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Feats 
 

 
 

This document contains a list of new and revised feats for the Iourn game. The text here 

supercedes anything printed in an official source of the game. 
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New and Revised Feats 
 

 

Accurate Focus [Implement] 
Using your focus enables you to succeed with your attacks more often 

Prerequisites: Spellcaster, must have a focus 

 

Benefit: When you use your attuned focus, any spell cast through it that requires an 

attack roll makes that roll at a +1 bonus to hit. Such attacks also ignore any penalty from 

cover (but not total cover) and concealment (but not total concealment). 

 

 

Battle Blessing 
You cast spells more quickly than usual in the heat of battle. 

Prerequisites: Ability to cast divine spells as a paladin 

 

Benefit: You can cast some of your spells faster than normal. Choose a number of divine 

spells equal to your Chariama modifier (minimum 1). If the spell normally requires a 

standard action, you can cast it as a swift action. If it normally requires a full round to 

cast, you can cast it as a standard action. Spells with longer or shorter casting times 

cannot be modified by the Battle Blessing feat. Everytime you gain a level you may 

choose to change some or all of the spells affected by this feat. You may also select this 

feat more than once. Each time you take it, you can apply it to an additional number of 

spells equal to your Charisma modifier (minimum 1). 

 

 

Brew Potion [General] 
You have the skill to create magical potions and oils. 

Prerequisites: Spellcaster, 3rd level or higher 

 

Benefit: A potion is a magical liquid that produces its effect when imbibed, while a 

magical oil has similar properties but must be applied externally. A potion or an oil can 

duplicate the effect of a spell up to 3rd level that has a casting time of less than 1 minute, 

and targets one or more creatures. 

 

In order to brew a potion, the spellcaster must gather special materials and ingredients 

with a gold piece value equal to the level of the spell × the creator's caster level × 25 gp. 

These ingredients may be purchased from certain shops, foraged or stolen at the 

spellcaster's discretion. Residuum may be substituted for these ingredients. In order to 

keep the price down, spellcasters do not need to create potions at their full caster level, 

although some of the effects of the potion will be accordingly diminished. 

 

The caster level and effect of the potion is set by the creator at the time of the brewing. 

The imbiber of the potion becomes the effective caster of the effect, as well as the 

target, when he drinks the potion.  
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If the cost to create a potion is 125 gp or less, then the potion takes two hours to brew; 

otherwise it takes one day for each 500 gp in its creation cost. The creator of this process 

must be present throughout the brewing (or be able to visit the potion every now and 

then to give it a good stir). At the end of the creation time, the brewer must cast the 

required spell into the potion, at which point the potion is finished. 

 

A typical potion consists of one fluid ounce (30 ml) of liquid. This is decanted into a small 

glass or ceramic flask with a tight stopper. Potions typically sell on the open market for 

twice their creation cost, although shopkeepers of magical boutiques would expect to 

buy them for less than this amount. 

 

 

Broad Church [General] 
Your church supports a breadth of spellcasting options not normally enjoyed by a 

member of your faith 

Prerequisites: Divine Caster 

 

Benefit: When you select this feat, choose one of the domains in which you have minor 

access. You have major access in that domain instead. Alternatively, you may select any 

domain available to your religion that you do not have access to. You gain minor access 

to this domain. This feat may be taken multiple times. Each time it is taken you may 

choose to gain minor access to a new domain, or upgrade minor access in an existing 

domain to major access. 

 

Gaining major access in a new domain grants the class skill associated with that domain 

(if there is one), as well as increasing the utility of the Divine Insight ability. Selecting this 

feat does not grant you any additional spells or domain powers in itself. However, it does 

broaden your options when you come to choose new spells and domain powers in the 

future. If your class cannot have major access to domains (such as paladin) then you 

cannot use this feat to gain major access; you can use to it gain minor access to more of 

your available domains. 

 

 

Combat Casting [General] 
Once you start casting a spell, it is very difficult to disrupt or distract you. 

