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In 1997, Renton, WAbased Wizards of tle Coast a
company then famous primarily for the collectible card game
Magic: the Gatheringt purchased failing Dungeons &
Dragonst publisher TSRand thereby irrevocably changed
the history of tabletop role-playing They launched&D &
editionin 2000to critical acclaimresurrectng gaming groups
the world over Under the aegis of their d20 Open License,
they consolidatedthe fractured gaming market aneturned
Dé&Dto its historic place as the industry's standard bearer.

Unfortunately, though revolubnary for its time, 3
edition is acknowledged for having many faults that have
been addressedover the intervening decade First was
Wizardss own D&D 3.5released in 2003 Then came their
controversial decision in 200% scrap the entire d20 system
and move to4™ edition, which was released in 2008Nith
updates for the beloved d20 system drying up, many players
began creating their own hodgepodge of official and house

rules, creating a sort oD&D 3.75that differed from one

their ferocity, and the sundry magical gear necessary for that
level of play.

This book was never formally updated ©&D 3.5
instead receiving a small, onlimaly errata update late in
2003 that addressed a fewf dhe book's issues With the
changeover toPathfindem, the materials available have
fallen even further behind the timesThough there has been
some talk of creating epievel rules foPathfindewn by Paizo
staff, they confirmed in 2012 that they wallinstead be
pursuing a 'mythic' ruleset that will allow for increasing
powerin tandem with the standard 2[@vek.

To that end, | have taken it upon myself to use &D
3 edition rules, the 3.5 errata, and my own knowledge of
Paizds systento createan epiclevel guide foPathfindent. |
will be limiting this book to character advancement, feats,
skills, spells, magic itemand some house rules used in my
own gamesthere will be little or no material on monsters or

concerns of setting If you eve have questions about what is

group to the next Then, in 2009 there caméhet I G K ¥ A y R Shide, | suggest you consult the onlifathfindent System

system, produced by Redmond, WaAsed Paizo Publishing
anddrawingprimarily on the oldD&D 3.5system

Since thenPathfindem has taken the gaming world by
the proverbial storm, capturing the hearts and wallets of
many gamers disillusioned Hy&Ds reduced focus on role
playing in favor of slick, MMBased combat mechanics
Since their debutPathfindem has been releasg a constant
stream rulebooks, modules, and expansions that provide
rules for gaming in angnvironment as well as information
about their proprietary setting: the world of Golarion.

However,there remains one important area that has yet
to be addressed by any officidhthfindemn material

In 2002, Wizards of the Coasteleased theEpicLevel
Handook a book with rules covering characters who
advanced beyonthe normal 20level progression given in all
books to that point It included spells of unrivalled power,
feats that allowed characters to become sugmmman (or

-elven,-dwarven, etc.) monsters that shook the heavens with

Resource DocumentslZ0pfsrd.com or the D&D 3.5System
Resource Documents dZ0srd.org, the

sections about their epic level rules.

latter including
Finally, 1 would like to thank the wonderful folks at both
Wizards of the Coastnd Paizo Publishinglf you had not all
created systems so rich in imagination and high in quality, |
would neve have been motivated towork on the rules

contained herein.

Truly!,

Jesse Jack Jones

http://www.jessejackjones.com
05-22-2012
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Obviously knowledge ofthe t | i K F /gafiih§ $¥dtem
isnecessary to usthe rules and concepts outlined in the rest
of this document | am designing thisxpansionas a personal
project without need or desire for compensation of any sort
and all relevant copyrights are held Baizo Publishingfor
the system basics) andWizards of the Coas{for the
fundamental idea of 'epitevel play). Anything that does not
fall under one of these two ownershipsrnisy own Feel free
to distribute anything presented hereas widely and freely as
you desire but | ask thatno part of this document be
changed for purposes of redistribution by a third party
Comments and criticisms are welcomed.

As the purpose of tis document is to augment existing
rules andnot to create a new gaming systerhgconsider it
necessaryhat interested parties keep on hand at leastopy
of thet G KFAY RS NM ./TheNKaractedzireatior 2 |
rules are derived fronthis source and there are many places
in where the reader will be directed to theppropriate places
in the t I {0 KF Amyater&iNd« lieu of my repeating the
information. You may also find it useful to keep copies of the
Advanced Player Guide, Ultimate Magiand Ultimate
Combatrule books on hand, as these are also consulted

Additionally, you canview the t | i KT ASystesnNI
for free online at

Resouce Documents available

http://www.d20pfsrdcom.

The term "epic" or "epic level" in the context of
Dungeons & Dragomsandt | (i K F ’ané és&dN\idrrefer to
any character who has surpassed the regu2Clevel
spectrum that most rulebooks assume is the full limit of
character advancement For many games, this sufficient,
with characters achieving Jolevel going on to retire and
make room for the next generation to grow in their wake
But forsome campajns, they want something more...

They wish to challenge the gods, to fight greater battles
and seek truly amazing treasureshey are not content to be
heroes; they want to becomiegends

An epiclevel game has no upper ceiling of poweFhe

rules that will be presented here form a basis for expanding
infinitely into the unknown, for creating characters of level 30
or 50 or 100, if you have the time and imagination to carry
your adventures that far.

Bear in mind, however, that the opesnded nature of
the rules presented here will inevitably lead to the possibility
of their abuse If you have a group that gets 20" level and
still wants to continue their adventures, | would hope tv
understands them well enough to either keep their
enthusiasm from wrecking the balance of the gameelse
sufficientimagination to keep up with their attempts to do
just that, if that's what your table enjoys.

Another problem is one of scaleNot scale in terms of
plots or foes that's the GM's provenance but the scale of
the powers the players will have access tdhough these
rules endeavor to keep every player type viable, there will
come some point where the difference between various
classes may become insurmountablehere any foe that can
hit your amored fighter cannot miss any other party member
where anything that can survive a round against your wizard's
mightiest magic can survive a week of being assaulted by the
party's warriors Never let the rules get in the way of the
group's enjoyment ofthe game and face #hfact that, sooner
or later, even thegreatestheroes will have to retire These
rules simplymovethat sorrowful dayto a moredistant future.

This guide is broken into sections that wditail the
various aspects of creatinghapi character, fromuniversal
character rules and changes to specific classesetw uses
for skills epic feats and outfitting charactes with new tiers
of magical equipmentlt will also provide some house rules |
use in my own games and which | haverfduto increase
enjoyment around the table. These are, of course, entirely

optional and can be disregarded at your discretion.
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Upon reaching level 20, characters cease to advance in
the fashion they have up to thapoint. At 21" level and
beyond, their base attack bonuses and savingthbonuses
are no longer clasdependent They also cease to gain new
class abilities, which will be addressed in Chapter The
universal rules for epic characters are shownTible 21:
Experience and LevBkependent Benefitiselow.

Experience Characters continue to gain experience
commensurée with their epic achievementsWhile the basic
t I KT AilBsS ptdsent a method for determining
experience requirements beyond 20 level namely,
doubling the experience total every levethis is obviously a
kludge and would quickly resuih nighunachievable totals;
even on the fast track, you would require almost 2.5 billion
experience points to reach level 3@his is because nespic
experience totalfollow a complexpattern of growth.

To compensate a slightlymore intuitive algorithm is
used to determine experience totals at epic levelso find
the experience total required for a character on the Median
XP track to achieva new level,squaretheir current level,
multiply that total by 3,00, and then add that to the
previous total. Multiply the total before addingoy 2/3for the
Fast XP tracér by 1.5for the Slow XP track.

Epic Attack BonusRather than continuing t@ain an

additional base attack bonuat a rate based on their class
characters of 2% level and higher gain an epic bonus to their
attack rolls CMB, and CMDThis bonus is +1 at level 21 and

Table 21: Experience and Lev&ependent Benefits

aracte 5 5 5 pic Atta
0 edia a -
eve Bo

increases byan additional +1 for every 2 levelsThis bonus
stacks with all other bonuses to thesettack, CMB, and CMD
and is included as part of your base attack bonus when
calculating the effects ddbilities that rely on your BAB or for
the purposes of qualifying for featsDespite this, gu never
gain additional attacks from an epic attack bonus.

Epic Save Bonu#\s with attack bonuss characters of
21% level and higher gain an epic bonus to all three of their
saving throws This bonus is +1 at level 22 and increases by
an additional +1 for ewy 2 levels. This bonus stacks with all
other bonuses to saving throws.

Skill RanksThe maximum number of ranks that can be
invested in a skill remains equal your character level, even
at epic levels.

Bonus CharacterFeats You continue to gairbonus

characterfeats every odehumbered level However, starting

at 21° levelyou can select epic featUnlike the bonus feats
gained from your class, character feats gained from leveling
up can be used to seleany epic feat for which you qualify
Theycannot be used to select neapic class abilities (such as
Alchemist Discoveries, Magus Arcana, or Barbarian Rage
Powerg the way epic class feats caifhey can also be used

to select nonrepic feats if you wish A complete list of epic

feats can be foud in Chapter 5

Ability Score Increasesrour ability scores continue to
increase as normalYou gain +1 to one ability score of your

choice every four levels.

+0 21 11"

21" 7,384,500 4,923,000 3,282,000 +1 T
22 9,562,500 6,375,000 4,250,000 +1 +1 22 T 1
23° 11,943,000 | 7,962,000 5,308,000 +2 +1 23 12" 1
24" 14,535,000 | 9,690,000 6,460,000 +2 +2 24 T 6"
25" 17,347,500 | 11,565,000 7,710,000 +3 +2 25 13" 1
26" 20,389,500 | 13,593,000 | 9,062,000 +3 +3 26 T T
27" 23,670,000 | 15,780,000 | 10,520,000 +4 +3 27 14" 1
28" 27,198,000 | 18,132,000 | 12,088,000 +4 +4 28 T 7
29" 30,982,500 | 20,655,000 | 13,770,000 +5 +4 29 15" T
30" 35,032,500 | 23,355,000 | 15,570,000 +5 +5 30 T T
+1 Median x 1.5 LA Medianx 2/3 | * e e +1 +1 every odd level| +1 every 4 levels
level x 3,000 level level




NormalPathfindem rulescoverll classes from level 1 to
level 20, while theAdvanced Player's Gui@elds a further 6
classesand Ultimate Magicand Ultimate Combateach add
an additionalclass These 9 classes arghe focus of this
document; we will not be addressingariations such athe
Anti-Paladin, Ninjagr Samuraipr anyPrestige ClassedJsing
the rules in this book as a framework, you can work out with
your GM appropriate class features and feats to select if you
wish to pursue one of these alternate options.

This chapter will alsbriefly addressepicrules foranimal
companionsarchetypesand multiclassing,

Many class features continue to grow after2@vel, but
always make sure to consult the relevant class section for
details While the guidelinedisted belowdescribe how epic
class progressiorgenerally work, the information in an
individual class enyralways supersedewhat is presented
here:

1 Hit Dice and hit points continue to accrue as normébur
Hit Die type never increase or decreass as a result of
achieving epic levels.

1 Skill poins are gained as normalkour base skill points per
leveland class skillemain unchanged.

1 The bonuses for leveling in your favored class continue to
accrue as normal.

1 Your base attack bonus and base saving throws cease to
grow. Instead, you begin gaimj epic bonuses to attack
CMB, CMDand saving throws as indicated rable 21.
Experience and LevBkependent Benefits

1 Generally speaking, any class feature that uses your class
level as part of a mathematical formula, such as the
duration of a barbadn's rage or the size of a monks
pool, continue to grow.

1 The DC of abilities based on character level, such as a
monk's stunning fisbr witch's hex continue to increase at
the normal rate.

1 The caster level of spellcaggirclasses continues to increas

as do spells per dayand spells known for spontanas

casters Slots above the noepic maximum spell level are
usually filled with spells modified byetamagicfeats or
simply used to cast lowdevel spells (i.e., casting?é{'—level
spell with an 11™-level slot) as per the normal rules
Characters can develop spells of"1l@vel and higher by
following theguidelinesin Chapter 7 Epic Spellcasting

1 The powers ofeidolons, familiars, special mounts, and
animal companions continue to increase lwievel.

1 Any class feature that increases or accumulates as part of a
repeated pattern, such as an alchemist's bomb damage or a
rogue's sneak attack, continues to grow at the same rate.

1 Regularly accruing new abilities such as a barbarian's rage
powers ora rogue's rogue talentare no longer gained
automatically Instead,bonusclass feats can also be spent
on these abilities if desired.

1 You never gain new class abilities beyond ™0evel
Instead, classes gain bonuokassfeats at a constant rate
that can be spent on epievel feats drawn from the
individual class lister on any norepic feat for which the

character qualifies.

Author's Note

When t I i K ¥ AwAR Behdyr designed, one of thegoverning
philosophies was to eliminate 'dead levels," which werelg in the class
progressions of the origin& 3 5 &5 where character classes gained n
benefits beyond more HP and skill points. While developing the epic ru
what to do with the resurgence of these 'dead levels' weighed heavily]
my mind. Increasg in level is supposed to be a momentous event fo
character; a distinct increase in power that opens up new tactics
options.

| ultimately decided to leave the level progression the way it is,
most classes suffering from at least a few deactle Some are offset by
gaining new spells and others match up nicely with the character fq
gained at odd levels by all characters. A few classes, thdwye epic
levels where just not much is improving for them.

This does not mean | am content &bide bythe status quo | am
wrestling withseverdideas for how to addresthe dead levels. There arg
plans for a system called 'epic destinies' that Bke minifeats tailorel to
play style that 8 characters receive. | could also simply fill in the deg
levels withregularlyaccruing powers in the classes theeed them. If you
have any suggestions, pledasel free to share them.

The epic alchemist is an unrivalled master of concoctions,
brewing alchemical items with a speed andotgncy

unimaginableto lesser minds Their bombs are adestructive



as any wizard'®vocationand their mutagens can produce

truly terrifying abominations.

Table3-1: The Epic Alchemist

Level | Special |

21% Bomb 11d6

22™ Bonus class feat
23" Bomb 12d6

24" 1

25" Bomb 13d6

26" Bonus class feat
27" Bomb 14d6

28" T

29" Bomb 15d6

30" Bonusclass feat

Extracts An alchemist's epic levels are included when
determining their caster level They continue to gain more
extracts per day as they increase in lev&8eeTable 321:
Extracts or Spells per Day for Epic Alchemists, Bards,
Inquisitors Magi, and Summoners

Bomhk An alchemist's bomb damage continues to
increase by +1d6 damage every agigmbered level.

Bonus Class Feafhe epic alchemist gainsbanusclass
featat 22" level and an additionddonusclassfeat every four
levels (28, 30", 34", etc) Theseclassfeats can be selected
from Alchemical, Item Creation, Magic, or Metamafgiats.

Additionally, an alchemist may selech aAlchemist's
Discovery(but not a Grand Discoveryh lieu of anepic class

feat.

The epicbarbarian is a terror to behold The very
incarnation of rage, this furious warrior can cut his foes to

ribbons with aweinspiring ease.

Table3-2: The Epic Barbarian

Level | Special

21 Trap sense +7
22" DR 6t

231 Bonus class feat
24" Trap sense +8
25" DR 7t

26" Bonus class feat
27 Trap sense +9
28" DR 8t

29" Bonus class feat
30" Trap sense +10

Rage A barbarian continues to increase the number of
rounds per dayhe can rage by 2 for every level beyonthO

Trap SenseA barbarian's bonus to Reflex saves and AC
against traps continues to increase by +12af' level and
every 3 levelafterwards

Damage Reduction A barbarian's DR continues to

increase by 1 at 22level and every 3 levels afterwards.
Bonus Class Feathe epidarbariangains abonusclass
feat at 23 level and an additionabonus classfeat every
three levels (28, 29", 2" etc) Theseclassfeats can be
selected fromCombat and Rage feats
Additionally, a barbarianmay select aBarbarian Rage

Powerin lieu of anepic class feat

The epic bard'snusic can move even the cruetesnost
soulless creature, or inspire his allies to the heights of power
and bravery.

Tabe 3-3: The Epic Bard

Level Special

21% 1
2™ Bonus class feat
231 1
24" Bonus class feat
25" T
26" Bonus class feat
27" T
28" Bonus class feat
29" T
30" Bonus class feat

Spells A bard's epic levels are included when
determininghiscaster level He continuesto gain more spells

per day ashe increasea in level SeeTable 321: Extractsor
Spells per Day for Epic Alchemists, Bards, Inquisitors, Magi,
and SummonetsHereceives one additionalspell knownfor
every levelhe gairs beyond 20" level This can be selected
from any spell level the bard has access to.

Bardic KnowledgeA bard's epic levels count towartiss

total class levelvhen calculatindnisbardic knowledgdonus

Bardic PerformanceA bard continues to increase the

number of rounds per dakle can perform by 2 for every level
beyond 20, His inspire courageand inspire competence
abilities cease to improve automatically.

Bonus Class Feafhe epidard gains abonusclassfeat



at 22 level and an additionabonus classfeat every other
level (4™, 26", 28", etc) Theseclassfeats can be selected

from Magic,Morale, and Skill feats

The epiccavalier is a master rider and a peerless leader
of men Her challenges can shake foes to their core and
entire armies will break when they see her banner borne

fearlessly aloft.

Table3-4: The Epic Cavalier

Level | Special

21 T

22" Chalenge, 8/day

231 Bonus class feat

24" T

25" Challenge, 9/day, tactician, 6/day
26" Bonus class feat

27" T

28" Challenge, 10/day

29" Bonus class feat

30" Tactician, 7/day

Mount: A cavalier's mant continues to grow in power as
sheincreases in level SeeTable3-25: Animal Companions
and Mounts at Epic Levels

Order. Leveldependent benefits from her Order
continuesto increase beyond Dlevel.

Banner The bonuses of a cavalier's banner ce&se
improve automatically after olevel.

Challenge A cavalier can issue an additional challenge
per day at 2% level and every 3 levels thereafter

Tactician A cavalier can use her tactician ability an
additional time per day at 25 level and every5 levels
thereafter.

Bonus Class Feathe epiccavaliergains abonus class
feat at 23" level and an additionabonus classfeat every
three levels (26‘, 29", 32" etc) Theseclassfeats can be

selected fromCombat, Morale, and Skill feats

The epic cleric stands as one of his deity's most elite
servants, an inspiration to entire churches and systems of
belief. He also standss the solid center odn adventuring

party, providing power and assistance to his companions.

Table3-5: The Epic Cleric

Level | Special

21% Channel energy, 1&d
22" Bonus class feat

231 Channel energy, 12d6
24" T

25" Channel energy, 13d6
26" Bonus class feat

27" Channel energy, 14d6
28" T

29" Channel energy, 15d6
30" Bonus class feat

Spells A cleic's epic levels are included when
determininghis caster level He continuesto gain more spells
per day as he increasén level SeeTable 320: Spells per
Day for Epic Clerics, Druids, Witches, and Wizattisics do
not receive bonus domain spslfor spell levels beyondhg

Domain A cleric includehis epic levels when calculating
the effects othisdomain powers.

Channel Energy A cleric's channel energy power
continues to increase by +1d6 damage every-addbered
level.

Bonus Class Feafheepic cleric gains bonusclassfeat
at 22" level and an additionabonus classfeat every four
levels (28, 30", 34", etc) Theseclassfeats can be selected

from Channeling, Item Creation, Magic, and Metamagic feats

The epic druid is a ntigy symbol of the power of the
natural world, able to focus the primal forces of the elements
to do her bidding and adopt the form of abing alive
Table3-6: The Epic Druid

Level | Special

21° 1
22 T
23 Bonus class feat
24" T
25" 1
26" Bonus class feat
27" T
28" 1
29" Bonus class feat
30" T

Spells A druid's epic levelsare included when
determining her caster level She continues to ain more
spells per day as she increases in le\@#eTable 320: Spells

per Day for Epic Clerics, Druids, Witches, and Wizards



Nature Bond A druid's nature bond abilityeither the
granted power from her chosen domain or her animal
companiort continues to improve For domain powers,
include the druid's epic levels when calculating their effects
For animal companions, séable3-25: AnimalCompanions
and Mounts at Epic Levels

Wild Empathy A druid's epic levels count towards her
total class level fowild empathy.

Wild ShapeA drud's epic levels count towardser total
class level when determining the duration of her wild shape
ability.

Bonus Class Feathe epic druid gains a bonakssfeat
at 23% level and an additional bonuslassfeat every hree
levels (28, 29", 32 etc) Theseclassfeats can be selected

from Magic, Metamagic, and Wild feats

The epic fighter is a combat machine, a master of more
battle maneuvers than any other characteMore than a
mere swordswinger, theepic fighter knows how to besheir
opponents in any amea.

Table3-7: The Epic Fighter

Level | Special

21% 1

22 Bonus class feat, bravery +6
231 T

24" Bonus class feat

25" T

26" Bonus class &, bravery +7
27" T

28" Bonus class feat

29" T

30" Bonus class feat, bravery +8

Bravery A fighter's bravery ability continues to improve
by 1 at 2% level and every four levels thereafter.

Armor Training A fighter's armor training ceases to
improve after 28' levd.

Weapon TrainingA fighter's weapon training ceases to
improve after 28' level.

Bonus Class Feakthe epic fighter gains a bondsassfeat
at 22 level and an additional bonuslassfeat every other
level (24", 26", 28", etc) Theseclassfeats @n be selected

from Combat feats

The epic gunslinger is an exemplar of iron and powder
Part peerless warrior and part master craftsman, there is
nothing about firearms that they do not know and no target

they cannot strike.

Table3-8: The Epic Gunslinger

Level | Special

21% 1

22" Nimble +6

23 Bonus class feat

24" 1

25" T

26" Bonus class feat, Nimble +7
27" T

28" T

297 Bonus class feat

30" Nimble +8

Deeds A gunslinger includes their epic levels when
calculating the DCs of their Menacing Shot, Death Shot, and
Stunning Shot.

Nimble A gunslingels nimble ability continues to
improve by 1 at 2% level and every four levels thereafter.

Gun Training A gunslingels gun training ceases to
improve after 28 level.

Bonus Class Feafhe epigunslingergains a bonuslass
feat at 23" level and an additional bonuslassfeat every
three levels (26, 29", 32" etc) Theseclassfeats can be

selected from Combaghts.

The epic inquisitor can find corruption wherever it hides,
from darkened allies to the throne rooms of empireShey
bring judgment down on demon lords and fallen angels as

easily as their brethren might onere mortal perils.

Table3-9: The Epic Inquisitor

Level | Special

21 1

2™ Judgment, 8/day
231 Bonus class feat
247 T

25" Judgment, 9/day
26" Bonus class feat
27" T

28" Judgment, 10/day
29" Bonus class feat
30" T

Sells An inquisitor's epic levels are included when



determining their caster level They continue to gain more
spells per day as they increase in leveébee Table 321:
Extracts or Spells per Day for Epic Alchemists, Bards,
Inquisitors, Magi, and Summers They receive one
additional spell knowrfor every level they gaiteyond 20"
level This can be selected from any spell level the inquisitor
has access to.

Domain An inquisitor includes their epic levels when
calculating the effects of their donmapowers.

Judgment An

judgment per day at 29 level and every 3 levels thereafter

inquisitor can invoke an additional
An inquisitor's judgments cease to improve automatically at
epic levels

Stern GazeAn inquisitor includes their epic levels when
cakulating the effects of their stern gaze ability

Track An inquisitor includes their epic levels when
calculating the effects of their track ability.

Bane An inquisitor includes their epic levels when
calculating the duration of their bane ability.

Discen Lies An inquisitor includes their epic levels when
calculating the duration of their discern lies ability.

Bonus Class Feafhe epic inquisitor gains a bonadkass
feat at 23" level and an additional bonuslassfeat every
three levels (28, 29", 2™ etc) Theseclassfeats can be

selected fromCombat, Magic, and Skill feats

The epicmagus is the ultimate synthesis of martial and
magical, able to command steel with flawless finesse even as

he invokes the most esoteric of arcana

Table 3-10: The Epic Magus

Levl | Special \
St

K

23:: Bonus class feat

A

26:: Bonus class feat

ot

29" Bonus class feat

30" T

Spells A maguss epic levels are included when
determining hg caster level He continuesto gain more spells

per day as he increasén level SeeTable 321: Extractsor
Spells per Day for Epic Alchemists, Bards, Inquisitors, Magi,
and Summoners

Arcane Poal A magus includes his epic levels when
calculating the size of hisarcane poal The maximum
enhancement bonus he can imbue a weapon with does not
increase beyond +5 automatically.

Fighter TrainingA magus includes his epic levels when
calculaing his virtual fighter level for the purpose of
qualifying for feats.

Bonus Class Fedfhe epianagusgains a bonuslassfeat
at 23% level and an additional bonuslassfeat every three
levels (28, 29", 32 etc) Theseclassfeats can be selected
from CombatJtem CreationMagic, andMletamagicfeats.

Alternately, a magus can select a Magus Arcana in lieu of

an epic bonus class feat.

The epic monk has achieved an inner tranquility that
lesser characters can't even dream. oHer speed, powe

grace, and force of will are unmatched by mortal beings.

Table3-11: The Epic Monk

Level | AC Bonus| Fast Movement| Special

21 +5 +70 ft. T
22M +5 +70 ft. T
23 +5 +70 ft. Bonus class feat
24" +6 +80 ft. 1
25" +6 +80 ft. T
26" +6 +80 ft. Bonus class feat
27" +6 +90 ft. 1
28" +7 +90 ft. T
29" +7 +90 ft. Bonus class feat
30" +7 +100 ft. T

AC BonusA monk's bonus to AC and CMD increases by 1
at 24" level and every four levetbereafter (28", 32, etc.).

Fast MovementA monk's enhancement bonus to speed
increases by 1@t 21" level andevery3 Ievelsthereafter(24th,
27" etc.)

Flurry of BlowsA monk's flurry of blows ability ceases to
improve automatically after olevel.

Unarmed StrikeAmonk's unarmed strike damage ceases



to improve automatically after Dlevel

Maneuver TrainingA monk includes her epic levels when

calculating her CMB

KiPool Amonkincludes her epic levels when calculating
the size oher ki pool.

High Jump A monk includes her epic levels when
calculating the bonus to Acrobatics checkmade while
jumping

Wholeness of BodyA monk includes her epic levels

when calculating the number of hit points healed by this
ability.

Abundant Step A monk includes her epic levels when
calculating her caster level for this ability.

Diamond Soul A monkincludes her epic levels when
calculating her spell resistance.

Quivering PalmA monk includes her epic levels when
calculating the Fortitude DC needed to resist this ability.

Bonus Class Feafhe epianonkgains a bonus class feat
at 23% level and anadditional bonus class feat every three
levels (28, 29", 32 etc). Theseclassfeats can be selected

from Combat Ki, and Skill feats

The epic oracle is a direct conduit for the divine
guintessence that drives creatiorHe speaks with theoice
of the whole of causalityand acts wih the will of entire

pantheons.

Table3-12: The Epic Oracle

Level | Specia

21% 1

22" T
23" Bonus class feat
24" T
25" T
26" Bonus class feat
27" T
28" 1
29" Bonus class feat

30" T

Spells An oracle's epic levels are included when
determining his caster leveHe continues to gain more spells
per day as he increases in levebeeTable 322: Spellper

Day for EpicOracles and Sorcerers He receives one
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additional spell knowrfor every level he gains beyond 0
level This can be selected from any spell level the oracle has
access to.

Revelation An oracle includes his epic levels when
calculatingthe effectsor DCof his revelations

Bonus Class Feafhe epimraclegainsa bonusclassfeat
at 23% level and an additional bonuslassfeat every three
levels (28, 29", 32 etc) Theseclassfeats can be selected

from Item Creation, Magic, ahMetamagic feats

The epicpaladin stands at the forefront of the battle
against chaos and evil in the world, shining as a beacon of

hope to all who fight the good fight.

Table3-13: The Epic Paladin

Level | Special

21 T

22M Smite Evil, 8/day
23" Bonus class feat
24" T

25" Smite Evil, Rlay
26" Bonus class feat
27" T

28" Smite Evil, 10/day
29" Bonus class feat
30" T

Spells A paladin's epic levels are included when
determining their caster level They continue to gain more
spells per day as they increase in levBkeTable 323: Spells
per Day for Epic Paladins and Rangers

Aura of Good A paladinincludestheir epic levels when
calculating thestrength of their aura of goad

Smte Evil A paladin can smite evil an additional time per
day at 22" level and every 3 levels thereafteiThey include
their epic levels when calculating the damage bonus against
evil creatures.

Lay On HandsA paladin includes their epic levels when
calalating the number of times per day they can use this
ability and the number of hit points it heals (or damages, if
used against undead).

Divine Bond A paladin's divine bond abilityeither the
weapon enhancement power or their animal comparion

continues b improve The weapon enhancement's duration



and the number of times per day it can be used continue to
increase, though the enhancement bonus granted no longer
improves automatically For animal companions, sdable3-
25: AnimalCompanions and Mountd &pic Levels
Bonus Class Fealhe epicpaladin gains a bonuslass
feat at 23" level and an additional bonuslassfeat every
three levels (28, 29", 32" etc) Theseclassfeats can be
selected fromChanneling, Combat, and Morale feats.
Additionaly, a paladin may select a Mercy in lieu of an

epic bonus class feat

Whether cunning protector of the wild or colulooded
hunter of the weak, the epic ranger is one with the
wilderness, moving with deadly grace and keen mind through

the naturalworld.
Table3-14: The Epic Ranger

Level Special

21% 1

22™ Bonus class feat
231 T

247 Bonus class feat
25" T

26" Bonus class feat
27" T

28" Bonus clasteat
29" T

30" Bonus class feat

Spells A ranger's epic levels are included when
determining their caster level They continue to gain more
spells per day as they increase in levekeTable 323: Spells
per Day for Epic Paladins and Rangers

Favored EnemyA ranger ceaes to automatically gain
new favored enemies after Slevel

Track A ranger includes their epic levels when
determining their bonus to Survival skill checks made to
follow or identify tracks.

Wild EmpathyA ranger's epic levels count towards their
total class level for wild empathy.

Favored TerrainA ranger ceases to automatically gain
new favored terrains after 2Dlevel.

Hunter'sBond Arangefs hunter'sbond abilitycontinues

to improveif they have selected an animal companiofee
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Table3-25: AnimalCompanions and Mounts at Epic Levels

If they have selected a bond with their companiotiss
ability ceases to improve automatically as the Favored Enemy
ability no longer improves automatically. Howevéhe
bonus granted by this ability improvewhenever Favored
Enemy doessuch asrom the Extra Favored Enemy epic feat.

Bonus Class Feafhe epigangergains a bonuslassfeat
at 2™ level and an additional bonuslassfeat every two
levels (2™, 26", 28", etc) Theseclassfeats can be alected

from Combat and Skill feats.

The epic rogue is a trickster and a thief, a towtector
and a talespinner. Her skills are legendary, and her tales of
derringdo even more so If you listen to the stories, theresi

nothing she can't do.

Table3-15: The Epic Rogue

Level Special

21% Sneak attack +11d6, trap sense +7
22" T
231 Bonus class feat, sneak attack +12d6
24" Trap sense +8
25" Sneak attack +13d6
26" Bonus class feat
27" Sneak attak +14d6, trap sense +9
th
28 T
29" Bonus class feat, sneak attack +15d6
30" Trap sense +10

Sneak Attack A rogue's sneak attack continues to
increase by +1d6 every odduimbered level.

Trapfinding A rogue includes her epic levels when
calculating her trapfinding bonuses.

Trap SenseA rogue's bonus from trap sense increabgs
+1 at 21 level and by +1 every 3 levels thereafter.

Bonus Class Fedfhe epic rogue gains a bontlassfeat
at 23° level and an additional bonuslassfeat every three
levels (28, 29", 32 etc) Theseclassfeats can be selected
from Combat and Skill feats

Additionally, a rogue may select a Rogue Talent or

Advanced Talent in lieu of @apic bonus class feat

The epic sorcerer has honed his natural arcane ability to



mythical levels, but the need for evgreater power never

ceases.

Table3-16: The Epic Sorcerer

Level | Special

21 T

22™ T

23" Bonus class feat
24" T

25" T

26" Bonus class feat
27" T

28" T

29" Bonus clasteat

30" T

Spells A sorcerer's epic levels are included when
determining his caster leveHe continues to gain more spells
per day as he increases in levebeeTable 322: Spells per
Day for EpicOracles and Sorcerers He receives one
additional spell knowrfor every level he gains beyond %0
level This can be selected from any spell level the sorcerer
has access to.

Bloodline A sorcerer includes his epic levels when
determining any levetlependant effects of his bloodline
powers

Bonus Class Fealhe epicsorceer gains a bonuglass
feat at 23" level and an additional bonuslassfeat every
three levels (26, 29", 32 etc) Theseclassfeats can be

selected fromitem Creation, Magic, and Metamagic feats

None understand the planes dboroughly as the epic
summoner; hecan call forth and treat with beings normal
men could scarcely fathonwhile his eidolon is a truly
the illimitable

wondroug or horrendoug example of

horizons of its master's imagination.

Table3-17: The Epic Summoner

Level | Special

21% 1
2™ T
231 Bonus class feat
247 T
25" T
26" Bonus class feat
27" T
28" T
29" Bonus class feat
30" T
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Spells A summoner's epic levels a included when
determining his caster leveHe continues to gain more spells
per day as he increases in levebeeTable 321: Extractsor
Spells per Day for Epic Alchemists, Bards, Inquisitors, Magi,
and SummonetsHe receives one additional spelldwn for
every level he gains beyondt?(l)evel This can be selected
from any spell level the sorcerer has access to.

Eidolon A summoner's eidolon continues to improve
SeeTable 326: Eidolons at Epic Levels

Bond SensesA summoner's epic levels arecliuded
when calculating the number of rounds per day he can use
this ability.

Maker's Call A summoner's epic levels are included
when calculating the number of times per day that he can use
this ability.

Merge Forms The summoner's epic levels are inadd
when calculating the number of rounds per day he can use
this ability.

Twin Eidolon The summoner's epic levels are included
when calculating the number of rounds per day he can use
this ability.

Bonus Class Feafhe epic summonegains a bonus class
feat at 23" level and an additional bonus class feat every
three levels (28, 29", 32" etc). Theseclassfeats can be
selected from Item Creation,

Magic, Metamagicand

Summonindeats

The epic witch cares nothing for the fear of the common
mant deserved or nat because she controls powers that
can humble mobs and hold entire inquisitions at bay if they
are foolish enough to challenge her.

Spells A witch's epic levels are included when
determining her caster level She continues to gain more
spells per day as she increases in lev@teTable 320: Spells
per Day for Epic Clerics, Druids, Witches, and Wizards

Arcane Bond A witch's familiar continues to improve

SeeTable3-27: Familias at Epic Levels



Table3-18: The Epic Witch

Level | Special

21% 1
22" T
231 Borus class feat
24" T
25" T
26" Bonus class feat
27 T
28" T
29" Bonus class feat

30" T

Bonus Class Feafhe epic with gains a bonuslassfeat
at 23° level and an additional bonuslassfeat every three
levels (28, 29", 32 etc) Theseclassfeats can be selected
from Item Creation, Magic, and Metamagic feats
Additionally, a witch may select a Hex, Major Hex, o

Grand Hex in lieu of agpic bonus class feat

To the epic wizard, knowledge is power, and the quest
for knowledge is neveending The secrets of greater magic
and the creation of artifacts tempt the epic wizard, who
pursues these secrets acothe planes.

Spells A wizard's epic levels are included when
determining their caster level They continue to gain more
spells per day as they increase in levekeTable 320: Spells

per Day for Epic Clerics, Druids, Witches, and Wizards

Table3-19: The Epic Wizard

Level | Special

21% 1

22" T

231 Bonus class feat
24" T

25" T

26" Bonus class feat
27" T

28" T

29" Bonus clas feat

30" T

Arcane BondA wizard's arcane bond ability continues to
improve if they have selected a familiarSee Table 3-27:
Familias at Epic Levels

Arcane SchoolA wizard includes their epic levels when
calculating the effects levalependant abities from their
arcane school.

Bonus Class Fedfhe epic wizard gains a bontlassfeat
at 23° level and an additional bonuslassfeat every three
levels (28, 29", 32 etc) Theseclassfeats can be selected

from Item Creation, Magic, and Metarge feats

Asa spellcasting character advargtrough epic levels,
their mastely over magit arcane or divine continues to
increase This is reflected by their access to increasingly

powerful spelllevels

Table3-20: Spells per Day for Epic Clerics, Druids, Witches, and Wizar Table3-21: Extracts or Spells per Day for Epic

Alchemists, Bards, Inquisitors, Magi, and

AV 0 4 6 8 9 Sumnoners
21 1 1 1 1 1 1 1 T T 1
22 2 T T T T T T T T T ave ah | g 0
d
23m 2 1 T T T T T T I U 21 1|1 T 1 T T T
24 3 2 T T T T T T T T 22" 2 |1 1 T 1 1 1
25" 8 2 1 T T T T T T U 237 3 [t T T T T T
26" 3 3 2 T T 1 1 T 1 1 24" 3 1 | 1 T T 1 1
27" 4 3 2 1 T T T T T T 250 4 | 2 |t T T T T
28" 4 3 3 2 T T T T T T 26" 4 3 |1 1 T T T
29" 4 4 3 2 1 T T T T T 27" 4 3 1 T T T T
30" 4 4 3 3 2 T T T T T 28" 4| 4] 2 | 1 T T T
31™ 4 4 4 3 2 1 T T T T 2g" 5 | 4 | 3 T T T T
32" 4 4 4 3 3 2 T T T T 30" 5 | 4 | 3 1 T T T
33 4 4 4 4 3 2 1 T T 1 3 5 | 2 | a 2 T T 1
34" 4 4 4 4 3 3 2 1 1 1 3 5 | 5 | a 3 T T T
th
35‘h 4 4 4 4 4 3 2 1 i T 337 5 5 | 2 3 1 - T
I ol e letel il
o L 35" 5| 5|5 | 4 3 T T
38 j j j j j 2 i 3 ; T1 36" 5 | 5|5 | 4 3 1 |1
39" 3 37" 5 [ 5] 5] 4 4 2 | 1
40 4 4 4 4 4 4 4 3 3 2 38" 515 ] 5 5 2 3 T
39" 5| 5] 5 5 4 3 1
40" 5| 5] 5 5 4 4
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Table3-22: Spells per Day for Epic Oracles and Sorcerers

Table3-23: Spells per Day for Epic Paladins and Rangers

eve 6 S 9 0

21% 1 1 1 1 1 T T T T T 21 0 |t T T T T T
221 3 1 T T 1 T 1 1 T T 22 R T 1 1 1 1
231 4 1 1 1 1 T 1 1 T T 231 1 [t 1 1 1 1 1
24" 5 3 1 1 T T 1 1 T T 24" 1 0|t 1 1 1 1
25" 6 4 1 1 1 T T T T T 25" 1 1 [t T T T T
26" 6 5 3 1 1 T 1 1 T T 26" 2 R 1 1 1 1
27 6 6 4 1 T T 1 1 T T 27 2 1 0 |t 1 1 1
28" 6 6 5 3 T T 1 1 T T 28" 2 1 1|1 1 1 1
29" 6 6 6 4 1 T T T T T 29" 2 2 1 |1 T T T
30" 6 6 6 5 3 T T T T T 30" 3 2 1 0|1 1 1
31" 6 6 6 6 4 T 1 1 T T 31" 3 2 1 1|1 1 1
32™ 6 6 6 6 5 3 T T T T 32™ 3| 21 2 1|1 1 1
331 6 6 6 6 6 4 T T T T 331 3| 3] 2 1|0 T T
34" 6 6 6 6 6 5 3 T T T 34" 4 | 3| 2 1 1 T T
35" 6 6 6 6 6 6 4 1 T T 35" 4 3 2 2 1 1 1
36" 6 6 6 6 6 6 5 3 T T 36" 4 3 3 2 1 0 1
37" 6 6 6 6 6 6 6 4 T T 37" 4| 4] 3] 2 1 1 T
38" 6 6 6 6 6 6 6 5 3 T 38" 4 | 4 3] 2172 1 T
39" 6 6 6 6 6 6 6 6 4 T 39" 4 a3 3] 2 1 0
40" 6 6 6 6 6 6 6 6 5 3 40" 4 | 4] a4a]3]2 1 1

As they gain access to higher spell levels, the slots are they add one new spell of any level they can dasin their

usually filled with spells modified byetamagicfeats For
instance, asilent meteor swarnor a quickened headre both
10™level spells Alternately, if the caster does not haamy
applicablemetamagicfeats, they can simply use the higher
level slot to prepare or spontaneolyscast a loweilevel spell
That samenealabove could be cast unmodified as d"1@vel
spell This never increases the spell's DC; you could cast a
fireballas a 18-level spell, and it would have the same Reflex
save DC as if you had cast it as tidevel spell it actually is.
(asses that cast spontaneouslpards, inquisitors,
oracles, sorcerers, and summonerslso receive more spells

known as thg increase in level. For every level abové& 20

Table3-24: Ability Modifiers and Epic Bonus Spells

class spell lidgb their spells known.

Classes never automatically gain more spédis their
class spell list A pakdin only has spells up to"devel, for
instance even if shecan cast 5'-level magic, she does not
gain 2 level spells even though those exist on other divine
caster spell lists For increased spell accesbgete areepic
feats that can broaden some clasgs spelllists, or you can
researchyour own, as deiledin Chapter 7: Epi8pellcasting

Additionally, casters continue to gain additional spells
per day for high scores in their relevant ability: Intelligence,
Wisdom, or CharismaThese additional spellsare shown in

Table 324: Ability Modifiers and Epic Bonus Spells

ore odifie 0 / 6 8 9 0 ¥ /
30-31 +10 1 T T T T T T T T T T T T T T
32-33 +11 1 1 T T T T T T T T T T T T T
34-35 +12 1 1 1 T T T T T T T T T T T T
36-37 +13 1 1 1 1 T T T T T T T T T T T
38-39 +14 2 1 1 1 1 T T T T T T T T T T
4041 +15 2 2 1 1 1 1 T T T T T T T T T
42-43 +16 2 2 2 1 1 1 1 T T T T T T T T
44-45 +17 2 2 2 2 1 1 1 1 T T T T T T T
46-47 +18 3 2 2 2 2 1 1 1 1 T T T T T T
48-49 +19 3 3 2 2 2 2 1 1 1 1 T T T T T
50-51 +20 3 3 3 2 2 2 2 1 1 1 1 T T T T
52-53 +21 3 3 3 3 2 2 2 2 1 1 1 1 T T T
54-55 +22 4 3 3 3 3 2 2 2 2 1 1 1 1 T T
56-57 +23 4 4 3 3 3 3 2 2 2 2 1 1 1 1 T
5859 +24 4 4 4 3 3 3 3 2 2 2 2 1 1 1 1
60-61 +25 4 4 4 4 3 3 3 3 2 2 2 2 1 1 1
etc.
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Table3-25: Animal Companions and Mounts at Epic Levels

Natural
Armor Tricks Special
21" 17 +12 +10 +10 D 17 9 +14 Sl 8 T
22" 18 +13 +11 +11 +6 18 9 +14 +7 8 T
23° 18 +13 +11 +11 +6 18 9 +14 +7 8 T
24" 19 +14 +11 +11 +6 19 10 +16 +8 9 T
25" 20 +15 +12 +12 +6 20 10 +16 +8 9 AT ST
increase
26" 21 +16 +12 +12 +6 21 11 +16 +8 9 Epic
27" 21 +16 +12 +12 +6 21 11 +18 +9 10 T
28" 22 +16 +13 +13 +7 22 11 +18 +9 10 T
29" 23 +17 +13 Gl +7 23 12 +18 +9 10 T
30" 24 +17 +14 +14 +8 24 12 +20 +10 11 Ability score
increase
+1 +3/4 +1levery | +1every | +1every| +1every +1 +levery | +2every3 | +levery3 | +1every Ability score
every oddHD | evenHD | even HD | even HD | every odd HD levels levels HD increase every 4
level HD HD

Table3-26: Eidolons at Epic Levels

Good Bad Armor Str/Dex Evolution
BAB | Saves | Saves | Skills | Feats | Bonus Bonus Pool
21 16 +16 +10 +5 64 8 +18 +8 27 7 ATy EBEE
Increase
22 17 +17 +10 +5 68 9 +18 +9 28 7 T
23¢ 18 +18 +11 +6 72 9 +20 +9 29 7 T
24" 18 +18 +11 +6 72 9 +20 +9 31 8 T
25" 19 +19 +11 +6 76 10 +20 +10 32 8 T
26" 20 +20 +12 +6 80 10 +22 +10 33 8 Ability score
Increase
27" 21 +21 +12 +6 84 11 +22 +11 34 8 Epic
28" 21 +21 +12 +6 84 11 +22 +11 35 8 T
29" 22 +21 +13 +7 88 11 +24 +11 37 9 T
30" 23 +22 +13 +7 92 12 +24 +12 38 9 T
+1 +3/4 +1 +1every | +1 every +4 +1levery| +2every | +tlevery2or3 | +11/5every | +1every5| Ability score
every every even HD | even HD | every oddHD | even HD levels, level levels increase
level odd HD HD alternating every 4 HD
Table3-27: Familiars at Epic Levels
From a druid's animal companion to a witch's familiar, a eve| Natural Armo elligence pecia
. 21°%- 27" +11 16 1
many characters havan allythat has stood by their side for 239 o4 12 16 T
) 25" - 26" +13 17 T
the last twenty levels; they are as much a part of that g 14 17 T
. . . . h h
character's identity as a fighter's weapon or a wizard's spells 29" -30 +15 18 T
+1 +1 every 2 levels| +1 every 4 levels T
These companions continue to improve as outlined in the
tables below. be sure to note the difference between an increase based on

When a companion of any type gains the "Epic" special level which refers to the class level of the character the
qualityt that is, when they reach2HDr they are eligible to companion follows, and baseon HD which refers to the
select epic feats whenever they could otherwise select a  companion's total Hit Die.
normal feat Additionally, their base attack bonus and saving

throws begin following the typical epic progression: base

attack increasing by +1 at eyeoddHDand saving throws by Archetypes alternate classes produced by modifyiag
+1 every even HD. base classs abilitiest are one of thet | (i K F AsySReE's\NM
When charting a companion's growth beyond‘h3|@vel, more farreaching changes, designed to make it easied
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more desirable for players to stick with a dmgclass
throughout their character's lifespanlit removes the focus
that D&Dn 3.5 had placed on multiclassing and prestige
classes. These archetypesn achieve epic levels as easily as
the classes thy're derived from Archetypes earn epic bonus
class feats at the same rate and on the same schedule as the
base class Class features they share in common with the
base class continue to improve (or not improve) in identical
fashion to the base class.

