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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 – in the 

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. Ten-fold Shadows may not be used 

if the character is already in combat unless she first 

re-establishes surprise. 

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. 
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Flawless Entry Technique 

Cost: 5 HR Requires: Larceny 3, Destiny 2 

Duration: Instant Type: Supplemental, -2 DV 

Prerequisite Feats: Any Larceny Mastery 

Those who make their living in the shadows know that 

there is no such thing as an impenetrable lock. This 

Feat enhances a miscellaneous action to pick a lock. It 

makes success automatic even if the character has no 

tools (though such use makes the Feat obvious). If this 

effect is opposed by another Feat or magical effect, 

add the character’s Destiny in automatic successes to 

the (Dexterity + Larceny) roll to oppose the rival 

effect. 

Master of Keys 

Cost: - Requires: Larceny 4, Destiny 3 

Duration: Permanent Type: Passive 

Prerequisite Feats: Flawless Entry Technique 

The character has a perfect memory of every lock she 

has picked. The Feat grants a bonus equal to her 

Destiny in automatic successes to pick any lock she 

has previously unlocked using her Larceny ability. 

Unbarring Ways 

Cost: 10 HR, 1 WP Requires: Larceny 5, Destiny 5 

Duration: Instant Type: Supplemental, -2 DV 

Prerequisite Feats: Master of Keys 

Only a fool thinks that gates and doors provide an 

adequate proof against a master thief. This Feat is a 

Move action with the normal movement allowance, 

which bypasses a single closed portal. The character 

must be able to move, and this Feat uses up the 

character’s Move action for the tick. The character 

can move through a closed door, a fallen portcullis or 

a sealed grate as if it were not there. This Feat only 

allows movement through portals—that is, objects 

intentionally designed for people, animals or spirits to 

pass through them. The character cannot use this Feat 

to walk through walls, squeeze through arrow slits or 

fish around inside a sealed chest. 

Shadow Sense 

Cost: 5 HR Requires: Larceny 2, Destiny 2 

Duration: Scene Type: Reflexive 

Prerequisite Feats: Any Larceny Mastery 

Underground organizations operate along lines of 

power that are difficult for the uninitiated to detect. 

With this Feat, the character is able to invoke an 

intuitive understanding of criminal guilds or 

organizations. He rolls (Intelligence + Larceny) against 

the organization’s rating (1 -5). Success allows the 

character to appreciate the chain of command, 

methods of communication, and how the members 

identify one another – assuming this information is 

not readily detectable. Heroes with a Destiny of 4+ 

may pay an additional 1 HR to gain a basic 

understanding of any cant or secret language used by 

the organization. This Feat may only be used when 
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within the presence of a known member of the 

organization being delved. 

“Here is my invitation” 

Cost: 6 HR Requires: Larceny 4, Destiny 4 

Duration: Instant Type: Simple, -2 DV 

Prerequisite Feats: Shadow Sense 

With a flourish and a quiet word, the character is able 

to produce a near perfect forgery of almost any type 

of paperwork required to gain entry to a premises. 

This could be in the form of a party invitation, a writ 

from the local magistrate, or the Legion commander’s 

baton of Messengers. The character must roll 

(Manipulation + Larceny) the first time the forgery is 

presented. This roll is applied against a subject’s 

Mental DV each time the character presents it. The 

character must have a suitable item on hand, and the 

item itself will last for a number of days equal to the 

character’s Destiny before it becomes an obvious 

forgery made from inferior materials. 

Guards on alert against the character or infiltrators in 

general may have bonuses to their Mental DV, as 

might other subjects in a heightened state of 

alertness. The character may pay an additional 1 HR 

per person they wish to include in the effect besides 

themselves, up to their Destiny. 

Flawless Theft Technique 

Cost: 5 HR Requires: Larceny 3, Destiny 3 

Duration: Instant Type: Supplemental, -2 DV 

Prerequisite Feats: Any Larceny Mastery 

This Feat enhances a valid pick-pocketing roll—that is, 

a roll to steal something that the character can both 

reach and carry from another’s person. The character 

cannot steal things in active use, such as the sword in 

someone’s hand, the boots from the target’s feet or 

an artifact to which someone has attuned, unless the 

target is an extra. This Feat guarantees success on the 

pick-pocketing roll. If another Feat contests this 

effect, add the character’s Destiny in automatic 

successes to the (Dexterity + Larceny) roll to oppose 

the other Feat.  

