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NEW FEATS
ADVANCED FIGHTER TRAINING (COMBAT)
Your prowess at combat rivals that of the best 
warriors.

Prerequisites: Magus level 12

Benefit: You treat your total magus level as your 
fighter level for the purposes of qualifying for 
feats.

Normal: Only 1/2 your total magus levels count as 
fighter levels for this purpose.

DEATH-TAKER (COMBAT)
You’ve learned how to make use of curative spells 
to harm undead through your weapon.

Prerequisites: Wis 11, wand wielder magus arcana

Benefit: You may treat cure spells of 6th level 
or lower with a range of touch as if they were on 
your spell list (at the same spell level as a cleric) 
for the purposes of activating wands or staves, 
as well as the spell combat and spellstrike abili-
ties. In addition, when delivering such a spell cast 
from a wand or staff to deal damage to an undead 
creature, you may expend a point from your arcane 
pool as a free action to increase the damage dealt 
by 2d6 (a successful save against the spell reduces 
this damage by half, as normal).

Normal: Only spells on the magus spell list may 
be delivered using spellstrike.

DESTRUCTIVE SPELLSTRIKE (COMBAT)
You are adept at using your weapon to destroy 
obstacles such as doors, metal bars, or even stone 
walls.

Prerequisites: Str 15, Power Attack, Improved 
Sunder, base attack bonus +4, spellstrike class 
feature

Benefit: When you successfully deliver a spell 
against a target that has hardness using your 
weapon, you may treat your weapon as adamantine 
for the purposes of ignoring that hardness.

DESTRUCTIVE SPELLSTRIKE, IMPROVED (COMBAT)
You can channel your innate magic into destructive 
energy, allowing you to slice through objects like 
butter.

Prerequisites: Str 17, Power Attack, Improved 
Sunder, Destructive Spellstrike, base attack bonus 
+6, spellstrike class feature

Benefit: When you successfully deliver a spell 
against a target that has hardness using your 
weapon, you may expend any number of points 
from your arcane pool as a free action to add 2d6 
damage to the attack per point expended.

ENHANCED ALCHEMY (COMBAT)
You’ve learned to channel your innate magical 
energy into alchemical items to boost their power.

Prerequisites: Craft (alchemy) 5 ranks, arcane 
pool class feature

Benefit: As a Swift action, you may expend 
1 point from your arcane pool to enhance a 
damaging alchemical item (such as alchemist’s 
fire) until the end of your turn, causing it to deal 
more damage upon a successful hit. The additional 
damage dealt is of the same type as the damage 
such an item would normally deal (if an item 
deals more than one type of damage, you may 
choose which of those damage types the additional 
damage deals) and is equal to 1d6 per two caster 
levels you possess. If the alchemical item deals 
splash damage, that damage is increased by 1 point 
for each additional damage die as normal. This 
ability cannot be used on an alchemical item that 
does not normally deal hit point damage.
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Normal: Alchemical items deal a set amount of damage.

ENHANCED NECROMANCY POOL (COMBAT)
Your knowledge of necromantic energy allows you to 
increase the potency of certain spells that use it.

Prerequisites: Wis 13, Death-taker or Life-taker, wand 
wielder magus arcana

Benefit: When you deliver a cure or inflict spell from a 
wand or staff using spellstrike, you may use your magus 
level in place of the item’s caster level when determining 
the damage dealt by the spell. If the spell would heal the 
target, this feat has no effect.

Normal: The caster level of a spell cast from a wand or 
staff is set at creation.

FLIGHT ARCANA
Your innate magic allows you to maneuver around the 
battlefield through the air.

Prerequisites: Fly 5 ranks, arcane pool class feature

Benefit: You may spend 1 point from your arcane pool 
as a Move action to gain the effects of the fly spell for 1 
minute. While in effect, you may spend 1 additional point 
as a Swift action to increase the duration for an additional 
minute. 

KINETIC CASTER
You’ve dabbled in the art of the kineticist, and have 
learned to enhance your attacks by overexerting your 
mental faculties.

