
TECHNIQUES 

Techniques serve as a generalized replacement for 
the Ritual and Martial Practice rules. Any character 
can master and use techniques associated with 
skills they’re trained in.  

To master a technique, you must train for at least 8 
hours with a character who has mastered it and is at 
least 6 levels higher than the minimum level to use 
the technique; or train for at least 1 week with a 
character who has mastered it, regardless of their 
level; or to study a manual or other text that 
describes the technique for 8 hours. You must also 
meet the technique’s level requirement. 

Once you’ve mastered a technique, you can use it. 
Each technique takes time to perform—usually a 
significant amount, preventing them from being 
used during combat. Additionally, each technique 
has some costs, typically healing surges but 
sometimes also materials (which are consumed) 
and foci (which are reusable), paid at the end of the 
usage time of the technique. Some techniques 
require checks with their associated skill; you make 
the check at the end of the usage time, and cannot 
take 10 on the check. 

The training cost of a technique—and, typically, the 
value you can sell a manual of the technique for—is 
one-fifth as much as a magic item of its level. If 
another PC is teaching you the technique, this cost 
can be waived. 

SIGNATURE TECHNIQUES 
(FEAT) 
Benefit: You master a technique associated with a 
skill you know at 1st level, and an additional such 
technique at 2nd level and every even level 
thereafter. If you take this feat at a level higher than 
1st, you immediately master all previous techniques 
it would have granted you, but are limited in the 
level of techniques you can master as if you’d done 
so previously. (For example, a character that takes 
this feat at 4th level can immediately master a 1st 
level technique, a 2nd level or lower technique, and 
a 4th level or lower technique; upon reaching 6th 
level they would also master a 6th level technique 
of their choice.) You pay no costs to master these 
techniques. 

Artificers, Bards, Clerics, Druids, Duelists, Invokers, 
Psions, and Wizards receive the Signature Skill feat 
as a bonus feat at 1st level. Additionally, they learn 

bonus techniques at 1st level, potentially ignoring 
their level and/or skill requirements, as follows: 
✦ Artificers begin with Brew Potion, Disenchant 

Magic Item, Enchant Magic Item, and Make 
Whole instead of their bonus 1st level technique 
from Signature Skill. Additionally, they ignore 
the cost of Disenchant Magic Item. 

✦ Bards begin with two 1st level techniques of 
their choice instead of one. Additionally, they 
gain one bonus healing surge per tier which can 
only be spent to use techniques. 

✦ Clerics begin with only the normal 1st level 
technique from Signature Skill. 

✦ Druids additionally master Animal Messenger, 
and the first time each day they use it they do 
not expend a healing surge. 

✦ Invokers additionally master Hand of Fate, and 
the first time each day they use it they do not 
expend a healing surge. 

✦ Psions additionally master their choice of either 
Floating Disk or Sending, and the first time they 
use their chosen ritual each day they do not 
expend a healing surge. 

✦ Wizards begin with three 1st level techniques of 
their choice instead of one, and they gain two 
more bonus free techniques (in addition to those 
granted by Signature Skill) at levels 5, 11, 15, 21, 
and 25. 

These features replace the Ritual Casting feature 
these classes normally grant. If another effect would 
cause you to not gain that class’ Ritual Casting 
feature, it also prevents you from gaining this 
feature. 

Magical scrolls often replicate the effects of a 
technique—usually an Arcana, Heal, Nature, or 
Religion technique. You can use a scroll to replicate 
a technique that’s higher-level than you’re normally 
able to use. You must still expend any other costs 
and be trained in the relevant skill. 

ASSISTING WITH TECHNIQUES 
Up to four other characters can assist you in 
performing a technique. Those characters do not 
need either training in the relevant skill nor 
knowledge of the specific technique. Each 
character assisting you can aid you using the same 
skill as the technique normally uses, using the 
normal rules for assisting with a skill check, even if 
the technique doesn’t normally require a check; the 
DC to do so is 10 + half the technique’s level 
instead of the normal DC. Additionally, each 
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character who succeeds at the check can also pay 
any amount of the technique’s healing surge cost. 

ACROBATICS (DEX) 
VIGILANT SPOTTER 
Level: 1 
Time: 1 minute 
Duration: 10 minutes 
Cost: 1 healing surge 

You coordinate and direct your allies, ready to assist 
them if they lose their balance. Whenever an ally 
within 2 squares fails an Acrobatics check, they 
stop moving but don’t fall. 

EASY HOP 
Level: 2 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You treat falls you deliberately chose to take as 20 
feet shorter, landing on your feet (and potentially 
continuing your movement) if this reduces the 
height of the fall to 0. 

UNCHAINED SPEED 
Level: 4 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You make an Acrobatics check to slip free of 
physical restraints such as manacles. You may use 
this technique even if you’ve already failed a check 
to escape those restraints, and failure doesn’t 
prevent you from trying again. (Note that the usage 
time of this technique is also shorter than the usual 
5 minutes to escape manacles.) 

RELIABLE BALANCE 
Level: 5 
Time: 5 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You focus on your center of balance and your 
footing, allowing you to take 10 on Acrobatics 
checks to balance or move across narrow or 
unsteady surfaces. 

ESCAPE ARTIST 
Level: 6 
Time: 10 minutes 

Duration: 10 minutes 
Cost: 1 healing surge 

You and up to eight of your allies can squeeze into 
and through any gap no smaller than your heads. 

AGILE CLIMBER 
Level: 8 
Time: 10 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You gain a climb speed of 2. On any turn you use a 
move action to move with your climb speed, you 
can’t use actions except to move with your climb 
speed. 

GRACEFUL STANCE 
Level: 11 
Time: 1 minute 
Duration: Until discharged or dismissed 
Cost: 1 committed healing surge 

You have perfect balance, and can stand or run on 
things too narrow or weak to support you normally, 
with no chance of falling or breaking through. Such 
surfaces do often count as difficult terrain, however. 

ACE DIVE 
Level: 12 
Time: 10 minutes 
Duration: Until discharged or dismissed 
Cost: 1 committed healing surge 

If you’re flying at least 100 feet above the ground 
when you start to fall, and you have a fly speed, 
instead you fall 100 feet and stop falling, 
discharging this technique. 

FEATHER FOOT STYLE 
Level: 15 
Time: 1 minute 
Duration: Until you stop running 
Cost: 1 healing surge 

You lighten your step and perfect your balance, 
allowing you to run across fluid, unstable, and other 
dangerous surfaces without risk. The surface of 
water is solid beneath your feet, rice paper doesn’t 
break as you run across it, and even lava doesn’t 
burn you so long as you remain in motion. 

HEROIC LANDING 
Level: 16 
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Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

When you fall, you take no damage and land on 
your feet. Ruin a square of terrain around where 
you land for every 20 points of damage prevented 
this way (40 points on stone, 60 points on metal or 
harder terrain), creating difficult terrain and 
potentially having other effects at the DM’s 
discretion. 

SPIDER FOOT STYLE 
Level: 23 
Time: 1 minute 
Duration: Special 
Cost: 1 healing surge per minute 

You can run up walls, stand upside down on 
horizontal surfaces, and even lay flat against 
ceilings. The focus required to maintain this 
technique is intense, and so if you make an attack 
or use a power it ends immediately. 

ARCANA (INT) 
ALCHEMICAL SYNTHESIS 
Level: 1 
Time: Special 
Duration: Instantaneous 
Cost: The item’s value (in reagents) 

You create an alchemical item of level no higher 
than yours that you possess the formula for. The 
time required depends on the specific formula. 

ARCANE CONVERSION 
Level: 1 
Time: 1 minute 
Duration: Instantaneous 
Cost: None (see text) 

You expend any number of your unused daily 
arcane powers and regain the same number of 
expended healing surges. You can’t expend powers 
of items this way. 

ARCANE MARK 
Level: 1 
Time: 1 minute 
Duration: Permanent 
Cost: None 

You touch an object to mark it with your unique 
personal sigil. The sigil is invisible normally, but can 
be seen with an Arcana check to detect magic. 

MAGIC MOUTH 
Level: 1 
Time: 10 minutes 
Duration: Until discharged or dismissed 
Cost: 1 committed healing surge 

You bind a message into a surface you touch and set 
a condition of your choice. When the condition is 
met, a mouth appears on the surface and speaks the 
message, discharging the ritual. 

You can use a small silver-and-ruby mouth worth 
100 gp as a focus for this technique; if you do, the 
cost is reduced to 1 healing surge, but the focus 
must remain within 20 squares of each mouth 
bound to it. 

SILENCE 
Level: 1 
Time: 10 minutes 
Duration: 24 hours 
Cost: 1 healing surge 

You ward a single room or a burst 4 area. Creatures 
attempting to listen to something in the area from 
outside the area take a -10 penalty to their 
Perception checks. 

FLOATING DISK 
Level: 1 
Time: 10 minutes 
Duration: 24 hours 
Cost: 1 healing surge 

You create a disk of force, 3 feet in diameter and 1 
inch deep, that floats a foot off the ground and 
carries what you put on it. It moves at your speed, 
either at your command as a move action, or to 
remain within 5 squares of you if uncommanded. If 
you spend two consecutive rounds more than 5 
squares away from it, the effect ends. The maximum 
load of the disk is determined by your Arcana check 
result—a 9 or lower supports 250 pounds, a 10 or 
higher 500 pounds, a 25 or higher 1000 pounds, 
and a 40 or higher 2000 pounds. 

UNSEEN SERVANT 
Level: 1 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 
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You conjure a Medium unseen servant of invisible 
force, which obeys your commands, moves at your 
speed, can lift up to 100 pounds, and performs 
basic and repetitive tasks like cleaning, making 
camp, and moving objects. It never tires, cannot 
move more than 20 squares from your space, does 
not occupy any space, and cannot attack or be 
attacked. 

ANIMATE ROPE 
Level: 2 
Time: 1 minute 
Duration: 1 minute 
Cost: 1 healing surge 

Choose a rope within 20 squares of you. You can 
command it to move, coil, uncoil, knot, and so forth; 
but it cannot carry or pull any weight besides its 
own while so animated. Knotting the rope requires 
a standard action; moving it up to 6 squares along a 
horizontal or vertical surface a move action. 

EXPLOSIVE RUNES 
Level: 2 
Time: 1 minute 
Duration: Until discharged 
Cost: 2 healing surges 

You inscribe magical runes that function as a trap, 
triggered by reading them. You may choose a 
password that allows a creature to read the runes 
without triggering the trap. The trap makes an 
attack in a close burst 2 with your level + 4 vs. 
Reflex, dealing 4d4 + half your level force damage 
on a hit and half damage on a miss. An Arcana or 
Thievery check with a DC equal to your Arcana 
check result + 5 will disable the trap. 

EYE OF ALARM 
Level: 2 
Time: 30 minutes 
Duration: 24 hours 
Cost: 1 committed healing surge 

You place intangible eyes within 10 squares of 
where you use this technique. Make an Arcana 
check. If the check result is 19 or lower, you place a 
single eye with normal vision; if the check result is 
20 or higher, you place three eyes with darkvision; 
and if the check result is 40 or higher, you place five 
eyes with darkvision and tremorsense 12. The eyes 
are nearly invisible, and require a Perception check 
with DC equal to 20 + your level to spot. They 
make Perception checks with your Perception 
modifier + 5, and make a loud warning sound of 

your choice if they spot an intruder. You, any 
number of present creatures, and any number of 
general categories of creatures (defined by obvious 
physical characteristics, creature type, species, or 
visible equipment) as non-intruders. If you move 
more than 20 squares from the closest eye, the 
effect ends. 

You can use a small silver-and-ruby eye worth 100 
gp as a focus component for this technique; if you 
do, the duration increases to “as long as the focus 
remains within 20 squares of any of the eyes” and 
the healing surge cost isn’t committed. 

PYROTECHNICS 
Level: 2 
Time: 1 minute 
Duration: 10 minutes 
Cost: 1 healing surge 

You conjure small explosions in the sky, in whatever 
color or shape you like. You can change the color 
and shape once per minute. The explosions are 
visible 1 mile away by day and 10 miles away at 
night. 

SEEK RUMORS 
Level: 2 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

You make an Arcana check, and use the check 
result – 5 as a Streetwise check to gather 
information, as rumors drift along the wind to your 
ears. The main advantage of this technique, 
however, is that you do not risk being seen asking 
questions and attracting attention in the 
community. 

DETECT SECRET DOORS 
Level: 3 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

Make an Arcana check, and use the check result as 
a bonus to a Perception check you make to find 
secret or hidden doors. Creatures that aid your 
Arcana check can’t also aid your Perception check. 

INNER ARCHIVE 
Level: 3 
Time: 1 minute 
Duration: Until dismissed 

CyberChronometer’s Techniques for 4E | CC BY 4.0



Cost: 1 committed healing surge per book or 3 
scrolls 

You can store written works—books, scrolls, and so 
forth—within an extra-dimensional space located 
inside of your mind. The physical texts vanish when 
this technique is used, and reappear either upon 
your death or when you spend 1 minute re-
summoning them. 

PROJECT REFLECTION 
Level: 3 
Time: 10 minutes 
Duration: Until discharged or dismissed 
Cost: 1 committed healing surge 

You create an illusion of yourself, which looks, 
smells, and sounds like you, but is intangible and 
cannot move more than 20 squares from where it 
was created. You can program the illusion with 
simple actions, to be taken in response to specific 
triggering circumstances. Your Arcana check result 
sets the Insight DC to recognize the illusion as fake, 
as well as how many actions you can program—a 
result of 19 or lower lets you program only a minor 
and a move action, a result of 20 or higher lets you 
program an additional standard action, a result of 
30 or higher also lets you program a second minor 
and move action, and a result of 40 or higher lets 
you also program a second standard action. A round 
after all the programmed actions are taken, the 
illusion disappears. 

ARCANE LOCK 
Level: 4 
Time: 1 minute 
Duration: Permanent 
Cost: 1 healing surge 

You magically seal a door, window, gate, portcullis, 
or similar barrier. You can designate up to ten 
specific individuals, allow a verbal password to 
ignore the seal, and/or give a visual description of a 
category of creatures that can ignore the seal. Your 
Arcana check + 5 sets the Thievery or Strength DC 
to open the door otherwise. 

DARK LIGHT 
Level: 4 
Time: 1 minute 
Duration: 1 day 
Cost: 1 healing surge 

You create a ball of shadow that floats with you as 
you walk, creating an area of dim light in a 6 square 
radius; it does not show colors, which appear in 

shades of gray. Only creatures in the area can see 
the ball or the light it creates. 

EAVESDROPPER’S FOIL 
Level: 4 
Time: 10 minutes 
Duration: 4 hours 
Cost: 1 healing surge 

You ward up to a close burst 3 around you against 
eavesdropping, giving a -10 penalty to Perception 
checks to listen in on communication within the 
area. The ward moves with you if you move. 

ENCHANT MAGIC ITEM 
Level: 4 
Time: 1 hour 
Duration: Instantaneous 
Cost: The item’s value (in residuum and/or magical 
materials) 

You turn a nonmagical item into a magic item of 
your level or lower. Alternatively, you can upgrade 
an existing magic item to a higher-level version of 
the same item, of your level or lower; in this case 
the cost is reduced by the value of the original item. 
You can also use this technique to resize a suit of 
magic armor at no cost. 

FAMILIAR MOUNT 
Level: 4 
Time: 10 minutes 
Duration: 10 hours 
Cost: 1 healing surge 

To use this technique, you must have a familiar in 
active mode. Your familiar grows to Large size, and 
you can ride it. If your familiar takes damage at 
least equal to 5 + one-half your level, or you choose 
to return it to passive mode, the technique ends 
immediately. 

KNOCK 
Level: 4 
Time: 10 minutes 
Duration: 10 minutes 
Cost: 2 healing surges 

Choose a locked door, chest, gate, or other closure. 
For every lock, bar, Arcane Lock, or other effect 
keeping it closed, make an Arcana check with a +5 
bonus, and use your Arcana check result as a 
Thievery check to open that closure. To open a 
closure that would be easy to open but you can’t 
access—for example, a door bolted or barred from 
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the inside—the DC is 20. Successfully opening an 
Arcane Lock with this technique dispels the Arcane 
Lock. Using this technique makes a loud ringing 
sound, likely catching the attention of all creatures 
in the general area. 

TRANSFER ENCHANTMENT 
Level: 4 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

You transfer all magical qualities—properties, 
powers, and enhancement bonuses—of an 
enchanted item into another object. The target 
must be the same type of item and occupy the same 
slot, and the enchantment moved must be valid for 
the receiving item (cloth-only armor properties 
cannot be added to chainmail or to a sword, for 
instance). Any previous enchantment on the 
receiving item is lost. 

HALLUCINATORY ITEM 
Level: 5 
Time: 10 minutes 
Duration: 24 hours 
Cost: 1 healing surge 

You create an immobile and intangible illusion of 
one inanimate object, which appears to be real. 
Your Arcana check result both sets the Insight 
check DC to recognize the illusion as fake when a 
creature sees the illusion, and the size limit of the 
object—a 19 or lower allows only a Small object, a 
20 or higher a Medium object, a 30 or higher a 
Large object, and a 30 or higher a Huge object. 

MAGIC CIRCLE 
Level: 5 
Time: 1 hour 
Duration: Until broken 
Cost: 1 healing surge 

You inscribe a circle on the ground, choose 
aberrant, elemental, fey, immortal, natural, shadow, 
or all, and make an Arcana check. If you choose all, 
the check is at a -5 penalty. A creature of the chosen 
origin whose level is lower than your Arcana check 
result minus 10 cannot pass through the circle or 
affect the circle itself or creatures on the other side 
of the boundary. Other creatures of the chosen type 
break the circle and take force damage equal to 
your Arcana check result if they cross the boundary. 
Creatures not of the chosen type can break the 
circle as a standard action. 

OBJECT READING 
Level: 5 
Time: 1 hour 
Duration: 5 minutes 
Cost: 1 healing surge 

Hold an object and view images from the object’s 
past of your choice—for example a sword’s last 
owner, the creature that forged it, and its most 
recent kill. Your Arcana check result determines the 
number of images you see—a 9 or lower shows one 
image, a 10 or higher two images, a 20 or higher 
three images, and a 30 or higher five images. 

PERILOUS DEMESNE 
Level: 5 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

Make an Arcana check, then choose from the 
following hazards with which to curse the area 
surrounding you. With a check result of 24 or less, 
choose three of the following hazards to scatter 
within 300 feet. 
✦ Pockets of non-flammable but unbreathable air 

underground. 
✦ Barriers of heavy brambles. 
✦ Continual drizzle of corrosive rain. 
✦ Swarms of flies and other insects. 
✦ Poisonous vines among the trees and brush. 
✦ Any snow in the area is blindingly reflective. 
✦ Any hillsides and slopes are prone to collapse. 
✦ Any ice sheets are thin and likely to collapse. 
✦ Any rifts and gullies are flooded. 
✦ Food and water in the area is tainted. 
✦ Sounds echo implausibly. 
✦ Paths shift while unobserved. 
✦ Will-o-wisp lights lead creatures into danger. 

With a check result of 25 or higher, you can choose 
up to four hazards, and may also choose from the 
following and scatter them within up to 1 mile. 
✦ Pockets of flammable gases underground. 
✦ Corrosive rain pours down. 
✦ Electromagnetic fluctuations disable many 

constructs. 
✦ Patches of slime dissolve organic materials. 
✦ Mushrooms emit poisonous spores if disturbed. 
✦ Creatures that die rise again as zombies. 
✦ Nightmares prevent rest. 
✦ Everburning flames dot the area. 

With a check result of 30 or higher, you can choose 
up to six hazards, and may also choose from the 
following and scatter them within 5 miles. 
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✦ Ceilings are unstable and collapse. 
✦ The ground shakes with constant tremors. 
✦ Lightning strikes the area randomly. 
✦ Plague is carried on the air. 
✦ Any pits in the area are bottomless. 

With a check result of 35 or higher, you can choose 
up to seven hazards, and may also choose from the 
following. 
✦ Geysers of scalding steam erupt periodically. 
✦ The whole area is consecrated or desecrated 

ground. 
✦ Other arcane magic does not function. 
✦ Creatures forget why they entered the area. 
✦ Creatures that die cannot be resurrected. 

If you keep this technique continuously active for a 
year and a day, the effect becomes permanent and 
you no longer need to commit a healing surge to it. 

DISENCHANT MAGIC ITEM 
Level: 6 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

You disintegrate a non-artifact magic item of your 
level or lower into residuum dust, worth one-fifth of 
the item’s gold piece value. 

PHANTOM STEED 
Level: 6 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You conjure up to eight Large horse-like creatures of 
mist, which can be ridden by any character you 
designate. The steeds cannot do anything other 
than serve as mounts, share their riders’ defense 
scores, and are immune to all effects except 
damage, but any damage destroys them instantly. 
When a steed is destroyed, its rider descends safely 
to the ground and lands on their feet. Your Arcana 
check result determines the steeds’ speed and 
special abilities—a 19 or lower gives steeds with a 
speed of 10, a 20 or higher gives steeds with a steed 
of 12 that can ignore difficult terrain, a 30 or higher 
increases the speed to 15 and lets the steeds move 
on water as if it were solid, and a 40 or higher 
increases the speed to 20 and lets the steeds fly up 
to 10 squares above the ground. 

SECRET CHEST 
Level: 6 
Time: 10 minutes 

Duration: Until dismissed 
Cost: 1 healing surge, focus (a chest) worth at least 
200 gp 

You can banish the focus into an extradimensional 
space, along with all its contents. You can dismiss 
this technique by spending a further 10 minutes (at 
no cost); when you do, the chest reappears 
wherever you are. 