If the thief has a Destiny of 4+, characters using 

ordinary senses cannot spot the theft with Alertness. 

Even players of characters with inhuman sensory 

acuity—such as a spider feeling for the vibrations in 

its web while a character attempts to steal its larder—

have a +2 difficulty penalty on the opposed roll to 

catch the character in the act. 

Theft from the Mind’s Eye 

Cost: 1 HR Requires: Larceny 3, Destiny 3 

Duration: varies Type: Supplemental 

Prerequisite Feats: Flawless Theft Technique 

Every good thief knows that stealing an item is only 

half of a caper - a good getaway plan is also required, 

and the longer a theft goes unnoticed, the better the 

chances of escape. This Feat allows a character’s theft 

to remain unnoticed for 1 day per 1 HR committed, up 

to the character’s Destiny. The victim of the theft will 

simply not need the stolen item, forget about it, or 

think that it has been mislaid. The effect of the Feat is 

classed as unnatural Mental Influence. 

Artifacts, items of great significance or high value will 

double the cost of this Feat. 

Perfect Mystery 

Cost: 2 HR Requires: Larceny 5, Destiny 4 

Duration: Indefinite Type: Supplemental 

Prerequisite Feats: Theft from the Mind’s Eye 

This Feat enhances an action to steal an item. If the 

theft is successful, the Feat adds +1 difficulty per 2 HR 

spent, up to the character’s Destiny, to attempts to 

find incriminating evidence of the crime. 

Perfect Mystery applies to unintentional traces of the 

character’s action, such as shedding hair, leaving 

footprints, or snagging a cloak on a sharp rock. The 

character may leave intentional traces of their action 

without interference. This Feat will not hide the stolen 

item itself and the hero will have to take care not to 

be caught with it on their person. 
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Leaf on the Wind 

Cost: 5 HR Requires: Athletics 3, Destiny 2 

Duration: Scene Type: Reflexive 

Prerequisite Feats: Any Athletics Mastery 

The character is an accomplished tight-rope walker, 

stepping as lightly as an autumn leaf. Use of this Feat 

allows her to move along any horizontal surface – no 

narrower than her finger – as if it were a stable 

surface. Treat the character as if she were standing on 

a ledge 1m wide, capable of supporting 500kg, for the 

purposes of determining what actions she may safely 

take. 

Heroes with a Destiny of 5+ may use this feat on 

surfaces as narrow as a hair by paying 1 HR more. 

Spider Foot 

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

Duration: 1 minute Type: Reflexive 

Prerequisite Feats: Leaf on the Wind, Leaping Monkey 

The heroes of legend make the impossible look easy. 

This Feat allows the character to run (using the Move 

and Dash actions) on any surface. She cannot stop 

while standing on a vertical surface or while upside 

down, however. If she does not make a Move or Dash 

action on every tick, she falls. 

If the hero has Destiny 6 or higher, she can spend 1 

HR per action to remain standing on a vertical or 

inverted surface. She can, for example, fence while 

standing upside down on the ceiling. 

Hare’s Grace 

Cost: 3 HR Requires: Athletics 2, Destiny 2 

Duration: Scene Type: Reflexive 

Prerequisite Feats: Any Athletics Mastery 

The heroes of the dawn leap with the grace of a flying 

crane and the speed of a striking hawk. For the rest of 

the scene, the character can jump with a movement 

action instead of a miscellaneous action, and she 

doubles the length of all jumps. 

Leaping Monkey 

Cost: 2 HR Requires: Athletics 3, Destiny 3 

Duration: Until next action Type: Reflexive 

Prerequisite Feats: Hare’s Grace 

Supported by conviction and training, the character 

can almost fly. Until his next action, the character can 

jump with a Move action instead of a miscellaneous 
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action, and he multiplies the length of all jumps by 

five. This is not cumulative with the bonus of Hare’s 

Grace. 