For new class features, it is best to work with y@&i¥ to
determine their epic progressionf an archetype uses a class
feature borrowed from different classsuch as the Wild
Stalker, a ranger archetype which gains the barbarian's Rage
class ability then you can consult the epic progression of the
class which the new ability comes from, though you will still
want to confirm with your GM that the two abilities advance
in the same way.You can also look at the critefliated inthe
beginning of this chajtr to get an idea about how new class
features might improve at epic levels

One of the major roles of epic feats is to improve or
complement norepic class abilities, improving a rogue's
sneak attack, granting summoners improvements to their
eidolons, orenabling a cleric to use their Channel Energy to
accomplish a wider variety of actions. While archetypes that
use existing abilities from different classes are able to select
epic feats that apply to their new abilities, if an archetype
introduces a comgtely new ability, there exist no epic feats
tailored to those powers. In these casesnsiderconsulting
with your GMto designsomecustom epic feats to meet your
needs.

Additionally, when an archetype replaces oofea class
key features, the new chss feature shoulde able toserve
the same role as a prerequisite for epic feats that required
the replaced class feature as a prerequisite, unless there is a
mechanical reason for it not to (such as the feat granting
extra uses ofhe specific ability hat is replaced). For instance,
an epic monk with theKi Pool (Adamantine) class feature
could select either ImproveHi Strike orKiChannel, provided
artist

they met the other prerequisites. The martial
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archetypefor the monk meanwhile, does not gaife KiPool
class feature, instead gaining the Exploit Weakness class
feature. This represents the martial artist's eschewal of the
mystic elements of the normal monk, replacifg with
physical ability. Without access tdi, it is obvious that they
would not meet the prerequisites foKi Channel, but an
argument could be made for their selecting Improvéd
Strike, as it changes their ability to overcome damage
reduction (an ability Exploit Weakness alreadsanty to
include epic DR. Some changes migged to be made to the
featt perhaps as simple as renaming thut those can be

worked out by the player anGM.

When your singlelass epic character gains a level, you
may choose to increase the level of your current class or pick
up a newclass at 1 level The standard rules for multiclass
characters in the&Core Ruleboogtill apply, but epic characters
must keep in mind the rules for epic advancement.

The epic character gains all theé“-tevel class skills,
weapon proficiencies, armorrpficiencies, spells, and other
class features of the new class, as well as a Hit Die of the
appropriate type In addition, the character gets the usual
skill points from the new class Just as with standard
mutliclassing, adding the second class doet aomfer some
of the benefits of a Tlevel character, including starting
equipment, starting gold, or an automatic animal companion.

An epic character does not gain the base attack bonuses
and base save bonuses normally gained when adding a
second classInstead, an epic character uses the epic attack
bonus and epic saveonus progression shown ohable 21:
Experience and LevBkepen@nt Benefits using their total
character level to determine what benefits they receivall
epic class descriptions prvide a list of bonus feats the
characters must choose framWhereveryou havethe option
to choose from a list of bonus feats in your second class (such
as a fighter's bonus featst even levelr a ranger's combat
styles), you can also choose from thenlis epicclassfeats

for that specific class.



In August of 2013, Paizo introduced a new mechanic for
t I O K¥F icaflé Mithic Adventures, designed to enhance
the powers and capabilities of PCs in a way related to, but
ultimately different from, the eic advancement scale. it a
10-level parallel progression system that allows you to gain
power in tandem with the regular 2@&vel character
progression. It is desiged to permit highpowered gamelay
essentially from the gego, if youwant.

| believe that mythic and epic gameserve different
purposes and different gaming styleShere is room for both
in the community, but | feel it important to note here that |
am taking nanythic rules into consideration in this document.
This maycreate areas of overlap or else rulings where the
two systems contradict onanother. If you wish to run a
mythic campaign that also enters epic levels, that is your
prerogative, but know that nothing in this document is
optimized for such a style of play

| am not ruling out future editions of thEpic Pathfinder
Handbookthat have a dedicated section fopi-mythic play,
but for now, | do not have enough experience wittythic
games, nor do | want to distract from fistening the regular

epic ruleset.
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Despite the neamagical nature of some epic level skill

uses, all uses of skills are considered exceptional abilities

(unlessotherwiseindicated and thus function normally even

within areas of antimagic.

This section describes new DCs and new modifiers for

skills.

The character carstand instantly, leap up adjacent

surfaces, and keep their balance on almost any surface.

DC Task

35 Free stand.

40 Balance ora surface up to 1 inch wide
50 Climb vertical surface.

60 Balance on a hathin surface

90 Balance on a liquid surface

120 Balance on cloud

Free StandThe character can stand up from prone as a
free action (intead of as a mowequivalent action).

Climb Vertical SurfaceThe character can climb up to

their base speedby jumping and bouncing off walls, trees, or
similar vertical surfaces The character must have at least
two vertical surfaces to bounce off, artie two must be
within 10 feet of each other.

Special If you have23 or more ranks in Acrobatics, you
gain a b dodge bonus to AC when fighting defensively
instead of the usual +@r +3 for having 3 or more rankg)nd
a 8 dodge bonus to AC when takitige total defense action
instead of the usual +4{or +6 for having 3 or more ranks)
This bonus increases by +1 for every additional 10 ranks

above 23 the character has.

The character can sense magical auras in objects.
With a successful appra&ischeck against a DC 5het
character can sense if an item has a magical asr# using

detect magic This requires a fullound action.
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The character can implant a n@nagical suggestion in a
target, display a false alignment, or disguisedritier surface

thoughts.

DC | Task
vs target's Sense Motive + 50 Instill suggestion in target

70 Display false alignment

100 Disguse surface thoughts

Instill Suggestion in Targethis is identical to the effect

of the suggestiorspell, except that it is nemagical and lasts
for only 10 minutes.

Display False AlignmentThe character can fool

alignmentsensing effects by sdplaying a false alignment of
his or her choice Once set, a false alignment remains as long
as the character remains conscious and awal&etting or
changing a false alignment requires a-follind action.

Disquise Surface Thoughi&he character can @ spells

such agdetect thoughtsor similar effects by displaying false
surface thoughts2 KA f S GKS OKIF NI} Ol SN O
the presence of his or her thoughts, he or she can change his
2NJ KSNJ LI NByd LyidaSttAa3asSyos
apparent mental strength) by as much as 10 points and can
LX I OS Iye (K2dzAKG Ay KA& 2N K
by such spells or effectdf a character attempts to use Sense
Motive to detect his or her surface thoughts (see the Sense

Motive skil description), this becomes an opposed check.

The character can climb otherwise unclimbable surfaces.

DC | Surface

70 A perfectly smooth, flat, vertical surface

100 A perfectly smooth, flat, overhang or ceiling

+20 Rapid climbing

Rapid ClimbingA character can climb his or her speed as
a moveequivalent action, or double his or her speed as a full
round action (requing two Climb checks), but the character
takes a-20 penalty on his or her check.

Special The Legendary Climber feat allows a character to

ignore any penalties for accelerated or rapid climbing.



The character can craft items more quickly than normal

A character can voluntarily increase the DC of crafting an
item by any multiple of 10 This allows the character to
create an item more quickly (since he or she will be
multiplying this higher DC by his or her skill check result to
determine progress) The character must decide the increase

to the DC before making the check.

The character camsshift a character's attitude by more

than 2 stepsturn a person into a fanatic followeand avoid

suspicion while gathering information

DC
Modifier Task
+5 Shift attitude by 2 step
+10 Shift attitude by 3 step
+20 Shift attitude by 4step
+40 Shift attitude by 5 step
+50 Shift attitude from helpful to fanatic (in addition to DC
increase for shifting attitude by multiple steps, if applicablé

Fanatic A fanatic vill give life to serve yagufighting to
the death against overwhelming oddsthrowing themselves
in front of onrushing dragon In addition to the obvious
effects, any NPC whose attitude is fanatic gains a +2 morale
bonus to Strength and Cetitution scores, a +1 morale bonus
on Will saves, and & penalty to AC whenever fighting for
the character or his or her caus&his attitude will remain for
2yS RIF& LXdza 2yS RI &
02ydzaz | G ¢ KA OK ituddvillyrévert tKiS
original attitude.

Treat the fanatic attitude as a miraffecting
enchantment effect for purposes of immunity, save bonuses,
or being detected by the Sense Motive skilince it is non
YIEIAOFEE A4 OF yQi
suppresses or counters miraffecting effects will affect it
normally. !
by the use of skills.

Avoid SuspiciorBy accepting a20 penalty on his or her
check, a character can avoid any suspis that might
otherwise be aroused by someone pursuing sensitive

information.
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The character can rush his or her attempt, reducing the

amount of time it takes talisable a device or open a lock

DC Modifier | Task

+20 Disable device as a futhund action

+30 Open lock as a mowequivalent action
+50 Disable device as a moeguivalent action
+60 Open lock as a free action

+100 Disable device as a free action

Disguisedoes not possess arpie usage.

The character can pass through spaces smaller than his

or her head, or even through a wall of force.

DC Surface

80 Extremely tight space

120 Pass throughwall of force

LIS NJ LJ2 A fiect) antl sqiiekz8 thraugh-itNJ O G S N &
bt/ Q&

Extremely Tight Spac@his is the DC for getting through
I aLl O0S sKSy 2ySQa KSIR

can be a small as 2 inches square for Medigine creatures
Halve this limit for each size category less than Medsire;
double it for each size category greater than Medigize If

the space is long, such as in a chimney, multiple checks may
be called for.

Pass firough Wall of Force This allows a character to

find a gap of weakness inwaall of force(or similar force
/ K

b

Flydoes not possess an epic usage.

0 Sffed® ahatLIS t £ S RHe ch&t&terSehhidle ctegfutes other than angnal

and can teach or train in much less time than normally

FILylGA O b tndtBeXurthefiadjdsiedizR S réduingd.

Reduce Teachingfraining Time Normally, teaching a

creature a trick takes a week draining it for a purpose
requirestwo to six weeks A character can accelerate the,
reducing the timerequired to the listed time, by adding the

DC modifier to the base DC for teaching or training the

a K 2 dz
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DC | Task | Time

30 + HD | Rear noranimal 1 year ]
40 +HD | Train noranimal 2 months Knowledge does not possess an epic usage.
+50 Reduce time to teach a trick to... 1 day
+50 Reduce time to train for a purpose to... 1 week
+75 Reduce time to teach a trick to... 1 hour
+75 Reduce time to train for a purpose to... 1 day
+100 | Reduce time to teach tick to... 1 minute The character can decipher magic scradisd forge
+100 Reduce time to train for a purpose to... 1 hour
+120 Reduce time to train for a purpose to... 1 minute handwriting he or she hasn't even seen.
creature |  OKI N¥ OGSNJ OF yQi NBRdJzOS DC | Surface .
than 1 minute. 50 + (spell Decipher a written spell (such as a scroll) without usin
level x 5) read magi¢ one try per day
+50 Forge document without sample
Forge Document without &nple The character can
The character carsimulate curative magic ogreatly forge a document without having seen a similar document or

speedapaby 1 Qa NBO2OSNE 27F KAG LI2 hayinga dample of the handwriting to be copied.

DC Surface

50 Cure light wound§1d8+5)

50 Quicken recovery
75 Cure moderate wound®2d8+10) )
100 Perfect recovery The character carsense magical ausaor detect an

100 Cure serious wound8d8+15) illusi
125 Cure critical woundgd8+20) iifusion.

Cure As a fulround action, the character can simulate
60 Sense magic

the effects of acure spell on a target No character can | 70+ Spell DC | Defeat illusion |

receive the effects of being healed by this skill more than Sense MagicThe charactercan sense the preseare of

once per day. active magical effects in the area being searghtbdugh not
Quicken Recoveryhe charactecan allow a character to the number, strength, or type of the effects.

regain hit points in a single hour as if he or she had provided Defeat Illusion The character can automatically detect

longterm care for a full day The character can quicken the any illusion for what it truly is No Will save is required, and

recovery of up to six patients at a timeb 2 OK I NJ O GiSKNX &80 K | NJt RatieSd\dteRagt Hith yheillusion.
recovery can be quickened more than once pey.da
Perfect RecoveryThe character can allow a character to
regain hit points in a single hour as if he or she had provided ¢KS OKIFNYOGSNI Oy agte |y |
longterm care for a fullveek The character can use perfect her performance.
recovery on up to six patients at a timeb 2 OK I NJ O S NRayAudience Youcan use Perform as Diplomacy, but
recovery ca be perfected more than once per day, nor can increase the DCs by +20.
perfect recovery and quicken recovery both be used on the

same patient in the same day.
Profession does not possess an epic usage.

Intimidate does not possess an epic usage.

Special The DC to intimidate any creature whose The character can stand upon his or her mount in combat
attitude has beenmade fanatic through use ofDiplomacyor control it with a thought, or use it for cover while riding
Performis increased by +20. Stand on Mount The character stansl on his or her

Y2dzyiQa o6F O] S&OSy RdzNAyTHe Y2
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DC | Surface

40 Stand on mount
50 Unconscious control
60 Attack from cover

character takes no penalti¢e actions while doing so.
Unconscious ContrpAs a free action, the character can
If the

attempt to control their mount while in combat
character fails, he or she controls the mount as a move
equivalent action

Attack from CoverThe character can dpdown and

hang alongside his or her moums an immediate actign
using it as coverThey can attack and cast spells while using
his or her mount as cover without penaltyjf the character
FILAfaz KS 2NJ akKS R2SayQd 3Si

ThS OKF NI OG4SNJ Oy RA&AOSNY |

detect surface thoughts.

DC | Surface

60 Discern partial alignment
80 Discern full alignment
100 Detect surface thoughts a

OKI NI} OGSN) RAaAOSNYy

When making the check, the character states whether he or

2y S

she is trying to discern the lashaos or googkvil component
I OKI N} OGSNJ Ol yQi NBGNE
to discern more than one component of the alignmerfhe
target must be visible and within 30 feet of the character.
Discern Fuil Alignment This use of the skill lets a
OKI NI} OGSNJ RSGSNXYAYS
¢ KS

visible and within 30 feet of the character.

Detect Surface ThoughtJhis lets a character rdathe

surface thoughts of a single target (as the-Bodnd effect of
the detect thoughtsspell) There is no saving throw to resist
this effect, though the target can use Bluff to disguise his or
her surface thoughts, in which case this becomes an oppose
check any result lower than 100 automatically failsThe

target must be visible and within 30 feet of the character.
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major feats of legerdemain.

50 | Lift a medium object from a persosuch as a onbanded weapon.
70 Lift a large object from a person, such as a-tvemded weapon or
shield.

al 1S Iy IR2FIOSyidz gAttAy3d ONE
2NJ AYIl € f SN @& RA &I LILDSfache willKA € S
80 | creatureor object is displaced up to 10 feet away; make a separg
{GSIHtGK OKSOl G2 RSGSNXYAYS K¢Z
object is hidden.

Lift an attached object from a person, such as a backpack or pie
clothing.

+30

i Khe chargt®mMdandedtyfySpFopeities of a magic item
without use ofdetect magic

Identify Magic Item By increasing the DC m60 and
vith oHBE Sim@edof indpectibyine Shaiactdr identificah S y

properties of a single magic item (including command words
and charges remaing) without the use ofdetect magic A

OKIF N} OGSN) OFyQid FadGSYLIWi GKAa
once.

2F I GIFNBSGQa FtA3IyYSyil
The character can hide others as well as hiding him or

herself.

i KS OK SHie Bnothey BY adcépting BR0 peiiafty ob lhiy” @ ther dza ¢

Hide check, a character méhide another adjacent creature
whose size is no more than one category larger than the
OK I NJ O .S\nrdfiers ® dhg check for the size of the

020K 02 YLX¥eatlry st ap@yF asldo il btheB @iales, inclidhdtiio¥eS y
OKI NI O SNJ Ol yrseitargbtBniistiBe (i KBr mevkgibsier than half speedLikewse, a character can

only hide another creature when it is not under direct
observation by a third party The creature the character
hides remains hidden until it is spotted or it takes some other

action that breaks its concealment, as normal.

The character can ignore the effects of terrain on
movement withstand even the harshest weatherand

determine the direction to a location on the same plank



the character is capable of tracking, he or she can identify the

races of creatures being trked.

Get along irthe wild while moving at full speedl'he character can
40 | provide food and water for one other person for every 2 points by
which the check result exceeds 40.

Automatically succeed on all Fort saves against severe weaflner
60 | character can extend thizenefit to one other character for every 2
points by which the check result exceeds 60.

60

Ignore overland movement penalties of terraifihe character can
move at full overland speed regardless of terraithe character can
extend this benefit to onether character for every 5 points by
which the check result exceeds 60.

60 | Identify race/kind of creature(s) by tracks.

examples might include swimming up a whirlpoal

incredibly large wave.

remains completely or mostly immersed in waterOther

an

Speed Swimmindy taking a20 penalty on the check, a

character can swim his or her speed as a megaivalent

action, or double his or her speed as a-follind action.

Use Magic Device does not possess gic asage

Wherever the character is, he or she can determine the

direction to a location on the same plane.

DC | Familiarity with Location

40 Very familiar

60 Studied carefully
80 Seen casually
100 Viewed once
120 Description only

With a successful check, the character knows the

direction to the desired location This merely points the
character in the directon of &8 f 2 O0F GA2Yy T A
him or her with information on how to get there, nor does it

take into account any obstacles in the path + SN® T YAf A NE

R2SayQi LINRBOARS

represents a place where the character has been very often

w

and where he or she feels at homed { G B8R 0% NB F dzf £ & ¢

represents a place the character knows well, either because

he or she has been there often or has used other means to

study theplaced { SSy Ol adzl t t &¢ Aa LX I OS GKIFG GKS OKIF NI OGSNJ
has viewed more than once, but which he or she has not

studied. d +tASgSR 2y 0S¢ Aa | LIXFOS GKIG GKS OKFNIOGSNI KIa &
once, possibly using magica 5 SAONR LIiA2y 2ytéeé Aa | LXI OS

whose location and appearance the character knows through

az2ysS2y$S StasSQqa

The character can swim up vertical surfaces wins

much faster than normal.

80

Swim up waterfall

+20

Rapid swimming

RSAONALIIAZ2Y @

Swim up WaterfallThis use of the skill allows a character

to swim an angled or vertical surface, as long as he or she
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More than almostany other single thing, it is feats that
make an epiccharacter They arethe primary method of
gaining powers augmening your considerablestrengths or
eliminating what few ofyour weaknessesemain You can
learn to project magic with a thought, slice through steel as
easily as flesh, or feather your foes from a mile away

Like normal feats, epic feats give your characters new
capabilities or improve existing ones These abilities
transcend theordinary, however, instead entering into the
mythical Even the most "mundane" epic character is capable
of acts that defy belief, be it leaping across canyons and
outrunning galloping horses @alling upon the arcane power
of true dweomers

The feats listd in this chapterare designed to address
not only epic characters in general botesentat least a few
optionsspecific toeach of the 9 character classesoveredin
this document That being said, you should not consideisth
list definitive; thescqge an epic campaign teemendous and
the potential for character growth should be equally without
limits. If there is something specific you wish your character
to accomplish, discuss it with yo@®M and see if you can
work out a feat or series of feat®e make it happen If you

can dream of doing it, it can probably become an epic feat.

Epic feats are acquired just like normal feats, except that
they cannever be acquired by a character below 2level
There are two methods ofajning epic feats:

1 At 21" level and every two levels afterwards (335", 27",
etc.), a character's bonus feat can be usddr either a
regular feat or for any epic feat that the character meets
the prerequisites of.

1 Each character gains bonus eplassfeats based ortheir
class description in Chapter @& via epic multiclassing
These feats must be selected either from the list of bonus
epicclassfeats for that class or any negpic feat for which

they meet the prerequisites.
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Most epic feats have prerequisites (in addition to the
universal prerequisite of a charactbeinglevel 21 or higher)
You must have the listed ability scerdeats, skill rank, class
features, and/or attack modifier in order to select that feat
For abiliy scores, you can include néemporary bonuses
from magic items such as those granted by belts or
headbands, though if you lose those bonuses later and your
ability score falls below the minimum necessaypu lose
access to the feat's benefits until ydwave again raised you
relevant abilityscore Attack modifiers include the sum of
both your base attack bonus and your epic attack bonus.

A character carselect an epic feat at the same level
which he or shemeetsthe prerequisites, just as with regular
feats.

Unless otherwise indicated,@erequisite expressed as a
numerical value is a minimum; any value higher than the one
given also meets the prerequisite.

You cannot use an epic feat if you've lostyaof the
prerequisites. Upon regaininghem, youimmediately restore

access to the relevant feat(s).

Epic feats are divided intb2 categories, which are used
to determine which classes can select them as bonus epic
classfeats The categories are as follows:

Alchemical Feats having to do ih bombs, extracts, and
mutagens.

Channeling Feas that relate to the ability tochannel
positive or negativenergy.

Combat A broad category ofefats related tooffensive
and defensive abilities in battle

General Feats that do not fall into any otherategory
They usually have to do with improving a character in some
basic way They are the only category of feat that cannot be
selected as aepicclasseat by any class

Item Creation Feats that are used to craft magic items.



Ki: Feats that requi the user topossess &i pool.

Magic Nonmetamagic €ats rebted to using magic

Metamagic Feats that modify spell effects in return for
increasing their spell level.

Morale: Feats that bolster your allies or hinder your foes.

Table 51: Feat List

Rage Feats that affectltaracters while they are raging.

Skilt Feats that affect a character's skills.

Summoning Feats that relate to eidolons anthe
summoning oftreatures.

Wild: Feats that affect a character's ability to wildshape.

ALCHEMAOAL FEATS

FeatName Benefits

Dex 21, Explosive Boralchemist

Artillery* . Bomb range increment increases by +20'.
discovery

Augnented Alchemy Int 21, Craft [Alchemy] 21 ranks Create more potent alchemical items.

Bomb Mastry! Int 27, Craft [Alchemy] 24 ranks, Any 3 +1 to all bomb DCs.

Bombalchemistdiscoveries

Int 25, Craft [Alchemy] 24 ranks, Any 5

Compound Bomb Bomb alchemist discoveries

Apply multiple exclusive bomb discoveries to one bomb.

Craft [Alcheny] 32 ranks Any 3 Bomb

Dl e alchemist discoveries

Bomb inflicts full damage as splash.

Epic Etracts Int 25, Craft [Alchemy] 21 ranks

Add highedlevel extracts to your extract list.

Craft [Alchemy] 25 ranks, True Mutage

AP MNEGE grand alchemist discovg

Mutagen bonuses increase

Craft [Alchemy] 27 ranks, Bomb 10d6

Extract Bomb class feature, Infusion alchemist Replace bomb damage with the effects of an extract.
discovery

Improved Bomb Bomb 8d6 class feature Add +1d6 to your bomb damage.

Meta-Extrad Int 21, ability to brew B-level extracts Apply metamagic feats to extracts.
Craft [Alchemy] 25 ranks, Bomb 10d6

Mutagen Bomb class feature, Infuse Mutagen alchemis| Replace bomb damage with the effects of a mutagen.
discovery

Craft [Alchemy} 24 ranks, Sticky Bomb

Persistent Bomb o
alchemist discovery

Bomb lingers, detonating on contact.

Craft [Alchemy] 25 rank#cid Bomb
alchemist discovery, Madness Bomb
alchemist discovery, Poison Bomb
alchemist discovery, Shock Bomb
alchemist discouy, Sticky Bomb
alchemist discovery

Prismatic Bomb

Replace bomb damage with the effectsppismatic spray

Craft [Alchemy] 27 ranks, Grand
alchemist discovery

CHANNEL
Prerequisites

Wis 29, Alignment Channel, Elemental
Channel

Second Breakthrough

Feat Name

Absolute Channel

ING FEATS

Gain a second grand alchemist discovery.

Benefits

Affect undead, elementals, and outsiders at the same time.

Flesh or Bones Wis 23, Channel Energy class feature | Affect living and undead with channeled enegrdythe same time.
Empower Channél Wis 25, Channel Energy class feature | Increase the power of your channeled energy by +1d6.
Enlarge Channel Wis 27, Channel Energy class feature | Increase the radius of your channeled energy by 15'".
Negative Energy Aura Wis 23, ability to channel negative Surround yourself with an aura of negative energy that injures nearby
energy creatures.
Overchannel \é\;‘:éi’ ability to channel positive Grant allies temporary hit points when channeling positive energy.
Positie Energy Aura Wis 23, ability to channel positive Surround yourself with an aura of positive energy that heals nearby
energy creatures.
Spectral Strike \e/\rlwlzré]?/, ability to channel positive Your attacks deal damage normally against incorporeal crestu
Wings of Fire \é\r/::rz?/’ Ol EIE ST You sprout wings of flame, gaining demonic abilities
Wis 25, ability to channel positive

Wings of Light

energy

Feat Name Prerequisites
Absolute Judgment Cha 21, True Judgment class feature

COMBATFEATS

You are wrapped in wings of light, gaining angelic abilities.

Benefits
When invoking true judgment, activate other judgments.

Anklebreaker Dex 25, Improved Trip

+8bonus to CMB and CMD when tripping.

Armor Skih 1

Increase your Natural Armor bonus by 1.

- Feat can be selected multiple times; the effects stack.

2_Feat can be selected multiple times; the effects do not st&ch time it is selected, it applies to something different.
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Table 51: Feat Listcont.

Feat Name

Bane of Enemies

COMBAT

Prerequisites
Survival 21 ranks, Master Hunter class
feature

FEATSont.

Benefits

Treat weapons used against favored enemies laareeweapons.

Death of Enemies

Bane of Enemies, 8ival 27 ranks

Automatically confirm critical threats against favored enemies.

Blinding Speed Dex 25 Act as ifhastedfor 5 rounds per day.
Void Step Dex 27, Blinding Speed Move once per round as a swift action.
Void Dodgé Dodge, Void Step AC bonusrbm dodge increases by +1 when you don't Void Step
Walk on Water Blinding Speed Don't sink while moving
Bull of War Str 25, Improved Grapple +8 bonus to CMB when bull rushimgnd to CMD when being bull rushed
Brutal Slam Str 25 Knock foes prone with itical hits.
Brutal Blast Str 27, Brutal Slam Send foes flying with critical hits.

Crowd Control

Str 25, Great Cleave

When you slay a target, extra damage carries over to your next attack.

Damage Reductidn

Con 21

Increases your Damage Reduction by 3/

Dire Charge

Improved Initiative

Use full attack on a charge.

Distant Shot

Dex 25, Far Shot, Perception 17 ranks

Ranged attack at any distance with no range penalties.

Earth Breaker

Str 26, BAB +20, Weapon Focus

Attack a 5' burst.

World Breaker

Str 28,BAB +23, Earth Breaker

Attack a 10" burst and trip targets.

God Breaker

Str 30, BAB +25, World Breaker

Attack a 20" burst and bull rush targets.

Empowered Judgmeht

Wis 21, True Judgment class feature

Effects of all of your judgments increase by +1.

Erergy Resistance

T

Increase your Energy Resistance by 10 against one type of energy.

Epic Brutality

T

Gain a +2 bonus on all damage rolls.

Epic Dodge

Dex 25, Dodgeicrobatic27 ranks,
Improved Evasion class feature

Once per round, automatically avoitl damage from an attack.

Epic Penetrating Strike

Greater Penetrating Strike

Your attacks ignore 15 points of damage reduction.

Epic Prowess

T

Gain a +1 bonus on all attacks.

Epic Technique

T

Gain a +1 bonus to CMB and CMD.

Epic Weapon Foctis

Greate Weapon Focus

+2 bonus on attack rolls with one weapon.

Armed Deflection

Dex 21, Wis 19, Combat Expertise, Epi
Weapon Focus

Deflect ranged attacks with your chosen weapon.

Epic Weapon Specializatfon

Epic Weapon Focus, Greater Weapon
Specialization

+4bonus on damage rolls with one weapon.

Weapon Supremady

Epic Weapon Specialization

Gain bonuses with chosen weapon.

BAB +25, Weapon Supremacy, Weapo

Warlord? . Gain extra attack with chosen weapon.
Training class feature
Battlegod E0E I, e, WRE MEs T Gain ultimate mastery with chosen weapon.
class feature
Thousand Arnfs Battlegod Master one weapon group
Tide of Iron Thousand Arms Inspire allies to fight better with your mastered weapon group.
Comet Shot Warlord with a ranged weapon Your anged attacks cannot be deflected.

Exceptional Deflection

Dex 21, Wis 19, Deflect Arrows,
Improved Unarmed Strike

Deflect any type of ranged attack.

Extraordinary Shot

Dex 23, True Grit class feature

Counter attacks with a readied action

Spell Shot Dex25, Extraordinary Shot Counterspelbpells with a readied action.
Fast Healing Con 25 Increase your Fast Healing by 3.
Great Smitin§ Cha 25, Smite class feature Double your level bonus to damage on a successful smite.
Holy Strike Good alignment, SnétEvil class feature| Any weapon held treated ashaly weapon.

Divine Strike (Sl 28, [ Bl S, [zl Any weapon held treated ashmly powemweapon.

[Religion] 27 ranks

Celestial Strike

Cha 29, Divine Strike, Knowledge
[Religion] 34 ranks

Any wean held treated as aelestial grandeuweapon.

Improved Combat Reflexes

Dex 21, Combat Reflexes

No limit to the number of attacks of opportunity you can make in one
round.

Improved Favored Enerhy

Five or more favored enemies

Increase bonuses against éaed enemies.

Improved Manyshot

Dex 19, attack bonus +21, Manyshot

Fire a second arrow with every attack.

Improved Sneak Attatk

Sneak Attack +8d6 class feature

Add +1d6 to your sneak attack damage.

Improved Stunning Fist

Dex 19, Wis 19, Improved Unagth
Strike, Stunning Flst

Stunning Fist DC increases by 2.

Improved Whirlwind Attack

Int 13, Dex 23, Whirlwind Attack

Whirlwind Attack now a standard action.

Indomitable Challenge

Demanding Challenge class feature

Immune to fatigue and exhaustion whileattenging.

Relentless Challenge

Indomitable Challenge

Recover hit points when issuing a challenge.

Infinite Deflection

Dex 25, Combat Reflexes, Deflect Arror

Spend attacks of opportunity from Combat Reflexes to deflect arrows.

Instantaneous Reload

Dex21, Rapid Reload

Reload any crossbow or firearm as a free action.

Launching Palm

Improved Bull Rush, Improved Unarme|
Strike

Send targets flying with unarmed strikes.

Void Palm

Launching Palm, Void Step

Follow targets and continue attacking as they ginfi.

T_Feat can be selected multiple times; the effects stack.
2. Feat can be selected multiple times; the effects do not stdtach time it is selected, it applies to something different.
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Table 51: Feat Listcont.

Feat Name
Legendary Fighter

COMBAT

Prerequisites
Str 21, Dex 21, Greater Weapon Focus|

FEAST cont.

Benefits
+6 bonus to CMB and CMD when disarming and sundering.

Legendary Wrestler

Str 21, Dex 21, Improved Grapple,
Escape Artist 12 ranks

+8 bonusto CMB and CMD when grappling.

Lingering Damage

Sneak attack +8d6 class feature,
Crippling Strike advanced rogue talent

Target takes extra damage the round following a successful sneak attac

Overwhelming Critical

Str 23, Improved Critical, Weapon Hec

Add +1d6 damage on successful critical hit.

Devastating Critical

Str 25, Great Cleave, Overwhelming
Critical

A successful critical with chosen weapon against an initial target
automatically threatens all successful cleave targets.

Penetrate Damage Ractior’

T

Automatically bypass one type of special material damage reduction.

Perfect Flurry of Blows

Dex 25, Flurry of Blows class featufe,
pool (adamantine) class feature

Gain a fourth bonus attack when using your flurry of blows.

Perfect TweWeapm Fighting

Dex 25, Greater Tw@é/eapon Fighting

Gain a fourth attack with your offand weapon.

Piercing Thrust

Dex 26, BAB +20, Weapon Focus

Attack a 30’ line.

Spear of Wind

Dex 28, BAB +23, Piercing Thrust

Attack a 60' line and stagger targets.

Lance 6Heaven

Dex 30, BAB +25, Spear of Wind

Attack a 120' line and stun targets.

Reaper Saber

Str 21, Cleave, Vital Strike

Combine cleave and vital strike as a standard action.

Reflect Arrows

Dex 25, Deflect Arrows

You can deflect ranged attacks back at dtiacker.

Righteous Strike

Wis 19, Stunning Fist, Lawful alignmen

Unarmed strike treated as an axiomatic weapon.

Slam

Str 21, BAB25, Vital Strike

Sacrifice extra attacks to make a second attack at your full bonus.

Sneak Attack of Opportunity

Sneak Anack +8d6 class feature,
Opportunist advanced rogue talent

Attacks of opportunity are automatically sneak attacks.

Spellcasting Harrier

Combat Reflexes, Disruptive

Spellcasters who cast defensively around you provoke attacks of
opportunity.

Storm of Thravs

Dex 23, Quick Draw, Rapid Shot

Make one attack against each surrounding foe with thrown weapons.

Swarm of Arrows

Dex 23, Rapid Shot, Weapon Focus

Make one attack against each surrounding foe with a bow.

Uncanny Accuracy

Dex 21, attack bonus +11, Imped
Precise Shot, Perception 17 ranks

Ignore miss chance granted by total concealment.

Vacuum Slash

Dex 23, Str 23, BAB +20, Weapon Foc

Attack a 15' cone.

White Lotus Gale

Dex 25, Str 25, BAB +23, Vacuum Slas

Attack a 30' cone and targets shaken.

Breath Through the Temple's
Gate

Dex 27, Str 27, BAB +25, White Lotus
Gale

Attack a 60' cone and daze targets.

Vicious Vitdl

Str 25, Greater Vital Strike

Inflict an additional +1d6 damage when using Vital Strike

Weapon Aficionadd

Attack bonus +15

Receivattack and damage bonus with one weapon group. Qualify for
fighter-only feats.

Wield Oversized Weapon

Feat Name

Str 25
GENERA

Prerequisites

Treat all weapons as being one size category smaller.
L FEATS
Benefits

Additional Magt Item Space

T

Gain additional slots for wearing magic items.

Ascent

Character level 30

Character begins to move beyond their mortal limits

Greater Ascent

Character level 40, Ascent

Character advances further beyond their mortal limits.

Absolute Ascent

Character level 50, Greater Ascent

Character reaches the pinnacle of mortality.

Dexterous Fortitude Dex 25 Use Reflex save in place of a Fortitude save.
Dexterous Will Dex 25 Use Reflex save in place of a Will save.

Epic Endurance Con 25, Endurance Gah a +10 bonus on certain tasks.

Epic Fortitude T Gain a +4 bonus on all Fortitude saves.

Epic Leadership

Cha 25, Leadership, Leadership score

You begin to attract more powerful followers.

Legendary Commander

Cha 28, Epic Leadership, Diplomacy 27
ranks

Multiply number of followers attracted by 10.

Epic Reflexes T Gain a +4 bonus on all Reflex saves.
Epic Speed Dex 21, Run Your speed increases by 30 feet.

Epic Toughne$s T You gain +30 hit points.

Epic Will T Gain a +4 bonus on all Will saves.
Extended Life Span T Increase your life span.

Great Charisma T Your Charisma increases by 1 point.
Great Constitutioh T Your Constitution increases by 1 point.
Great Dexterity T Your Dexterity Increases by 1 point.
Great Intelligenck T Your Intelligene increases by 1 point.
Great Strength T Your Strength increases by 1 point.
Great Wisdom T Your Wisdom Increases by 1 point.
Implacable Will Con 25 Use Fortitude save in place of a Will save.
Improved Darkvision Darkvision Range of your darkvisiaioubles.
Improved LowLight Visioh LowLight Vision Range of your lodight vision doubles.

Improved Spell Resistarice

Spell Resistance

Your Spell Resistance increases by 2.

- Feat can be selected multiple times; the effects stack.
2_Feat can beadected multiple times; the effects do not stackach time it is selected, it applies to something different.
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Table 51: Feat Listcont.

GENERAL

FEAT&Sont.

Feat Name Prerequisites Benefits
Indomitable Fortitide Wis 25 Use your Will save in place of a Fortitude save.
Magic ltem Focus T Use your own ability scores to set magic item DCs

Magic ltem Specialization

Magic Iltem Focus

Improve certain qualities of magic items you wear

Internalize Power

Magic ItemSpecialization

Gain the benefits of a magic item without wearing it

Magic Item Mastery

Magic Item Focus, Arcane Caster Leve
23" or Divine Caster Level 93

Use your own caster level to set magic item caster levels

Perfect Health

Con 25, Great Fortitle

Immune to nonmagical diseases and most poisons.

Polyglot

Int 25, Linguistics 5 ranks

You can speak all languages.

Sublime Luck

T

Once per day, you can reroll any roll

Superior Initiative

Feat Name
Cannibal Crafting

Improved Initiative

ITEM CREATION

Any 3 item creation feats

Gain a +10 bonus on all initiative check

FEATS

Benefits
Consume existing magic items to accelerate creation speed

Craft Epic Magic Arms and Armor

Craft Magic Arms and Awor, Spellcraft
21 ranks

You can craft epic weapons and armor.

Craft Epic Rod

Craft Rod, Spellcraft 24 ranks

You can craft epic rods.

Craft Epic Staff

Craft Staff, Spellcraft 27 ranks

You can craft epic staffs.

Craft Epic Wondrous ltems

Craft Wondroustém, Spellcraft 21 ranks

You can craft epic wondrous items.

Efficient Item Creatioh

Item Creation feat, Spellcraft 21 ranks

Create magic items in 1/fthe time.

Forge Epic Ring

Forge Ring, Spellcraft 27 ranks

You can forge epic rings.

Master Brewet

Brew Potion, Spellcraft 21 ranks

You can brew potions from spells abovélvel.

Meta-Brewer

Master Brewer, Spellcraft 24 ranks

You can infuse potions with metamagic feats.

Scribe Epic Scrll

Scribe Scroll, Spellcraft 21 ranks

You can scribe epic sdi

Wand Savant

Feat Name
Font ofKi

Craft Wand, Spellcraft 24 ranks

Prerequisites
Wis 21, Perfect Self class feature

You can craft wands from spells abaiElevel.
ATS

Benefits
Kipool increases by Wisdom modifier.

ImprovedKi Strike

Wis 21 KiPool (Adamantine) class
feature

Kistrikes treated as epic for overcoming Damage Reduction.

AbsoluteKi Strike

Wis 25, ImprovediStrike

Useki pool to make attacks touch attacks.

Str 23, Wis 23, Improved Critical,

feature

Keen Strike Stunnig FistKiPool (Adamantine) clasy Treat unarmed attacks as slashing, with increased critical bonuses.
feature

KiArmor Wis 23, Perfect Self class feature Useki pool togaindeflection bonugo AC

KiBlast Dex 21, Wis 2KKiPool (Adamantine) Fire blasts of pur&i energy to damage foes.
class fature

. Wis 24, Heal 22 rank&jPool . .
KiChannel (Adamantine) class feature Expendki points to channel positive energy.
Nirvana Int 25, Wis 25, Cha 25, Perfect Self cla Burnki to temporarily entera state of heightened awareness and ability

Shattering Strike

Epic Weapon FocukjPool
(Adamantine) class feature

Destroy objects more easily with sudden force.

Zen Focus

Feat Name
Arcane Savant

Wis 26, Timeless Body class feature
MAGIC

Prerequisites
Int 23, Arcane caster level 21

Restoreki points by meditating.
FEATS

Benefits
Multiclassing continues to improacanecaster level.

Bonus Domai

Wis 21, Divine caster level 21

Choose additional domain from deity's domast.li

Cataclysmic Mastery

Int 31, Cataclysmic Spell

Keep multiple versions of a spell's cataclysmic effects.

Deep Pool

Int 21, True Magus class feature

Empower weapons with epic enhancement bonus.

Vast Pool

Int 25, Deep Pool

Empower weapons witiomeepicabilities.

Fathomless Pool

Int 29, Vast Pool

Empower weapons withltimate epic abilities.

Divine Savant

Wis 23, Divine caster level 21

Multiclassing continues to improwdvine caster level.

Epic Spell Foclis

Greater Spell Focus, caster level23

+1 to spell DCs in one school of magic.

Epic Spell Penetration

Greater Spell Penetration

+2 on caster level checks to beat a creature's spell resistance.

Expanded Spell List: Bard

Cha 21, Caster level 21

Gain access to higher level spells.

Expanded el List: Inquisitor

Wis 21, Caster level 21

Gain access to higher level spells.

Expanded Spell List: Madus

Int 21, Caster level 31

Gain access to higher level spells.

Expanded Spell List: Paladin

Cha 21, Caster level"18

Gain access to highenlel spells.

Expanded Spell List: Ranger

Wis 21, Caster level 18

Gain access to higher level spells.

Expanded Spell List: Summoher

Cha 21, Caster level 21

Gain access to higher level spells.

Expanded Spell Selectfon

Int 25 Wis 25Cha 25, Casteevel 24",
Knowledge [Arcan&eligion], 24 ranks

Add a spell of your choice to your list of clapsll list

Familiar Spéll

Int 250r Cha 25

Use a spell as a spéle ability 1/day.

T_Feat can be selected multiple times; the effects stack.
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Table 51: Feat Listcont.

Feat Name

Ignore MaterialComponents

MAG

Prerequisites
Eschew Materials, Spellcraft 23 ranks,
caster level 21

| C

FEATScont.

Benefits
You may cast most spells without any material components or especially
expensive spells for free once per day.

Improved AlignmenBased Castirig

Access to domain of Chaos, Evil, Good
or Law, Divine caster level 21

+3 to caster level when casting alignmdratsed spell of chosen descriptor.

Improved Combat Casting

Combat Casting, caster level'22

You no longer incur attacks of opportunity for casting while threatened.

Improved Metamagt

Four metamagic feats, Spellcraft 24
ranks

Reduce level increase of metamagic feats by 1.

Improved Spell Capacity

Caster level 21

Increase your Spells per Day.

Master Staff Craft Staff, Spellcraft 12 ranks Use spell slot instead of staff charge @stspell through staff.
Master Wand Craft Wand, Spellcraft 12 ranks Use spell slot instead of wand charge to cast spell through wand.
Multispelf* Quicken Spell, caster level21 Cast an additional quickened spell per round.

Mysterious Insight

Cha 21Final Revelation

Gain revelations from a second mystery.

Mysterious Epiphany

Cha 23, Mysterious Insight

Gain the Final Revelation from a second mystery.

Permanent Emanatién

Spellcraft 22 ranks, ability to cast chosg
spell

Makes a castecentered emanton spell permanent.

Research Mastery

Int 19, Spellcraft 24

Reduce time to create new spells.

Spell Knowledde

Ability to cast spells of the maximum
normal spell level

Learn two new spells of any level.

Spell Opportunity

Combat Casting, Combat Reflexes
Quicken Spell, Spellcraft 23 ranks

Cast a touch spell as an attack of opportunity.

Spell Stowawdy

Spellcraft 21 ranks, caster level™2

Gain the benefits of a chosen spell when it is cast near you.

Spontaneous Domain Accéss

Wis 25, Spellcraft 27 r&m, Divine caster
level 238

Spontaneously cast domain spells.

Spontaneous Metamagic

Spellcraft 21 ranks

Apply metamagic feats to spontaneously cast spells as a swift action.

Spontaneous Spell

Spellcraft 21 ranks, ability to cast
maximum normal spell l&¥

Spontaneously cast one chosen spell.

Tenacious Magfc

Spellcraft 12 ranks

Dispelled magic is instead only suppressed briefly.

Whenever a character makes a save against one of your hexes, they m

Vicious Hex Int 23, Atleast 11 hexes roll twice and &ke the worse of the two results.

Wide Pool Int 21, True Magus class feature Arcane pool increases by Intelligence modifier.
METAMAGIC FEATS

Feat Name Prerequisites Benefits

Anathema Spell

Spellcraft 24 ranks, Knowledger¢ana]
24 ranks

Spell damages target's spell power instead of hit points.

Armoring Spell

Spellcraft 23 ranks

Target gains defense bonus in addition to spell effects.

Grand Spell

Armoring Spell, Bolstering Spell

Spell provides targets with numerous benefi

Aura Spell

Spellcraft 24 ranks

A spell with an area of effect becomes an aura around the caster.

Automatic Quicken Spéll

Quicken Spell, Spellcraft 25 ranks, cast
level 28"

Apply Quicken Spell metamagic feat for free to certain spells.

AutomaticSilent Spefl

Silent Spell, Spellcraft 21 ranks, caster
level 21

Apply Silent Spell metamagic feat for free to certain spells.

Automatic Still Spéil

Still Spell, Spelicraft 23 ranks, caster
level 23"

Apply Still Spell metamagic feat for free to cemtapells.

Banishing Spell

Spellcraft 23 ranks

Spell effect accompanied lojspel magic

Blackened Spell

Spell Focus (Necromancy)

Change a spell's damage type to negative energy.

Bolstering Spell

Spellcraft 21 ranks

Target gains temporary hp in additiém spell effects.

Carnage Spell

Collateral Spell, Cutting Spell, Shreddir]
Spell

Spell leaves an area that damages all who enter it.

Cataclysmic Spell

Any 3 epic metamagic feats, Spellcraft
30 ranks

Spell distorts the world around it.

Collateral Spell

Intensified Spell

Increases damage against terrain and creates difficult terrain.

Cutting Spell Spellcraft 23 ranks A spell now inflicts bleed damage.
Deadly Spell Spellcraft 23 ranks Targets slain by spell reduced to dust.

True Death Spell Deadly Spell Targets slain by spell cannot be raised from the dead.
Delay Spell Extend Spell Causes spell to trigger a predetermined time after casting.
Distort Spell Selective Spell Change the shape of a spell's area of effect.

Enduring Spell Extend Spell Change aon-instantaneous spell's duration to permanent.

