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Introduction

You’veread aboutwizards, clerics, bards and paladins,
and yet none of them quite seem to fit your style. None
of these options leave you satisfied. Why? Because
you know that the power of the mind offers unlimited
possibilities, and you want to tap into that energy, the
energy known as psionics. You knew there was more
than the arcane, the divine, the muscle, or the song, and
that is what you will find here.

Unlock the power of the mind; unlock the possibilities
of psionics.

WHAT Is Psionics?

Psionics, in its simplest form, is harnessing the power
of the mind and using it to perform tasks, feats, and
awe-inspiring acts. It is the act of using the mental
power innate in a psionic character to perform actions
that others deem impossible.

While all characters have the capacity to harness this
power of the mind, itis only by tapping into this potential
that psionic characters are created. A psionic character
has learned to tap into and utilize this internal energy,
using it to expand their abilities or even to learn more
about themselves. Once a psionic character haslearned
this pathway of psionics, it often becomes a path they
cannot help themselves from further exploring. Like a
moth drawn to a flame, so too is the mind drawn to the
power of psionics once it has learned to tap into it.

About Powers

If this is the first time you have been exposed to
psionics, below is a brief introduction to how psionic
powers work within the game.

A psionic power is a one-time effect, similar to a
spell to the uninformed. Unlike spells, which are cast,
psionic powers are manifested to achieve their effect.
Every psionic character or creature has a daily supply
of power points that can be used to manifest psionic
powers that the character has unlocked or discovered.
There is no limit to the number of times a psionic
character can manifest a power, but for the daily power
point supply.

A power is manifested when a psionic character
pays its power point cost. Some creatures have psi-like
abilities, which allow them to automatically manifest
powers without having to pay the cost associated.

In this core psionics rulebook, you can learn every-
thing needed to discover and utilize the psionic art.
Then, let the world of your character stand awestruck
by your character’s mental power, turning mere thought
into reality.

Psionics UNLEASHED

This book is the culmination of a complete review
of the psionic rules. While many parts of the system
remain unchanged, there are quite a few new additions,
especially in the way of class features, from previous
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editions.

This book is divided into eight chapters which are
summarized below.

Chapter One, Races - This chapter gives eight psionic
races you can use to create characters. Detailed are the
mechanical aspects of that race, as well as information
dealing with that race’s society, psychology, and other
details to help create a fully-developed character.

Chapter Two, Classes - In the second chapter there are
four base classes, the psion, psychic warrior, soulknife,
and wilder.

Chapter Three, Skills and Feats - Rules about new
psionic skills, as well as new uses for existing skills, and
dozens of new feats are provided in this chapter.

Chapter Four, Psionics - The fourth chapter explains
how the psionic system works. This includes how
manifesting powers works, how psi-like abilities work,
the rules for augmentation, and even how psionics
interacts with magic.

Chapter Five, Powers - This chapter gives dozens of
psionic powers that manifesters can choose to add to
their arsenal of powers known. These powers include
those for primary manifesters like the psion and
wilder, but also combat-oriented powers for the psychic
warrior. Lists detailing which powers are available to
which class are also provided.

Chapter Six, Prestige Classes - Nine new prestige
classes are presented in this chapter. These prestige
classes range from manifesting-based, such as the
metamind, to combat-oriented, such as the war mind,
and other specialized classes, such as the elocater and
psion uncarnate.

Chapter Seven, Psionic Items - New psionic items are
given in this chapter, including the rules necessary to
create these psionic items. Dorjes, psicrowns, power
stones, weapons and armor, universal items, and psionic
tattoos are all detailed in this chapter.

Chapter Eight, Psionic Monsters - A variety of new
monsters are detailed in the final chapter of the book,
including the stats for the psicrystal and astral constructs
that some manifesters may make use of.

Why the Changes?

When we initially started to work on updating the
3.5 psionic ruleset to match the rules of the Pathfinder
Roleplaying Game, it was because, while the 3.5 ruleset
was by and large compatible with the Pathfinder
Roleplaying Game, those rules were no longer in print
and they were hard or expensive to acquire for new
players. Further, we recognized that there were aspects
of the system that needed to be changed. Powers where
errata didn’t make sense, situations where the rules
didn’t explain what happened, combinations that could
introduce balance concerns.

As we worked to address mechanical items, we
recognized that parts of the psionic rules did not follow
the same standards that the Pathfinder Roleplaying
Game did. As we updated classes, feats, skills, and
monsters to match the Pathfinder design, we realized




that this was far more than a minor update to the 3.5
psionic system; it was a revision deserving of its own
complete book.

A Message from the Authors

Wow.

I think that word sums up this experience in all.

First and perhaps foremost, a “wow!” at the
community who has surrounded this project, helped it
grow and expand, fine-tuning mechanics and helping
us come up with new ideas and offering suggestions.
This book is an example of what a difference such a
great community is when writing. This book would’ve
been far worse off without all the critical eyes, the
mechanical-minded individuals who tore apart and put
back together what we posted during the Open Alpha
and Beta periods.

“Wow!” is also the word of choice for this entire
project. More than 220 pages of material, in one’s spare
time, while at the same time managing an Open Playtest
takes effort! Especially considering that 'm in Sweden
and Jeremy is in the US, we are literally “worlds apart.”

Which brings me to my next “Wow” - Jeremy. This has
been an awesome journey and I'm happy to have done
it, even happier to have had Jeremy along for the ride.
He is an awesome person, a great friend, a wonderful
writer and, above all, dedicated. He’s had a rough year,
for personal reasons, yet he stuck with it and at the end
of it all, when I had less time, he was unstoppable.

So this will be a dedication - to the community that
has grown around this project, to Jeremy who is an
awesome person of almost every degree, and to my
family who has supported me throughout everything.
To all of you - thank you. Oh, and WOW!

--Andreas

It’s been over a year since we first started work on
Psionics Unleashed. In the gaming world, a year is an
incredibly long time, and at times, it has felt as such
working on this project. Throughout the life of this
book, it has at times felt like the end would never arrive
and at others, like it was just around the corner. It’s
finally here and I can hardly believe it.

When the idea for Psionics Unleashed was first
pitched to me by Andreas, I was hesitant, I'll be
honest. As a game designer, publisher, and editor, big
books are my least favorite to work on. They require
significant investments in time, energy, and a level of
meticulousness that many could never understand.

And yet, I couldn’t pass it up. I’'m a diehard psionics
fan, since the days of the psionicist, sciences, and the
shattered deserts that made psionics popular. My own
gaming group can’t help but laugh when, at the mention
of any new campaign, if I have a character in mind, it’s
always one of the psionic classes. So I was frustrated
that new or would-be psionics fans would have a hard
time tracking down their own copy of the rules, now out
of print. So how could I say no to working on Psionics
Unleashed? Being able to shape and define the rules of
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the system you love? That’s not something you get to do
very often.

It’s now over a year later, and the book we have in
Psionics Unleashed is more impressive to me than any
other book we’ve published here at Dreamscarred
Press. This book isn’t just the hard work and dedication
of Andreas, Phil, and myself. It is the culmination of the
input of the psionics community. Fans, fans just like
me, gave many of the amazing ideas that drastically
shaped the direction of this book.

I don’t doubt that Andreas, Phil, and I could have
created a good psionics ruleset for use with the
Pathfinder Roleplaying Game, but this book stands
head and shoulders above what we could do on our
own, and that is because psionics fans took the time
and energy to tell us what they thought. They told us
when we overlooked mechanical discrepencies, and
they gave new ideas on how to implement something,
or gave feedback from playtesting on where something
was lacking.

It wasn’t always easy to hear that feedback. There
were many disagreements over the course of this
project, something to be expected given the size and
scope of the book. Thankfully, those disagreements
were typically respectful and constructive.

My sincerest thanks go out to Phil, who was
instrumental in the new soulknife (among other things).
Your passion for the class shows, and I look forward to
seeing what you come up with to continue supporting
it!