Prerequisites: Spellcaster 

 

Benefit: You may cast spells without provoking attacks of opportunity from enemies in 

mêlée range. You also gain a +4 bonus to concentration to defend against attacks that try 

to disrupt your spellcasting. 
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Combine Foci [Implement] 
You are able to unify your foci from different traditions into one object. 

Prerequisites: Multiclass spellcaster with access to different traditions, must use a focus 

 

Benefit: You can attune one object to be your focus for all spells from any of the magical 

traditions you have access. Normally, you would need one focus for each separate 

tradition. 

 

 

Critical Recollection [General] 
A particularly potent magical attack allows you to retain the pattern of a spell in your 

mind. 

Prerequisites: Acquired Spellcaster 

 

Benefit: Each time you select this feat you must choose a magical tradition. If you score a 

critical hit with any spell from that tradition, the pattern of the spell is not destroyed, and 

you may cast that spell once more before having to take a short rest. Spells that do not 

require you to make an attack roll cannot benefit from this feat. 

 

 

Disciple of the Sun [Divine] 
You deal radiant damage to your unliving foes every time you use Turn Undead. 

Prerequisites: Divine Caster, Turn Undead as a class ability 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may use the resulting bonus to augment your Turn Undead power instead of using it to 

improve a skill roll. When using Turn Undead, you inflict radiant damage equal to your 

Divine Insight bonus to all undead within the area of effect. Undead that succeed in their 

saving throw against the Turn Undead power only take half damage from this feat. Using 

Divine Insight in this way is not an action, but part of the action you use to Turn Undead. 

 

 

Divine Cleansing [Divine] 
You channel divine power to improve your allies' ability to resist attacks against their 

vitality and health. 

Prerequisites: Divine Caster 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may use the resulting bonus to improve the Fortitude saving throws of yourself and your 

allies instead of improve a skill roll. The bonus from Divine Insight must be divided 

between you and your allies within a 60 foot radius. The bonus is converted into a sacred 

bonus that is applied to the targets' Fortitude saving throw. The maximum sacred bonus 

you can apply to any one target is +3. Divine Cleansing lasts for a number of rounds equal 

to your Charisma modifier. Using Divine Insight in this way is not an action, but part of 

the standard action you use to active Divine Cleansing. 
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Divine Might [Divine] 
You channel divine power to increase the damage you deal in combat. 

Prerequisites: Str 13, Divine Caster 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may add the resulting bonus to your next successful attack roll with a mêlée weapon. You 

gain this bonus instead of usual bonus to skill checks provided by Divine Insight. Using 

Divine Insight in this way is not an action, but part of the action you use to deliver your 

mêlée attack. You cannot use Divine Might more than once per round. 

 

 

Divine Resistance [Divine] 
You channel divine power to temporaily reduce the damage that you and your allies take 

from certain sources. 

Prerequisites: Str 13, Divine Caster, Divine Cleansing 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may imbue yourself and all allies within a 60 foot radius of you with energy resistance 

equal to your Divine Insight bonus. This bonus is gained instead of the usual bonus to skill 

checks provided by Divine Insight. 

 

Using Divine Resistance is an Immediate Interrupt, and you must select the specific type 

of resistance that this ability guards against: either Acid, Cold, Electricity, Fire, Necrotic, 

Radiant or Sonic. The resistance lasts until the end of the current round. It does not stack 

with similar resistances, such as those granted by spells or special abilities. 

 

 

Divine Shield [Divine] 
You channel divine power to make your shield more effective. 

Prerequisites: Divine Caster, Shield Proficiency 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may add half the resulting bonus to your shield. This bonus is gained instead of the usual 

bonus to skill checks provided by Divine Insight. 

 

Using Divine Shield is a standard action. The bonus stacks from with any bonuses to 

armour class already granted by your shield, and lasts for a number of rounds equal to 

your Charisma modifier. 