Sun on Water 

Cost: 3 HR Requires: Athletics 5, Destiny 3 

Duration: Scene Type: Reflexive 

Prerequisite Feats: Leaping Monkey 

The hero moves with unpredictable grace. For the rest 

of the scene, this Feat adds the character’s Athletics in 

dice to any attempts to reestablish surprise. The 

character is not actually better at hiding, but his 

quicksilver movements make it harder for opponents 

to keep track of his exact position. 

Shadow Over Ice 

Cost: 1 HR Requires: Dodge 2, Destiny 2 

Duration: Instant Type: Reflexive 

Prerequisite Feats: Any Dodge Mastery 

Some heroes move like shadows over ice—with 

perfect grace and speed. This Feat restores defensive 

advantage to a beleaguered or overextended fighter. 

Used in response to an attack, it allows the character 

to ignore all penalties that apply to her Dodge DV 

when resolving that attack. Her Dodge DV is still 0 

against an undodgeable attack, but she takes no 

further penalties. 

Sudden Sidestep Technique 

Cost: 1 HR Requires: Dodge 3, Destiny 3 

Duration: Instant Type: Reflexive 

Prerequisite Feats: Shadow Over Ice 

The hero invokes this Charm in response to an 

unexpected attack. The attack is no longer 

unexpected (but if an appropriate Feat, it remains 

unblockable). This allows the character to use his 

Dodge DV against the attack or, with appropriate 

Feats, make a Parry attempt. 

Flows Like Blood 

Cost: 3 HR Requires: Dodge 4, Destiny 3 

Duration: Until next action Type: Reflexive 

Prerequisite Feats: Sudden Sidestep Technique 

The hero moves with an impossibly fluid and deadly 

grace. Until her next action, she may ignore penalties 

to her DV imposed by onslaught or coordinated 

attacks. 

Kierra’s Defense 

Cost: 3 HR Requires: Dodge 5, Destiny 4 

Duration: Instant Type: Reflexive, Counter 

Prerequisite Feats: Sudden Sidestep Technique 

Kierra, huntress and champion of the Madith, was 

reputed to have been as elusive as a dream. It was her 

ability to stay beyond her opponent’s reach that won 

her duel at the first Council of Khans. The hero 

invokes this Feat after using her Dodge DV to defend 

against an attack. This Feat allows her to leap away 

from her opponent, jumping up to (Strength + Dodge) 

meters vertically or twice this distance horizontally. 

The hero chooses the exact direction and distance of 

this leap, so long as it is away from her attacker. This 

Feat is treated as a counterattack, even though the 

jump is not hostile. 

It reduces the character’s DV by one, it cannot be 

used with a counterattack, and it is resolved in Step 9 

of attack resolution. 
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Venomous Kiss 

Cost: 2 HR Requires: Craft (Water) 3, Destiny 2 

Duration: Instant Type: Reflexive 

Prerequisite Feats: Any Craft (Water) Mastery 

The world is a dangerous place, full of animals and 

plants that can be exploited for their venom. Some 

dastardly assassins coat their weapons with these foul 

substances, inflicting their victims with excruciating 

pain. This feat is activated on a successful non-

Unarmed attack, allowing the character to add 1 post-

soak damage per 2 HR spent, up to her Destiny in 

bonus damage. 

Debilitating Poison 

Cost: 3 HR Requires: Craft (Water) 4, Destiny 3 

Duration: Instant Type: Supplemental 

Prerequisite Feats: Venomous Kiss 

Not all poisons are deadly. Some inflict crippling 

cramps, some induce horrific visions, while others 

induce a palsy-like state. This Feat enhances a non-

Unarmed attack with such a toxin. Each time 

Debilitating Poison inflicts damage, the hero may 

choose to reduce the victim’s Strength, Wits or DV by 

1.  The maximum reduction to any one trait is equal to 

the hero’s Destiny. The victim may make a reflexive 

(Stamina + Endurance) roll against a difficulty of 3 to 

overcome all effects of the poison for 1 action. The 

effects  will persist for 1 hour or until it has been 

resisted 3 times. 

