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NEW FEATS
DivErSE MASTEry
With your ability to learn quickly, you immediately 
gain knowledge in a number of different areas.

Prerequisites: Instant mastery (loremaster secret), 
Int 13+

Benefit: When you take this feat you gain 4 skill 
ranks which you may spend on any skills. These 
skill points are in addition to any others you gain 
normally and are spent just like any other skill 
points. You may not put more ranks into any given 
skill than you are normally allowed.

Normal: Normally you gain skill points only from 
gaining levels or Hit Dice.

FlExiblE KNoWlEDgE 
Each day you are able to focus on particular fields 
of knowledge while ignoring others.

Prerequisites: Int 17+, loremaster level 5th

Benefit: Each day when you prepare spells, you 
may move any number of ranks you possess in 
your Knowledge skills into other Knowledge skills 
in which you already have at least 1 rank. You may 
not place more ranks into a given skill than you 
are normally allowed. These ranks remain in these 
Knowledge skills until you once again study spells 
and choose how to focus your Knowledge.

Normal: Normally your skill ranks remain perma-
nently in the skills you have chosen.

FocuSED AFFlicTioN lorE
You choose one specific field of knowledge and 
the maladies encompassed by it, and by focusing 
on that field, you are able to use your knowledge 
exclusively to resist those maladies.

Prerequisites: Skill Focus (any knowledge skill), 
lore of true stamina (loremaster secret), Int 13+

Benefit: When you take this feat, choose one 
Knowledge skill which you have improved 
with the Skill Focus feat. Whenever you make 
a Fortitude save to resist an effect encompassed 
by that Knowledge skill, you may use your 
Knowledge skill check in place of your Fortitude 
save bonus to resist the effect. For example, 
Knowledge (arcana) would allow you to resist 
effects created by dragons, constructs, and magical 
beasts in this way. Refer to the Knowledge skill 
list for the topics covered by each knowledge skill.

Special: You may take this feat more than once. 
Each time, it applies to a new Knowledge skill 
which you have improved with the Skill Focus 
feat.

FocuSED rESiSTANcE
At the beginning of each day, you focus on 
resisting the mental attacks of one type of creature 
that you have knowledge of, and your resistance 
against these attacks is strengthened.

Prerequisites: Wis 15+,  secrets of inner strength 
(loremaster secret)

Benefit: At the beginning of each day, when you 
prepare spells, you may also choose one creature 
type that is covered under a Knowledge skill which 
you possess at least 7 ranks in. For the next 24 
hours, you gain a +1 bonus per two levels of lore-
master you possess to Will saving throws made to 
resist effects caused by creatures of that type (for 
example, spells they cast and their special attacks).  
You may choose a different creature type each day 
when you prepare spells, but you may not change 
that creature type until you have rested a full 8 
hours and once again prepare spells.

iMbuE lorE 
You are able to temporarily pass imbue someone 
else with your knowledge of a particular subject.
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Prerequisites: Int 15+, Skill Focus (see benefit), lore-
master level 5th

Benefit: By spending one minute tutoring another creature 
with an Intelligence score of at least 3, you can grant that 
creature the ability to make Knowledge skill checks with a 
single Knowledge skill which you have improved with the 
Skill Focus feat. They may make these skill checks with 
your skill ranks and Intelligence modifier or their own, 
combining the higher value of each, and with their own 
miscellaneous modifiers (such as from magic) except for 
those modifiers granted by your Skill Focus feat, which 
they benefit from. They are able to retain this benefit for a 
number of days equal to your loremaster level, after which 
point their knowledge of the topic reverts to its original 
state. 

iMMEDiATE TAcTic MASTEry
You are able to quickly study a foes tactics and gain 
immense knowledge in how to evade its attacks.

Prerequisites: Int 15+, dodge trick (loremaster secret), 
loremaster level 4th

Benefit: Once per day as a full-round action, you can study 
a foe that you are able to see in combat. For the remainder 
of the day, you gain a +1 dodge bonus to Armor Class and 
Combat Maneuver Defense per 2 levels of loremaster you 
possess against all attacks made by that foe. You can use 
this ability one additional time per day when you attain 8 
levels of loremaster.