 

 

Divine Spell Power [Divine] 
You channel divine power to augment the effectiveness of certain spells. 

Prerequisites: Divine Caster 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may add one quarter of the resulting bonus to your caster level of the next divine spell 
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you cast. This bonus is gained instead of the usual bonus to skill checks provided by 

Divine Insight. 

 

Using Divine Spell Power is a standard action. The increase in caster level applies to any 

of the level-dependent variables of the spell that is cast – e.g. duration, range, damage. 

Divine Spell Power doesn't let you cast spells that you wouldn't otherwise be able to, nor 

does it improve your caster level check for any other purpose. 

 

 

Divine Vigour [Divine] 
You channel divine power to increase your speed and durability. 

Prerequisites: Divine Caster 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may use the resulting bonus to improve your base speed and hit points instead of 

improve a skill roll. Your base speed increases by your 10 feet, and your gain temporary 

hit points equal to your Divine Insight bonus. These effects last for a number of minutes 

equal to your Charisma modifier. Using Divine Insight in this way is not an action, but part 

of the standard action required to activate Divine Vigour. 

 

 

Dual Focus [Implement] 
Whether from indecision or preparedness, you have more than one focus up your sleeve. 

Prerequisites: Spellcaster, must use a focus 

 

Benefit: You may have two attuned foci instead of one. You can still only use one focus at 

a time, but the second focus (that may have differing magical powers) is always available 

should you need it. 

 

 

Elemental Healing [Divine] 
You channel divine power to heal creatures of a specific elemental subtype. 

Prerequisites: Divine Caster, ability to turn creatures of an elemental subtype 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may heal elemental creatures within a 60 foot radius, instead of improve a skill roll. 

 

Using Divine Insight in this way is not an action, but part of the standard action required 

to activate Elemental Healing. Any elemental creature within range of this ability, that 

you could normally Turn because of its elemental subtype, receives healing. Elemental 

Healing restores 1d8 hit points per point of your Divine Insight bonus. Therefore a cleric 

who sacrfices a 9th level spell would restore 18d8 hit points to elemental creatures 

within range. 
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Elemental Smiting [Divine] 
You channel divine power to heal creatures of a specific elemental subtype. 

Prerequisites: Divine Caster, ability to turn creatures of an elemental subtype 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

may add the resulting bonus to your damage roll against an elemental creature, instead 

of improve a skill roll. 

 

You can use Divine Insight in this way as a free action while making a mêlée attack, but it 

cannot be used more than once per round. If you successfully strike a creature that you 

could normally Turn with because of its elemental subtype you may add a bonus on the 

damage of this one roll equal to your Divine Insight bonus. If your attack misses, then the 

Divine Insight attempt is wasted. 

 

 

Empower Spell [Metamagic] 
You can cast spells to greater effect, allowing you to punch above your weight in combat. 

Prerequisites: Spellcaster, 5th level or higher 

 

Benefit: When you cast a spell, you may choose to Empower it. You may only empower 

spells that are at least two levels lower than the maximum level you can cast. For 

example, if the most powerful spell you can cast is seventh level, then you can empower 

spells of fifth level or less. 

 

All variable numeric effects of an empowered spell are increased by one half. An 

empowered spell deals half as much damage as normal, cures half again as many hit 

points, affects half again as many targets. For example, an empowered magic missile 

deals 1½ times its normal damage (multiply the damage by 1.5 for each missile). 

 

 

Enlarge Spell [Metamagic] 
You are able to cast your spells at a greater range than mere amatuer spellcasters. You 

sneer at them. 

Prerequisites: Spellcaster, 3rd level or higher 

 

Benefit: When you cast a spell, you may choose to Enlarge it. You may only enlarge spells 

that are at least one level lower than the maximum level you can cast. For example, if the 

most powerful spell you can cast is third level, then you can only enlarge spells of second 

level or lower. 