SENDING 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You send a message of up to 25 words to a person 
you know; they receive the message mentally and 
can respond likewise. The DC of the Arcana check 
is determined by the distance to the target. A 
creature within 10 miles automatically receives the 
message, a creature within 100 miles can be 
reached with a DC 10 Arcana check, a creature 
within 500 miles requires a DC 20 Arcana check, a 
creature within 1,000 miles requires a DC 30 
Arcana check, and a further-distant creature, 
including one on a different plane of existence, 
requires a DC 40 Arcana check. 

SHRINK 
Level: 6 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You shrink an object you touch; the minimum size 
it can be reduced to is determined by your Arcana 
check result. A result of 9 or less can shrink it to 
only 75% of its true size, a 10 or higher to half its 
true size, a 20 or higher to one-fourth its true size, 
and a 30 or higher to one-tenth its true size (in each 
dimension). 

ABJURE SCRYING 
Level: 7 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

Creatures take a -10 penalty to Arcana and Religion 
checks to use techniques to gather information 
about you, and those techniques’ costs are increased 
by 1 healing surge. 
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ANALYZE PORTAL 
Level: 8 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

Choose an active permanent portal you can see and 
make an Arcana check. You learn the name and 
general location of the portal’s destination. 
Additionally, if your Arcana check result is at least 
30, you learn the origin, type, and keywords of the 
last creature to use the portal; and if your check 
result is at least 30 + one-half the portal’s creator’s 
level, you learn that creature’s identity. (If the portal 
wasn’t created by a creature, you instead learn what 
event created it.) 

HALLUCINATORY TERRAIN 
Level: 8 
Time: 10 minutes 
Duration: 24 hours 
Cost: 1 healing surge 

You create the illusion of an area of natural terrain 
up to 20 by 20 squares in size, including visual, 
auditory, and olfactory elements. Structures, 
equipment, and creatures cannot be changed this 
way. (For example, an open field could appear as a 
lake, but the tower standing in that open field 
would still be there in the lake.) Your Arcana check 
result + 10 sets the Insight DC to recognize the 
illusion as fake. 

LINKED PORTAL 
Level: 8 
Time: 10 minutes 
Duration: Special 
Cost: 1 or 2 healing surges 

Draw a 10-foot-diameter circle on the ground and 
choose a permanent teleportation circle which you 
know the sigil sequence for anywhere on the same 
plane, then open a portal to that circle. While the 
portal is open, any creature on the origin end who 
steps through appears instantly at the destination 
along with anything they’re carrying, holding, or 
wearing. The other side of the portal is hazily visible 
through the portal, up to 12 squares away. When 
you open the portal, make an Arcana check; if your 
result is a 19 or lower, the portal remains open only 
1 round, if a 20-39 for three rounds, and if a 40 or 
higher for five rounds. When you learn this 
technique, the DM will tell you two sigil sequences; 
you can learn others by examining permanent 
teleportation circles carefully. 

This technique costs 1 healing surge if you use an 
existing permanent teleportation circle as the 
origin, and 2 healing surges otherwise. 

SHADOW BRIDGE 
Level: 8 
Time: 5 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You make a bridge of solid shadow, which must be 
connected to a solid surface at both ends. The 
maximum length of the bridge is squares is your 
Arcana check result, and the maximum width is 1 
square per 10 points of your Arcana check result. 

WIZARD’S SIGHT 
Level: 8 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge, focus (crystal ball) worth at 
least 200 gp 

Choose a square within 20 squares of you, ignoring 
line of sight and effect. You can see and hear as if 
you were standing in that square and had 
darkvision, and can use the Perception skill 
normally with those senses. The sensor lasts 1 
round per 10 points of your Arcana check result. 
The sensor’s nearly invisible, but a Perception 
check with DC 10 + your level will detect the 
telltale shimmer in the air. 

MAGIC MAP 
Level: 9 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge, foci (crystal plumb-bob worth 
at least 100 gp, map of a region no larger than 50 
miles by 50 miles) 

This technique can detect any of the following 
targets of your choice—a creature that you’ve taken 
some personal possession or body part from, the 
most valuable hoard in the area, a named type of 
object, or a specific object you’ve seen before. So 
long as you hold the plumb-bob suspended above 
the map, if the target is in the area depicted, the 
plumb-bob points to their location on the map, 
following their movement if applicable. The 
accuracy of this technique is limited by the 
accuracy of the map, and the maximum duration is 
limited by your Arcana check result—a 19 or lower 
gives 1 round of duration, a 20-29 ten rounds, a 
30-39 ten minutes, and a 40 or higher an hour. 
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AURA MIMIC 
Level: 10 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can falsify an aura of magic on yourself or 
another creature. Creatures who attempt to sense 
the presence of magic on the target see the result 
(presence or absence and power source) of your 
choice unless their Arcana check exceeds your 
Arcana check result + 5. Additionally, if they further 
attempt to identify the magical effect, you can make 
it appear as any desired effect, including replicating 
specific powers and techniques, and even 
mimicking another creature’s signature spellcasting 
style, if you are familiar with it. 

CHAINS OF FORCE 
Level: 10 
Time: 5 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You bind a helpless creature within 5 squares in 
chains of arcane force. The DC to escape the chains 
equals your Arcana check result + 5, and a target of 
your level or lower can’t teleport while chained. 

FEARSCAPE 
Level: 10 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

You create an illusion of a nightmarish, ruined 
version of the world around you in a close burst 10. 
Additionally, the illusion depicts any creatures in 
the area as dangerous; whenever a creature 
encounters a new creature in the area, it views that 
creature as hostile. 

DARKVAULT 
Level: 11 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You ward a close burst 6 with persistent darkness. 
Nonmagical light sources, and magical light sources 
with level lower than yours, cannot illuminate the 
area; sunlight, moonlight, and similar celestial light 
sources still function normally. 

You can use a small onyx orb worth 1,000 gp as a 
focus component for this technique; if you do, the 
duration increases to “as long as the focus remains 
within 20 squares of the area” and the healing 
surge cost isn’t committed. 

DREAM CONCORDANCE 
Level: 11 
Time: 5 minutes 
Duration: One rest 
Cost: 1 healing surge 

You and up to six unconscious creatures enter a 
shared dreamscape, jointly derived from the 
contents of your subconscious minds. Creatures 
that lurk in dreams, forgotten memories, and 
similar such targets may be found there; 
alternatively, it provides a place to converse safe 
from magical eavesdropping. The exact details of 
the dreamscape are at the DM’s discretion. 

Living creatures with 0 or fewer hit points manifest 
in the dreamscape with 1 hit point each; otherwise, 
creatures maintain their waking statistics. 
Resources spent in the dream—other than magic 
items and consumables—are also expended in 
reality. Damage taken in the dream is converted to 
psychic damage and then taken in reality; healing 
in the dream also heals the real creature. Being 
reduced to 0 hit points in the dream ejects you from 
the dreamscape, but leaves you stable and 
unconscious. 

Creatures participating in the dreamscape gain no 
other benefits from the rest. 

MAGE’S DECREE 
Level: 11 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You send a message of up to 25 words to every 
nearby creature; they receive the message mentally 
but cannot respond. You can choose the radius of 
the effect, but the maximum possible radius is your 
Arcana check result in miles. Additionally, you can 
restrict the message by some criterion, which must 
be objectively determinable by instantaneous visual 
observation. 

INSTANT SUMMONS 
Level: 12 
Time: 1 hour 
Duration: Until discharged 
Cost: 1 committed healing surge 
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You attune a weapon, implement, or shield to 
yourself. At any point in the future, you can teleport 
that object into your hands as a minor action, 
discharging this technique. 

HALLUCINATORY CREATURE 
Level: 12 
Time: 10 minutes 
Duration: 24 hours 
Cost: 1 healing surge 

You create the illusion of a single creature, which 
looks, smells, and sounds like the creature in 
question, but is intangible and cannot move more 
than 20 squares from where it was created. You can 
program the illusion with simple actions, to be 
taken either in a loop or in response to specific 
triggering circumstances. Your Arcana check result 
sets the Insight DC to recognize the illusion as fake, 
as well as how many actions you can program—a 
result of 19 or lower lets you program only a minor 
and a move action, a result of 20 or higher lets you 
program an additional standard action, a result of 
30 or higher also lets you program a second minor 
and move action, and a result of 40 or higher lets 
you also program a second standard action. 

PASSWALL 
Level: 12 
Time: 10 minutes 
Duration: 1 minute 
Cost: 1 healing surge 

You create a passage through any solid material, 
one square wide and one square high. The passage 
can be up to one square deep per 5 points of your 
Arcana check result. A creature in the passage when 
it closes takes 5d10 damage and is ejected out the 
nearest end of the passage. 

SEEMING 
Level: 12 
Time: 10 minutes 
Duration: Until dismissed (see text) 
Cost: 1 committed healing surge 

You create magical disguises for yourself and up to 
eight of your allies. You can disguise yourselves as 
any nonspecific humanoid creatures of the same 
size category. Your Arcana check result sets the DC 
to recognize the illusion by sight (or sound, if 
applicable); the illusion is intangible, and so any 
discrepancies will immediately be noticed by feel. 
Any ally that moves more than 5 squares away from 
you is no longer disguised. 

SHADOW WALK 
Level: 12 
Time: 1 hour 
Duration: 8 hours 
Cost: 1 healing surge 

You and your allies flicker between the natural 
world and the Shadowfell, exploiting distance 
distortions to travel five times as fast overland 
outside of combat. 

SUMMONER’S PORTAL 
Level: 12 
Time: 10 minutes 
Duration: Special 
Cost: 1 or 2 healing surges 

Draw a 10-foot-diameter circle on the ground and 
choose a permanent teleportation circle which you 
know the sigil sequence for anywhere on the same 
plane, then open a portal from that circle to your 
location. While the portal is open, any creature on 
the origin end who steps through appears instantly 
at the destination along with anything they’re 
carrying, holding, or wearing. Your side of the 
portal is hazily visible through other side, up to 12 
squares away. When you open the portal, make an 
Arcana check; if your result is a 19 or lower, the 
portal remains open only 1 round, if a 20-39 for 
three rounds, and if a 40 or higher for five rounds. 

This technique costs 1 healing surge if you use an 
existing permanent teleportation circle as the 
destination, and 2 healing surges otherwise. 

ARCANE ANALYSIS 
Level: 13 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You have a passive Arcana score of 15 + your 
Arcana check modifier, and automatically sense the 
presence of magic and identify magical phenomena 
if the DC required to identify them would be less 
than your passive Arcana. 

EMBROIDERED HOARD 
Level: 13 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge and a focus (10 
foot square of finest cloth worth at least 1,000 gp) 
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All nonliving, non-artifact material in a 10 foot 
cube on top of the cloth, regardless of mass, is 
transmuted into an embroidered picture on the 
cloth. The cloth itself retains its normal weight and 
dimensions. The cloth can be unrolled as a move 
action, and once that has been done the material 
restored to its original form as a standard action, 
ending the technique’s effects. 

EYE OF WARNING 
Level: 14 
Time: 30 minutes 
Duration: 24 hours 
Cost: 1 committed healing surge 

As Eye of Alarm, except as follows. The eye 
automatically detects any other scrying sensor 
within 10 squares, treating it as an intruder. 
Additionally, it attempts to destroy such scrying 
sensors; each round, the owner of the scrying 
sensor may make an Arcana check with DC 20 + 
your level to delay such destruction for a round. 
The optional focus component must be made of 
gold and ruby, and worth at least 1,600 gp, if used. 

NECROMANCER’S PORTAL 
Level: 14 
Time: 1 hour 
Duration: Special 
Cost: 1 or 2 healing surges and part of a corpse 

This technique functions as Linked Portal, except as 
above and that instead of a permanent teleportation 
circle, the destination is the location of the rest of 
the corpse used as a focus object. 

TELEPATHIC BOND 
Level: 14 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge 

You and up to eight allies can communicate 
telepathically, regardless of language, distance, or 
plane of existence. The duration of this technique is 
determined by your Arcana check result—a 9 or 
lower bonds you for 10 minutes, a 10-19 for 30 
minutes, a 20-29 for one hour, a 30-39 for three 
hours, and a 40 or higher for eight hours. 

VIEW LOCATION 
Level: 14 
Time: 1 hour 
Duration: Special 

Cost: 1 healing surge and a focus (crystal ball or 
mirror) worth at least 1,000 gp 

Choose a location on the same plane you’ve 
previously visited, which must be in the same place 
and roughly the same structure as last time you 
visited. You can see and hear as if you were 
standing in that location and had darkvision, and 
can use the Perception skill normally with those 
senses. The sensor lasts 1 round per 10 points of 
your Arcana check result. The sensor’s nearly 
invisible, but a Perception check with DC 10 + your 
level will detect the telltale shimmer in the air. 

CONTINGENT 
DISENCHANTMENT 
Level: 15 
Time: 1 hour 
Duration: Until discharged 
Cost: 1 healing surge 

This functions exactly as Disenchant Magic Item, 
but you choose any number of creatures when you 
use the technique, and the item is not disenchanted 
until any creature not chosen has the item in their 
possession for 1 hour continuously. Your Arcana 
check result sets the Arcana or Perception DC to 
recognize the trap, and your result + 5 sets the 
Arcana or Thievery DC to disable it. 

GOLDEN-TOUCH CUNNING 
Level: 15 
Time: 1 minute 
Duration: Instantaneous 
Cost: The item’s value (in reagents) 

This functions exactly as Alchemical Synthesis, but 
you require no equipment or laboratory, and you 
only require 1 minute instead of the normal time 
required to compound the alchemical item. 

TELEPORTATION CIRCLE 
Level: 15 
Time: 8 hours 
Duration: Special 
Cost: 4 healing surges plus 1 committed healing 
surge plus magical reagents worth 4,000 gp 

You create a teleportation circle, which can be used 
as the destination for Linked Portal and similar 
techniques by creatures that know its sigil 
sequence. If you keep this technique continuously 
active for a year and a day, the effect becomes 
permanent and you no longer need to commit a 
healing surge to it. 
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TRAITOR’S PORTAL 
Level: 15 
Time: 10 minutes 
Duration: Special 
Cost: 1 or 2 healing surges 

This functions exactly as Linked Portal, except 
instead of the portal displaying the destination it 
displays any scene you desire. If you are at least 
25th level, you may have this technique function as 
Planar Portal instead of Linked Portal. 

GREATER SENDING 
Level: 16 
Time: 10 minutes 
Duration: Special 
Cost: 2 healing surges 

This functions exactly as Sending, except instead of 
making an Arcana check you treat your check result 
as a 40. 

PRIVATE SANCTUM 
Level: 16 
Time: 1 hour 
Duration: Until dismissed 
Cost: 3 healing surges plus 1 committed healing 
surge 

You ward an area centered on you, preventing 
magical and nonmagical observation of the area. 
Examining the area from the outside reveals only 
darkness and silence. Any technique that would 
scry on or detect the contents of the area fails, but 
no components or healing surges are expended. A 
creature higher-level than you ignores this effect. 
The size of the area is determined by your Arcana 
check result—with a result of 9 or lower it’s a close 
burst 1, a 10-19 gives a close burst 3, a 20-29 gives 
a close burst 5, a 30-39 gives a close burst 8, and a 
40 or higher gives a close burst 12. If you keep this 
technique continuously active for a year and a day, 
the effect becomes permanent and you no longer 
need to commit a healing surge to it. 

STASIS SHELL 
Level: 16 
Time: 1 hour 
Duration: Until the target is moved more than 5 
squares in a round 
Cost: 2 healing surges 

You seal a nonliving object in a thin later of 
quintessence, preventing it from being affected by 
the passage of time. 

DEMAND 
Level: 17 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

This functions exactly as Sending, but you can also 
use your Arcana check result + 5 in place of any 
Bluff, Diplomacy, or Intimidate checks made as 
part of the message. 

GUARDS AND WARDS 
Level: 18 
Time: 1 hour 
Duration: Until dismissed 
Cost: 4 healing surges plus 1 committed healing 
surge 

You establish a multi-layered enchanted defense 
across an area you own or inhabit that’s no larger 
than 30 squares by 30 squares by 20 squares. The 
area is filled with dense fog and heavily obscured; 
you and any creature you invite into the area can 
see as if the fog was not there. (You can revoke an 
invitation at any time.) Anything in the area that 
could be Arcane Locked is. Additionally, you can 
create up to one Hallucinatory Item in the area per 
5 points of your Arcana check result. Use that result 
to determine the properties of the Arcane Lock and 
Hallucinatory Item effects as well. If you keep this 
technique continuously active for a year and a day, 
the effect becomes permanent and you no longer 
need to commit a healing surge to it. 

PLANAR PORTAL 
Level: 18 
Time: 10 minutes 
Duration: Special 
Cost: 1 or 2 healing surges 

This technique is identical to Linked Portal, except 
as above and that it may be used to travel to other 
planes of existence. When you learn this technique, 
you learn the sigil sequences of two common 
extraplanar locations. 

VIEW OBJECT 
Level: 18 
Time: 1 hour 
Duration: Special 
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Cost: 1 healing surge and a focus (crystal ball or 
mirror) worth at least 5,000 gp 

Unambiguously describe a specific object of up to 
Large size. (“My father’s broadsword” is 
unambiguous, as is “the nearest gold coin,” but not 
“the most powerful magic item nearby.”) You can 
see and hear as if you were standing in that object’s 
location and had darkvision, and can use the 
Perception skill normally with those senses. The 
sensor lasts 1 round per 10 points of your Arcana 
check result. The sensor’s nearly invisible, but a 
Perception check with DC 10 + your level will 
detect the telltale shimmer in the air. This 
technique doesn’t tell you where the item is, but 
you may be able to figure it out via context clues. 
Additionally, it fails (and the healing surge is not 
expended) if the object is on another plane or 
doesn’t exist. 

ANTIMAGIC FIELD 
Level: 19 
Time: 1 hour 
Duration: Until dismissed 
Cost: 4 healing surges plus 1 committed healing 
surge plus magical reagents worth 4,000 gp 

You ward an area centered on you, interfering with 
magical effects in the area. Choose arcane and 
Arcana; divine and Religion; primal and Nature; 
psionic and Arcana; or shadow and Religion. 
Powers of the chosen source and techniques 
associated with the chosen skill cannot be used in 
the area. A creature higher-level than you ignores 
this effect. The size of the area is determined by 
your Arcana check result—with a result of 9 or 
lower it’s a close burst 1, a 10-19 gives a close burst 
3, a 20-29 gives a close burst 5, a 30-39 gives a 
close burst 8, and a 40 or higher gives a close burst 
12. If you keep this technique continuously active 
for a year and a day, the effect becomes permanent 
and you no longer need to commit a healing surge 
to it. 

FORBIDDANCE 
Level: 20 
Time: 30 minutes 
Duration: Until dismissed 
Cost: 4 healing surges plus 1 committed healing 
surge plus magical reagents worth 5,000 gp 

You ward an area centered on you, preventing 
scrying and teleportation into the area. Any 
technique that would scry or teleport creatures into 
the area fails, but no components or healing surges 
are expended. A creature higher-level than you 

ignores this effect. The size of the area is 
determined by your Arcana check result—with a 
result of 9 or lower it’s a close burst 1, a 10-19 gives 
a close burst 3, a 20-29 gives a close burst 5, a 
30-39 gives a close burst 8, and a 40 or higher gives 
a close burst 12. If you keep this technique 
continuously active for a year and a day, the effect 
becomes permanent and you no longer need to 
commit a healing surge to it. 

OVERLAND FLIGHT 
Level: 20 
Time: 30 minutes 
Duration: 10 hours 
Cost: 1 healing surge 

You and all your allies within 5 squares gain 
overland flight 20, allowing you to fly at a rate of 10 
miles per hour if not taking any other actions. If you 
attempt to take any action other than flying, you 
crash. 

TRACE SCRYING 
Level: 20 
Time: 30 minutes 
Duration: Until dismissed or discharged 
Cost: 1 committed healing surge 

When a scrying sensor perceives you, you 
immediately become aware of it, and can choose to 
either attempt to destroy or trace the scrying sensor. 
If you attempt to destroy the scrying sensor, the 
scrying effect immediately ends unless the creator 
of the sensor is high level than you. If you trace the 
scrying sensor, make an Arcana check with a –10 
penalty, and observe the creature that created the 
sensor for 1 round per 5 points of your check result. 

AGE RESISTANCE 
Level: 21 
Time: 1 week 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You suffer none of the negative effects of aging until 
the point where you actually die of old age. You can 
choose whether or not you appear to age. 

CREATE DEMIPLANE 
Level: 21 
Time: 8 hours 
Duration: Until dismissed 
Cost: 1 committed healing surge and 25,000 gp (in 
residuum only) 
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You create a small, finite pocket plane. The plane is 
flat and featureless, filled with your choice of air or 
water; its boundaries can appear as a simple 
material (earth, stone, wood, etc.) or as mist or 
featureless void. You can also choose whether the 
plane is lit or dark. The size of the plane is 
determined by your Arcana check result—a 24 or 
lower creates a plane 5 squares in each dimension, 
a 25 or higher creates a plane 7 squares in each 
dimension, a 35 or higher creates a plane 10 
squares in each dimension, and a 45 or higher 
creates a plane 20 squares in each dimension. The 
plane also contains a permanent teleportation 
circle, allowing access through the Linked Portal 
technique. If you use the technique multiple times, 
you can decide whether the demiplanes are 
connected or separate. If you keep this technique 
continuously active for a year and a day, the effect 
becomes permanent and you no longer need to 
commit a healing surge to it. 