Charm of the Poisoner 

Cost: - Requires: Craft (Water) 5, Destiny 4 

Duration: Permanent Type: Passive 

Prerequisite Feats: Debilitating Poison 

The character possesses a natural talent for 

concocting, handling and applying poisons. Her skill is 

such that she is immune to any poisons she personally 

prepares. In addition her poisons are difficult to 

detect – automatically gaining her Destiny in 

automatic successes to avoid detection. 

Striking Serpent 

Cost: 3 HR Requires: Stealth 3, Destiny 2 

Duration: Instant Type: Reflexive 

Prerequisite Feats: Any Stealth Mastery 

Like the deadly serpents of the Savage Coast, the hero 

is adept at ambushing her prey. Activate this Feat 

when attacking from surprise. The character may add 

her Destiny to the post-Soak damage result. 
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Steel in the Shadows 

Cost: 1 HR Requires: Stealth 4, Destiny 3 

Duration: Instant Type: Reflexive, Extra-Action 

Requires: Striking Serpent 

The Surayan Khans have, over the centuries, sent 

several expeditions to uncover and destroy the out-

caste Nameless. These faceless assassins, striking 

under cover of darkness, have slaughtered entire 

companies. Even numbers are no defense against the 

daggers in the dark. If the character attacks from 

surprise and kills her opponent, she may spend 1 HR 

to immediately take a free action against another 

opponent. The target must also be unaware of the 

character. Each use of Steel in the Shadows incurs a -1 

DV penalty to the character. 

The hero may continue to pay for this Feat and attack 

successive opponents until she fails to kill the target, 

would be reduced below 0 DV or there are no more 

valid targets. This Feat may not be combined with 

Extra-action Feats. 

Flawless Assassin 

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

Duration: Instant Type: Reflexive 

Prerequisite Feats: Steel in the Shadows 

The character’s every move is calculated and fluid, 

always balanced between attack and escape. When 

the hero makes the killing blow on an enemy she may 

make a reflexive attempt to re-establish surprise, 

adding her Destiny as automatic successes. 

 

 

Assassin’s Poise 

Cost: 1 WP Requires: Stealth 3, Destiny 3 

Duration: Scene Type: Reflexive 

Prerequisite Feats: Striking Serpent 

Some say the Nameless are born in shadows and only 

feel at home in the darkness. That may be only a myth 

but the assassin’s true purpose is to strike and vanish. 

While Assassin’s Poise is active, the character may 

regain 3 HR each time she re-establishes surprise 

during combat.  

Exploit Weakness 

Cost: 5 HR Requires: Stealth 3, Destiny 3 

Duration: Instant Type: Supplemental, -1 DV 

Prerequisite Feats: Striking Serpent 

Every opponent has a tell, something that gives away 

their weakness, or the vulnerability in their defense. 

Exploit Weakness enhances a normal attack, causing it 

to become unblockable. 

Expose the Fatal Flaw 

Cost: 2 HR Requires: Stealth 4, Destiny 4 

Duration: Until next action Type: Simple 

Prerequisite Feats: Exploit Weakness 

Not all assassins operate alone. Those that band 

together train rigorously to exploit the openings in a 

victims defenses left by their companions. The 

character may reduce an opponent’s Parry DV by 1 

per 2 HR spent, up to a maximum of the hero’s 

Destiny. The penalty lasts until the hero’s next action, 

allowing her friends to land their strikes. 

  



ART OF TRICKERY 
 

 

 

 

 

 

 

 

 

 

 

 

 

Ghostly Performance 

Cost: 2 HR Requires: Performance 3, Destiny 2 

Duration: varies Type: Dramatic Action, -1 DV 

Prerequisite Feats: Any Performance Mastery 

Subtle illusion enhances the hero’s arts. This Feat 

allows the hero to create ghostly images, magical 

flares, ethereal music and strange sensory effects 

when using a Performance Mastery or Presence 

Mastery. These effects do not seem entirely real, they 

remain within (Destiny x 10) meters of the hero, and 

they cannot be used to confuse or deceive others 

without a stunt. 