To Andreas: I could not have done this book without
you. Your enthusiasm for projects is infectious,
your creativity transforms the ordinary into the
extraordinary, and your support meant more than I
could ever possibly express. Thank you, my friend.

To the fans: This book is truly as much yours as it is
ours, which is why so many of you are included in the
credits. To anyone we might have missed, our sincerest
apologies. Every voice was valued in creating Psionics
Unleashed, and we wanted to do our best to show that
we recognize that.

To my wife: You are the inspiration and motivation
in every aspect of my life. I count myself truly blessed
to have you by my side and cannot express enough the
gratitude I have for your support, your patience, and
your help, not only on this book, but in everything. You
are my world.

At the end of the day, we all wanted one thing: the
best psionics system possible. I think we’ve done a
pretty darned good job getting there.

-Jeremy




Presented in this chapter are a variety of psionic
races, just as varied in nature as the standard races.
Seemingly ubiquitous in presence, the elans hide their
unusual nature by blending in with the mortals they
once were. The half-giants are most often to be found
in the harshest of climates that other races would shy
away from, while maenads typically take homes on the
coast or island chains, respecting the dichotomy of the
ocean that so well mirrors their own internal conflict
of emotions. Xephs, although closely resembling
humans, make their homes away from the firm
structures of most societies, while dromites build hives
underground, their alien appearance ostracizing them
from the xenophobic nature of less accepting races.
Blues, like the dromites, are often ostracized from all
socieites, including the goblin tribes that give birth to
them, although in some cases, they can rise to become
leaders of these primitive tribes. Ophiduans, with their
monstrous appearance, have chosen to build up their
own society, rather than worrying about fitting into the
society of other races, while the duergars battle against
their dwarven brethren. Those of psionic heritage can
be found in just as broad of lands as the standard races,
getting enmeshed in political dealings and simply trying
to survive.

CHO0O0SING A RACE

After you have determined your ability scores, but
before you put them on your character sheet, you should
choose the race for your character. At this time, you’ll
also want to choose your character’s class, as many races
have features that work better or worse depending on
your class selection. Once you have determined your
character’s race and class, assign your ability score
rolls to particular abilities, and then adjust the ability
scores based upon the race you've selected (see Table
1-1: Racial Ability Adjustments), and then continue to
fill in the details of your character.

Table 1-1: Racial Ability Adjustments
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CuapTirR_ 1 - RACES

Racial CUARACTERISTICS

Your character’s race determines many of his or her
qualities.

Race Adjustments

Your choice of race determines some adjustments
to your ability scores, as detailed on Table 1-1: Racial
Ability Adjustments.

Apply these adjustments to your character’s ability
scores, even if itwould bring an ability score above an 18
or below a 3 (although you cannot have an Intelligence
below 3).

In addition, Table 1-1 gives each race’s automatic
languages. All characters know how to speak Common,
in addition to racial languages they may also speak.
Character with a high Intelligence speak additional
languages, gaining one per point of Intelligence bonus.
Select your character’s bonus languages (if any) from
the list of languages in the race’s Racial Traits entry.

Literacy: Unless your character has some literacy
impediment, he or she can read and write all the
languages he or she speaks.

Psi-Like Abilities

Many of the races within this chapter have psi-like
abilities. These function in a fashion similar to spell-
like abilities, and are described in full in the Psionics
chapter later in the book.

BLurs

Once thought to be a subrace of the goblins, blues
are related to goblins, being a goblinoid race, but are
actually defined as their own race. Able to interbreed
with goblins, similar to humans interbreeding with
elves, blues often infiltrate goblin tribes to procreate
with the females of the tribe, having a limited population
of blue females to choose from. Many blues with strong

Race Type Ability Adjustments Automatic Languages

Blue Humanoid (goblinoid) +2 Int, +2 Dex, -2 Str Common, Goblin

Dromite Humanoid (insectoid) +2 Cha, +2 Dex, -2 Str Common

Duergar Humanoid (dwarf) +2 Con, +2 Wis, -2 Cha Common, Dwarven, Undercommon
Elan Humanoid (aberrant) +2 to any one Common

Half-giant Humanoid (giant) +2 Wis, +2 Str, -2 Dex Common

Maenad Humanoid +2 to any one Common, Maenad

Ophiduan Humanoid (reptilian) +2 Dex, +2 Wis, -2 Cha Common, Ophiduan

Xeph Humanoid

+2 Dex, +2 Cha, -2 Str

Common, Xeph




psionic ability learn to control their physical form using
psionics to assume the look of a normal goblin, thereby
allowing easier integration into a goblin tribe. The
blood of blues runs stronger than goblins, and therefore
a tribe that knowingly or unknowingly allows blues to
breed with them will over a matter of a few generations
be composed completely of blues. Because of this, the
blues were once hunted into near extinction by their
goblin kin, prompting their stealthier and cautious
ways. The blue elders will often breed and then leave
a tribe, looking for a new place to spread their blood
before it is destroyed.

Physical Description: Short with leathery blue hide,
large eyes and ears and a mouth filled with fangs, blues
stand between 3 and 4 feet tall, with males slightly
taller and heavier than females. Most blues have black
hair on their heads, although some choose to go bald.
To most, the blue is simply an oddly-colored goblin.
Very few things make them stand out from their racial
cousins, at least physically, aside from their skin tone.

Society: Where goblins are disorganized, driven by
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their passions and need for activity, blues are quite the
opposite. They are determined, focused, and driven to
organizationandstructure. Atribe ofgoblinsthatdoesn’t
kill a newborn blue will often come to be dominated
by that blue, whose natural organizational skills and
intelligence allows it to either rule the tribe outright, or
manipulate the less intelligent goblins. These tribes tend
to become focused and unified, whipped into structure
not necessarily by the leadership qualities of the blue,
but by his psionic power and intelligence. As a result,
most of the dominant goblin societies are actually lead
by a powerful blue; the few tribes of only blues that have
popped up tend to welcome order and competition,
finding common cause with the ophiduans.

Relations: While driven and intelligent, most blues
are colored by the dark ways of the tribes where they
grew up. These blues tend to look down on all other
races and wish to dominate and enslave them, which
naturally makes them enemies to most races, but even
a more mild-natured or civilized blue will be met by
suspicion by half-giants, elves, dwarves, gnomes and




dromites, while the maenad and ophiduan societies
often find much in common with a blue’s worldview,
seeing the need for structure and order, which can
equate to expansionistic and conquering tendencies.

Alignment and Religion: Few blues are religious,
believing themselves to be superior to the weak-willed
people around them that need supernatural crutches to
cope with a hostile world. Most blues tend to be lawful
evil, tainted by their lives among the goblin tribes. Laws
tend to protect the selfish more than the altruistic and
therefore a blue would rather learn to use the rules
than break them.

Adventurers: Blues often become adventurers having
been driven out by their home tribe, or they come from
one of the few existing blue tribes. Even so, to wander
means that they are either desperate (often for power)
or cocky and unafraid. Blues find adventuring a means
to an end, a way for them to become rich, powerful, and
connected, with death one of the possible outcomes. To
a blue, that is a fair bargain to be made.

Names: Most blues outside of goblin society take a
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name from other humanoids, which means that their
naming conventions are as varied as that of all other
races combined. However, many often add a descriptive
title, such as “Oman the Magnificent” or “Andra the
Wild” to enhance their individuality.

Blue Racial Traits

+2 Intelligence, +2 Dexterity, -2 Strength: Blues
are smart and quick, but their small size makes them
weak.

Goblinoid: Blues are of the humanoid (goblinoid)
subtype.

Small: Blues are Small creatures and gain a +1 size
bonus to their AC, a +1 size bonus on attack rolls, a -1
penalty to their Combat Maneuver Bonus and Combat
Maneuver Defense, and a +4 size bonus on Stealth
checks.