KNoW ThEir WEAK SpoTS
You have intimate knowledge of the weak spots of crea-
tures of a specific type, allowing you to deal more damage 
to them with your attacks.

Prerequisites: Int 13+, Skill Focus (any Knowledge skill), 
weapon trick (loremaster secret), loremaster level 3rd

Benefit: When you take this feat, choose one type of crea-
ture (such as undead) encompassed by a Knowledge skill 
which you have improved with the Skill Focus feat. You 
gain a +1 bonus to weapon attack rolls against creatures of 
that type. In addition, each time you successfully strike a 
creature of that type with a weapon attack (but not with a 
spell), your attack deals an additional 1d6 damage per three 
levels of loremaster you possess.

Special: You may take this feat more than once. Each time, 
it applies to a different creature type.

liAr’S lorE
You are able to lie extremely well about a chosen field of 
knowledge, using your extensive knowledge in place of 
your ability to bluff.

Prerequisites: Int 13+, Skill Focus (any Knowledge skill), 
loremaster level 3rd

Benefit: When you take this feat, choose any one 
Knowledge skill which you have improved with the Skill 
Focus feat. Whenever you wish to lie about a topic which 
is encompassed by this Knowledge skill, you may use the 
Knowledge skill in place of the Bluff skill to oppose your 
opponent’s Sense Motive skill check. All normal modifiers 
for the lie’s believability apply to this check.

lorE oF AFFlicTioNS 
You use your various fields of knowledge to resist afflic-
tions and other harmful effects on your body.

Prerequisites: Int 13+, lore of true stamina (loremaster 
secret)

Benefit: Whenever you need to make a Fortitude save to 
resist a harmful effect, you may first make a Knowledge 
skill check using a Knowledge skill related to the effect. 
This check uses the same DC as the Fortitude save. If your 
Knowledge check is successful, you gain a +4 bonus on 
your Fortitude save to resist the effect. If the same effect 
causes you to make another Fortitude save at a later time, 
another Knowledge check is required. A Knowledge skill 
is “related” for purposed of this feat if it covers the type of 
creature or event which caused the effect you are trying to 
resist. For example, Knowledge (religion) would help you 
to resist attacks made by undead creatures or gods, while 
Knowledge (nature) would help you to resist the effects of 
weather or attacks made by plants. Refer to the Knowledge 
skill list for the topics covered by each knowledge skill.

lorE oF crEATioN
You have mastered the method of crafting a particular type 
of item and it takes you less time to craft those items.

Prerequisites: Any one item creation feat, loremaster level 
6th

Benefit: When you take this feat, choose any one magic 
item creation feat you have. You gain a +3 bonus to Craft 
skill checks you make while crafting items to be enchanged 
with that feat. In addition, items you craft to be enchanted 
take one half as long as normal to craft and one half as 
long as normal to enchant. They still take up the full 
amount of other resources to craft and you must still meet 
the normal requirements for crafting each item.
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lorE oF EvASioN 
You use your various fields of knowledge to hone your 
reflexes and evade the attacks of your enemies.

Prerequisites: Int 13+, secret knowledge of avoidance 
(loremaster secret)

Benefit: Whenever you are about to make a Reflex save 
to resist an attack that normally deals half damage on a 
successful save, you may first make a Knowledge skill 
check using a Knowledge skill related to the effect. This 
check uses the same DC as the Reflex save. If your 
Knowledge check is successful, you instead take no 
damage on a successful save and only half damage even 
on a failed save. For example, Knowledge (arcana) allows 
you to avoid the breath weapons of dragons, constructs, 
and magical beasts. Refer to the Knowledge skill list for 
the topics covered by each knowledge skill.

lorE oF A FivE ToNguES
You have great control over your linguistic mind and are 
able to quickly learn many new languages and focus on 
one of them to understand each day.

