half your 
mythic tier (minimum 1).

Improved Monster Lore (Mythic)
Your obsessive study of monsters lends you uncanny insights. 

Prerequisite: Improved Monster Lore.
Benefit: You add one-half your mythic tier (minimum 1) on skill checks made 

to identify the abilities and weaknesses of creatures, and if you expend one use of 
mythic power you can treat the result of such a skill check as a natural 20. If you 
spend a standard action carefully studying a creature while making such a check, 
you may add an insight bonus equal to the result of your skill check divided by 10 
to any one d20 roll you make against that creature before the end of your next turn. 

Insightful Gaze (Mythic)
You can see through deceptions and prevarications with ease. 

Prerequisite: Insightful Gaze.
Benefit: Whenever you make a Sense Motive check to oppose someone’s Bluff 

check, you add your mythic tier on the check if your opponent is a non-mythic 
creature, or one-half your mythic tier (minimum 1) on the check if your opponent 
is mythic. If both die roll results are less than 10, as an immediate action you can 
take 10 on the check. 

Intimidating Gaze (Mythic)
Your stern gaze causes even stout-hearted enemies to quail before it. 

Prerequisites: Intimidating Gaze.
Benefit: You gain an additional number of daily uses of this feat equal to one-

half your mythic tier (minimum 1). If both die roll results are less than 10, as an 
immediate action you can take 10 on the check. Instead of rolling twice on your 
Intimidate check, you may use this feat to make an Intimidate check against a non-
mythic living creature that is normally immune to fear; in this case, you roll only 
once and cannot take 10 on the check. 
 

Judgment Surge (Mythic)
Your righteous wrath surges with divine power. 

Prerequisite: Judgment Surge.
Benefit: You gain an additional number of daily uses of this feat equal to one-

half your mythic tier. In addition, if you become frightened, panicked, paralyzed, 
stunned, unconscious, or otherwise subject to an effect that would normally 
suppress the bonuses from your judgment, you can expend one use of your mythic 
power or one daily use of this feat to retain the bonuses of your judgment even while 
you are unable to participate in combat. Your bonuses still immediately end if you 
voluntarily leave combat. 

Thoughtful Discernment (Mythic)
You cleave truth from lies with the power of your mind and will. 

Prerequisite: Thoughtful Discernment.
Benefit: You gain an additional number of daily uses of this feat equal to one-

half your mythic tier. In addition, if you expend one use of your mythic power 
when using this feat, you can determine whether a statement is a lie even if you 
did not personally hear it or if you heard it longer than one day ago. However, your 
ability to evaluate the statement’s truth is predicated on having an accurate report 
or recollection of the statement. If the statement is altered or distorted from the 
original, you cannot accurately evaluate its truthfulness.
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