Normal Speed: Blues are fast for their size, and
have a base speed of 30 feet.

Darkvision: Blues can see in the dark up to 60 feet.

Naturally Psionic: Blues gain the Wild Talent feat




as a bonus feat at 1st level. If a blue takes levels in a
psionic class, he instead gains the Psionic Talent feat.

Psionic Aptitude: When a blue takes a level in a fa-
vored class, he can choose to gain an additional power
point instead of a hit point or skill point.

Pariah: The appearance of the blue can affect the
reactions of those nearby. A blue takes a -1 penalty to
Charisma-based skill checks when dealing with non-
goblinoid humanoids, but gains a +1 bonus to Charis-
ma-based skill checks while interacting with goblins.

Repletion (Su): A blue can sustain his body without
need of food or water. If he spends 1 power point, a
blue does not need to eat or drink for 24 hours.

Keen Senses: Blues receive a +2 racial bonus on
Perception skill checks.

Stealthy: Blues receive a +2 racial bonus on Stealth
and Ride checks, and blues always treat Stealth as a
class skill

Weapon Familiarity: Blues treat any weapon with
the word “goblin” in its name as a martial weapon.

Languages: Blues begin play speaking Common and
Goblin. Blues with high Intelligence scores can choose
from the following: Draconic, Dwarven, Gnoll, Gnome,
Halfling, and Orc.

DROMITES

Small and insectoid in appearance, dromites stand
out in most crowds of humanoids. Their antennae,
faceted eyes, carapace, and small stature make them
visibly different from most. Hailing from a hivemind-
like history, dromites have come to love and appreciate
individuality while still continuing to live in a hive and
collective environment. This individuality, together with
a strong liberal view on life, means that while different,
dromites rarely have a problem making friends or
finding a place to live or work.

Physical Description: Around the height of gnomes
and halflings, dromites stand between 3 and 4 feet
tall, but tend to be sturdier in nature. Dromites have
a natural resistance towards the energy of their caste
granted by the chitin that covers parts of their body. The
caste of a dromite is easily recognized by the coloration
of the carapace: red for Fire Caste, pale blue for Ice
Caste, white for Voice Caste, and green for Glimmer
Caste. The skin of the dromite not covered by chitin
ranges from a pale white to a dark tan. Dromites have
faceted eyes which often shine with a psionic energy,
and large antennae that constantly quiver. Their small
mouths are devoid of external mandibles, but when
eating, small internal mandibles are used to help eat.
Dromites have three fingers and a thumb, each covered
in a pointed carapace, with the same for their four toes.
This gives the dromites a look very different from other
humanoids. Dromites are asexual, being neither female
nor male, except in the case of the Hive Queen and Hive
Consorts. In this situation, rituals are performed that
grant gender and reproductive capabilities.

Society: Most dromites organize themselves into hive
cities - giant towers that are as much subterranean as
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they are exposed above ground. Here they embrace
their caste as well as their individuality, striving to
find their path in life. For some, this means striving to
become a Hive Queen or Consort, the elected leaders
of a hive, while for others it means learning a craft or
toiling in a mine to make ends meet. While externally
very idealistic, a society with very few laws and defining
aspects also tends to become chaotic and disorganized.
Most hive cities tend to walk the line between individual
freedoms and communal responsibility. while there
are a few zealots amongst the dromites who dream of a
better time, when they were all united as one mind.

Relations: The dromites get along splendidly with
halflings and gnomes most of all, and the jovial ways of
both xephs and half-elves tends to put dromites at ease.
The cold, distant, ways of ophiduans and maenads make
the dromites curious, wishing to prod and experiment
with them, to find out the reasons for their demeanors.
Most other races are viewed by their individual means,
but most dromites find the dwarves to be dull, boring
and when drunk - gruff and coarse.

Alignment and Religion: Most dromites are
religiously indiscriminate, finding grace and faith in a
number of gods, sometimes part of the same pantheon,
sometimes creating their own mixes of gods and faiths.
Dromites tend toward no particular alignment, not
even neutral. The best and the worst are found among
them.

A Note On Names: Dromites have no gender, and thus
their names are not divided between male and female.
Generally, a dromite has a personal name, a caste name,
and a homestead name - typically a hive city.

Personal Names: Niks, Rask, Sask, Neksak, Leksa,
Heneks, Seleks, Seksa, Aksa, Olak, Leik, Svek, Hakkor

Caste Names: Fire, Glimmer, Ice, Shatter, Thunder,
Flash, Lightning, Sunspark, Icespear, Stormstrike

Dromite Racial Traits

+2 Charisma, +2 Dexterity, -2 Strength: Dromites
are self-willed go-getters and naturally agile, but are
weaker due to their small size.

Insectoid Blood: Dromites are of the humanoid
(insectoid) subtype.

Small: Dromites are Small creatures and gain a +1
size bonus to their AC, a +1 size bonus on attack rolls,
a -1 penalty to their Combat Maneuver Bonus and
Combat Maneuver Defense, and a +4 size bonus on
Stealth checks.

Slow Speed: Dromites have a base speed of 20 feet.

Chitin: Dromites receive a +1 natural armor bonus
and one of the following kinds of energy resistance of
their choice at creation: cold 5, electricity 5, fire 5, or
sonic 5. This choice is permanent and stacks with any
future energy resistance gained through other effects.

Naturally Psionic: Dromites gain the Wild Talent feat
as a bonus feat at 1st level. If a dromite takes levels in a
psionic class, he instead gains the Psionic Talent feat.

Dromite Psionics: Dromites gain the following psi-
like ability: 1/day—energy ray. A dromite always deals
the kind of energy damage that its chitin has resistance




to (for example, a dromite who has resistance to cold 5
deals cold damage with its energy ray). The manifester
level for this effect is equal to 1/2 the dromite’s level
(minimum 1st).

Scent (Ex): This special quality allows a dromite to
detect approaching enemies, sniff out hidden foes, and
track by sense of smell. Dromites with the scent ability
can identify familiar odors just as humans do familiar
sights.

Dromites can detect opponents within 30 feet by
sense of smell. If the opponent is upwind, the range
increases to 60 feet; if downwind, it drops to 15 feet.
Strong scents, such as smoke or rotting garbage, can be
detected at twice the ranges noted above. Overpowering
scents, such as skunk musk or troglodyte stench, can be
detected at triple normal range.

When a dromite detects a scent, the exact location of
the sourceisnotrevealed—only its presence somewhere
withinrange. The dromite can take a move action to note
the direction of the scent. When the dromite is within 5
feet of the source, it pinpoints the source’s location.

A dromite with the scent ability can follow tracks by
smell, making a Wisdom (or Survival) check to find or
follow a track. The typical DC for a fresh trail is 10 (no
matter what kind of surface holds the scent). This DC
increases or decreases depending on how strong the
quarry’s odor is, the number of creatures, and the age
of the trail. For each hour that the trail is cold, the DC
increases by 2. The ability otherwise follows the rules
for the Survival skill. Dromites tracking by scent ignore
the effects of surface conditions and poor visibility.

Compound Eyes: Dromites receive a +2 racial bonus
on Perception checks.

Psionic Aptitude: When a dromite takes a level in a
favored class, it can choose to gain an additional power
point instead of a hit point or skill point.

Languages: Dromites begin play speaking Common.
Dromites with high Intelligence scores can choose from
the following: Dwarven, Gnome, Goblin, and Terran.