Prerequisites: Int 17+, 5 or more ranks in Linguistics, 
loremaster level 4th

Benefit: When you take this feat, choose five new 
languages that you do not already know but have been 
exposed to at least once in the past. You immediately learn 
these languages; however, you are only able to speak and 
understand one of the languages per 3 levels of loremaster 
you possess on any given day. The languages you under-
stand are chosen whenever you prepare spells and cannot 
be changed until you rest for 8 hours and prepare spells 
again. The other languages are still in your memory but 
cannot be accessed until that time.

lorE oF gooD hEAlTh
Your vast knowledge in different fields has also taught you 
many secrets of good health.

Prerequisites: Secret health (loremaster secret) or 
Toughness, loremaster level 1st, Int 13+

Benefit: You gain 2 additional hit points for every 
Knowledge skill you have in which you possess 7 or 
more ranks. If you possess 14 or more ranks in a given 
Knowledge skill, you gain 2 more additional hit points. 
You gain 2 additional hit points whenever you later attain 7 
or 14 ranks in a knowledge skill.

Special: If you later drop below 7 or 14 ranks in a 
Knowledge skill, you lose the hit points granted by this 
feat for your ranks in that skill.

lorE oF TruTh
You are able to detect falsehoods with your knowledge 
rather than your social cunning.

Prerequisites: Int 15+, loremaster level 1st

Benefit: Whenever you wish to detect whether someone is 
lying, if they are speaking about a topic which is encom-
passed by a knowledge skill in which you possess 7 or 
more ranks, you may use that Knowledge skill in place 
of the Sense Motive skill in order to determine whether 
or not they are lying. This Knowledge check is opposed 
by the suspected liar’s Bluff check and all normal modi-
fiers for the lie’s believability apply. If you beat the liar’s 
check by 5 or more, you also determine whether or not the 
liar knows the truth about the topic they are speaking of, 
or whether they are merely fabricating something without 
knowledge of the truth. 

MASTEr lEArNEr
You immediately master a skill which you recently began 
studying.

Prerequisites: Instant mastery (loremaster secret), Skill 
Focus (see benefit), Int 15+, loremaster level 3rd

Benefit: When you take this feat, choose a skill which you 
used the instant mastery secret to learn your initial ranks 
in and which you have improved with the Skill Focus feat. 
By taking this feat you immediately gain enough ranks in 
the skill to increase it to your current maximum number of 
ranks, just as if you had spent skill points on it.

MASTEry oF DiviNATioN METAMAgic
You can more easily apply a chosen metamagic feat to 
your divination spells.

Prerequisites: 12 or more ranks in Knowledge (arcana), 
newfound arcana (loremaster secret), Spell Focus (divina-
tion), at least 1 metamagic feat

Benefit: When you take this feat, choose any one 
metamagic feat. When you apply that feat to divination 
spells, the spell uses a spell slot 1 level lower than the 
modified spell would usually use. (For example, your 
Quickened divination spells now use up spell slots 3 levels 
higher than normal instead of 4 levels higher than normal.)

MoNSTEr TAcTicS lorE
You have studied the attack methods of a particular type of 
creature, allowing you to better evade their attacks.

Prerequisites: Int 13+, Skill Focus (any Knowledge skill), 
dodge trick (loremaster secret)
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Benefit: When you take this feat, choose one type of 
creature (such as undead) encompassed by a Knowledge 
skill which you have improved with the Skill Focus feat. 
You gain a +1 dodge bonus to Armor Class and Combat 
Maneuver Defense per three levels of loremaster you 
possess against all attacks made by creatures of that type.

Special: You may take this feat more than once. Each time, 
it applies to a different creature type.

rEcAll viSioNS 
Once per day you are able to recall a divination spell you 
have cast.

Prerequisites: Spell Focus (divination), loremaster level 
5th, ability to cast prepared spells

Benefit: Once per day as a standard action, you are able to 
recall any one divination spell you had prepared and then 
cast that day. This spell is then prepared again, just as if it 
had not been cast. The spell may be of any level and it is 
recalled with the same metamagic feats applied to it during 
its first casting.

ScholAr’S STAMiNA
Your vast intellect grants you greater stamina and health.