Enhance Spell

Maximize Spell

Increase a spell's damage die by 1 step.

Force Spell

Spellcraft 23 ranks

Change a spell's damage type to force energy

Gilded Spell

Healing domain class feature

Change a sped'damage type to positive energy.

Golembane Spell

Craft Construct

Spell affects golems normally.

Guardian Spell

Spellcraft 24 ranks

Spell remains with caster until triggered by predefined event.

HastenSpell

Spellcraft 23 rankQuicken Spell

Cast spetl with longer casting times more swiftly.

Imprisoning Spell

Spellcraft 25 ranks

Spell's area of effect enclosedvirall of force

T_Feat can be selected multiple times; the effects stack.
2

28

- Feat can be selected multiple times; the effects do notkt&ach time it is selected, it applies to something different.



Table 51: Feat Listcont.

Feat Name
Improved Heighten Spell

METAMAGIC

Prerequisites
Heighten Spell, Spellcraft 17 ranks

FEATG&Sont.

Benefits
Increase a spell's level to improve DC.

Linked Spell

Spellcraft 21 ranks

Join all affected targets to resist dispelling.

Living Spell

Bouncing Spell

Norrinstantaneous spells become sentient.

Macabre Spell

Spell Focus (Necromancy)

Targets slain by spelte raised as undead.

Maelstrom Spell

Elemental Spell

Damage inflicted as fire, cold, acid, electricity, and sonic.

Empower Spell, Maximize Spell,

Perfect Spell Numerical effects of a spell are maximized and then doubled.
Spellcraft 25 ranks
Absolute pell Perfect Spell, Spellcraft 28 ranks Spell is supercharged, gaining numerous benefits
Pestilent Spell Spell Focus (Conjuration) Spell summons vermin swarms in addition to spell effects.
Project Spell Reach Spell Increase a spell's range from Persaal ouch.

Prismatic Spell

Elemental Spell

Spell damage accompanied by effectpa$matic spray

Shredding Spell

Spellcraft 25 ranks

Spell damages items and equipment.

Split Spell Spellcraft 24 ranks Divide spell effects in half and aim at separateyéds.
Stealth Spell Silent Spell, Still Spell Magical effects of the spell are invisible.

Unseen Spell Spell Focus (lllusion), Stealth Spell An illusion is put in place to hide the spell effects.
Summoned Spell Augment Summoning Summoned creatures appewith additional spell effects
Vast Spell Widen Spell Spell area increased by an order of magnitude.
Verdigris Spell Knowledge [Nature] 24 ranks Spell causes plant life in the area of effect to grow.

Warp Spell

Feat Name

Spell Focus (Conjuration)

MORALE

Spell usesimension dooonce before activating.
FEATS
Benefits

Aura of Compassion

Cha 25, Heal 21 ranks

Project an aura that heals your allies.

Aura ofConvictior

Cha 25, Diplomacy 21 ranks

Project an aurattat bolsters your allies.

Aura of Glory Cha 25, Perform [Any] 21 ranks Project an aura that inspires your allies.

Aura of Gold Cha® Project an aura that augments the luck of your allies.

Aura of Misery Cha 25, Intimidate 21 ranks Project an aura tht demoralizes/our foes

Aura of Protectioh Cha 25, Spelicraft 21 ranks Project an aura that shields your allies.

Aura of Shadow Cha 25, Stealth 21 ranks Project an aura that masks your allies.

Aura of Skill Cha 25, Knowledge [Any] 21 ranks Projectan aura that enhances the expertise of your allies.
Aura of Subterfuge Cha 25, Bluff 21 ranks Project an aura thatonfoundsyour foes.

Aura of Truth Cha 25, Sense Motive 21 ranks Project an aura that improves the insight of your allies.
Aura of Watcfulness Cha 25, Perception 21 ranks Project an aura that heightens the awareness of your allies.
Aura of Wind5 Cha 25, Acrobatics 21 ranks Project an aura that accelerates your allies.

Banner of Kinds

Cha 21, Greater Banner class feature

Increase baner bonuses by 1.

Banner of the Golden Sun

Cha 21, Greater Banner class feature

Banner provides allies a +2 bonus to AC and Reflex saves.

Banner of the Red Path

Cha 21, Greater Banner class feature

Banner provides allies a +2 bonus on attack and damdtge ro

Banner of the White Blossom

Cha 21, Greater Banner class feature

Banner provides allies temporary hit points.

Boundless Bord

Cha 23, Divine Bond (weapon) class
feature, Holy Champion class feature

Improve enhancement bonus to weapon from Divine @by +1.

Depthless Bond

Cha 25, Boundless Bond

Select epic weapon properties for Divine Bond weapon.

Deafening Song

Perform 21 ranks, Bardic Performance
class feature

Deafen foes surrounding you.

Hindering Song

Deafening Song, Perform 24 ranks

Disrupt eaemy spellcasters around you.

Dual Aura

Cha 27, Aura class featumad/or any
'‘Aura’ Morale feat

You can now keep two auras active simultaneously.

Epic Inspiratioh

Cha 25, Perform 24 ranks, Bardic
Performance class feature

Increase some Bardic Perform@mbonuses by 1.

Group Inspiratioh

Perform 27 ranks, Bardic Performance
class feature

Increase the number allies affected by some Bardic Performances.

Improved Aura of Courage

Cha 25, Aura of Courage class feature

+8 to aura's saving throw vs fear effebonus.

Inspire Excellence

Perform 30 ranks, Bardic Performance
class feature

Increase one ability score of nearby allies' by 4.

Lasting Inpiration

Perform 22 ranks, Bardic Performance
class feature

The effects of some Bardic Performances last afeefqgmance ends.

Music of the Gods

Cha 25, Perform 27 ranks, Bardic
Performance class feature

Your Bardic Performances affect creatures normally immune to-mind
affecting effects.

Ranged Inspiration

Perform 21 ranks, Bardic Performance
class feature

DouHes the range of some Bardic Performances.

Rapid Inspiration

Perform 21 ranks, Bardic Performance
class feature

You can begin a Bardic Performance &eaaction.

Reactive Countersong

Combat Reflexes, Rapid Inspiration,
Perform 27 ranks

You can begin eountersong at anyime.

Widen Aurd

Cha 25, Aura class featuveany 'Aura’
Morale feat

Your aura now extends 10om you.

T_Feat can be selected multiple times; the effects stack.
2. Feat can be selected multiple times; the effects do not stdtach time it is selected, it applies to something different.

29




Table 51: Feat Listcont.

RAGE FEATS
Feat Name Prerequisites Benefits
Incite Rage Cha 25, Mighty Rage class feature Allow allies to enter rage alongside you.
Mightier Rage Str 21, Con 21, Mighty Rage class feat{ Increase the potency of your rage.

Mightiest Rage

Str 23, Con 23, Mightier Rage

Maximize the potency of your rage.

Ruinous Rage

Str 25, Improved Sunder, Mightier Rag

Ignore object hardness while raging.

Piimal Rage

Str 21, Con 21, Mighty Rage class feat

Gain bonuses while raging.

Arctic Rage

Con 25, Primal Rage

Gain the benefits ote bodywhile raging.

Chaotic Rage

Chaotic alignment, Primal Rage

Any weapon held treated as a chaotic power weapon wiaiggng.

Cursebreaker Rage

Primal Rage

Gain SR while raging.

Incandescent Rage

Con 29, Primal Rage

Gain the benefits dfiery bodywhile raging.

Obdurate Rage

Con 27, Primal Rage

Gain the benefits aofon bodywhile raging.

Thundering Rage

Str 25, Primal Rage

Any weapon held treated as a sonic blast weapon while raging.

Towering Rage

Str 27, Primal Rage

Gain the benefits ofiant form Iwhile raging.

Titan Rage

Str 29, Towering Rage

Gain the benefits ofiant form llwhile raging.

Terrifying Rage

Feat Name

Enhanced Summonihg

Intimidate 21 ranks, Mighty Rage class
feature

SUMMONII

Cha 2, Ability to cassummon monster
IXas a spellike ability

Enemies who see you raging may become panicked or shaken.

NG FEATS

Benefits
Add more creatures to yolsummon monstelist and make it easier to
summon less powerful monsters.

Epic Eidolon

Twin Eidolon class feature

Select from epic Eidolon evolutions.

Empower Eidoloh

Empower Eidolon

Increase Eidolon's evolutioromt pool by 2.

Prolonged Summons

Ability to castgate as a spellike ability

Summoned creatures remain longer.

Summon Companion

Cha 2, Prolonged Summons

Once per day, summoned creature(s) remain until dismissed.

Summoning Perfection

Cha 3, Ability b castgate as a spellike
ability

Summoned creatures gain Advanced template.

Chivalric Summoning

Cha 3, nonchaotic alignment,
Summoning Perfection

Summoned creatures gain the Resolute template.

Colossal Summoning

Cha 25 Summoning Perfection

Summonectreatures gain the Giant template.

Draconic Summoning

Cha Z, Colossal Summoning

Summoned creatures gain the H&lfagon template.

Ebon Summoning

Cha 3, non-good alignment,
Summoning Perfection

Summoned creatures gain the Shadow Creature template.

Devlish Summoning

Cha 2Z, evil alignment, Ebon Summonin|

Summoned creatures gain the H&iend template.

Guardian Summoning

Cha 3, nonevil alignment, Summoning
Perfection

Summoned creatures gain the Foo Creature template.

Divine Summoning

Cha Z, good dignment, Guardian
Summoning

Summoned creatures gain the H&8lélestial template.

Sylvan Summoning

Cha 5, nonlawful alignment,
Summoning Perfection

Summoned creatures gain Fey Creature template.

SKILL FEATS
Feat Name Prerequisite Benefits
EpicReputation Cha 21 Gain a +6 bonus on Diplomacy, Intimidate, and Perform checks.
Epic Skill Focfis 20 ranks in skill selected You gain a +12 bonus on all skill checks with one skill.
Skill Mastery Epic Skill Focus in skill selected Whenmaking your skill check, roll twice and take the better result.

Skill Perfectioh®

Skill Perfection in skill selected

Treat one skill check per day as a natural 20.

Epic Trapfinding

Perception 22 ranks, Trapfinding class
feature

Automatic Perception @tk when passing within 5 feet of a trap.

Expert Aid Int 21or Wis 21 Provide a bonus equal to 1/2 your ranks in a skill when using Aid Anothe
Legendary Athlete Str 21, Dex 21 Gain a +6 bonus on Acrobatics, Climb, and Swim checks.

Legendary Climber Dex21, Balance 12 ranks, Climb 21 ran Climb at twice your base speed per round without penalty.

Legendary Craftsman T Gain a +6 bonus aany threeCraft checks.

Legendary Leaper

Acrobatics 21 ranks

Always considered to have a running start when jumpiRgduce fall height]
by 20 feet.

Weightless Step

Dex 21, Legendary Leaper

Soften your falls from any height.

Meteor Landing

Dex 23, Weightless Step

Inflict your fall damage on a target.

Legendary Merchant

Wis 21

Gain a +6 bonus on Appraise, Sense Motwel any one Profession checks

Legendary Rider

Ride 21 ranks

No penalties for bareback riding. Never make checks to control mount i
combat.

Legendary Schofar

Int 21

Gain a +6 bonus on any three Knowledge checks.

Legendary Tracker

Wis 25, KnowledggNature] 25 ranks,
Survival 25 ranks

You can follow tracks across water, underwater, and through the air.

Master Mage Int 21 Gain a +6 bonus on all Fly, Spellcraft, and Use Magic Device checks.
Master Thief Dex 21 Gain a +6 bonus on all Disable Devitealth, and Sleight of Hand checks.
Outdoor Master Wis 21 Gain a +6 bonus on Handle Animal, Heal, and Survival checks.
Second Skin Medium Armor Proficiency Eliminate armor check penalties on skill checks.

- Feat can be selected multiple times; theeaffs stack.
2_Feat can be selected multiple times; the effects do not st&ch time it is selected, it applies to something different.
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WILD

Feat Name Prerequisites
Dex 30, Stealth 27 ranks, Acrobatics 27

SelfConcealmernt ;
ranks, Improved Evasion class feature

FEATS

Benefits

Attacks against you gain a 10% miss chance.

Thousand Faces Cha 21

Gain a +6 bonus on Bluff, Disguise, and Escape Artist checks.

Armored Shape, Colossal Wild Shape,
Dire Shape, Dragon Wild Shape, Fine
Wild ShapeGrotesque Shapémproved
Elemental Wild Shape, Magical Beast
Wild Shape, Sylph Shape

Absolute Shape

You gain numerous bonuses while wild shaped.

Armored Shape Wild Shape at will class feature

Your wild shape's naturatmor bonus increases by +2.

Wild Shape at will class feature, Anima

CRnFERID SEpe Companion class feature

Your animal companion can also use your wild shape ability.

Dire Shapé Str 21, Wild Shape at will class feature

Your wild shape's bonus to Stigth increases by +2.

Wis 30, Knowledge [Nature] 25 ranks,

DrEgen bl ShErs Wild Shape at will class feature

Wild shape into a dragon &srm of the dragon IIl.

Fine Wild Shape Wild Shape at will class feature

Wild shape into an animal of fine size.

Gagantuan Wild Shape Wild Shape at will class feature

Wild shape into an animal of gargantuan size.

Colossal Wild Shape Gargantuan Wild Shape

Wild shape into an animal of colossal size.

Grotesque Wild Shape Con 21, Wild Shape at will class featurg

Your wid shape's bonus to Constitution increases by +2.

Improved Elemental Wild Shape Wis 25, Wild Shape at will class featurg

Wild shape into additional elemental forms.

Wis 25, Knowledge [Nature] 24 ranks,

MBI EEER SEfES Wild Shape at will classdgire

Wild shape into a magical beastlasast shape IV

Quicken Shape Wild Shape at will class feature

You can wild shape as a swift action.

Sylph Shapge Dex 21, Wild Shape at will class featurg

Your wild shape's bonus to Dexterity increases by +2.

* - Feat can be selected multiple times; the effects stack

2. Feat can be selected multiple times; the effects do not stdtach time it is selected, it applies to something different.

Absolute AscenfGeneral]

Prerequisite Characgr level 50 Greater Ascent

Benefit You have grown in power to the absolute limits
of a mortal being warpingreality simply by existing. Plants
spring up wherever you trod or clouds constantly occlude the
sun in your vicinity or some other supernatuedfect.

You will live for a tremendous time, your lifespan
doubling to twice the normal maximum for your species.
Additionally, you gain a +2 inherent bonus to abylity score

of your choice.

Absolute Channe]Channeling]

Prerequisite Wis 29, Alignm@ Channel, Elemental
Channel.

Benefit Whenever you use your Channel Energy class
feature, you can choose to have it affect elementals and/or
outsiders of your chosen alignment from Alignment Channel
in addition to either the living or undeadAdditionaly, the
amount of damage healed or dealt and the DC are not

reduced against elementals and outsiders.
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Absolute JudgmenfCombat]
Prerequisite Cha 21, True Judgment class feature.
Benefit Whenever you invoke your True Judgment, you
can also select anyhtee judgments available to you. These

become active until the end of your next turn.

AbsoluteKi Strike [Ki|

Prerequisite Wis25, ImprovedKi Strike.

Benefit As your fists and feet burn with a bluéhite fire,
you can expend &i points to make all aacks until the end of

your turn as touch attacks.

Absolute Shapgwild]

Prerequisites Armored Shape, Colossal Wild Shape, Dire
Shape, Dragon Wild Shape, Fine Wild Shape, Grotesque
Shape, Improved Elemental Wild Shape, Magical Beast Wild
Shape, Sylph Spa.

Benefit Your form gains an aspect of otherworldliness of
your choosing. It could be a radiant beauty, malevolent

hideousness, fey incomprehensibility, or some other



immediately and physically apparent distinctivenes¥.ou

gainseveral benefits whensing wild shape:

1 You now apply the benefits of Armored Shape, Dire Shape,
Grotesque Shape, and Sylph Shape simultaneously;

1 You double the effectiveness of any of the following
abilities provided by your form blindsense, damage
reduction, darkvision, engy resistance, fast healing,
regeneration, and tremorsense;

1 Any ability that comes from yowvild shape gains a +2 to
its DC or a +4 to its CMB as approprjate

1 Your base speed and any movement types your new form
grants(burrow, fly, swim, etc.improve by30 feet;

1 If your new form allows you to fly, your maneuverability

improves by 1 step.

Absolute Spell[Metamagic]

PrerequisitesPerfectSpell, Spellcrat8 ranks

Benefit The spell becomes charged with magical energy,
gaining the following benefits:
1 All random variables are maximized and doubled as if by

the Perfect Spell feat.

1 All nonvariable numbers (size of effect, number of
creatures affected, maximum hit die affecteduration,
etc.) are doubled.

1 Any DCs associated with the spell gaireé@enus.

1 Any attempts to overcome Spell Resistance gain a +6 bonus.

1 Attempts to dispel or counterspell the spell receive-éa
penalty.
An absolute spell uses up a spell slot ten levels higher

than the spell's actual level.

Additional Magic Item Spacfseneral]

Berefit: Choose one type of magic item that has a limit
on the number you can simultaneously wear and gain its
benefit. You can now wear one more magic item of this type
and also gain its benefit.

Special You can gain this feat multiple time&ach time

you take the feat, it applies to a new type of magic item.
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AnathemaSpell[Metamagic]

PrerequisitesSpellcraft24 ranks Knowledge [Arcana] 24
ranks

Benefit Instead of inflicting physical or energy damage,
an anathema spell damages the spell power of egaa
Every prepared spell (or spell slot for spontaneous casters) is
worth an amount of spell power equal to its spell level. The
anathema speliinflicts a number of points of spell power
damage equal to the amount of damage the spell would have
normally inflicted This damage is taken from the lowest spell
levels first and works its way uprhe spells lost are random
and creatures without spell power (i.e., na@pellcasters) are
unaffected If the spell normallyallows a saving throw,
success on théhrow always reduces the damage by hakin
anathema spell uses up a spell slot six levels higher than the

spell's actual level.

Anklebreaker[Combat]

Prerequisite Dex 5, ImprovedTrip.

Benefit You gain a 8bonus to your CMB when tripping
and to yourCMD when being trippedThis supersedes (does
not stack with) the bonus frommprovedTrip.

Arcane SavanfMagic]

Prerequisite: Int 23, Arcane caster level 21

Benefit Select one arcane caster class with a caster level
of 21 or higher When multichssing, your caster level the
chosenclass uses your total character level instead of your
class level This does not affect any other levdé¢pendent
benefits such as bonus feats or spells per day, only your

caster level.

Arctic RaggdRage]

Prerequigte: Con 25Primal Rage

Benefit By spending 3 rounds of rage every round, you
can gain the benefits of the speite bodywhile raging
Additionally, any melee weapons held becomiey burst

weapons This ability does not stack with similar abilities.



Armed Deflection[Combat]

Prerequisites Dex 21, Wis 19, Combat Expertise, Epic
Weapon Focus

Benefit You must be wielding a weapon with which you
have Epic Weapon Focus to use this fe@ince per round
when you would normally be hit with an attack framranged
weapon, you may deflect it so that you take no damage from
it. You must be aware of the attack and not ffabted.
Attempting to deflect a ranged attack doesn't count as an
action. Unusually massive ranged weapons (such as boulders
or ballista bolts) and ranged attacks generated by natural
attacks or spell effects can't be deflected.

Special This feat is treated the same as Deflect Arrows
for the purposes of qualifying for other feats. To employ any
feat that uses Armed Deflection as a preuégite, you must
be wielding a weapon with which you have Epic Weapon

Focus.

Armor Skinf[Combat
Benefit You gain a 2 natural armor bonus to Armor
Class, or your existing tumal armor bonus increases by 2
Special You can gain this feat multiple timests effects

stack.

Armored ShapgWwild]

PrerequisitesWild Shape at will class feature

Benefit You gain a 3 natural armor bonus to Armor
Classwhen wild shapedor your shape's existing naural
armor bonus increases by. Your form appears obvioysl
tougher than normal, with bony plates, a thick hide, rigid
protrusions, or other indications of your improved physical
defenses.

Special You can gain this feat multiple timedts effects
stack.

Note: This feat cannot be used at the same time as Dire
Shape, Grotesque Shape, 8ylphShape If you have two or
more of these feats, you select which one is active when you

change your shape.
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Armoring Spell[Metamagic]

PrerequisitesSpellcraf23 ranks

Benefit In addition to the normal effects of the spel
targets of an armoring spell gain a +2 circumstaboaus to
their AC This bonus lasts for either the spell's duration or 1
round per caster level, whichever is highénarmoringspell
normally uses up a spell slathree levels higher than the
spel's actual levelbut you can choose to increase the level
even higher For every additional level you increase the spell

slot, increase the circumstance bonus to AC by +1.

Artillery [Alchemical]

Prerequisites Dex 21, Explosive Bomlalchemist
discovery.

Benefit The thrown range increment of your bombs
increases by +20 feet

Special You can gain this feat multiple timedts effects

stack.

Ascent[General]

Prerequisite Character level 30.

Benefit You begin to surpass the limits of mortal
creatures,gaining an indefinable quality of otherworldliness.
No one who looks upon you can fool themselves into thinking
you anything less than a truly powerful existence. Firstly, you
no longer take penalties tgour ability scores for aging and
cannot be magidly aged. Any such penalties that e
alreadybeen gained however, remain in place. Age bonuses
still accrue, andou still die of old age whegour time is up.
You also gain an immediate +1 inherent bonus to all your

saves and a +1 inherent bonus tauy®AC.

Augmented AlchemyAlchemicd|
Prerequisitesint 21, CraffAlchemy] 23 ranks.
Benefit Whenever creating an alchemical item or

substance, you can choose to make it more powerful than

normal by adding +20 to the DC required to create it and

multiplying its price by 5 If the item or substance deals



damage, double the damage deallf the item or substance
R2SayQid RSHft RIYlI3S: R2dahd S
AGSY 2N) adzoadlyOS R2SayQi
specific listed durabn (or has an instantaneous duration),
double all dimensions of its arealf the item or substance
R2SayQid FAG lye 27
by this feat See the CraffAlchemyj skill description.

Aura of CompassiofMorale]

Prerequisites Cha 25, Heal 21 ranks.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains fast healilgor has their existing fast
healing improve byt. The targets musbe able to see and
hear you for this effect to function. You can maintain this
aura as long as you wish and turning it off is a free action.

Special You can gain this feat multiple times'he aura's
effects improve by 4every time

Note: You can only éve one aura active at any one time.

Aura of ConvictiorfMorale]

PrerequisitesCha 25, Diplomacy 21 ranks.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains DR®/or has their existing DR improve
by 5. The targets must be able to see and hear you for this
effect to function. You can maintain this aura as long as you
wish and turning it off is a free action.

Special You can gain this feat multiple timeS'he aurs
effects improve by 2every time

Note: You can only have one aura active at any one time.

Aura of Glory[Morale]

PrerequisitesCha 25, Perform [Any] 21 ranks.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creatte you designate within the
area of effect gaina +6 circumstance bonus to atlamage

rolls. The targets must be able to see and hear you for this
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effect to function. You can maintain this aura as long as you
STFFSOU

effects improve by 4every time

Note: You can only have one aura active at any one time.
GKSy Ad Olyy2i 0S5
Aura of GoldMorale]

T 7

PrerequisitesCha 29.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains a +1 luck bonus to attack and damage
rolls, saving throws ability checks, and skill checksThe
targets must be able to see and hear you for this effect to
function. You camnaintain this aura as long as you wish and
turning it off is a free action.

Special You can gain this feat multiple timeS'he aura's
effects improve by +1 every time

Note: You can only have one aura active at any one time.

Aura ofMisery[Morale]

Prerequisites Cha 25, Intimidate 21 ranks.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect must succeed onVdill save against a DC equal
to 10 + 1/2 your HD + your Charismeodifier. If they fail,
they suffera -2 penalty to all attack rolls and to all damage
rolls. This is a mindffecting effect. The targets must be able
to see and hear you for this effect to function. You can
maintain this aura as long as you wishd turning it off is a
free action.

Special You can gain this feat multiple time3he aura's
effects improve by-2 to attack rolls and4 to damage rolls
every time

Note: You can only have one aura active at any one time.

Aura of Protection[Morale]
PrerequisitesCha 25, Spellcraft 21 ranks.

Benefit As a swift action, you can project an aura with a



radius of 30 feet Every creature you designate within the
area of effect gains a +2 insight bonus to AC. The targets
must be able to see and hear ydor this effect to function.
You can maintain this aura as long as you wish and turning it
off is a free action.

Special You can gain this feat multiple time§'he aura's
effects improve by 2every time

Note: You can only have one aura active at ang time.

Aura of ShadowMorale]

PrerequisitesCha 25, Diplomacy 21 ranks.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains a +6 circumstance bonus to Disguise,
Skight of Hand, and Stealth checks. Unlike all other auras,
the targets merely need to be within the area of effect and
willing; they do not need to be able to see or hear you. You
can maintain this aura as long as you wish and turning it off is
a free ation.

Special You can gain this feat multiple timeshe aura's
effects improve by &every time

Note: You can only have one aura active at any one time.

Aura of Skil[Morale]

PrerequisitesCha 25, Knowledge [Any] 21 ranks.

Benefit As a swift actionyou can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains a +8 circumstance bonus to one skill of
your choice in which you have at least 10 ranks, chosen when
the aura is activated. The targets must able to see and
hear you for this effect to function. You can maintain this
aura as long as you wish and turning it off is a free action.

Special You can gain this feat multiple times'he aura's
effects improve by 4every time

Note: You can only &ve one aura active at any one time.

Aura of SubterfuggMorale]

PrerequisitesCha 25, Bluff 21 ranks.
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Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect must succeed on 8ense Motive check
opposed by your Bluff check or suffer-a penalty to all
saving throws. This is a minéffecting effect. The targets
must be able to see and hear you for this effect to function.
You can maintain this aura as long as you wish amirtg it
off is a free action.

Special You can gain this feat multiple time3he aura's
effects improve by2 every time

Note: You can only have one aura active at any one time.

Aura of Truth[Morale]

PrerequisitesCha 25, Sense Motive 21 ranks.

Bendit: As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains a +2 circumstance bonus to all attack rolls.
The targets must be able to see and hear you for this effect to
function. You can maintain this aura as long as you wish and
turning it off is a free action.

Special You can gain this feat multiple times'he aura's
effects improve by 2every time

Note: You can only have one aura active at any one time.

Aura of Watchfulnes [Morale]

PrerequisitesCha 25, Perception 21 ranks.

Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains a +2 circumstance bonus to all saving
throws. The targets nat be able to see and hear you for this
effect to function. You can maintain this aura as long as you
wish and turning it off is a free action.

Special You can gain this feat multiple timeSThe awa's
effects improve by +2very time

Note: You can ol have one aura active at any one time.

Aura of WindgMorale]
PrerequisitesCha 25, Acrobatics 21 ranks.



Benefit As a swift action, you can project an aura with a
radius of 30 feet Every creature you designate within the
area of effect gains a +ifoot circumstance bonus to their
base land speed. The targets must be able to see and hear
you for this effect to function. You can maintain this aura as
long as you wish and turning it off is a free action.

Special You can gain this feat multiple time3he aura's
effects improve by +10 feet every time

Note: You can only have one aura active at any one time.

Aura Spell[Metamagic]

PrerequisitesSpellcraft24 ranks

Benefit An area ofthe spdl's effect surrounds the caster,
moving with them and affdéig all who enter it The caster
can choose whether or not to be affected by the spell at the
time of casting The size of the aura is equal to half the size
of the original spell's area of effect if it has a radius or 5 feet
per 2 spell levels if it lsaa line, cone, or other original area of
effect. The aura remains for either half the original spell's
duration or 1 round per 2 caster levels, whichever is higher
This can even be used on spells with an instantaneous
duration, such asfireball or meteor swarm creatures
exposed to such an aura suffer the effects of the splken
entering the aura andevery round theybegin their turn
within the aura An aura spell uses up a spell slot six levels

higher than the spell's actual level.

Automatic Quicke Spel[Metamagid

Prerequisites Quicken Spell, Spellcra®s ranks, caster
level 25h.

Benefit You may cast all'd, 1°- and Z%level spells as
quickened spells without using highlavel spell slots The
normal limit to the number of quickened sii® you may cast
per round applies Spells with a casting time of more than 1
FdzZ £ NRdzyR OFyQd o655

Special You can gain this feat multiple time&ach time
you take the feat, the spells of your nexwd lowest spell

levels can now be quickenedth no adjustment to their spell
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spells that normally become fulbund actions when cast in

slots ¢ KA a

metamagic formsuch spells cast spontaneously

Automatic Silent SpellMetamagig

PrerequisitesSilent Spell, Spellcraftlzanks,caster level
21st.

Benefit You may cast all'd, 1%, 2'°-, and 3-level spells
as silent spells without using highlavel spell slots.

Special You can gain this feat multiple time&ach time
you take the feat, tk spells of your next three lowest spell
levels can now be silenced with no adjustment to their spell
slots ¢KAa FSHG R2SayQi AyONBIF &8
spells that normally become fulbund actions when cast in
metamagic form such spells caspontaneously Snce bard
aLsStta OlyQli oS SyKFyOSR gAGK
be affected by this feat either.

Automatic Still Spel[Metamagig
Prerequisites Still Spell, Spellcraft®ranks, caster level
23rd.
Benefit You may cast all'®, 1%, 2'°-, and 3-level spells
as stilled spells without using highlavel spell slots.
Special You can gain this feat multiple time&ach time
you take the feat, the spells of your next three lowest spell
levels can now be stilled with no adjusént to their spell
slots ¢KAa FSHG R2SayQi AyONBI &¢
spells that normally become fulbund actions when cast in

metamagic formsuch spells cast spontaneously

Bane d EnemiegCombat]
Prerequisites Survival 2 ranks, Master Hunter class
feature.

Benefit Any weapon you wield against one of your

j dzA O1 Sy S Ri@wored enemies is treated as a bane weapon for that

creature type (thus, its enhancement bonus is increased by
+2 and it deals +2d6 points of damage) KA & | 0 A f A (¢

stack wih similar abilities.



BanishingSpell[Metamagic]

PrerequisitesSpellcraft23 ranks

Benefit In addition to the normal effects of the spédll]
targets of a banishing spelte affected as if they were struck
by the targeted dispel of alispel magicor greater dispel
magic A banishingspell uses up a spell slsixlevels higher
than the spell's actual levethen emulatingdispel magiand

nine levels higher when emulatirggeater dispel magic

Banner of KinggMorale]
PrerequisitesCha 21, Greater Baer class feature
Benefit Al morale bonuses granted by your banner
increaseby 1
Special This feat may be selected multiple timedts

effects stack.

Banner of the Golden SufMorale]
PrerequisitesCha 21, Greater Banner class feature
Benefit Yaur banner provides all allies within 60 feet a

+2 morale bonuso AC and Reflex saves as long as it is visible.

Banner of the Red PatfMorale]

PrerequisitesCha 21, Greater Banner class feature

Benefit Your banner provides all allies within 60 feet a
+2 morale bonus on all attack and damage rolls as long as it is

visible

Banner of the White BlossorfMorale]
PrerequisitesCha 21, Greater Banner class feature
Benefit Your banner provides all allies within 60 feet 2
temporary hit points per hit diesalong as it is visibleThis is
a morale bonus No individual can benefit from this more

than once per day.

Battlegod[Combat]
PrerequisitesBAB +30, Warlord with the chosen weapon,
Weapon Mastery class feature with the chosen weapon.

Benefit You hae acquired absolute mastery with a
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single weaportype, an unrivaledskill that the merely mortal

will never be able to approach You gain the following

abilities while wielding your chosen weapon:

1 +2competencebonus to AC and Reflex saves;

1 +4competencebonus to CMB and CMD;

1 Increase threat range of weapon by +1 (stacks with but is
not increased bythe Improved Critical featkeenweapon
quality, or similar abilitiel

1 Ignore object hardness and mateHahsed DR (adamantine,
cold iron, silver, etc.);

1 Camot be caught flafooted or flanked;

1 Blindsense out to the reach of your weapon (orféét for
ranged weapons).

Note: Unlike the other feats in the Weapon
Focus/Specialization tree, Battlegod can only be selected
once, for one type weapanlt representsa degree of focus
and training so intense that it is impossible for any creature

even a god to have it with more than one type of weapon.

BlackenedSpell[Metamagic]

PrerequisitesSpell Focus (Necromancy)

Benefit Any spell thatausesnergy damagef any type
(acid, cold, electricity, fire, force, sonic, etmjlicts all that
damage asegative energynstead harming living things and
healing undead A blackened spell uses up a spell slot two

levels higher than the spell's actual level.

BlindingSpeedCombat]

Prerequisite Dex 25.

Benefit You can act as #ffected by thehastespellfor 5
rounds per day. The duration of the effect need not be
consecutive roundsActivating this power is a free action.

Special You can gain this feat multiptenes. Each time
you take the feat, it grants an additional 5 rounds of haste per

day.

BolsteringSpell[Metamagic]
Prerequisites Spellcraft 21 ranks



Benefit In addition to the normal effects of the spell,
targets of a bolstering spell gain 2 tempaoyanit points per
caster level This bonus lasts for either the spell's duration or
1 minute per caster level, whichever is higheNo single
target can benefit from more than one bolstering spell at a
time. If a bolstered target is struck with a secdmalstering
spell, they use whichever temporary hit point total is highest.
A bolstering spell uses up a spell slot two levels higher than

the spell's actual level.

Bomb Mastery[Alchemical]

PrerequisitesInt 25, Knowledge [Alchemy] 24 ranks, any
3 Bombalchemist discoveries.

Benefit All DCs associated with your bombsplash
damage and special effectsncrease by +1

Special You can gain this feat multiple timedts effects

stack.

Bonus DomairjMagic]

PrerequisitesWis 21 Divine caster level 21

Benefit/ K22aS +y | RRAGAZ2Y!I ¢
domainlist, 2dz y2¢ KI @S I 00Saa G2
granted powers as normal for your domain spells and the
R2YIFAyQa 3INFYGSR LRSSNEO®

Special You can gain this feat multiple time&ach time

you take the feat, it applies to a different domain.

Boundless BondMorale]

Prerequisites Cha 23, Divine Bond (Weapon) class
feature, Holy Champion class feature

Benefit The enhancement bonus granted by your Divine
Bond class feature increases by #ldditionally, you can now
increase your weapon's enhancement bonus higher than +5.

Special You can gain this feat multiple timests effects

stack

Breath Through the Temple's Gaf€ombat]

PrerequisitesDex 27, Str 2BAB +25White Lotus Gale.
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Benefit: When using your Vacuum Slash, the cone now
reaches 6deet and you can elect to daze your targetS8ach
target must make a Fortitude save DC 10 + 1/2 your HD +
your Str modifier or be dazed for 1 round.

Special A monk that selects Weapon Focus hwiheir
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

Brutal BlastfCombat]

Prerequisite Str 27, Brutal Slam

Benefit On a successful critical strike in melee, yoake
a combat maneuver check teend an opponent flying as if
they were subject to a bull ruskand leaving them prone at
the end You may add any weapdrmased abilities that
increase youto-hit bonug such asfeats from the Veapon
Focustree, a fighter'sWeapon Training class feature, or a
magicweapon's enhancement bonugo the CMB check If
you are using a twdnanded weapon, you may increase your

strength bonus to your CMB to x1.% your weapon has a x3

R 2 ¥riticalymodffiskR add &1 2adzhg ORIB, Aadic fer Za x4tical
GnfGlkiplier, RA@l ¥8. IRsyceedsfubl thaQdrdetiis plisife back as

if by a successful bull rush and then rendered prone as if
tripped. If the critical is part of a full attack action, you lose

any subsequent attacks if the enemy is moved beyond your
reach If the attempt fails, you may continue attacking as

normal.

Brutal Slam[Combat]

Prerequisite Str 5.

Benefit On a successful critical strike in melee, you may
immediately make a combat maneuver check to render the
target proneas if from a tripattempt. You may add any
weaponbased abilities that increase your-tot bonus such
as feats from the Weapon Focus tree, a fighter's Weapon
Training class feature, or a magic weapon's enhancement
bonus to the CMB check. If you are using a thanded

weapon, you may increase your strength bonus to your CMB



to x1.5. If your weapon has a x3 critical modifier, add +4 to
the CMB, and for a x4 critical multiplier, add #Bsuccessful,
the target is rendered prone as if trippedf the critical is part
of a full attack action, you may continue attacking as normal

regardless of the success or failure of the trip attempt.

Bull of War[Combat]

Prerequisite Str 5, Improved Bull Rush

Benefit You gain a & bonus to your CMB when bull
rushing and to your CMDvhen being bull rushed This
supersedes (does not stack with) the bonus framproved
Bull Rush.

Cannibal Craftindgltem Creation]

Prerequisite Any 3 epic and/or noepic item creation
feats

Benefit When crafting a new magic item, you can draw
the spell energy out of existing magic items and use it to
accelerate your item creation. Both the item you are creating
and the one (or ones) you are draining must be types that you
have the relevant item creation feat for and your caster level
must be high eaugh to create both, though you do not need
to have any other creation prerequisites for the item you are
draining.

When crafting the new item, you pay the creation cost as
normal, but when translating that cost into how long you
must work on it (i.e., onelay per 1,000 gold) subtract half of
the sacrificed item'sreation cost(or a quarter of its market
value) from the total. Thus, if you wished to makstaff of
tricks (market price 8,000 gp), you would pay 4,000 gold and
it would take you four days taraft it. However, if you
decided to sacrifice aing of counterspell{market price
4,000 gp), you would still pay 4,000 gold, but it would only
take you 3 days to create your staff.

Magic items consumed in this way cannot be restored by
any conventionameans short of recreating them with the
relevant item creation feat as if you were making a new

magic item. If you sacrifice an item that is sufficiently more
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powerful than the one you are creating, you may have
leftover energy; this energy is wasted.It cannot be

conserved for later use or used to restore the sacrificed item.
It always take a minimum of 1 day to craft a magic item, no
matter how much power you siphon off of other items. You
cannot sacrifice an artifact to make a magic item using this

feat.

CarnageSpell[Metamagic]

Prerequisites Collateral Spell, Cutting Spell, Shredding
Spell

Benefit Spells with an area of effect transform that area
into a no man's land fot minute for every level of the actual
spell Everythingin the area orthat enters it during the
duration takes 1 point of damage per caster leartl suffers
1 point of bleed damage per spell levelf the spell had an
energy type, the damage is ofahtype. If it did not, it is a
physical effect that ignores object harelss up to5. The area
of effect becomes difcult terrain and requires an dkobatics
check equal to the spell's DC to move at all; failure renders
the target prone The area also provides coverr foreatures
on opposing sidesA carnagespell uses up apell sloteight

levels higher than the spell's actual level.

Cataclysmidviastery [Magic]

Prerequisitesint 31, Cataclysmic Spell.

Benefit You gain a secongbrsion of cataclysmic spell for
every spell you apply the Cataclysmic Spell feat tdhis
secand version is determined the same way the original was
and you select which version you wish to use when applying
the Cataclysmic Spell feat the spell For example, if you
cast acataclysmic firebaland the effect creates a storm of
fire a thousand fet across that lasts until the next sunset,
this feat would give you a second cataclysmic version;
perhapsallowing you to open aate to the Plane of Fire
through which 2d12 fireballs will issue, streaking towards
targets you designate. When selectinguyapells for the day,

if you choose aataclysmic fireballyou would choose which



version you were memorizing. This second version uses the

samespell slot adjustment as the Cataclysmic Spell feat.

CataclysmiSpell[Metamagic]

Prerequisites Any 3 ept metamagic featsSpellcraft 30
ranks

Benefit The ultimate expression of metamagic
manipulation, a cataclysmic spell distorts the world around it,
creating permanent effects based on the spell in question
No known catalogue of the effects exists; apfilto a spell
and try it out if you want to know what will happerwhen a
spell has this feat applied to it, the effects are always the
same for you when you cast that specific spell. For example,
if you cast acataclysmic fireballand the effect creas a
storm of fire a thousand feet across that lasts until the next
sunset, then youcataclysmic fireballvill always produce that
effect. A different spell you castsuch as acataclysmic
delayed blast fireballor cataclysmic mage armorwill
produce a dferent result not necessarily related to any other
cataclysmic effect you produce while a different wizard's
cataclysmic fireball will produce a unique result not
necessarily related to your casting of the spéell.cataclysmic
spell uses up a spell slotelve levels higher than the spell's
actual level.

Note: YourGM will ultimately decide what the effects of
any given cataclysmic spell you produce are. | provide my
method for determining the effects of a cataclysmic spell in

Chapter 8.

Celestial Strik [Combat]

PrerequisitesCha 29, Divine Strike, Knowledge [Religion]
34 ranks

Benefit Any weapon you wield while is treated as a
celestial grandeuweapon This ability does not stack with

similar abilities.

Chaotic RagfRage]

Prerequisiteshaoticalignment Primal Rage
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Benefit Any weapon you wield while in a rage is treated
as achaotic powemweapon This ability does not stack with

similar abilities.

Chivalric SummoningSummoning]
Prerequisites Cha 25

Summoning Perfdion.

nonchaotic  alignment,
Benefit Whenever you summon a creature or creatures
with summon monsteror gate, the summoned creature(s)
gain the Resolute template.
Note: This feat cannot be used at the same time as
Colossal Devilish Divine

Summoning, Summoning,

Summoning, Dracao Summoning, Ebon Summoning,
Guardian Summoning, and Sylvan Summaoniifgyou have
two or more of these feats, you select which one is active

when you usesummon monsteor gate.

CollateralSpell[Metamagic]

Prerequisitesintensified Spell

Benefit Acollateral spell inflicts only half damage upon
living targets, butcausesdouble damage against unattended
objects and terrain If the spellhas terrairbased side effects
such as igniting flammable objects, it is twice as likely to do so
and has the DC®r stopping or fixing the damage doubled
Any terrain affected by a collateral spell is rendered difficult
until repaired which requires a check made against the
spell's DC A collateral spell uses up a spell slot four levels

higher than the spell's@dual level.

Colossal Summoningsummoning]

PrerequisitesCha 8, Summoning Perfection

Benefit Whenever you summon a creature or creatures
with summon monsteror gate, the summoned creature(s)
gain the Giant template.

Note: This feat cannot be used dhe same time as
Chivalric  Summoning, Devilish Summoning, Divine
Summoning, Ebon Summoning, Guardian Summoning, and

Sylvan Summoninglf you have two or more of these feats,



you select which one is active when you usemmon

monsteror gate.

Colossal Wd ShapdWild]

Prerequisite Gargantuan Wild Shape

Benefit You can use your wild shape to take the shape of
a Colossal animal This is identical taisingthe spellbeast
shape Il to transform into an animal (not a magical beast)
except that your formeceives a +10 size bonus to Strength, a
-4 penalty to Dexterity, a +4 size bonus to Constitution, and a

+10 natural armor bonus.

Comet Sho{Combat]

PrerequisitesWarlord with a ranged weapon

Benefit When using a ranged weapon with which you
have Warled, your attack cannot be automatically deflected
This applies to deflections by spells suclwasdwall, adverse

environmental conditionsandfeats such as Deflect Arrows.

Companion Shap@wild]

Prerequisites Wild Shape at will class featuré&nimal
Companion class feature

Benefit Your animal companiogains the ability to wild
shape at will. If they choose to wild shape into another
animal form of their same size, they gain no bonuses to
Strength, Dexterity, or Constitution, though they gain all
other benefits of the ability. If they choose to wild shape into
an animal form of a different size or a nanimal form, they
gain the ability score bonuses as normal.

Note: This only grants the companion access to wild
shape, not any feats your charactenay have that affect the
ability. However, one you have selected this feat, your
companon is treated as having th&Vild Shape at will class
feature and can selecboth epic and norepic feats that

require the ability to wild shape as a prerequisite

Compound BomHKAlchemical]

PrerequisitesInt 25, Knowledge [Alchemy] 24 ranks, any
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5 Bomb alchemist discoveries.

Benefit You can now apply two nostacking discoveries
you possesses to the same bombhese discoveries function
as normal. In the case ba conflict between the two abilities
selected, the alchemist chooses which takes priority.

Special You can gain this feat multiple timegvery time
you select it, you may add an additional exclusive bomb

discovery to your bombs

Craft Epic Magic Armand Armor[ltem Creation]
PrerequisitesCraft Magic Arms andrmor, Spellcraft 3
ranks.
Benefit You can craft magic arms and armasing epic

rules See Chapter 6 for details.

Craft Epic Rofltem Creation]
PrerequisitesCraft Rod, Spellcraf7 ranks.
Benefit You can craft rodasing epic rules See Chapter

6 for details.

Craft Epic Staffitem Creation]
PrerequisitesCraft Staff, Spellcraft®&anks.
Benefit You can craft staffgsing epic rulesSee Chapter

6 for details.

Craft Efic Wondrows Item[ltem Creation]
PrerequisitesCraft Wondrous Item, Spellcrafi 2anks.
Benefit You can craft wondrous itemssing epic rules

See Chapter 6 for details.

Crowd Contro[Combat]

Prerequisites Str 25, Great Cleave

Benefit Whenever you kill a tget with a physical melee
attack any damage you inflict beyond the target's hit point
total carries over to your nexghysical meleattack provided
that attack occurs before the end gbur turn on which you
killed the original target, either as a reswf a cleave, extra

attacks in a full attack action, or some other metholl the



next attack misses, the extra damage is still considered to

have been expended.

CursebreakeRage/Rage]

PrerequisitesPrimal Rage

Benefit By spending 2 rounds of raggesy round, you
gain SR equal to 10 + your level in whatever class provides

you with your rage

Cutting Spell[Metamagic]

PrerequisitesSpellcraft 3 ranks

Benefit In addition to the normal effects of the spell,
targets of a cutting spell suffer fromd#d damage equal to
the spell's actual level If the spell allows a Reflex save,
success on that save eliminates the bleed damage as Vell
cutting spell uses up a spell slttree levels higher than the

spell's actual level.

Damage ReductiofCombat]

Prerequisite Con 21.

Benefit You gain damage reduction13/ which reduces
all damage from physical sources (but not magical or energy
damage). This does not stack with damage reduction granted
by magic items or nonpermanent magical effects, but it does
stack with any damage reduction granted by permanent
magical effects, class features, or this feat itself.