DUERGARS

There are stories of those who dug too deep into the
bowels of the earth, spelunkers who opened ancient
cities and awakened things from beyond our worst
nightmares. There these miners discovered creatures
more akin to gods sleeping beneath the earth, beings
neither demonic nor angelic in their forms and minds.
There was a clan of dwarves who cast all caution aside,
tunneling deep, following richer and richer mineral
veins until they found something that shattered their
minds, broke their bodies, and remade them in a new
image. What returned from that unknown place where
logic no longer made sense, where the laws of physics
did not always hold sway, and the weak minds of the
current races couldn’t fathom were the duergars, who
warned of a slumbering deity who would rule over all
other deities if awakened. Duergars are reminiscent
of the dwarves they once were, in that they are short
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and broad, of powerful stature, but that is where any
likeness is lost. Their ways can seem to be callous and
cruel, but it is from their experience deep in the earth
that they are motivated. Even actions such as slavery
are not only acceptable, but encouraged if it helps to
continue the projects that keep That Which Sleeps
Beneath from arising.

Physical Description: Duergars’ eyes shine with a
madness that has touched their entire bloodline. Their
ashen skin is devoid of nearly all hair, except on their
head and face, although male duergars tend to have a
bald pate. While short and broad, standing roughly 4
1/2 feet tall, the rippling muscles of the duergars make
most people uneasy, for beneath their skin, the muscles
move of their own accord, snaking and twisting. Many
duergars have long scars, often caused by their own
delusions.

Society: Having witnessed what they perceive to
be the truth of this world, there is no joy amongst the
duergars, only eternal toil. Deep underground, deeper
than the dwarven kingdoms, they toil on deranged
constructions that twist and turn in ways that give
others headaches and nightmares. Driven by an intense
need to create and build, those who stop to listen hear
the duergars humming and singing while building. The
duergars themselves claim they are saving the world
by distracting the terrible deity that slumbers beneath
the earth, keeping it asleep for the sake of all life. Their
society has no joys, no color, no individuality. Everyone
wears the same clothes, the same armor, the same
weapons, and by birth they seem to know the lullaby
chants of the mentally unbalanced.

Relations: To the duergars, it is the other races who
are mad. As a terrible monster that is beyond what
words can describe threatens to awaken and devour
the world and the gods themselves, the other races
squander their lives away, playing useless games and
waging meaningless war. Xephs, dromites, halflings and
gnomes can provoke the insane rage of the duergars,
for their constant activity threatens the duergar view
of how to keep the titanic god sleeping. Other races
are most often ignored or disdained for their failure to
recognize the truth and the deadly threat. Most other
races avoid the mad duergars, but there are those who
wonder if the duergars might not be insane, and might
actually be correct, and how terrifying that possibility
might be.

Alignment & Religion: Almost all duergars worship
the sleeping horror by working, building, constructing,
and redefining, while humming and singing the twisted
lullaby that runs through their minds. All other gods
are inconsequential, for the horrid thing, That Which
Sleeps Beneath, will consume all if it awakens. Lawful
neutral, or perhaps lawful evil, tend to be the natural
tendencies of the duergars, for they see no use in helping
others with their pointless daily problems, when they
are busy saving the world from the threat of imminent
destruction.

Adventurers: Duergars only become adventurers




because their unique brand of insanity plagues them
with visions and whispers of the peace that others have
intheirheads. Driven by aneed to fulfill these visionsand
quiet the voices within, duergars often seem obsessed
with what they are doing. While capable companions,
many are scared to adventure with duergars, for their
tendency to whisper in their sleep and their skin’s
unusual undulations can be unnerving.

Note On Names: Duergars abstain from traditional
naming conventions, often viewing names as a pointless
exercise in a doomed world. When young, they are
‘child,” and then become ‘woman’ and ‘man’. Amongst
the other races, they often take on a name because their
companions ask them to; this name is often matter-of-
fact and describes their perceived role in the world.

Names: Hammer, Smith, War, Hunter, Tailor,
Shieldbearer, Slayer, Hatemonger

Duergar Racial Traits

+2 Constitution, +2 Wisdom, -2 Charisma: Duer-
gars are both tough and wise, but also gruff.

Medium: Duergars are Medium creatures and have
no bonuses or penalties due to their size.

Slow and Steady: Duergars have a base speed of
20 feet, but their speed is never modified by armor or
encumbrance.

Darkvision: Duergars can see in the dark up to 60
feet.

Hardy: Duergars receive a +2 racial bonus on saving
throws against poison, powers, spells, psi-like abilities,
and spell-like abilities.

Stability: Duergars receive a +4 racial bonus to their
Combat Maneuver Defense when resisting a bull rush
or trip attempt while standing on the ground.

Dwarf Blood: Duergars count as dwarves for any
effect related to race.

Light Sensitivity (Ex): Duergars are dazzled in an
area of bright light.

Duergar Psionics: Duergars gain the following
psi-like abilities: 1/day—expansion and cloud mind.
These abilities affect only the duergar and his gear.
The manifester level for these effects is equal to the
duergar’s level (minimum 3rd). The DC for cloud mind
is equal to 10 + the power’s level + the duergar’s Cha-
risma modifier.

Naturally Psionic: Duergars gain the Wild Talent
feat as a bonus feat at 1st level. If a duergar takes
levels in a psionic class, he instead gains the Psionic
Talent feat.

Psionic Aptitude: When a duergar takes a level in
a favored class, he can choose to gain an additional
power point instead of a hit point or skill point.

Languages: Duergars begin play speaking Common,
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Dwarven, and Undercommon. Duergar with high Intel-
ligence scores can choose from the following: Aklo,
Draconic, Giant, Goblin, Orc, and Terran.

FLANS

Born not of a mother or father, but created, elans
were once mortal beings. Built by a shadowy council to
live as psionically awakened superior life forms, elans
are capable of sustaining themselves with nothing
but the power of the mind. Elans are no longer true
mortals, having been unfettered by a secret ritual that
created this new race and reborn anew, with but wisps
and fragments of memories of their previous lives.
Incapable of breeding, elans expand their numbers by
choosing members of other races, most often humans,
and transforming them into new elans. This would pose
a problem for the continuation of the race, except elans
do not die of old age. The secrets of the transformation
ritual are typically limited to the elite members of
the elan secret society that exists, and they take these
secrets to the grave before sharing them with lesser
beings. Elans are often chosen for being exceptional
in some way: sometimes it is because they excel in
physical challenges, other times it is because of their
quick wit or sharp intellect, or in some cases a natural
ability to work with the psionic arts. But none of the
elans could ever be described as normal, mediocre, or
standard. While most elans, even those of non-human
origin, physically resemble humans, there is usually
something that stands out about every elan.

Physical Description: With a diverse physical
makeup, dependant on the will and whim of the council,
there is one thing in common amongst all elans: they
are literally brimming with energy, psionic energy.
Their eyes seem to shine, their skin seems to sparkle,
and their hair seems to be made of strands of color in
the wind. Elans typically resemble humans in size and
weight, with males typically slightly taller and heavier
than females. Even those elans who were selected
from other races will be transformed to more closely
match humans in size and shape, at the direction of the
council. Elans under a particular council will tend to
have similar physical appearance, with the previous
council favoring pale skin, red hair, and young in
appearance, while the current council has started to
favor darker hair and tanned skin. Elans will adopt
the type of dress and physical style of whatever society
they are insinuating, the better to avoid detection.

Elans do not sleep as mortals do, instead entering a
deep meditative trance for 4 hours a day. Resting in
this fashion grants the elan the same benefits that other
races gain from 8 hours of sleep. The elan spends the
time in this trance renewing her body by suffusing it

Psionic DUERGARS VS TRADITIONAL DUERGARS

The duergars of Psionics Unleashed are different from traditional duergars. Although they share similar traits
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with psionic energy, repairing wounds, and keeping the
tissues and organs healthy.