 

Spells with a range expressed in feet or referred to as Short, Medium or Long have their 

range doubled by the application of an enlarge spell feet. For example, an enlaged 

fireball has a range of 800 feet + 80 feet per caster level. Spells with a range of Touch or 

Personal are not affected by this feat. 
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Eschew Foci [Metamagic] 
You can cast your spells without relying on your spellcasting focus. 

Prerequisites: Spellcaster 

 

Benefit: You can cast your spells to their fullest extent without relying on a spellcasting 

focus such as a wand, holy symbol or fetish. Normally, spellcasters without their focus 

lose access to spells of the highest level they can cast, and cast all other spells at half 

their caster level. However, if you choose not to use a focus, then you do not gain any of 

the additional benefits that a focus may provide. 

 

 

Explosive Foci [Implement] 
If your spell scores a critical hit, you inflict even more damage. 

Prerequisites: Spellcaster, must use a focus 

 

Benefit: If you score a critical hit with a spell cast though an attunded focus, the spell 

inflicts more damage. The extra damage is of the same type as that normally dealt by the 

spell. The amount of extra damage is +1d6 at first level, +2d6 at seventh level and 

additional +1d6 at every six levels thereafter. This feat only works on spells that require 

an attack roll, such as most ray spells. It has no affect on area-effect spells such as 

fireball. 

 

 

Extend Spell [Metamagic] 
You can extend the duration of most of your spells so that they last twice as long as 

normal. 

Prerequisites: Spellcaster, 3rd level or higher 

 

Benefit: When you cast a spell, you may choose to Extend it. You may only extend spells 

that are at least one level lower than the maximum level you can cast. For example, if the 

most powerful spell you can cast is third level, then you can only extend spells of second 

level or lower. 

 

Double the duration of a extended spell. Spells with a duration of "concentration", 

"instantaneous" or "permanent" cannot be extended. If a concentration spell persists for 

an additional number of rounds after concentration has ceased, then this portion of the 

spell's duration can be extended. 

 

 

Defender's Focus [Implement] 
You wield your focus like a mêlée weapon, keeping your foes at bay. 

Prerequisites: Spellcaster, must have a focus that can also be used as a weapon 

 

Benefit: As long as you are holding your attuned focus, you can spend a Move action 

each round to grant yourself a +2 bonus to your Armour Class. 
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Familial Spells [General] 
You have trained your familiar to hold spells on your behalf. 

Prerequisites: Acquired Spellcaster, must have a familiar 

 

Benefit: When you prepare your spells, you are able to store some spell patterns in the 

mind of your familiar. You can then summon and cast the magic from the familiar's mind 

as if it were your own. Your familiar must be present during the hour you prepare your 

spells. During this period you store spell levels equal to the highest level spell you can 

cast into your familiar. Unlike your own mind, you must select specific spells to fill this 

spell-level pool. 

 

Once the spells have been stored within the familiar, they can be recalled and cast by the 

spellcaster. The act of recalling and casting a spell takes the same amount of time as if 

the caster was casting the spell himself. If the spell is cast as a standard action, then it 

only takes a standard action. In order to recall the magic, the familiar must be within 

arm's reach of the spellcaster. Once the stored spell is cast, the pattern is destroyed and 

the spell cannot be recast. If either the spellcaster or the familiar takes an extended rest, 

the stored patterns dissolve normally. A spell cast using this talent originates from you, 

and not your familiar. 

 

 

Favoured Spells [General] 
You are able to retain the pattern of certain spells even after casting them. 

Prerequisites: Acquired spellcaster 

 

Benefit: Each time you take this feat, select a number of spells you know equal to the 

ability modifier of the score that governs your spellcasting (either Intelligence, Wisdom 

or Charisma). You may cast each of these spells twice before having to take a short rest. 

Each time you gain an experience level, you may swap some or all of your favoured spells 

for other spells that you know. 

 

All the favoured spells associated with this feat must come from the same spellcasting 

tradition. A spellcaster with access to Arcane and Divine spells could not take this feat 

and choose a mixture of Arcane and Divine spells as his favoured spells. However, he 

could select this feat twice, once for Arcane spells and once for Divine spells. 