Prerequisites: Con 13, Elemental Focus, caster level 5

Benefit: Choose one element for which you have the 
Elemental Focus feat. You may accept one point of burn 
(as the kineticist’s burn ability) as a Standard action to 
increase the damage dealt by spells you cast which deal 
damage of that elemental type by 1/2 your caster level for 
1 minute. Limits on points of burn that can be accepted 
apply whether the burn is caused by this ability or any 
other ability.

Special: This feat may be chosen multiple times. Each 
time you choose this feat, it applies to a different element 
for which you have the Elemental Focus feat.

KINETIC CASTER, IMPROVED
Your study of kineticists has given you insight into their 
remarkable ability to direct raw elemental power at their 
enemies.

Prerequisites: Con 15, Elemental Focus, Kinetic Caster, 
caster level 7

Benefit: You gain a single simple kinetic blast wild talent. 
The element associated with this kinetic blast must be the 
same type you chose for your Kinetic Caster feat. Treat 
your caster level as your kineticist level for the effects 
of this ability. This kinetic blast counts as a spell for the 
effects of the Kinetic Caster feat.

Special: This feat may be chosen multiple times. Each 
time you choose this feat, you must choose a different 
simple kinetic blast wild talent associated with an element 
you chose for the Kinetic Caster feat.

KINETIC SPELLSTRIKER
You’ve mastered the art of using kinetic blasts alongside 
your weapon attacks.

Prerequisites: Con 17, Elemental Focus, Kinetic Caster, 
Improved Kinetic Caster, spellstrike class ability, caster 
level 9

Benefit: You may use any simple kinetic blast wild talents 
gained through Improved Kinetic Caster with your spell-
strike ability, treating the kinetic blast as a touch-range 
spell being delivered by your weapon attack. If your attack 
misses, the kinetic blast can be used on a subsequent 
weapon attack, as if it were a held charge, and casting a 
spell forfeits that held charge as normal. Kinetic blasts 
cannot be used with spell combat.

Normal: Spellstrike can only be used to deliver spells on 
the magus spell list.

LIFE-TAKER (COMBAT)
You’ve learned to use necromantic energy to harm the 
living through your weapon.

Prerequisites: Wis 11, wand wielder magus arcana

Benefit: You may treat inflict spells of 6th level or lower 
with a range of touch as if they were on your spell list (at 
the same spell level as a cleric) for the purposes of acti-
vating wands or staves, as well as the spell combat and 
spellstrike abilities. In addition, when delivering such a 
spell cast from a wand or staff to deal damage to a living 
creature, you may expend a point from your arcane pool 
as a free action to increase the damage dealt by 2d6 (a 
successful save against the spell reduces this damage by 
half, as normal).

Normal: Only spells on the magus spell list may be deliv-
ered using spellstrike.
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PHRENIC CASTER
Your innate psychic abilities can be used to enhance your 
arcane spellcasting.

Prerequisites: Int 15, Psychic Training, arcane caster level 
7

Benefit: Choose one phrenic amplification from the 
psychic class ability of the same name. You may use that 
phrenic amplification to enhance your arcane spells as 
if they were psychic spells, expending points from your 
arcane pool in place of phrenic pool points. Major amplifi-
cations may not be chosen using this feat.

Special: You may choose this feat multiple times, choosing 
a different phrenic amplification each time.

PSYCHIC TRAINING
You’ve learned to make use of a your innate psychic power 
to listen to the thoughts of those around you.

Prerequisites: Int 13, arcane caster level 5

Benefit: You can use detect thoughts as a spell-like ability 
once per day. You may also expend an unused spell slot of 
at least 1st level to cast detect thoughts. If you do so, use 
the spell slot expended to determine the Will save DC.

SPELLSTRIKE TRAINING (COMBAT)
You’ve trained extensively with a single weapon group, 
and have learned to use it more effectively when delivering 
spells.

Prerequisites: Spellstrike class feature, Magus level 7

Benefit: You gain the fighter’s weapon training ability as 
a 5th level fighter. In addition, the DC to resist the effects 
of a spell that you deliver using a weapon in your chosen 
weapon group increases by 1.
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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, correc-
tion, 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 deriva-
tive 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, environ-
ments, 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 prod-
ucts 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 distrib-
uting, 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 unenforce-
able, such provision shall be reformed only to the extent necessary to make 
it enforceable. 
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