Society: While few and far between, there is indeed
an elan society, but it is more akin to the structure of a
secret society. Elans tend to recognize one another at
sight, but others can have a hard time separating them
from normal races. In cities and places where many
people gather, elans will generally strive to find a way
to meet each other, often in secret to avoid implicating
each other or raising suspicions. Elans come together to
share wisdom, to learn, and to help their peers. Often
this learning is defined into layers, circles, strata, or
other forms of separation, which leads to a mysticism
surrounding the societies of elans. Sometimes elans
name their order after something symbolical, such
as the Brotherhood of the Heavenly Lantern; at other
times it is more direct, such as the Enlightened Order
of Ksaren. Elans, if anything, are infiltrators, preferring
to live within the societies of others, striving to become
part of their culture and ways, avoiding standing out
and gaining unwanted attention. Many elans become
wanderers because over time, others may take notice
that the elan does not age and start to ask questions. For
this reason, elans can be said to be nomadic, albeit at a
very long cycle. Little is known to non-elans about the
council that selects and transforms mortals into new
elans, even new elans may not know all the members
of the council, as a precaution from discovery from
outsiders. New elans are typically chosen, although
rare cases of mortals petitioning the elan council for
transformation have occurred.

Relations: Coming from a diverse range of races,
the elans will look for the individual rather than the
race. They know that they, as a race, are created for
their individual characteristics rather than their racial
background, and because of this, they can seem to treat
members of other races unevenly, being friendly to
half-orcs, joking with dwarves, and stern and distant
towards halflings and gnomes. This is only an illusion
of perception, for it is the individual that is treated,
not the race itself. For this reason, elans are both loved
and despised; they break stereotypes in ways that often
make them stand out like a sore thumb.

Alignment and Religion: Those elans who do
embrace a religion tend to revere gods of psionics or
the mind. Being composed and enlightened does not
necessarily carry with it any specific moral views,
and for this reason, there are elans of every kind of
alignment. Many tend over time to drift towards lawful
neutral, finding an ease with laws and regulations, but
not caring deeply for or against other people, preferring
solitude. Younger elans embrace everything on the
alignment spectrum, sometimes radically changing
moral compass in an attempt to find their way on their
new journey on the road of immortality.

Adventurers: As natural nomads, and often culled
from a naturally inquisitive and curious mindset, elans
are explorers. Exploring allows them to challenge
themselves and therefore grow and develop in their
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abilities. If anything, elans can fear becoming placid, for
that will calcify their thinking, leading them to wallow
in stasis. Many who are caught in this break the cycle by
adventuring, pitching themselves against all manner of
monsters and quests to find a better path.

Male Names: Armend, Absylon, Edam, Odolph, Yime,
Ylderic, Irnad, Christaph

Female Names: Adyel, Ydeline, Edrienne, Eimee,
Eelis, Irnadette, Chirlot

Elan Racial Traits

+2 to one ability score: Elans gain a +2 bonus to
one ability score chosen at creation to represent their
varied nature.

Aberrant Blood: Elans are of the humanoid (aber-
rant) subtype.

Medium: Elans are Medium creatures and have no
bonuses or penalties due to their size.

Normal Speed: Elans have a base speed of 30 feet.

Aberrant Nature: Although human in appearance,
elans suffer from a nature slightly off from the rest
of the non-elan society. They suffer a -1 penalty to
Charisma-based skill checks when dealing with non-
elans.

Naturally Psionic: Elans gain the Wild Talent feat
as a bonus feat at 1st level. If an elan takes levels in a
psionic class, she instead gains the Psionic Talent feat.

Resistance (Su): Elans can use psionic energy to
increase their resistance to various forms of attack. As
an immediate action, an elan can spend 1 power point
to gain a +4 racial bonus on saving throws until the
beginning of her next action.

Resilience (Su): When an elan takes damage, he
can spend power points to reduce its severity. As an
immediate action, he can reduce the damage he is
about to take by 2 hit points for every 1 power point he
spends.

Repletion (Su): An elan can sustain his body with-
out need of food or water. If he spends 1 power point,
an elan does not need to eat or drink for 24 hours.

Psionic Aptitude: When an elan takes a level in
a favored class, he can choose to gain an additional
power point instead of a hit point or skill point.

Languages: Elans begin play speaking Common.
Elans with high Intelligence scores can choose any
languages they want (except secret languages, such as
Druidic).

HALT-GIANTS

Far back in their ancient history, half-giants were
slaves to some form of king. Their stories vary from
tribe to tribe, but their former status as slaves is one
thread that is common in the lore of every half-giant
tribe. As slaves, they fought their oppressors and earned
their freedom. As a result, nothing is more important to
half-giants than their liberty. They will fight and even
kill to stay free, and few things are capable of breaking
a half-giant’s will to live like slavery. Indeed, most half-




giants would prefer to commit suicide rather than face
incarceration or enslavement. For these reasons, most
half-giants tend to be law-abiding and respectful, but
they can have a tendency to solve problems by resorting
to violence rather than risk being apprehended. Some
myths claim that they were spawned from fire giants,
while others say that they worked in volcanic forges.
Regardless of the truth, half-giants are more resilient to
heat, a trait that serves them well in the present, as they
have a tendency to dwell in arid lands and deserts.

Physical Description: Standing over eight feet tall,
half-giants are the largest of the common races, towering
above even half-orcs, with males slightly taller and
heavier than females. Their size makes them imposing
but slow to react. Their skin ranges from nearly
complete black to a deep tan, while their hair is almost
always black. Their eyes typically range from blue to
green, but a fair number have red eyes, making them
stand out against other races. Most half-giants tend to
wear little clothing, or very heavy armor, depending on
the situation; in a social gathering, their tribal clothing
covers very little to account for their tendency to reside
in hot lands, and most half-giants are proud of their
bodies and physical looks and prowess. In combat, they
prefer to wear heavy armor, taking advantage of their
natural strength and stature.

Society: Half-giants most commonly organize
themselves into nomadic and shifting tribes, following
charismatic and wise leaders for brief periods. Many
half-giants have a tendency to drift into and out of
tribes over time, while a portion of a tribe may split
out and start a new tribe, which may later merge with
a larger tribe. When enemies gather, empires rise, or
war looms, the half-giant tribes might unite under their
strongest and wisest leaders, protecting each other from
the threat of oppression. In times of peace, they splinter
into hundreds of individual tribes, enjoying the freedom
they hold so dear. As societies go, the half-giants are
generally composed of nomadic hunters, taking down
the giant sandworms of the desert or hunting elephants
across the savannah and plains. Half-giants enjoy
dancing, drinking and games of physical prowess such
as wrestling, running, and spear throwing.

Relations: Half-giants appreciate the open nature of
humans and half-elves and can sympathize with how
half-orcs sometimes feel outside of society. Elves with
their slow pace, dwarves and maenads with their rigid
societies, and ophiduans with their expansionistic
behavior generally make the half-giants uncomfortable.
Most of the other races are welcomed based on their
behavior, although the carelessness of halflings,
dromites, and gnomes worry the half-giants, who
believe that it will lead to these smaller races being taken
advantage of and, therefore, possible subservience and
slavery. Half-giants keep duergars at arm’s length due
to the use of slavery.

Alignment and Religion: Worshipping gods relating
to freedom, nature, summer, and the hunt, half-giants
are devout but very naturalistic. They manifest their
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worship with totem poles, believing the gods to be
pleased with depictions of their power, thus protecting
the tribe from evil. Most half-giants tend to be neutral or
chaotic good, striving to help both the tribe and others
as well as they can, although their belief in following
the law to avoid incarceration can result in lawful half-
giants. This does not mean that a half-giant won’t resort
to violence at the slightest sign of evil. Indeed, to most
half-giants, jail, incarceration, and slavery are all seen
as equally evil and to be fought to the last breath.

Adventurers: Most half-giants are driven into
adventuring by wanderlust and a wish to learn more
about the world around them. Some are driven by
religious conviction, while others understand that they
will help their tribe the most by making the world a
safer place. Very few adventure to make money, greed
is a strange concept to most half-giants.