FATE BLANK 
Level: 22 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

Choose a willing and present target creature, 
potentially yourself. Techniques that would gather 
information about the target fail unless used by a 
creature higher level than you. Techniques that 
would do so indirectly (gathering information about 
an area the target is in, for example) gain 
information as if the target were not present. 

OBSERVE CREATURE 
Level: 24 
Time: 1 hour 
Duration: Special 
Cost: 1 healing surge and a focus (crystal ball or 
mirror) worth at least 10,000 gp 

This technique is identical to View Object, except 
as above and that you unambiguously describe a 
creature instead of an object. 

RESPLENDENT 
CONSTRUCTION 
Level: 25 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge and a focus 
(crystal cornerstone) worth at least 20,000 gp 

You rapidly conjure an opulent, towering structure 
you envision on an empty plot of land, up to 60 
squares on a side and one story tall per 5 points of 
your Arcana check result. The building has 
mundane furniture as needed, is protected by as 
many Eye of Warning effects as necessary, has eight 
Unseen Servants per floor, and can summon food 
and other necessities to host up to 25 creatures per 
floor in utmost luxury. 

SOUL GEM 
Level: 25 
Time: 1 hour 
Duration: Until dismissed 
Cost: 4 healing surges and a focus (black sapphire) 
worth at least 25,000 gp 

You trap the soul of a creature that died in the last 8 
hours into the focus object, preventing it from being 
returned to life without the use of the focus. The 
focus can hold only one soul at a time, but can be 
reused after the soul is freed. 

AUGMENT DEMIPLANE 
Level: 26 
Time: 1 hour 
Duration: Instantaneous 
Cost: 50,000 gp (in residuum only) 

You modify a demiplane you’ve created to have 
additional magical properties. Many of the various 
options associated with this technique require 
training in specific other skills or a minimum level; 
other creatures assisting you in the technique can 
provide the relevant skill trainings. 
✦ Self-contained—the demiplane loops back to 

itself at some or all points along its boundaries. 
✦ Structured—the demiplane has a physical 

structure of your choice; perhaps it is a giant 
tree, a floating castle, a mountain, or so on. 

✦ (Nature): Bountiful ecology—the demiplane is 
full of plant or fungal life, entirely self-sustaining 
and capable of supporting one Medium creature 
per four squares of demiplane indefinitely. 

✦ (Nature): Seasonal time—the demiplane has a 
day/night and seasonal cycle, which you can 
customize as desired. 

✦ (Religion): Subjective gravity—each creature 
chooses how gravity affects them on the 
demiplane, much like the Astral Sea. 

✦ (30th level): Deadly—creatures on the demiplane 
must make an Endurance check every minute or 
lose a healing surge, or hit points equal to their 
healing surge value if they have no healing 
surges remaining. You choose the specific form 
the danger takes. 
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✦ (30th level): Morphic—the demiplane can be 
influenced by mortal will as if it were a 
permanently stabilized area in the Elemental 
Chaos. 

✦ (30th level): Temporal distortion—time passes 
twice or half as fast in the demiplane. 

✦ (30th level, Heal): Restorative—a creature taking 
a short rest in the demiplane can regain all hit 
points by spending a single healing surge. 

TRUENAME TAP 
Level: 26 
Time: 8 hours 
Duration: Until dismissed 
Cost: 2 healing surges 

Whenever anyone uses a technique to gain 
information about you, you also gain a copy of the 
same information, and learn which creature used 
the technique; then you lose a healing surge. If you 
have no healing surges to lose, the technique ends. 

IMPRISONMENT 
Level: 28 
Time: 1 hour 
Duration: Permanent 
Cost: 5 healing surges 

You create a demiplane and seal a willing or 
helpless creature within, which must be present 
(and willing or helpless) for the entire hour. The 
creature is in suspended animation, and cannot be 
detected by any magic used by a creature lower-
level than yourself. You must set one or more 
conditions under which the creature will be 
released; additionally, you can spend an hour 
performing a ritual that will release the creature. 
When the creature is released, it appears in the 
closest available location to where it was 
imprisoned, as if no time had passed. 

TRUE PORTAL 
Level: 28 
Time: 10 minutes 
Duration: Special 
Cost: 2 healing surges 

This technique functions as Linked Portal, except 
you don’t need a teleportation circle at the 
destination. You must simply describe your 
intended destination clearly, unambiguously, and 
with reference only to fixed locations and static 
references; you can’t teleport to the location of a 
specific creature or object, but you could teleport to 
“the nearest temple.” Additionally, there is no cost 

reduction for using a permanent teleportation 
circle as the origin. 

RAISE LAND 
Level: 30 
Time: 1 hour 
Duration: Until dismissed 
Cost: 4 healing surges plus 1 committed healing 
surge 

You raise the ground in an area around you into the 
sky. Your Arcana check result sets the limit on the 
radius of land lifted and the height to which it can 
be raised; the depth of land affected is half the 
radius. A check result of 24 or lower lets you raise 
up to a 20-square radius, of 25 or higher a 200-
square radius, of 30 or higher a 1-mile radius, and 
of 40 or higher up to a 10-mile radius. If you keep 
this technique continuously active for a year and a 
day, the effect becomes permanent and you no 
longer need to commit a healing surge to it. 

ATHLETICS (STR) 
MAKE WHOLE 
Level: 1 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 20% of the target’s value 

Through surpassing skill, you swiftly and 
completely repair a single object that can fit entirely 
within a 10-foot cube.  

MASTER ARTISAN 
Level: 1 
Time: 1 hour 
Duration: Instantaneous 
Cost: The item’s value (in scrap) 

You rapidly create a nonmagical weapon, suit of 
armor, or piece of adventuring gear. 

MIGHTY LEAP 
Level: 1 
Time: 1 minute 
Duration: 1 round 
Cost: 1 healing surge 

You carefully prepare yourself, gauging angles and 
distances, then jump with the grace of a striking 
hawk. Divide your Athletics check result by 2 
instead of 5 or 10 to determine the number of feet 
(for a high jump) or squares (for a long jump) you 
clear. 
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OX MEDITATION 
Level: 2 
Time: 10 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

Make an Athletics check. You increase your 
carrying capacity by an amount determined by your 
Athletics check result—a 9 or lower increases your 
normal load by 250 pounds, a 10 or higher 
increases it by 500 pounds, a 25 or higher increases 
it by 1000 pounds, and a 40 or higher increases it 
by 2000 pounds. As usual, your heavy load 
increases by twice this amount and your maximum 
drag load increases by five times this amount. As a 
specific exception to the normal stacking rules, 
multiple uses of this technique can be combined 
and the load increases add. 

FORGE ARMS AND ARMOR 
Level: 4 
Time: 8 hours 
Duration: Instantaneous 
Cost: The item’s value (see text) 

You construct a magic weapon or magic armor of 
your level or lower. Alternatively, you can upgrade 
an existing magic weapon or magic armor to a 
higher-level version of the same item; in this case 
the cost is reduced by the value of the original item. 
You can also use this technique to resize a suit of 
magic armor at no cost. 

The components you can use for this technique 
depend on what other skills you’re trained in. A 
character trained in Arcana can use generic magical 
materials and/or residuum, supplying the precise 
details of the enchantment via their own skill. A 
character trained in Religion must use at least one 
holy relic—a saint’s hair or the like—but can make 
up the rest of the cost in residuum and magical 
materials. Without the use of either of those skills, a 
special material appropriate to the weapon must 
make up at least some of the components—
quenching a flaming sword in red dragon blood, 
perhaps—though residuum and materials that have 
a natural affinity for magic can be used in addition. 

UNCANNY MIGHT 
Level: 5 
Time: 5 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You call upon hidden reserves, allowing you to take 
10 on Strength checks to move or break objects or 
terrain. 

SEA DOG’S INTUITION 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

While aboard a ship, you have an intuitive sense of 
the locations and natures of static underwater 
hazards within five miles. 

SEAMLESS JOINING 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You join two nonliving objects together 
permanently, and as smoothly and unnoticeably as 
possible. If the two objects could fit together 
naturally—two blocks of stone, two planks of wood, 
the hilt and blade of a broken sword—the join is 
perfectly seamless. 

FIRST ASCENT 
Level: 8 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

You can identify handholds, pointing out the best 
routes. Your allies climbing up the same path after 
you get a +5 power bonus to Athletics checks to 
climb. 

ENHANCE VESSEL 
Level: 10 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You soup-up a vehicle, giving it a +2 bonus to speed 
and all defenses. If the vehicle is used for more than 
an hour without you on board to make continuous 
tuning and tweaks, the effect ends. 

RACING HARE METHOD 
Level: 10 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 
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Your out-of-combat overland speed is tripled. 
During combat, you cannot give this technique the 
focus it requires, and you slow to your normal speed 
until the end of combat. 

ENHANCED DURABILITY 
Level: 12 
Time: 1 hour 
Duration: Instantaneous 
Cost: 10% of the target’s value 

You can reinforce a Huge or smaller inanimate 
object, increasing the DC of Strength checks to 
destroy it by +10 and giving it resist 10 to all 
damage. Blades enhanced this way do not dull, and 
an inscription in stone will not be eroded by a 
century of harsh weather. 

If you are at least 21st level, ignore the size limit. 

INSPIRING CAPTAINCY 
Level: 12 
Time: 1 week or 1 month 
Duration: Instantaneous 
Cost: 250 gp (in sailing gear and supplies) 

You can train even the least competent landlubbers 
to keep the sea in their hearts. In one week, you can 
train any willing group into a seaworthy band; in 
one month, you can train competent sailors to a 
level of efficiency where they can sail a ship with a 
skeleton crew as well as if it were fully crewed. Both 
modes can be used in sequence, training 
landlocked farmers into a highly efficient crew with 
five weeks and 500 gp. Any crew that willingly 
undertakes such a regimen is also instilled with 
loyalty; they will not plot mutiny against you except 
in extraordinary circumstances, and even then at 
least one of them will warn you in advance. 

DECK-STRIDER 
Level: 14 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

While aboard a ship (including airships, 
spelljammers, and similar exotic vessels) you can 
move across its deck and rigging without risk of 
falling, regardless of the environmental conditions 
or even if the ship is under attack. You can commit 
an additional healing surge, if you are the captain of 
the ship, to share the benefits with your crew. 

ACE PILOT 
Level: 15 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You personally count as a number of crew up to half 
your level when driving or piloting a vehicle. 

GUIDE THE PACK 
Level: 16 
Time: 5 minutes 
Duration: 8 hours 
Cost: 2 healing surges 

This technique functions as Racing Hare Method, 
except as above and that it increases the speed of an 
entire group you lead. 

MASON’S HAND 
Level: 16 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge per 5 foot cube 

Your surpassing strength allows you to carve stone 
with your bare hands. An Athletics check result of 
19 or less simply breaks stone to rubble; of 20 or 
higher can quarry out stone blocks suitable for 
construction or make simple but functional pottery; 
and of 30 or higher can make sculpture of 
remarkable quality. 

CROSSING THE SHROUDS 
Level: 18 
Time: 1 day (see text) 
Duration: Instantaneous 
Cost: None 

Your navigational excellence surpasses even the 
boundaries of reality, letting you sail between any 
planes with seas. Crossing the planar boundary 
itself takes a day and a night of harrowing sailing 
through soul-chilling miasma, too thick to see the 
mainmast from the bow, but some more mundane 
sailing may be required to traverse from the desired 
origin and destination ports to a location where the 
planar boundaries are sufficiently thin, at the DM’s 
discretion. 

ARTISAN’S FORESIGHT 
Level: 20 
Time: Any amount of time (see text) 
Duration: Until discharged 
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Cost: Any amount of materials (see text) plus 1 
committed healing surge 

You can spend time and resources working on an 
unspecified “secret project.” As a standard action 
outside of combat, you can reveal the results of your 
project, instantly and retroactively crafting any 
object you could construct using any combination 
of techniques you know and the time and resources 
invested. Any excess materials beyond what is 
needed turn up in your workshop or equivalent; 
any excess time is lost. The object is either on your 
person, or left anywhere out of sight that you’ve 
been since using the technique, as desired. 

DESTINED DELIVERY 
Level: 21 
Time: 1 hour 
Duration: As long as necessary 
Cost: 1 healing surge 

As you craft an object, you can also forge its fate, 
binding it to a uniquely specified individual. By 
some means, at some point, the object will be 
destined to end up in the hands of that individual, 
though you cannot control any of the details. As 
with all effects that interact with Fate, sufficiently 
determined heroic or anti-heroic action can disrupt 
this destiny. 

MOUNTAIN-CROSSING LEAP 
Level: 21 
Time: 5 minutes 
Duration: Up to 5 minutes 
Cost: 1 healing surge 

You jump up to 50 miles (horizontally; half that 
distance vertically) in a single bound, landing 
harmlessly in precisely the desired location, about 1 
minute later per 10 miles leapt. 

RESISTANT PREPARATION 
Level: 21 
Time: 1 hour 
Duration: Instantaneous 
Cost: 10% of the target’s value 

You can reinforce a Huge or smaller inanimate 
object, making it almost completely immune to 
magical and supernatural effects that would change 
its form. A magical effect continually applied for a 
week will overcome this protection. 

MIRACULOUS PATH 
Level: 24 

Time: Special 
Duration: Special 
Cost: 2 committed healing surges 

If you have a destination to reach and a specific 
deadline to beat, you can use this technique to 
make it there on time, no matter what. You may 
have to go to extraordinary lengths to do so, and 
may have a truly implausible sequence of 
coincidences if necessary to make such a journey 
possible, but you are never late. 

PERMANENCY 
Level: 30 
Time: Special 
Duration: Permanent 
Cost: An additional 200% of the target’s value 

Use this technique as part of creating an object to 
make it last eternally; it takes as long to use as the 
process of creation. A lantern you make will burn 
forever, a horse you shoe will never need to be shod 
again, and a castle you architect will stand until 
siege engines bring it down. Direct attacks against 
the object, or massive environmental destruction, 
are the only things that can overcome this 
permanency. Furthermore, any object you create 
this way is instantly recognizable as your work. 

UNSTOPPABLE THEWS 
Level: 30 
Time: 10 minutes 
Duration: 1 or more rounds 
Cost: 1 healing surge per round 

Your carrying capacity becomes limitless; any 
amount of weight is treated as a normal load for 
you. 

BLUFF (CHA) 
GLIBNESS 
Level: 1 
Time: 1 minute 
Duration: 10 minutes or until you roll initiative 
Cost: 1 healing surge 

You assemble a framework of fabrications in your 
mind, sprinkling in enough truth to make 
everything plausible. By focusing on this 
framework, you can keep your lies consistent, 
preventing you from being easily caught out; while 
the duration lasts, when you make a Bluff check to 
convince characters to believe what you’re saying is 
true, you roll the check twice and use either result. 
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SMOOTH TALKER 
Level: 2 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You put on a slick demeanor, allowing you to make 
Bluff checks and use the results in place of 
Diplomacy checks. A Bluff check result less than 
the target’s passive Insight score is an automatic 
failure, regardless of the DC of the Diplomacy 
check. 

SUBTLE SCRIPT 
Level: 2 
Time: 10 minutes 
Duration: Permanent 
Cost: 1 healing surge 

You write two different versions of a text on one 
page, and make a Bluff check. Any reader who 
you’ve shared the code with can see the secret text; 
any other reader will not even notice the existence 
of the second version unless their passive 
Perception is at least your Bluff check result, and 
must make a History or Insight check with a DC 
equal to your check result + 5 in order to actually 
decipher it. 

ENIGMA’S GUILE 
Level: 4 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

As long as you are not engaged in any specific 
deception, the DC of Insight checks to gauge your 
motives and attitude is 15 + your Bluff modifier. 

SUBTLE SPEECH 
Level: 6 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

You can converse in a way that communicates ideas 
entirely different from the meanings of your words. 
You and any number of creatures that you choose 
can speak freely with each other, while your 
conversation is apparently on an entirely different 
topic; your discussion of petty politics might hide 
the details of your heist plans. You must still share a 
language to communicate this way. 

ALTER EGO 
Level: 8 
Time: 1 hour 
Duration: 24 hours or until dismissed 
Cost: 1 committed healing surge 

You drastically alter the appearance of yourself or 
an ally, adjusting facial and physical features, 
modifying apparent height and weight by up to 
10%, and disguising gender, age, and even species 
(to other humanoids only). Make a Bluff check with 
a +5 bonus; the check result is the Insight or 
Perception check DC to pierce the disguise. If you 
or your ally is impersonating a specific creature, 
and interacting with someone familiar with that 
creature, they get a +10 bonus to the Insight check. 

FEIGN DEATH 
Level: 8 
Time: 10 minutes 
Duration: 24 hours or until dismissed 
Cost: 1 committed healing surge 

You enter a deep trance, appearing unconscious or 
dead as your heartbeat and breathing slow to 
imperceptibility. You can perceive your 
surroundings, and end the trance as a free action, 
but can take no other actions. Make a Bluff check; 
the check result + 10 is the DC of the Heal or 
Insight check to realize you’re alive. 

PAPER TIGER 
Level: 10 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You oversell yourself as a threat, allowing you to 
make Bluff checks and use the results in place of 
Intimidate checks against creatures that haven’t 
seen you make an attack. 

SPURIOUS PRESENCE 
Level: 11 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

Your sheer confidence makes it difficult to question 
your presence. As long as your gear and behavior is 
normal for the circumstances, characters will not 
consider your presence suspicious; even if your gear 
or behavior deviates from expectations, you get a +5 
bonus to Bluff checks to establish your right to be 
there. 
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EASILY DISMISSED 
Level: 12 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

Whenever a character fails an Insight check to 
determine your motivations, they believe they’ve 
correctly read you; they see only cluelessness, 
failure, or vice, and assume you’re not worthy of 
interest for the remainder of the technique’s 
duration or until you do something dramatic and 
attention-catching. 

STOLEN HAND 
Level: 14 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

You write a message and leave it unsigned, but echo 
the writing style of another. Any casual reader will 
automatically assume the text is written by another 
character of your choice; only a character who 
chooses to carefully study the text can make an 
Insight check opposed by your Bluff check result to 
realize their error. (This does not necessarily mean 
that characters will automatically believe the 
document is genuine; a character who sees through 
a forgery but not through the Stolen Hand 
technique may find themself wondering why the 
commander would give someone a fake pass 
instead of a real one!) 

SECOND FIRST IMPRESSION 
Level: 15 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

As you begin interacting with someone, you can 
make a Bluff check against their passive Insight to 
start the interaction off with a blank slate, dealing 
with them without any context of your previous 
interactions. Only when the duration ends do they 
recall that they have seen you before, and must at 
that point reconcile their perceptions of your prior 
with their new impression. 

HEIST OF DOUBTS 
Level: 16 
Time: 1 minute 
Duration: 10 minutes 
Cost: 1 healing surge 

After successfully stealing an object from someone 
(with Thievery, perhaps), this technique allows you 
to steal even their memories of ownership. A 
successful Bluff check against the target’s passive 
Insight persuades them that the stolen object 
belongs—and always has belonged—to you, at least 
for what is hopefully long enough to escape without 
consequences. 

INSTANT RUSE 
Level: 18 
Time: 1 second 
Duration: Instantaneous 
Cost: 1 healing surge 

You make a Bluff check to create a disguise as 
normal, except you need neither materials nor any 
appreciable amount of time to do so. 

NONDESCRIPTION 
Level: 20 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can disguise yourself as nobody at all; 
characters whose Perception checks fail to exceed 
your Bluff cannot identify or recall any meaningful 
details about your appearance. 

SOUL-SNARING PITCH 
Level: 21 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You make a Bluff check to convince a creature that 
a particular object is its heart’s desire; if you exceed 
its passive Insight, it becomes certain that it must 
attain that object by any means necessary. This 
check is not penalized by the claim or 
circumstances. 

MASTER PROCURER 
Level: 22 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

Whenever a character fails an Insight check to 
determine your motivations, they believe they’ve 
correctly read you; they see you as an easy route 
through which they can achieve their current goals. 
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This can potentially allow you to gain their 
confidence, and perhaps obtain their secrets. 

PERFECT MIRROR 
Level: 24 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can disguise yourself perfectly. No character 
can even attempt an Insight or Perception check to 
pierce the disguise unless you take an action that’s 
out of character for the false identity. There is no 
limit on how much you can change your apparent 
height, weight, or age. You can even incorporate 
supernatural visual effects into the disguise, though 
they have no real effects—a fire giant disguise might 
appear to have a beard of flames, but it wouldn’t 
burn to the touch. 

VENOMOUS RUMORS 
Level: 24 
Time: 10 minutes 
Duration: 3 days 
Cost: 1 committed healing surge 

You speak to a group, accusing one of their 
members of violating the group’s norms and 
standards. Make a Bluff check; for each creature in 
the group whose passive Insight you exceed, they 
believe you so thoroughly as to alter their own 
perceptions of the slandered creature. When that 
creature interacts with them, it takes a -5 penalty to 
Bluff, Diplomacy, Insight, Intimidate, and 
Streetwise checks; any check it fails by 5 or more 
has results that seemingly prove your accusations. 

THOUSAND-FACED HERO 
Level: 28 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You superimpose multiple disguises atop each 
other, creating different views from different angles. 
This technique functions as Alter Ego, except the 
disguised creature is given two different 
appearances, and can decide which disguise each 
witness sees. 