Special You can gain this feat multiple time&ach time

you gain the feat, your damage reduction increases by 3.

Deadly BomHAlchemical]

Prerequsites Knowledge [Alchemy] 32 ranks,nA 3
Bomb alchemist discoveries.

Benefit A deadly bomb inflictsplash damage equal to
the bomb'sdirect hit damage.Targets of the splash damage
are still allowed a Reflex saving throw for half damage.
Deadly bomB do not stack with other nostacking bomb

discoveries.
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DeadlySpell[Metamagic]

Prerequisites Spellcraft 23 ranks

Benefit Targets slain by a deadly spell have their bodies
reduced to a fine dustas if slain by disintegratespell A
deadly spell ges up a spell slot five levels higher than the

spell's actual level.

Deafening Son¢Morale]

Prerequisites Perform 2 ranks, Bardic Performance
class feature.

Benefit You can use song or poetics to temporarily
deafen all enemies within a 0ot burst centered on you A
successful Fortitude save (DC 10/2 your class level + your
Charisma modifier) negates the effecThe deafening effect
lasts for as long as you continue the deafening sovigu can
choose to excludesamanycharactersas you wishfrom this
effect. Rounds spent producing the deafening song count

against the bard'dardic performance limit

Deathof EnemiegCombat]

PrerequisitesBane of Enemies, Survivalr2znks

Benefit Any time youthreaten a critical hit against one
of your favored enemiesyou automatically confirm
AYYdzyS ON
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affected by this feat.

Deep Poo[Magic]

Prerequisitesint 21, True Magus class feature

Benefit You can now empower a weapon with an epic
enhancement bonus. As with its non-epic counterpart it
costs 1 point from your spell pool per point of enhancement

bonus.

DelaySpell[Metamagic]

PrerequisitesExtend Spell

Benefit A delayed spell can be set to activate at some
point in the future, up toone day in thefuture. The area of

effect of the spell is determined at the time of casting, using



the spell's range and the caster's position at the timé
delayed spell with a range of toudan bedischarged at the
time of casting with the effect activatinggains the touched
target when the delay is over or the caster can hold the spell
prepared for useuntil the delay is over Once the delay on a
spell is set, it cannot be changeskcept to be canceled
entirely. Delayed spells appear ttetect magic, arcane gint,

and similar abilities as a ghostly aura where the effect is
centered; once located, they can be dispelled by a targeted
dispel magicand an opposed caster level check delayed
spell uses up a spell slot four levels higher than the spell's

actual level.

Depthless BondMorale]

PrerequisitesCha 25, Boundless Bond.

Benefit You can now add any of the following weapon
properties to your weapon using your Divine Bordigelic
Glory, Axiomatic Power, Celestial Grandeur, Flaming Blast,
Holy Power, Indoitable, or Inferna These follow the normal
rules for adding weapon properties using the Divine Bond

class feature.

Devastating Critica] Combat]

PrerequisitesStr 25, Great Cleave, Overwhelming Critical
with chosen weapon

Benefit Choose one weapon fowhich you havethe
Overwhelming Critical and Weapon Fodests Any time
you make a cleave attemptvhile wieldingthis weapon, if you
succeed on a critical against the initial target, you
automatically threaten critical strikes against all other cleave
targetsyou successfully hit

Special You can gain this feat multiple timedts effects
do not stack Each time you take the feat, it applies to a

different type of weapon.

Devilish SummoningSummoning]
PrerequisitesCha Z, evil alignment, Ebon &moning

Benefit Whenever you summon a creature or creatures
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with summon monsteror gate, the summoned creature(s)
gain the HaHriend template instead of the Shadow Creature
template. Alternately, you can apply both templates by
increasing thdevel ofrequiredsummon monstespell by 1 or
by increasing the HD cogeér creatureby 2 forgate.

Note: This feat cannot be used at the same time as
Chivalric  Summoning, Colossal Summoning, Divine
Summoning, Draconic Summoning, Guardian Summoning,
and Sylvan Sumoning If you have two or more of these
feats, you select which one is active when you ssmmon

monsteror gate.

Dexterous FortitudgGeneral]

PrerequisitesDex 25

Benefit Once per round, when targeted by an effect that
requires a Fortitude savinthrow, you may make a Reflex
save instead to avoid the effect Evasion and Improved

Evasion do not apply to this save

Dexterous Wil[General]

PrerequisitesDex 25

Benefit Once per round, when targeted by an effect that
requires a Will saving throwyou may make a Reflex save
instead to avoid the effectEvasion and Improved Evasion do

not apply to this save

Dire CharggCombat]

Prerequisite Improved Initiative.

Benefit Wheneveryou charge during combatyou can
make a full attack against the oppent charged as if you

had the Pounce ability

Dire Shape[Wild]
PrerequisitesStr 21,Wild Shape at will class feature
Benefit You gain a Zsizebonus toStrengthwhen wild
shaped or your shape's existing size bonus to Strength
increases by .2 You form appearslarger and bulkier than

normal, thickly muscled and obviously stronger



Special You can gain this feat multiple timedts effects
stack.

Note: This feat cannot be used at the same time as
Armored Shape, Grotesque Shape, Sylph Shape If you
have two or more of these feats, you select which one is

active when you change your shape.

Distant Shot[Combat]
PrerequisitesDex 25, Far ShoRerceptionl7 ranks.
Benefit You may throw or fire a ranged weapon at any

target within line of sightwith no penalty for range.

Distort Spell[Metamagic]

PrerequisitesSelective Spell

Benefit A distorted spell changes its shape from radius,
cone, or line, to one of the other two typed-or every 5 feet
of cone length, 10 feet of radius, or 60 fedtline length, the
spell can take the shape of one of the other two types with an
equal number of distance unitsThus, a 128oot lightning
bolt could become a 2€@ot-radius lightning sphere or a 10
foot cone of lightning Alternately, you can seleaip to 2
contiguous Sfoot squares per original spell levébr the
distorted spell to affect.This does not affect the spell's range,
only its shape A distorted spell uses up a spell slot two levels

higher than the spell's actual level.

Divine SavanfMagic]

Prerequisite Int 23, Divine caster level 21

Benefit Select one divine caster class with a caster level
of 21* level or higher When multiclassing, your caster level
in that class uses your total character level instead of your
class level This does not affect any other levdependent
benefits such as bonus feats or spells per day, only your

caster level.

Divine StrikefCombat]
Prerequisites Cha 25Holy Strike, Knowledge [Religion]

27ranks
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Benefit Any weapon you wield while is treatexs aholy
power weapon This ability does not stack with similar

abilities.

Divine SummoningSummoning]

Prerequisites Cha 2, good alignment, Guardian
Summoning

Benefit Whenever you summon a creature or creatures
with summon monsteror gate, the sumnoned creature(s)
gain the HakCelestial template instead of the Foo Creature
template. Alternately, you can apply both templates by
increasing the level of requiresimmon monstespell by 1 or
by increasing the HD cost per creature by 2date.

Note: This feat cannot be used at the same time as
Chivalric  Summoning, Colossal Summoning, Devilish
Summoning, Draconic Summoning, Ebon Summoning, and
Sylvan Summoninglf you have two or more of these feats,
you select which one is active when you usammon

monsteror gate.

Draconic SummoningSummoning]

PrerequisitesCha 2, Colossal Summoning

Benefit Whenever you summon a creature or creatures
with summon monsteror gate, the summoned creature(s)
gain the HaHDragon template instead of th&ianttemplate.
Alternately, you can apply both templates by increasing the
level of requiredsummon monstespell by 1 or by increasing
the HD cost per creature by 2 fgate.

Note: This feat cannot be used at the same time as
Chivalric  Summoning, Devilish  SummoningDivine
Summoning, Ebon Summoning, Guardian Summoning, and
Sylvan Summoninglf you have two or more of these feats,
you select which one is active when you usemmon

monsteror gate.

Dragon Wild Shapéwild]
PrerequisitesWis 30, KnowledgfNature] 25 ranks,Wild

Shapeat will class feature



Benefit You may use wild shape to change intmetallic
or chromaticdragon This is identical to the spdbrm of the

dragon 11l

Dual Aura[Combat]

Prerequisites Cha 27, Aura class featusnd/or any 2
'‘Aura’ Morale feas.

Benefit Any time you active an aura, you may select two
auras You project both benefits simultaneously.

Note: If your auras have different radiyou use the

smaller of the two.

Earth BreakefCombat]

Prerequisites Str 26,BAB +20Weapon Focuswith a
weapon from the Axe, Heavy Blade, Close, Flail, Hammer, or
Natural weapon group.

Benefit When using a weapon with which you have
WeaponFocusfrom one of the Fighter weapon groups listed
above, you can use a standard action to forgiksig a target
and instead strike the ground at your feeThis sends out a
blast that strikes all targets within a-fbot burst Resolve
your attack normally against each target to see if the strike is
successful These attack rolls ignore cover andvisibility.
When making your attack, you can also decide if you wish to
damage the terrain, rolling damage automaticallyf your
damage exceeds the ground's hardness and inflicts at least 20
points of damage, you can transform all the area within your
burst into difficult terrain This ability can be used once every
1d4 rounds.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this fed.

Ebon SummoningSummoning]
Prerequisites Cha 25non-good alignment, Summoning
Perfection

Benefit Whenever you summon a creature or creatures
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with summon monsteror gate, the summoned creature(s)
gain the Shadow Creature template.

Note: This feat canot be used at the same time as
Chivalric  Summoning, Colossal Summoning, Divine
Summoning, Draconic Summoning, Guardian Summoning,
and Sylvan Summoninglf you have two or more of these
feats, you select which one is active when you ss;mon

monsteror gate.

Efficient Item Creatior{ltem Creation]

Prerequisites Item creation feat to be selected,
Spellcraft 2 ranks.

Benefit Select an item creation featCreating a magic
item using that feat requires one day per 10,0Gfldgof the
AGSYQ&a Y wid aSrinimudNgt eh& day.

Special You can gain this feat multiple timedts effects
do not stack Each time you take the feat, it applies to a

different item creation feat.

Empower ChanndlChanneling]

Prerequisite Wis 25, Channel Energy clasdtiea.

Benefit The amount of damage healed or dealt by your
Channel Energy class feature is increased by +1d6.

Special You can gain this feat multiple timedts effects

stack.

Empower EidolofSummoning]

PrerequisitesEpic Eidolon

Benefit Your Eidain's evolution point pool permanently
increases by 2.

Special You can gain this feat multiple times. Its effects

stack.

Empowered JudgmeniCombat]
PrerequisitesWis 21, True Judgment class feature
Benefit The effects of all your judgments increase+i.
Special You can gain this feat multiple times. Its effects

stack.



EnduringSpell[Metamagic]

PrerequisitesExtend Spell

Benefit An enduring spell takes any ndamstantaneous
spell and makes it effectively permanentThe spell remains
in effect constantly, but every day that it is active, it
automatically uses a spell slot of the appropriate level
Dispelling the enduring spell ends the effect; the spell must
be recast to regain the benefitsAn enduringspell uses up a

spell slotsixlevels ligher than the spell's actual level.

Energy Resistande€ombat]

Benefit Choose a type oélemental energy acid, cold,
electricity, fire, or sonic You gain resistance 10 to that type
of energy, or your existing resistance to that type of energy
increa®s by 10 This feat does not stack with energy
resistance granted by magic items or nonpermanent magical
effects.

Special You can gain this feat multiple time# the same

type of energy is chosen, the effects stack.

Enhance Spe[Metamagig

Prerequsite: Maximize Spell.

Benefit The damage dice for spells you cast increase by
one step (i.e., d6s become d8s, d8s become 2d6s,. em)
enhanced spell uses up a spell slot four levels higher than the
aLISt f Qa . Msfedtlhds nd efedt®h spd & G K I

specifically dealamage

Enhancel SummoningSummoning]

Prerequisite Cha 21 Ability to castsummon monster IX
as a spellike ability.

Benefit You create a new tier of monsters that can be
accessed by yolsummon monstespeltike abilties. Choose
three creatures, each of whose HD is lower than your caster
level. You can now summon these creatures as normal,
including applying templates from other epic summoning
feats. Treat a new tier the same way you wouldsammon

monster X incuding allowing you to summon 1d3 creatures
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from summon monster 1¥nd 1d4+1 creatures frorsummon
monster Viland lower. As you create new tiers, these effects
extend to all lower tiers.

Special You can gain this feat multiple times. You can
either addmore creatures to a previous tier provided their
HD does not exceethe limit of that tier (i.e., your caster
level¢ 1 when the tier was made)or you can create a new,

higher tier.

Enlarge ChanndChanneling]

Prerequisite Wis 27, Channel Energy cldsature.

Benefit The radius of your Channel Energy class feature
increases by 1feet.

Special You can gain this feat multiple timests effects

stack.

Epic BrutalityyCombat]
Benefit Gain a +2 damage bonus on all physical attacks
Special You cargain this feat multiple times. Its effects

stack.

Epic Dodgg¢Combat]

Prerequisites Dex 25, Dodge,Acrobatics 27 ranks,
Improved Evasionlass feature.

Benefit Once per round, when struck by an attack from
an dypenént, you may automatically avoid ddmage from
the attack.

Epic EidolofSummoning]
PrerequisitesTwin Eidolon class feature
Benefit You can now select from the following
evolutions for your Eidolon:
1 Advanced Eidolon(5 points): Your Eidolon gains the
Advanced Creature template.
1 Colossh(12 points, Requiredargantuanevolution): Your
Eidolon grows to its largest possible size, becoming Colossal.
The eidolon gains a32 bonus to Strength, a®6 bonus to

Constitution, and a ¥4 bonus to its natural armor. It takes



a -4 penalty to its Daterity. This size change also give the
creature a-8 size penalty to its AC and attack rolls, & +
bonus to its CMB and CMD;&penalty on Fly skill checks,
and a-16 penalty on Stealth skill checks. If the eidolon has
the biped base form, its reach ireases ta30 feet (20 feet

for all other base forms)Any reach evolutions the eidolon
possesses are added to this total. These bonuses and
penalties replace, and do not stack with, those gained from
becoming Larger Huge

1 Epic Damage Reductidp pointy: Your Eidolon gains DR
5/epic. This evolution can be taken up to 5 times, for a
maximum of DR 25/epic.

1 Gargantuan(8 points, Required.arge evolution x2): Your
Eidolon grows toincredible size, becoming Gargantuan.
The eidolon gains a24 bonus to Stragth, a 42 bonus to
Constitution, and a9-bonus to its natural armor. It takes a
-4 penalty to its Dexterity. This size change also give the
creature a-4 size penalty to its AC and attack rolls, 4 +
bonus to its CMB and CMD;@&penalty on Fly skillhecks,
and a-12 penalty on Stealth skill checks. If the eidolon has
the biped base form, its reach increase2feet (15 feet
for all other base forms)Any reach evolutions the eidolon
possesses are added to this total. These bonuses and
penalties relace, and do not stack with, those gained from
becoming Larger Huge

1 Metamagic Ability (Specig: Select one non-epic
metamagic feafor a number ofevolution points equal to4
+ the feat's level adjustment. You can apply this feat to any
spelHike ahlity our Eidolon can use.

1 Regeneratior(6 points): Your Eidolon gains regeneration 1.
This regeneration can be increased by 1 for every 4
additional points spent.

1 Unlimited Ability(6 points): Select one Eidolon evolution
that can only be used once peayl You can now use it

once every 2d4 rounds.

Epic EndurancéGeneral]

PrerequisitesCon 25, Endurance.
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Benefit Whenever you perform a task to which your
Endurance bonus appliegou get a additional+10 bonus on
the check Additionally, you may slge in heavy armor

without becoming fatigued.

Epic Extract§Alchemicd]

Prerequisite Int 25, Craft [Alchemy]2ranks

Benefit You gain access to certain extracts 4t 1gvel
This feat does not grant extra extracts per day or give you
access to extras of a higher level than normal. To see when
you gain access to these spells, Seable 321: Extractsor
Spells per Day for Epic Alchemists, Bards, Inquisitors, Magi,
and Summoners

You can choose extracts of the appropriate level from the
Sorcerer/Wizad spell list from the Abjuration, Necromancy,
and Transmutation schools.

Special You can gain this feat multiple times The
second time you select it, you gain access to spell§1 &,
and the third time you select it, you gain access to spel9§hat

level

Epic FortitudegfGeneral]
Benefit You gain a +4 bonus on all Fortitude saving

throws.

Epic InspiratiofMorale]

Prerequisites Cha 25, Perform27 ranks, Bardic
Performanceclass feature.

Benefit All competence dodge and morale bonuses
granted by yourBardic Performance abilitiesncrease by +1
If you have tle inspire greatness Bardic Performaratality,
it grants one additional bonus HD.

Special You can gain this feat multiple timedts effects

stack.

Epic LeadershifGeneral]
Prerequisites Cha 25, Leadership score 25.

Benefit You attract acohort and followers as showm i



Table 52: Epic Leadershipin all other ways Epic Leadership
functions as the Leadership feat.

Table 52: Epic Leadership
Leadership | Cohort
th

475" e[ 7" 8™ 9" | 10

135 | 13 al22)1t [t ]+

26 18" | 160 | 16|84 |2 | 2|1t |1 |+
27 18" [ 190 |19 |10|5|3 |22t |t |
28 19" | 22022 (11|63 |2 |21t |1 |
29 19" | 260 | 26 13| 7|4 | 2|1t |t |+
30 20" | 300|30|15|/8 4|21t |t |+
31 20" | 350 |35 (18/9 |53 2|1t |+
32 21% | 400 | 40 |20|10|5 |3 |2 | 1|t |t
33 21% | 460 | 46 |23|12]|6 |3 |2 |1 |t | T
34 22" | 520 | 52 |26[13|6 |3 |2 |1t |t
35 227 | 500 | 59 |30[15|8 |4 |21t |t
36 239 | 660 |66 (33/17|9|5[3|2]|1]+
37 239 | 740 | 74 |37|19|10|(5 |3 | 2| 1|t
38 24" | 820 | 82 |41]|21|11|6 3|21
39 24" | 910 | 91 |46]23|12| 6|3 | 2| 1|t
40 25" | 1000|100|50(|25(13| 7|4 |2 | 1|t
+1 +1/2 +100 1 1 1 1 1 1 1 1 1

1- A character can command oitenth as many Flevel followers as Hevel followers. A
character can command orealf as many 4-level followers as-level followers, onenalf as many
4"-level followers as$level followers, ad so on. Round all fractions greater than 1 up.

Epic MutagerAlchemicd]

Prerequisite Craft [Albiemy] 25 ranks, TruéMutagen
grand alchemistliscovery

Benefit You mutagen now grants a +10 natural armor
bonus and a +10 alchemical bonus to Strength, Dexterity, and
Constitution The alchemist takes a2 penalty to his
Intelligence, Wisdom, and Charia as long as the mutagen

persists.

EpicPenetrating StrikgCombat]

Prerequisite Greater Penetrating Strike

Benefit Any attack you make ignores 5 additional points
of DR from any source. This ability affects both regular and
untyped DR and stacks withe effects of Penetrating Strike
and Greater Penetrating Strike.

Special This feat can be taken multiple times. Each time,

you ignore 5 additional points of DR

Epic ProwesfCombat]
Benefit You @in a +1 bonus on all attacks.
Special You can gainhiis feat multiple times Its effects

stack.
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Epic ReflexefGeneral]

Benefit You gain a +4 bonus on all Reflex saving throws.

Epic Reputatior{SKill]
Prerequisite Cha 21.
Benefit You gain a&bonus onall Diplomacy, Intimidate,

and Perform checks.

Epc Skill FocugSkill]

Prerequisite 20 ranks in the skill selected.

Benefit You gain a +2bonus on all skill checks with that
skill.

Special You can gain this feat multiple timedts effects
do not stack Each time you take the feat, it applies to a

different skill.

Epic SpeedGeneral]

Benefit Your speed increases by 30 feeThis benefit
does not stack with increased speed granted by magic items
or nonpermanent magical effects.

Special This feat only functions when you are wearing

medium armorJight armor, or no armor.

Epic Spell Focysagic]

Prerequisites Greater Spell Focus in the schdol be
selected caster level 28d.

Benefit Add +1 to the Difficulty Class for all saving
throws against spells from the school of magic you select to
focus on This stacks with the bonuses from Spell Focus and
Greater Spell Focus.

Special You can gain this feat multiple timests effects
stackif you select the same school of magic multiple times
you can select a new school of magic in which youehav

Greater Spell Focus

Epic Spell PenetratiofMagic]
PrerequisitesGreater Spell Penetration

Benefit You get a +2 bonus on caster level checks to beat



I ONBI (G dzNB Qa. ThitJ8dcks withBhe banisésy O Slo not stack Each time you take the feat, it applies to a

from Spell Penetration and Greater Speénetration.
Special You can gain this feat multiple timedts effects

stack

Epic Techniqgu¢Combat]

Benefit You gain a +1 to your CMB and your CMD
increases by .1

Special You can gain this feat multiple time#ts effects

stack.

Epic ToughnesGeneral]
Benefit You gain +30 hit points.
Special You can gain this feat multiple timedts effects

stack.

Edc Trapfinding[Skill]

Prerequisites Perception 22 ranks, Trapfinding class
feature.

Benefit If you pass within 5 feet of a trap, you are
entitled to a Perceptioncheck to notice it as if you were

actively looking for it.

Epic Weapon Focy€ombat]

Prerequisite Greater Weapon Focus in the chosen
weapon.

Benefit Add a +2 bonus to all attack rolls you make using
the selected weapon.

Special You can gain this feat multiple timests effects
do not stack Each time you take the feat it applies to a

different type of weapon.

Epic Weapon Specializatid€ombat]

PrerequisitesEpic Weapon Focus the chosen weapan
Greater Weapon Specializan in the chosen weapon

Benefit Add +4 to all damage you deal using the selected
weapon.

Special You can gain this feat multiple timests effects
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different type of weapon.

Epic Will[Geneal]

Benefit You gain a +4 bonus on all Will saving throws.

Exceptional DeflectioiCombat]

PrerequisitesDex 21, Wis 19, Deflect Arrows, Improved
Unarmed Strike.

Benefit You can deflect any ranged attacitsected at
you (including spells that requireanged touch attacks) as if
they were arrows. This behaves in all ways like the Deflect

Arrows feat.

Expanded Spell List: BafMagid

PrerequisitesBard, Cha 21, Caster levef'21

Benefit You gain access to certaitf-level spells This
feat does mt grant extra spells per day or give you access to
spells of a higher level than normal. To see when you gain
access to these spells, s@able 321: Extractsor Spells per
Day for Epic Alchemists, Bards, Inquisitors, Magi, and
Summoners

You can selecspells of the appropriate level from the
Sorcerer/Wizard spell list from the Divination, Enchantment,
and lllusion schools

Special You can gain this feat multiple times The
second time you select it, you gain access to spelléﬁ1 el
and the thirdtime you select it, you gain access to spells”ét 9

level

Expanded Spell List: Inquisitgkagic]

Prerequisitesinquisitor, Wis 21, Caster level 21

Benefit You gain access to certaifl-ievel spells This
feat does not grant extra spells per day give you access to
spells of a higher level than normal. To see when you gain
access to these spells, s@able 321: Extractsor Spells per
Day for Epic Alchemists, Bards, Inquisitors, Magi, and

Summoners



You can select spells of the appropriatediefrom the
Cleric/Oracle spell list.

Special You can gain this feat multiple times The
second time you select it, you gain access to spellg‘ &Rl
and the third time you select it, you gain access to spelléhat 9

level

Expanded Spell List: Mpus[Magic]

PrerequisitesMagus Int 21, Caster level 21

Benefit You gain access to certaifl-level spells This
feat does not grant extra spells per day or give you access to
spells of a higher level than normal. To see when you gain
access to thse spells, se@able 321: Extractsor Spells per
Day for Epic Alchemists, Bards, Inquisitors, Magi, and
Summoners

You can select spells of the appropriate level from the
Sorcerer/Wizard spell list from the Abjuration, Conjuration,
Evocation, and Transration schools.

Special You can gain this feat multiple times The
second time you select it, you gain access to spellg“ Bl
and the third time you select it, you gain access to spelléhat 9

level

Expanded Spell List: PaladiMagic]

Prerequsites Paladin, Cha 21, Caster leve('18

Benefit You gain access to certaifl-fevel spells This
feat does not grant extra spells per day or give you access to
spells of a higher level than normal. To see when you gain
access to these spells, s&eble 323: Spells per Day for Epic
Paladins and Rangers

You can select spells of the appropriate level from the
Cleri¢Oraclespell list.

Special You can gain this feat multiple times The
second time you select it, you gain access to spellg‘ &gl
and every additional time you select it, you gain access to the

next highest level of spells, to a maximum 8fiével
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Expanded Spell List: Rang@dagic]

PrerequisitesRanger, Wis 21, Caster level18

Benefit You gain access to certaifl -fevel spells This
feat does not grant extra spells per day or give you access to
spells of a higher level than normal. To see when you gain
access to these spells, s&able 323: Spells per Day for Epic
Paladins and Rangers

You can select spells of the appriate level from the
Druid spell list.

Special You can gain this feat multiple times The
second time you select it, you gain access to speII§1 aaneel,
and every additional time you select it, you gain access to the

next highest level of spellg) a maximum of §level

Expanded Spell List: Summonfiagic]

PrerequisitesSummoner Cha 21, Caster level21

Benefit You gain access to certaifi-level spells This
feat does not grant extra spells per day or give you access to
spells of a higer level than normal. To see when you gain
access to these spells, s@able 321: Extractsor Spells per
Day for Epic Alchemists, Bards, Inquisitors, Magi, and
Summoners

You can select spells of the appropriate level from the
Sorcerer/Wizard spell listom the Conjuration Enchantment,
and Transmutation schools

Special You can gain this feat multiple times The
second time you select it, you gain access to spelléﬁ1 el
and the third time you select it, you gain access to spelléhat 9

level

Expanded Spell SelectidiMagic]
Prerequisites Int 25 or Wis 25, Caster level 24
Knowledge [Arcanar Religion] 24 ranks
Benefit Select any spell you wish. It is now considered
to be on your class spell list at its normal spell level + 3. In
the ewnt that the spell has multiple normal spell levels
depending on the caster class, use whichever spell level is the

highest.



If it is originally an arcane spell, you must meet the
Intelligence and Knowledge [Arcana] requirements to select
this feat; if itis originally a divine spell, you must meet the
Wisdom and Knowledge [Religion] requirements to select this
feat. Regardless of what type of spell it was originally, you

cast it as whatever type of spell your primary caster class uses.

Expert Aid[Skill]

Prerequisite Int 21or Wis 21

Benefit When using the Aid Another action on a skill
check, you provide a bonus equal to 1/2 your ranks in the skill
used.

Normat You normally provide only a +2 bonus.

Extended Life SpafGeneral]

Benefit Add onehalf tK S Y I EA YdzY NI adz
maximum age modifier to your normal middle age, old, and
venerable age categorieCalculate your maximum age using
the new venerable number ¢ KAa FSI
current age category.

Special You can gain this feéanultiple times Its effects

stack.

Extract BomiJAlchemicdl

Prerequisite Craft [Alchemy] 27 ranks, Bomb 10d6 class
feature, Infusioralchemistdiscovery

Benefit Rather than inflicting damage, you can craft
bombs that affect all targets as if theyadh just imbibed one
of your extracts Doing so requires you expend one of your
daily uses of said extra¢br an empty slot of the same spell
level or higher) You do not have to have the extract brewed
before-hand, but if you dg using the extract bomlzonsumes
the prepared extract Extract bombs do not stack with other

non-stacking bomb discoveries.

Extraordinary ShofCombat]
PrerequisitesDex 23, True Grit class feature

Benefit When you have a loaded firearm, you can spend
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your action readying aattack. At any point during the round,
you can expend your action to automatically fire your
weapon at an attacking foe's weapon, causing their strike to
miss its target and ending their turn if they are taking
multiple attacks.

This shot can stop rangeattacks(exceptranged touch
spells or those of extraordinary size such as thrown boulders
or the projectiles of siege weaponand even knock other

bullets out of the air.

Familiar Spel[Magic]

Prerequisite Int 25 (if your spellcasting is controlleg b
Intelligence) or Cha 25 (if your spellcasting is controlled by
Charisma).

Benefit Choose one arcane spell you know flevel or
Icvar. Yew? BahilarNhn®@&wude this spell once per day as a
speltike ability, at a caster level equal to your caskevel

Your cannot bestow a spell to your familiar if the spell

Ol y Q (inormallych&sNImadedatizhithponent cost of more thagold.

Special You can gain this feat multiple time&ach time
you take the feat, you can give your familiar a different spell

like ablity or another daily use of the same sple ability.

Fast HealingCombat]

Prerequisite Con 25.

Benefit You gain fast healing 3, or your existing fast
healing increases by. 3This does not stack with fast healing
granted by magic items or nonperment magical effects.

Special You can gain this feat multiple timests effects

stack.

Fathomless PodMagic]

Prerequisitesint 29, Vast Pool

Benefit You can now empower a weapon with any of the
following epic weapon propertiesacophonyglacier, inferno,
tempest calamity, mummification or annihilation As with
its nonepic counterparts, it costs 1 point from your spell pool

per point of enhancement bonus.



Fine Wild Shapéwild]

Prerequisite Wild Shape at will class feature

Benefit You can ge your wild shape to take the shape of
aFineanimal This is identical to using the spbkast shape
[l to transform into an animal (not a magical beast) except
that your form receives a +12 size bonus to Dexterity6 a

penalty to Strength, and no haral armor bonus.

Flesh or BonefChanneling]

PrerequisitesWis 23, ability to channel energy

Benefit When you channel energyou can affect both
the living and undead with the same burst, healing one and
harming the other simultaneously depending tre type of

energy you are capable of channeling.

Font of Ki [Ki]

PrerequisitesWis 21, Perfect Self class feature

Benefit Yourki pool increases by an amount equal to
your Wisdom modifier. If your Wisdom increas#ss bonus
is increased retroactive.

Special You can gain this feat multiple times. Its effects

stack.

ForceSpell[Metamagic]

PrerequisitesSpellcraft 23 ranks

Benefit A force spell converts all damage inflicted by a
spell into force damage Force damage ignores all damage
reduction and energy resistances that are not fogecific
and ignores object hardness of less than 3nduring force
effects cannot be dispelled by anything weaker thamage's
disjunction Any square with an enduring force effect in it
provides cover A force spell uses up a spell slot three levels

higher than the spell's actual level.

Forge Epic Ringitem Creation]
PrerequisitesForge Ring, Spellcraf®8anks.
Benefit You can forge magic ringsing epic rules See

Chapter 6 for details.
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Gargantuanwild ShapdWwild]

Prerequisite: Wild Shape at will class feature

Benefit You can use your wild shape to take the shape of
a Gargantuaranimal This is identical using to the spbiast
shape lllto transform into an animal (not a magical beast)
exceptthat your form receives a +8 size bonus to Strength, a
4 penalty to Dexterity, a +4 size bonus to Constitution, and a

+8 natural armor bonus.

GildedSpell[Metamagic]

PrerequisitesHealing domain class feature

Benefit A gilded spell turns any energamage inflicted
by the original spell into positive energy, healing living
creatures and harming undeadA gilded spell uses up a spell

slot three levels higher than the spell's actual level.

God BreakefCombat]

PrerequisitesStr 30 BAB +25World Beaker.

Benefit When using youEarth Breakerthe burst now
reaches 20eet and you can elect to make a bull rush attempt
against each targetResolve the bull rush attempts normally,
except that the targets do not get attacks of opportunity even
if youdo not have Improved Bull Rush.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

GolembaneSpell[Metamagic]

PrerequisitesCraft Construct.

Benefit A golembane spell affects constructs normally,
though they receive a +10 to any saving throws made against
the effects. This does not automatically allow spells to affect
golems if they would be immune to the effects for other
reasons, such as miraffecting effects (as most golems are
mindless) or spells likeansmute blood to acidas golems do
not have blood). A golembane spell uses up a spell slot six

levels higher than the spell's actual level.



GrandSpell[Metamagic]

Prerequisites Armoring Spell, Bolstering Spell

Benefit Agrandspellprovides numerous benefits to the
targets Any creature affected by a grand spell gains the
following bonuses:
1 +2 AC bonus, +1 per 2 levels of the original spell
1 +1 bonus per 3 levels tfie original spell on all attack rolls
1 2 bonus hit points per caster level
1 +1 bonus per 2 levels of the original spell on all saving

throws

1 +10feetto all forms of base movement speed
1 Reroll any 1 die roll once during the spell's duration

A grand spell'bonuses last for either half the duration of
the original spell or 1 round per 2 caster levels, whichever is
higher. A grandspell uses up a spell sleight levels higher

than the spell's actual level.

Great Charism@General]
Benefit Your Charisma imeases by 1 point.
Special You can gain this feat multiple timests effects

stack.

GreatConstitution [General]
Benefit YourConstitutionincreases by 1 point.
Special You can gain this feat multiple timedts effects

stack.

GreatDexterity [Gengaal]
Benefit YourDexterityincreases by 1 point.
Special You can gain this feat multiple timests effects

stack.

Greatlntelligence[General]
Benefit Yourintelligenceincreases by 1 point.
Special You can gain this feat multiple timedts effeds

stack.
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Great SmitingCombat]

Prerequisites Cha 25, ®ite ability (from class feature or
domain granted power).

Benefit Whenever you make a successful smite attack,
add twice the appropriate level to damage.

Special You may select this feat multpltimes Its
effects stack Remember that two doublings equals a tripling,

and so forth.

GreatStrength[General]
Benefit YourStrengthincreases by 1 point.
Special You can gain this feat multiple timests effects

stack.

GreatWisdom[General]
Benefit: YourWisdomincreases by 1 point.
Special You can gain this feat multiple timests effects

stack.

Greater AscenfGeneral]

Prerequisite Character level 40, Ascent

Benefit Your aspect begins to take on supernatural
qualities: unnaturally brigheyes that shine in the darkness, a
constant and sourceless wind that plays at your hair, an aura
that attracts or repels wild animals, or some other
unmistakably inhuman quality.

Your life span is now at the maximufar your race;
barring a traumatic del, you can expect a long life.
Additionally, your physical attacks gain hirherent bonus to
attack and a 2 inherent bonus to damage. Any spells or
speltike, extraordinary, or supernatural abilities have their

DCs increased by +1 as an inherentumn

Group Inpiration [Morale]

Prerequisite Perform27 ranks,Bardic Performancelass
feature.

Benefit The number of allies you can affect with your

inspire competencer inspire greatnes®8ardic Performance



ability doubles When inspiring competenda multiple allies,

you can choose different skills to inspire for different allies.
Special You can gain this feat multiple timedts effects

stack Remember that two doublings equals a tripling, and so

forth.

Grotesque Shap@wild]

PrerequisitesCa 21, Wild Shape at will class feature

Benefit You gain a 2 sizebonus to Constitution when
wild shaped or your shape's existing size bonus to
Constitution increases by. 2rour form appears distorted and
unearthly, its features terrible to look upon.

Secial You can gain this feat multiple timedts effects
stack.

Note: This feat cannot be used at the same time as
Armored Shape, Dire Shape, or Sylph Shdpgou have two
or more of these feats, you select which one is active when

you change your stpe.

GuardianSpell[Metamagic]

PrerequisitesSpellcraft 24 ranks

Benefit A guardian spell remains dormant on the caster
until triggered by a specific event determined at the time of
casting All other effects of the spell are determined when
the spel is activated If the guardian spell is set to be
triggered by another individual's action, such as an attack or
an attempt to grapple, the spell activates immediately,
interrupting the action that triggered it As long as the spell
remains dormant, itcontinues to use up a spell slot of the
appropriate level. A guardian spell uses up a spell slot six

levels higher than the spell's actual level.

Guardian SummoningSummoning]

Prerequisites Cha B, nonevil alignment, Summoning
Perfection

Benefit Whenever you summon a creature or creatures
with summon monsteror gate, the summoned creature(s)

gain the Foo Creature template.
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Note: This feat cannot be used at the same time as

Chivalric  Summoning, Colossal Summoning, Devilish
Summoning, Draconic SummoginEbon Summoning, and
Sylvan Summoninglf you have two or more of these feats,
you select which one is active when you usemmon

monsteror gate.

HastenSpell[Metamagic]

PrerequisitesSpellcraft 23 rankQuicken Spell

Benefit A hastened spdl can affect any spell with a
casting time longer than 1 fulbund action. The spell has its
casting time reduced in half, to a minimum of 1 fwund
action. Ahastenedspell uses up a spell slfiur levels higher
than the spell's actual level Alternately, you can have it use
up a spell slot six levels higher and reduce its casting time to
one-third normal or use up a spell slot eight levels higher and
reduce its casting time to onrguarter normal.

Note: A spell that has been hastened to 1 {wlnd

adion can then have Quicken Spell applied to it normally.

Hindering SongMorale]

Prerequisite Deafening Song, Perfornd 2anks

Benefit You can use song or poetics to hinder enemy
spellcasters within a 3fbot spread centered on you To
successfully e a spell within this area, a spellcaster must
make a Concentration cheelgainst your Performance check
You can choose to excludes many characters as you wish
from this effect Every round that you sustain your hindering

song uses two rounds of yoBardic Performance ability

Holy Strike[Combat]

Prerequisites Smite Evil class feature, any good
alignment.

Benefit Any weapon you wield is treated as a holy
weapon (is goodhligned and deals an extra 2d6 points of
damage against creatures of evilgaiment) If the weapon
already has an alignment, this feat has no effect on the

weapon.



Ignore Material ComponentfMagic]

Prerequisites Eschew Materials, Spellcraft32ranks,
caster level 2&t.

Benefit You may cast spells without any material
componens valued at less than 1600 gold Once per day,
you can cast any spell without material component$his

feat does not affect the need for a focus.

ImplacableWill [General]

PrerequisitesCon25.

Benefit Once per round, when targeted by an effect tha
requires a Will saving throw, you may maké&artitude save

instead to avoid the effect

ImprisoningSpell[Metamagic]

PrerequisitesSpellcraft 25 ranks

Benefit Animprisoningspell is identical to the original,
except that the boundaries of its are# effect are encased
within awall of force The effects and duration are identical
to the wall of forcespell Targets are allowed a Reflex sav
against the spell's DC to avoid being trappslhifting outside
the area enclosed by the wall if doingisowithin the limits of
their base movement speedDoing so sacrifices their move
action thar following turn. An imprisoning spell uses up a

spell slot eight levels higher than the spell's actual level.

Improved AlignmentBased CastinfMagic]

Prerequsites Access to domain of Chaos, Evil, Good, or
Law, alignment must match domain chosdbivine caster
level 2kt

Benefit Select an alignmertased domaim Chaos, Evil,
Good, or Law to which you have acces¥ou cast spells with
that alignment descriptoat +3 caster level.

Special This benefit overrides (does not stack with) the
granted powers of the Chaos, Evil, Good, and Law domains
You may select this feat multiple timedts effects do not
stack Each time you take the feat, it applies to afeliént

alignmentbased domain to which you have access.
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Improved Aura ¢ CouraggMorale]
Prerequisite Cha 25Aura of Courage clasfeature.
Benefit Your aura of courage grants a +8 morale bonus

on saving throws against fear effects.

Improved Bomb[Alchemica]
Prerequisite Bomb &i6.
Benefit Add +1d6 to youbomb damage
Special You can gain this feat multiple timedts effects

stack.

Improved Combat CastinMagic]
PrerequisitesCombat Castingaster level 2
Benefit, 2dz R2y Qi ok gpddeNily forlcédsting { a

spells when threatened.

Improved Combat Reflexd€ombat]

PrerequisitesDex 21, Combat Reflexes.

Benefit There is no limit to the number of attacks of
opportunity you can make in one roundghough you can still

only take one #Hack per target per round

Improved DarkvisiorfGeneral]

Prerequisite Darkvision.

Benefit The range of your darkvision double$his feat
does not stack with darkvision granted by magic items or
nonpermanent magical effects.

Special You can gain thifeat multiple times Its effects
stack Remember that two doublings equals a tripling, and so

on.

Improved Elemental Wild Shap@Vild]
PrerequisitesWis 25,Wild Shape at will class feature
Benefit Your ability to wild shape into an elemental is
expanded to include ice, lightning, magma, and mud
elementalsof any size that you can take when usingdw
shape to become an animalThis ability is identical to using

the relevantelemental bodyspell (, II, 1ll,or IV), except pu



gainthe following abiities:

Ice ElementalUse the same ability bonuses as an earth
elemental of the same sizeYou gairdarkvision 60 feet, cold
resistance 20, anthe Ice Glide, Icewalkinggnd Snow Vision
abilities You gain theNumbing Coldability based on your
size.

Lightning ElementalUse the same ability score bonuses
as an air elemental of the same siz€ou gain darkvision 60
feet, lightning resistance 20, and the Metal Mastery and
Spark Leap abilities Small, medium, and large lightning
elementals gain a fly sed of 60 feet (perfect); this increases
to 120 feet (perfect) for huge elementals.

Magma ElementalUse the same ability score bonuses as
a fire elemental of the same siz&'ou gain darkvision 60 feet,
fire resistance 20, and the Earth Glide and Lavadrud
abilities You also gain the fire elemental's Burn ability based
on your size, but with & to the DC.

Mud Elemental Use the same ability score bonuses as a
water elemental of the same size&fou gain darkvision 60 feet
and the Earth Glide and Engrabilities.

Improved Favored EnemiCombat]

Prerequisite Five or more favored enemies.

Benefit Add +1 to the bonus on BluffiKnowledge,
Perception Sense Motive, and Survival checks arftl on
attack anddamage rolls against all your favored enemies.

Speciat You can gain this feat multiple timedts effects

stack.

Improved Heighten Spe[Metamagic]
PrerequisitesHeighten Spell, Spellcraf ranks.
Benefit As Heighten Spell, but there is no limit to the

level to which you can heighten the spell.

Improved Ki Strike [Ki]
PrerequisitesWis 21 Kipool (adamantinexlass feature
Benefit Your ki strikes are treated as epic magic

weapons for the purposes of damage reduction.
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Improved LowLightVision[General]

Prerequisite Lowlight vision.

Benefit The range of your lovight vision doubles This
feat does not stack with losight vision granted by magic
items or nonpermanent magical effects.

Special You can gain this feat multiple timedts effects
stack Remember that two doublings equalsripting, and so

on.

Improved ManyshoffCombat]

PrerequisitesDex 19, attack bonus +21, Maskot.

Benefits As Manyshot, but the number of arrows you
can fire is limited only by your attack bonukd combination
of your base attack bonus and epic attdmknus) With a full
attack action, you can fire two arrows with every attack
instead of only with the first

SpecialRegardless of the number of arrows you fire, you
only apply precisiobased damage (such as sneak attack
RIYlF3S
score a critical hit, only one of the arrows deals critical

damage (your choice); all others deal normal damage.

Improved MetamagidMagic]
PrerequisitesFou metamagic feats, Spellcraft 2dnks.
Benefit The spell slot modiir of all your metamagic

feats is reduced by one level, to a minimum of #lhis feat

has no effect on metamagic feats whose spell slot modifier is
+1 or less.

SpecialYou can gain this feat multiple time$he effects
adl 01 GK2dAK

modifier to less than +1.

Improved Sneak AttackCombat]
Prerequisite Sneak attack +8d6.
Benefit Add +1d6 to your sneak attack damage.
Special You can gain this feat multiple timedts effects

stack.
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Improved Spell Capaty [Magic]

Prerequisite Caster level 21

Benefit When you select this feat, you gannumber of
slots for new Spells per Day equal to your current maximum
spell level You can distribute these slots however you wish,
but it costs a numbeof slots equal to the spell level to gain
an additional spell per day of a given level.

For example, a Z1level wizard is able to cast spells of up
to 10" level Upon selecting this feat, she gains 10 slots to
distribute. She could select additional 18-level spell per
day; 2 additional5™-level spellsor a 9"-level spell and a*t
level spell She could even select 10 additiondt&vel spells
per day, if she wished; any combination so long as the total
spell level is equal to or less than her currentxinaum spell
level.

You cannot save spell slots; any not assigned at the time
the feat is chosen are lasOnce assigned, the slots cannot be
reassigned.

SpecialYou can gain this feat multiple times.

Improved Spell Resistand&eneral]

Prerequisite Must have spell resistance from a feat, class
feature, or other permanent effect.

Benefit Your spell resistance increases by +2.

Special You can gain this feat multiple timests effects

stack.

Improved Stunning FisiCombat]
Prerequisite Dex 19, Wis 19Improved Unarmed Strike,
Stunning Fist.
Benefit Add +2 to the DC of your stunning attack.
Special You can gain this feat multiple timedts effects

stack.

Improved Whirlwind AttacklCombat]
Prerequisitesint 13, Dex 23, Whirlwind Attack.
Benefit Your Whirlwind Attack is now only a standard

action, instead of a full attack actiorAdditionally, you may
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take one 5foot adjustment during the action, though you can
still only strike an individual creature once pwamhirlwind

attack

Incandescent RagiRage]

Prerequisite Con 29 Primal Rage

Benefit By spending 3 rounds of rage every round, you
can gain the benefits of the spdilery bodywhile raging
Additionally, any melee weapons held becoffeming burst

weapons This ability does not stack tiisimilar abilities.

Incite RaggRage]

PrerequisitesCha 25Mighty Rage class feature.

Benefit When you enter a rage, you can incite a
barbarian rage in any or aklilling allies within 60 feet Any
Fftfte ¢6K2 R2SayQi
ally gains +4 to Strength, +4 to Constitution, and a +2 morale
bonus on Will saves, but takes2 penalty to AC, for as long
as you remain raging The rage of affected allies lasts a
number of rounds equal to 3 + their Constitution modifier,
regardless of whether they remain within 60 feet of yolhis
is otherwise identical with normal barbarian rage (including
the fatigue at its end).

Special This is a minéffecting effect.

Indomitable ChallenggCombat]
PrerequisitesDemanding Challengdass feature.
Benefit You are immune to the effects of fatigue and

exhaustion as long as you have an active challenge issued.

Indomitable Fortitude[General]

PrerequisitesWis 25.