Male Names: Adoett, Abaque, Amayeta, Chumani,
Donama, Maka, Macawi, Nashota, Odakota

Female Names: Hurit, Huyana, Awentia, Cholena,
Kimella, Mika, Nadie, Dabun, Pahana

Half-giant Racial Traits

+2 Wisdom, +2 Strength, -2 Dexterity: Half-giants
are tough and intuitive, but not too nimble.

Giant Blood: Half-giants count as both human and
humanoid (giant) for any effect related to race.

Medium: Half-giants are Medium creatures and
have no bonuses or penalties due to their size.

Normal Speed: Half-giants have a base speed of 30
feet.

Low-Light Vision: Half-giants can see twice as far as
humans in conditions of dim light.

Fire Acclimated: Half-giants receive a +2 racial bo-
nus on saving throws against all fire spells and effects.
Powerful Build: The physical stature of half-giants
lets them function in many ways as if they were one

size category larger.

Whenever a half-giant is subject to a size modifer
or special size modifer for an opposed check (such as
during grapple checks, bull rush attempts, and trip
attempts), the half-giant is treated as one size larger if
doing so is advantageous to him.

A half-giant is also considered to be one size larger
when determining whether a creature’s special attacks
based on size (such as grab or swallow whole) can af-
fect him.

A half-giant can use weapons designed for a creature
one size larger without penalty. However, his space
and reach remain those of a creature of his actual size.
The benefts of this racial trait stack with the effects of
powers, abilities, and spells that change the subject’s
size category.

Naturally Psionic: Half-giants receive Wild Talent as
a bonus feat at 1st level. If a half-giant takes levels
in a psionic class, he instead gains the Psionic Talent
feat.

Half-giant Psionics: Half-giants gain the follow-
ing spell-like ability: 1/day—stomp. The manifester




level for this effect is equal to 1/2 the half-giant’s level
(minimum 1st). The DC for this power is equal to 10 +
the power’s level + the half-giant’s Charisma modifier.

Psionic Aptitude: When a half-giant takes a level
in a favored class, he can choose to gain an additional
power point instead of a hit point or skill point.

Survivor: Half-giants gain a +4 racial bonus to Sur-
vival checks.

Languages: Half-giants begin play speaking Com-
mon. Half-giants with high Intelligence scores can
choose from the following: Draconic, Giant, Gnoll, and
Ignan.

MAINADS

Aprimarily sea-faring race, maenads are a dichotomy.
To outsiders, they appear to be extremely reserved,
yet they are rumored to be exceptionally emotional.
Both sides are actually true. As a race, maenads must
maintain control over their internal emotional turmoil,
except when they unleash these bottled-up emotions
in powerful displays. Born with raging emotions that
threaten to tear their psyche apart unless properly
controlled, maenads do not know why they have these
powerful emotions warring within them. Their legends
speak of being wronged by an ancient deity that the
maenads revolted against and overthrew, resulting in
the emotional curse they maintain to date. Maenads
have a proclivity to martial studies, as it gives an outlet
for their bottled emotions.

Physical Description: Standing slightly taller than
humans, roughly shoulder to shoulder with half-orcs,
maenads are physically impressive. Male maenads
are usually equal in height, but slightly heavier than
females. They have thick, dark hair on their heads, but
lack any other hair on their body; instead their skin
is covered in flecks of sparkling crystals, giving them
a peculiar sparkle. The coloration of these crystals
define the look for each individual maenad, ranging
from pale white to jet black, and many believe that
the coloration is determined by their most powerful
emotion. Maenads are naturally graceful and have fine
features, possessing an elf-like beauty. They prefer
heavier clothing, and wear armor if available, but tend
to go barefoot, especially when aboard a ship.

Society: As a primarily sea-faring race, maenads
tend to live either in coastal regions, or on islands and
archipelagos. The nature of the ocean tends to soothe
the internal turmoil of the maenad mind, for the
calm waters that can turn to a deadly tidal wave are
something to which a maenad can relate. As a result,
much of maenad society revolves around the ocean:
fishing, sailing, and swimming are the main activities of
a maenad society. Most maenad villages tend to be no
larger than a few hundred residents. Many maenads
turn to tradition and ritual as ways to control their
emotions. In some villages, this ritualization can take
over, where every aspect of life is defined by a ritual
that must be followed, although this sort of extreme
situation is uncommon among the race as a whole.
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Relations: Maenads are typically distant towards
other races, although they are most comfortable with
humans, who have various temperaments that are
not very different from their own. The open emotions
of halflings, gnomes, and xephs confuse maenads,
who have a hard time understanding living in such a
capricious and carefree fashion. Elven society flows
at a good pace for most maenads, and the lightness of
being soothes a maenad’s spirit,. While the dwarves are
often civilized, their brazen ways, physical tendencies,
and love of drink tend to be off-putting for maenaeds,
although they respect the dwarves’ ability to hold a
grudge. Maenads view the violent dispositions of half-
orcs and half-giants as a good excuse to channel their
emotions in combat, but recognize that they should
partake in such events sparingly.

Alignment and Religion: Maenads prefer to worship
gods of dichotomy to represent the dual nature of the
maenads’ emotiuon. Most maenads are lawful, seeing
the structure of rules as helpful toward maintaining
composure and self-control. Generally, they seek to
help others also maintain their own self-control, and
have a tendency toward good alignment as a result.

Male names: Adrian, Idonas, Alyx, Kristobal, Dymien,
Dannis, Mixamis, Philisophos

Female names: Alyxia, Dayanara, Dimiris, Kaia, Kalli,
Kyte, Mylissa, Panalope

Maenad Racial Traits

+2 to one ability score: Maenads gain a +2 bonus to
one ability score chosen at creation, to represent their
varied nature.

Medium: Maenads are Medium creatures and have
no bonuses or penalties due to their size.

Normal Speed: Maenads have a base speed of 30
feet.

Naturally Psionic: Maenads gain the Wild Talent feat
as a bonus feat at 1st level. If a maenad takes levelsin a
psionic class, he instead gains the Psionic Talent feat.

Maenad Psionics: Maenad gain the following psi-like
ability. 1/day—energy ray. A maenad can deal only
sonic damage with this ability. It is accompanied by
a tremendous scream of rage. The manifester level is
equal to 1/2 Hit Dice (minimum 1st). The DC for this
power is equal to 10 + the power’s level + the maenad’s
Charisma modifier.

Sonic Affinity: Maenads add a +1 to the DC of any
spell or power with the sonic descriptor.

Outburst: Maenads can dampen their mental
processes for an increase in raw power called an
outburst. As a result, they take a-2 penalty to Intelligence
and Wisdom but gain a +2 bonus to Strength. The
character must spend one power point at the beginning
of each round during an outburst and may stop an
outburst at any time.

Inner Rage: Maenads are able to rage one additional
round per day should they have the rage ability and
they gain an additional round per day every odd
character level. In addition to using these rounds for




rage, maenads may use them to fuel their outburst,
instead of power points.

Ordered Rage: Maenads may take levels in
the barbarian class even if they are of the lawful
alignment.

Natural Sailors: Maenads have a +2 bonus to Swim
and Profession (sailor) checks. In addition, they gain
a +2 bonus to Acrobatics and Climb checks made on
sailing ships.

Weapon Familiarity: Maenads are proficient with
flails. Maenads treat any weapon with the word
“maenad” in the name as a martial weapon rather than
an exotic one.

Psionic Aptitude: When a maenad takes a level in a
favored class, he can choose to gain an additional power
point instead of a hit point or skill point.

Languages: Maenads begin play speaking Common
and Maenad. Maenads with high Intelligence scores can
choose can choose from the following: Aquan, Draconic,
Dwarven, Elven, and Goblin.

OPUIDUANS

Confused with lizardfolk by the ignorant, ophiduans
stand out among the other civilized nations in a fashion
similar to the dromites, having a more monstrous and
distinct appearance than most humanoids. Where
other races share soft skin, flat teeth, protruding ears,
and a tendency to be partially or fully covered in hair,
ophiduans are distinct and very proud of it. Organized
and expansionistic in nature, ophiduans view talent
and skill, especially with psionics, as the key component
for social station, rather than wealth, heritage, or
influence.

