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Fantastic Feats 
Volume 18 - Sorcerers 

Fantastic: 
Adjective - Strange, different; imaginary 

 
Characters in rpgs often have abilities are not 
tied to their class, race or skill, although they 
may be related/useful to it. These are called 
Feats. 
 
They may be combat related, a way to tweak 
spells or even to do with the crafting of an 
item. Some will be useful to almost everyone, 
others only in very certain circumstances. 
 
This edition of “Fantastic Feats” – a series of 
feats based around a certain theme or subject 
– is about Sorcerers, those being with 
bloodlines that grant them arcane power and 
more. 
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Seehttp://paizo.com/pathfinderRPG for more 
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hese feats are tied into a sorcerer’s 
bloodline and affect features, skills and 
abilities from that. If, for some reason, 

the sorcerer has access to more than one 
bloodline, then these feats only affect one of 
them and this must be declared when the feat 
is taken. To grant the benefit to the other 
bloodline features, the feat must be taken 
again. 
 
In addition, if the Cha or Int of the sorcerer 
ever drops below 12, they lose access to these 
feats, but regain them when those stats are 
returned to normal. 
 
 

Chaotic Spells 
 
“The chaos of nature is a beautiful thing. 
Capture that essence and empower your spells 
with it and you will be one step closer to being 
a true god…” 
 
 - Precpet Magnicus, Chaotic Ascension circa 
265 AB 
 
 
 
Prerequisites 
1st level, INT 13+ 
 
Benefit 
Once per day, the bonus spells gained from 
the bloodline may have any one dice 
associated with them, such as damage, to hit 
etc., re-rolled. This must be declared before 
any results etc are calculated and the 2nd 
result must be accepted, even if worse than 
the first. 
 
 
 
 
 
 
 

 
 

Chaotic Taint 
 
At some point in the sorcerer’s family 
bloodline, the taint of chaos was introduced. 
This may be from another chaotic bloodline, 
or a curse, or even being ground-zero for a 
chaos spell. Whatever the reason, this 
bloodline now has a faint taint of chaos to it, 
making any abilities derived from it slightly 
unstable. 
 
Prerequisites 
1st Level, Cha 13+ 
 
Benefit 
Once per day, any one dice roll associated 
with Bloodline abilities (but not spells) may be 
re-rolled. This second result cannot be 
changed (short of a Wish spell) and must be 
accepted. 
 
 

Greater Bloodline 
 
“The blood of a goddess flows in my veins, I 
am descended from the supreme one herself 
and I am her daughter. Bow before me and 
tremble…” 
 
 - Selena Vanius, Socrerer-Matriarch of the 
Vanius Clan, 108 AB 
 
The sorcerer with this feat comes from a 
bloodline that can trace its origins back to a 
great power, maybe even a god or other 
powerful being. This grants extra power and 
makes any bloodline abilities more powerful 
 
Prerequisites 
1st level, Cha 16+ 
 
Benefit 
Once a day, may re-roll one dice associated 
with any bloodline abilities and take the 
better result. 
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Increased Spell Strength 
 
The power of the sorcerers’ bloodline grants 
their spells an extra bit of power sometimes. 
It could be that the progenitor of the 
bloodline was an accomplished magic-user or 
that the sorcerer has found a way to tap into 
the innate power they have in a way that is 
better than their peers. Whatever the reason, 
the spells that are associated with the 
bloodline are just a tad harder to resist. 
 
Prerequisites 
3rd level, Cha 14+ 
 
Benefit 
The DC to resist any bloodline spell cast by 
this sorcerer is increased by +2 
 
Special 
Can be taken multiple times but increases the 
prerequisites level by +1 OR the Cha required 
by +1 as well –This is decided by the GM. 
 

Potent Bloodline 
 
This sorcerers bloodline is unusually stronger 
for its type. 
 
Prerequisites 
3rd level, Cha 14+ 
 
Benefit 
When determining the effects of bloodline 
abilities that are based on the sorcerers level 
(e.g. 1 damage dice per level etc.), the 
effective level of the sorcerer is +1.  
 
Special 
Can be taken multiple times but increases the 
prerequisites level by +1 OR the Cha required 
by +1 as well –This is decided by the GM. 
 
 
 
 
 
 
 
 

Skill Bonus 
 
Bloodlines carry a lot of benefits to a sorcerer. 
One of which is a form of knowledge that 
makes certain skills better. 
 
Prerequisites 
2nd level, Cha 14+ 
 
Benefit 
Once per day, any bloodline associated skills 
may be re-rolled and the better result taken.  
 
Special 
Does not apply if taking 10 or taking 20 
 
 

Spell Potency 
 
Certain bloodlines have a way of channelling 
extra power to their spells. These spells  tend 
to have a higher base amount of damage, or 
range, or anything associated with random 
determination. 
 
Prerequisites 
1st level, Cha 14+ 
 
Benefit 
One bloodline associated spell gains a boost 
to the minimum amount of damage it can do. 
+1 is added to the minimum a dice roll for this 
spell can do.  
E.G 
A bloodline spell does 2d6 damage, which 
gives a range of 2-12. With this feat taken 
once, the range becomes 3-12, taken twice, 4-
12 etc. 
 
Special 
May be taken multiple times.  
Can be taken for a bloodline spell that is not 
yet useable. 
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 
Rights Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other 
computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" 
means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and 
product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by 
the Contributor (g) "Use", "Used" or "Using" means to use, 
Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) "You" or 
"Your" means the licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using 
this License. 
3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 

and/or You have sufficient rights to grant the rights conveyed 
by this License. 
6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are 
copying, modifying or distributing, and You must add the title, 
the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are 
distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under 
any version of this License. 
10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor 
unless You have written permission from the Contributor to do 
so. 
12 Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of 
the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open 
Game Material so affected. 
13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 
14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable. 
15 COPYRIGHT NOTICE  
Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, Inc. 
System Reference Document. Copyright 2000, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on material by E. Gary Gygax and Dave 
Arneson. 
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Inc.; 
Author: Jason Bulmahn, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams. 
Fantastic Feats Volume 18 – Sorcerers, Copyright 2014, Ennead 
Games; Author: Christopher Kentlea 
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