Benefit Once per round, when targeted by an effect that
requires aFortitude saving throw, you may makeWill save

instead to avoid the effect

Infinite Deflection[Combat]

PrerequisitesDex 25, Combat Reflexes, Deflect Arrows
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Benefit You may spend attacks of opportunity granted
by Combat Reflexesr Improved Combat Refkesto deflect

additional arrows as per the Deflect Arrows feat.

Inspire ExcellencfMorale]

Prerequisite Perform 30 ranks, @&dic Performanceclass
feature.

Benefit You can use song or poetics to grant a bonus to
one ability score to your alliesTo be affected, an ally must
hear you sing for 1 full roundEach ally to be inspired gains a
+4 competence bonus to the same ability score, which you
must choose before you begin inspirinthspire excellence is
a supernatural, minéhffecting ability Evey round that you
sustain your hindering song uses two rounds of your Bardic

Performance ability

Instantaneous ReloafiCombat]

PrerequisitesDex 21 Rapid Reload.

Benefit You can reload any crossbow or firearm as a free
action, allowing you to make ntiple attacks per round if you

have sufficient ammunition.

Internalize Powef{General]

PrerequisitesMagic Item Specialization.

Benefit Select one magic item sloarmor, belt, body,
chest, eyes, feet, hands, head, headband, neclg 1, ring 2,
shoulcers, wrists, or an additional magic item space (if you
selected the appropriate feat) If you place an item in this
slot, you can spend ten minutes focusing on the power,
drawing it out of the item and instead storing it within
yourself. When this is den you gain all the benefits of the
item as if you were wearing it, except that you no longer
need the physical item to do so. The item is quiescent,
useless to anyone else who tries to put it on, and even if it is
stolen or destroyed, you still retairsipower.

You cannot gain the benefits of another item in that slot,
which is considered occupied as if an item were in it. If you

wish, you can replace the internalized power within an item
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slot with a new item's power. If you do, the power of the old
item is expelled. If the original item is within 100 feet at this
time, the power returns to it; if not, the power dissipates and
is lost forever.

Special This feat can be selected multiple times. Each

time, select a new magic item slot to internalize

Keen Strike[K]|

PrerequisitesStr 23, Wis 23, Improved Critical (unarmed
strike), Stunning Fiski Pool(Adamantine)class feature

Benefit Your unarmed strike has a critical threat range of
18-20, a critical multiplier of x3and deals slashing damage
(at your option any attack can deal bludgeoning damage, but
cannot then take advantage of the enhanced threat range
multiplier). ¢ KA & oAt Adle& R2SayQi
SELI YR &2dzNJ dzy I N¥SR &G NA]1SQ4&

Ki Armor [Ki]

Prerequisite Wis 23, Perfect Self class feature

Benefit As a swift action, you can speddpoint from
your ki pool to grant yourself a +8eflectionbonus to AC for
1 minute. You can increase this bonus & fer every
additional ki point you spend, p to a maximm deflection
bonus equal to 1/2 yourlasslevel in whatever class grants

you yourki pool.

KiBlast[Ki]

Prerequisite Dex 21, Wis 2XKiPool (Adamantineglass
feature.

Benefit As astandard action, you can spend @®ints
from yourki pool to fire a llast of spiritual energy up to 100
feet + 10feet/level in whatever class grants you yokirpool.
Make a ranged touch attack against a target, inflicting 10d6
energy damage on a successful strike. You can elect to spend
an additional 2 points from youki pool and allow the energy
blast to Bull Rustisarm or Tripthe target In this instance,
your CMB uses your Wisdom modifier instead of your

Strength.
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KiChannelKi

Prerequisite Wis 24, Hea?2 ranks,KiPool(Adamantine)
class feature.

Benefit You gain the ability to Channel Positive Energy as
a cleric equal to your levéh whatever class grants you your
ki pool ¢ 8 by spending ki points. You can increase your
virtual cleric level by 2 for every additionalk? points you
spend, to a maximunequal to your level Youcan only use
this energy to heal living creatures, not harm undead.

Special Thisability allows you to qualify for Channeling
Feats except those thamcrease the number afimes per day
you can channe(such as Extra Channel) mquire you to

channel negative energy.

Lance of HeaveflCombat]

PrerequisitesDex 30BAB +25Spear of Wind.

Benefit When using your Piercing Thrust, the line now
reaches 120eet and you can elect to stun your targetEach
target must make a Reftesave DC 10 + 1/2 your HD + your
Dex modifier or be stunned for 1 round.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

Lasting InspiratiorfMorale]

Prerequisite Perform 2 ranks,Bardic Performancelass
feature.

Benefit The effects of inspire courage, inspire
competence, dirge of doom, inspire greatneBfghtening
tune, and inspire heroicdast for tenrounds after you stop
performing  No creature can have more than one
performance by the same bard affecting them at one time;

any new performances replace the old one

Launching PalniCombat]
Prerequisites Improved Bull Rush, Improved Unarmed
Strike
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Benefit Wheneveryou hit a target with an unarmed
strike, you may immediately attempt a bull rush against them

You gain a +4 bonus on this bull rush attempt.

Legendary AthletdSkill]
Prerequisite Str 21, Dex 21.
Benefit You gain a6-bonus onall Acrobatics, Climkand

Swimchecks.

Legendary ClimbefSkill]
PrerequisitesDex 21, Balance 12 ranks, Clinflr&nks.
Benefit You carclimb up to twice at your base speed per

round without penalty

Legendary Commanddfseneral]

Prerequisites Cha 28 Epic Leadership, Dignacy 27
ranks.

Benefit Multiply the number of followersyou gain at
each level from Epic Leadership 10 This has no effect on

cohorts.

Legendary Craftsmafskill]
Benefit You gain a@bonus onany threeCraftchecks.
Special This feat can be ssited multiple times. Each

time, you can select three more Craft skills to apply it to

LegendaryFighter[Combat]
Prerequisite Str 21, Dex 21Greater Weapon Focus.
Benefit You gain a 6 bonus to your CMB when
sundering or disarming a foe while usitgweapon with
which you have Greater Weapon Focus and to your CMD
when being sundered or disarmedThe bonus increases to
+10 if the foe is also using a weapon with which you have

Greater Weapon Focus.

Legendary LeapdSkill]
Prerequisite Acrobatic21 ranks.

Benefit You are always considered to have a running



start when making a jump Additionally, when using
Acrobatics to soften a fall, a successful check allows you to
ignore the first20 feet fallen, though you still end up prone if

you take damage

Legendary MerchanfSkill]
PrerequisiteInt 21, Wis 21.
Benefit You gain a 6-bonus onall Appraise and Sense

Motive checks and all checks with any one Profession skill

Legendary RidefSkil]

Prerequisite Ride 2 ranks.

Benefit , 2 dz R 2 y Qénaltyi dn{R#le dheckislwhen
riding a mount without a saddle (barebaak)a creature that
is ill suited as a mountYou never need to make a Ride check
to control a mount in combateven if the mount is not

combattrained.

Legendary Scholdfkill]

Prerequisite: Int 21.

Benefit You gain a&bonus onall checks made with any
three Knowledge skills

Special This feat can be selected multiple time&ach
time, you can select three more Knowledge skills to apply it

to.

Legendary TrackeSkill]

Prerequisies Wis 25, Track, Knowledge dtire] 25
ranks, Surviva5ranks.

Benefit You carfollow tracksacross water, undewater,
or through the air SeeChapter 4or DCs These are affected

by survival DC modifiers like any other tracks.

Legendary WrestlefCombat]

Prerequisite Str 21, Dex 21, Improve@rapple Escape
Artist 12 ranks.

Benefit You gain a & bonus to your CMB when

grappling and to your CMD when being grappledhis
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supersedes (doenot stack with) the bonus frommiproved

Grapple.

Lingerirg DamaggCombat]

Prerequisite Sneak atick +8d6, fppling Srike
advancedroguetalent.

Benefit Any time you deal damage with a sneak attack,
that target takes damage equal to your sneak attack bonus

damage on your next turn as well.

LinkedSpell[Metamagic]

PrerequisitesSpellcraft 21 ranks

Benefit A linked spell that affects multiple targets cannot
be dispelled unless all instances of the spell are dispelled
within the same round At the beginning of every round, the
linked spell will restore itdf if even one of the original
targets still has the spell active on thenA linked spell uses

up a spell slot three levels higher than the spell's actual level.

LivingSpell[Metamagic]

PrerequisitesBouncing Spell

Benefit A living spell is a neinstantaneous spelvith a
range greater than personahat gains limited sentience
when cast The spell will respond to its caster's mental
commands or can be set to act independently can travel
via physical contact or by moving up to its originalgar 30
feet per round, whichever is greatelf it has a range of touch,
it must end each round in the same square as another
creature If it is normally an area of effect, it can move
however it wishes Alivingspell uses up a spell slsixlevels

higher than the spell's actual level.

MacabreSpell[Metamagic]

Prerequisites Spell Focus (Necromancy)

Benefit A macabre spell raises any victims slain by the
spell as undead It raises any number of undead up to a HD
total equal to the user's castéevel It can raise them as any

type of undead, though no one individual can have more HD



than the spell's original levelA macabre spell uses up a spell

slot seven levels higher than the spell's actual level.

Maelstrom Spell[Metamagic]

PrerequisitesElemental Spell

Benefit A maelstrom spell changes any energy damage
inflicted by the original spell into a combination of fire, acid,
cold, electricity, and sonic damageAfter determining the
original spell's damage, divide the total by Bach of tle five
different types of energy inflicts this reduced damage for a
total of 125% of the original spell's damagé& maelstrom
spell uses up a spell slot five levels higher than the spell's

actual level.

Magic Item FocugGeneral]

Benefit Al magic itens in your character's possession
use your character's appropriate ability score modifier when
determining the DC of any effects caused by the itdgmless
the item says specifically in its description that you use a
different ability score when determinintipe DCs of its effects,
arcane magic items use either your Intelligence or Charisma
modifier (decided when the feat is selected) while divine
magic items use your Wisdom modifier.

Note: Most magic items do not explicitly state what the
creator's ability sore modifier was when the item was
created, so you may need to consult the item creation rules
and work with yourGM to determine the new DCs of your
magic items. Remember that most magic items determine
DCs according to lowest score necessary to castsipells

involved in creating the item.

Magic Item Mastery{General]

PrerequisitesMagic Item Focus, Arcane Caster Levé 23
or Divine Caster Level 23

Benefit All magic itens in your character's possession
use your character's caster level when daténing the caster
level of any spell effects caused by the itemAny spell

effects the magic item generates are now as effective as if
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you had cast the spell yourself using the level of your highest
caster class. If the caster level of a magic itefigher than
your current caster level, then you still use the magic item's

caster level.

Magic Item SpecializatiofGeneral]

PrerequisitesMagic Item Focus.

Benefit All magic itens in your character's possession
become more potent They gain the followg benefits:

9 Item power DCs improve by +1.

1 DR or SR the item provides improve by +2.

9 Skill check or ability check bonuses the item provides
improve by +4.

9 Saving throw bonuses the item providiegproveby +1.

1 Use your character level rather than the castevel when
resisting the effects oflispel magior greater dispel magic
(provided your character level is higher).

9 Gain a +5 bonus to Will saves made to resigge's
disjunction and items are no longer automatically

destroyed on a roll of natural 1.h&y can still be destroyed

by a targeteddisjunction but retain their bonus to Will

saves (effectively nullifying the penalty).

Magical Beast Wil Shapgwild]

PrerequisitesWis 25, KnowledggNature] 24 ranks,Wild
Shape at will class feature

Benefit You can use your normal wild shape ability to
take the form of a magical beastThe size limitation is the
same as your limitation on animal siZ€his ability is identical
to the spellbeast shape IMbut can be used to transform into
either an animabr a magical beast.

Note: This feat can be used in conjunction with the
Colossal Animal, Fine Animal, and Gargantuan Animal Wild
Shape feats, allowing you to become a Colossal, Fine, or
Gargantuan magical beastou still use the ability score and
natural armor modifiers of those feats, but can draw on the

magical animal abilities listed breast shape IV



Master Brewer[ltem Creation]

Prerequisite Brew Potion, Spellcraft 21 ranks.

Benefit Youcan brew potions from spells up td"Gevel
Doing so fobbws all the normal rules for brewing potions
except the creation cost and market value are both increased
by x10.

Special You can gain this feat multiple time&very time
you select this feat, you increaskee maximum spell level of

potion you can crea by 3

Master Mage[Skill]
PrerequisiteInt 21.
Benefit You gain a & bonus onall Fly, Spellcraft, and

Use Magic Devicehecks.

Master Staff(Magic]

Prerequisite Craft Staff, Spellcraft2Zlranks.

Benefit When you activate a staff, you can subst#d
spell slot instead of using a charg&he spell slot must be
one you have not used for the day, though you may lose a
prepared spell to emulate a staff charg&ou may not lose
prepared spells from your school of specialty, if anyhe
spell slot Ist must be equal to or higher in level than the
specific spell stored in the staff, including any lenereasing
metamagic enhancementsYou cannot emulate a charge for

a staff function that does not match a specific spell.

Master Thief[Skill]

Prerequsite: Dex 21.

Benefit You gain a & bonus onall Disable Device,
Stealth, and Sleight of Harthecks.

Master Wand[Magic]

Prerequisite: Craft Wand, SpellcraftZlranks.

Benefit When you activate a wand, you can substitute a
spell slot instead of using charge The spell slot must be
one you have not used for the day, though you may lose a

prepared spell to emulate a wand charg&u may not lose
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prepared spells from your school of specialty, if anyhe
spell slot lost must be equal to or higheré@vel than the spell
stored in the wand, including any leviecreasing metamagic
enhancements Activating a wand in this way uses your
caster level and ability score modifier to affect the relevant

spell variables.

Meta-Brewer[ltem Creation]

Prerequigte: Master Brewer, Spellcraft 24 ranks.

Benefit When brewing potions, you can altdre spells
being bottled withmetamagic feats Doing so follows all the
normal rules for brewing potions except the creation cost and

market value are both increased k0.

Meta-Extract[Alchemicd|

Prerequisite Int 21, ability to brew B-level extracts

Benefit Choose onemetamagic feat you meet the
prerequisites for You can now apply thahetamagicfeat to
your extracts while brewing them The extract slot used
increases just as applyingneetamagicfeat to a normal spell
increases the spell slot, and any feat or class feature you have
that applies tometamagicfeats also applies to your meta
extracts.

Special You can gain this feat multiple timests effects
do not stack Instead, choose a differeninetamagicfeat

each time.

Meteor Landing[Skill]

PrerequisitesDex 23, Weightless Step

Benefit When falling from a height greater than 10 feet,
you can attempt to land on a targetMake a ranged touch
attack againsta target in or adjacent to your destination
square. If the attack is successfulll to soften your fall The
target takes damage equal to treEmount offalling damage
by which you softened your fall and youay make afree Trip
combat maneuverto knock them prone You take the
remainder of the fall damage (if any) and end up in a square

adjacent to the target.If your initial ranged touch attack fails,



you take the full attack damage and end up prone in a square

adjacent to the target.

Mightier Rage[Rage]
PrerequisitesStr 21, Con 21Mlighty Ragelass feature.
Benefit When you rage, yaubonusto Strength and
Constitutionincrease to +1Gnd your morale bonusto Will

savesncreases to +6

Mightiest Rage[Rage]

PrerequisitesStr 23, Con23, Mightier Rage

Benefit When you rage, yaubonusto Strength and
Constitutionincrease to +12and your morale bonusto Will

savesncreases to +8

Multispell [Magic]

PrerequisitesQuicken Spelkaster level 2&t.

Benefit You may cast one additiohguickened spell in a
round.

Special You can gain this feat multiple timedts effects

stack.

Music d The God§Morale]

Prerequisites Cha 25, Perform 27ranks, Bardic
Performanceclass feature.

Benefit Your bardigperformances can affect even those
normally immune to minehffecting effects such as
constructs, oozes, or mindless undeadHowever, such
creatures gain a +10 bonus on their Will saves to resist such

effects.

Mutagen Bomb[Alchemicd]l

Prerequisits: Caft [Alchemy] 25 ranks, Infuse Wagen
alchemistdiscovery, Bomb 10d6 class feature.

Benefit A mutagen bomb is created using the rules for
mutagens, taking the alchemist 1 hour to completde can
only have one mutagen bomb at a timdt follows all the

normal rules for a bomb, exceptstead of inflicting damage,
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all targets affected by the bomb gain the benefits and
penalties of the alchemist's Mutagen class feature (without
the benefit of any discoveries the alchemist may have gained)
The nature of the physical bonus and mental pgnaire
determined when the bomb is being created and cannot be
changedafterwards; a new mutagen bomb must be made to
replace the old one Mutagen bombs do not stack with other

non-stacking bomb discoveries.

Mysterious EpiphanyMagic]
Prerequisits: Cha23, Mysterious Insight
Benefit You gain the Final Revelation from whatever

Mystery you pursued with Mysterious Insight.

MysteriousInsight[Magic]

Prerequisite: Cha 21, Final Revelation

Benefit Select a Mystery other than the one you pursued
as an oacle. You gain two Revelations from this new Mystery.

Special You can gain this feat multiple times. Each time,
choose two more Revelations from the same Mystery you

selected when you first gained this feat.

Negative Energy AurfChanneling]

Prerequigtes: Wis 23, ability to channel negative energy

Benefit By expending one use of your Channel Energy
ability, you create a zone with a radius of 15 feet around you
that lasts for one minute All creatures within this zone that
you designate take 1 poindf negative energy damage for
every d6 your Channel Energy burst would normally inflict
(i.e., 10d6 becomes 10 damage, 11d6 becomes 11, eftg
save DC for half damage is the same as if you had just
channeled a burst of negative energyThis effect lals

undead instead of damaging them.

Nirvana[Ki
Prerequisites Int 25, Wis 25, Cha 25, Perfect Self class
feature.

Benefit A distillation of the inner peacand inner power,



the character cancause their spiritual power to explode

outwards, permeatingevery fiber of their being. While in a

state of Nirvanayou radiate light with the intensity of a torch,

your eyes crackling with power angbur hair standing on end,

glowing like molten gold. Maintaining this temporary form
consumes Xi points per rand, but grants a suite of powers

as well as several nekvabilities:

w Flight Gain the ability to fly atyour land speed with good
maneuverability. By expending Ki point per round you
can increaseyour flight speed by +60 feet and upgrade
your maneuvenbility to perfect.

wlron Body You gainDR 5t for the duration and can
increase it by 5 for every additional point ofki you
spend per round.

w Star Fist Your limbs are engulfed in luminous energy,
unarmed strikes now inflisdgan additional +1d10 untygyd
energy damage or +2d10 on a critical hit (or +3d10 if their
critical multiplier is x3).

w Devastation Wavelf you havethe Ki Blast feat,you can
expend additionaki points to improve its damage, adding
+5d6 to the damage per point ¢&f spent. The nuier of
d6 die cannot exceegour HD, thoughyou can spend a full
ki point to add partial benefit (i.e., only adding +1d6, +2d6,
+3d6, or +4d6 instead of the full +5d6) so as not to surpass
this limit.

w Spiral Shieldlf you havethe Ki Armor feat,you can &pend
additional ki points to improveyour defensive abilities.
Every extra point ofki you invest when activating this
ability makesyou immune to a certain level of magic for
the duration, as ifyou had undefeatable spell resistance.
Youare immune toany spell of a level equal to or less than
the number of additionaki points spent wherKi Armor is
used (e.g., ifyou spend 1 additionalki point, you are
immune to spells of © and T level, but ifyou spend 5
additionalki points thenyou are immuneto spells of 8, 1%,

2" 39 4" and &' levels).
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Obdurate Rag¢Rage]

Prerequisite Con 27, Primal Rage.

Benefit By spending 3 rounds of rage every round, you
can gain the benefits of the spealion body while raging
Additionally, any melee weams held becomahocking burst

weapons This ability does not stack with similar abilities.

Outdoor Master[Skill]
Prerequisite Wis 21.
Benefit You gain a 8bonus onall Handle Animal, Heal,

and Survivathecks.

Overchanne[Channeling]

PrerequisitesWis 23, ability to channel positive energy

Benefit Up to three times per day, when you channel
positive energy, any hit points you heal above a character's
normal maximum are gained as temporary hit points that last
for a maximum of 1 minute per levef channeling classNo
individual character can have the benefits of more than one
overchannel active at the same time. |If they already have
temporary hit points from one use of this ability and are
exposed to a second use, they keep whichever curretal tis

higher.

Overwhelming Critica] Combat]

PrerequisitesStr 23, Improved Critical (chosen weapon),
Weapon Focus (chosen weapon).

Benefit When using the weapon you have selected, you
deal an extratld6 points of bonus damage on a successful
criticalhit. LT GKS gSI L2y Qa
points of bonus damage instead, and if the multiplier is x4,
add +3d6 points of bonus damage insteadCreatures
AYYdzyS G2 ONARGAOIE KAGA OF yQi

Special You can gain thisét multiple times Its effects
do not stack Each time you take this feat, it applies to a

different type of weapon.
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Penetrate Damage Regttion [Combat]

Benefit Select a speciamaterial, such as mithral or
adamantine Your meleeand naturalweaponsare treated as
being crafted from the chosen special material for the
purposes of bypassing the damage reduction of any creature
you strike None of the other special properties of special
materials are gained by your melee weapons.

Special You can gaitthis feat multiple times Each time
the feat is selected you select a different special material
Your melee attacks are treated as being crafted of all chosen

materials for the purposes of bypassing damage reduction.

Perfect Health General]

Prerequigte: Con 25, Great Fortitude.

Benefit You are immune to all nonmagical diseases, as
well as to all poisons whose Fortitude save Dvigr than

your character level

PerfectSpell[Metamagic]

Prerequisites Empower Spé&l Maximize Spell, Spellcraft
25 ranks

Benefit All variable, numeric effects @ perfectedspell
are maximized, then doubledA perfected spell deals twice
maximum damage, cures twice the maximum number of hit
points, affects twice the maximum number of targets, and so
forth, as appropiate. Saving throws and opposed rolls are
not affected A perfectedspell uses up a spell sletghtlevels
higheri Ky G(KS &L)JSttQa | Ohldz t f

PerfectFlurry of BlowgCombat]

Prerequisites Dex 25, Flurry of Blows class featukq,
Pool (Adamanting class feature

Benefit Youcan makeour additional attacks using flurry
of blows, as if usindPerfect Two-Weapon Fighting (even if

you donot meet the prerequisites for the feat)

Perfect TweWeapon FightingCombat]

PrerequisitesDex 25, Greater Tw@/eapon Fighting
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Benefit You gain a fourth attack with your dfaind

weapon, albeit at al5 penalty

Permanent EmanatioifiMagic]

PrerequisitesSpellcraft 2 ranks, ability to cast the spell
to be made permanent.

Benefit Chooseone castercentered emaation spellyou
know. ¢KA& aLlStftQa STFSOG Aa
dismiss or restart it as a free action)Effects that would
normally dispel this spell instead suppress itTdd rounds.

Special You can gain this feat multiple time&ach time,

select a different spell to become permanent.

Persistent BomtAlchemical]

Prerequisites Craft [Alchemy] 24ranks, Sticky Bomb
alchemist discoveries.

Benefit A persistent bomb does not inflict splash
damage. Instead, the bomb is used to target a djgebifoot
square coating it in a barelperceptible sheen (Perception
DCequal to caster Craft [Alchemy] chetd notice). The
effect lasts for a number of rounds equal to 1/2 the
character's alchemist level Every creature that begins its
turn in that square or moves into or through that square
during the durationsuffers the effects of the bomb as if
subject to a direct hit. Targets can attempt a Reflex save
against the normal bomb DC (10 + 1/2 alchemist's level +

alchemist's Int modifier) for halfainage. Persistent bombs

S @bt $rack with other nosstacking bomb discoveries.

PestilentSpell[Metamagic]

PrerequisitesSpell Focus (Conjuration)

Benefit A pestilent spell summongermin swarms within
its area of effect It summons a number of HD wib of
vermin swarms equal to the user's caster level, no one of
which can have a total HD higher than the spell's original level
A pestilentspell uses up a spell slsixlevels higher than the

spell's actual level.
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Piercing ThrusfCombat]

Prerequidies: Dex 26,BAB +20Weapon Focuswith a
weapon from the Light Blade, Bow, Close, Crossiiatral
Polearm, or Speaxeapon group.

Benefit When using a weapon with which you have
WeaponFocusfrom one of the Fighter weapon groups listed
above, you caruse a standard action taetrike through a
square or target adjacent to you, sendimgit a blast that
tears throughall targets within a30-foot line. Resolve your
attack normally against each target to see if the strike is
successful If there are barries blocking the line (such as
doors, trees, walls, etc.), you can make an automatic attack
against these as welllf you inflict enough damage to pierce
the obstacle, the attack will continue for the full 3@et. If
you fail to inflict enough damage, ¢hattack is stopped by the
barrier. This ability can be used once every 1d4 rounds.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

Polyglot[General]

Prerequisitesint 25, Linguistics 5 ranks

Benefit You can speak all languagd$ you are literate,
you can also read and write all languages (not including

magical script).

Positive Energy AurfChanneling]

PrerequisitesWis 23, ability to channel positive energy

Benefit By expending one use of your Channel Energy
ability, you create a zone with a radius of 15 feet around you
that lasts for one minute All creatures within this zone that
you designate heal 1 point alamage for every d6 your
Channel Energy burst would normally inflict (i.e., 10d6
becomes 10 damage, 11d6 becomes 11, etcThis effect
damages undead instead of healing therithe save DC for
half damage is the same as if you had just channeled a burst

of negative energy.
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Primal RaggRage]
PrerequisitesStr 21, Con 21, Mighty Rage class feature.
Benefit When raging, you transcend the merely mortal,
charging your body with primal power drawn from arcane
force, natural magic, or even just your own, ovewering
will. While raging
1 Your bonus to Will savelsom your ragds doubled
1 You gain blindsense out to J@et;
T Once per day you can automatically pass any one saving

throw of your choice.

Prismatic BomH{Alchemicd|

Prerequisite Craft [Alchemy] 25ranks, Acid Bomb
alchemist discovery, Madness Bomb alchemist discovery,
Poison Bomb alchemist discovery, Shock Bomb alchemist
discovery Sicky Bomb alchemist discovery

Benefit You can manufacture prismatic bomls, which
behave inmost ways like normal bimbs, except instead of
inflicting bomb damage, targets react as if subject t@
prismatic spray The save DCs are the samdtesalchemist's
other bomb effects (10 + 1/2 alchemist level + Int modifier)
A prismatic bomb takes 1 hour to craft and an aletist can
only have one prepared at a timéf a new prismatic bomb is
prepared, the old bomb becomes uselesBrismatic bombs
do not stack with other nomstacking bomb discoveries.

Special You can gain this feat multiple time&very time
you do, thealchemist can produce another prismatic bomb

per day

PrismaticSpell[Metamagic]

PrerequisitesElemental

Benefit A prismatic spell adds the effects opasmatic
sprayto the effects of the original spellEvery target within
the original spell's aa of effect must succeed on a Reflex
save against the spell's DC or be affected as if they had been
struck by aprismatic sprayin addition to the spell's normal
effects A prismatic spell uses up a spell slot ten levels higher

than the spell's actual iel.



ProjectSpell[Metamagic] Reactive CountersonfMorale]
PrerequisitesReach Spell Prerequisite Combat Reflexes, Rapid Inspiration,
Benefit A projected spell has its range increased from Perform 27ranks.
personal to touch All spell effects behavas if the target of Benefit You can begin a countersong at any time, even
the touch were the original casterThis also allows it to be gKSY Al A §withait havidglaN@ady daNaction to
affected by he Reach Sell metamagic feat as if it were a do sa This allows you to countsong even instantaneous
touch spell A projected spell uses up a spell slot four levels  sonic or languagéependentmagical attacks, provided they
higher than the spell's actual level. allow a saving throw, 2 dz Ol y Qi dzaS wSlI O 2

the same time you are using another bargierformance

Prolonged SummongSummoning] ability, though you could stop the other bardic music lapi
Prerequisite Ability to castgate as a spellike ability. to begin Reeative Countersong if so desired

Benefit When uing a spell such asimmon monsterthe

summoned creatureor creaturesremain for 1 minute per Reaping SabgiCombat]

level. When usingummon monsteas a spellike ability, the PrerequisitesStr 21, Cleave, Vital Strike

summoned creature or creatures remdior 10 minutes per Benefit As a stadard action, you may use botHe@ve
level. and Vital Srike. Every target you strike with your cleave

attack is hit as if yo had used your vital strike against them

Quicken Shapgwild] If you have advanced versions of either fedreat Cleave,
Prerequisits: Wild Shape at will class feature Improved Vital Stike, etct you may usethe benefits from
Benefit Youcan now wild shape as a swift action. these featdnstead.

Ranged InspiratioffMorale] ReflectArrows [Combat]

Prerequisite Perform 21ranks Bardic Performance class PrerequisitesDex 25, Deflect Arrows.

feature. Benefit When you deflect an arrow or other ranged
Benefit Double the range of any bardigerformance attack, the attack is reflected back upon the attacker at your

ability that has a rage If the creature must hear you to be base ranged attack bonus.

FFFSOGSR o0& (GKS FoAftAider GKFEG NBIJddZANBYSyld R2SayQi OKI y3¢

regardless of any exterd range your ability may have. Relentless ChallenggCombat]

Special You can gain this feat multiple timests effects PrerequisitesIndomitable Challenge
stack Remember that two doublings eqglsaa tripling, and so Benefit Once per day, when issuing a challenge, you
forth. recover a number of hit points equal to your character level

and gain fast healing 3 for the duration of your challenge

Rapid Inspiration{Morale]

Prerequisite Perform 2 ranks,Bardic Performancelass Research MasterjMagic]
feature. Prerequisite Int 19, Spellcraft 24
Benefit You canbegin yourbardic performance as a Benefit When researching a new spell, reduce the time

free action though you are still only able to begin one bardic required in weeks tdime required in days. Se€hapter 7:

performance peround. Epic Magidor more information.
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Righteous StrikgCombat]
PrerequisitesWis 19, Stunning Fist, any lawful alignment.
Benefit Your unarmed strike is treated as an axiomatic
weapon It is lawfully aligned and deadn extra+2d6 points
of damage againstreatures of chaotic alignmenfThis ability
R2SayQid adl ol 6AGK aAYALLFN I

Ruinous Rag®age]
PrerequisitesStr 25, Improved Sundévightier Rage
Benefit While in a rage, you ignore the hardness of any
object you strike Also, double your Strength bonus for the
purposes of any Strength check made to break an object with
sudden force

rather than by dealing normal damage

(including bursting bindings, such as ropes or manacles).

Scribe Epic Scrdlitem Ceation]

PrerequisitesScribe Scroll, Spellcrafi 2anks.

Benefit You can scribe scrollgsing epic rules See
Chapter 6 for details Even this feat does not allow you to

scribe a scroll with an epic spell.

Second BreakthrougpAlchemical]

Prerequisie: Craft [Alchemy] 27 ranks, Gramadtchemist
discoveryclass feature

Benefit You may select a secondgrand alchemist
discoveryand apply its benefits in addition to your firs¥ou
cannot select the same grand discovery twicehis feat only
grants youthe grand discovery itself; not the two normal

discoveries the alchemist learneghon reaching 20th level.

Second SkifiSkill]

Prerequisite Medium Armor Proficiency

Benefit You no longer incur armor check penalties on
Acrobatics, Climb, Disable Deyidéscape Artist, Fly, Ride,
Sleight of Hand, Stealth, and Swim checks.

SeltConcealmen{Skill]

Prerequisites Dex 30,Acrobatics 27ranks, Stealth 27
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ranks, nprovedEvasionclass feature

Benefit Attacks agmnst you have a 10% miss chance
You lose tis benefit whenever you would lose your Dexterity
bonus to AC.

Special You can gain this feat multiple time&ach time
ik i takierd, e iss chance increases by 10% to a maximum

of 50% after it has been taken five times.

Shattering StrikgKi

Prerequsites Epic Weapon Focus (unarmed strik&),
Pool(adamantinekxlass feature

Benefit When using an unarmed strike to attempt to
break an object with sudden force (rather than by dealing
normal damage)use your character level + your Wisdom
modifier rather than a Strength checklhe break DC remains
the same Using Shattering Strike is a futlund action that
incurs attacks of opportunity, 2 dz OF y Qi dzaS { K
to escape bonds unless you are so bound as to allow you to

make an unarrad strike against your bindings

ShreddingSpell[Metamagic]

PrerequisitesSpellcraft 8 ranks

Benefit A shredding spell affects a target's equipment or
unattended objects rather than creaturedt inflicts damage
or causes affects only to inanimate objectRemember that
objects being held use their holder's saving throws instead of
their own if they are superior A siredding spell uses up a

spell slot four levels higher than the spell's actual level.

Skill Mastey [Skill]

Prerequisite Epic Skill Focus fihe skill selected

Benefit When making a check with your selected skill,
roll twice and select the higher of the two results

Special You can gain this feat multiple time&ach time

it applies to a new skill.

Skill Perfection[Skill]
Prerequisite ill Mastery in the skill selected



Benefit Select a skill for which you have Skill Mastery.
Once per day, no matter the circumstances, you can
automatically treat a check with that skill as if you had rolled
a natural 20

Special You can gain this feahultiple times. It allows
you to take 20 with your selected skill one additional time per

day or once per day with a new skill.

Slam[Combat]

PrerequisitesStr 21, BAB25, Vital Strike

Benefit Any time you make a full attack, you can select
to sacrfice any additional attacks received from your base
attack bonus to make a second attack at your full bonus
Both attacks are treated as regular attacks taken as part of
your full attack for the purposes of feats such as Combat
Expertise, Power Attack, dnTwoWeapon Fighting, or class

features such as Sneak Attack or Arcane Strike.

Sneak Attack 6Opportunity [Combat]

Prerequisites Sneak attack +8d8)pportunist alvanced
roguetalent.

Benefit Any attack of opportunity you make is

considered a sneak atk.

Spear of WindCombat]
PrerequisitesDex 28BAB+23Piercing Thrust.
Benefit When using your Piercing Thrust, the line now

reaches 60feet and you can elect to stagger your targets

Each target must make a Reflex save DC 10 + 1/2 your HD +

your Dex modifier or be staggered for 1 round.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

Spectral StrikgChanneling]
Prerequisites Wis 19,Ability to channel positive energy

Benefit Your attacks deal damage normally against
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incorporeal creatures.Additionally, any incorporeal creature
exposed to a use of your channeled positive energy must
succeed on a saving throw vessthe channeled energy DC or

be treated as corporeal for 1 minute.

Spell KnowledggMagic]

Prerequisite Ability to cast spells of the aximum
normal spell level of aspellcasting classthat casts
spontaneously

Benefit Youselecttwo new spells of anydvelfrom your
class list and add thero your spells known This feat does
not grant any additional spell slots.

SpecialYou can gain this feat multiple times.

Spell Opportunity]Magic]

PrerequisitesCombat Casting, Combat Reflexes, Quicken
Spell, Spkcraft 23 ranks.

Benefit Whenever you are allowed an attack of
opportunity, you may cast (and attack with) a touch spell as
your attack of opportunity This incurs attacks of opportunity

just as if you had cast the spell normally.

Spell Sho{Combat]

Prerequisite Dex 25, Extraordinary Shot

Benefit When you have a readied action for your
Extraordinary Shot, you can also use it to automatically

counterspell spells or spdlke abilities.

Spell Stowavay [Magic]

PrerequisitesSpellcraft 2 ranks,caster level 12th.

Benefit Choose a spelike ability you have or a spell you
can cast You are attuned to the magit signature of the
spellyou chose If another spellcaster within 300 feet of you
uses this magieither as a spell or a spdike ability, you
AYYSRAI GSt & 3 Asgs ifiit ksl beérn ued O &
you by the same casterYou must have direct line of effect to
the spellcaster in order to gain the benefit of the attuned

magic (though you do not have tenow the spellcaster is



presert and you can be flatooted). You still gain the

benefits of the spell even if you do not currently have it
memorized and/or do not have a spell slot available at the
time to cast the spell¢ KS  YI 3A0Qa
2NRAIAY I

Special You can gain this feat multiple timedts effects

specifics are determ®R o0& Al a
do not stack Each time you take this feat, it applies to a
different spell or spellike ability.
Spellcasting HarriefCombat]

Prerequisite Combat Reflexe®isruptive

Benefit Any spellcaster you threaten in melee provokes
an attack of opportunity if he or she tries to cast defensively

You get a +4 bonus on this attack roll.

Split Spell[Metamagic]

PrerequisitesSpellcraft 2 ranks

Benefit A split sp# has all of its numeric properties
except range and argadamage, duration, number of
creatures affected, ett. split in half The caster can then
project two separate instances of the spell, such as throwing
a pair of haHpowered fireballs at two different targets A
split spell uses up a spell slot three levels higher than the

spell's actual level.

Spontaneous Domain Accefidagic]

Prerequisites Wis 25, Spellcraf27 ranks, Divine caster
level 23rd

Benefit Select a domain you have access téou nay
spontaneously convert any prepared cleric spell (except a
domain spell) into a domain spell of the same level in the
selected domain, just as a cleric channels energy to convert
spells into cure spells.

Special You can gain this feat multiple timeg&ach time

you take this feat, it applies to a different domain.

Spontaneous Spe[Magic]
Prerequisite Spellcraft 2 ranks, ability to cast the

maximum normal spell level of at least one sfelsting class.
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Benefit Select a spell you can cast You may
spontaneously convert any prepared spell of the selected

aLsSttoa tS@St Ayd2 GKS

ast SO

RdzNJ ( A 2 yeRerg$ ToFcBn@eiit Spellsyirfo caré KpSINDhis counts as
O spaniaSebus xasting @S thebpurposes of feats and class

abilities.
Special You can gain this feat multiple time&ach time

you take this feat, it applies to a different spell.

Stealth Spell[Metamagic]

PrerequisitesSilent Spell, Still Spell

Benefit A stealth spell's visible magical effects are
rendered invisible Any vishle aspect of the spell itself
remains unseen, though its effects are still visibld-or
instance, astealth fireballwould have its explosion rendered
invisible, but the effects of that detonatianpeople being
tossed about, objects catching fire, andchu would still be
visible Targets take a2 penalty against stealth spells that
normally allow a Reflex saving throvA stealth spell uses up

a spell slot four levels higher than the spell's actual level.

Storm d Throws[Combat]

Prerequisite Dex 23Quick Draw, Rapid Shot.

Benefit As a fulround action, you may throw a light
weapon of any typeat your full base attack bonus at each
opponent within 30 feet The weapons do not have to all be

of the same type.

Sublime LuckGeneral]

Benefit Once perday, whenever you roll dice for any
reasort attack rolls, saving throws, spell damage, a
percentile roll for aeincarnation or anything else requiring a
roll of the dice before the results of the roll are calculated,
you can elect to roll a second timad take whichever of the
two results you prefer.

Special You can gain this feat multiple time&ach time
you take this featyou gain an additional reroll attemptNo

individual dice roll can be rerolled more than once.



Summon CompaniofiSummoning]
Prerequisite Cha 2, Prolonged Summons
Benefit Once per day, a creature or creatures

summoned with one use afummon monsteremain until

they areslain or dismissed.

SummonedSpell[Metamagic]

PrerequisitesAugment Summoning

Benefit When cast, a sumnmed spell is bound to
another spell that summons a creature, such @asmmon
monster or summon nature's ally When the bound
summoning spell is used, the summoned spell is also
and the summoned

triggered automatically affects

creature(s) If it is a spellwith an area of effect, the
summoned creature (or a summoned creature of the caster's
choice, if they summon multiple ones) is the center of the
area of effect A summoned spell remains bound for up to
one day after being castA summoned spell uses wpspell

slot three levels higher than the spell's actual level.

Summoning PerfectiofiSummoning]

Prerequisites Cha 3, Ability to castgate as a spellike
ability.

Benefit Whenever you summon a creature or creatures
with summon monsterr gate, the sunmoned creature(s)

gain the Advanced template.

Superior Initiative[General]

Prerequisite Improved Initiative.

Benefit You get a 30 bonus on initiative checksThis
bonus overlaps (does not stack with) the bonus from

Improved Initiative.

Swarm d Arrows [Combat]

PrerequisitesDex 23, Rapid Shot, Weapon Focus (type of
bow used).

Benefit As a fullround action, you may fire an arrow at

your full base attack bonus at each opponent within 30 feet.
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Sylph ShapgWwild]

PrerequisitesDex 21, Wild Shape atlirclass feature

Benefit You gain a 2sizebonus toDexterity when wild
shaped or your shape's existing size bonus to Dexterity
increases by 2 Your form appears lithe and agile, obviously
swifter than normal.

Special You can gain this feat multiptemes. Its effects
stack.

Note: This feat cannot be used at the same time as
Armored Shape, Dire Shape,®rotesqueShape If you have
two or more of these feats, you select which one is active

when you change your shape.

Sylvan Summonin§Summoning]

Prerequisites Cha 8, nonlawful alignment, Summoning
Perfection

Benefit Whenever you summon a creature or creatures
with summon monsterr gate, the summoned creature(s)
gain the Fey Creature template.

Note: This feat cannot be used at the same time as
Chivalric  Summoning, Colossal Summoning, Devilish
Summoning, Divine Summoning, Draconic Summoning, Ebon
Summoning, and Guardian Summoning you have two or
more of these feats, you select which one is active when you

usesummon monsteor gate.

Tenacias Magic[Magic]

PrerequisitesSpellcraft 2 ranks.

Benefit Choose one spell or spdike ability you possess
Whenever the chosen form of magic would otherwise end
due to a dispel effect, the magic is instead only suppressed
for 1d4 rounds The magicstill ends when its duration
expires, but the suppressed rounds do not count against its
duration. You can dismiss your own spell or siikkt ability
(if dismissible) or dispel your own tenacious magic normally.

Special You can gain this feat multiptenes. Each time
you take this feat, it applies to a different spell or spik
ability.



Terrifying RaggRage]

Prerequisites Intimidate 2L ranks, Mighty Rage class
feature.

Benefit While you are raging, any enemy that views you
must make a Will s&vopposed by your Intimidate check of
become panicked (if it has HD less than your character level)
or shaken (if it has HD equal to or up to twice your character
level) for 4d6 rounds An enemy with Hit Dice greater than

twice your character level is naffected by this feat.

Thousand Arm$Combat]

PrerequisitesBattlegod.

Benefit Choose one fighter Weapon Groupat your
chosen Battlegod weapon falls into You can apply the
benefits of all feats you possessin the Weapon
Focus/Specialization tree up Warlord to all weapons in that
group Weapon Focus, Dazzling Display, Gory Finish, Shatter
Defenses, Penetrating Strike, Greater Penetrating Strike,
Weapon Specialization, Point Blank Master, Greater Weapon
Focus, Deadly Stroke, Greater Weapon Speaiddin, Epic
Weapon Focus, Epic Weapon Specialization, Weapon
Supremacy, and Warlord

Special If your chosen weapon falls into more than one
Weapon Group, you can select this feat multiple times until

you have it for all applicable Weapon Groups.

Thousar FacegSkill]
Prerequisite Cha 21.
Benefit You gain a 6 bonus onall Bluff, Disguise, and

Escape Artisthecks.

Thundering RaggRage]

PrerequisitesStr 25,Primal Rage

Benefit Any weapon you wield while in a rage is treated
as asonic blastveapm. On a critical hit, targets must make a
Fortitude savewith aDC equal to 10 4/2 your level+ your
Str modifier or go deaf This ability does not stack with

similar abilities.
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Tide of Iron[Combat]

PrerequisitesThousand Arms.

Benefit Inspired by gur legendary mastery, all allies
with line of sight to you gain a +#orale bonusto hit and
damage when using a weapon fraime Weapon Grougyou
chose for the Thousand Armdeat. If any of your allies
possess them,his bonus does not stack with the bases
granted by a fighter's Weapon Training or from feats in the

Weapon Focus/Specialization tree.

Titan Rage[Rage]

PrerequisitesStr 2, Towering Rage

Benefit By spending 3 rounds of rage every round, you
can gain the benefits of the spajiant form Il while raging

This ability does not stack with similar abilities.

ToweringRage[Rage]

PrerequisitesStr 27 Primal Rage

Benefit By spending 2 rounds of rage every round, you
can gain the benefits of the spajiant form Iwhile raging

This abity does not stack with similar abilities.

True DeathSpell[Metamagic]

PrerequisitesDeadly Spell

Benefit A true death spell is one of the most fearsome
metamagic abilities availahleAny creature slain by such a
spell is reduced physically to nothjmess andcannot be
raised by anything less than the direct, physical intervention
of a deity Atrue deathspell uses up a spell sltn levels

higher than the spell's actual level.

Uncanny AccuracfCombat]

Prerequisites Dex 21, base attack bonus +1thproved
Precise ShoRerceptionl7 ranks.

Benefit Your ranged attacks ignore the miss chance
granted to targets by total concealmentyou must aim your

attacks at the correct square to take advantage of this feat.



UnseenSpell[Metamagic]

Prerequidies: Spell Focus (lllusion), Stealth Spell

Benefit An unseen spell is not only invisible, but when it
goes off it replaces the entire area of effect with an illusion
that shows the area as it was€ven targets of the spell itself
are unable to tell thatnything is wrong except for their own
pain and injury (if any)Anyone viewing the scene must make
a Will save against the spell's DC to notice the illusion
Targets of the spell itself gain a +2 bonus on this safmr
unseen spell uses up a spelltsteven levels higher than the

spell's actual level.

Vacuum SlasfiCombat]
Prerequisites Dex 23, Str 23,BAB +20, Weapon
Supremacy with a weapon from the Axe, Heavy Blade, Light

Blade, Natural, or Polearm weapon group.

Benefit When using a weapon with hich you have
WeaponFocusfrom one of the Fighter weapon groups listed
above, you can use a standard action to slash your weapon
with enough force to project a wave of air pressure that
strikes all targets within a koot cone Resolve your attack
normadly against each target to see if the strike is successful
If there are barriers blocking the cone (such as doors, trees,
walls, etc.), you can make an automatic attack against these
as well If you inflict enough damage to cut through the
obstacle, theattack will continue for the full 1%eet. If you
fail to inflict enough damage, the attack is stopped by the
barrier. This ability can be used once every 1d4 rounds.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapometts their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

Vast Poo[Magic]
Prerequisitesint 25, Deep Pool
Benefit You can now empower a weapon with any of the
following epic weapon propertiesflaming blast icy Hast,
shocking blasthundering blastdesiccationforce, shredding
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warping, or everdancingAs with its norepic counterparts, it
costs 1 point from your spell pool per point of enhancement

bonus.