Physical Description: Reptilian scales cover the
ophiduans’ hairless bodies, and their yellow, slitted
eyes and sharp teeth give them a striking appearance.
They stand tall, often a head above most humans, but
are typically slimmer than humans, being lithe in build.
Ophiduans have no ears, and their ridged brows are
often what define their face. Most ophiduans are green-
scaled, but there are those of blue, purple, black, or
yellow in tone, a trait which is passed along to progeny.
The only common color among all ophiduans is the dull
grey of their stomachs, which reflects their common
ancestry.

Society: Ohiduans are sometimes viewed as being
cold in personality because they are reptilian in
nature, but that does not define their society. Rather,
a strong meritocracy defines them; to an ophiduan,
leadership is constantly earned, as are most things in
life. Respect, money, and friends, all are earned and
the ophiduan society reflects this. There is very little
compassion towards strangers, even within a society,
but friends and family are expected to sacrifice for
one another. Ophiduans tend not to be satisfied with
themselves, feeling a drive to become better, seeking
the elusive state of perfection. A leader amongst the
ophiduans is often a very capable politician, a warrior,
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and psionically gifted, for otherwise he or she would
not have risen to such a position, as he or she would
not have proven capable of leading. This results in the
ophiduan societies tendency to become organized and
expansionistic in nature, as they strive to improve their
cities, lands, and surrounding areas. Sometimes they
expand by war, sometimes by politics, but never does an
ophiduan society find any form of calm or stability, for
it is always seeking to become better, trying to become
perfect.

Relations: Ophiduans view most other races as
strange, sometimes even soft. The whimsical ways of
gnomes and halflings tend to irritate them, humans
seem to constantly shift between their goals, and
half-elves seem to be confused about who they are.
Ophiduans can respect the dedication of the elves,
but cannot relate to their perceived inactivity and
slow-acting ways. Dwarves impress the ophiduans
with their ability to build lasting empires and their
perfection of the crafts, but their inability to adapt
and to strive forward annoys them. Half-orcs and half-
giants, strangely enough, are often appreciated, for
if anything they tend to be direct and strive towards
action, something ophiduans can appreciate. Xeph are
valued for their individual philosophy, but disdained as
a society for their seeming acceptance to maintain what
they have and not to improve or expand. Dromites are
appreciated for they too have a constant drive towards
a goal. Few ophiduans know what elans are and thus
have no specific relations to them.

Alignment and Religion: Ophiduans tend to revere
their greatest leaders as gods in the flesh, although they
never go so far as to actually worship them; rather an
ophiduan will follow the great leader and be inspired.
The gods of other races and religions are therefore also
viewed like this, as representations of great individuals
tobe admired, aspired towards, and emulated. However,
ophiduans also believe that each individual carries
within them the seed of divinity if they strive hard
enough, and thus ophiduans typically do not bow before
any gods. While varying between good and evil, almost
every ophiduan tend towards lawful, for the structure
of a stable society is necessary to achieve perfection.

Adventurers: Striving for perfection is the typical
reason an ophiduan begins adventuring. What other
way to train yourself, test yourself, and raise yourself
up towards divinity, than to meet and overcome
challenges.

Male names: Mixal, Xiphoter, Maxev, Ioxua, Iaxot,
Nixokas, Antax, Tanix, Tyxor, Kraxan

Female names: Azlei, Iezi, Sazari, Krizani, Emizi,
Samazi, Amazi, Kazeri, Mezan, Kriza

Ophiduan Racial Traits

+2 Dexterity, +2 Wisdom, -2 Charisma: Ophiduans
are lithe, quick, and intuitive, but cold in demeanor
and monstrous in appearance

Reptilian Blood: Ophiduans are of the humanoid
(reptilian) subtype.




Medium: Ophiduans are Medium creatures and
have no bonuses or penalties due to their size.

Normal Speed: Ophiduans have a base speed of 30
feet.

Scaled Hide: An ophiduan’s skin is hardened scales
and grants the character a +1 natural armor bonus to
AC.

Naturally Psionic: Ophiduans gain the Wild Talent
feat as a bonus feat at 1st level. If an ophiduan takes
levels in a psionic class, he instead gains the Psionic
Talent feat.

Serpent’s Bite (Ps): Once per day, an ophiduan
can alter his jaws, gaining a bite attack that deals 1d8
points of damage, plus an extra 1d8 points of dam-
age per fve character levels beyond 1st. This effect
lasts for 1 minute. The manifester level is equal to the
ophiduan’s level.

Darkvision: Ophiduans can see in the dark up to
60 feet.

Poison Resistant: Ophiduans gain a +2 racial bonus
on saving throws against poison.

Psionic Aptitude: When an ophiduan takes a level
in a favored class, he can choose to gain an additional
power point instead of a hit point or skill point.

Weapon Familiarity: Ophiduans treat any weapon
with the word “ophiduan” in the name as a martial
weapon rather than an exotic one.

Languages: Ophiduans begin play speaking Com-
mon and Ophiduan. Ophiduans with high Intelligence
scores can choose can choose from the following:
Aquan, Draconic, Dwarven, Elven, and Goblin.

XIpPuUs

Known for their fleetness of foot and natural agility,
xephs have a quick wit and the ability to find humor in
nearly anything. This disposition can result in others
viewing them as carefree or whimsical, but in truth,
there is a deep philosophy behind their world view.
To a xeph, the world is what you perceive, and their
preference is to perceive it in a fun or humorous way,
rather than as a morose place. Xephs are known for
creating pieces of art of subtle beauty, and their racial
homeland is said to be a great rift in the ground, where
forests grow and the xephs thrive, using their ability to
generate intense bursts of speed to travel the world.

Physical Description: Standing about a hand shorter
than a standard human, with males typically taller and
heavier than females, xephs have deep olive or brown
skin and pupil-less, amber-yellow eyes. While some
find their lack of pupils unnerving, there is something
about their attitude and world view that win over most
people if given the opportunity. Most xephs prefer to
fashion their dark black hair into a long braid. Xeph
facial features have a tendency to be more angular and
elongated than other humanoids, which along with
their eyes, gives them a distinct look.

Society: The xephs tend toward creating tightly-knit
societies, often small in size and unassuming. When
a xeph doesn’t feel at home, they are encouraged to
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find their ‘home of the heart’ in the wider world, or
helped to integrate better with the village. Most xeph
societies tend to be ruled by community consensus and
on giving the xeph time to define their own life and
world. Many find joy in the simplest of manual labors,
often preferring to shy away from more advanced tools,
loving what they see as a more in-touch experience.
Craftsmen extraordinaire, the xephs enjoy creating,
preferably with others, which means that their crafts
are often sought by traders and merchants, providing
the villages with sufficient resources that cannot be
easily found or created by the xephs.

Relations: Xephstend to get along better with humans,
gnomes, and halflings, much because they tend to share
a positive outlook on the world. They share a love of
artwork and craftsmanship with elves and dwarves,
meaning they generally also get along with them. Elans
unnerve most xephs, as if they can feel that something
is wrong with elans, while they find the strange logic of
the dromite and maenad societies to be confusing. Half-
orcs and half-giants tend to grate on xephs, with their
war-like ways and brusque behavior.

Alignment and Religion: Tending more towards a
unifying philosophy rather than a true religion, xephs
believe that what one individual views as a god, another
manifests in their life as a philosophy. As a result, xephs
tend to be accepting of others’ religions, even if they do
not themselves believe the same. Xephs tend to be good,
with the race as a whole tending toward chaotic.