Compel the Heart 

Cost: 6 HR Requires: Performance 4, Destiny 3 

Duration: Scene Type: Supplemental, -1 DV 

Prerequisite Feats: Ghostly Performance 

The heroes of legend rise above the common through 

their understanding of others’ desires. This Feat 

supplements a Performance-based roll to rouse 

emotion in others. It exerts unnatural mental 

influence on every valid target of this roll. If their MDV 

is less than the extra successes on the roll, this Feat 

inspires the desired emotion intensely for a scene. 

Resisting the influence costs 2 Willpower. 

Song of the Shaper 

Cost: 6 HR, 1 WP Requires: Performance 5, Destiny 4 

Duration: Varies Type: Dramatic Action, -1 DV 

Prerequisite Feats: Compel the Heart 

The greatest storytellers can define others’ reality. 

This Feat is a Performance-based social attack that 

encourages a specific belief—for example, overwriting 

the audience’s memories and convincing them that 

the hero has always lived in their town. This Feat 

exerts unnatural mental influence on every valid 

target of this roll. If their MDV is less than the extra 

successes on the roll, this Feat inspires them to 

believe. Shaking off the illusion requires one 

Willpower per scene, and the effect lasts until the 

targets break their commitment to the false belief. 
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Hypnotic Tongue 

Cost: 5 HR Requires: Subterfuge 3, Destiny 2 

Duration: 1 hour/Destiny Type: Dramatic Action 

Prerequisite Feats: Any Subterfuge Mastery 

It is hard for everyday folk to resist the trickster ways 

of the hero. This Feat exerts unnatural mental 

influence to create a Compulsion effect. The 

character’s player rolls (Manipulation + Subterfuge). If 

the result exceeds the target’s Mental DV, the target 

receives a compulsion to follow one suggestion given 

by the hero. The suggestion can be as complicated as 

the hero desires. The target must spend one 

Willpower to resist the suggestion but need pay this 

cost only once per day. The influence fades when the 

Feat expires. 

When the hero uses Hypnotic Tongue, the target is 

not aware of the compulsion, nor does the hero need 

to spell out the suggestion explicitly in words. If the 

target wishes to recognize the influence or remember 

it later, doing so costs 4 Willpower, which must be 

spent all at once, and the target is thenceforth fully 

aware of the effect. Recognizing or remembering the 

influence is not considered “resisting” it. 

Soul of the Merchant 

Cost: 4 HR Requires: Subterfuge 4, Destiny 3 

Duration: Instant Type: Supplemental, -1DV 

Prerequisite Feats: Hypnotic Tongue 

The glamour of the hero inspires others to dream of 

glorious things. This makes the character the ultimate 

salesman or recruiter. Soul of the Merchant enhances 

a Presence or Commerce-based roll to exert mental 

influence and make a favorable bargain or encourage 

a specific action. This Feat doubles the hero’s 

successes on the roll before comparing them to the 

target’s MDV. 

Characters with a Destiny of 4+ may use Soul of the 

Merchant to make a reflexive social counter-attack 

against a mental influence attempt such as those 

described above. In this case they do not double their 

successes, but may turn the tables on their bargaining 

opponent. 

 

Masquerade 

Cost: 7 HR, 1 WP Requires: Subterfuge 3, Destiny 3 

Duration: 1 day Type: Dramatic Action 

Prerequisite Feats: Any Subterfuge Mastery 

It is whispered that The Nameless, Surayan out-caste 

assassins, can appear as anyone they wish. This Feat 

involves creating a disguise, and the player rolls ([Wits 

or Manipulation] + Subterfuge) to determine the 

disguise’s quality. 

This Feat allows the character to change his 

coloration, skin texture, hair color, and eye color. It 

also lets the character seem anywhere between half 

and twice his actual age, change his apparent 

ethnicity, change his apparent gender and adjust his 

height by as much as 10% in either direction. The 

character can adjust his voice, accent, speaking style 

and scent to match. These aspects of the disguise are 

impenetrable—the flaws are too subtle for the eye to 

see or the ear to hear, so that ordinary Alertness and 

Investigation cannot detect them. Characters with 

inhuman sensory acuity, such as heros using Alertness 

Masteries or a dog scenting its master, can see 

through the character’s disguise, but the opposed roll 

incurs a +4 difficulty penalty. 