 

 

Gifted Student [General] 
You pick up new magic spells with surprising ease. 

Prerequisites: Spellcaster 

 

Benefit: Whenever you make a Spellcraft check to learn a new spell, or a new element of 

an existing spell (e.g. new polymorph shape, or new summonable creature) you may roll 

twice and take the higher result. 
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Glorious Weapons [Divine] 
You channel divine power to imbue your allies' weapons with the ability to overcome 

enemy resistances. 

Prerequisites: Divine Caster 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

can temporarily align the mêlée weapons (including natural weapons) of your allies 

within a 60 foot radius, instead of improve a skill roll. 

 

Weapons can be aligned to one of the four ethical absolutes: Chaos, Good, Evil or Law. A 

divine caster may be restricted in his choice of these alignments by the ethos of his god. 

The GM and the player should discuss the limitations of this feat before it is chosen. A 

cleric who worships a god of heroism and justice may be able to use Glorious Weapons to 

imbue his allies weapons with Good or Law (although not both at the same time). 

 

A weapon so aligned, ignores the appropriate damage reduction and may have other 

effects depending upon the foes or the circumstances. Weapons enhanced by this feat 

retain their alignment for 1 round per 2 points of Divine Insight bonus. Therefore a cleric 

who sacrfices an eighth level spell to use this ability, maintains the effect for eight 

rounds. 

 

Using Divine Insight in this way is not an action, but part of the standard action required 

to activate Glorious Weapons. 

 

 

Healer's Focus [Implement] 
You powers of healing are enhanced by your implement. 

Prerequisites: Spellcaster, must use a focus 

 

Benefit: Whenever you cast spells of the Healing subschool through an attuned focus, 

you may add half your character level to the amont of hit points restored. 

 

 

Implement of Alertness [Implement] 
As long as you have your focus to hand, you are ready for anything. 

Prerequisites: Spellcaster, must use a focus 

 

Benefit: As long as you have your attuned focus on your person you gain a bonus to your 

initiative checks equal to the ability modifier prime spellcasting ability score (e.g. 

Intelligence for a wizard). If more than one ability score governs the spellcasting through 

this focus, then you may use the higher of the two. 
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Implement of Binding [Implement] 
Your focus enables you to summon and bind creatures more effecively. 

Prerequisites: Summoner (Specialist Wizard) or Eidolator, must use a focus 

 

Benefit: You gain +2 to caster level when casting spells of the Summoning or Calling 

subschools. This bonus also applies to certain Abjuration spells that bind, dismiss or 

banish extraplanar creatures. 

 

 

Implement of Readiness [Implement] 
You focus can instantly allow you to recall one spell that you have cast. 

Prerequisites: Aquired spellcaster, must have a focus, 11th level 

 

Benefit: As a free action, you can use you focus to catch hold of the tattered remains of a 

spell you have recently cast and allow that spell to be cast again. You may select any spell 

that you have cast since your last short rest, and cast it again as if the spell had not been 

expended. This ability requires your attuned focus to be in hand, and may only be used 

once between short rests. 

 

 

Maximise Spell [Metamagic] 
You can reliable and consistantly cast spells to their maximum possible effect. 

Prerequisites: Spellcaster, 7th level or higher 

 

Benefit: When you cast a spell, you may choose to Maximise it. You may only maximise 

spells that are at least three levels lower than the maximum level you can cast. For 

example, if the most powerful spell you can cast is ninth level, then you can maximise 

spells of sixth level or less. 

 

All variable, numeric effects of a spell modified by this feat at maximised. A maximised 

spell deals maximum damage (as if you had rolled a critical hit), cures the maximum 

number of hit points, affects the maximum number of targets and so on. Saving throws 

and opposed rolls are not affected, nor are spells without random variables. 