DIPLOMACY (CHA) 
SMALL MANNERS 
Level: 1 
Time: 1 minute 

Duration: 1 day 
Cost: 1 healing surge 

You adapt to the expectations of an unfamiliar 
culture, reflexively following its customs and 
behaving appropriately. You don’t take penalties to 
Diplomacy checks for unfamiliarity with the local 
cultural expectations and group dynamics, and you 
realize immediately before you’d commit a major 
faux pas. 

IRRESISTIBLE SALESMAN 
Level: 2 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

Your mercantile pressure is impossible to ignore. 
When you make Diplomacy checks to bargain or 
convince a character to accept the value you place 
on something, roll twice and take the higher result. 

CALM EMOTIONS 
Level: 3 
Time: 1 minute 
Duration: 10 minutes 
Cost: 2 healing surges 

You must speak uninterrupted for the whole usage 
time of this technique. Nonhostile humanoid 
creatures (including you) within 5 squares of you 
become calm and reasonable, and Bluff and 
Diplomacy checks against affected creatures gain a 
+2 power bonus. Any violent act within sight or 
earshot of any affected creature ends the technique, 
including rolling initiative. 

SPEECH WITHOUT WORDS 
Level: 3 
Time: 1 minute 
Duration: 10 minutes 
Cost: 1 healing surge 

You can communicate nonverbally with a 
nonhostile creature with Intelligence 4 or higher 
that you can see, even if you don’t share a common 
language. Sufficiently complex communications 
may require a skill challenge, at the DM’s 
discretion; this technique trivially allows using 
pantomime to discuss where a monster went, but 
explaining the precise details of trebuchet design to 
a giant may be harder. 

COUNSEL OF THE WISE 
Level: 8 
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Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

When you aid another character with a Diplomacy 
check, you grant them a +4 bonus instead of a +2 
bonus. 

FRIEND OF A FRIEND 
Level: 10 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

When you try to persuade someone to inaction, if 
you reference a strong mutual connection to an 
individual or culture you share with them, you can 
make a Diplomacy check even without any 
substantive argument for why they should 
reconsider their plans. 

UNPLEASANT PROPOSAL 
Level: 11 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

You frame your arguments cautiously, ensuring that 
at worst your offers sound like a necessary evil. 
Regardless of what persuasion you attempt, it will 
not damage your reputation among your targets or 
bystanders, nor ruin any relations you might have 
with them. This does not guarantee success at 
persuasion; merely mitigates the consequences of 
failure. 

POTENTIAL REVEALED 
Level: 12 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

This technique enhances an attempt to convince an 
ordinary, unremarkable, mortal creature to take up 
heroic pursuit, granting a +5 bonus on any 
applicable Bluff, Diplomacy, or Intimidate checks. 
Additionally, a success allows the target to instantly 
redefine their fundamental motivations to be heroic 
in nature (though the details are entirely up to 
them). Furthermore, it ensures that in an amount of 
time ranging (as dramatically and logistically 
necessary) from instantaneously to a month at the 
most, they achieve capability equivalent to 1st level 
in an adventuring class, and can proceed to advance 
and otherwise function as a player character from 
there. 

DIPLOMAT’S GUILE 
Level: 14 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You cannot be surprised by a creature you’re 
interacting with socially suddenly becoming violent 
or hostile, even if you didn’t know the creature was 
armed or otherwise dangerous. 

ERODE REASON 
Level: 21 
Time: 1 hour 
Duration: 1 day 
Cost: 1 healing surge 

To use this technique, the target must debate or 
otherwise converse with you for the entire hour, as 
your arguments are carefully designed not to 
persuade them but to sunder their logic entirely. In 
the end, the target suffers a nervous breakdown, 
casting reason aside entirely and acting entirely on 
emotion for the duration. A creature with passive 
Insight exceeding your Diplomacy check result can 
recognize this technique’s use before it completes. 

DUNGEONEERING (WIS) 
MINER’S CUNNING 
Level: 1 
Time: 10 minutes 
Duration: 6 hours 
Cost: 1 healing surge 

You automatically notice if a passage is sloping 
upwards or downwards, whether a tunnel or other 
construction is more recent than the surrounding 
area, when a wall or room is able to slide or shift, or 
if a wall, ceiling, or floor is unstable or otherwise 
unsafe; each of these functions at a range of 2 
squares. Additionally, you can always determine 
how deep underground you are. 

DEPTHSENSE 
Level: 2 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

Touch a solid surface (wall, ceiling, floor) and make 
a Dungeoneering check. If your check result is at 
least the distance to the direct opposite side of the 
barrier in squares, you learn that distance. 
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FRACTURE ANALYSIS 
Level: 4 
Time: 5 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You must spend the usage time of this technique 
examining an object from multiple sides. Make a 
Dungeoneering check and treat the result as a 
Strength check to break the examined object. 

DELVER’S PREPARATIONS 
Level: 6 
Time: 1 hour 
Duration: 6 hours 
Cost: 1 healing surge 

You can make Dungeoneering checks in place of 
Endurance checks to withstand the hazards of the 
underworld. 

EXPEDITIOUS EXCAVATION 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

Make a Dungeoneering check. You can clear 1 
square plus 1 more square per 10 points of your 
check result of earth and/or loose stone in merely 
the 10 minutes it takes to use this technique. 

SUPERIOR SUPPLY 
Level: 6 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge, plus the item’s value (in coin) 

You must spend the usage time of this technique 
rummaging through a well-stocked pack or similar 
container. Reveal that the last time you were in 
town you purchased a piece of nonmagical 
adventuring gear of your choice, deducting the cost 
from your wealth accordingly, and pull it from the 
pack. 

UNDERWORLD CARAVANEER 
Level: 11 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

When you lead a group traveling long distances (an 
hour or more of continuous travel) underground, 
you reach your destination 25% faster, and use half 
the amount of supplies you’d normally need. 

FORTUNE’S RESONANCE 
Level: 18 
Time: 10 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You can sense, typically by scent but some users of 
this technique simply have a strong intuition, the 
presence of precious metals and magical materials 
nearby. You cannot detect materials that have been 
crafted into magic items, but coin, raw materials, 
and even veins of ore are easy for you to detect. 
With a Dungeoneering check result of 19 or lower, 
you can detect gold, silver, and copper only, and at a 
range of 5 squares; with a 20 or higher, platinum, 
mithril, bloodsteel, celestial bronze, and mundane 
gems as well, and at a range of 10 squares; and with 
a 30 or higher, no precious metals, magical 
materials, gems, and astral diamonds within 20 
squares can escape your senses. You can at least 
vaguely identify the difference between types 
(ordinary precious metals, platinum, gems, lesser 
magical metals, greater magical metals) and the 
approximate direction to the greatest nearby 
concentration. This technique cannot pierce 
magical concealment, however. 

PLANAR SOJOURNER 
Level: 21 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

To the epic adventurer, the cosmos is just another 
dungeon. You can make Dungeoneering checks in 
place of Arcana, Endurance, and Religion checks to 
understand and withstand extraplanar 
environments and related hazards. 

ENDURANCE (CON) 
ARMORED SCOUT 
Level: 1 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You ignore the penalties to skill checks from your 
armor and shield. 
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UNSLEEPING DETERMINATION 
Level: 2 
Time: — 
Duration: Until you sleep for 24 consecutive hours 
Cost: 1 committed healing surge per night 

You can go without sleep, taking long rests while 
walking or performing other non-combat activities, 
and suffering no ill effects of fatigue. Each missing 
night of sleep requires committing an additional 
healing surge to the effect, and the healing surges 
remain committed until you spend 24 hours asleep 
without interruption. 

RUN RAGGED 
Level: 4 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

Your exertion up to this point only pushes you to 
work harder. You gain a power bonus to all 
Endurance checks equal to the number of 
expended class daily attack powers you have. 

LONG-DISTANCE RUNNER 
Level: 6 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge 

After 10 minutes of stretching, breathing, and other 
preparation, you make an Endurance check; 
depending on your check result, you can run for an 
extended period of time without stopping. With a 
check result of 9 or lower, you can run for 1 hour; 
with a 10 or higher, for 2 hours; with a 15 or 
higher, for 4 hours; with a 20 or higher, for 8 hours; 
with a 25 or higher, for 16 hours; with a 30 or 
higher, for 24 hours; and with a 40 or higher, for 72 
hours. 

OATHBOUND SENTINEL 
Level: 8 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

Use this technique as you swear an oath, publicly 
and dramatically. You can make Endurance checks 
and use the results in place of Insight checks to 
recognize social pressures and/or spot deceptions 
aimed at causing you to break your oath. 

WHIRLWIND ARMORING 
Level: 8 
Time: 1-2 full rounds (see text) 
Duration: Instantaneous 
Cost: 1 healing surge 

You can put on your armor with exceptional speed 
and grace, donning light armor in a single round 
and heavy armor in two. 

DIAMOND BODY 
Level: 14 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You can ignore the dangers of basic scenery—
crashing through a window, running through 
brambles, or even leaping through mundane flames 
do you no harm. Supernatural terrain, actual 
attacks, and unusually deadly terrain like pits of 
acid or boiling oil will still damage you normally. 

MITHRIL STOMACH 
Level: 18 
Time: 10 minutes 
Duration: One meal 
Cost: 1 healing surge 

You can safely consume anything you can fit in your 
mouth, and obtain as much sustenance from it as 
you would from real food. 

ELEMENTAL DISDAIN 
Level: 20 
Time: 1 hour 
Duration: Until dismissed 
Cost: Up to 5 committed healing surges 

Choose up to one of the following benefits for each 
healing surge committed. These effects protect you 
only against natural, nonmagical dangers. 
✦ You are unharmed by avalanches and cave-ins, at 

worst inconvenienced by having to dig your way 
out of under a ton of rubble. Sandstorms barely 
tickle you. 

✦ You are unharmed by any form of chill or 
extreme cold, never catch mundane colds and 
flus, are unmoved by hurricane-force winds, and 
can walk through the worst ice storm feeling 
pleasantly refreshed. 

✦ You can walk through natural flames without 
pain or even scorched clothing, no heat feels 
worse than pleasantly warm, and you can stare 
directly at the sun without concern. 
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✦ You are comfortable and can breathe easily at 
any depth below the sea. High pressures don’t 
harm you, and massed, small marine life poses 
no threat to you. 

✦ You can breathe comfortably at any altitude, are 
perfectly acclimated to low pressures, don’t 
radiate any heat, can see perfectly without light, 
and are entirely comfortable and normally agile 
without any gravity. 

PRACTICED IMMUNITY 
Level: 21 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You are immune to all poisons and diseases to 
which you’ve previously been exposed to and either 
avoided contracting or survived the effects of. 

UNBREATHING 
DETERMINATION 
Level: 22 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

You do not need to breathe, and can survive amidst 
poisonous gases or even hard vacuum without 
harm. You still need to breathe in order to speak 
effectively. You can share this benefit with other 
creatures as long as they remain in physical contact 
with you by expending an additional healing surge 
each. 

ADAMANTINE SKIN 
Level: 30 
Time: 1 minute 
Duration: 10 minutes or until used 
Cost: 1 healing surge 

You can shrug off a single instance of arbitrarily 
much non-attack scenery-based damage without 
harm; a fall from a great height, a collapsing 
mountain, or an exploding airship. 

HEAL (WIS) 
BREW POTION 
Level: 1 
Time: 1 hour 
Duration: Until consumed 
Cost: Price of the potion or elixir created 

You create a potion or an elixir of your level or 
lower. 

GENTLE REPOSE 
Level: 1 
Time: 1 hour 
Duration: Special 
Cost: None 

You preserve an adjacent corpse, preventing it from 
being reanimated as an undead creature for a year 
and a day. Additionally, each five days that pass 
count as one for the purposes of Raise Dead and 
similar techniques. 

SHARE VITALITY 
Level: 2 
Time: 5 minutes 
Duration: Instantaneous 
Cost: Any number of healing surges 

One participant in the ritual gains all but one of the 
healing surges spent, up to the limit of their usual 
maximum. 

DELAY AFFLICTION 
Level: 4 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge and 50 gp (in salves and 
medicines) 

Delay a charm, confusion, curse, domination, fear, 
insanity, poison, polymorph, or petrification effect 
from taking effect on a single creature, including all 
its side effects. Make a Heal check with a penalty 
equal to the level of the effect or the creature that 
caused it, and use the result to determine the 
duration of the delay; a result of 1–9 delays the 
effects for one day, of 10–19 for three days, of 20–
29 for a week, and of 30 or higher for two weeks. 

PROSTHETIC GENIUS 
Level: 5 
Time: 6 hours 
Duration: Instantaneous 
Cost: 100 gp (see text) 

Aid a creature with a missing limb, organ, or other 
similar injury by creating a prosthetic that perfectly 
replaces the lost functionality. The details of how 
this technique functions and what materials are 
required depend on your other skills—a character 
trained in Thievery can produce complex 
clockwork limbs, one trained in Arcana 
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necromantic simulacra or animated statue-limbs, 
one trained in Religion limbs of rune-scribed 
blessed steel, and so forth. 

SEAL DEATH’S DOOR 
Level: 5 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You sustain yourself with tinctures and elixirs, 
gaining a +2 power bonus to death saving throws. 

CURE DISEASE 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 150 gp (in salves and medicines) 

Entirely remove a disease from a single creature, 
including all its side effects and symptoms. This 
technique draws heavily on the target’s own vitality, 
and may seriously harm them; make a Heal check, 
with a penalty equal to the level of the disease, and 
its result will determine how much damage the 
target takes. A Heal check result of 0 or lower 
indicates the target did not survive the procedure; a 
check result of 1 to 9 deals damage equal to the 
target’s maximum hit points; a check result of 10 to 
19 deals damage equal to the target’s bloodied 
value; a check result of 20 to 29 deals damage 
equal to the target’s healing surge value; and a 
check result of 30 or higher deals no damage. You 
learn the level of the target disease when you begin 
the technique, and can choose not to expend any 
components or continue the technique when you 
do. 

SPIRIT IDOL 
Level: 7 
Time: 1 hour 
Duration: Permanent 
Cost: 1 healing surge, and a focus worth 150 gp 
(small statue of the target) 

If the adjacent deceased target is willing, bind their 
soul to the focus, preventing its passage to the 
afterlife and preserving their corpse as the Gentle 
Repose technique. You can ask the soul a single 
question once per day, as the Speak with Dead 
technique. Additionally, Raise Dead and similar 
techniques count only the time before this 
technique was used when determining whether the 
corpse can be returned to life. If the focus is 
destroyed, the soul is released to the afterlife and 
this technique ends. 

RAISE DEAD 
Level: 8 
Time: 8 hours 
Duration: Instantaneous 
Cost: 500 gp for a heroic tier target, 5,000 gp for a 
paragon tier target, or 50,000 gp for an epic tier 
target 

You must have part of the corpse of a willing 
creature that died no more than 30 days ago, wasn’t 
petrified, and didn’t die of old age. The target 
returns to life, gaining the benefits of an extended 
rest and ending any temporary conditions that were 
suffered at the time of death. However, the target 
takes a -1 death penalty to all attack rolls, saving 
throws, skill checks, and ability checks until they 
reach three milestones. Effects that trap the soul, or 
direct divine intervention, can prevent this 
technique from working correctly. 

REMOVE AFFLICTION 
Level: 8 
Time: 1 hour 
Duration: Instantaneous 
Cost: 250 gp (in salves and medicines) 

Entirely remove a charm, confusion, curse, 
domination, fear, insanity, poison, polymorph, or 
petrification effect from a single creature, including 
all its side effects. This technique draws heavily on 
the target’s own vitality, and may seriously harm 
them; make a Heal check, with a penalty equal to 
the level of the effect (or the creature that caused it), 
and its result will determine how much damage the 
target takes. A Heal check result of 0 or lower 
indicates the target did not survive the procedure; a 
check result of 1 to 9 deals damage equal to the 
target’s maximum hit points; a check result of 10 to 
19 deals damage equal to the target’s bloodied 
value; a check result of 20 to 29 deals damage 
equal to the target’s healing surge value; and a 
check result of 30 or higher deals no damage. You 
learn the level of the target disease when you begin 
the technique, and can choose not to expend any 
components or continue the technique when you 
do. You can use this technique on an unwilling 
subject, but you will have to restrain or incapacitate 
them for the hour necessary to do so. 

FANTASTIC RECUPERATION 
Level: 16 
Time: 1 hour 
Duration: Instantaneous 
Cost: Special 
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This technique allows you and your allies to take an 
extended rest in a single hour, replacing your need 
for sleep but not for other forms of sustenance. 
From 16th-20th level, this technique costs 3,600 gp 
to use; from 21st-25th level, this technique costs 
9,000 gp to use; and from 26th-30th level, this 
technique costs 45,000 gp to use. In any case, the 
cost is in rejuvenating elixirs and tonics; more 
powerful heroes accumulate more fatigue and so 
need more sophisticated stimulants. 

PSYCHIC SURGERY 
Level: 18 
Time: 1 hour 
Duration: Permanent 
Cost: 7,000 gp (in salves and medicines) 

Erase a single memory from either a willing 
creature, or a helpless creature whose Will defense 
is less than or equal to your Heal check result. This 
technique draws heavily on the target’s own vitality, 
and may seriously harm them; make a Heal check, 
and its result will determine how much damage the 
target takes. A Heal check result of 14 or lower 
indicates the target did not survive the procedure; a 
check result of 15 to 24 deals damage equal to the 
target’s maximum hit points; a check result of 25 to 
34 deals damage equal to the target’s bloodied 
value; a check result of 35 to 44 deals damage 
equal to the target’s healing surge value; and a 
check result of 45 or higher deals no damage. 

Additionally, to learn and use this technique, you 
must have the psionic power source. 

CLONE 
Level: 20 
Time: 8 hours 
Duration: Until discharged 
Cost: 500 gp for a heroic tier target, 5,000 gp for a 
paragon tier target, or 50,000 gp for an epic tier 
target 

You create an inert duplicate of yourself or a 
creature you have at least a cubic inch of flesh from. 
When the target is slain, their soul is transferred to 
the clone 1 round later, gaining the benefits of an 
extended rest and ending any temporary conditions 
that were suffered at the time of death. However, 
the target takes a -1 death penalty to all attack rolls, 
saving throws, skill checks, and ability checks until 
they reach three milestones. Effects that trap the 
soul, or direct divine intervention, can prevent this 
technique from working correctly. Additionally, all 
of the target’s possessions disintegrate and reform 
on the clone after their transfer. The clone must be 

preserved in a laboratory or similar facility until 
used for resurrection; otherwise, it will rot. 

INSTANT TREATMENT 
Level: 21 
Time: 2 full rounds 
Duration: Instantaneous 
Cost: 1 healing surge 

This technique functions as Cure Disease or 
Remove Affliction, at the user’s choice, except as 
described above. 

MEND SPIRIT 
Level: 25 
Time: 2 hours 
Duration: Instantaneous 
Cost: 25,000 gp (in mystic salves) 

Choose an ally that’s currently affected by a death 
penalty (such as granted by the Raise Dead ritual) 
and reduce that penalty by 1. 

HISTORY (INT) 
PANOPLY LORE 
Level: 1 
Time: 1 full round 
Duration: Instantaneous 
Cost: 1 healing surge (see text) 

You identify a magic item as if you’d spent a rest 
examining it. Additionally, you learn either a 
previous user or the creator of the item (at the DM’s 
choice), and any cultural significance or value it 
may have. Additional uses of Panoply Lore after the 
first each day have no cost. 

HERALDIC LORE 
Level: 2 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You focus your knowledge of nobility and peerage. 
For the duration, you can take 10 on History checks 
to identify nobles, their names, crests, signets, and 
other associated symbology. Additionally, you can 
make History checks in place of Streetwise checks 
relating to the nobility. 

HIGH GROUND STRATAGEM 
Level: 4 
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Time: 10 minutes 
Duration: Until dismissed or initiative is rolled 
Cost: 1 committed healing surge 

You recall classic techniques for forcing the enemy 
onto terrain of your choosing. You can make History 
checks and use the results in place of other skill 
checks to secure favorable terrain to fight on, and 
can roll those checks twice and take the higher 
result. 

DECIPHER SCRIPT 
Level: 6 
Time: 10 minutes per page 
Duration: Instantaneous 
Cost: 1 healing surge 

You can use this technique to read any text you 
study, even if you don’t know the relevant language; 
this also applies to most secret, ancient, and other 
normally untranslatable languages. This does not 
protect you from any magical or cognitive dangers 
of reading the text. 

Additionally, you can use this technique to attempt 
to read ciphered text; when you do, you 
automatically succeed at breaking ordinary (Ceasar, 
atbash, etc.) ciphers, gain a +2 power bonus to 
History checks opposing any check involved in 
creating more advanced ciphers, and can break 
even “unbreakable” ciphers like Letter Within A 
Letter with a History check greater than the 
opposing Arcana, Bluff, History, or Thievery check. 

With a History check result of 30 or higher, you 
reduce the time required to use the ritual to 1 
minute per page. 

WHIRLING BRUSH 
Level: 8 
Time: Special (up to one day) 
Duration: Instantaneous 
Cost: 1 healing surge 

You write with superhuman speed—penning a letter 
in seconds, transcribing a conversation in real time, 
copying a book in a single day. This technique 
applies to a single document, regardless of its size; 
an additional healing surge must be spent to write 
or copy another. 

