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The Faceless Whisper 

Cost: 2 HR Requires: Stealth 3, Destiny 2 

Duration: Scene Type: Reflexive, -2 DV 

Prerequisite Feats: Any Stealth Mastery 

The hero is adept at remaining unnoticed, even in 

plain sight or among a crowd. For every 2 HR the 

character commits to this feat, the difficulty to notice 

them increases by 1. Heroes with Destiny of 4+ cannot 

be noticed at all unless the subject has at least a +2 

situational bonus to their roll. Guards on alert have 

+2, the character being the only Imperial in a Surayan 

market would be +1, or a blood-soaked armoured Elf 

at a formal ball would be at least +3. 

The effect of this Feat ends when the character 

engages in combat or directly interacts with someone. 

Hollow in the Mind’s Eye 

Cost: 2 HR Requires: Stealth 4, Destiny 3 

Duration: Scene Type: Reflexive, -1 DV 

Prerequisite Feats: The Faceless Whisper 

It is said that The Nameless, an out-caste cult of 

Surayan assassins, are so secretive that even their 

mothers do not remember their faces. With this Feat, 

the character becomes completely forgettable to 

observers. Anyone trying to recall details or a 

description of the character has their difficulty 

increased by 1 per 2 HR spent. Failure means that the 

hero is not remembered or recognized – the in 

observer’s memory of past interactions with the 

character, the character is either a nameless, 

unremembered figure or simply not present at all. 

The effect is limited to those who observed or 

interacted with the hero while the Feat is active, and 

the effects persist for a number of days equal to the 

hero’s Destiny. This Feat exerts mundane mental 

influence, and can be overcome with Willpower. 

Cloak the Gathering 

Cost: 2 HR, 1 WP Requires: Stealth 5, Destiny 4 

Duration: varies Type: Reflexive, -2 DV 

Prerequisite Feats: Hollow in the Mind’s Eye, Ten-fold 

Shadows 

With the utmost in concentration and precise control 

of the environment, the hero is able to mask whole 

groups of people from observation. The Feat affects 

up to (the character’s Stealth x 5) targets, adding 1 

automatic success per 2 HR to any Stealth rolls made 

by the group. The maximum bonus from this Feat is 

the hero’s Destiny. Targets must stay within (target’s 

Stealth x 3m) of the hero or lose the benefit. Cloak the 

Gathering lasts for 1 dramatic action, but may need to 

be reapplied for extended scenes. 
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Cloak of Many Pockets 

Cost: 1 HR Requires: Stealth 2, Destiny 2 

Duration: Scene Type: Reflexive, -1 DV 

Prerequisite Feats: Any Stealth Mastery 

Thieves often have a multitude of secret pockets and 

pouches in their clothing, enabling them stow their ill-

gotten gains or hide weapons from overzealous 

guards. For each 1 HR spent, the hero may add 1 to 

the difficulty of searching them for small items - a 

dagger, small book, or the jeweled chalice from the 

temple reliquary, for example – up to the character’s 

Destiny. They can hide a number of items equal to 

their Stealth ability. 

Ten-fold Shadows 

Cost: 5 HR, 1 WP Requires: Stealth 4, Destiny 3 

Duration: Indefinite Type: Simple 

Prerequisite Feats: Cloak of Many Pockets 

The hero is able to use even the smallest shadow or 

cover to great effect, appearing to completely vanish 

from sight. When this Feat is activated, the character 

becomes undetectable to normal senses except 

touch, and they may add their Destiny to attempts to 

locate them via magical sources. The effect persists as 

long as the character does not move by taking a Move 

or Dash action - or their narrative or dramatic 

equivalent – or join battle, or otherwise reveal their 

location. The effect fades 5 ticks after they are 

detected by touch. 

Pass Without Trace 

Cost: 3 HR Requires: Stealth 3, Destiny 2 

Duration: 1 minute / Stealth Type: Supplemental 

Prerequisite Feats: Any Stealth Mastery 

Those who leave no evidence of their passage will 

remain undetected far longer than those who simply 

skulk in the shadows. The hero is able to move 

without disturbing their surroundings, adding their 

Destiny to the difficulty of tracking them, or attempts 

to notice traces of their movements. They move 

across dusty tombs or deserts without leaving 

footprints, even track through mud and water without 

fear of betraying their presence. Normal signs of their 

movement will begin to appear 1 day after they were 

made, assuming conditions would not have swept 

them away. 

Ghost on the Water 

Cost: 8 HR, 1 WP Requires: Stealth 5, Destiny 5 

Duration: varies Type: Reflexive 

Prerequisite Feats: Pass Without Trace 

The character is so adept at stealth that they do not 

disturb their surroundings at all. This Feat enables the 

hero to move across most kinds of mundane barriers 

and obstacles without hindrance or trace. Examples 

include shallow water, a picket line of sharpened 

stakes, broken glass, or a crypt floor carpeted with 

venomous scorpions. The Feat lasts for 1 dramatic 

action and may need to be reapplied for extended 

actions. Note that the hero must still employ stealth 

to remain unseen. 

 