 

 

Monster Summoning Maestro 
You are able to summon creatures of far greater power than other other spellcasters. 

Prerequisites: Spellcaster, Augment Summoning, able to cast Summon Monster IX or 

Summon Nature's Ally IX 

 

Benefit: When you cast the Summon Monster IX or Summon Nature's Ally IX spell, you 

can use that spell to summon a creatures of greater than CR 14. You may instead 

summon a creature with a CR of up to 75% of your caster level (rounded down). For 

example, a twenty-fifth level caster could summon a creature of up to CR 18 with this 

spell. 
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All the standard rules for summoning spells apply, including the need to research how to 

summon a particular creature. However, once you have this feat there is no limit to the 

number of higher CR creatures you can have available for summoning. Once a new 

creatrure is researched it is placed on the list of available creatures for Summon Monster 

IX or Summon Nature's Ally IX. 

 

Pernicious Magic [Implement] 
Your targets find it very hard to shake off your magical effects. 

Prerequisites: Spellcaster, must use a focus 

 

Benefit: When you cast a spell on a single target that has a limited duration, but also 

allows the target a saving throw each round (such as hold person), the saving throw to 

shake off the effect is made at a -4 penalty. The spellcaster must be using his attuned 

focus to make use of this abilty. 

 

 

Polyglot [General] 
Throught study or extensive travel you have mastered a number of additional languages. 

Prerequisites: Int 13 

 

Benefit: Choose up to four languages and/or scripts. Add these to the number of 

languages and scripts that you know. You may take this feat multiple times. Each time 

apply it to a different four languages/scripts. 

 

 

Quicken Spell [Metamagic] 
You can cast two spells in the amount of time it takes most spellcasters to cast one. 

Prerequisites: Spellcaster, 9th level or higher 

 

Benefit: When you cast a spell, you may choose to Quicken it. You may only quicken 

spells that are at least four levels lower than the maximum level you can cast. For 

example, if the most powerful spell you can cast is eighth level, then you can quicken 

spells of fourth level or less. 

 

Only spells with a casting time of one standard action can be quickened. Quickened spells 

are cast as Swift actions instead of Standard actions, meaning that it is possible for a 

spellcaster to cast more than one spell in the same combat round. You may not take 

more than one swift action in a round. This includes any immediate reaction or interrupt 

actions. 

 

 

Repeat Spell [Metamagic] 
The spell you cast is automatically cast again at the beginning of your next turn. 

Prerequisites: Spellcaster, 7th level or higher 
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Benefit: A repeated spell is automatically cast again at the beginning of your next turn. 

No matter where you are, the secondary spell originates from the same location and 

affects the same area as the primary spell. If the repeated spell designates a target, the 

secondary spell retargets the same target if the target is within 30 feet of its original 

position; otherwise the secondary spell fails to go off. 

 

You may only repeat spells that are at least three levels lower than the maximum level 

you can cast. For example, if the most power spell you can cast is ninth level, then you 

can repeat spells of sixth level or less. 

 

 

 

Sacred Healing [Divine] 
You channel divine power to grant near-by living creatures the ability to recover from 

their wounds quickly. 

Prerequisites: Divine Caster, Heal 5 ranks 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

can temporarily grant fast healing to your allies, instead of improve a skill roll. Allies in a 

60 foot radius of the cleric gain fast healing equal to half your Divine Insight bonus. 

Therefore a cleric sacrificing a 5th level spell would grant his allies fast healing 5. The 

effect lasts for a number of rounds equal to 1 + the character's Charisma modifier. 

 

Using Divine Insight in this manner is not an action, but part of the full round action 

required to activate Sacred Healing. 

 

 

Sacred Vengeance [Divine] 
You channel divine power to deal more damage against undead in mêlée. 

Prerequisites: Divine Caster, Turn Undead as a class ability 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

can deal more mêlée damage to undead creatures, instead of improve a skill roll. All of 

your mêlée weapon (or natural weapon) attacks deal extra damage to undead equal to 

your Divine Insight bonus. The effect lasts until the end of the current round. 