TEMPORAL STABILIZATION 
Level: 10 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge 

Use this technique immediately before using 
another technique that creates a portal; its duration 
is the time required to use that technique. Make a 
History check; if your check result is 29 or lower, 
this technique has no effect. If your check result is 
30 or higher and you are currently in the future or 
past, relative to your natural timeline, the portal 
created by that technique leads to its destination in 
your natural present, rather than at the same time 
as its origin. 

ACADEMIC JUGGERNAUT 
Level: 11 
Time: 1 hour 
Duration: One project 
Cost: 2 committed healing surges 

This technique grants a +5 bonus to all Intelligence-
based and Wisdom-based skill checks required for 
a single research project. However, the single-
minded focus it produces has its disadvantages; 
abandoning the project requires you to fail a History 
check with a DC equal to your Will defense, which 
can be attempted at most daily. Otherwise, you 
must continue spending any available non-
adventuring time on the research until it is either 
complete or proven completely impossible. 

HOLISTIC BATTLE-SIGHT 
Level: 11 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can make History checks and use the results in 
place of Insight checks against enemy 
commanders, and can judge the personality and 
intentions of those commanders without ever 
interacting with them simply by examining their 
arrayed forces. 

BACK TO THE SEA 
Level: 12 
Time: 1 hour 
Duration: One battle 
Cost: 1 healing surge 

Use this technique when preparing for a strategic-
scale battle on terrain that hinders your enemy’s 
retreat. You get a +2 bonus to relevant skill checks 
in a skill challenge to take such military action, and 
a defeated enemy must lose all forces they 
committed to slaughter or surrender—you can 
exploit your terrain advantage to make any recovery 
impossible. 
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SUPERIOR SIEGE 
COMMANDER 
Level: 13 
Time: 1 minute 
Duration: One attack 
Cost: 1 healing surge 

You can spend 1 minute instructing a siege-
engineer team with your ingenious aiming insights. 
Their first attack—or your first check in a skill 
challenge that relies on them—is rolled twice, taking 
the higher result. 

DISCERNING EYE 
Level: 14 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You can reconstruct by eye writing that was once 
readable but has since been damaged or erased. 
Worn-away monuments, faded inks, and water-
damaged books are all readable to the master 
historian. Only inscriptions crushed to sand or 
papers burnt to ashes are beyond your ability to 
study. 

SEVEN DIRECTIONS STRIKE 
Level: 15 
Time: 1 hour 
Duration: One battle 
Cost: 1 healing surge 

Use this technique when preparing for a strategic-
scale battle. If multiple units of allied troops 
simultaneously attack from different locations, they 
have combat advantage for the entire battle, or 
contribute a +2 bonus to a skill check in a skill 
challenge to take military action. 

PERFECT RECOLLECTION 
Level: 16 
Time: Special 
Duration: Until dismissed 
Cost: 1 committed healing surge per 3 texts 

You can memorize written works or illustrations 
perfectly, allowing you to read them as if you had a 
copy on hand. This technique takes as long to use as 
it would take to read or examine the document 
normally. 

LEGENDS REMEMBERED 
Level: 17 
Time: 5 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge and a focus (art 
object) with value greater than or equal to the item’s 
value 

By close examination of a nonmagical historical 
artifact, you can recall or reconstruct a legendary 
deed performed with it, granting it all the abilities 
of a non-consumable magic item (of the same slot, 
weapon type, etc.) of your choice, of your level or 
lower, for as long as the healing surge remains 
committed. Once an object has been used as a focus 
for this technique, future uses of the technique turn 
it into the same magic item. You can have multiple 
copies of this technique active simultaneously on 
different items, committing another healing surge 
to each. 

SAGE’S CELERITY 
Level: 18 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 committed healing surge 

You can read at superhuman speeds, as fast as you 
can turn the pages—three pages per second, unless 
you also move unusually fast. 

ALL-SEEING GENERAL 
Level: 20 
Time: 1 hour 
Duration: One battle 
Cost: 1 healing surge 

Use this technique when preparing for a strategic-
scale battle and simultaneously implementing 
multiple stratagems. Once during a skill challenge 
to take military action, when you beat a target DC 
by 5 or more, count your success as two successes 
instead; two plans come to fruition with a single 
masterstroke. 

VOICE-CAGING CALLIGRAPHY 
Level: 21 
Time: 1 hour 
Duration: Instantaneous 
Cost: 2 healing surges 

You write a document in a strange and twisting 
manner, rendering the reader unable to repeat any 
information they learn from it. They know the 
information, but in the moment they attempt to 
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speak it aloud or write it down they briefly lose all 
memory of its content. 

EMPIRE OF WISDOM 
Level: 22 
Time: 10 minutes 
Duration: Special 
Cost: None 

Use this technique immediately before using 
another technique; its duration is the time required 
to use that technique. You must have founded an 
intellectual, philosophical, or similar movement 
with at least a hundred (direct or indirect) students 
to use this technique; and the content of your 
teachings must be related to the technique you’re 
using. Draw power from the spread of your 
teachings, replacing 1 (non-committed) healing 
surge of the cost of the subsequent technique. You 
can use this technique once between extended 
rests; or twice if you have at least a thousand (direct 
or indirect) students following your teachings; or 
three times if you have ten thousand or more. 

FATE-SHUNNED GENIUS 
Level: 24 
Time: 1 hour 
Duration: One battle 
Cost: 2 healing surges 

Use this technique when preparing for a strategic-
scale battle. No means—techniques, Insight, oracles
—can allow your enemies to predict your strategy in 
the battle. Any attempt at divining your plans or the 
course of the battle gives only the result that you 
deal a crushing defeat to your foes, without any 
explanation of how. 

TWO FRONTS PIVOT 
Level: 25 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

Use this technique after defeating the first of two or 
more separate enemy forces in a strategic-scale 
battle. Immediately rearrange your formations as 
desired, communicate any new strategic plans you 
wish throughout your forces, erase any accumulated 
failures in an ongoing skill challenge, and reduce 
the usage times of any number of “preparing for a 
strategic-scale battle” techniques you use 
immediately following this one to zero. 

DRAWING THE HEAVENS 
Level: 26 
Time: Special 
Duration: Instantaneous 
Cost: 1 committed healing surge 

You can compose complex documents at 
superhuman speeds; unlike Whirling Brush, this 
does not reflect any increase in physical writing 
speed, but in the rate at which you put ideas into 
words. Make a History check—a result of 20 or 
higher allows writing a book in a few months, of 30 
or higher a few weeks, and of 40 or higher a few 
sleepless nights, though the latter will likely require 
this technique be combined with Whirling Brush to 
put words to page at the necessary speed. 

HARROWING ESCAPE PRAXIS 
Level: 27 
Time: 10 minutes 
Duration: One battle 
Cost: 1 healing surge 

Use this technique when preparing for a strategic-
scale battle. Once during the battle, sacrifice the 
benefits of a successful check against a hard DC in 
a skill challenge or a successful attack by a unit 
under your command to reveal a new plan that 
entirely negates the advantages your enemies have 
gained by a single stratagem or circumstance of 
your choice. 

UNBREAKABLE FASCINATION 
Level: 28 
Time: 1 hour 
Duration: Instantaneous 
Cost: 2 healing surges 

You can write a document that ensnares its reader; 
with a successful History check against the Will 
defense of a character that reads even a single line 
of it, they must continue reading for 5 minutes, 
until they finish the document, or until they’re in 
direct physical danger—whichever comes first. 

VISIONARY’S COUNTERMOVE 
Level: 29 
Time: 10 minutes 
Duration: One battle 
Cost: 1 healing surge 

Use this technique when preparing for a strategic-
scale battle. Secretly record what you believe the 
general outline of the enemy’s strategic doctrine to 
be. If you find that your enemy is indeed behaving 
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as you dictated, reveal your secret prediction; the 
enemy plan immediately begins to fall apart, and 
the first action you take to specifically counter that 
plan meets with automatic success. 

DOOM OF CYCLES 
Level: 30 
Time: 1 week 
Duration: 1 year 
Cost: Focus (a library or other repository of 
knowledge) worth at least 50,000 gp 

You spend a week studying the history of a region in 
great detail, then conclude it is on the precipice of 
some great calamity. Make a History check, and the 
DM will choose a calamity that you have realized is 
about to befall the region based on the check result
—a 29 or lower indicates no calamity occurs; a 30 or 
higher indicates a relatively ordinary natural 
disaster, like a flash flood that washes out roads or a 
drought that ruins crops; a 40 or higher indicates a 
true calamity, like a tsunami that devastates a 
nation’s ports or a volcanic eruption that obliterates 
a city; a 50 or higher indicates an apocalyptic 
doom, like a falling star that wreaks region-wide 
destruction or an army of undead rising from the 
ground. The calamity you predict will begin within 
1 week after you make your prediction, and its 
effects will bring ruin to the region for at least a 
year. 

INSIGHT (WIS) 
HUMBLE APPROACH 
Level: 1 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

When you make an Insight check to determine 
what a creature wants from you, you can roll twice 
and use either result. 

READ THE ROOM 
Level: 2 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

When you or one of your allies says something or 
fails a Bluff, Diplomacy, or Intimidate check that 
worsens a creature’s attitude to indifferent or 
unfriendly, or gives an accumulated failure in a skill 
challenge, you can roll your next Bluff, Diplomacy, 
or Intimidate check contradicting or walking back 
what you just said twice and use either result. 

JUDGE OF TALENT 
Level: 4 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 or more healing surges 

Make an Insight check and choose a skill for each 
healing surge spent. At a glance, you can tell which 
creatures within your sight are trained in the 
chosen skills, and in what combination. A character 
can hide or misrepresent their talent with a Bluff 
check that exceeds your Insight check result, but 
must be actively attempting to do so. 

BREACH DISGUISE 
Level: 5 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

You or an ally of your choice focuses on seeing 
when creatures are not as they appear to be, gaining 
a +2 power bonus to Insight and Perception checks 
to see through disguises and disguise-like illusions, 
and making such checks as if trained. 

TRACE INTENT 
Level: 5 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You focus on the social scene around you, reading 
invisible subtexts and watching for the careful focus 
of others’ scrutiny. When a creature you can see 
makes an Insight check, you intuitively know who, 
and what their target is. 

SCENT OF GUILT 
Level: 6 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

By examining a group of people, or multiple 
individuals in succession, you can automatically 
determine which of them is suffering from the 
strongest feelings of guilt. This technique does not 
determine in any way the source of the guilt, but it 
cannot be deceived without the use of another 
technique. 
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SAGACIOUS READER 
Level: 8 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You examine a text carefully, reading not only the 
words but the author. Make an Insight check 
against the author’s passive Bluff; on a success, you 
learn what strong emotions, principles, or personal 
connections the author had that informed their 
writing, if any. Additionally, you gain a +5 bonus to 
Will defense against any attacks made against you 
through the writing. 

PSYCHOMETRIC TOUCH 
Level: 11 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You can touch an object and make an Insight check 
to gauge the emotional state of the character who 
last touched it at the time they did. You take a -2 
penalty to this check for every day elapsed since 
then. 

WISE EYES 
Level: 14 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

Your passive Insight is 15 + your Insight modifier. 

REVELATION OF ASSOCIATES 
Level: 16 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

Use this technique during a social interaction with 
someone to learn the names and one-sentence 
descriptions of their most relevant allies, contacts, 
or employers. You learn about one associate for 
every 10 points of your Insight check result. 

EMPATHIC RECALL 
Level: 21 
Time: 5 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

After examining a crime scene, you can make an 
Insight check against the passive Bluff of the 
(potentially unknown) perpetrator. If you succeed, 
you determine what the crime was intended to 
accomplish. 

SOUL’S PRICE 
Level: 24 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

You choose a specific task and make an Insight 
check against a creature’s passive Bluff. If you 
succeed, you learn their price—what would 
motivate them to be willing to undertake the task—
without them realizing you’ve done so. This could 
be money, the recovery of a lost possession, mere 
flattery, or anything else. 

INTIMIDATE (CHA) 
BROWBEAT 
Level: 1 
Time: 30 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You seek out information aggressively, taking 
shortcuts and making enemies. Make an Intimidate 
check and treat the check result as though you’d 
spent an hour making a Streetwise check to gather 
information. After the check, the settlement 
becomes unfriendly to you, or hostile if it’s already 
unfriendly. 

RUN INTERFERENCE 
Level: 2 
Time: 1 minute 
Duration: 1 hour 
Cost: 1 healing surge 

When your allies within 10 squares make a Bluff, 
Stealth, or Thievery check to conceal an activity 
you’re not involved in from people who are aware of 
your presence, they gain a +2 power bonus to the 
check. 

VOICE OF THUNDER 
Level: 3 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 
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You can shout loudly enough that the Perception 
DC to hear your words clearly is 0 within 100 
squares, and increases by 2 for every 10 squares 
beyond that distance. 

RUINOUS FILIBUSTER 
Level: 4 
Time: 1 minute 
Duration: Until you stop speaking 
Cost: 1 healing surge 

Your voice commands attention, bringing any 
bureaucratic, administrative, business, research, or 
similar peaceful tasks within earshot to a complete 
standstill. No meaningful progress can be made 
towards anything until your monologue or 
conversation ends. 

TIRELESS CADENCE 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 healing surge 

Your marching songs or chants motivate a force you 
lead, from an adventuring party up through a vast 
legion, to great feats of endurance. Everyone in your 
unit gains a +5 bonus to Enhance checks caused by 
the difficulties of travel, increases their overland 
movement rate by half again, and their morale is 
not worsened by the fatigue of the day’s movement 
(if applicable). 

TIRELESS CADENCE 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 healing surge 

Your marching songs or chants motivate a force you 
lead, from an adventuring party up through a vast 
legion, to great feats of endurance. Everyone in your 
unit gains a +5 bonus to Enhance checks caused by 
the difficulties of travel, increases their overland 
movement rate by half again, and their morale is 
not worsened by the fatigue of the day’s movement 
(if applicable). 

HAVOC FESTIVAL 
Level: 8 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

You whip up a crowd into a frenzy to riot or party, at 
your choice. Make an Intimidate check and choose 
up to one of the following for every 10 points of 
your check result—nobody can tell you started it; 
you’re able to slip away before things get going; you 
can choose someone specific and prevent them 
from getting out before it’s over without a skill 
check with DC equal to 10 + your check result; any 
evidence you want destroyed is; the venue is 
demolished; the chaos doesn’t end until after the 
next sunrise. 

DREAD SYMMETRY 
Level: 11 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

Even without effort, you are terrifying to behold. 
Whenever you’re surprised, make an Intimidate 
check. Any creature with initiative lower than your 
Intimidate check result can’t target you with attacks 
during the surprise round. 

ELITE TRAINING TECHNIQUES 
Level: 12 
Time: 1 week or 1 month 
Duration: Instantaneous 
Cost: 250 gp (in military gear and supplies) 

You can train even the meekest rabble into a 
legendary fighting force. In one week, you can train 
any willing group into a battle-ready unit of soldiers; 
in one month, you can train regular soldiers into a 
special operations force. Both modes can be used in 
sequence, training a mob of peasants into an elite 
strike force with five weeks and 500 gp. 

FEAR AND FASCINATION 
Level: 14 
Time: 1 minute 
Duration: Until you stop speaking 
Cost: 1 healing surge 

This technique functions as Ruinous Filibuster, 
except it also prevents characters within earshot 
from leaving, interrupting, attacking, or attempting 
to prevent you from speaking if your Intimidate 
check result exceeds their Will defense. 

DRAGON’S ROAR 
Level: 16 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 
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You can shout loudly enough to completely shatter 
glass and wood, blast a hole small enough to crawl 
through in a thin stone wall, extinguish flames, and 
dent metal within 10 squares. 

IRON PREPARATION 
Level: 18 
Time: 1 week 
Duration: Instantaneous 
Cost: 5,000 gp (in military gear and supplies) 

You train a single unit of troops, inuring them to 
hardship and deprivation as you call upon their 
reasons for fighting. After completing your training 
regimen, their morale is no longer harmed by 
hunger, bad weather, or exhaustion. 

WINTER-WOLF PACK 
Level: 18 
Time: 1 week 
Duration: Instantaneous 
Cost: 5,000 gp (in military gear and supplies) 

You train a single unit of troops, teaching them to 
master a specific terrain type of your choice, which 
you must have access to during the training. While 
in the chosen terrain, they can live effectively off 
the land, and are highly likely to surprise enemies 
without similar training. A force trained in three 
different types of terrain this way gains these 
benefits in any environment, no matter how hostile. 

HYPNOTIC FURY 
Level: 21 
Time: 1 minute 
Duration: Until complete 
Cost: 1 committed healing surge 

You command a creature’s will with the sheer force 
of your presence. Make an Intimidate check against 
the target’s Will defense. On a success, the target 
becomes catatonic for an instant, in which you can 
speak a single short, clear sentence; the target will 
carry out the command to the best of their ability, 
then forget having done so. On a failure, the target 
still doesn’t remember you attempted to use this 
technique, but suffers no effect and cannot be 
targeted again for a week. 

DEMON-BANE PRINCIPLES 
Level: 24 
Time: 1 month 
Duration: Instantaneous 
Cost: 20,000 gp (in occult gear and supplies) 

You train a single unit of elite troops further, 
specializing them into hunters of the supernatural. 
Their morale is unaffected by the presence of 
undead, elemental, and immortal foes, and they 
gain a +2 bonus to attack rolls and defenses against 
such creatures, or contribute a +2 bonus to a skill 
check in a skill challenge to take military action 
against such creatures. 

GIANT-SLAYING TACTICS 
Level: 24 
Time: 1 month 
Duration: Instantaneous 
Cost: 20,000 gp (in military gear and supplies) 

You train a single unit of elite troops further, 
teaching them to coordinate their effort to bring 
down titanic foes. Their morale is unaffected by the 
presence of Colossal or larger foes, and they gain a 
+2 bonus to attack rolls and defenses against such 
creatures, or contribute a +2 bonus to a skill check 
in a skill challenge to take military action against 
such creatures. 

ETERNAL LEGION 
Level: 30 
Time: 1 month 
Duration: Instantaneous 
Cost: 50,000 gp (in military gear and supplies) 

You train a single unit of elite troops further, forging 
them into an unstoppable, fanatical, fighting force. 
Their morale becomes perfect, and they will never 
rout or break until the last of their number dies on 
the battlefield. 

NATURE (WIS) 
ANIMAL MESSENGER 
Level: 1 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge 

Choose a non hostile Tiny animal (such as a 
sparrow, raven, fox, or carp) and whisper a message 
of up to 25 words to it, plus a recipient and location. 
The animal moves towards that location, avoiding 
danger along its path, and searches for the 
recipient. Upon finding the recipient, it approaches 
until it is adjacent to them, and then your whisper 
issues from its mouth and conveys the message. 
After the message is delivered or the duration runs 
out, the animal returns to its natural behavior. The 
duration is determined by your Nature check result
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—19 or lower gives 6 hours, 20 or higher gives 12 
hours, 30 or higher gives 18 hours, and 40 or 
higher gives 24 hours. 

BANISH VERMIN 
Level: 1 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge 

Ward an area up to burst 5 to be anathema to all 
natural Tiny or smaller vermin, who leave the area 
by the most expedient means possible and will not 
re-enter it for the duration. The duration is 
determined by your Nature check result—9 or lower 
gives 3 days, 10 or higher gives 1 week, 20 or 
higher gives 2 weeks, and 40 or higher gives a full 
month. 

CREATE CAMPSITE 
Level: 1 
Time: 10 minutes 
Duration: 8 hours 
Cost: 1 healing surge 
 
You assemble and conceal a campsite in a 5-square 
radius, filling any gaps in your gear with raw 
materials from the environment as needed. You 
(perhaps with the aid of summoned nature spirits 
and/or your allies) clear the area, set up tents and 
bedrolls, and prepare food and water; at the end of 
the duration, you can break down the campsite and 
conceal any evidence that you and your allies 
camped there in another 10 minutes. The campsite 
is well-hidden; the Perception DC to find it is equal 
to your Nature check result. 

DOWSE 
Level: 1 
Time: 1 minute 
Duration: 12 hours 
Cost: 1 healing surge 
 
Choose mountains, rivers, forests, caves, or another 
general type of natural environmental feature, and 
learn the direction and distance to the nearest place 
of the chosen type. If such a feature is concealed by 
magic, this technique finds the next nearest one 
instead. 

PORTEND WEATHER 
Level: 1 
Time: 10 minutes 
Duration: 1 day 
Cost: 1 healing surge 

You examine the sky and atmospheric conditions, 
allowing you to accurately predict the weather 
within a 50-mile radius. 

PURIFY WATER 
Level: 1 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

Make a Nature check, and purify an amount of 
water depending on the result—a 9 or lower purifies 
1 square, a 10 or higher 2 squares, a 20 or higher 4 
squares, and a 35 or higher 10 squares. 

TRAVELER’S CAMOUFLAGE 
Level: 1 
Time: 10 minutes 
Duration: 10 hours 
Cost: 1 committed healing surge 

You and any present allies gain a bonus to Stealth 
checks while traveling, and creatures tracking you 
take the same penalty to their Perception and 
Nature checks. These benefits don’t apply during 
combat encounters. Your Nature check result 
determines the size of the bonus and penalty—a 19 
or lower gives ±2, a 20 or higher gives ±5, and a 30 
or higher gives ±10. 

BLOOM 
Level: 2 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

All outdoor terrain within 20 squares of you blooms 
with new growth, making the area difficult terrain. 
If there are already crops or fruit-bearing plants in 
the area, the effect also provides enough food to 
feed Medium or Small creatures for a week. 