This Feat does not help the character imitate others’ 

appearance. The disguise is impenetrable, not exact. If 

someone sees through an imitation, they will see the 

character as an imposter who happens to naturally 

look almost exactly like the target the character is 

impersonating. This Feat becomes a mundane 

disguise effect when the duration ends. Changes 

worked with makeup, posture, attitude and costume 

rather than Heroic Reserves remain. 

Perfect Mirror 

Cost: 10 HR, 1 WP Requires: Subterfuge 5, Destiny 5 

Duration: 1 hour Type: Dramatic Action 

Prerequisite Feats: Masquerade 

The greatest spies know the secrets of others’ hearts. 

This Feat involves creating a disguise, and the hero’s 

player rolls ([Wits or Manipulation] + Subterfuge) to 

determine the disguise’s quality. This Feat functions 

as Masquerade, save that it has a shorter duration, a 

higher cost and two additional abilities.  

First, the character can halve or double his apparent 

Destiny— as seen by creatures capable of perceiving 



such things—and can appear to possess a mystical 

trait to the extent that he can emulate its mechanical 

effects. For example, a Destiny 4 character could 

disguise himself as a Destiny 8 saint. If that saint’s hair 

writhes and they float an inch above the ground, the 

character convincingly models these traits. He does 

not actually float, however. Second, if the character 

has sufficient familiarity to disguise himself as 

someone else and that person’s appearance is within 

the limits of this Feat, the character can perfectly 

imitate that person.  

Characters with ordinary senses cannot use Alertness 

or Investigation to see through this disguise, and even 

characters with inhuman sensory acuity—such as 

heroes using Alertness Masteries to spot the disguise 

or demons recognizing the master to whom they are 

bound—have a +4 difficulty penalty on the opposed 

roll to penetrate the disguise. Note that, because 

ordinary Investigation cannot see through this 

disguise, the character has all the important 

distinguishing features of the imitated target—

mannerisms, scent, accent and all. He does not know 

things that only the target can know, however, so he 

cannot give passwords or issue countersigns. He is 

flawless at covering up his ignorance when someone 

attempts to ferret him out, though. 

Draw in the Mind’s Eye 

Cost: 2 HR Requires: Subterfuge 3, Destiny 2 

Duration: Varies Type: Simple, -2 DV 

Prerequisite Feats: Any Subterfuge Mastery, Ghostly 

Performance 

The character is able to create imaginary scenes 

within the target’s mind that seem to be completely 

real. This is a Mental attack against a single target and 

the character rolls ([Charisma or Manipulation] + 

Subterfuge) against MDV. If they are successful, the 

victim treats the described scene as real. Scenes 

created with this Feat must all be contained within 

the hero’s immediate sensory area (no larger than an 

inn’s common room) and are not dynamic – that is 

they do not change to reflect the victim’s actions, so 

an imaginary door cannot be opened, for example. 

The Feat lasts 1 minute per 2 HR committed, up to the 

character’s Destiny, and exerts unnatural Mental 

influence. The victim may receive a bonus to their 

MDV if they are alerted to the character’s abilities, or 

if the illusion is sufficiently unbelievable. 

Dream Theatre 

Cost: 4 HR Requires: Subterfuge 5, Destiny 3 

Duration: Varies Type: Simple, -2 DV 

Prerequisite Feats: Draw in the Mind’s Eye 

In the deepest parts of the Surayan deserts are 

creatures capable of deceiving whole caravans and 

luring them to their doom. These Sand-demons entice 

their victims with illusion and trickery, and this feat 

allows a character to emulate them. 

The Feat functions, in all respects, as Draw in the 

Mind’s Eye, except that the illusion is perceived by all 

in the area. The character’s roll of ([Charisma or 

Manipulation] + Subterfuge) is applied against each 

witness’ MDV to determine if they are fooled. Note 

that the hero cannot selectively target witnesses 

within the area of effect, but any companions who are 

aware of the hero’s intentions automatically receive a 

+4 bonus to their MDV. 

The effect of Dream Theatre lasts for 1 minute per 4 

HR committed, up to the character’s Destiny. 