VastSpell[Metamagic]

PrerequisitesWiden Spell

Berefit: A vast spell has its area of effect increased by
x10 along all axesA vast spell uses up a spell slot six levels

higher than the spell's actual level.

VerdigrisSpell[Metamagic]

Prerequisitesknowledge [Nature?4 ranks

Benefit Averdigrisspdl causes plant life to spring forth
in profusion inside its area of effecFirst, all plant life in the
area is restored to perfect health from any damage it may
have taken (from the original spell or any other sourcehen,
plant growthspreadsacros everything in the area, ensnaring
it and coiling around it as if it had been growing there for a
century or more turning the area in difficult terrainTargets
in the area must make a Reflex save against the spell's DC to
avoid becoming trapped If they fail, they taking 1d6 points
of crushing damage per level of the original spell and become
entangled A strength check with a DC equal to the spell's
save DC is required to break freeBuildings and other
artificial structures are likewise engulfed bgndrils of vines,
creepers, thick roots, and branches, suffering 2d6 points of
damage per level of the original spellThose destroyed by
the damage have their foundations uprooted and their walls
crumbled After the spell is cast, the vegetation remsj
though it is nonmagical A verdigrisspell uses up a spell slot

sevenlevels higher than the spell's actual level.

Vicious HexXMagic]

Prerequisite Int 23, At least 11 hexes

Benefit Whenever a target must make a saving throw
against the effects obne of your hexes, they must roll twice

and take the worse result.



Vicious Vita[Combat]

Prerequisite Str 25, Greater Vital Strike

Benefit Whenever you make a Vital Strike, you inflict an
additional +1d6 damage. This extra damage is not multiplied
on a critical.

Special This feat can be taken multiple times. Its effects

do stack.

Void Palm[Combat]

PrerequisitesLaunching Palm, Void Step

Benefit When making a full, unared attack, you can
opt to use kunchingPalm to bull rush a target and ugbe
movement granted by void step to follow them and continue

with your full attack The process can be repeated as long as

you do not exceed your base speed as a total distance moved.

Void DodgdCombat]

PrerequisitesDodge, Void Step.

Benefit Any rownd in which you do not use your Void
Step ability,the AC bonus from the Dodge feat increases to
+3 until the beginning of your next turn.

Special You can take this feat multiple times. Every time
you do, the AC bonus from the Dodge feat when you do not

use your Void Step ahliliincreases by an additional +2

Void Step[Combat]

PrerequisitesDex 27, Blinding Speed

Benefit Once per round, you may move up to your base
speed as a swift actionWhen under the effects of haste
spell or similar ability,this movement does not provoke
attacks of opportunity for moving through threatened

squares.

Walk on Water[Combat]

PrerequisitesBlinding Speed.

Benefit Any round in which the character moves at least
their base movement speed, they will not sink ifdiquids

This includes water, acid, lava, and any other material in
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which a character might be submergedThey treat the

surfaces of these liquids as normal terrain and are immune to
effects of submersion while standing on them, though they
are still ssceptible to any radiating effects (such as the heat

damage from lava).

Wand Savanfltem Creation]

Prerequisite Craft Wand, Spellcraft 24 ranks.

Benefit Youcan craft wands from spells up @ level
Your wands can also incorporate metamagic fesugh the
modified spell level still cannot exceed' Tevel. Doing so
follows all the normal rules for crafting wands except the
creation cost and market value are both increased by x10.

Special You can gain this feat multiple timegvery time
you sdect this feat, you increase the maximum spell level of

wand you can create b3

Warlord [Combat]

Prerequisites BAB +25, Weapon Supremacy with the
chosen weaponWeapon Training class featuire a Weapon
Group includinghe chosen weapon

Benefit When making a full attack with your chosen
weapon, you gain one additional attack at your highest base
attack bonus This ability does not stack with magical effects
that duplicate the effect (such as a weaponspfeedor the
hastespell).

Special This feat an be taken multiple timeslts effects
do not stack, instead apply the feat to a new weapon each

time.

Warp Spell[Metamagic]

PrerequisitesSpell Focus (Conjuratian)

Benefit A warp spell is identical to the original spell
except that at any one poinalong its trajectory, it can
teleport as if affected bydimension doar This allows it to
strike targets that the caster does not have line of sight on,
though this often requires the caster to simply choose a

square anchope the target is within the ageof effect Spells



with a line area of effect can have the teleportation act
anywhere along the length of the lingart of the effect
extendng from the caster and another part contimgon the
other side of thedimensiondoor. Awarp spell uses up apell

slot sixlevels higher than the spell's actual level.

Weapon AficionaddCombat]

PrerequisitesBase attack bonus +15

Benefit Select one weapon group (see the Fighter's
weapon training class feature for groupsjou receive a +1 to
hit and damagewith all weapons in thigroup. Additionally,
treat yourself as @ighter of half your character levelor the
purpose of qualifying for feats such A&eapon $ecialization
Any Fighter levels a character may have are not divided when
figuring your quafications for feats.

Special This feat can be selected multiple timedts
effects do not stack Every time it is chosen, it applies to a
new weapon group Weapons falling into more than one
group still only receive the bonus to hit and damage once.

Note: This feat does not stack with the bonus from a

Fighter's Weapon Training class feature.

Weapon SupremacjCombat]

Prerequisites Epic Weapon Focus in the chosen weapon,
Epic Weapon Specialization in the chosen weapon.

Benefit Gain a +1 to hit and +fb damage with the
chosen weapon These bonuses stack with those from the
Weapon Focus/Specialization progressidwditionally, while
wielding your chosemveapon, you cannot be disarmed and
your weapon cannot be sunderedou also gain the ability to
attempt disarms on targets that are normally immune (such
as from the fighter's Weapon Mastery class ability), unless
their immunity comes from Weapon Supremacy.

Special This feat can be taken multiple time#ts effects
do not stack, instead apply thedt to a new weapon each

time.
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Weightless SteSkill]

PrerequisitesDex 21] egendary Leaper

Benefit You can attempt to usecfobatics to soften your
fall regardless of the heightlt is DC 15 to ignore the fir&0
feet fallen and for every Boints by which you exceed 15, you

ignore another 10 feet.

White Lotus Gal¢Combat]

PrerequisitesDex 25, Str 2BAB +23yacuum Slash.

Benefit When using your Vacuum Slash, the cone now
reaches 30feet and you can elect to make your targets
shaken Eachtarget must make a Fortitude save DC 10 + 1/2
your HD + your Str modifier or be shaken for 1 round.

Special A monk that selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes afatifying for

this feat.

Wide Pool[Magic]

Prerequisitesint 21, True Magus class feature

Benefit Your arcane pool increases by an amount equal
to your Intelligence modifier. If your Intelligence increases,
this bonus is increased retroactively.

Specal: You can gain this feat multiple times. Its effects

stack.

Widen Aura[Morale]

Prerequisite Cha 25Aura classeature to be choseror
any 'Aura’ Morale feat

Benefit Select one of your auraslt now extends 100
feet from you.

Special This feat ca be selected multiple times Each

time, it applies to a new aura.

Wield Oversized WeapofCombat]

Prerequisites Str 25
Benefit You treat any weapon you wield as being one

size category smallerThis allows a mediursized character



to wield large wepons without penalty Additionally, you
can wield onenanded weapons of your own size category as

light weapons.

Wings of FirdChanneling]
Prerequisite Wis25, ability to channel negative energy
Benefit By expending three uses of your Channel Energy
ability, you can briefly transform yourself into a demonic
being,sproutinga pair offiery, bat-like wings and gaininthe
following bonuses:
1 Fly speed 90, good maneuverability.
1 Darkvision 60 feet and lodight vision.
1 Immunity toelectricity, fire, andpoison
1 +4 racial bonus on saves agaipstrification.
1 Unholy aurawith a radius of 20 feetusing your caster level
and Wisdom modifier to set the DC
The wings last for 1 minute for every die your channel
energy would normally heal. The wings cannotdigpelled
except by the channeler (or the direct intervention of a deity),

who can dismisthem as a free actian

Wings of LighfChanneling]
Prerequisite Wis25, ability to channel positive energy
Benefit By expending three uses of your Channel Bnerg
ability, you can briefly transform yourself into an angelic
being, sprouting a pair of feathered wings composed of
silveryblue energy and granting you the following bonuses:
1 Fly speed 90, good maneuverability.
1 Darkvision 60 feet and lo¥ight vision.
1 Immunity to acid, cold, and petrification.
1 +4 racial bonus on saves against poison.
1 Magic circle against evidnd lesser globe of invulnerability
both with a radius of 20 feeu§ing your caster levgl
The wings last for 1 minute for every die your channel
energy would normally heal Thewingscannot be dispelled
except by the channelgor the direct intervention of a deity)

who can dismiss theras a free action
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World BreakefCombat]

Prerequisites Str 28 BAB +23Earth Breaker

Benefit When using gur Earth Breakerthe burst now
reaches 10 feetand you can elect to make a trip attempt
against the targets Resolve the trip attempts normally,
though the targets do not get attacks of opportunity even if
you do not have Improved Trip.

Special A monkthat selects Weapon Focus with their
unarmed strike or a monk weapon treats their base attack
bonus as 5 points higher for the purposes of qualifying for

this feat.

Zen Focu$Ki
PrerequisitesWis 26, Timeless Body class feature.
Benefit Up to three tines per day, you can spend a full
round action meditating to recover a number &f points

equal to your Wisdom modifier.



While not truly an artifact, the epic magic item is a
creation of such power that far and away outsips non-epic
magic items Epic magic items are objects of great power and
value The following are typical characteristics of an epic
magic item In general, an item with even one of these
characteristics isonsidered epic
1 Weapors, armor, or shield with an enhancement bonus
greater than +5 and/om special ability with a marketrice
modifier greater than +5;

1 Nonarmor items that grant anarmor bonus of greater
than +10

1 Items that grant a natural armor, deflection, oresistance
bonus greater than5;

1 Items that grant an enhancement bonus tot deast one
ability score greater than +6;

1 Items that grant a competencebonus on a skill checéf
+20 0or greatet,

1 Items thatmimic a spell ol.0" effective levebr higher;

1 Items thathavea caster level ab@/20";

1 Enchantments oran item that havea market pricegreater
than 200,000 gld.

An epic magic item has a higher market price than
indicated by the formulas for neapic itemsand follows the
creation rules outlined below instead

Epic magic items areoh artifacts They are not unique,
though they are certainly very rare, and anyone with the
proper item creation feats can build themEven an epic
magic iten can never grant a dodge bonasd the maximum

inherent bonus that can be applied to an abiktyore is +5.

The process of creating an epic magic item is very similar
to creating a non-epic magic item However, cerain
important differences exist:

Casterlevel Spells with an effective level of 10 or higher

are possible & epic levels mostly through the use of
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metamagic feats The minimum caster levslfor spells above
9" level are available i€hapter 3on Tables 320 through 3-
23, depending on the class casting the spélb epic item has
a minimum caster level \ger than 21.

Prerequisites In addition to the spells, materials and
tools required fornon-epic magic items, any epic magic item
requires at least twdtem Qreation feats: the epic andon-
epicversiors.

Market Price The magic items included in this doaent
all have market prices attached to them. When designing
custom epic magic items, yoise the guidelines fonon-epic
magic itemsprovided in thet I i K F AufeRt& dlermine
their market price, with one addition: If the item gives a
bonus beyond he limit allowed for normalnon-epic magic

items, multiply thefinal price by 10.

In the following sections, each general type of magic item,
such as armor or scrolls, has an overall description, followed
by descriptions of spedif items, if any Each magic item
description and table follows the same format used fam-

epicmagic items Specific exceptions are noted as necessary.

Except when otherwise stated, epic magic armor and
shields follow the rules for neapic magic armor and shields.

There is no limit to the enhancement bontis armor
classof epic magic armor or shields, to the market price
modifier of epic magic armor or shield special abilities, or to
the total enhancement bonus and market price modifidr o

epic magic armor or shields.

To find the base price of an epic suit of magic armor or
an epic magic shieldgonsult Table 6-1: Epic Armor and

Shields Note that the +6 to +10 rows apply only to armor



and shields that mvide an enhancement bonu® armor
classof +6 to +10 or armor and shields with a single special
ability whose market price modifier is 46 greater Magic
armor and shields with a total effective bonus leks than
+10 that have an enhancement bontessarmor clasf +5 or
less and special abilities whose individual market price
modifiers are +5 or less use the table for pgpic magic

armor to determine price.

Table6-1: Epic Armor and Shields

Enhancement Market Price (gold)
Bonus

+6 +360,000

+7 +490,000

+8 +640,000

+9 +810,000

+10 +1,000,000
+11 +1,210,000
+12 +1,440,000
+13 +1,690,000
+14 +1,960,000
+15 +2,250,000
+16 +2,560,000
+17 +2,890,000
+18 +3,240,000
+19 +3,610,000
+20 +4,000,000

+1 to existing bonus +(enhancement bonus squared) x 10,000

Most magic armor and shieldsnly have enhancement
bonuses Such items can also have special abilities, such as
those detailed below and neapic abilities Armor or a shield
with a special ability must have at least a +1 enhancement
bonus.

Caster Level for Epic Armor and Shieldse caster level

of an epic magic shield orpic magic armor with a special
ability is given in thability's description If an item has more

than one special abilityuse the highest prerequisite caster
level For an item with only an enhancement bonuke
caster level is three times the enhancement bonifsan item
has both an enhancement bonus and special aeditthe

highest caster level requirement must be met.

Black Silver Inlaystrong necromancy, CL TQ}S

This network of black metal is &l into armor in eye
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Table6-2: Epic Armor and Shield Special Abilities

Price Modifier | Special Ability
+5 Invulnerability, Improved
+5 Negating
+240,000 gold Black Silver Inlay
+240,000 gold White Gold Inlay
+6 Energy Warding
+6 Graceful
+6 Invulnerability, Greatér
+6 Obdurate
+6 Spell Resistance, Epic (SR 21)
+6 Infinite Arrow Ddlection”
+400,000 gold Shadow, Epic
+400,000 gold Slick, Epic
+7 Crisi$
+7 Everanimaté
+7 Invulnerability, Epic (5/epit)
+7 Fluid
+7 Spell Resistance, Epic (SR 23)
+8 Energy Warding, Greater
+8 Exceptional Arrow Deflectidn
+8 Invulnerabilty, Epic (10/epic)
+8 Reflex (+1)
+8 Unbreakable
+8 Spell Resistance, Epic (SR 25)
+9 Fortification, Absolute
+9 Invulnerability, Epic (15/epit)
+9 Reflex (+2)
+9 Spell Resistance, Epic (SR 27)
+900,000 gold Shadow, Absolufe
+900,000 gold Slck, Absoluté
+10 Energy Immunity
+10 Invulnerability, Epic (20/epit)
+10 Reflex (+3)
+10 Spell Resistance, Epic (SR 29)
+12 Golem Armor
: - ArmorOnly
2. shield Only

straining sigils that seem to depict abstractions of misery and
suffering. If the wearer is able to able to channel negative
energy to harm the living or heal undead, they channel an
additional +2d6 points ofamage.

PrerequisitesCraft Epic Magic Arms and Armbarm

Market Price +240,000 gold

Crisig[strong abjuration, CL ﬁ‘]

Normally dormant,crisis armoronly activates when its
wearer is rendered unconscious, at which point thearer is
put into a stat of suspended animation as if affected by
temporal stasisand thearmor is magically animatedjaining
the stats of a medium animated object for 1 houln this
condition, it willcarry out up to five specific taskshe nature
and sequencef whichare determined by the wearer when

the armor is donnedhe first time and require an hour of



concentration to change once they are set.

These commands are usually used to extricate the
wearer from the situation (such as hyse of a scroll of
teleportation or simply running away) and deliver them
somewhere safe to recover naturally or be healedhe
armor has access to all the character's resources and can use
any of the character's skills or class abilities to activasgjic
itemsin the character's possessigsuch as scrolls or a wand)

Included in these commands should be the criteria for
ending thetemporal stasis(such as in response to healing
magic or when arriving at a certain destination), though it will
end automatically when the hour is up. If thenar is
destroyed, thetemporal stasislso ends.

While crisis armorcan accomplish fairly complex tasks, it
cannot fight effectively. If, at any point during its animation,
the wearer regains consciousness, the armor returns to
dormancy and will not readte for the next 24 hours.

Prerequisites Craft Epic Magic Arms and Armanimate
objects, temporal stasis

Market Price +7 bonus

Energy Immunitystrong abjuration, CL f’]

As energy warding except that it absorbs all energy
damage per attackf its designated energy type

Prerequisites Craft Epic Magic Arms and Armor,
protection from energy

Market Price 10 bonus

Energy Wardingstrong abjuration, CL M

A suit of armor or a shield with this property protects
against one type of energgcid, cdd, electricity, fire, or sonic
The armor absorbs the firstO5points of energy damage per
attack that the wearer would normally take (similar rtesist
energy).

Prerequisites Craft Epic Magic Arms and Armor,
protection from energy

Market Price +6 bonus
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Energy Warding, Greatgdstrong abjuration, CL ﬁ‘z}

As energy warding except that it absorbs the first 100
points of energy damage per attack its designated energy
type.

Prerequisites Craft Epic Magic Arms and Armor,
protection from energy

Market Rice: +8 bonus

Everanimate[strong transmutation, CL ﬂf

An everanimate shields identical to aranimated shield
except that the wielder can loose it as a swift action and it
remains active for as long as desired.

Prerequisites Craft Epic Magic Arnand Armor,animate
objects, fly

Market Price +7 bonus

Exceptional Arrow Deflectiofistrong abjuration, CL #3

This shield functions like ahield of arrow deflection
except that it can deflect any type of ranged attack (including
spells that require aanged touch attack) as if it were an
arrow.

Prerequisites Craft Epic Magic Arms and Armshield
wall of force

Market Price +8 bonus

Fluid[strong abjuration, CL 99

Shimmering and seemingly only seswoiid, fluid armor
has no armor check penaltgo Maximum Dexterityand the
Spell Failure is reduced by 25%edium fluid armor does not
reduce the wearer's speed.

Special Armor cannot have thdluid and obdurate or
unbreakablequalities at the same time.

Prerequisites Craft Epic Magic Arms and Aomfreedom
of movement

Market Price +7 bonus

Fortification, Absolute[strong abjuration, CL 2%

This suit of armor or shield produces a magical force that



protects vital areas of the wearer more effectivelywhen a
critical hit or sneak attack is swal on the wearer,it is
negated and daage is instead rolled normally.

Prerequisites Craft Epic Magic Arms and Armwaiish or
miracle

Market Price+9bonus

Golem[strong abjuration, CL Zﬂ}

Massive and battlescarred, this armor is actually forged
from the body of a defeated construct and grants the wearer
abilities based on the type of golenMetal armors are made
from the bodies of iron, adamantine, or mithral golems while
leather and hide armors are made from flesh golems.

When wearing golem armora character is immungo
bleed, paralysisand stunning They are also na&ubject to
nonlethal damage. Finally, and most potently, they gamm
golem's Immunity to Magic extraordinary ability.  This
functions in a manneidentical to the type grated by their
specific golem material. When an effect would cause the
golem to heal, this heals only the armor, not the wearer.

In addition to the requirements listed below, the creator
of golem armor must also provide the prerequisites for
crafting a golem oftie appropriate type. If available golem
manualof the appropriate type may be substitutethough it
is consumed in the creation process

Prerequisites Craft Epic Magic Arms and Armdraft
Constructwishor miracle

Market Price +12 bonus

Graceful[strong abjuration, CL 21

Often worked with delicate ornamentation of exceeding
intricacy,graceful armoris so flexible that the wearer suffers
from no armor check penalties Further, the armor's
Maximum Dexterity is increased by 1 and the SpeluFails
reduced by 10%.

Prerequisites Craft Epic Magic Arms and Armfseedom
of movement

Market Price +6 bonus
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Infinite Arrow Deflection[strong abjuration, CL1%

This shield functions like ahield of arrow deflectign
exceptit can deflect any numdr of projectiles or thrown
weapons each round

Prerequisites Craft Epic Magic Arms and Armor,
protection from arrows, shield

Market Price +6 bonus

Invulnerability, Epidstrong abjuration, CL Qﬁ

This suit of armor or shield grants the wearer damage
reduction 5/epic or higher; it increases by increments of 5
The required caster level and market price increase by +1 for
every additional increment of damage reduction.

Prerequisites Craft Epic Magic Arms and Armor,
stoneskinwishor miracle

Market Pice: +7 bonus

Invulnerability, Greater[strong abjuration, CL 27

This suit of armor or shield grants the wearer damage
reduction B/magic.

Prerequisites Craft Epic Magic Arms and Armor,
stoneskinwishor miracle

Market Price +6 bonus

Invulnerability, Improved[strong abjuration, CL ﬂl}

This suit of armor or shield grants the wearer damage
reduction 10/magic.

Prerequisites Craft Epic Magic Arms and Armor,
stoneskinwishor miracle

Market Price +5 bonus

Negating[strong abjuration, CL ﬁb

Immediately after the wearer of this armor is hit with a
magic weapon, the armor castgeater dispel magion the
weapon (In the case of projectile weapons, the armor casts
greater dispel magic on the weapon that fired the projectile if
it is in range If it is out of range, the armor does nothing.) No

weapon can be affected by the armor more than once per



day (regardless of the success of the dispel check).
PrerequisitesCraft Epic Magic Arms and Armgreater
dispel magic

Market Price +5 bawus

Obdurate [strongtransmutation CL 2%

Turning dull and grittypobdurate armoris significantly
tougher than normal armor, gaining a hardness of 25 and
doubling its hit points

Special Armor cannot have either thdluid or reflex
quality at the same time aslitas theobduratequality.

Prerequisites Craft Epic Magic Arms and Armor,
hardening

Market Price +6 bonus

Reflex[strong abjuration, CL ﬂ}

Smooth, skin tight, and often worked with striated
patterns like muscle fibemeflex armorwears like a second
skin of metal or leather It provides all the benefits of fluid
armor, except that it has no Maximum Dexterity or Spell
Failure Reflex armor of any type does not reduce the
wearer's speed.

Reflex armor seems almost to predict the wearer's
actions, grating a +1 or higher circumstance bonus to any
skill check normally affected by an armor check penalty; it
increases by increments of +The required caster level and
market price increase by +1 for every additional increment.

Finally,reflex armorprovides an enhancement bonus to
the wearer's land speeaf +5 feet for everyincrement of
bonus This increasés also a circumstance bonus.

Special Armor cannot have theeflex and obdurate or
unbreakablequalities at the same time.

Prerequisites Craft EpidMagic Arms and Armofreedom
of movement

Market Price +8 bonus

Shadow, Absolutdstrong illusion, CL %3

As epic shadow except that the competence bonus to
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Stealth is +30
Prerequisites Craft Epic Magic Arms and Armor,
invisibility, silence

Market Price +900,000 gold

Shadow Epic[strong illusion, CL 21

This armor blurs the wearer whenevke or she tries to
hide, while also dampening the sound arouhiin or her,
granting a 20 competence bonus on Stealth check3he
armor's armor check penaltstill applies normally.

Prerequisites Craft Epic Magic Arms and Armor,
invisibility, silence

Market Price +400,000 gold

Slick Absolute[strong conjuration, CL Zf]s
As epic slicknessexcept that the competence bonus to
Escape Artisis +30
Prerequsites Craft Epic Magic Arms and Armgrease
Market Price +900,000 gold

Slick Epic[strong conjuration, CL 21
This armorsecrets a thin, slippery fluid whenever the
wearer is restrained, either by bonds or in a grapgenting
a +20 competence baus onEscape Artisthecks The fluid
evaporates within 1 roundThe armor's armor check penalty
still applies normally.
PrerequisitesCraft Epic Magic Arms and Armgrease
Market Price +400,000 gold

Spell Resistance, Epfistrong abjuration, CL 2]

This suit of armor or shield grants the wearer spell
resistance?1 or higher; it increases by increments of Phe
required caster level and market price increase by +1 for
every additional increment of spell resistance.

Prerequisites Craft Magic Ars and Armor, Craft Epic
Magic Arms and Armospell resistance

Market Price +6 bonus



Unbreakable[strong transmutation, CL ?A}

Rigid and unyielding, glittering as bright as a polished
mirror without the slightest scratch marring its immaculate
surface,unbreakable armoiis almost impossible to damage
by normal means, gaining a hardness of 40 and increasing its
hit points by x10.Additionally, it is immune to the effects of
any spell that causes physical damage and specifically targets
items, such adisintegrateor heat metal

Special Armor cannot have either thdluid or reflex
quality at the same time as it has thiabreakablequality.

Prerequisites Craft Epic Magic Arms and Armamn
body, polymorph any object

Market Price +8 bonus

White Gold hlay [strong conjuration, CL ﬁl’p

This network of white metal is inlaid into armor in
soothing patterns that seem to depict abstractions of charity
and bliss. If the wearer is able to able to channel positive
energy to heal the living or harm undead, thehannel an
additional +2d6 points of damage.

PrerequisitesCraft Epic Magic Arms and Armbeal

Market Price +240,000 gold

The following specific suits of armor and shields usually
are preconstructed with exactly theuglities described here.
Some may have been considered artifacts before the secrets

of their construction were discovered.

Table6-3: Specific Epic Armor and Shield

Armor | Price (gold)
Shapeshifter'é\rmor 400,165
Warlord's Breastplate 416,200

Dragonskin Armor 564,550
Armor of the Celestial Battalion 616,300
Fanged Armor 632,750
Armor of the Abyssal Horde 768,260
Antimagic Armor 871,500
Owlback 940,160
Bulwark of the Great Dragon 1,612,970
Hide of the Fox 1,770,165
Obsidian Tor 4,002,150
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Antimagic Armor{strong abjuration, CL 29

This +1 negating full plate armor of invulnerabilify
crafted of adamantia (and thus has damage reductiort 3).
The armor provides a5 penalty on dispel checks made
against it or its wearer.

Prerequisites Craft Epic Magic Arms and Armgreater
dispel magigcstoneskinwishor miracle

Market Price 871,500 gold

Armor of the Abyssal Hordgstrong conjuration, CL ﬁ@
Of I SR 3l dzy it Si
+4 keen weaponfld10/19-20, x2 that afflict the target as if

Thist6 full plate armoR a

she had been struck by aenergy drainspell (Fortitude
negates DC 23). The armor bestotws negative levels on
any nonevil creature wearing it. These negative levels persist
as long as the armor is worn and disappear when the armor is
removed. The negative levels never result in actual level loss,
but they cannot be overcome in any way (indihg
restorationspells) while the armor is worn.

Prerequisites Craft Epic Magic Arms and Armor, creator
must be evilgnergy drain

Market Price 768,260 gold

Armor of the Celestial Battaliofistrong conjuration, CL ﬁl})
This+7 chainmails so fine ad light that it can be worn
under normal clothing without revealing its presence. It has a
maximum Dexterity bonus of +10, no armor check penalty,
and an arcane spell failure chance of 10%. It is considered

light armor, and it allows the wearer to fly afill (as thefly
spell). Furthermore, the wearer is at all times surrounded by
a magic circle against eviéffect (as the spell) which, if
dispelled, can be created again as a free action.
Prerequisites Craft Epic Magic Arms and Armor, creator
must be god, magic circle against evil
Market Price 616,300 gold

Bulwark of the Great Dragofstrong evocation, CL 2

This+6 heavy shielé SI N&E GKS AYI3IS 27F



Three times per day, the bearer of the shield can command it
to belch forth a breath wapon of the appropriate type. The
range of this breath weapon is 80 feet (if a line) or 40 feet (if
a cone). Regardless of the type, the breath weapon deals
20d6 points of damage. In addition, the shield provides the
bearer with resistance 50 to the engrdype that matches its
breath weapon. To determine what type of dragon shield is
found, roll d% and consulfable 6-4: Bulwark of the Great
Dragon

PrerequisitesCraft Epic Magic Arms and Armdragon'’s
breath, protection from energy

Market Price 1,612970 gold

Table6-4: Bulwark of the Great Dragon

d% Color Breath
01-10 Black Line of acid
11-20 Blue Line of lightning
21-30 Brass Line of fire
31-40 Bronze Line of lightning
41-50 Copper Line of acid
51-60 God Cone of fire
61-70 Green Cone of corrosive (acid) gas
71-80 Red Cone of fire
81-90 Silver Cone of cold
91-100 White Cone of cold

Dragonskin Armojfstrong transmutation, CL ﬁ‘Z}

This+5 full plate armoiis crafted from the hide of a great
ge@NXY RNI3I2yao (i GKS 4SINBNDa
enormous dragon wings, allowing the wearer to fly at a speed
of 90 fed (clumsy) for a total of 4 hours each day. The armor
also grants immunity to a specific type of energy, based on
the color of dragon that supplied the armor. Roll d%T@ble
6-5: Dragonskin Armao determine the color and immunity.

The wearer of the anor takes a4 circumstance penalty

Table6-5: Dragonskin Armor

d% | Color | Immunity
01-10 Black Acid
11-20 Blue Lightning
21-30 Brass Hre
31-40 Bronze Lightning
41-50 Copper Acid
51-60 Gold Fre
61-70 Green Acid
71-80 Red Hre
81-90 Silver Gold

91-100 White Cold
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on Diplomacy checks with dragons, but gains a +4
circumstance bonus on Intimidate checks against dragons.

Prerequisites Craft Epic Magic Arms and Armor,
protection from energy, shapechange

Market Price 564,550g0ld

FangedArmor [strongconjuration CL 2]

This +6 banded mailis studded with incredibly long,
viciously sharp+5 keen armor spikeswhich inflict 2d6
damage (as if they were size Huge). Additionally, whenever
the wearer of thefanged armorsucceels in grappling or
pinning a foe, the CMD that the target must defeat to break
free increases by +8.

Prerequisites Craft Epic Magic Arms and Armespiked
pit

Market Price 632,750gold

Hide of the FoXstrong abjuration, CL §Q
This+4 reflex (+2)hide armor is fantastically supple and
can be worn under any clothing without difficulty. It grants
the wearer an untyped +2 bonus to Dexterity.
Prerequisites Craft Epic Magic Arms and Armfseedom
of movement

O pMatRét Pyide 2, 770518580ld I NI 2 NJ & LINE dzii &

Obsidian Tolstrong transmutation CL Bth]

This +2 obdurate full plate armor offire immunity is
seemingly crafted of volcanic glass, though it remains as
strong as steel In addition to its normal abilities, the wearer
is immune to all effects associated with the Bpebsidian
flow and, once per day as a standard action, can produce a
vast obsidian floveentered on the armor.

Prerequisites Craft Epic Magic Arms and Armagst
obsidian flow

Market Price4,002,150gold

Owlback[strongdivination, CL 2]

Seeminglycomposed of thick brown feathershis +8



leather armor allows the wearer to treat all light levels

(including darkness) as bright lighthis includes illusions and To find the bas price of an epic magic weapon, roll on
any nonepic spell that affects light level. Table 66: Epic WeaponsNote that the +6 to +10 rows apply
Prerequisites Craft Epic Magic Arms and réar, true only to weapons that provide an enhancement bonus of +6 to
seeing +10 or weapons with a single special ability whose market
Market Price 940160 gold price modifier is +6 to +10 Magic weapons with a total
effective bonus of +6 to +10 but that have an enhancement
{ KI LIS & KA T (stSohgransnuteios, 81 51 bonus of +5 or less and special abilities whose individual
This suit of & hide armorgrants its full Armor Class market price modifiers are +5 or less use the table for-non

bonus regardless of any form the wearer takes (with epic magic weapons to determine price.

polymorph shapechanggewild shape, or similar aliies). Table6-6: Epic Weapons
Prerequisites Craft Epic Magic Arms and Armor, Enhancement Bonus Market Price (gold)
N . +6 +720,000
shapechanger wild shape ability = +980.000
Market Price 400,165 gold +8 +1,280,000
+9 +1,620000
+10 +2,000,000
- . . . +11 +2,420,000
2 | NI 2 NRQa [stronwddnéhantrient, (ILS?]I 12 +2,88,000
. . +13 +3,380,000
This+6 mithral breastplatdias an armor check penalty of 14 13.920.000
-1, a maximum Dexterity bas of +5, and an arcane spell *+15 +4,450,000
+16 +5,120,000
failure chance of 15%. It is considered light armor and weighs +17 +5,780,000
+18 +6,480,000
15 pounds. It grants the wearer a +4 enhancement bonus to +19 +7,220,000
. +20 +8,000,000
Charisma and allows the wearer to attract and lead a number +1 to existing bonus +(enhancement bonus squared) x 20,00
of followers as if he or she had the Leadepsfeat (though
GKAA LI26SNI R2SayQild Ftft2¢ GKS C@SEanNBNEcG 20ty DdNIdE | 02 K2 NI 0 «
the wearer already has the Leadership feat, this argrants Most magic weapons only have enhancement bonuses
a +2 competence bonus to their Leadership sctoe the They can also have special abilities, such as those detailed
purposes of attracting followers (but not for determiningeth below and norepic abilities A weapon with a specialbility
maximum level of cohort they can attract) must have at least a +dnhancement bonus.
Prerequisites Craft Epic Magic Arms and Armocharm Caste Level for Epi®Veapons The caster level ofreepic
monster, sympathy magic weaponwith a special ability is given in thability's
Market Price 416,200 gold description If a weapon has more than one special ability, it

uses the highest prerequisite caster levélora weaponwith
only an enhanement bonus, the caster level is three times
Except when otherwise stated, epic magic weapons the enhancement bonus If a weapon has both an
follow the rules for norepic magic weapons Thee is no enhancement bonus and special al@g the highest caster
fAYAG G2 'y SLAO YI3IAO 6SI LI yicRdregSingrentynGsbbe Sigti 02y dzaz (2 GKS
market price modifier of an epic magic weapon special ability,
2N G2 GKS G2a0rt 2F +y SLAO AnkréhicRdwenfsBdnd d2ofaficn, CSEBK I y OSY Sy i
bonus and market price modifier. This weapon is chaedigned and thus bypasses the
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Table6-7: Epic Weapon Special Alies

Price Modifier | Special Ability \
+6 Corrosive Blast
+6 Distant Shot
+6 Flaming Blast
+6 Icy Blast
+6 Indomitable
+6 Shocking Blast
+6 Spellbound
+6 Thundering Blast
+6 Triple Throw?
+6 Unerring Accuracy
+7 Desiccation
+7 Dread
+7 Force
+7 Shredding
+7 Warpind
+8 Anarchic Power
+8 Axiomatic Power
+8 Everdancing
+8 Holy Power
+8 Living
+8 Unholy Power
+9 Vampiri¢
+10 Cacophony
+10 Glacier
+10 Inferno
+10 Tempest
+10 Vitriol
+11 Angelic Glory
+11 Calamity
+11 CelestialGrandeur
+11 Demonic Horror
+11 Diabolic Misery
+11 Mummification
+12 Annihilatior?

L MeleeOnly
2. Ranged Only

corresponding damage reduction When a weapon of
anarchic powestrikes a lawful target, this power deals +3d6
points of bonus chaotic damage to the target and the target
gains one negative level (Fortitude€C23 to remove 24 hours
later). On a successful critical hit it instead deals +6d6 points
of chaotic damage and bestows two negative levels (or +9d6
and three negative levels if the critical multiplier is x3, or
+12d6 and four negative levels if the arél multiplier is x4)
It bestowsthree permanent negative levelon any lawful
creature attempting to wield it These negative leved remain
as long as the weapon is in hand and disappears when the
weapon is no longer wieldedThis negative level canhde
overcome in any way (includirmgstorationspells) while the
weapon is wielded Bows, crosshows, and slings with this
special ability bestow the anarchic power upon their
ammunition
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Prerequisites Craft Epic Magic Arms and Armagrd of
chaos

Market Price +8 bonus

Angelic Glonjstrong evocation, CL 2’;8

Thiscrystallineweapon isboth goodaligned andchaos
aligned and thus bypasses the corresponding damage
reductiors. At the wielder's command, it can shed light as by
the daylight spell A weapon of angelic gloracts as both a
weapon of anarchic poweand aweapon of holy power
These bonuses to damage stack; for instance, a normal attack
against an evil and lawful creature deals +6d6 points of bonus
damage and bestows two negative levelsThe Fortitude
saves against these negative levels are DC 25.

Prerequisites Craft Epic Magic Arms and Armdaylight,
holy word,word of chaos

Market Price +11 bonus

Annihilation [strong transmutation, CR7"]

A weapon of annihilatiorappears normal urilt its power
is activated, at which point the entire weapon is replaced by a
terrible construct of absolute blacknes&very motion of the
weapon bends light and tears apart anything it touches while
attacks devour matter and energy with equal completeses
though the wielder remains unaffected A weapon of
annihilation deals bd6 points of bonusuntyped energy
damag. On a successful critical hit it instead deald6
points (or +15d6 if the critical multiplier is x3, or2@d6 if the
critical multiplie is x4) Any creature slain by weapon of
annihilation is utterly destroyed, leaving not even dust to
mark its passingOnly the direct intervention of a major deity
can revive an annihilated character.

Additionally, once every 2d4 rounds, the wieldef a
weapon of annihilationcan unleashthe barelyconstrained
destructive force of their weaporior a single heartbeat
making the weapon and its wielder the center of a howling
vortex as earth, air, and enemies are all dragged into the

weapon and consuntk Inthat moment, everything within a



40-foot radius ispulled towards theweapon Targets must
make a Reflex save DC 21 or be dragged in; flying or floating
creatures receive a8 penalty to this save Any object or
creature that comes into contact thi the weapon at this
point must make a Fortitude save DC 38 or be utterly
destroyed as described above©n a successful save, targets
instead take 10dfoints ofuntyped energy damageSo long

as they maintain a firm grip on the weapon, the wielder is
immune to these effects.

Aweapon of annihilatiorhasa few weaknessedf agate
spellis cast uponit, there is a75% chance that theveapon is
harmlessly destroyed and 26%chancethat a gap is torn in
space catapulting everything within a 18@ot radius into a
randomplane Everyone within the affected area except the
wielder is allowed a Reflex save DC 38 to avoid the efféat
rod of epic cancellationtouches a weapon of annihilation
they negate each other in a tremendous explosion
Everythng within a 66foot radius takes @d6 points of
damage A Reflex save DC 21 will halve this damatfea
weapon of annihilationis wielded during one of these
attempts, it counts as an attended object and can use its
wielder's saving throws if they areetter than the weapon's
Even though thegate spell does not normally allow a saving
throw, the object is allowed a Will save against the caster's
DC for a spelbf the appropriate leveif it is used in this
fashion.

Prerequisites Craft Epic Magic Arms and Armor,
imprisoned disintegrate

Market Price +12 bonus

Axiomatic Powelstrong evocation, CL 2’:]3

This weapon idawful-aligned and thus bypasses the
corresponding damage reduction When a weapon of
axiomatic powerstrikes achaotic target, this pover deals
+3d6 points of bonusawful damage to the target and the
target gains one negative level (Fortitude DC 23 to remove 24
hours later) On a successful critical hit it instead deals +6d6

points oflawful damage and bestows two negative levels (or
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+9d6 and three negative levels if the critical multiplier is x3,
or +12d6 and four negative levels if the critical multiplier is
x4) It bestows three permanent negative levelon any
chaoticcreature attempting to wield it These negative leved
remain adong as the weapon is in hand and disappears when
the weapon is no longer wieldedThis negative level cannot
be overcome in any way (includimgstoration spells) while
the weapon is wieldedBows, crossbows, and slings with this
special ability bestowthe axiomaic power upon their
ammunition

PrerequisitesCraft Epic Magic Arms and Armdigtum

Market Price +8 bonus

Cacophonyfstrong evocation, CL ?5

A cacophony weapomppears normal until its power is
activated, at which point the entire weapais replaced by a
guasimaterial construct of pure soundEvery motion of the
weapon sounds like the rumbling of distant thunder while
attacks are as loud as a cannon fire, though the wielder
remains unaffected A cacophony weaponacts as a
thundering Bast weapon except that whenever a target is
struck, they are deafened for a number of rounds equal to
the sonic damage inflictedA Fortitude save DC3Xhegates
this effect While the cacophony weapors activated, the
wielder is immune to sonic damage

Additionally, once even2d4 rounds, the wielder of a
cacophony weaporcan unleash a 6fbot cone of sonic
energy as a standard action that inflict8db points of sonic
damage It also causes creatures to be stunned for 1 round
and deafened for 4d6 rcuds A creature in the area of the
cone can negateboth the stunningand deafnesswith a
successful Fortitude sau@C 26 A successful Reflex save DC
26 reduces the sonic damage by half.

Prerequisites Craft Epic Magic Arms and Armor,
empoweredgreater iout

Market Price +10 bonus



Calamity[strong evocation, CL %

A weapon of calamityappears normal until its power is
activated, at which point the entire weapon is replaced by a
translucent construct of pure force Every motion of the
weapon is uttely soundless and almost imperceptible while
attacks slice through targets effortlessly, though the wielder
remains unaffected A weapon of calamityacts as aorce
weapon except that whenever a target is strudk,inflicts
bleed damage equal to the foe damage inflicted While the
weapon of calamityis activated, the wielder is immune to
forcedamage.

Additionally, once every 2d4 rounds, the wielder of a
weapon of calamitycan unleash @0-foot burst of slashing,
tearing forceas a standard action thanflicts 2d6 points of
damage A successful Reflex save DC 26 reduces the damage
by half Every square of the burst area is filled wittblade
barrier effect heightened to 141 spell level and cast at caster
level 26; it lasts for 26 minutes, inflecl5d6 points of damage,
and has a Reflex DC .26However, if the burst ability is
activated again before the previodsade barrierexpires, the
old barrier winks out of existence as soon as the new one is
created Being immune to force effects, the wilgr can
move through theblade barriewithout adverse effect.

Prerequisites Craft EpidMagic Arms and Armomage's
sword heightened blade barrier

Market Price +11 bonus

Celestial Grandeufstrong evocation, CL 2’:]3
Thisgoldenweapon isboth goodaligned and lawaligned

and thus bypasses the corresponding damage redustidkt

the wielder's command, it can shed light as by dhegylight

spell Aweapon of celestial grandewacts as both aveapon

of axiomatic powerand aweapon ofholy power These

bonuses to damage stack; for instance, a normal attack

against an evil and chaotic creature deals +6d6 points of

bonus damage and bestows two negative levelsThe

Fortitude saves against these negative levels are DC 25.

Prerequisites Craft Epic Magic Arsrand Armordaylight,
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dictum, holy word

Market Price +11 bonus

CorrosiveBlast[strong evocation, CL Z]L

On command, acorrosive blast weapordrips acid,
though this deals no damage to the wieldebn any hit, this
acid splashes the creature strucllgaling +3d6 points of
bonus acid damage On a successful critical hit it instead
deals +6d6 points of acid damage (or +9d6 if the critical
multiplier is x3, or +12d6 if the critical multiplier is x8Bows,
crossbows, and slings with this special apilitestow the
bonus acid damage upon their ammunition.

PrerequisitesCraft EpidVlagic Arms and Armoggcid fog

Market Price +6 bonus

Demonic Horrofstrong evocation, CL ?’;B

This pitch-black weapon isboth evilaligned andchaos
aligned and thus bypass the corresponding damage
reductiors. At the wielder's command, it can blanket an area
in shadows as by theleeper darknesspell, though the
welder remains able to see so long as they hold the weapon
A weapon of demonichorror acts as both aweapon d¢
anarchic powerand a weapon of unholy power These
bonuses to damage stack; for instance, a normal attack
against an evil and chaotic creature deals +6d6 points of
bonus damage and bestows two negative levelsThe
Fortitude saves against these negatigeels are DC 25.

Prerequisites Craft Epic Magic Arms and Armdeeper
darknessword of chaosunholy word

Market Price +11 bonus

Desiccationstrong necromancy, CL rﬁB

On command, aweapon of desiccatiorshimmers as
though seen through a heat hazé¢hough this deals no
damage to the wielder On any hitagainst a living targethe
weapon draws moisture out of the targetdealing +3d6
points of bonusdehydrationdamage(or +3d8 against plant

or water creatures) The target must also make a DC 23



Fortitude save or become fatigue®n a successful critical hit

it instead deals +6d6 points dehydrationdamage (or +9d6

if the critical multiplier is x3, or +12d6 if the critical multiplier

is x4)and must make a DC 26 Fortitude save or become

exhausted Bows, crossbows, and slings with this special

ability bestow the bonus fire damage upon their ammunition.
Prerequisites Craft EpidMagic Arms and Armothorrid

wilting

Market Price +7 bonus

Diabolic Misery[strong evocation, CL 2’;8

This bloodred weapon isboth evilaligned and law
aligned and thus bypasses the corresponding damage
reductiors. At the wielder's command, it can blanket an area
in shadows as by theleeper darknesspell, though the
welder remains able to see so long as they hold tleapon
A weapon of diabolic misenacts as both aweapon of
axiomatic powerand aweapon of unholy power These
bonuses to damage stack; for instance, a normal attack
against a good and chaotic creature deals +6d6 points of
bonus damage and bestows twoegative levels The
Fortitude saves against these negative levels are DC 25.

Prerequisites Craft Epic Magic Arms and Armdeeper
darknessgdictum, unholy word

Market Price +11 bonus

Distant Shof[strong divination, CL 27

A distant shot weaporncan be used against any target
within line of sight at no penalty for range.

Prerequisites Craft Epic Magic Arms and Armdiscern
location

Market Price +6 bonus

Dread|[strong conjuration, CL 23]

Adread weaporexcels at attacking one type of creature
Against its designated foe, its effective enhancement bonus is
+4 better than its normal enhancement bonus-urther, it

deals +4d6 points of bonus damage against the foe, and if it
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scores a successful critical hit against the foe, that creature
must makea Fortitude save (DC 27) or be destroyed instantly
and turned to dust This even affects creatures immune to
critical hits or death magic.