ENDURE ELEMENTS 
Level: 2 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You and up to four other creatures ignore penalties 
associated with extremes of nonmagical weather, 
including precipitation, wind, and temperatures 
between -50 and 140 degrees Fahrenheit. Their 
gear is also protected. 
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PRESERVE 
Level: 2 
Time: 10 minutes 
Duration: Permanent 
Cost: 1 healing surge 

You protect nonliving organic material from natural 
deterioration—rot, mold, vermin, and so forth. Your 
Nature check result determines how much material 
is affected—a 19 or lower protects 10 pounds of 
material, a 20 or higher protects 20 pounds, a 25 or 
higher protects 50 pounds, a 30 or higher protects 
100 pounds, and a 40 or higher protects 200 
pounds. 

PRIMAL INFUSION 
Level: 2 
Time: Special 
Duration: Instantaneous 
Cost: The item’s value (in reagents) 

You create a curative alchemical item, potion, 
poison, or primal element of level no higher than 
yours that you possess the formula for. The time 
required depends on the specific formula. When 
you learn this technique, you immediately learn the 
formula for primal elements. 

TREE SHAPE 
Level: 2 
Time: 10 minutes 
Duration: 6 hours or until discharged 
Cost: 1 healing surge 

You transform yourself and your clothing and gear 
into a Large tree or shrub. This doesn’t affect your 
perceptions or game statistics in any way, except 
that you can’t use powers or techniques while 
transformed. If you take damage or take an action, 
you revert to your normal form immediately. 

WATER WALK 
Level: 2 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You or an ally can move on water as if it were solid 
ground; rapids and other rough water count as 
difficult terrain. The target can choose to immerse 
itself or swim if it wishes to do so instead of walking 
on the surface. 

AFFECT NORMAL FIRE 
Level: 3 
Time: 1 minute 
Duration: 8 hours 
Cost: 1 healing surge 

You can manipulate nonmagical flames within 10 
squares of you as a minor action, creating any of the 
following effects: 
✦ Change a fire’s light from bright to dim or vice 

versa. 
✦ Double the radius of light a fire produces. 
✦ Prevent a fire that would produce dim light from 

producing any light at all as it burns. 
✦ Extinguish 1 square of nonmagical fire. 
When you take an extended rest, the effect ends. 

HUNTER’S CURSE 
Level: 3 
Time: 10 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

You and the leader of a group of creatures you 
name or visualize make opposed Nature or 
Endurance checks. If your result is higher, the target 
group moves overland 1 mile per hour slower for 
the duration of the ritual.  

SUMMON WINDS 
Level: 3 
Time: 10 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

You summon a stiff breeze, which follows you. If 
directed into a sailing vessel’s sails, the breeze 
allows you to increase its speed by 2 miles per hour.  

BEANSTALK 
Level: 4 
Time: 10 minutes 
Duration: 8 hours or permanent 
Cost: 1 healing surge 

You cause a sturdy and easily climbable (Athletics 
DC 5) beanstalk to sprout from the ground in a 
square of your choice within 5 squares. Make a 
Nature check with a –10 penalty; your check result 
is the maximum height of the beanstalk (in 
squares), and your check result times 100 pounds is 
the maximum weight the beanstalk can support. 
Cutting through the beanstalk requires dealing 
damage equal to your bloodied value to it; attacks 
automatically hit it. The beanstalk will die within 8 
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hours if on ground incapable of supporting plant 
life, and remain as long as it gets sunlight and water 
otherwise. 

BEAST GROWTH 
Level: 4 
Time: 10 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

You enlarge a non-hostile natural beast that’s at 
least Small by one size category. Additionally, while 
its size is increased, it gains a +4 power bonus to 
Strength checks and its carrying capacity is 
calculated as if its Strength was 8 higher. 

SNARE 
Level: 4 
Time: 10 minutes 
Duration: 8 hours or until discharged 
Cost: 1 healing surge 

You create a snare in a 2 square by 2 square area 
adjacent to you. Make a Nature check, which 
determines the Perception DC to detect the snare 
and the Thievery DC to disable it. You can 
designate creatures that can pass freely through the 
area; any other creature is attacked with your level 
+ 4 vs. Reflex, and immobilized (save ends) on a hit. 
The snare can also be set to alert you when it’s 
triggered. 

TRAVELERS’ FEAST 
Level: 4 
Time: 1 hour 
Duration: 24 hours 
Cost: 1 healing surge 

You conjure or locate enough food and water to 
feed five Medium or Small creatures or two Large 
creatures for 24 hours. 

ANIMAL FRIENDSHIP 
Level: 5 
Time: 1 minute 
Duration: Special 
Cost: 1 committed healing surge 

Choose a non-hostile Tiny natural beast, which 
must remain within 5 squares of you while you 
perform the ritual. The animal regards you as a 
friend and performs simple tasks on your behalf if 
commanded as a standard action—fetching Tiny 
objects of 10 pounds or less, performing simple 
tricks, searching an area (using your passive 

Perception check), guarding a location and alerting 
you if it sees an intruder, for example. It will always 
remain within 20 squares of you, and unless 
commanded otherwise will accompany you, 
perhaps perching on your shoulder, hiding in your 
pocket, or walking alongside you. It has an AC of 14 
and other defenses of 12, and is treated as a minion 
in combat. It will remain with you for a duration 
dependent on your Nature check result—with a 19 
or lower, for 1 hour; with a 20 or higher, for 8 
hours; with a 30 or higher, for 1 day; and with a 40 
or higher, for 1 week. You may maintain multiple 
animal friends, but must commit a healing surge to 
each. 

FORTIFY STEEDS 
Level: 4 
Time: 10 minutes 
Duration: Until you take an extended rest 
Cost: 1 healing surge 

You bolster up to six natural beasts that have the 
mount keyword, granting each of them temporary 
hit points equal to your healing surge value. 

RIVERSIGHT 
Level: 5 
Time: 1 minute 
Duration: Special 
Cost: 1 healing surge 

Choose a square within 10 miles of you along a 
natural watercourse, ignoring line of sight and 
effect. You can see and hear as if you were standing 
in that square and had darkvision, and can use the 
Perception skill normally with those senses. The 
sensor lasts 1 minute per 10 points of your Nature 
check result. The sensor’s nearly invisible, but a 
Perception check with DC 10 + your level will 
detect the telltale shimmer in the air. 

STARSHINE 
Level: 5 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You conjure intangible motes of blue light, which 
hover in squared of your choice within 10 squares 
of you and shed dim light in a 2-square radius. 
Creatures in the area take a -5 penalty to Stealth 
checks. The number of motes is determined by 
your Nature check result—a 19 or lower creates one, 
a 20 or higher creates three, a 30 or higher creates 
six, and a 40 or higher creates nine. 
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CLEAR THE PATH 
Level: 6 
Time: 30 minutes 
Duration: Permanent 
Cost: 1 healing surge 

Remove all debris, rubble, and other detritus from 
an area burst 3 within 10 squares. Clear the Path 
has no effect on solid earth or rock; manufactured 
walls, floors, or ceilings; traps; or magical barriers. 

COMMUNE WITH NATURE 
Level: 6 
Time: 30 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You can ask primal nature spirits, natural beasts, 
and/or mundane plants yes-or-no questions about 
the terrain, plants, minerals, bodies of water, 
creatures, and other natural surroundings within 1 
mile of you. Make a Nature check; you can ask one 
question plus one more for every 10 points of the 
check result. The spirits will answer honestly. 

EARTHEN RAMPARTS 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You channel the earth around you into defensive 
mounds, creating a wall 2 within 10 squares of you, 
2 squares high. One side is sloped (difficult terrain 
to climb) and the rest are sheer cliffs (Athletics DC 
20 to climb). You can make a Nature check, and for 
every 10 points of your check result create an 
additional such wall this way. 

FIND THE PATH 
Level: 6 
Time: 1 hour 
Duration: Until you reach your destination 
Cost: 1 committed healing surge 

Name a destination—either a location you’ve visited 
before, or a specific known place. You know the 
shortest (although not necessarily safest) route 
towards that location, and a group you lead travels 
10 extra miles per day while heading there. 

IRONWOOD 
Level: 6 
Time: 1 hour 

Duration: Permanent 
Cost: 1 healing surge and 75 gp (in rare herbs) 

Alter a wooden object to have the strength and 
consistency of steel, increasing all DCs to break or 
burst the wood by 5 and granting it resist 10 to all 
damage. Wood altered this way can be used as 
armor, though it will not hold an edge well enough 
to make a useful sword. A Nature check result of 19 
or lower allows altering a Medium wooden object, a 
check result of 20 or higher allows a Large object, a 
30 or higher allows a Huge object, and a 40 or 
higher allows a Gargantuan object. 

INSECT SPIES 
Level: 7 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You conjure a Fine beetle, plus another one for 
every 20 points of your Nature check result. You 
can give the insects mental commands while in 
physical contact with them, and they will 
remember and obey those commands in your 
absence. Additionally, when in physical contact 
with them, you can ask them one question per 
round about what they perceived. The Perception 
check DC to notice their presence is 10 + your 
level. If attacked, they are minions with defenses 
equal to yours. They have a fly speed of 4 (hover), 
passive Perception equal to your Nature check 
result, and low-light vision. 

POCKET MONSTER 
Level: 7 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge and a focus 
(statuette) worth at least 75 gp 

You shrink a friendly Large or smaller beast to a 
Tiny size and weight suitable to be carried in one 
hand or a small pocket. Its statistics are otherwise 
the same, but it cannot attack. As a minor action, 
you can dismiss this technique and teleport the 
beast to the nearest space large enough to 
accumulate its normal size; it grows back to that 
size at one size category per round. 

SUNDERED SKIES 
Level: 7 
Time: 1 minute 
Duration: 10 minutes or until you go indoors 
Cost: 1 healing surge 
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You must be outdoors and aboveground to use this 
technique. Clouds gather above you, and rain (or 
snow, if sufficiently cold out) falls around you in an 
aura 10. Exposed nonmagical flames are 
automatically and instantly extinguished, the area is 
lightly obscured, and creatures in the area gain a +2 
power bonus to saving throws against ongoing fire 
damage. 

HANDLE STEED 
Level: 8 
Time: 5 minutes 
Duration: Special 
Cost: 1 healing surge 

You convince a non-hostile creature of your level or 
lower that has the mount keyword to bear you as a 
rider, counting as your ally for the duration. The 
duration is determined by your Nature check result
—with a 9 or lower the technique lasts only 1 hour, 
with a 10 or higher it lasts 2 hours, with a 15 or 
higher it lasts 4 hours, with a 20 or higher it lasts 8 
hours, with a 25 or higher it lasts 16 hours, and 
with a 30 or higher it lasts 24 hours. 

If you have the Mounted Combat feat, treat your 
level as three levels higher when determining what 
benefits you gain from riding the target. 

WATER BREATHING 
Level: 8 
Time: 10 minutes 
Duration: Special 
Cost: 1 committed healing surge 

Up to eight creatures of your choice (possibly 
including you) gain the ability to breathe and speak 
normally underwater. Additionally, this technique 
protects their gear (such as books and scrolls) from 
water damage. It does not grant any swimming or 
underwater combat ability. The duration is 
determined by your Nature check result—with a 14 
or lower the technique lasts only 1 hour, with a 15 
or higher it lasts 2 hours, with a 20 or higher it lasts 
4 hours, with a 25 or higher it lasts 8 hours, and 
with a 30 or higher it can last until dismissed. 

TRANQUIL WATER 
Level: 9 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You still the water around you, reducing the 
Athletics DC to swim within 5 squares of you to 10. 

SECURE SHELTER 
Level: 10 
Time: 30 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

You command the land around you to form into the 
shape of a sturdy lodge in a close burst 4, large 
enough to comfortably accommodate eight 
Medium creatures, including a dry, clean interior, 
bunks, a long table with stools, and even a writing 
desk. The structure is constructed of whatever 
materials are present in the local area—likely snow, 
stone, wood, or sod. It’s not heated or cooled, but it 
is extremely durable, and can be accessed by two 
windows (with shutters), a door, and a chimney. The 
lodge disassembles itself tracelessly at the end of 
the duration. 

TRAILBLAZE 
Level: 10 
Time: 10 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

The wilderness moves aside to let you pass, clearing 
a path 4 squares wide up to 10 squares ahead of 
and behind you, then closing back in your wake; 
you ignore any reductions to your overland speed 
from natural terrain obstacles, and the Perception 
DC to track your party increases by 5 (as if you’d 
obscured your tracks by hand). 

ANIMAL AMBASSADOR 
Level: 11 
Time: 10 minutes 
Duration: Special 
Cost: 2 healing surges 

This technique functions as Animal Messenger, 
except there is no limit on the length of the message 
you send, and you can choose for the animal to 
carry on a conversation with the target, using any 
amount of your knowledge that you choose to share 
with it to respond to questions, and making Bluff 
and Diplomacy checks using your Nature skill 
modifier with a –5 penalty. 

ELEMENTAL CATALYSIS 
Level: 11 
Time: 10 minutes 
Duration: Special 
Cost: None 
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Use this technique immediately before using 
another technique; its duration is the time required 
to use that technique. This technique must be used 
in a place of great elemental power—the river Styx, 
an active volcano, the eye of a hurricane, an ancient 
primordial grove. Draw power from the 
surrounding location, replacing 1 (non-committed) 
healing surge of the cost of the subsequent 
technique. You can’t use this technique multiple 
times in the same place without taking an extended 
rest in between. 

CREATE OASIS 
Level: 12 
Time: 30 minutes 
Duration: Instantaneous 
Cost: 4 healing surges 

You alter the flow of groundwater, creating a 
permanent natural spring; in desert terrain, it 
produces 10 gallons of drinking water per day, and 
otherwise produces 50 gallons of drinking water 
per hour. If the shape of the terrain is suitable, a 
pond or creek may form from the outflowing water. 

EARTH GLIDE 
Level: 12 
Time: 30 minutes 
Duration: 10 hours 
Cost: 1 healing surge 

You and all your allies within 5 squares gain 
overland burrow 5, allowing you to travel 
underground at a rate of two and a half miles per 
hour if not taking any other actions. You cannot 
take any action other than burrowing until you 
return to the surface. 

CONTROL WEATHER 
Level: 14 
Time: 1 hour 
Duration: Special 
Cost: 1 healing surge 

You change the weather outside in a 2 mile radius, 
appropriately for the season. Spring weather can be 
hot and clear, sleet, or a thunderstorm. Summer 
weather can be a heat wave, hailstorm, or 
rainstorm. Autumn weather can be warm and 
windy, cold and clear, foggy, or a sleet storm. Winter 
weather can be windy, mild, frigid cold, or a 
blizzard. (In a non-temperate climate, the options 
may be different; for example, in a monsoon season 
your options might be thunderstorms or heavy rain 
with flash floods.) You control the general state of 
the weather—wind direction, heaviness of the fog—

but not specific details, such as where lightning 
strikes. You can change the weather again as a 
standard action, and the effects will manifest within 
10 minutes. The technique’s duration depends on 
your Nature check result—a 19 or lower gives 2 
hours, a 20 or higher 4 hours, a 30 or higher 16 
hours, and a 40 or higher 24 hours. 

PRIMAL PRISON 
Level: 14 
Time: 1 hour 
Duration: Special 
Cost: 1 healing surge and 1,600 gp (in rare herbs) 

You imprison a willing or helpless, adjacent 
creature in a tree, boulder, or other solid natural 
object larger than it, which takes on a faint 
resemblance to the creature. You must take some 
personal possession from the creature as part of this 
technique, which serves as a focus for the 
technique. The technique lasts until you die, until 
the focus is brought in contact with the prison, until 
you choose to release the target with a word, or 
until the prison is destroyed. If it’s released by the 
destruction of its prison, it emerges bloodied and 
unconscious; otherwise, it’s released unharmed. 
You instantly know when the creature is released. 
Additionally, you can choose whether the target 
ages while imprisoned or not. 

WATERBORN 
Level: 14 
Time: 10 minutes 
Duration: Special 
Cost: 1 committed healing surge 

This technique functions as the Water Breathing 
technique, except it also grants the targets a swim 
speed equal to their land speed, and immunity to 
the cold and pressure of the deep ocean. 

AWAKEN 
Level: 14 
Time: 24 hours 
Duration: Instantaneous 
Cost: 3,600 gp (in rare herbs) 

You awaken a friendly tree or natural beast of your 
level or lower to human-like sentience, setting its 
Intelligence score to 3d6. It learns one language 
you know, it becomes a magical beast, and it can’t 
serve as a beast companion or similar class or other 
feature. 
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ENDURE PRIMORDIAL 
ELEMENTS 
Level: 17 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

This technique functions as Endure Elements, 
except without any upper or lower limit on the 
temperatures considered. Additionally, weather 
natural to the Elemental Chaos is treated as 
nonmagical weather. 

SURVIVOR’S ASSURANCE 
Level: 17 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You prepare yourself and up to ten present allies to 
withstand the harshest of conditions. Make a 
Nature check, and you can all use the check result 
in place of Endurance checks against 
environmental dangers, and the check result + 5 
against starvation and thirst. 

STONE SPEECH 
Level: 18 
Time: 10 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

You can speak with stones, both natural and stone 
constructions. They can relate anything they’ve ever 
touched, and anything hidden behind or under 
them, and have perfect memory at least a century 
back. 

PRIMAL GROVE 
Level: 19 
Time: 10 minutes 
Duration: Permanent and Special 
Cost: 12,000 gp (in offerings to primal spirits; see 
text) 

You create a special haven, magically hidden by 
primal spirits in either the material world or the 
Feywild, and set a secret password that allows 
access. The grove has a moderate climate, and 
generates enough food and drink to sustain a large 
number of creatures. You can store objects within 
the grove, and they’ll still be there when you return, 
but food and drink taken from the grove vanish. 
Additionally, you create an entrance to the grove at 

your current location, which allows any creature 
who knows the password to teleport to the grove as 
a move action. A creature in the grove can teleport 
to any entrance as a move action as well. The size of 
the grove, and the duration the entrance lasts, are 
determined by your Nature check result—a 24 or 
lower creates a grove that fits 25 Medium creatures 
and an entrance that lasts 1 hour, a 25 or higher 
creates a grove that fits 50 creatures and an 
entrance for 24 hours, a 35 or higher creates a 
grove that fits 100 creatures and an entrance for 1 
month, and a 45 or higher creates a grove that fits 
200 creatures and an entrance for a year and a day. 

If you already have a primal grove, you can create a 
new entrance to it with only 4,000 gp worth of 
offerings. You can seal an entrance at no cost with a 
minor action. 

COMMAND ISLAND 
Level: 26 
Time: 1 hour 
Duration: 24 hours 
Cost: 5 healing surges 

You can move an island you are standing on at a 
rate of 1 mile per hour in a direction of your choice. 
If you leave the island while this technique is in 
effect, it keeps moving in the same direction for 
another half mile, gradually slowing to a stop over 
the next hour. 

REWRITE CLIMATE 
Level: 30 
Time: 1 hour 
Duration: 10 minutes 
Cost: 4 healing surges plus 1 committed healing 
surge 

You totally and drastically alter the climate within a 
2 mile radius—you can bring regular snowstorms to 
a blazing desert, dry a rainforest to badlands, 
reverse summer and winter, or bring a very 
localized monsoon season. You don’t precisely and 
specifically control the weather in the area, but it 
varies within the normal range for the new climate 
of the region. If you keep this technique 
continuously active for a year and a day, the effect 
becomes permanent and you no longer need to 
commit a healing surge to it. 

PERCEPTION (WIS) 
TRACKER’S EYE 
Level: 1 
Time: 10 minutes 
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Duration: Instantaneous, and until you take an 
extended rest 
Cost: 1 healing surge 

You examine tracks, and make a Perception check. 
You learn the species, numbers, and travel 
directions of any natural beasts responsible for the 
tracks. If your Perception check result is 10 or 
higher, you also learn the species, numbers, and 
travel directions of any natural humanoids; if it’s 20 
or higher, you learn the species, numbers, and 
travel directions of any natural creatures; if it’s 30 or 
higher, you learn the pace, species, numbers, and 
travel directions of any creatures; and if it’s 40 or 
higher, you learn whether the creatures were 
encumbered, injured, or any other effects altering 
their movement. 

FRUGAL ANALYSIS 
Level: 2 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You can automatically and precisely determine the 
quality and condition of any goods or other objects 
within your sight; this does not tell you their market 
value or purpose, if you do not already know it. 

FEELING THE AIR 
Level: 4 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

When light fails you, you supplement your vision 
with your keen sense of touch, relying on air 
currents to focus your eyes to the right spot. As long 
as there is even the faintest light—the sparks from 
clashing blades suffice—you have darkvision. 

THOROUGH SEARCH 
Level: 5 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

You scour a room for secrets and clues, gaining a 
+20 bonus to your Perception check to search the 
room. Extremely large areas may require this 
technique to search each sub-area, at the DM’s 
discretion. 

INTUITIVE APPRAISAL 
Level: 6 

Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You have an intuition for the marketplace, allowing 
you to determine the precise value a specific object 
would fetch if sold in a location of your choice at 
the present moment. 

REASONABLE PARANOIA 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You always know whether you are being watched. 

TAMPERING DETECTION 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You carefully examine a single object, determining 
whether it was tampered with in the past year—
whether someone attempted to pick a lock, crack a 
safe, rummage through a drawer, forge a signature, 
or so forth. This determines both whether any such 
tampering was done and how, but not who, when, 
or why. 