 

Using Divine Insight in this way is not an action, but part of the free action required to 

activate Sacred Vengeance. 

 

 

Scribe Spell [General] 
You can record the complicated pattern of a spell in written form. 

Prerequisites: Spellcaster, Craft 1 rank 

 

Benefit: The spellcaster with this feat has the ability to record the magical power of any 

spell that he knows how to cast. The way in which a spell can be scribed varies greatly 
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from magical tradition to tradition, and even between Acquired and Instinctive casters 

within the same tradition. 

 

The most common form of scribing a spell is to write it onto a magical scroll. Most 

wizards and clerics favour this medium. Spellcasters with no written tradition, such as 

druids or feral sorcerers may scribe spells in other ways. For example, druids may 

enchant a number of small sticks and fetishes that have to be arranged in a certain way 

to unleash the magic; sorcerers may tattoo themselves or their familiar with spells; 

psions might cut beautiful gems to hold magical energy; dwarven spellcasters may prefer 

to chisel runes onto small stones. When taking this feat, players must decide what 

medium they will use to scribe their spells. They must have at least 1 rank in a craft skill 

associated with this medium (e.g. calligraphy for scrolls). Once the medium is selected, it 

cannot be subsequently changed – although players could take this feat again to learn to 

scribe spells in a different medium. 

 

Regardless of the medium, the spellcaster must invest time and materials in scribing his 

spell. The cost of scribing a spell is the level of the spell × the creator's caster level × 25 

gp. Obviously, the nature of the ingredients differs depending on the medium the spell is 

scribed upon. Ingredients may be purchased from certain shops, foraged or stolen at the 

spellcaster's discretion. Residuum may be substituted for these ingredients. In order to 

keep the price down, spellcasters do not need to scribe spells at their full caster level, 

although some of the effects of the finished product will be accordingly diminished. 

 

If the cost to scribe the spell is 125 gp or less, then the scribing takes about two hours; 

otherwise it takes one day for each 500 gp in its creation cost. A number of spells can be 

scribed onto the same scroll (or other media) but the cost of scribing each spell is 

unchanged. 

 

Once the spell has been scribed, anyone can cast it as long as they meet the following 

conditions: 

 

• They decipher it. This requires the application of a read magic spell, or a Spellcraft 

check at DC 20 + spell level. A scribed spell only needs to be deciphered once by a 

spellcaster, and the creator of the item never needs to decipher it. 

• The spellcaster must be of the same tradition as the creator of the scribed spell: 

either Arcane, Divine, Pact, Primal, Psionic or Song. The medium used to record the 

spell does not matter. 

• The spell must be of a level that the user could otherwise cast. Arcane casters can 

ignore this restriction (at their peril). 

• The user must have the requisite ability score to cast the spell. Arcane spellcasters 

can ignore this too. 

 

If all the conditions are met, the user reads the scribed spell and activates the magical 

effect. The creator of the scribed spell has determined the caster level, and already used 

any components or foci during creation. The user simply needs to read the spell aloud 

and direct the effect. Reading a scribed spell takes the same amount of time as casting 
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the spell (usually one standard action). Once the spell is cast, the medium holding the 

spell is instantly destroyed. 

 

Spellcasters who find scribed spells may instead choose to copy them to their spellbooks 

(or otherwise learn them). This is quite possible using the normal rules for learning 

magic. However, at the end of the learning process – when the Spellcraft check is made – 

the scribed spell destroys itself. 

 

Scribed spells last indefinitely once created, and are a relatively inexpensive way for 

spellcasters (particularly Acquired spellcasters) to increase the choice of spells they have 

to hand at any given moment. 

 

 

Signature Spell [General] 
You are renowned the world over for your skill at casting a particular spell. 