Prerequisites Craft Epic Magic Arms and Armsuammon
monster I1X

Market Price +7 bonus

Everdancingstrong transnutation, CL 2@]

An everdancing weapois much like alancing weapon
though it can be loosed with a free action and will fight as
long as desired It can move up to 60 feet away from its
owner. Its owner can instruct it to move to a different target
as a moveequivalent action If its owner is rendered
unconscious or otherwise unable to direct it, it will fight the
same opponent as long as that opponent is conscious and
within range The owner of aneverdancing weaporcan
grasp it again as a free amti (assuming it is within reach).

Prerequisites Craft Epic Magic Arms and Armanimate
objects

Market Price +8 bonus

FieryBlast[strong evocation, CL Z]L

On command, diery blast weapons sheathed in fire
though this deals no damage to the wield On any hit, this
fire engulfs the creature struck, dealing +3d6 points of bonus
fire damage On a successful critical hit it instead deals +6d6
points of fire damage (or +9d6 if the critical multiplier is %3,
or +12d6 if the critical multiplier is ¥4Bows, crossbows, and
slings with this special ability bestow the bonus fire damage
upon their ammunition.

PrerequisitesCraft Epidagic Arms and Armofireball

Market Price +6 bonus

Force[strong evocation, CL ?QB
The striking surface df force weaponis replaced by an
invisible almost twoedimensional replica composed of

laminated layerof pure force. On any hit,a force weapon



cuts easily through foesubtle vibrationsin each individual
force layerdealing +3d6 points of bondsrce damage On a
successful critical hit it instead deals +6d6 pointsfarte
damage (or +9d6 if the critical multiplier is x3, or +12d6 if the
critical multiplier is x4) Additionally, the threat range of a
force weaporis increased by +1This ability stacks ith feats
such as Improved Critical or theeenspecial ability, though
the bonus is only added after the other abilities have been
factored in Finally, aforce weaponignores the hardness of
objects up to hardness 30Bows, crossbows, and slings with
this special ability bestow the bonus fire damage upon their
ammunition Forcecan only be applied to slashing or piercing
weapons.

Prerequisites Craft EpidMagic Arms and Armowyall of
force

Market Price +7 bonus

Glacier[strong evocation, CL ?5

Aweapon of the glacieappears normal until its power is
activated, at which point the entire weapon is replaced by a
smoking, translucent construct of pure ic&very motion of
the weapon produces a drifting trail of snowflakes while
attacks leave targetsimed with frost, though the wielder
remains unaffected A weapon of the glacieacts as aricy
blast weapon except that whenever a target is struck, they
are slowed for a number of rounds equal to the cold damage
inflicted. A Fortitude save DC 23 nega this effect While
the weapon of the glacieis activated, the wielder is immune
to cold damage.

Additionally, once every 2d4 rounds, the wielder of a
weapon of the glaciecan unleash a 12fbot line of cold
energy as a standard action that infli@8d6 points ofcold
damage It also causesd4 points of Dexteritydrain and
slows all targets for 4d6 round#\ creaturecaught in the line
can negate théexterity drain and slownesgith a successful
Fortitude saveDC 26 A successful Reflex save P&reduces
the cold damage by half.

PrerequisitesCraft Epidvlagic Arms and Armognlarged
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polar ray

Market Price +10 bonus

Holy Power{strong evocation, CL 2';8

This weapon isgoodaligned and thus bypasses the
corresponding damage reductionWhen aweapon of holy
power strikes an evitarget, this power deals +3d6 points of
bonusholy damage and the target gains one negative level
(Fortitude DC 23 to remove 24 hours laten a successful
critical hit, it instead deals +6d6 points ¢foly damage ad
bestows two negative levels (or +9d6 and three negative
levels if the critical multiplier is x3 or +12d6 and four negative
levels if the critical multiplier is x4) It bestows three
permanent negative levelon anyevil creature attempting to
wield it. The negative leved remain as long as the weapon is
in hand and disappear when the weaporrédeased These
negative leved cannot be overcome in any way while the
weapon is wielded Ranged weaponith this special ability
bestow theholy power upontheir ammunition

Prerequisites Craft Epic Magic Arms and Armdmwly
word

Market Price +8 bonus

Icy Blast[strong evocation, CL 2L

On command, aicy blast weapors sheathed in icy cold
though this deals no damage to the wieldebn any hit, this
cold washes over the creature struck, deali#®d6 points of
bonus cold damage On a successful critical hit it instead
deals +6d6 points of cold damage (or +9d6 if the critical
multiplier is x3, or +12d6 if the critical multiplier is x8ows,
crossbavs, and slings with this special ability bestow the
bonus cold damage upon their ammunition.

Prerequisites Craft EpidMagic Arms and Armoione of
cold

Market Price +6 bonus

Indomitable [strong enchantment, CL Z]L

The wielder of arindomitable weaporis immune to fear



when the weapon is drawnAdditionally, dl allies within 30
feet who have line of sight on the wielder are also immune to
fear.

Prerequisites Craft EpidMagic Arms and Armoheroism,
remove fear

Market Price +6 bonus

Inferno [strong evocation, CL §5

Aweapon of the infern@ppears normal until its power is
activated, at which point the entire weapon is replaced by an
incandescent construct of obsidian and magmaEvery
motion of the weapon produces swirling cloud$ ash and
cinder while attackscause the weapon to flare as brightly as
the noon sun though the wielder remains unaffected A
weapon of the infernaacts as diery blast weapon except
that it constantly sheds light equal to that ofdaylight spell
and whenever a taget is struck, they areblinded for a
number of rounds equal to thdire damage inflicted A
Fortitude save DC 23 negates this effe@¥hile theweapon
of the infernois activated, the wielder is immune to fire
damage.

Additionally, once every 2d4 roundshe wielder ofa
weapon of the inferna@an unleash a 2ot radius burstof
flame as a standard action that inflictsO86 points offire
damage It alsoignites all flammable objectand blinds all
targets for 4d6 rounds A creaturecaught in theburgt can
negate theblindnesswith a successful Fortitude sa@C 26
A successful Reflex save DC 26 reducediteedamage by
half and negates the ignition of flammables

Prerequisites Craft EpidMagic Arms and Armofflaring
meteor swarm

Market Price +10 bonus

Living[strong necromancy and transmutation, CL”??

A macabre construct, ling weaporwas once a regular
weapon of metal and wood before dark magic twisted it.
Metal is replaced with overlapping of a botike substance

as hard as adamantinevhile the wood is a hideous blend of
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cartilage and flesh kept rigid by some powerful skeleton
beneath. The entire weapon is unnaturally warm to the
touch and the fleshy pieces pulse as if at the whim of some
half-dead heart. Though lacking mouth, itlmdccasionally
emit soft moans or bleats, wordless cries that hold no
meaning but suffering.

Whenever diving weaponsuccessfully injures a foe, the
wound is left infested with dozens of tiny needles of bone
that animate, squirming about in the wound. véfy round
that they remain, the spurs of bone inflict damage equal to
the base (normmagical) damage of the weapon from which
they came. Multiple wounds each inflict damage separately
and, if the target as DR or resistance from some other source,
it is applied separately to each wound. The bone spurs are
considered magic, adamantine, and evil for the purposes of
overcoming damage reduction.

Additionally, every round that they remain, the target is
wracked by terrible pain as they continually tear awayiat
or her. The target must make a Will save DC 17 for every
active wound or be dazed for that round, overwhelmed by
the pain. Even if they succeed, they are left shaken for 1
round.

Any spell effect that recovers hit points, suchcasge light
wounds, egenerate,or raise deadwill also expel any bone
splinters in a character. Once expelled, the bone needles
immediately fall quiescent and, a round later, dissolve into a
fine powder.

Prerequisites Craft EpidMagic Arms and Armognimate
objects,creategreater undead, polymorph any object, symbol
of pain

Market Price +8 bonus

Mummification [strong hecromancy, CL 'Q}S

A weapon of mummification appears normal until its
power is activated, at which point the entire weapon is
replaced bya glittering construct of shifting, gemlike sand
Every motion of the weapothrows out gritty clouds of dust

while attacks cause the weapdtast sweeping blooms of the



drying sand over the targetthough the wielder remains
unaffected Aweaponof mummificationactsas aweaponof
desiccation except thatthe target's fatigue or exhaustion
lasts for a number of rounds equal to the dehydration
damage inflicted A Fortitude save DC 23 negates this effect
While theweaponof mummificationis activated, the wielder
isimmune todehydration effects and fatigueAny effect that
would make the wielder exhausted instead only makes them
fatigued.

Additionally, once every 2d4 rounds, the wielder of a
weaponof mummificationcan unleash a 2ot radius burst
of howling dustas a standard action that inflict@6 points
of dehydrationdamage It also exhaustsall targets for 4d6
rounds A creature caught in the burstcan reduce the
dehydration damage by half amiegate theexhaustionwith
a successful Fortitude sal@C 26 Any creature slain by this
effect is raised the following round as a mummy loyal to the
wielder, which persists for up to 1 hour (or until dismissed),
at which point it crumbles to dustThe wielder can only have
a number of mummies at one time whose IHifal is equal to
or less than their own HD, choosing to either dismiss older
mummies or not raise new ones if doing so would cause them
to exceed this limit.

Prerequisites Craft Epic Magic Arms and Armor,
sickening horrid wilting

Market Price +11 bonus

ShockingBlast[strong evocation, CL Z]L

On command, dightning blast weaponcrackles with
electrical energythough this deals no damage to the wielder
On any hit, lightning coruscates around the creature struck,
dealing +3d6 points of bonus electity damage On a
successful critical hit it instead deals +6d6 points of electricity
damage (or +9d6 if the critical multiplier is x3, or +12d6 if the
critical multiplier is x4) Bows, crossbows, and slings with this
special ability bestow the bonus ekeicity damage upon their
ammunition.

Prerequisites Craft Epic Magic Arms and Armor,
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lightning bolt

Market Price +6 bonus

Shredding[strong evocation, CL 2‘2

Whenever a target is struck by soredding weaponit
deals 1d6 points of bleed damageMultiple hits from a
shredding weapon increase the bleed damageBleeding
creatures take the bleed damage at the start of their turns
Bleeding carbe stopped by a successful D& Real check or
through the application of any spell that cures hit point
damage. A critical hit does not multiply the bleed damage
Creatures immune to critical hits are immune to the bleed
damage dealt by this weapon.

Prerequisites Craft EpicMagic Arms and Armothlade
barrier

Market Price +7 bonus

Spellbound]strong abjuraion, CL 2]

Beloved of magi, eldritch knights, warpriests, and other
front-line casters, apellbound weapoiman be enchanted to
serve as a magic staff regardless of what type of weapon it is.
It functions in all ways like both a regular magic weapot an
regular magic staff. This enchantment cannot be applied to
ammunition.

The staff is created at the same time as the weapon
receives this enchantment. It follows the same rules for
crafting a magic staff, except that when the crafter pays for
the rawmaterials, they either reduce the amount paid by half
or by 180,000 gold, whichever is lower. The crafting time is
also reduced accordingly.

Special Magic staffs usually count as quarterstaffs or
cudgels (clubs) when used as weapons. At your GMs
discrefon, they do not need to be spellbound to be
enchanted as magic weapons, though they do not generally
meet the requirement of being masterwork weapons.

Prerequisites Craft EpicMagic Arms and Armor, Craft
Staffor Craft Epic Staff

Market Price +6 bonus



Tempest[strong evocation, CL ?55

A tempest weaponappears normal until its power is
activated, at which point the entire weapon is replaced by a
crackling construct of pure lightningEvery motion of the
weapon produces arcing sparks while attacks catlse
weapon to shower the target with leaping tendrils of
electricity, though the wielder remains unaffected A
tempest weaporacts as ahocking blast weapgrexcept that
whenever a target is struck, they are left shaken for a number
of rounds equal to he electricity damage inflicted A
Fortitude save DC 23 negates this effet¥hile thetempest
weapon is activated, the wielder is immune to electricity
damage.

Additionally, once every 2d4 rounds, the wielder of a
tempest weaporcan unleash a 12fbot line of lightning as a
standard action that inflicts@l6 points ofelectricitydamage
It also causes all targets to be paralyzed for 1 rousudd
shakenfor 4d6 rounds A creaturecaught in the linecan
negate theparalysisand prevent becoming shakewith a
successful Fortitude sau@C 26 A successful Reflex save DC
26 reduces thelectricitydamage by half.

Prerequisites Craft EpicMagic Arms and Armorstill
stormbolts

Market Price +10 bonus

ThunderingBlast[strong evocation, CL Z]L

On command,a thundering blast weaponemits a low
thrumming hum though this deals no damage to the wielder
On any hit, this becomes a thunderous roar that deals +3d6
points of bonus sonic damage to the creature strucBn a
successful critical hit it instead deak6d6 points of sonic
damage (or +9d6 if the critical multiplier is x3, or +12d6 if the
critical multiplier is x4) Bows, crossbows, and slings with this
special ability bestow the bonus sonic damage upon their
ammunition.

PrerequisitesCraft EpidMagicArms and Armorshout

Market Price +6 bonus
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Triple-Throw [strong illusion, CL 21
This special ability can only be placed on a weapon that
can be thrown Atriple-throw weaponcreates two duplicates
of itself when thrown Both the original and the uplicate
weapons attack separatelyat the same attack bonus
Regardless of the success of any of the attacks, the duplicates
immediately disappear after the attack is completed\ny
bonuses on damage due to accuracy or precision (including
those from snek attacks, the Precise Shot feat, or the
NI y3ISNRa FF@2NBR SySyeé o2ydza
6SILIyQa RIFEYF3IST y2G G2 GKS R
PrerequisitesCraft Epic Magic Arms and Armsihades

Market Price +6 bonus

Unerring Accuracystrong divinationCL 21

Ranged attacks made with this weapon negate the AC
bonus granted by any cover short of total coverThe
gSIHLIRyQa NIy3aISR Fiddlro1a I|faz
concealment including total concealment,though the
wielder must still aim his or leattacks at the correct square

Prerequisites Craft Epic Magic Arms and Armdrye
seeing

Market Price +6 bonus

Unholy Power{strong evocation, CL 2",8

This weapon isevil-aligned and thus bypasses the
corresponding damage reductionWhen aweapon d unholy
power strikes a goodarget, this power deals +3d6 points of
bonusunholydamage and the target gains one negative level
(Fortitude DC 23 to remove 24 hours laten a successful
critical hit it instead deals +6d6 points whholy damage and
bestows two negative levels (or +9d6 and three negative
levels f the critical multiplier is x®r +12d6 and four negative
levels if the critical multiplier is x4) It bestows three
permanent negative levelon anygood creature attempting
to wield it Thenegative levedremain as long as the weapon
is in hand and disappears when the weaponréteased

These negative leved cannot be overcome in any way while



the weapon is wielded Ranged weaponwvith this special
ability bestow theunholypower upon treir ammunition

Prerequisites Craft Epic Magic Arms and Armanholy
word

Market Price +8 bonus

Vampiric[stronghecromancy CL Zth]

Whenever a living creature is struck with vampiric
weapon some of the damage is funneled out of the target
and infises wielder with positive energy The wielder
recovers 1d6 points of damage with every successful attack,
similar to the spelture lightwounds This ability cannot cure
more than the attack inflicts, including damage reducti@n
a successful critit¢ait it insteadrecovers 86 damage(or 3d6
if the critical multiplier is x3, o4d6 if the critical multiplier is
x4).

PrerequisitesCraft Epic Magic Arms and Armeampiric
touch

Market Price +9 bonus

Vitriol [strong evocation, CL ?5
A weapon ofvitriol appears normal until its power is
activated, at which point the entire weapon is replaced by a
dripping construct of yellovgreen liquid Every motion of
the weapon sprays hissing droplets while attack baths the
target in a caustic spray, thoughhd wielder remains
unaffected Aweapon of vitriolacts as aaustic blast weapan
except that whenever a target is struck, they are left sickened
for a number of rounds equal to the acid damage inflictéd
Fortitude save DC 23 negates this effeg¥hile the weapon
of vitriol is activated, the wielder is immune to acid damage.
Additionally, once every 2d4 rounds, the wielder of a
weapon of vitriokan unleash a 6ot cone of acidic spray as
a standard action that inflicts@®i6 points ofaciddamage It
alsocauses all targets to be exhausted asidkened for 4d6
rounds A creature caught in the conecan negate the
exhaustion and prevent becoming sickengilh a successful

Fortitude saveDC 26 A successful Reflex save DC 26 reduces
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the acid damageyohalf.
Prerequisites Craft Epic Magic Arms and Armor,
intensifiedvitriolic mist

Market Price +10 bonus

Warping[strong conjuration, CL Qﬁ

When making a full attack with warping weapon you
can tekport up to ® feet between each attack as per
dimension door except that the teleporting does not
immediately end your turn There are no limits to the
number of times you can teleport per round, except that each
time you do so, you must follow it up with an attack against a
target.

Prerequisites Craf Epic Magic Arms and Armor,
dimension door

Market Price +7 bonus

The following specific weapons usually are
preconstructed with exactly the qualities described here. The
only difference between these weapons and many of what
are onsidered ‘artifacts’ is that the processes for creating

these weapons are known.

Table6-8: Specific Epic Weapons

eapo gold
Stormbrand 235,350
Quarterstaff of Alacrity 462,600
Souldrinker 478,335
Noose Leather Whip 614,301
Backstabber 770,310
Longshot 821,300
Liquid Sword 823,325
Mace of Ruin 1,000,312
Gripsoul 1,856,500
Maidenedge 2,420,315
Elven Greatbow 2,900,400
Spear of the World 2,980,305
Finaldeath 3,580,308
Rib of Shamal 3,580,350
Holy Cannon 3,881,800
Voidshard 3,940,318
Chaosbringer 4,025,350
Tooth of the Orm King 4,107,015
Holy Devastator 4,620,315
Unholy Despoiler 4,650,315
Everwhirling Chain 5,220,325
Magnum Opus 9,681,300




Backstabbefstrong necromancy, CL 1

This+6 short sword RR& bHRc (G2 GKS
Attack damage. Ifhe wielder does not have thenBak Attack
ability, this weapon does not grant it.

Prerequisites Craft Epic Magic Arms and Armanflict
moderate wounds

Market Price 770,310 gold

Chaosbringefstrongenchantment CL 2%]

This+6 greataxe of anarchic powgrants its wielder the
OARSYiA Ol Ragécass I
ability) up to 8 rounds per dafor for eight additional rounds

ability to fly inb arad S

per dayif the wielder already has thea@e class featupe If
the wielder has the @ater Rage class feature, the weapon
also grants the wieldethe Incite Rage epic feat.

Prerequisites Craft Epic Magic Arms and Armoage,
mass charm monster

Market Price 4,025,350 gold

Elven Greatbowstrongtransmutation CL 25?]

In the hands of any nealf, this bow performs only as a
+2 composite longhe. In the hands of an elf, this weapon
functions as a+5 composite longbow of unerring accuracy
gAGK | {GNBy3IldK o02ydza GKIIQ
current Strength at all times. Furthermore, any arrows loosed
from the bow are consideredkeen regardles of the

enhancement bonus of the arrow fired.

Prerequisites Craft Epic Magic Arms and Armar,dzt f Qa

strength, keen edge, true seeing
Market Price 2,900,400 gold

Everwhirling Chairjstrongtransmutation CL 2@]
This +4 defending everdancing spiked gheaof speed
O2ylGAyd2dzate GoAlOKSa Ay

the everwhirling chain can use it to make any number of

Ada

attacks of opportunity per round (as if he or she had the
Improved Combat Reflexes feat).

Prerequisites Craft Epic Magic Armad Armor,animate
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objects, haste, shielor shield of faith
o A MarktPNGa 5,220, 39531bld

Finaldeath[strong necromancy, CL r?]?

This +5 undead dread ghost touch morningstatso
grants its wielder immunity to energy drain attacks.
Furthermore, if its wélder is capable ofhanneling positive
energy he or she gaina +4 bonus to their DCs when
channeling positive energy to harm undead

PrerequisitesCraft Epic Magic Arms and Armabijlity to

0 ¢hanbel paRitive/ édérgydeath ward, plane shift, summon

monger IX
Market Price 3,580,308 gold

Gripsoul[strongenchantment CL 2‘?]

Gripsoul is a6 keen longswordbut instead of dealing
additional damage on a critical hit, the weapon imprisons the
victim in a gem set in the pommel of the sword as per a
binding spell heightened to 16th level (DC 30). The same is
true of any blow that would otherwise kill a foe or knock him
or her unconscious. Only one creature can be so held, but the
wielder can release the bound soul at any time with a
command word.

Y | Rrebeiquisties; Chafii Bpic MagiaA8ns andsArnibindng NI &

Market Price 1,856,500 gold
Holy Cannon[strongabjuration, CL Bth]

Any time this+5 musketof holy powerconfirms a critical
strike against an evil creaturéhe targetis affected as if it
had entered theradius of amage's disjunctionWill DC 23.
Any magic items with the evil descriptor receiveS8apenalty
to this save. Permanent magic items that fail their save
remain suppressed for 1d4 rounds.

& RréregRiSesITEft Kpic YVRgICIArms Krdl Agmiin@yf R S N
smite, mage's disjunction

Market Price 3,881,800gold



Holy Devastatofstrongabjuration, CL 2§]

In the hands of any character other than a paladin, this
sword performs as &3 holy longswordIn the hands of a
paladin, this weapon functions as &/ longsvord of holy
powerF YR AN} yida F bp &l ONBR
throws against spells with the evil descriptor or spells cast by
evil characters. If the paladin wielder smites evil with the holy
devastator, he or she adds additional point of damge per
paladin level.

Prerequisites Craft Epic Magic Arms and Armdmly
aura, holy smite, holy word

Market Price 4,620,315 gold

Liquid Swordstrongtransmutation CL 2%

This+6 mithral rapieris actually composed of mithral-
like metal that can le either solid or fluid at the wielder's
command. When liquid, it cannot be used to inflict damage,
though it will do its best to maintain its sword shape. The
liquid sword cannot be sundered or otherwise damaged
unless its liquefying magic is suppressedlispelled, and the
weapon's wielder cannot be disarmed.

Prerequisites Craft Epic Magic Arms and Armdiyid
form

Market Price 823,315 gold
Longshot{strongdivination, CL 2"

This+6 pistol grants the wielder a +1 luck bonus to all
saving throws. Additionally, once per day the wielder may
results are

automatically reroll an attack before the

calculated. If the wielder possesses grit points from any
source, they may spend an additional 2 grit points to make
additional rerolls, though they cannaeroll more than one
attack per round.

Prerequisites Craft Epic Magic Arms and Armor,
foresight

Market Price 821,300 gold
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Mace of Ruir{strongtransmutation CL 23]

This +7 heavy macdgnores the hardness or damage
reduction of any object or creaturé strikes. Furthermore,
the weapon can deal critical hits to objects aachorphous
alk oAy 3

Prerequisites Craft Epic Magic Arms and Armor,
disintegrate

Market Price 1,000,312 gold

Magnum Opugstrongtransmutation @_38"]

A pinnacle of guncrafthis +6 keen distant shot impact
pistol of unerring accuracypever jams or misfires If the
wielder has grit points from any source&hen making a full
attack action, they can expendtwo points of grit to
automatically relad their weapon and gain one additional
attack at their highest base attack bonus as if thagnum
opusalso had thespeedweapon ability.

Prerequisites Craft Epic Magic Arms and Armdiscern
location, enlarge person, haste, keen edge, true seeing

Market Price 9,681,300gold

Maidenedge[strongtransmutation CL Zth]

Only females can uséis +8 keen mithral longswordin
whose hands its threat range becomes-2® x4 Any male
attempting to wield the weapofiind it functioning as a mere
+1 longswordand gainthree permanent negative level The
negative leved remain as long as the weapon is in hand and
disappears when the weapon igleased. These negative
levek cannot be overcome in any way while the weapon is
wielded

Prerequisites Craft Epic Mgic Arms and Armorkeen
edge,lover's vengeance

Market Price 2,420,315 gold

Noose Leather Whifstrongtransmutation CL Zth]
This +2 whip of speedrecalls the thousand deaths it
inflicted on helpless prisoners, innocent and guilty alike. Now

it hungers to add more souls to its ledger. Unlike normal



whips, this weapon inflicts lethal damage and can injure
creatures even when they have a natural armor bonus
greater than +3 or are wearing armor. Whenever tieose
leather whipconfirms a critical stkie against a living target
with a neck, it immediately instigates a grapple check against
that target using the wielder's CMB +8. If successful, the
target is grappled and is unable to cast spells that require a
verbal component. They must also begin imgkConstitution
checks to avoid unconsciousness and death as per the
suffocation rules (without the 2 rounds per point of
Constitution to hold their breath, as the whip is cutting off
the blood to the brain, not just oxygen to their lungs).

So long as thavielder grips thenoose leather whipvith
at least one hand and does not strenore than 15 feet from
the grappled target (the wapon'sreach), the can continue to
act freely and independently of the whip.They cannot,
however, use the whip to attack atteer target while it is
grappling, though they can have it release a target as a free
action and continue using it to attack.

Prerequisites Craft Epic Magic Arms and Armbaste,
telekinesis

Market Price 614,301 gold

Quarterstaff of Alacrity[strongtransmutation CL 2]

Both ends of thist5 quarterstaff of speedhave equal
enhancement and special powers, meaning that it allows an
additional attack with each end every round. While the
guarterstaff of alacrityis held, it grants its wielder a +5
resiseince bonus on Reflex saves. It also deflects ranged
weapons as if the wielder had the Deflect Arrows and Infinite
Deflection feats.

Prerequisites Craft Epic Magic Arms and Armor,
protection from arrows, shield

Market Price 462,600 gold

Rib of Shamastrongtransmutation CL31%|
This +6 greatsword of desiccationis carved from the

bleached bone of a single, massive. ritwhile wielding the
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weapon, its owner is immune to the effects of exhaustion and
fatigue as well as any spell that inflicts dehydratidamage
such asorrid wilting

Prerequisites Craft Epic Magic Arms and Armbigrrid
wilting, sirocco

Market Price 3,580,350 gold

Souldrinker[strong necromancy, CL #1

This+5 bastard swordbestows 2d4 negative levels on its
target whenever it dea damage, just as if its target had been
struck by the energy drain spell. Each negative level bestowed
grants the wielder 5 temporary hit points. One day after
being struck, the subject must make a Fortitude save (DC 25)
for each negative level or losefaS @St & LT (KA &
causes a character to have negative levels at least equal to his
or her current level, the character is instantly slain and the
wielder gains an additional 10 temporary hit points.
Temporary hit points gained from this weapoast for a
maximum of 1 hour.

Prerequisites Craft Epic Magic Arms and Armor, Spell
Focus (Necromancygnergy drain

Market Price 478,335 gold

Spear of the Worldstrongtransmutation CL 2]

This +12 longspear appears like a normal (albeit
powerfullyenchanted) weapon at firstBut when the wielder
attempts to strike at a target outside their reach, the weapon
magically telescopes outwards, striving to reach the target.
The spear of the worldcan reach beyond a regular
longspear's 10' reach, but fewvery 10 feefurther it extends,
its enhancement bonus decreases by 1, to a minimum of +1
at 120 feet out.

Prerequisites Craft Epic Magic Arms and Armor,
shapechange

Market Price 2,98Q0305gold

Stormbrand[strongevocation CL 2]

This+4 thunderingshocking burst greatswordllows its



wielder to fly at will (as thefly spell). Furthermore, the
wielder can move normally (including flying) even in the
strongest winds. When the weapon is drawn, the wielder
gains electricity resistance 30 and sonic rsise 30.

Prerequisites Craft Epic Magic Arms and Armor,
blindness/deafness, call lightning or lightning bolt, control
winds, fly, protection from energy

Market Price 235,350 gold

Tooth of the Orm Kingstrongnecromancy CL 21]

Crafted from a singlenassive, yellowed tooth,his +5
vampiric scimitaris a boon to all those who hunt. Any
wielder with the Favored Enemy class feature increases the
tooth of the orm king'shreat range and multiplier against
their Favored Enemies, the weapon threateningldr20 as if
the weapon werekeen and inflicting x4 damage on a
successful critical (with theampiricability curing 4d6 points
of damage).

Prerequisites Craft Epic Magic Arms and Armbunter's
howl, keen edge, vampiric touch

Market Price 4,107,015g0ld

Unholy Despoilefstrongabjuration, CL 2?]

In the hands of any character other than a blackguard,
this sword performs as &3 unholy longswordin the hands
of a blackguard, this weapon functions asalongsword of
02ydza 2y

saving throws against spells with the good descriptor or spells

unholy powerand grants a +5 p y S

cast by good characters. If a blackguard wielder smites good
with the unholy despoiler, he or she adds twice his or her
blackguard level to damage (rather than bisher blackguard
level).

Prerequisites Craft Epic Magic Arms and Armor,
blasphemy, unholy aura, unholy blight

Market Price 4,650,315 gold

Voidshard[strongtransmutation CL 2]

This+2 falcata of annihilatioris even more unstable than
97

most weaponf its type. The advantage is that it cannot be

destabilized by casting agate on the weapon, but
unfortunately, there is also a chance every time it successfully
strikes a foe that it will trigger its vortex ability. Every time
the weapon strikes a tasg successfully, there is a cumulative
1% chance that the ability will automatically trigger. The total
percentage chance of activation is reset whenever the vortex
ability triggers (either accidentally or on purpose) and if the
weapon does not strike aemwv target for at least 1 hour, the
field stabilizes and the percent chance is reset.

Prerequisites Craft Epic Magic Arms and Armor,
disintegrate

Market Price 3,940,318 gold

Except when otherwise stated, epic magiags follow

the rules for mn-epic magigings

Standard epic rings are described below.

Adamant Law[strong abjuration, CL 21

The wearer of this ring is constantijfected byshield of
law. It bestows one negative level on any chaotic creature
that puts it on The negative level remains as long as the ring

is worn and disappears when the ring is removedhis

( Heative Ae@el EaBnbItkbad overcome in any way (including

restorationspells) while the ring is worn.
PrerequisitesForge Epic Ringhield of lav, creator must
be lawful

Market Price 336000 gp

Chaotic Funjstrong abjuration, CL 21

The wearer of this ring is constantijfected bycloak of
chaos It bestows one negative level on atawful creature
that puts it on The negative level remas as long as the ring
is worn and disappears when the ring is removedhis

negative level cannot be overcome in any way (including



Table6-9: Epic Rings

Ring | Market Price (gold)
Energy Immunity 280,000
Rapid Haling 3 300,000
Sequestering 322,000
AdamantLaw 336,000
Chaotic Bry 336,000
IneffableBvil 336,000
VirtuousGood 336,000
Impact Ring 340,000
Epic Regeneration, 2 400,000
Ironskin 400,000
Epic Wzardry (V) 500,000
Rapid Healing, 6 600,000
Epic [Potection +6 720,000
Epic Wzardry (VI) 720,000
Weaponbreaking 750,000
Epic Regeneration, 3 900,000
Rapid Healing, 9 900,000
Epic Potection +7 980,000
Epic Wzardry (VII) 980,000
Fast Healing, 12 1,200,000
EpicProtection +8 1,280,000
Epic Wzardry (VII1) 1,280,000
Fast Healing, 15 1,500,000
Epic Regeneration, 4 1,600,000
EpicProtection +9 1,620,000
Epic Wzardry (IX) 1,620,000
Fast Healing, 18 1,800,000
EpicProtection +10 2,000,000
Epic Wizardry (X) 2,000,000
Fast Healing, 21 2,100,000
UniversaEnergylmmunity 2,160,000

restorationspells) while the ring is worn.

Prerequisites Forge Epic Ringiloak of chaos creator
must be chaotic

Market Price 336000 gp

Energy Immunity[strong abjuration, CL 2]

This band continually provides the wearer with immunity
to a single type of energy: fire, cold, electricity, acid, or sonic
The wearer takes no damage from the enerdyth®e specific
type.

PrerequisitesForge Epic Ringrotection from energy

Market Price 280000 gp

Epic Regeneratiofstrong conjuration, CL Qﬁ

This ringis identical to a ring of regeneration, bgtants
a living wearerregeneration 2 or higher; iincreases by
increments of 1 The required caster level increases by 3 for

every additional increment and the market price is equal to
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the regeneration squared x 100,000
PrerequisitesForge Epic Ringggenerate
Market Price 400,000 gp

Protection[strong abjuration, CL fB

This ring offers continual magical protection in the form
of a deflection bonus to Armor Class of ®6 higher; it
increases by increments of +1The required caster levaes
three times the deflection bonusnd the market priceis
equal to the deflection bonus squared x 20,000

PrerequisitesForge Epic Ringhield of faith

Market Price 720,000 gp

Epic Wizardrystrong no school, CL ?]3
Like thering of wizardrf (G KS ¢S NBNRA&
day are doubledbut for one paticular spell levelof 5" or
higher; it increases by increments of one spell lev@he
required caster level increases by 3 for every additional
increment and the market price is equal to the bonus spell
level squared x 20,000Bonus spells from highbdity scores,
school specialization, or any other source are not doubled.
PrerequisitesForge Epic Ringyish

Market Price 500,000 gp

Ineffable Evilstrong abjuration, CL 29

The wearer of this ring is constanthffected byunholy
aura. It bestowsone negative level on angood creature
that puts it on The negative level remains as long as the ring
is worn and disappears when the ring is removed his
negative level cannot be overcome in any way (including
restorationspells) while the ring isevn.

Prerequisites Forge Epic Ringnholy aura creator must
be evil

Market Price 336000 gp

Impact Ringstrong transmutation, CL 21
While wearing this ring, the userjsunchesinflict 2d6

lethal damage (1d8 if small) and ignore hardness of leas th



20 as if their fists were adamantine weapons. As long as the
ring is worn, the wearer is considered armed.

If the wearer has the Unarmed Strike class feature and
would normally inflict more damage, they instead treat their
punch attacksas one size cagory largeras if they had the
impactweapon ability.

PrerequisitesForge Epic Ringiant form |

Market Price 340,000 gp

Ironskin[strong transmutation, CL 21

This ring grants its wearer damage reduction

15/adamantine.

PrerequisitesForge Epic Rj,iron body
Market Price 400,000 gp

Rapid Healingstrong conjuration, CL 2]

This ring grants a living wearer fast healingriigher; it
increases by increments of. 3 The required caster level
increases by 3 for every additional increment and itharket
price is equal to the healing x 100,000 must be worn for 24
hours before its powers activate, and if removed it will not
function again until it has been worn farfurther24 hours.

PrerequisitesForge Epic Ringggenerate

Market Price 300000 gp

Sequesteringstrong abjuration, CL 2’3

This ring becomes invisible when wordpon command,
the weareris affected by thesequesterspell (though he or
she does not become comatose as normal for the spell).

PrerequisitesForge Epic Ringeqlester

Market Price: 322,000 gp

Universal Energy Immunitjstrong abjuration, CL 25
This ring functions as a ring of energy immunity for all
types of energyfire, cold, electricity, acid, and sonicThe
wearer takes no damage from energy of any ofshéypes.
PrerequisitesForge Epic Ringrotection from energy

Market Price 2,250,000 gp
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Virtuous Goodstrong abjuration, CL 21

The wearer of this ring is constantyfected byholy aura
It bestows one negative level on anyil creature that pus it
on. The negative level remains as long as the ring is worn and
disappears when the ring is removedThis negative level
cannot be overcome in any way (includiregtorationspells)
while the ring is worn.

PrerequisitesForge Epic Ringply aurg aeator must be
good

Market Price 336000 gp

Weaponbreakingstrong transmutation, CL 2’;{3

A ring of weaponbreaking is identical to a ring of ironskin,
and has one additional powerAny weapon that successfully
strikes the wearer must also make a Fartie saving throw
(DC 20) or be shattered into pieces.

PrerequisitesForge Epic Ringon body, shatter

Market Price 750,000 gp

Except when otherwise stated, epiodsfollow the rules

for non-epicrods.

Standard epic rds are described below.

Epic Metamagic Rod#ny rod that allows the wielder to

use an epic metamagic feat, multiple nepic metamagic
feats, or affect spells abové"9evel is an epic rad

To construct an epic metamagic rothe caster must
possess thenetamagic feat or feats to be usedrhe caster
level required to produce the epic rod is equal to 20 + the
level adjustment of the metamagic feat or the total level
adjustments of the multiple metamagic featdJse the base
level adjustment or the sum dhe base level adjustments of
the multiple feats, unmodified by feats such as Improved
Metamagic or class features such as Metamagic Masténg
cost depends on if yoare creating a minor, normal, major,

or absolute epic metamagic rod.



Table6-10: Epic Rods

Rod | Market Price (gold) |
Grapple Shot, Basic 200,000
Nightmares 284,000
Epic $lendor 297,000
ThePath 306,870
EpicCancellation 330,000
Grapple ShotDeluxe 400,000
EpicNegation 446,000
Besiegement 447,745
Fortification 465,665
EpicRulership 575,000
Invulnerability 600,000
Paradise 610,000
Restles®eath 625,000
ExcellenMagic 650,000
Grapple Shot, Extreme 800,000
Wyrm White) 1,216,700
Wyrm (Black) 1,382,400
Wyrm Brass) 1,382,400
EpicAbsorption 1,500,000
Wyrm (Copper) 1,562,500
Wyrm Green) 1,562,500
Wyrm @Blue) 1,757,600
Wyrm Bronze) 1,757,600
Wyrm Red) 1,968,300
Wyrm @Slver) 1,968,300
Wyrm Gold) 2,195,200
EpicMight 4,400,000

Aminor epic metamagic rod can affect spells of up tb 3
level and costs an amount equal to thdase level
adjustments)squared x 30,000.

An epic metamagic rod can affect spells of up taesvel
and costs an amount equal to tHeaselevel adjustments)
squared x 60,000.

A major epic metamagic rod can affect spells of up“ﬂo 9
level and costs an amount equal to thbase level
adjustments)squared x 90,000.

An absolute epic metamagic rod can affect spells of any
to thbase level

level and costs an amount equal

adjustments)squared x 200,000.

Besiegemen{strong transmutation, CL ﬁ‘z}

This rod functions as &3 light mace In addition, it is
useful for besieging fortificationswhen the wielder makes a
charge attack, the rod improves to a +6 weapolwice per
day, the rod can create a battering ram that lasts for 24
rounds and can strike once per round, dealing 20 points of

damage with each hitlt cannot be used to target individuals,
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only fortifications It can be damaged by normal means (65
hp, AC 22)disintegrateor dispel magialestroys it The rod
also has the following powers:

Siege EngineOne heavy catapult, two light catapults, or
three siege towers may be generated with each use of this
power. Each weapon created lasts for 12 hauihe power
can be used three times per daammunition for 20 shots is
included with each weapon created.

Transmute Rock to Mudrhis power can be used three

times per daygaveDC 17).

Prerequisites Craft Epic Rod, Craft Magic Arms and
Armor, clenchedfist, passwall, telepathic bond, transmute
rock to mud

Market Price 447,745 gp

Epic Absorptior[strong abjuration, CL 2‘3

Like a rod of absorption, this rod draws sintdeget or
ray spells and spelike abilities into itself, nullifying the effect
and storing the potential spell levels until the wielder releases
it in the form of spells of his or her owrSpells of any level
(including those boosted beyondhgevel by metamagic) can
be absorbed, although epic spells canndthe rod absorbs a
maximum of 150 spell levels and can thereafter only
discharge any remaining potential it might havéhe rod
cannot be recharged.

Prerequisites Craft Epic Rodempowered maximized
spell turning

Market Price 1,500,000 gp

Epic Cancellatiofstrong abjuration CL 2'5]

¢tKA&d NRPRQ& (2dzOK RNIAya |y
including the magical energy in epic magic items (but not
most artifacts) The item touched gets a Will saving throw
(DC 26) If a creature is holding the magic item at the time,
theni KS AGSY OFy dza$s
its own In such cases, contact is established by making a
melee touch attack roll Upon draining three items, the rod

becomes brittle and useless Drained items can only be

iKS K2f RSN



restored bywish, miracle or epic spells specifically designed
to restore lost power A rod of epic cancellation can
neutralize a normal sphere of annihilation without itself being
cancelled.

PrerequisitesCraft Epic Rognage's disjunction

Market Price 330,000 gp

Epic Mght [strong transmutation, CL §t])

This rod is similar to a rod of lordly might, although it is
far more powerful It is larger than its normal counterpart,
and it is constructed of adamantine rather than normal metal
It has six buttons, several sp#le functions, and several
mundane uses, and it can also be used as a magic weapon of
various sorts.

In its normal form, the rod can be used ast@ heavy
mace When button 1 is pushed, the rod becomes+8
longsword of fiery blastingWhen button 2 igpushed, the rod
becomes a+8 keen battleaxe When button 3 is pushed, the
rod becomes &10 shortspeaor +10 longspear.

The following spellike functions of the rd can each be
used once per day:

Dominate PersonTouched foe is recipient of a dominate
person spell, if the wielder so commands (Will save DC 24)
The wielder must choose to use this power and then succeed
with a melee touch attack to activate the powdf the attack
fails, the effect is lost.

Stun Upon command, all enemies viewing thedrare
stunned, as per the power word, stun spell {fbbt
maximum range, Will save DC 24hvoking this power is a
standard action.

Damage Upon command, the rod deals 10d8 points of
damage to an opponent on a successful touch attack and
cures the wielde of a like amount of damage (Will save DC
26). The wielder must choose to use this power before
attacking, as with dominate person.

The following mundane uses of the rodsa have no
limits on their use:

Climbing pole/ladderWhen button 4 is pushed, pike
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that can anchor in granite is extruded from the ball, while the
other end sprouts three sharp hooksThe rod lengthens to
anywhere between 5 and 15@et in a single round, stopping
when button 4 is pushed agairHorizontal bars 3 inches long
fold out from the sides, 1 foot apart, in staggered progression
The rod is firmly held by the spike and hooks and can bear up
to 10,000 pounds The wielder can retract the pole by
pushing button 5.

The ladder function caalsobe used to force open doors
TRS 6 A St RSNJ LI |y (et ar & frovRtheQ a
portal to be forced and in line with it, then pushes button 4
The force exerted has a Strength bonus-24.

When button 6 is pushed, the rod indicates magnetic
north and gives the wielder knowledgof his or her
approximate depth beneath the surface or height above it.

Prerequisites Craft Epic Rod, Craft Epic Magic Arms and
Armor, OdzNBE ONR GAOFf g2dzyRaxz
strength, fireball, dominate person, power word stun

Market Prie: 4400000gp

Epic Negatiorjstrong abjuration, CL ﬁ"z}

This rod negates the spell or spiifle functions of magic
items, including epic magic items (but not artifactsyhe
wielder points the rod at the magic item, and a beam shoots
forth to touch the target device, attacking as a ray (a ranged
touch attack) The ray negates any currently active item
function and has a 75% chance to negate any other spell or
speltike functions of that device, regardless of the level or
power of the functions, for2d4 rounds To negate
instantaneous effects, the rod wielder needs to have readied
an action The target item gets no saving throw or means to
resist this effect The rod can function three times per day.

Prerequisites Craft Epic Rodjispelmagic, linited wish
or miracle

Market Price 446,000 gp

Epic Rulershijstrong enchantment, CL ?!S

This rod appears to be a royal scepter worth at least

Ay



25,000gp in materials and workmanship alonerhe wielder
can command the obedience of creatures within @@t
when he or she activates the device (a standard action)
Creatures totaling 900 Hit Dice can be ruled, but creatures
with Intelligence scores of 17 or higher are entitled to a Will
saving throw (DC 29) to negate the effedRuled creatures
obey the welder as if he or she were their absolute sovereign
Still, if the wielder gives a command that is contrary to the
nature of the creatures commanded, the magic is braken
The rod can be used for 1,500 total minutes before crumbling
to dust This duratbn need not be continuous.

Prerequisites Craft Epic Rodmproved heightened mass
charm

Market Price 575,000 gp

Epic Splendofstrong transmutation, CL 21

This rod grants its wielder a +8 enhancement bonus to
Charisma for as long as he or she holdsarries the item
Three times per day, the rod creates and garbs him or her in
clothing of the finest fabrics, plus adornments of fur and
jewels Apparel created by the rod can remain in existence
up to 24 hours The value of the garb ranges from 7000to
100,000 gp 10,000 gp for the fabric, 50,000 gp for the furs,
and the rest for jewel trim (maximum of 40 gems, maximum
value 1,000 gp each).

In addition, the rod can, once per week, create a palatial
mansion in any floor plan the user desire$he nansion is
palatial, able to accommodate up to 250 people, housing
them in private chambers and serving them fine banquets
The mansion lasts for three days, after which time it, and
everything originally in it (including items removed from the
mansion), ésappear.

Prerequisites Craft Epic Rod, ¥l 6 NA OF (1 S%
magnificent mansion

Market Price 297,400 gp

Fortification [strong conjuration, CL 23

This rod functions as &3 light mace In addition, it is
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useful for the construction and defense of fditations
Whenever the wielder is benefiting from cover, the rod
improves thatto total cover Three times per day, the rod
can create food and water, as per the cleric spell, for twenty
four people The rod also has the following powers:

Fortify: Fourtimes per day, a stone wall can be created
that is 12 inches thick, 10 feet high, and 30 feet lorighis
wall has a parapet and battlements across the .top
(Alternatively, the power can be used to mend a broken
existing wall The gap to be filled canebno more than 300
square feet in area.) In addition, once per day, a great door of
iron can be created that is set into one of the newly created
walls This door, 4 inches thick, may be a double door, a
drawbridge, or a portcullis, as chosen by the wéeld

Siege EngineOne heavy catapult, two light catapults, or
three ballistae may be generated with each use of this power
The power can be used four times per dammunition for
20 shots is included with each weapon created.

Prerequisites Craft EpicRod, Caft Magic Arms and
Armor, interposing hand, create food and water, major
creation, wall of iron, wall of stone

Market Price 465,665 gp

Grapple Shofstrong transmutation, CL12]

A curious adventuring tool, this rod comes in three styles:
basic,deluxe, and extreme. At their core, all three function in
essentially identical fashion, being rods that fasten securely
to one handr via straps, a handle, or some other
mechanism and launch a small grappling devias a move
action that adheres magicallyo almost any surface. The
grapple and rod are connected by a line that is normally
stored in atiny portable holesecured in the rod's shatft,
attac8 @ & mechanism that allowiee wielder to retract
the line as a swift actionpulling them towards whatver the
grapple has anchoreth. The wielder can detach the grapple
as a free action.A skilled user witha pair ofgrapple shots
can even use them to brachiate amidst trees, buildings,

canyon walls, or any other terrain where sufficient surfaces to



adhere to are available.