INQUISITIVE’S EYES 
Level: 8 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You carefully examine the area around you, 
reconstructing how it must have looked at a 
previous time, up to a number of hours ago equal to 
your Perception check result. You can observe the 
scene as if you were there at that time, but cannot 
affect or interact with anything; for example, if 
there was previously a closed box there, you cannot 
open it and look inside. 

LIGHT SLEEPER 
Level: 10 
Time: 1 hour 
Duration: 8 hours 
Cost: 1 healing surge 

You take no penalties to Perception for being asleep 
or otherwise unconscious, and if you succeed at a 
Perception check to notice an enemy or other 
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source of danger, you awaken instantly and are 
immediately ready to act. 

CRAFTY PROFILING 
Level: 11 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

You can sort through physical evidence or 
possessions to construct a psychological profile of 
the character responsible, even if that character is 
not present; make a Perception check opposed by 
their passive Bluff. On a success, you get a general 
understanding of their mentality, and you will 
automatically notice when you encounter a 
character that fits the profile (who may or may not 
be the same character; merely one with the same 
general mentality), or another scene of evidence left 
by a character that fits the profile. 

KEEN SIGHT 
Level: 14 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You gain a +5 bonus to Perception checks to 
recognize sleight-of-hand or see through disguises. 
You have low-light vision. You can see small details 
three hundred feet away, quickly count masses of 
troops at a glance, and perform similar feats of 
visual perception without making a check. 

With a DC 40 Perception check, you can achieve 
even greater results—spot insects moving a mile 
away, read a book three hundred feet away, predict a 
flood by counting distant raindrops, and tell 
whether someone is dead or merely unconscious by 
glancing at how the blood flows through their veins. 

KEEN TASTE & SMELL 
Level: 14 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You gain a +5 bonus to Perception checks that rely 
only on scent and taste. Without making a 
Perception check, you can recognize individuals by 
scent, and smell how recently they were present, at 
a range of six hundred feet; and scent prey and 
fresh water at the same range. With a single taste, 
you can identify precisely which ingredients a meal 
contains. 

With a DC 40 Perception check, you can achieve 
even greater results—scent specific individuals two 
miles away, identify a character’s emotional state by 
how their scent changes, and recognize a tasteless 
poison by how it dilutes the taste of a drink. 

KEEN HEARING & TOUCH 
Level: 14 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You gain a +5 bonus to Perception checks that rely 
only on hearing and touch, except for Perception 
checks to detect creatures using Stealth. You can 
recognize materials precisely by running your 
fingers across them, and you take no penalties to 
Perception checks to hear things through walls or 
other obstructions. Additionally, you can hear 
sounds at frequencies too low or high to normally 
be audible. 

With a DC 40 Perception check, you can achieve 
even greater results—overhear whispers a mile away 
on a still day, or an army on the march fifteen miles 
distant, perfectly visualize an object you can touch 
but not see, or identify the exits of a completely 
dark room by feeling the air currents. 

INGENIOUS PALATE 
Level: 21 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

With a single bite of a meal or sip of a drink, you 
can analyze the emotions that went into its 
preparation; make a Perception check (with the 
bonus from Keen Taste & Smell, if applicable) and 
use the check result as if it were an Insight check 
against the chef. 

DEDICATED EAR 
Level: 23 
Time: 8 hours 
Duration: Until dismissed 
Cost: 1 committed healing surge 

When a creature you know personally and well 
speaks and addresses their words to you, you can 
hear all they wish to say to you, no matter how far 
away you are; the only restriction is that you must 
be on the same plane of existence as the speaker. 
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UNERRING EYE 
Level: 28 
Time: 1 minute 
Duration: 1 round 
Cost: 1 healing surge 

You scan an area out to 20 squares away, making 
both magical and mundane stealth impossible, 
seeing through solid walls and other opaque 
objects, dissolving fog and smoke under the 
intensity of your gaze, rendering invisible or out-of-
phase things visible, melting away magical and 
mundane disguises, and forcing shapeshifters back 
into their true form. 

RELIGION (INT) 
CREATE HOLY WATER 
Level: 1 
Time: 1 hour 
Duration: Instantaneous 
Cost: 20 gp (see text) 

You create holy water, which harms undead and 
demons and otherwise behaves identically to pure 
water. A DC 15 Arcana or Religion check and a 
close examination can distinguish it from normal 
water. Higher-level characters can expend more 
expensive materials to create more powerful holy 
water; each such improvement increases the attack 
bonus by +5, and every tier increases the damage 
by 1d10. Level 6 holy water costs 75 gp, level 11 
costs 350 gp, level 16 costs 1,800 gp, level 21 costs 
9,000 gp, and level 26 costs 45,000 gp. 

Holy Water Level 1 
Undead and demons react poorly to the touch of this 
liquid. 
Alchemical Item 
Power (Consumable ✦ Radiant): Minor 

Action. Make an attack: Ranged 3/6; +4 vs. 
Reflex; on a hit, the attack deals 1d10 radiant 
damage to an undead creature or a demon. 

BODILY PURITY MEDITATION 
Level: 1 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You get a +2 power bonus to Endurance checks 
against poisons, diseases, and curses. If you would 
lose a healing surge as a result of failing an 
Endurance check against a poison, disease, or curse 

effect, you can immediately dismiss this technique 
to avoid losing a healing surge. 

CENTERED MIND MEDITATION 
Level: 1 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You get a +2 power bonus to Insight and Perception 
checks against illusions and other magical 
deceptions. If you make such a check and are 
unhappy with the result, you can immediately 
dismiss this technique to reroll the check. 

BLESSED LIGHT 
Level: 2 
Time: 1 minute 
Duration: 24 hours 
Cost: 1 healing surge 

A Medium or smaller object you touch sheds bright 
light in a 20 square radius. Additionally, any 
invisible undead creature with level less than or 
equal to your Religion check result – 10 is 
illuminated; it retains total concealment, but the 
square it's located in is revealed. 

LAST WORDS 
Level: 2 
Time: 10 minutes 
Duration: See text 
Cost: 1 healing surge 

You hear the last words spoken by a creature whose 
corpse or skull you touch. Your Religion check 
determines how far before their death you can 
hear; a 19 or lower gives only 2 rounds, a 20 or 
higher 4 rounds, a 30 or higher 6 rounds, and a 40 
or higher a full minute. 

SPIRIT MESSENGER 
Level: 2 
Time: 10 minutes 
Duration: See text 
Cost: 1 healing surge 

You name a creature and summon a tiny spirit to 
deliver a message of up to 10 words to the target. 
The spirit travels tirelessly at 7 miles per hour over 
any terrain to deliver your message, wherever the 
target is. Your Religion check result determines 
how long the spirit travels before giving up—a check 
of 19 or less gives a duration of 12 hours, of 20 or 
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higher 1 day, of 30 or higher 1 week, and of 40 or 
higher a limitless duration. 

ORACLE’S THREAD 
Level: 3 
Time: 1 minute 
Duration: 8 hours 
Cost: 1 healing surge 

Your movement leaves a magical track behind you 
that can be seen and followed only by you and up to 
six allies of your choice (who do not necessarily 
need to participate in the ritual; you can specify 
people you know well instead). 

TRACE UNDEAD 
Level: 3 
Time: 10 minutes 
Duration: See text 
Cost: 1 healing surge 

You touch a destroyed undead creature and follow 
its magic back to its creator or controller, learning 
the distance and direction to that creature or 
magical effect. Your Religion check result 
determines how far away you can sense a creator or 
controller—a check of 19 or less gives a range of 
1000 feet, of 20 or higher 5 miles, of 30 or higher 
100 miles, and of 40 or higher anywhere on the 
same plane. 

CONSECRATED GROUND 
Level: 4 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge and a vial of holy 
water 

You bless a close burst 5 with divine energy. Attack 
rolls with powers with the radiant keyword against 
undead creatures gain a +2 power bonus to attack 
rolls if the attacker and target are both in the 
blessed area, and the target’s level is no higher than 
the level of the holy water expended. 

If the area contains a shrine or other fixed sacred 
site to a deity you worship, the healing surge is not 
committed, and the effects of the technique last 
until the shrine is defaced or otherwise desecrated. 

HAND OF FATE 
Level: 4 
Time: 10 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

Propose up to three possible courses of action; a 
translucent blue hand appears and indicates the 
most rewarding course of action or inaction, based 
on the likely results of the next hour of events. The 
hand tends to judge based on reward rather than 
risk; if a high-risk high-reward option is available, 
it’ll suggest that over a low-risk moderate-reward 
one. Risks will be taken into account only if rewards 
are comparable or equal. 

IRON VIGIL 
Level: 4 
Time: 6 hours 
Duration: 24 hours 
Cost: 1 healing surge 

You meditate during an extended rest, allowing you 
to remain awake and alert during that rest, and 
sustaining you without food and water for the day. 

DAYLIGHT 
Level: 5 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You shed bright light in a 30 square radius, and 
magical darkness effects of level less than yours in 
that radius create no darkness. 

SPIRIT GROUNDING 
Level: 5 
Time: 1 minute 
Duration: 10 minutes 
Cost: 1 healing surge 

You force an immaterial haunt or similar spirit into 
physical form, allowing it to communicate, attack, 
and be attacked directly (although it may still be 
incorporeal and thus take reduced damage). This 
technique must be used within the area the target 
haunts, and so may require other protective 
measures to maintain the necessary concentration. 

UNDETECTABLE ALIGNMENT 
Level: 5 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 or 2 committed healing surges 

Effects that would reveal information about your 
alignment treat you as unaligned. You can commit 
two healing surges instead of one to extend this 
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effect to up to eight other creatures that participate 
in the ritual. 

ANCESTRAL WHISPERS 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You invite the spirit of one of your ancestors to 
partially possess you, granting you training in one 
skill in which you’re not trained. You can only gain 
one skill from this technique at a time. You can use 
this skill training to learn and use techniques, but if 
you dismiss this technique you lose access to those 
techniques until you regain training in the relevant 
skill. 

DEATHLY SHROUD 
Level: 6 
Time: 10 minutes 
Duration: Special 
Cost: 1 healing surge 

All creatures, except for undead creatures with 
Intelligence 10 or higher, perceive you as undead. 
Powers and wards that affect undead creatures also 
affect you. Your Religion check determines the 
duration—a check of 14 or less gives a duration of 1 
hour, of 15 or higher 2 hours, of 20 or higher 4 
hours, of 25 or higher 8 hours, and of 30 or higher 
24 hours. 

DISCERN LIES 
Level: 6 
Time: 10 minutes 
Duration: 5 minutes 
Cost: 1 healing surge 

Make a Religion check, and use the check result as 
a bonus to any Insight checks you make to discern 
untruths spoken in your presence during the 
duration. Creatures that aid your Religion check 
can’t also aid these Insight checks. 

SPEAK WITH DEAD 
Level: 6 
Time: 10 minutes 
Duration: 10 minutes 
Cost: 1 healing surge 

Ask the corpse of an intelligent creature with an 
intact face questions, which it will answer honestly. 
The corpse knows what the creature knew in life 
and anything that’s occurred within its sight since 

its death. You can ask one question per 10 points of 
your Religion check result, normally. Exceptional 
creatures may be unusually resistant to questioning, 
and require a skill challenge to get answers from. 

THIEF’S LAMENT 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 healing surge plus 1 committed healing 
surge 

Ward an area of size dependent on your Religion 
check result—with a result of 9 or lower it’s a close 
burst 1, a 10-19 gives a close burst 3, a 20-29 gives 
a close burst 5, a 30-39 gives a close burst 8, and a 
40 or higher gives a close burst 12. Creatures in the 
area take a -5 penalty to Stealth and Thievery 
checks. If you keep this technique continuously 
active for a year and a day, the effect becomes 
permanent and you no longer need to commit a 
healing surge to it. 

GLYPH OF WARDING 
Level: 7 
Time: 10 minutes 
Duration: Until dismissed or discharged 
Cost: 1 healing surge plus 1 committed healing 
surge 

You ward a flat surface with a magical glyph, which 
explodes in a close burst 3 when a trigger of your 
choice is met—a creature enters the glyph’s square, 
enters the burst's radius, or opens or handles the 
object with the glyph on it. You can filter creatures 
by origin, creature type, physical characteristics, 
name, and/or speaking a password. The glyph is 
nearly invisible; the Arcana DC to notice it is equal 
to your Religion check result, and the Perception 
DC to notice it and Thievery DC to disable it are 
equal to your check result + 5. 

When the glyph explodes, it makes an attack (your 
level + 3 vs. Reflex) against each creature in the 
burst, dealing 4d6 + half your level damage on a 
hit. When you create the glyph, you choose the 
damage type and corresponding effect (save ends)—
fire or acid and ongoing 5 damage of the same type, 
cold and immobilized, thunder or lightning and 
dazed, necrotic and a –2 penalty to attack rolls, or 
radiant and blinded. 

STATUS 
Level: 8 
Time: 10 minutes 
Duration: Until dismissed 
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Cost: 1 committed healing surge 

You bind yourself to up to eight present allies. For 
the duration, you know their current hit points, 
remaining number of healing surges, and any 
persistent conditions. The connection persists at 
any range, but is broken if you’re ever on a different 
plane from a target. 

DISMISS 
Level: 9 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You return a willing or helpless extraplanar 
creature to its home plane. It appears in whatever 
location on that plane it most considers home, or 
failing that a random safe location. If you are at least 
21st level, you can make a Religion check and 
target up to a number of creatures equal to your 
check result. 

ABJURANT WILL 
Level: 10 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You make a Religion check with a +5 bonus, and 
use the result as if it were an Arcana check to 
bypass, disable, or deactivate a magical effect. 

CONSULT MYSTIC SAGES 
Level: 10 
Time: 30 minutes 
Duration: Instantaneous 
Cost: 1 healing surge plus 400 gp (in incense) 

You enter a trance, asking a single question of the 
collective spirits of countless long-dead sages. Make 
a Religion check, and treat the result + 10 as a 
knowledge skill check to uncover a clue, recall a bit 
of lore, or gain other information. This ritual can 
only give information that would be known to an 
arbitrarily competent academic; for example, it 
can’t tell you what the password to a vampire’s crypt 
is (because only the vampire knows it). 

DISCIPLE’S BLESSING 
Level: 11 
Time: 1 hour 
Duration: 24 hours 
Cost: 1 healing surge 

You grant another creature the ability to use a 
technique you know, as long as that technique is no 
more than two levels higher than their level, even if 
they lack training in the relevant skill. 

LOW ROAD HOME 
Level: 11 
Time: 10 minutes 
Duration: Until discharged or dismissed 
Cost: 1 healing surge, focus (statue of you) worth 
600 gp 

As part of using this technique, you must place the 
focus within 5 squares of a permanent teleportation 
circle. As long as the focus remains within 5 squares 
of that teleportation circle, when you die, your 
corpse and possessions are instantly teleported to it. 

HALLOWED TEMPLE 
Level: 12 
Time: 1 hour 
Duration: 8 hours 
Cost: 1 healing surge 

You summon a shimmering temple to your deity in 
a close burst 7, artistically decorated as you will. 
The structure is immune to damage and 
comfortably furnished, with a large front door as 
the only entrance. Demons and undead cannot 
enter it, and it counts as a consecrated site. The 
temple and all created contents vanish after 8 
hours. 

MARK OF JUSTICE 
Level: 12 
Time: 10 minutes 
Duration: Permanent 
Cost: 1 healing surge 

You draw a mark on a willing or helpless target, and 
choose an action or type of behavior to forbid, as 
well as a punishment. When the subject breaks the 
forbiddance, you’re immediately alerted, and the 
punishment applies for the next 24 hours. 
Punishments you can choose include—but at DM 
discretion may not be limited to—the following: 
✦ Ineptness—The subject must make d20 rolls 

twice and use the worse result. 
✦ Weakness of Flesh—The subject gains vulnerable 

10 to all damage. 
✦ Solitude—The subject is blinded and deafened. 
When a character uses Remove Affliction to remove 
a Mark of Justice, treat its level as twice the level of 
the character who drew the Mark. 
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SKELETON CREW 
Level: 12 
Time: 1 hour 
Duration: Until dismissed 
Cost: 2 committed healing surges 

You can transmute a number of corpses equal to 
your Arcana check result into skeletal sailors. They 
cannot fight, are minions, have defenses equal to 
your own, and make Athletics checks to operate a 
ship using your Arcana modifier. They will obey 
your commands to operate a ship to the best of their 
ability, but will take no other actions. 

ASTRAL ADAPTATION 
Level: 14 
Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can make Religion checks in place of Arcana, 
Dungeoneering, Endurance, and Perception checks 
to recognize and withstand the natural hazards of 
astral dominions. 

DOMINION SENSE 
Level: 14 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

Make a Religion check, then learn the answer to up 
to one of the following questions per 5 points of 
your check result. Use this technique only in an 
astral dominion. 
✦ Magical effects covering the whole dominion. 
✦ General layout of the dominion. 
✦ Presence and influence of gods on the dominion. 
✦ Locations of permanent portals and 

teleportation circles. 
✦ Presence of powerful creatures not native to the 

dominion. 
✦ General status quo. 
✦ Valuable natural resources. 

ASTRAL SOJOURN 
Level: 15 
Time: 1 hour 
Duration: Special 
Cost: 1 committed healing surge 

You must be in the material world to use this ritual. 
You project yourself and up to eight of your allies to 
a random location in the Astral Sea, linked by a 
metaphysical silver cord to your point of origin. If 

you die, if any of you leave the Astral Sea, if the 
duration runs out, or if you spend 10 minutes 
concentrating on doing so, the technique ends and 
the silver cord pulls you and your allies back to the 
point of origin. The duration is determined by the 
result of your Religion check—a 19 or lower permits 
three days in the Astral, a 20 to 29 permits a week 
in the Astral, a 30 to 39 permits three weeks in the 
Astral, and a 40 or higher permits a year and a day 
in the Astral. 

SACRED SITE 
Level: 15 
Time: 24 hours 
Duration: Special 
Cost: 1 committed healing surge and 2,500 gp (in 
incense) 

You define a single site or structure as sacred to 
your deity and/or the deities of any number of 
ritual participants. Any other technique 
participants use that affects a fixed area entirely 
contained within the sacred site, and includes 
committed healing surges in its cost, has that cost 
replaced with the same number of uncommitted 
healing surges. Additionally, any corpse buried in 
the site, and the spirit of any creature so buried, is 
immune to techniques unless those techniques are 
used by worshippers of one of the chosen deities, or 
the corpse is removed from the site first. 

If you keep this technique continuously active for a 
year and a day, the effect becomes permanent and 
you no longer need to commit a healing surge to it. 

CONSULT ORACLE 
Level: 16 
Time: 1 hour 
Duration: 10 minutes 
Cost: 1 healing surge and 3,000 gp (in offerings) 

You summon an oracular spirit, which sees and 
hears everything that occurs, and can answer any 
question whose answer is known or ever has been 
known to any living or dead creature, but cannot 
predict the future. Unfortunately, it always answers 
in cryptic single words or short phrases. You can ask 
one question, plus one more question for every 10 
points of your Religion check result. 

DIMENSIONAL LOCK 
Level: 18 
Time: 30 minutes 
Duration: Until dismissed 
Cost: 4 healing surges plus 1 committed healing 
surge plus magical reagents worth 4,000 gp 
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You ward an area centered on you, preventing 
teleportation and other forms of planar travel into 
and out of the area. Any technique that would 
teleport creatures into or out of the area fails, but no 
components or healing surges are expended. A 
creature higher-level than you ignores this effect. 
The size of the area is determined by your Religion 
check result—with a result of 9 or lower it’s a close 
burst 1, a 10-19 gives a close burst 3, a 20-29 gives 
a close burst 5, a 30-39 gives a close burst 8, and a 
40 or higher gives a close burst 12. If you keep this 
technique continuously active for a year and a day, 
the effect becomes permanent and you no longer 
need to commit a healing surge to it. 

SPIRIT MIRROR 
Level: 18 
Time: 1 minute 
Duration: 10 minutes 
Cost: 1 healing surge 

Alter a reflective surface (mirror, pool of water, 
sword) to reveal the spirit traces of creatures that 
died within the past month at your current location. 
The spirits will answer questions honestly, much 
like the Speak with Dead technique but without the 
need for any sort of corpse. The spirits know what 
the creatures knew in life only. You can ask one 
question per 10 points of your Religion check 
result, normally, divided as you please among the 
present creatures or answered collectively by all of 
them. Exceptional creatures may be unusually 
resistant to questioning, and require a skill 
challenge to get answers from. 

SUCCOR 
Level: 20 
Time: 8 hours 
Duration: Until discharged 
Cost: 4 healing surges and a focus (holy text) worth 
5,000 gp 

You must use this technique inside a shrine, temple, 
or holy site of your deity. The technique links the 
focus to the place in which it is used. Any creature 
holding the focus can activate it as a standard 
action. At the end of their next turn, they and up to 
eight willing creatures they can see teleport to the 
linked holy site, at any distance including across 
planes, and the technique is discharged. If an effect 
prevents the teleportation, the technique is not 
discharged. 

SOUL-FORGED ARSENAL 
Level: 21 

Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

This technique requires access to a ghost or other 
spirit, which must be either willing or entirely 
incapacitated and bound. You transform it into 
material usable in the creation of a magic item, 
reducing the item’s crafting cost by an amount 
determined by the DM and dependent on the 
personal power and metaphysical significance of 
the spirit. Only one spirit can be incorporated into 
each item, and the item becomes quasi-sentient, 
taking on some of the spirit’s personality. Obviously, 
use of this technique on an unwilling spirit is a 
rather heinous sort of evil, and so player characters 
generally only use this technique on spirits that 
would prefer a more material existence to their 
current form. 