Prerequisites: Spellcaster, 21st level 

 

Benefit: Choose a single spell that you know, that is at least three levels lower than the 

highest level spell you can cast. This spell becomes an Invocation. It can be cast at-will 

without recourse to the normal rules that govern acquiried and instinctive spellcasters. 

Each time you gain an experience level you may change your Signature Spell, but you 

may never have more than one Signature Spell at any one time. 

 

 

Silence Spell [Metamagic] 
You are able to cast spells without uttering a sound. 

Prerequisites: Spellcaster of any tradition except Song, 3rd level or higher 

 

Benefit: When you cast a spell, you may choose to Silence it. You may only silence spells 

that are at least one level lower than the maximum level you can cast. For example, if the 

most powerful spell you can cast is third level, then you can only silence spells of second 

level or lower. 

 

A silenced spell can be cast with no verbal components. All spells have verbal 

components unless the text of the spell expressly states otherwise. 

 

 

Split Ray [Metamagic] 
When you fire a magical ray, you can target two foes instead of one. 

Prerequisites: Spellcaster, 5th level or higher 

 

Benefit: When you cast any spell that takes the form of a ray (e.g. disintegrate, ray of 

frost, finger of death) you can split that ray so that it affects two targets instead of one. 

The range and the effect of both rays are the same as if the spell was only focused on one 

target. You must make a separate attack roll on each target. You may only split spells that 

are at least two levels lower than the maximum level you can cast. For example, if the 
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most power spell you can cast is ninth level, then you can split spells of seventh level or 

less.  

 

 

Still Spell [Metamagic] 
You are able to cast spells imperceptibly. 

Prerequisites: Spellcaster, 3rd level or higher 

 

Benefit: When you cast a spell, you may choose to Still it. You may only still spells that 

are at least one level lower than the maximum level you can cast. For example, if the 

most powerful spell you can cast is third level, then you can only still spells of second 

level or lower. 

 

A stilled spell can be cast without the need to make any gestures or hand-movements of 

any kind. All spells have these somatic components unless the text of the spell expressly 

states otherwise. 

 

 

True Believer [Divine] 
Your deity rewards your unquestioning faith and dedication. 

Prerequisites: Divine Caster 

 

Benefit: When you use your Divine Insight power to sacrifice a spell or spell-level, you 

can add the bonus to your next Will saving throw, instead of improve a skill roll. Using 

Divine Insight in this way is not an action, but part of the Immediate Interrupt required to 

activate True Believer. You may only use True Believer once per day. 

 

This feat also allows you to use a relic of the deity you worship. 

 

 

Twin Spell [Metamagic] 
You have the ability to simultaneously cast a spell twice at the same target. 

Prerequisites: Spellcaster, 7th level or higher 

 

Benefit: You can twin a spell. Casting a spell altered by this feat causes the spell to take 

effect twice on the area or target, as if you were simultaneously casting the same spell 

twice on the same location or target. Any variables in the spell (such as duration, number 

of targets, and so on) are the same for both of the resulting spells. The target experiences 

all the effects of both spells individually, so you must make an attack roll for both. In 

some cases, such as a twinned charm person, failing both saving throws results in 

redundant effects (although, in this example, any ally of the target would have to 

succeed on two dispel attempts to free the target from the charm effect). 

 

You may only twin spells that are at least three levels lower than the maximum level you 

can cast. For example, if the most power spell you can cast is fourth level, then you can 

twin spells of first level or less. 
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Web of Deception [Implement] 
Your focus enhances your powers over illusion, allowing them to slide through the minds 

of your enemies. 

Prerequisites: Illusionist (specialist wizard), must use a focus 

 

Benefit: If you cast a spell of the illusion school at a single target, and that target 

succeeds in his saving throw against the spell, then you can immediately switch the spell 

to another target within 20 feet of the first. This second target must now make a saving 

throw as if he was the original target of the spell. If the second target succeeds, then 

adjudicate the spell normally: it cannot be switched to a third target. The illusionist must 

be cast using his implement to make use of this ability. 