Thebasicgrapple shotcan support up to 30@oundsof
weight and its grapple is connected to the rod by a length of
silk rope of p to 60 feet in length. It can adhere to any non
enchanted material, such as store wood, provided hey
are not extremely smooth (such as polished metal or.ice)
The grapple can be dislodged with a DC 24 Strength check.

Thedeluxegrapple shottan support up t®00 poundsof
weight and its grapple is connected to the rod d&yength of
steel chain up tal20 feet in length. It can adhere to every
surfacethe basicgrapple shotcan, in addition to materials
that have been magically enchanteat extremely smooth
materials such as polished metal or.icEhe grapple can be
dislodged with a DC 32 Strengthecik.

The extreme grapple shotcan support up to1,800
poundsof weight and its grapple is connected to the rod by a
length of adamantine chain up to4Q feet in length. It can
adhere to almost anythingvith physical substance and even
some things withouform, such adorce effects. The grapple
can be dislodged with a DC 40 Strength check.

PrerequisitesCraft Epic Rodpider climb

Market Price 200,000 gp (basic), 400,000 gp (deluxe),

800,000 gp (extreme)

Invulnerability [strong transmutation, CR1°%]

This rod grantsts wielder the following powers:

1 +5 enhancement bonus to natural armor.

1 +5 resistance bonus on saving throws.

1 Damage reduction 15/adamantine.

1 Immunity to critical hits.

1 Spell resistance 32.

Prerequisites Craft Epic Rodron body, resigtnce, spell
resistance

Market Price 600,000 gp

Nightmares]strong illusion, CL 2}
Anyone who comes within 20 feet of the wielder of this

rod feels a grave sense of uneasBach person so affected
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must make a Will save (DC 17) or suffer the effects of
nightmare spell the next time he or she falls asleephe
wielder is immune to this effect Three times per day, the
wielder can utter a command word that causes the rod to
emit a horrid, inhuman screamUp to twenty of the closest
creatures within a30-foot radius who hear this terrible wail
believe that their worst nightmares have become reality and
suffer the effects of a wail of the banshee spell (DC 23).

Prerequisites Craft Epic Rodnightmare, permanency,
wail of the banshee

Market Price 284,®0 gp

Paradis€strong conjuration, CL ﬂ’z}

This item creates a nondimensional space, similar in
effect to a rod of securityl 2 6 SOGSNE GKS NRRQ3
up to 999 other creatures can stay in complete safety for up
to 1,000 days divided by the nurab of creatures affected
Natural healing takes place at five times the normal pace
The rod functions like its neepic counterpart in all other
ways.

PrerequisitesCraft Epic Rodmproved heightened gate

Market Price 610,000 gp

The Pathstrong transmutation, CL 2

This rod serves as an aid to trailblazing and trauel
grants the wielder a +30 enhancement bonus on Survival
checks for tracking The handle of the rod is hollow,
functioning like a telescopeWhen the wielder peers through
it, the limits of vision are three times normdi addition, the
telescoping handle enables the wielder to view things as
though affected by &rue seeingspell.

The ral also has the following powers:

Map: Three times per day a section of the rod unrolls like
a scroll from a tube, revealing a map of the surrounding area,
centered on the location of the rodThe area shown on the
map covers an area as small as 50 feet to as large as 24 miles
in radius, zooming in or out with a set of command words

The map reeals natural topography and all types of



structures (even hidden ones), but it will not show the wyrm and obeys the commands of the owneThe dragon
location of creatures. returns to rod formas a fullround action whenever the

Passage Three times per day, this power allows the wielder desires or whenever it moves farther th&00 feet

wielder and up to five others in a 0ot radius to move from the owner If the dragon form is slain, it returns to rod
unhindered through naturaplant growth or bodies of water form and cannot be activated again for three days wyrm
(as per the freedom of movement spell). rod only functions if the possessor is of the same alignment

Bridge Once per day, this power allows the user to as the dragon type.

create a 5foot-wide, 40Gfoot-long stone causeway across The caster level of the rod is equal t6 £ the wyrm's Hit

chasms and canyondhe bridge created lasts for 1 hour. Die and the market price is equal to the wyrm's Hit Die cubed
Pass without Tace Once per day, this power can be x 100 gold.

used on the wielder and twenty others, for 21 minutel$ is Prerequisites Craft Epic Rod, Craft Epic Magic Arms and

otherwise as the speflass withouttrace Armor, improved heightened polymorphcreator must be
Prerequisites Craft Epic Rodjnd the path, freedom of same alignment as dragon type

movement, pass without trace, wall of stone Market Price 1,458,2@ gp (brass or white), 1,562,600 gp
Market Price 306,870 gp (black or copper), 1,670,600 gp (bronze or green), 1,782,200

gp (blue or silver), 1,897,400 gp (gold or red)

Restless Deatlstrong necromancy, CL 211

The holder of this rod can channel negative eneagyif
he or she were four levels highet KS NRR R2Say Qi drilke gilier epi&nagic items, epic scrolls costs the same
ability to channel negative energh ¥ (1 KS K2 f RS N3 theierdreyicCzdunterparts: spelevel x caster level x 25
already have it In adlition, the wielder may speak a gold. Epic scrolls can holabth epic spells andon-epic spells
command word to castnimate dead Any skeletons or modified byepic and norepic metamagic feats, though the
T2YyoAaSa IyAYFiSR o6& (G(GKS NER QeatoliaustSkNow bditSthe Ispili Beivig scibéd: dnd the
O2yiNREfSR 6& (KS NRRZI dzLJ (2 mdafaghBiybaing¥appled i ddiitiof th tidcibe Bpic n H
FYyR G(GKSe F2ft26 (KS 2NR&NE Bl fed Bs withalReQi& magichiténis R Ninimum caster
dzy RSI R R2y Qi O2dzyd (26 NR (K Sevebfor SriepiSshidlas 21f A YA G 2F O2y G NRf €
undead Finally, the wielder can speak a second command

word to castslay living(heightened to 18 level; DC 25).

Prerequisites Craft Epic Rodanimate dead, command A staff is considered epic so long as at least one of the
undead, slay living spelkit is capable of casting &n epic spell, a neapic spell

Market Price 625,000 gp modifiedto higher than § level by nonepic metamagic feats,

or modifiedby anepic metamagic feat.

Wyrm [strong transmutation, CL $3 Bpic staffs have @ charges when created anchn be

Any of the various rods in this series functions afa5 rechargedjust like nonrepic versions though it should be
quarterstaff Upon casting the rod to the grounds a noted that most epic staffs require metamagic feats
standard action and uttering a command word, the rod grows {GFFFa dzasS GKS 6ASEtRSND& |6
into a specific type ofiragon (depending on the specific type set the DC for saves against their spells in such cases where
of rod) by the end of the round The dragon created is a those values would be higher than the listed values for the
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Table6-11: Epic Staffs

Staff | Market Price (gold)
Spheres 228,375
Mighty Force 265,000
Walls 275,625
Winter 292,500
Prism 326,812
RapidBarrage 417,750
PlanarMight 460,000
Domination 464,400
FieryPower 500,000
bl {dNBQa C 500,000
Green Lady 501,187
Cosmos 683,487
Necromancy 1,505,312

staffs. They also use the wielder's caster level, if ihigher

than the caster level of the staff.

Standard epic staffs are described below.

Cosmogstrong evocation, CL ?}’
This staff abws use of the following spells:
1 Intensified chain lightnin§l charge, DC 29)
1 Intensified meter swarm(1 charge, DC 34)
1 Intensified anburst(1 charge, DC 32)
Prerequisites Craft Epic Staff, Intensify Spetthain
lightning, meteor swarm, sunburst

Market Price 683,437 gp

Domination[strong enchantment, CL Z]L
This staff abbws use of the folwing spells:
1 Heightened dminate monstef1 charge, DC 33)
1 Heightened dmand(1 charge, DC 32)
1 Heightened rmass charm monstgil charge, DC 32)
1 Heightened gas/quest(1 charge, DC 33)
Prerequisites Craft Epic Staff, Heighten Spelemand,
dominate monste geas/quest, mass charm mster
Market Price 464,400gp

Fiery Powelstrong evocation, CL 9%
This +5 flaming quarterstaffgrants its wielder fire

resistance 30 whenever heldn addition, it albws use of the
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following spells:
1 Extended wall of firél charge, DC 18
1 Intensified delayed blast firebd® charges, DC22)
1 Heightened meteor swarif2 charge, DC®
1 Extended summon monster ¥ charges, elder fire
elemental only)

A staff of fiery power can be broken in a retributive strike
It must be mrposeful declared by the wielderand he staff
must have at least one chargemaining All charges
currently in the staff are instantlgxpendedreleased in a 30
foot radius globe All withinthe area of detonatiortake 10d6
points of fire damage foevery charge remaining in the staff
Successful Reflex saving throws (DC 17) reduce the damage
sustained by half The character breaking the staff has a 50%
chance obeing catapulted to a random location on the plane
of fire; if he or she does nothey receive no save from the
staff's damage

PrerequisitesCraft Epic Arms and ArmdZraft Epic Staff,
Extend Spell, Heighten Spell, Improved Heighten Spell,
Intensify Spell, Spell Focus (Evocatioodntinual flame,
delayed blast fireball, meteor swarmprotection from energy,
summon monster IX, wall of fire

Market Price 500,000gp

Green Ladystrong conjuration, CL §’1
This staff abws use of the following spells:
1 Enlarged, extended creeping do¢hcharge, DC 23)
1 Enlargedextended command plan(& charge, DC 25)
1 Intensified éemental swarm(2 charges, DC 34)
1 Intensified Bambler(2 charges, DC 34)
Prerequisites Craft Epic Staff, Enlarge Spell, Extend Spell,
Intensify Spellcreeping doom, command plants, elemental
swarm, shambler

Market Price 683,437 gp

Mighty Force[strong evocation, CL Z]L
This staff has three powers:
T Quickenedisield (1 charge)



1 Forcecagé€l charge)
1 Crushing handl charge)

Prerequisites Craft Epic Staff, Quicken Speltushing
hand, forcecage, shield

Market Price 265,000gp

b I i dzNJB [&tédong @\aréiEon, CL Z1L
This +5 aberration bane quarterstafilliows use of the
following spells:
1 Earthquakgl charge)
1 Heightened wirlwind (1 charge, DC 25)
1 Heightenedife storm(1 charge, DC 25)
PrerequisitesCraft Epic Arms andrmor, Craft Epic Staff,
Heighten Spell, Improved Heighten Spagrthquake, fire

allows use of the following spells:
1 Greater planar ally1 charge)
1 Greater planar bindingl charge)
1 Gate(1 charge)
When using thegreater planar allypower, the character
must still bargairwith the called creature.
PrerequisitesCraftEpic Arms and ArmpCraft Epic Staff,
gate, greater planar ally, greater planar binding, protection
from energy
Market Price 460,000 gp

Prism[strong evocation, CL Z]L
This staff abws use of the folloing spells:

1 Extended pgsmatic spherél charge, DC 25)

storm, summon monster br & dzYY2y y I { dzNB Q& Extentleld BsmaticSpray1 charge, DC 22)

whirlwind

Market Price 500,000 gp

Necromancy[strong necromancy, CL T?]7

This staff abbws use of the following spells:
1 Intensified @cle of death(2 charges, DC 29)
1 Create greater undeafl charge)

1 Heightenedihger of death(2 charges, DC 34)
1 Heightened sul bind(2 charges, DC 34)

The soul trapped through the use of tseul bindspell is
trapped in the staff rather tan a gem Only by breaking the
staff can the souls be freed.

Prerequisites Craft Epic Staff, Intensify Spell, Heighten
Spell, Improved Heighten Spalircle of death, create greater
undead, finger of death, soul bind

Market Price 1,505,312 gp

Planar Mght [strong conjuration, CL 91

The wielder of this powerful+5 outsider bane
quarterstaffis immune to the effects of any planar alignment
traits, as well as the positivdominant and negative
dominant traits or a plane Pick or randomly determine the

subtype of outsider the bane effect functions again#talso
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1 Extended gsmatic wall(1 charge, DC 23)

Prerequisites Craft Epic Staff, Extend Spedkismatic
sphere, prismatic spray, prismatic wall

Market Price 326812 gp

Rapid Barragégstrong evocation, CL ?5
TKS & ijpdw@rF €aa be activated as swift action
(though the staff may dg be activated once per round):
1 Quickened, intensified agic missil€1 charge)
1 Enhanced, quickened, heightendcklball (1 chage, 20d6
damage, DC 19)
Prerequisites Craft Epic Staff, Enhance Spell, Heighten
Spell, Intensify Spell, Quicken Spfaigball, magic missile
Market Price 417,750 gp

Spheregstrong evocation, CL Z]L
This staff allows use of ¢hfollowing spells:
1 Freezing spherél charge, DC 19)
1 Resilient spherfl charge, DC 16)
1 Telekinetic spher€l charge, DC 22)
Prerequisites Craft Epic Stafffreezing sphere, resilient
sphere, telekinetic sphere
Market Rice: 228,375 gp



Walls[strong evocation, CL ?@

This &aff allows use of the following spells:

Table6-13: Epic Wondrous Items (Body)

Oonaro e a o[o
1 Widened vall of iron(1 charge) Eniplonlbiaines sk S.OL{LY
Forever Pants 612,000
1 Widened vell of stone(1 charge) Bear's Coat 615,600
Potion Harness 750,000
1 Widened vall of force(1 charge) High Noon Duster 830,000
Prerequisites Craft Epic StaffViden Spell,wall of force, 2:2?222 gfoiggplus 1?226?880
; Eidolon Harness +4 1,600,000
wall of iron, wall of stone T 5,000,000
Market Price 275,625 gp Quicksilver Vestments 2,730,000
Eidolon Hamess +6 3,600,000
Sun Dress 4,440,000
. . Robe of the Master Magi 4,730,000
Winter [strong evocation, CL ?41
This staff allowshe use of the following spells:
1 Intensified one of cold2 charges, DC 28)
o Table6-14: Epic Wondrous Items (Chest)
1 Intensified ¢e storm(2 charges, DC 26)
ondro e arket Price (go
1 Intensified feezing spher€2 charges, DC 29) Mantle of Great Stealth 242,000
- : Mantle of Epic Spell Resistance 290,000
1 Widened vall of ice(1 charge) Dreadnought Cords 200,000
Prerequigtes: Craft Epic StaffntensifySpell WidenSpell, Armor Battery 820.000
Rallying Tabard 1,120,000
cone of cold, ice storm, freezing sphere, wall of ice Storefront Vest 1,820,000
. Gargant Shirt 2,000,000
Market Price 292,500 gp Ironheart Tabard 2,000,000
Vest of the Moon 2,000,000
Anyone can use a wondrous item unless specified
2OKSNBAAS Ay (1 KSWondiheripmsar® S a Table6-15: Epic Wondrous Items (Eyes)
: . . . ondaro e arket Price (go
broken up into categories depending on which slot they R onses 400,000
occupy. Elysian Visor 860,000
Astral Goggles 960,000
Safety Glasses 1,220,000
Table6-12: Epic Wondrous Items (Belt) Gunner's Lens 1,320,000
Serpent's Eye 1,410,000
Wondrous Item | Market Price (gold) | ASSassin's Glass 1,440,000
Belt of Epic Giant Strength +8 640,000 Eyes of Fire 2,400,000
Belt of Epic Incredible Dexterity +8 640,000 Blind Rage 3,060,000
Belt of Epic Mighty Constitution +8 640,000
Infusion Belt 755,000
Blood Sash 900,000
Belt of Epic Giant Strength +10 1,000,000
Belt of Epic Incredible Dexterity +10 1,000,000 Table6-16: Epic Wondrous Items (Feet)
Belt of Epic Mighty Constitution +10 1,000,000
Belt of Epic Giant Strength +12 1,440,000 onaro e arket Price (go
Belt of Epic IncrediblBexterity +12 1,440,000 Horseshoes of the Peerless Steed 217,000
Belt of Epic Mighty Constitution +12 1,440,000 Boots of Swiftness 256,000
Belt of Epic Physical Might +8 1,600,000 Battering Boots 290,000
Belt of Epic Physical Might +10 2,500,000 Angel Rings 324,000
Belt of Epic Physical Perfection +8 2,560,000 Bladed Boots 340,000
Belt of Epic Physical Might +12 3,600,000 Cindersteps 624,000
Beast B 4,000,000 Implacable Boots 1,340,000
Belt of Epic Physical Perfection +10 4,000,000 Devil's Walk 2,000,000
Sash of the Wyrm 4,000,000 Feet of Water 2,200,000
Belt of Epic Physical Perfection +12 5,760,000 Ertboot 2,920,000
Fiendcord 6,000,000 Dancing Shoes 4,000,000
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Table6-17: Epic Wondrous Items (Hands)

| Market Price (gold) |

Table6-20: Epic Wondrous

Items (Neck)

Wondrous Item ondro e a go
Armory Gloves 210,000 Amulet of Ppic Natural Armor +6 720,000
Titan Gauntlet 650,000 Bloody Ascot 760,000
Dragonclaws 660,000 Amulet of Epic Natural Armor +7 980,000
Gloves of the Defalcator 1,200,000 Amulet of Epic Mighty Fists +6 1,080,000
Lion's Paws 1,662,000 Periapt of Perfidy 1,200,000
Hands of Brth 1,800,000 Amulet of Epic Natural Armor +8 1,280,000
Prayer Gloves 6,000,000 Amulet of Epic Mighty Fists +7 1,470,000
Amuletof Epic Natural Armor +9 1,620,000
Moonstone Choker 1,780,000
Amulet of Epic Mighty Fists +8 1,920,000
Amulet of Epic Natural Armor +10 2,000,000
Torque of Ascendancy 2,000,000
Typhoon Scarf 2,200,000
Amulet of Epic Mighty Fists +9 2,430,000
Amuletof Epic Mighty Fists +10 3,000,000
Titan Collar 4,000,000

Table6-18: Epic Wondrous Items (Head)

Wondrous Item

| Market Price (gold)

Crown of Stars 320,000
Hat of the Library 476,000
Painter's Beret 480,000
Gladiator's Mask 560,000
Mask of Shadows 817,000 Table6-21: Epic Wondrous Items (Shoulders)
Bunny Ears 912,000
Hangman's Cowl 1,340,000 onaro C arket Price (go
Falcon Helm 1,446,000 Captain's Epaulets 320,000
Horns of the Wyrmlord 1,600,000 Cloak of Epic Resistance +6 360,000
Crown of Sages 1,820,000 Swordcloak 420,000
Worldcrown 2,000,000 Cloak of Epic Resistance +7 490,000
Wig of Alarm 2,610,000 Cloak of Epic Resistance +8 640,000
Incandescent Mask 3,616,000 Cloak of Epic Resistance +9 810,000
Plague Mask 4,000,000 Roaring Shoulders 810,000
Cloak of Roaches 980,000
Cloak of Epic Resistance +10 1,000,000
Citadel Shoulders 1,120,000
Cloak of Epic Resistance +11 1,210,000
Griffon Clo& 1,320,000
Cloak of Epic Resistance +12 1,440,000
Lone Road Poncho 2,000,000
Table6-19: Epic Wondrous ltems (Headbd) Wings of Air 2,000,000
Angelic Fanon 2,830,000
Wondrous Item | Market Price (gold) | Moaning Pauldrons 4,000,000
Headband of Epic Alluring Charisma +8 640,000
Headband of Epic Inspired Wisdom +8 640,000
Headband of Epic Vast Intelligence +8 640,000
Halo of Blades 870,000
Headband of Epic Alluring Charisma +10 1,000,000
Headand of Epic Inspired Wisdom +10 1,000,000
Headband of Epic Vast Intelligence +10 1,000,000 Table6-22: Epic Wondrous ltems (Wrist)
Laurel of the Victorious Dead 1,340,000
Headband of Epic Alluring Charisma +12 1,440,000 ondaro e arket Price (go
Headband of Epic Inspired Wisdom +12 1,440,000 Scroll Bands 800,000
Headband of Epic Vasttélligence +12 1,440,000 Bracers of Superior Force Shield 860,000
Weeping Wreath 1,450,000 Bracers of Epic Armor +11 1,210,000
Headband of Epic Mental Prowess +8 1,600,000 Stolen Bracelet 1,350,000
Guiltless Halo 2,000,000 Bracers of Epic Armor +12 1,440,000
Headband of Epic Mental Prowess +10 2,500,000 Strangling Wraps 1,520,000
Headband of Epic Mental Superiority +8 2,560,000 Bracers of Epic Armor +13 1,690,000
Vandal Bandana 2,576,000 Bracers of Epic Armor +14 1,960,000
Headbandf Epic Mental Prowess +12 3,600,000 Temple Waps 2,000,000
Headband of Epic Mental Superiority +10 4,000,000 Bracers of Epic Armor +15 2,250,000
Wreath of Wishes 4,000,000 Tornado Bracelet 2,600,000
Headband of Epic Mental Superiority +12 5,760,000 Bracers of Relentless Might 4,384,000
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Table6-23: Epic Wondrous Items (Slotless)

Wondrous Item ] Market Price (gold)

Powdered Metamagic Varies
Minimap 260,000
Quill Tarp 270,000
Cabinet of Feasting 288,000
Faultless Mount 300,000
Decanter of Endless Horses 385,000
Black Sand Hourglass 400,000
Eisenhound 450,000
Blinding Stone 520,000
Dragonpipe 560,000
Ham of Glory 628,000
Skywagon 640,000
Tattooed Squirrel 780,000
Pocket Bastion 850,000
Tome of the Doyen 895,000
Door of Wonders 910,000
Armor of Light 940,000
Walking Caltrops 980,000
Force Door 1,020,000
Phylactery Doll 1,240,000
Choir Earrings 1,630,000
Book of the Word 1,800,000
Magnificent Number Engine 2,100,000
Portable Forge 2,400,000
Crystal of Revelation 3,000,000
Arsenal Hall 3,060,000
loun Henge 3,400,000

Standard epic wondrous items are described below.

Amulet of Epic Mighty Fistfstrongevocation CL21°]

This amulet grants an enhancement bonus & er
higher onattack and damage rolls with unarmed attacks and
natural weapons it increases by increnms of +1 The
required caster level is equal to the enhancement bonus
times three(minimum 2% and the market price is equal to
the enhancement bonus squared x 30,000

Alternatively, this amulet can grant melee weapepic
special abilities, so long dkey can be applied to unarmed
attacks SeeTable 64: Epic Weapon Special Abilities a list
of abilities Special abilities count asdditional bonuses for
determining the market value of the item, but do not modify
attack or damage bonusesAn amuet of mighty fists does
not need to have a +1 enhancement bonus to grant a melee
weapon special ability If an amulet has any epic special
abilities, it must also meet the prerequisites for that item's

production.
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Slot Neck
Prerequisites Craft Epic Wadrous Item,greater magic
fang

Market Price 1,08Q0000 gp

Amulet of Epic Natural Armojstrong transmutation, C21%]
¢CKA& |YdzZ S (2dAKSya §iwkng
them an enhancement bonus to his or her natural armor of

+6 or higherit increases by increments of +1The required
caster level is equal to three times the armor bonus
(minimum 2£Y) and the market price is equal to the armor
bonus squared x 20,000.

Slot Neck

PrerequisitesCraft Epic Wondrous Iterbarkskin

Market Price 720,0® gp

Angel Ringgstrong transmutation, CL4"|

A pair of solid mithral anklets that require the wearer's
feet to be otherwise bare to utilize, they triple the wearer's
movement speed and allow them to fly at that speed with
perfect maneuverability.

Slot Feet

PrerequisitesCraft Epic Wondrous Iterfly

Market Price 324,000 gp

Angelic Fanorjstrong abjuration, CL 2]

This silken doubled shouldeape is a symbol of the
church's highest levels of faith. While worn, a character
cannot die. No mattewhat injury, illness, or magic is used
against them, their hit points will merely keep decreasing, but
they will remain unconscious rather than dead, no matter
how low their total becomes. They are also immune to death
effects.

Any nongood creature weang the angelic fanongains
five negatives levek and does not benefit from its abilities.
The negative levelremain as long as thfanonis worn and

disappear wherit is removed These negative leved cannot

be overcome in any way (includingstoration spells) while
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the fanonis worn.
Slot Shoulders
PrerequisitesCraft Epic Wondrous Iterbreath of life
Market Price 2,830000gp

Armor Battery[strongnhecromancy CL Z"d]

This fistsized redstone is set in a silver device that can
be attached tathe chest portion ofany suit of magical armor.
As a free action, the wearer of the armor can choose to invest
any number of hit points into tharmor battery causing it to
turn blue and begin crackling with energy. For every 5 hp
invested, the battery gnats a +1 sacred bonus to AC until the
beginning of their next turn, supercharging the armor's
protective magic with the positive energy extracted from the
wearer. Due to the interference this field generates, no spell

or class ability that manipulates ptige energy (namelgure

magic or a cleric's Channel Positive Energy class feature) can

affect the wearer while it is active.

This process is not without danger, for pouring too much
energy into magic armor can burn the magic out of it. For
every consective roundatfter the firstthat the armor battery
is used, there is a cumulative 1% chance that the armor to
which it is connected will be disenchanted when the battery
finally powers down, as if it had failed its save against a
targetedmage's disjunction

Slot Body

Prerequisites Craft Epic Wondrous Itenshield of faith,
vampiric touch

Market Price 820,000 gp

Armor of Light[strongabjuration, CL Zth]

Normally a small glass disc with a holy symbol etched
into its surface, etivating the armor of ligh cloaks the
wearer in overlapping plates of luminous energy that float
suspended several inches above the wearer's clothing or
normal armor, shedding pure white light with the same
intensity as a torch. While the armor is active, the wearer

gains a +6 shld bonus to AC; unlike most shield bonuses, the
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bonus from thearmor of lightapplies to the wearer's touch
AC. All physical and magical attackade by the wearer
affect incorporeal creatures as if they were corporeal, similar
to the ghost touchweaponenchantment.

Slot T

Prerequisites Craft Epic Wondrous Itenplane shift,
armoringshield

Market Price 940,000 gp

Armory Glove[strongtransmutation CL 2”"]

A sleek, forrditting leather glove designed and colored
to look like metal. On command, onéem held in the hand
wearing the glove disappearsThe item can weigh no more
than 50 pounds and musbe able to be held in one hand.
While stored, the item has negligible weight. Withsianple
gesture the item reappearsAn armory glovecan storeup to
ten items at a time each in a separate tiny chambesimilar
to the extradimensional space created byag of holding
concealed in the glove's designStoring or retrievingany
item is a free action. If all ten chambers are filled, the wearer
can ekct to replace the contents of one chamber with the
item they are holding, swapping the tw&pell durations are
not suppressed, but continue to expirelf suppressed or
dispelled, the stored iteimappear instantly.An armory glove
dza Sa dzLJ ( énfre haRis Nd&MeIVvaarer may not
use another itenthat also uses the hands slot.

Slot Hands

Prerequisites Craft Epic Wondrous Itensecret chest
telekinesis

Market Price 210,000 gp

Arsenal Hal[strong conjuration, CL 21

This item appears toéa small cube several inches to a
side, with a small crest depicting a wardog with a sword
gripped in its jaws. When the crest is pressed and a
command word is spoken, gate opens that will allow only
the holder of the cube to pass through, closing inthiagely

upon their entry.



Within, the owner finds themself within tharsenal hall
a vast extradimensional training hall with all the weapons and
tools necessary for rigorous martial training with any sort of
melee or missile weapon short of siege equiprhe Within
the hall, they can undertake one of three training regimes,
which will grant them specific bonuses until the next time
they go to sleep:
wCombat TrainingThe character selects a specific weapon
or fighting style and spends all their time in thall training
solely in that. When using that weapon or style, they gain a
+2 to hit and damage and a +2 to CMB and CMD.

wDefensive TrainingThe character focuses on defensive
techniques and exercises. They gain a +2 to AC and a +2 to
all saves.

w GeneralTraining The character prioritizes a wettunded
approach to combat, gaining a +1 to hit and damage, a +1
to AC, and 2 temporary hit points per hit die.

After an hour, thegate reopens to the same location and
the character must leave (or be forcefukjected) and the
arsenal hallcannot be reopened for a period of one week. If
a character manages to stay awake through the whole week
and reenter thearsenal hallwithout sleeping, training again
will still cause their previous bonuses to be replaced by
whatever new bonuses they select.

Slot T

Prerequisites Craft Epic Wondrous Itengate, greater
create demiplane, transformation

Market Price 3,060,000 gp

Assassin's Glagstrongdivination CL27"]

This highly polished golandglass monocle hides a
terrible gift for bringers of death: up to three times per day,
when the wearer uses a spell or ability that requires their
target to make a saving throw, they can force the target to
roll the save twice and accept the lower of the two results. If
the target has any abilities that allow them to reroll or
automatically succeedn a saving throw, the target can

expend a use of the ability to negate the effects of the
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assassin's glasallowing them to attempt their save normally.
Slot Eyes
Prerequisites Caft Epic Wondrous Itemprediction of
failure

Market Price 1,440,000 gp

Astral Gogglegstrongdivination CLSO“‘]

The wearer of these strange goggles with pusiteed
lenses gains a +3@bmpetencebonus to Perception checks
and is able to see invidécreatures.

Slot Eyes

PrerequisitesCraft Epic Wondrous Itersee invisibility

Market Price 960,000 gp

Battering Bootgstrong transmutation, CL ﬁ‘z}

Designed for destruction, these heavy iron boots allow
the wearer to more effectively deal with inamate obstacles
through violent means. The wearer gains a +10 circumstance
bonus to any Strength check made to break an object through
sudden force or to their CMB when making a sunder attempt.
Additionally, when dealing damage to an unattended
inanimat object, if they use the boots to deliver an unarmed
attack, they instead inflict 2d10 (or 2d8 if Small) + 1 1/2
Strength modifier in damage and ignore any hardness less
than 20.

Slot Feet

Prerequisites Craft Epic Wondrous Itenbull's strength,
disintggrate

Market Price 290,000 gp

Bear's Coafstrong transmutation, C21%]

Thick with fur, this coat drapes over the wearer like an
adult'sclothesover a child, though it does not interfere with
their movements It grants the wearer a +6 enhancement
bonus to Strength and Constitution, a +5 natural armor bonus,
and a +2@ompetencebonus to Survival.

Additionally, three times per day, the wearer can use

summon monster ViIilo summon 1d4+1 dire bears, which



remain for 20 minutes As long as these bearseasummoned,
the coat also grants the wearspeak with animalsthough it
applies only to the summonedgokars.

Slot Body

Prerequisites Craft Epic Wondrous Itemgextended
summon monster VIII, speak with animals

Market Price 400,000 gp

Beast Bel{strongtransmutation CL35"]

When worn for at least 24 hours, this leather belt grants
the wearer all the benefits and drawbacks of the Animal Lord
template. The type of animal is determined by the source of
the leather of which the sash is composed.

Note that characters can only gain the benefit of one
item at a time that grants them a template.

Slot Belt

PrerequisitesCraft Epic Wondrous Iterbeast shape IV

Market Price 4,000,000 gp

Belt of EpidGiant Strength[strong transmutation, CL1%

This belt ads an enhancement bonus of +8 or higher to
0KS ¢S NBNDJ it ifciedsBsybAifickement® &f NS
The required caster level increases by 3 for every increment
and the market price equathe enhancementbonus squared
x 10,000.

Slot Belt

Prerequigtes: Craft Epic Wondrous Iterd, dzf £ Qa

Market Price 640,000 gp

Belt of Epic Incredible Dexteriffistrong transmutation, CL12]

This belt adds an enhancement bonus of +8 or higher to
0 KS ¢ DexreBipsEdee it increases by increments 2.
The required caster level increases by 3 for every increment
and the market price equathe enhancemenbonus squared
x 10,000.

Slot Belt

PrerequisitesCraft Epic Wondrous Iternat's grace

Market Price 640,000 gp
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Belt of EpidVlighty Constitution[strong transmutation, CL1Z]

This belt adds an enhancement bonus of +8 or higher to
i KS ¢ SonstBuldnstore it increases by increments of
+2. The required caster level increases by 3 for every
increment and the market price equathe enhancemat
bonus squared x 10,000.

Slot Belt

Prerequisites Craft Epic Wondrous Item,bear's
endurance

Market Price 640,000 gp

Belt of EpidPhysical Migh{strong transmutation, CLZd]

This belt adds an enhancement bonus 8for higher to
two of the ¢ S| NJpHy3kal scores (Strength/Dexterity/
Constitution); it increases by increments of. +Bhe required
caster level increases by 3 for every increment and the
market price equathe enhancemenbonussquaredx 25,000.

Slot Belt

Prerequisites Craft Epic Wiodrous Item, bear's
enduranceor bull's strengthor cat's grace

Market Price 1,600,000 gp

Belt of Epic Physical Perfectigstrong transmutation, CL32’]
This belt adds an enhancement bonus 8for higher to
all three of theg S I NEhiRaiscores ($rength/Dexterity/

Constitution); it increases by increments of. +Phe required

& ( NJsastariilével increases by 3 for every increment and the

market price equathe enhancemenbonus squarec 40,000.
Slot Belt
Prerequisites Craft Epic Wondrous Item,bear's
endurancehull's strengthcat's grace

Market Price 2,56Q0000 gp

Black Sand Hourglagstrong abjuration, CL 2]

This small hourglass protects the time of anyone who
holds it. Whenever the spediime stopis cast within 300 feet
of it or someone undr the influence oftime stop comes

within 300 feet of it, the spell is instantly and automatically



dispelled.

Slot T

Prerequisites Craft Epic Wondrous Item,mage's
disjunction, time stop

Market Price 400,000 gp

Bladed Boots[strong transmutation, CL1%]

While wearing these iroshod boots, the user's kicks
inflict 1d8 lethal slashingdamage (18 if small)with a critical
multiplier of x3 As long as thboots are worn the wearer is
considered armed.

If the wearer has the Unarmed Strike class featand
would normally inflict more damage, they instead treat their
kick attacks as one size category larger, as if they had the
impact weapon ability. They still retain the x3 critical
multiplier.

Slot Feet

Prerequisites Craft Epic Wondrous Itenbull's strength,
keen edge

Market Price 340,000 gp

Blind Ragdstrong divination, CL 3

A thick band of cloth fronted by an opaque iron visor,
dented and scratched as if from many battles, it blocks the
wearer's sight completely, leaving them blindWhen te
wearer enters a rage from any source, the visor replaces their
missing vision with blindsight out to 60 feet.

Additionally, theblind ragegrants the wearer a limited
form of the spellforesight so long as they are wearing the
visor, a character willever be caught surprised or flédoted,
instead being warned of danger beforehand. Unfikesight
the character gains no other bonuses, but, if they have the
Rage class ability, they can immediately enter a rage before
the action that triggered thislaility occurs.

Slot Eyes

Prerequisites Craft Epic Wondrous Itendjscern location,
foresight

Market Price 3,060,000gp
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Blinding Stondstrong enchantment, CL Z]L

Though called a 'stone,’ this item appears as any sort of
innocuous object: a small stopa piece of garbage, a small
tool or other bit of everyday paraphernalia. It is designed to
be placed about unobtrusively and only shows its true nature
when a spell such atetect magicor arcane sights used near
it. Any character that 200 hit points fewer is automatically
blinded for as long as the offending spell is active plus 1d4+1
minutes. A character with 201 or more hit points must
succeed on a Will save DC 24 or be blinded for as long as the
offending spell is active plus 1d4+1 rounds.c©a character
has succeeded in their saving throw againdtliading stone
they are immune to the effects of that particular stone for 24
hours.

Slot T

Prerequisites Craft Epic Wondrous Itentetect magic,
power word blind

Market Price 520,000 gp

Blood SasHstrongnecromancy CL 2°]

A sash of pure white cloth, it is vaguely cold to the touch.
Normally powerlessto activate its powers requires sacrifice:
the blood of the willing. When a character is wearing the
sash, his or her allies can cut theelves and press the open
wounds to it. By doing so, they can imbue the wearer of the
blood sastwith temporary hit points equal to 1/2 the number
of hit points they sacrifice, the sash turning a dark red and
growing hot to the touch.

Unlike normal tempaoary hit points, these can be healed
by any effective that restores hit points, but the characters
who have sacrificed their vitality cannot recover it by any
means so long as thklood sashremains active. The only
way to deactivate the sash is to subrgerit in clean water
and wash it, a process that takes at least 1 full minute of
scrubbing, at which point it returns to its pristine white
condition and the characters who sacrificed life energy can
If the sash is degtd,

the characters who sacrificed their hit points cannot recover

recover their hit points as normal.



them for 24 hours.
Slot Belt
PrerequisitesCraft Epic Wondrous Itemaampiric touch,
Market Price 900,000 gp

Bloody Ascofstrong necromancy, CL T?]7

Red silk the color of blood, ihfancy bit of cloth feeds on
the wearer's own blood to strengthen them when they
should be weakened. Any time the wearer dblaody ascot
is affected by bleed damage, they instead gain fast healing
equal to that amount. Anything that would normallyreuthe
bleed condition will end the fast healing and additional bleed
damage will replace the old amount of fast healing with the
new amount (even if the bleed damage would normally stack
with itself).

Slot Neck

PrerequisitesCraft Epic Wondrous Itenaampiric touch

Market Price 760,000gp

Book of the Word[strong abjuration, CL 23

This beautifull-embossed, gold-inlaid, leatherbound
tome reveals incredible power in the hands of skilled
spellcaster Up to three times per day, the owner of tHeok
of the word can automatically attempt to counterspell any
other magieuser's spell as if they had readied an action to
counterspell.

They must be aware of the spell and otherwise able to
react (not paralyzed, restrained, etciust be holding the
book in at least one hand,and must have either an
appropriate spell ordispel magicor greater dispel magic
available to make the attempt, but doing so consumes no
action on the wielder's part. They can attempt more than
one counterspell per round, but no mor&dn one attempt
per spell.

Slot T

Prerequisites Craft Epic Wondrous Itemguickened
greater dispel magic

Market Price 1,800,000 gp
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Boots of Swiftnesgstrong transmutation, CL 21

Thesebootsgrant their wearer a +6 enhancement bonus
to Dexterity TRS ¢S NBNR&A &ALISSR R2dz f
with any magical or supernatural enhancement to speguk)
he or she gains the evasion ability (as the rogue class feature)
The wearer gains a +20 competence bonusAcrobatics and
Climb checks Three timesper day, the wearer can utter a
O2YYIFYR @g2NR (2 hddtépgoddr (aSthel K S
hastespell, lasts 20 rounds).

Slot Feet

Prerequisites Craft Epic Wondrous ItenQ | (4 Q& 3 NJ
expeditious retreat, haste, jump

Market Price 256,000 gp

Bracers of Ric Armor[strong conjuration, CL 2’2

These items surround the wearer with an invisible but
tangible field of forcqust as thoughthey were wearing armar
granting him or her an armor bonus of +11 or highéar
increases by increments of +1The requied caster leveis
equal to twice the bracers' armor bonasd the market price
is equal to the armor bonus squared x 10,0@oth bracers
must be worn for the magic to be effective.

Slot Wrists

PrerequisitesCraft Epic Wondrous Itermage armor

Market Price 1,210,00@p

Bracers of Relentless Miglfstrong transmutation, CL 2§

These bracers grant a +12 enhancement bonus to the
S NBNDa { GNBy 3 e weaeRis tredted &sii A (
two size categories larger than normal (to a maximum of
Colossal) when calculating the size modifier for them CMD
and CMB.

Slot Wrists

QX
[N
e

Prerequisites Craft Epic Wondrous Itend, dzf f Q a
0SIFNR& SYyRdzNI yOSs Syfl NHS
Market Price 4,384,000 gp



Bracers of Superior Force Shidgktrong evocation, CL Z1L

Thesejet-black adamantinebracersgenerate apair of
shieldsized (and shieldhaped)walls of forcethat stay with
the bracess and can be wielded as if each werel heavy
shield (+3 AC) otogether as ifthey were a+2 tower shield
(+6 AC). This special creatitras no armor check penalty or
arcane spell failure chance since it is weightless and
encumbrancefree. It can be activated and deactivated at will
as a free action.

Slot Wrists

Prerequisites Craft Epic Wondrous Itenarmoring wall
of force

Market Price 860,000 gp

Bunny Eargstrong transmutation, CL 5]

A bizarre item crafted by a mysterious eastern sage,
these comical ears are white, fluffy, and do very little to make
the wearer look like a rabbit. While worn, however, they
grant a +30 competencbonus to Acrobatics and allow the
wearer to move at x8 speed when taking a full run (rather
than x4 as normal)If the wearer has the Run feat, they can
instead move at x10 speed when taking a full ruwhen
moving at a full run, they gain an additiondl6 circumstance
bonus to Acrobatics checks made to jump.

Slot Head

PrerequisitesCraft Epic Wondrous Itejqump, haste

Market Price 912,000 gp

Cabinet of Feastin{strong conjuration, CL iﬂp

This cabinet has the ability to produce a feast for up to
forty people, three times per dayMerely opening the doors
of the cabinet reveals platters of food of all types and flavors
of the very freshest sort The meal has all the qualities and
benefits of that produced b(k SN2 S&aQ TSI ai

Slot T

Captain's Epauletfstrong conjuration, CL 21

The wearer of these whitandyellow shoulderpads can
control ships, carriages, and most other forms of mechanical
conveyance without the nekfor a crew, the vehicle instead
operating itself at peak efficiency. They simply use their own
relevant skill with a +20 competence bonus.

Slot Shoulders

PrerequisitesCraft Epic Wondrous lteranseen crew

Market Price 320,000gp

Choir Earring$strong abjuration, CL ﬁl}

These intricate crystal earrings produce a constant sound
like distant music and render the wearer immune to all sonic
damage, sourdbased attacks, and deafness. They also
impose a-10 penalty to all Perception checks based on
listening.

Slot T

Prerequisites Craft Epic Wondrous Itersjlence, wall of
sound

Market Price 1,630,000 gp

Cinderstepgstrong evocation, C:BO”‘]

Kneehigh boots of black dragon leather, warm to the
touch no matter the temperature. When worn, thabsidan
heels crackle with every step, leaving scorched boot prints
wherever the wearer treadsThe wearer gaingre immunity.
Additionally, twice per day as a swift action, they can grant
the wearer a fly speed of 120ith good maneuverabilityfor
up to 30minutes

When flying no more than 2feet abovea solid surface
the wearer can generate avall of fire effect over every
square they pass as a free action for 1 roufithewall of fire
persists for 30 rounds.This ability can be usednce every
time a rew use of the boots' flight ability is activated

Slot Feet

PrerequisitesCraft Epic Wondrous lterfi, SN2 S& Q F S| a @rerequisites Craft Epic Wondrous Itemfiery body

Market Rice: 288,000 gp
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quickened flywall of fire

Market Price 624000 gp



Citadel Shouldergstrong conjuration, CL %

Each of these comically oversized paufdtohas a
miniature fortress several feet tall atop it. Though they
possess no additional defensive abilities, the shoulders can be
loaded with any sort of mediursized ranged weapon and
ammunitiort bows and arrows, guns and bullets, slings and
stones, thraving knives, javelins, etc.of either a mundane
or magical nature, accepting as much as a normal quiver or
bandolier. At a verbal command, dozens of tiny animated
soldiers will appear at the windows and crenellations of
either citadel and attack any craae within one range
increment of the appropriate type using the wearer's attack
bonuses, ability scores, and any applicable feats they may
have. The sum total of the effect is the equivalent of one
attack at the wearer's highest base attack bonus. U#ig)
ability is a swift action and can be done every round until all
the ammunition is expended. It is a fatlund action to
reload thecitadel shoulders

Slot Shoulders

Prerequisites Craft Epic Wondrous Iteranimate objects,
create demiplane

Market Price 1,120,000gp

Cloak of Roachefstrong transmutation, CL Q’Z}

Wearing this slick, leathery cloak is an ordeal: any portion
of the body feels a disturbing prickling sensation, as if the
spiny legs of roaches were walking across their skin. Burglars
and spies find the sensation a littlough price to pay for
the benefits, however. Not only does the cloak provide a +20
competence bonus to Stealth checks, but they act as if
permanently affected by botHreedom of movementand
spider climb Finallywhile wearing thecloak a character can
fit their entire body through any crack or opening that a
normal roach could pass through, albeit in a disconcerting
display of contortion and deformation. Even openings barred
by affects that stopeleportation or etherealnessare no bar
to someone in &loak of roachesprovided there is even the

smallest opening. If they must move through a passage or
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crack longer than 20 feet while contorted, they can only
advance at 20 feet per round, regardless of any mamgic
items that normally boost their speed.

Slot Shoulders

Prerequisites Craft Epic Wondrous Itemfreedom of
movement, spider climb

Market Price 980,000gp

Cloak of Epic Resistan¢strong abjuration, CR1%]

These garments offer magic protection iretfiorm of a
+6 or higher resistance bonus on all saving throws (Fortitude,
Reflex, and Wilj)it increases by increments of +1The
required caster level is equal to three times the resistance
bonus (minimum 2£Y) and the market price is equal to the
resistance bonus squared x 10,000.

Slot Shoulders

PrerequisitesCraft Epic Wondrous Itergsistance

Market Price 360,000gp

Crown of Stargstrong abjuration, CL ﬁ’z}

Though it first appears to be a single, solid crown of silver
and mithral, closer insprion reveals thecrown of starsto
actually be composed of hundreds of tiny, distinct pieces of
metal that remain unconnected to any of the others. The
wearer of thecrown of stards immune to cold damage and
all additional effects of any spell that licts cold damage as
well as any other side effects of being trapped in space or any
other sort of void or vacuum. If they have worn the crown for
at least 24 hours, they also no longer need to eat, drink, or
breathe.

Slot Head

Prerequisites Craft EpicWondrous Item, life bubble,
resist elements

Market Price 320,000 gp
Crown of the Sagefstrong conjuration, CBO”‘]

A winged golden crown set about with sapphires and

turquoise, trailed by a fine golden mesh. It actually drifts












































































