LOREMASTER’S BARGAIN 
Level: 22 
Time: 8 hours 
Duration: Special 
Cost: 13,000 gp (in bribes) 

You summon a powerful extraplanar entity, such as 
an angel, demigod, demon, or devil. The bribe 
covers the cost of an appointment; you must still 
persuade it (generally via a skill challenge primarily 
using Bluff, Diplomacy, and/or Intimidate) to give 
you the information you want. When you use this 
technique, make a Religion check; you and your 
allies get +1 to skill checks made in such a skill 
challenge for every 10 points of your Religion 
check result. On the one hand, success in the 
challenge potentially is far more informative than 
other divining techniques; if convinced to help you, 
the creature will make a genuine effort to provide 
useful information instead of merely cryptic 
pronouncements. On the other hand, the creature 
likely has its own agenda, and that may color the 
information and advice it gives. 

PLANAR BREACH 
Level: 25 
Time: 1 hour 
Duration: Special 
Cost: 3 healing surges 

You damage the boundary between the material 
plane and a coterminous plane (the Feywild or 
Shadowfell, in the default cosmology). Creatures at 
the location where this technique is used can pass 
between the two planes freely, and may even do so 
accidentally. The breach remains open for 5d10 
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days, rolled secretly, or until closed by a more 
responsible ritualist. 

VOICE OF FATE 
Level: 26 
Time: 1 hour 
Duration: Instantaneous 
Cost: 5 healing surges and 45,000 gp (in offerings) 

You ask questions about the events of the next seven 
days. Fate itself, or a deity with dominion over fate, 
answers the questions personally. The answers are 
as accurate as possible, but not necessarily certain 
to come to pass; fate is not totally pre-determined, 
and heroic (or antiheroic!) action can thwart the 
inevitable. Make a Religion check with a -5 penalty, 
and ask one question for every five points of the 
check result. 

STEALTH (DEX) 
FOG GUARDIAN 
Level: 1 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

Choose an ally. So long as you remain within 5 
squares of the chosen ally, they make Stealth checks 
as if trained in Stealth. 

MOVE SILENTLY 
Level: 2 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

Creatures take an additional -2 penalty to 
Perception checks to notice you if they don’t have 
line of sight to your square. 

UNOBTRUSIVE GUISE 
Level: 4 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You can make Stealth checks in place of Bluff 
checks to disguise yourself or an ally as “nobody 
worthy of notice” or a similar disguise. 

STUDENT OF SHADOWS 
Level: 6 
Time: 1 hour 
Duration: Until dismissed 

Cost: 1 committed healing surge 

Spend the usage time of this technique scouting an 
area no larger than 100 squares on a side, then 
make a Stealth check and gain your check result as 
a pool of points. Spend those points before making 
Stealth and Thievery checks in the area to exploit 
the bolt-holes and blind-spots you’ve uncovered, 
gaining a power bonus on the check equal to the 
points spent. 

INVISIBLE STATUE 
Level: 7 
Time: 10 minutes 
Duration: Until you move or attack 
Cost: 1 healing surge 

You remain perfectly still, blending into the 
background. You are invisible to sight, though can 
still be detected by other senses. 

EASILY OVERLOOKED 
PRESENCE 
Level: 10 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You hide in plain sight, remaining unnoticed simply 
by blending in. Characters automatically fail to 
notice you until you take some kind of overt action; 
rolling initiative, displays of heroic prowess, and the 
like. This effect also fails against any of the 
following: 
✦ Characters who intend to stop everyone who 

passes, as for example a checkpoint. 
✦ Characters who know your identity using 

magical effects to search for you specifically. 
✦ Magical effects that identify “danger,” from a 

source you pose a direct threat to. 

SUBTLE EXPLORATION 
Level: 12 
Time: 1 hour 
Duration: Special 
Cost: 1 healing surge 

You must be outdoors or aboveground to use this 
technique. You survey the land within 1 mile, 
without risk of encountering danger, and learn the 
locations of any bodies of water, suitable campsites, 
settlements, and ruins; you also learn the general 
presence or absence of any hostile inhabitants not 
taking extraordinary measures to conceal their 
location. Additionally, once before you take an 
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extended rest, you can gain a +5 bonus to a Nature 
check to forage or grant an ally a +5 bonus to an 
Endurance check against an environmental danger. 

BLURRED FORM 
Level: 14 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

Outside of combat, you can make Stealth checks 
without cover or concealment, so long as you are 
standing still or moving slowly—you simply blend 
with your surroundings. 

MENTAL INVISIBILITY 
Level: 21 
Time: 5 minutes 
Duration: 1 hour or until combat starts 
Cost: 1 healing surge 

You can hide from a creature’s thoughts as easily as 
their eyes. Make a Stealth check opposed by passive 
Insight instead of passive Perception; if you succeed, 
you cannot be perceived by the targets until 
someone else points you out to them, you choose to 
reveal your presence, or you attempt to harm or 
steal someone or something of great value to them. 

FATELESS EVASION 
Level: 26 
Time: 5 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can hide from Fate itself. Any effect that 
attempts to obtain information from Fate about you 
or your activities instead informs the user that no 
such individual exists. Any effect that relies on Fate 
to locate its target cannot target you. This technique 
may also provide similar protections against similar 
effects, at the DM’s discretion. 

VANISHING FROM MIND’S 
EYE 
Level: 30 
Time: 5 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can hide from memories themselves. Make a 
Stealth check opposed by the passive Insight of 
every creature that’s ever known you. Each creature 
you succeed against forgets your existence; upon 

meeting you, they do not recognize you. Once per 
day at the most, a creature trying to recall events 
you were involved in can make a History check 
with a DC of your Stealth check result; on a success, 
they shake off this effect, but on a failure you are 
recalled as a nameless, shadowy presence only. 

STREETWISE (CHA) 
GUISE OF VULNERABILITY 
Level: 1 
Time: 5 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You adopt a manner that makes you appear to be 
the perfect target for a type of crime of your choice; 
confidence artists will see you as an easy mark, or 
gamblers will try to invite you to a game, or thugs 
will try to rob you, or so forth. 

GUISE OF FAMILIARITY 
Level: 1 
Time: 5 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You adopt a manner that makes you appear—to 
criminal types—to be a fellow outlaw; a possible 
supplier for their vices, or a reasonable candidate 
for recruitment into their organization, or some 
similar scoundrel. 

BUREAUCRATIC DEFTNESS 
Level: 3 
Time: 10 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

You gauge the bureaucracy around you, identifying 
which officials are useful and which abuse their 
power, who expects bribes and who can get results. 
You can make Streetwise checks and use the results 
as if they were the results of Insight checks if they 
directly lead you towards a bureaucratic goal, such 
as securing a meeting or obtaining documents. 

PREY UPON UNCERTAINTY 
Level: 5 
Time: 5 minutes 
Duration: 1 hour 
Cost: 1 healing surge 

When someone catches you in a place in which you 
are not permitted, you immediately become aware 
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of a gap in their knowledge (if any exists) which 
offers you an exploitable opportunity. If a soldier is 
expecting a messenger, you might intuit they’ve 
never seen that messenger before; if an instructor 
doesn’t know the names of all of their students, you 
realize as much. This technique does not guarantee 
any success at exploiting the opportunity, merely 
opens up the possibility. 

VAIN SEEKER 
Level: 6 
Time: 30 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

This technique enhances a use of Streetwise to 
gather information about yourself, reducing the 
time required and allowing you to use your 
Streetwise check result + 10 as the result of any 
Bluff, Stealth, or Streetwise check needed to 
prevent people from realizing that you’re gathering 
information about yourself. 

SOUL COMPASS 
Level: 8 
Time: 5 minutes 
Duration: 1 day 
Cost: 1 healing surge 

Describe, in as much or little detail as you desire, a 
hypothetical character’s appearance, skill-set, 
contacts, and motivations. If any character 
matching the profile exists within a day’s travel of 
your current location, and you wander within the 
general vicinity, you will cross paths with at least 
one such character within the next day. 

GUISE OF PROCUREMENT 
Level: 10 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You adopt a manner that makes you appear to be a 
master of all things mercantile; characters will 
approach you seeking the best deals or aiming to 
gain information about products. 

BESTOW THE MANTLE 
Level: 11 
Time: 6 hours 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You can share a measure of your business acumen 
with a trusted, willing subordinate. While the 
technique is active, the target can use your Bluff, 
Diplomacy, Insight, and Streetwise modifiers in 
place of their own for the purposes of managing 
your organization, and has a perfect intuitive 
knowledge of what strategic decisions you’d make 
in their place (in other words, if they would have to 
make a major decision on your behalf, the DM will 
ask you what your character’s choice would be, 
even in your absence). 

WORD ON THE STREET 
Level: 11 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge and 50 gp (in bribes) 

While you are in a settlement or other community, 
you can make a Streetwise check and use the result 
as if it were the result of an Arcana, Dungeoneering, 
History, or Religion check to know information, 
outsourcing the research to local experts. 

GUISE OF RECTIFICATION 
Level: 14 
Time: 10 minutes 
Duration: Until dismissed 
Cost: 1 committed healing surge 

While actually participating in an investigation of 
an organization, government, or bureaucracy, you 
adopt a manner that makes you appear to be a 
subject of confidential trust on matters pertaining 
to that organization; members of the organization 
will tend to see you as someone they should confide 
in and speak truthfully to, unless they have strong 
reasons to want to hide the truth. 

SPEED THE WHEELS 
Level: 16 
Time: Special 
Duration: Instantaneous 
Cost: 3,000 gp (in bribes) and 1 committed healing 
surge 

You push a bureaucracy to finish a task extremely 
rapidly. Make a Streetwise check, and accelerate the 
task by one step along the following progression for 
every 10 points of the check result—centuries to 
years to seasons to months to weeks to days to 
minutes to the task is already complete and the 
official you’re talking to simply hasn’t noticed yet. 
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THROW THE WRENCH 
Level: 20 
Time: Special 
Duration: Special 
Cost: 4,000 gp (in bribes) and 1 committed healing 
surge 

You push a bureaucracy to a grinding halt on a 
specific task. Make a Streetwise check, and slow the 
task by one step along the following progression for 
every 10 points of the check result—minutes to days 
to weeks to months to seasons to years to centuries 
to the task will not yet have even been started by the 
time the organization finally collapses. You do not 
need to be directly involved in the task, or even to 
be certain the task is actually being attempted, to 
delay it this way. 

UNDERSTAND THE COURT 
Level: 21 
Time: 7 days 
Duration: Instantaneous 
Cost: 1 committed healing surge 

You study a court or other social group, mentally 
mapping out the connections between the 
members of the group. For each pair of characters 
in the group, you learn roughly how they feel about 
each other. For each character in the group, you 
learn what their main motivation for membership 
is. You also learn any customary roles or habits of 
all the characters in the context of the group—who 
takes a break every mid-afternoon to walk in the 
sunlight, who breaks down the tables after the 
meetings, and so forth. You also learn if there are 
any major players absent from the group during the 
week you spend there, what roles they normally fill, 
and how their absence impacts those who remain. 

FOUL AIR OF ARGUMENT 
Level: 24 
Time: 24 hours 
Duration: Up to 3 months 
Cost: 20,000 gp (in bribes) and 1 committed 
healing surge 

You doom a large-scale project of your choice, 
making a Streetwise check against the highest 
passive Insight among the project’s leadership. If 
you succeed, the project gradually begins to 
collapse. Communication breaks down; key players 
become hostile; each risky action has the worst 
possible result. If the project is sufficiently central, it 
may threaten the stability of the organization itself. 
If the Streetwise check fails, you cannot use this 

technique against any project undertaken by the 
same group for 3 months. 

INFINITE EFFICIENCY 
Level: 30 
Time: 24 hours 
Duration: Instantaneous 
Cost: None 

This technique requires you lead an organization, 
business, or division. Once per 3 months, you can 
find somewhere in your headquarters the results of 
a completed task—tools, resources, deeds, 
paperwork, and so forth—that nobody in the 
organization actually recalls performing. The task 
must be smaller than the largest project actually 
completed by the organization in the past 3 
months. 

THIEVERY (DEX) 
TEMPORARY PATCH 
Level: 1 
Time: 10 minutes 
Duration: 24 hours 
Cost: 1 healing surge 

You temporarily repair a single object that can fit 
within a 10-foot cube. It functions normally for the 
duration, then completely breaks again the next 
time someone attempts to use it. 

USE ROPE 
Level: 2 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

When tying a creature up, use this technique to get 
a +10 power bonus to the Thievery check to 
determine the DC to escape. Alternatively, you can 
use this technique to get a +5 power bonus to any 
check involving a grappling hook, regardless of the 
skill or ability involved. 

WARDED CAMPSITE 
Level: 3 
Time: 30 minutes 
Duration: 8 hours 
Cost: 1 healing surge 

You fill an area up to 10 squares by 10 squares with 
traps and alarms; whenever a creature enters the 
area who you didn’t previously inform of the trap 
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pattern, you and your allies in the area are instantly 
awakened and cannot be surprised. 

TRAPFINDING 
Level: 4 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You make a Thievery check and use the result as an 
Arcana, Dungeoneering, Perception, Religion, and/
or Thievery check result to detect each trap within 
10 squares of you. 

HIDDEN POCKET 
Level: 5 
Time: 1 minute 
Duration: Until retrieved 
Cost: 1 committed healing surge 

You hide an object on your person so that even a 
thorough search cannot find it. Make a Thievery 
check with a +10 bonus; the check result is the 
Perception DC to find the item when searching you. 
If the object is large enough you couldn’t easily 
conceal it on your person—but still small enough to 
carry—you can still use Hidden Pocket to conceal it 
but don’t get the +10 bonus. This technique can be 
used multiple times to hide multiple objects 
simultaneously. 

PRECISE FORGERY 
Level: 5 
Time: 10 minutes per page 
Duration: Instantaneous 
Cost: 1 healing surge 

You fabricate papers or documents—written orders, 
treasure maps, paintings, shipping manifests, and 
land grants all fall within the purview of this 
technique. Make a Thievery check, and use your 
check result in place of the Bluff check to falsify the 
document. 

DUPLICATE 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You create a replica of a small, inorganic object you 
possess that weighs no more than 2 pounds. It’s 
indistinguishable from the original and performs 
identically in all mundane ways, but is nonmagical 
even if the original was magical. However, it’s 

constructed more rapidly than well, and it will fall 
apart with use; your Thievery check result 
determines how long it lasts—a total of 19 or lower 
means it lasts 10 minutes, of 20 or higher an hour, 
of 30 or higher a day, and of 40 or higher a week. 

LETTER WITHIN A LETTER 
Level: 6 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

You can embed a hidden message in a document as 
you write it, choosing a specific familiar character 
to be able to read it easily as you make subtle 
allusions only they will recognize. The cover 
document must be at least twice as long as the 
hidden message. Only techniques and magic can 
recognize the cipher, and even then a skill check 
with a DC equal to your Thievery check result + 10 
is required to actually read the hidden message. 

GAMBLER’S EYE 
Level: 7 
Time: 1 minute 
Duration: Until you stop playing 
Cost: 1 healing surge 

When playing a game of chance or strategy, you can 
easily read your opponent’s tells. You can make 
Thievery checks and use the results in place of 
Insight checks to determine how your opponent 
feels about the game. 

LOCK-OPENING TOUCH 
Level: 8 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

This technique modifies a Thievery check to open a 
lock. If the check fails, the lock opens anyway, but at 
some other cost—a trap sprung, tools damaged, or 
unwanted noise made, at the DM’s discretion. 

FREEING FRENZY 
Level: 9 
Time: 1 minute 
Duration: Instantaneous 
Cost: 2 healing surges 

You make any number of Thievery checks to open 
any number of locks, as long as every target lock is 
within 10 squares of every other lock. 
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FLAWLESS PICKPOCKETING 
Level: 10 
Time: 5 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

You must spend the entire time required to use this 
technique within arm’s reach of a target, waiting for 
the perfect opportunity. This technique then allows 
a pickpocketing attempt that cannot be noticed 
except by magical means, by opposing techniques, 
or by inhuman senses (a character using Keen 
Hearing and Touch or a spider feeling vibrations in 
its web, for example). Even in those cases, you’re 
only noticed if you fail your Thievery check by 10 
or more, rather than by 5 or more. (This technique 
can also be used to plant items on a creature rather 
than steal them; it’s sometimes referred to as 
Phantom Sting by those who use primarily that 
form.) 

LIGHTNING SLEIGHT 
Level: 11 
Time: 10 minutes 
Duration: Instantaneous/Special 
Cost: 1 healing surge 

After searching for the perfect opportunity, you 
perform a trick of sleight of hand—altering dice 
results, slipping poison into a drink—in the time 
between eyeblinks. So long as you only use this 
technique once in a particular scenario, even 
onlookers whose passive Perception exceeds your 
Thievery check result won’t realize what happened 
until at least 1 hour later per 10 points of Thievery 
check result. (For example, if you roll a 27 on your 
Thievery check to slip black lotus powder into the 
drink of a noble with a passive Perception of 29, 
they won’t realize you were responsible until two 
hours later—if they live that long.) 

INFERNAL PRINT 
Level: 12 
Time: 1 hour 
Duration: Instantaneous 
Cost: 1 healing surge 

You can use this technique while drawing up a 
contract to conceal all sorts of reasonably subtle 
penalty clauses, conditions, extra fees, and similar 
extra terms into a contract, requiring another 
technique or a Insight, Streetwise, or Thievery 
check with a DC equal to your Thievery check 
result + 5 to notice before signing. Devils 
automatically succeed on the check; they invented 
this technique, and cannot be bamboozled by it. 

Contract clauses that you know to be impossible to 
fulfill, or that are exceptionally blatant (the other 
party agrees to buy a horse without noticing that it 
only has three legs, say) fail. 

STEAL FROM PLAIN SIGHT 
Level: 14 
Time: 1 minute 
Duration: 1 minute 
Cost: 1 healing surge 

Use this technique as you take an object from plain 
sight. The object won’t be noticed missing for 1 
minute unless magic or another technique is used, 
or someone attempts to use the object. 

READ SCROLL 
Level: 15 
Time: Special (minimum 1 hour) 
Duration: Special 
Cost: 1 healing surge 

You can use a scroll even if you don’t have training 
in the relevant skill, and you can make a Thievery 
check in place of any other skill the technique on 
the scroll would require. The time required to use 
this technique is the same as the time required to 
normally use the scroll or 1 hour, whichever is 
greater. 

INGENIOUS DISASSEMBLY 
Level: 16 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 1 healing surge 

Your skill at craft also translates to its reverse; you 
can disassemble anything Large or smaller, even 
without proper tools. Sophisticated or extremely 
durable objects may require a Thievery check to 
disassemble. 

MAGPIE’S TALON 
Level: 16 
Time: 1 minute 
Duration: Instantaneous 
Cost: 1 healing surge 

You move with imperceptible speed, making a 
Thievery check to pickpocket a creature with a +5 
bonus, and doing so at a range of up to 3 squares. 

MASTERMIND MEDITATION 
Level: 21 
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Time: 1 hour 
Duration: Until dismissed 
Cost: 1 committed healing surge 

You must spend the use time of this ritual doing 
one of the following preparatory actions—forging 
documents, preparing an alibi, researching a mark, 
obtaining blueprints, making an entry and/or 
escape plan, or undermining local law enforcement 
and/or organized criminal forces. Then make a 
Thievery check and gain a contingency pool equal 
to the check result, which may be spent, either in 
the moment or to retroactively respond to the 
discovery of evidence, to do any of the following: 
✦ 5—Leaving a calling card in a dramatic location. 
✦ 10—Destroying a small piece of evidence. 
✦ 10—Gaining a +5 bonus on a Bluff check to 

disguise yourself. 
✦ 20—Gaining a +5 bonus to any other Bluff 

check. 
✦ 20—Falsifying a single piece of evidence to frame 

a different target. 
✦ 20—Trivially and instantly opening a door or 

other sealed entrance. 
✦ 30—Completely erasing from existence a single 

piece of evidence. 
✦ 30—Creating a disguise without time or 

materials. 
This technique can be used multiple times and the 
pools combined, but each usage must be the result 
of a different type of preparation, and once you start 
spending points from the contingency pool you 
cannot continue adding to it until it is dismissed. 

FLASHING QUILL 
Level: 24 
Time: 10 minutes 
Duration: Instantaneous 
Cost: 2 healing surges 

You can edit a document untraceably, as if it had 
been written differently in the first place. Words 
can be erased without any hint remaining, letters 
changed into different shapes, and so forth. If the 
text is magical, and choices were made in its 
creation (targets, modes, and so forth) you can 
change which choices were made—perhaps 
redirecting a curse or changing who can read a 
spell-ciphered tome. 

WILL OF THE UNMAKER 
Level: 26 
Time: 1 minute 
Duration: Instantaneous 
Cost: 2 healing surges 

This technique functions exactly as Ingenious 
Disassembly, except as above and that it further 
reduces the object to raw materials; a reinforced 
door can be disassembled into a pile of logs and 
another pile of iron ore. However, it does not 
function on magical items. 

THIEF OF NAMES 
Level: 30 
Time: 1 minute 
Duration: Until dismissed 
Cost: 1 committed healing surge 

With a successful Thievery check to pickpocket a 
creature, you can steal their name. As long as you 
commit the healing surge, only you can speak, 
think, or write their name. 

CyberChronometer’s Techniques for 4E | CC BY 4.0