Prerequisites: Secret health (loremaster secret) or 
Toughness, loremaster level 1st, Int 13+

Benefit: Whenever you recover hit points by resting, you 
recover 2 additional hit points per point of Intelligence 
modifier you possess. In addition, whenever you gain a 
level of the loremaster class, you use your Intelligence 
modifier in place of your Constitution modifier to deter-
mine your bonus hit points at that level. When you take 
this feat, retroactively apply this change to any previous 
levels of the loremaster class you have attained. Changes to 
your Intelligence modifier affect hit points from these Hit 
Dice just as changes to your Constitution modifier affect 
hit points from your other Hit Dice. For example, if your 
Intelligence modifier decreases by 1, your maximum hit 
points decrease by 1 per level of loremaster you possess 
until your Intelligence modifier is restored to its normal 
level.

SpoNTANEouS DiviNATioNS
You can spontaneously cast certain divination spells you 
know.

Prerequisites: Spell Focus (divination), loremaster level 
2nd, able to cast prepared spells

Benefit: When you take this feat, choose a number of 
divination spells that you can cast (either by having it in 
your spellbook or having it on your divine spell list) equal 

to your loremaster level. You are able to cast each of these 
spells spontaneously by expending a spell slot of equal or 
higher level than the spell you choose to cast. Each time 
you gain a level in loremaster you may add 1 additional 
divination spell to those that you can cast spontaneously in 
this way.

STroNg-WillED MEMory
Your memory of things which test your will is strong, 
allowing you to better resist them in the future.

Prerequisites: Wis 13+, secrets of inner strength (lore-
master secret)

Benefit: Whenever you make a Will save, whether or not 
your save is successful, you gain a +1 bonus to Will saves 
made to resist that effect (for example, a specific spell or 
type of attack, regardless of the creature that creates the 
effect) until the next time you rest. This bonus stacks if you 
are subjected to the same type of effect more than once 
during this period, to a maximum of +1 per level of lore-
master you possess. 

TrAp lorE
By studying traps you have become better able to spot and 
avoid them.

Prerequisites: Int 13+, 7 or more ranks in Knowledge 
(dungeoneering), secret knowledge of avoidance (lore-
master secret), loremaster level 3rd

Benefit: Whenever you would make a Perception check 
to notice a trap, you can use Knowledge (dungeoneering) 
to notice the trap instead. In addition, you gain a +1 bonus 
per three levels of loremaster you possess to Reflex saves 
made to avoid traps and Armor Class against attacks made 
by traps.

Normal: Normally traps are spotted using the Perception 
skill.

TrEASurE lorE
Your knowledge of treasures allows you to quickly identify 
them and even use them.

Prerequisites: Int 15+, 13 or more ranks in Knowledge 
(arcana), greater lore (loremaster class feature)

Benefit: Whenever you examine a magical item, you may 
make a Knowledge (arcana) check prior to making your 
Spellcraft check. This check has the same Difficulty Class 
as the Spellcraft check. If the Knowledge (arcana) check is 
successful, your Spellcraft check to attempt to identify the 
item takes only a single standard action. In addition, you 
may use Knowledge (arcana) in place of the Use Magic 
Device skill when you attempt to use an item that you have 
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identified or otherwise have intimate knowledge of (but not 
when you attempt to use an item blindly).

Normal: Normally identifying a magical item takes 3 
rounds.

Truly FlExiblE KNoWlEDgE
Each day you are able to completely alter your areas 
of expertise and other skills, enabling yourself to focus 
perfectly on the tasks ahead of you.

Prerequisites: Int 19+, Flexible Knowledge, loremaster 
level 8th

Benefit: This feat functions exactly as Flexible 
Knowledge, except that it allows you to move skill ranks 
each day to and from all skills in which you already 
possess at least 3 ranks.

WEApoN lorE
You have studied the use of a particular type of weapon 
and you are better able to fight with it and against it.

Prerequisites: Int 13+, weapon trick (loremaster secret), 
loremaster level 3rd

Benefit: When you take this feat, choose one group of 
weapons listed under the “weapon training” fighter class 
feature. You gain a +1 bonus per 3 levels of loremaster you 
possess to attack rolls made with weapons in that group. 
In addition, you gain a +1 bonus to Armor Class against 
attacks made with weapons in that group (though this 
bonus does not increase).
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