Adventurers: Learning more about the world is a way
to learn about the self to a xeph, and thus a journey is
as much spiritual and internal as physical and external.
Adventuring is exploring the mind, challenging morals,
and defining who you are. Many don’t catch onto this
metaphysical and philosophical aspect of adventuring
for xephs, and instead view them as jovial or humorous,
even when faced with adversity.

Male Names: Idrian, Earon, Ubiel, Ivraham, YlIi,
Ylijah, Alish, Ormak

Female Names: Uda, Udiva, Ymira, Hadyri, Chyrmona,
Nyri, Nerith

Xeph Racial Traits

+2 Dexterity, +2 Charisma, -2 Strength: Xephs are
quick and outgoing, but not very strong.

Medium: Xephs are Medium creatures and have no
bonuses or penalties due to their size.

Normal Speed: Xephs have a base speed of 30 feet.

Darkvision: Xephs can see in the dark up to 60 feet.

Innate Resistance: Xephs receive a +1 racial bonus
on saving throws against powers, spells, and spell-
like effects.

Naturally Psionic: Xephs gain the Wild Talent feat
as a bonus feat at 1st level. If a xeph takes levels in a
psionic class, he instead gains the Psionic Talent feat.

Burst (Su): Three times per day as a swift action,

a xeph can put on a burst of speed to increase his
speed by 10 feet, plus 10 feet per four character levels
beyond 1st, to a maximum increase of 30 feet at 9th
character level and higher. These bursts of speed




are considered a competence bonus to the xeph’s
base speed. A burst of speed lasts 3 rounds.

Psionic Aptitude: When a xeph takes a level in a fa-
vored class, he can choose to gain an additional power
point instead of a hit point or skill point.

Languages: Xephs begin play speaking Common and
Xeph. Xephs with high Intelligence scores can choose
from the following: Aquan, Draconic, Dwarven, Elven,
and Goblin.

Aagr, Urigut, AND INTIGUT

While you can determine your character’s age, gender,
height, weight, and appearance, the tables below offer
rough guidelines to determine some of these physical
details.

Character Age

Your character’s age is determined by choice of race
and class, as detailed on Table 1-2: Random Starting
Ages.
Table 1-2: Random Starting Ages

Barbarian Bard Cleric

Rogue Fighter Druid

Sorcerer Paladin Monk

Soulknife Ranger Psion

Race Adulthood Wilder Psychic Warrior Wizard

Blue 12 years +1d4 +1d6 +2d6
Dromite 13 years +1d4 +1d6 +2d6
Duergar 40 years +3d6 +5d6 +7d6
Elan 20 years +2d4 +2d6 +3d6
Half-giant 30 years +2d6 +3d6 +4d6
Maenad 40 years +1d6 +4d6 +6d6
Ophiduan 18 years +1d4 +2d4 +2d6
Xeph 18 years +1d4 +2d4 +2d6

As your character ages, her physical ability scores
change, as detailed in Table 1-3: Aging Effects.

Table 1-3: Aging Effects

Maximum
Race Middle Age! Old> Venerable® Age
Blue 25 years 50 years 70 years +2d10 years
Dromite 30 years 55 years 75 years +2d20 years
Duergar 125 years 188 years 250 years  +2d% years
Elan 200 years 400 years 1,000 years —
Half-giant 60 years 80 years 120 years  +4d% years
Maenad 90 years 150 years 220 years  +2d% years
Ophiduan 40 years 75 years 100 years  +2d20 years
Xeph 45 years 85years 120years  +2d20 years

1 At middle age, -1 to Str, Dex, and Con; +1 to Int, Wis, and
Cha.

2 At old age, -2 to Str, Dex, and Con; +1 to Int, Wis, and Cha.

3 At venerable age, -3 to Str, Dex, and Con; +1 to Int, Wis, and
Cha
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Height and Weight

You can either choose your character’s height and
weight from the ranges given in the racial description,
or you can roll randomly from Table 1-4: Random
Height and Weight.

Table 1-4: Random Height and Weight

Race Base Height Base Weight
Height Modifier Weight Modifier
Blue, male 310”7 2d4 40 1b. x1 1b.
Blue, female 2’107 2d4 35 1b. x1 lb.
Dromite 2'8" 2d4 30 1b. x1 1b.
Duergar, male 39" 2d4 1101b. x(2d4) 1b.
Duergar, female  3'7" 2d4 80 Ib. x(2d4) 1b.
Elan, male 4'10" 2d10 1201b. x(2d4) lb.
Elan, female 4'5" 2d10 85 1b. x(2d4) 1b.
Half-giant, male 64" 2d12 2201b.  x(2d6) Ib.
Half-giant, female 6'1" 2d12 1801b. x(2d6) lb.
Maenad, male 5'4" 2d10 1501b.  x(2d4) lb.
Maenad, female 5'3" 2d10 1201b.  x(2d4) 1b.
Ophiduan, male 51” 2d10 1201b. x(2d4) lb.
Ophiduan, female 4’77 2d10 85 1b. x(2d4) 1b.
Xeph, male 4'8" 2d10 1001b.  x(2d4) lb.
Xeph, female 4'4" 2d10 75 1b. x(2d4) 1b.




The innate power of the mind is present within all

creatures. But it is those who choose to take levels
in psionic classes who can unlock and develop this
immense power contained within. This mental energy
exists in many forms: Intelligence, Wisdom, and
Charisma are direct links to the conscious mind, but the
physical abilities: Strength, Dexterity, and Constitution,
are also factors. Each of these component pieces is like
a single facet of a greater whole.

Psionic characters do not simply tap into the power
of the mind, but the power of the mind and the body
together. The psionic classes utilize the totality of
consciousness to transform thoughts, ideas, and dreams
into the real world.

Psionic CLASSES

The four psionic base classes, in the order they are
presented in this chapter, are as follows.

Psion: A master of the mind, a seeker of knowledge
of psionics.

Psychic Warrior: A soldier who combines psionic
power with physical prowess.

Soulknife: A warrior who creates a unique weapon
out of mental energy.

Wilder: A natural talent with psionics who channels
emotion to wield uncontrolled power.
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CuapTirR 2 - CLASSLS

The Power Point Reserve

Psionic characters fuel their abilities through a pool,
or reserve, of power points. Your power point reserve is
equal to your base power points gained from your class,
bonus power points from a high key ability score (see
Abilities and Manifesters, below), and any additional
bonus power points from sources such as your character
race and feat selections.

Multiclass Psionic Characters

If you have levels in more than one psionic class, you
combine your power points from each class to make
up your reserve. You can use these power points to
manifest powers from any psionic class you have.

While you maintain a single reserve of power points
from your class, race, and feat selections, you are still
limited by the manifester level you have achieved with
each power you know.

Abilities And Manifesters

The ability that your powers depend on—your key
ability score as a manifester—is related to what psionic
class (or classes) you have levels in: Intelligence (psion),
Wisdom (psychic warrior), and Charisma (wilder). The
modifier for this ability is referred to as your key ability
modifier. If your character’s key ability score is 9 or
lower, you can’t manifest powers from that class.

Just as a high Intelligence score grants bonus spells to

UPDATING YOUR CHARACTER

If you already have a psionic character from the
previous rule system, you should find that the changes
needed to update to Psionics Unleashed are mostly
new options available, rather than the removal of your
existing abilities.

For psions, you will find that your choice of discipline
offers several new abilities as you gain levels in your
class, including powers you can use at will, the ability
to detect psionics, and an entirely new option for those
who do not want to pick a discipline: the generalist.
There have also been some consolidation of powers,
so you may find that you have empty slots for powers
known to choose new powers, and that some powers
have been given new names.

For psychic warriors, you will find that you can now
pick a path that improves one aspect of your combat
abilities, but that it does so without detriment to your
other abilities. In addition, you will find that you have
a slightly larger power point pool available, and some
new class features available regardless of which path
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you choose for your character.

For soulknives, the changes are more drastic, as
your character has been changed to having a good
base attack bonus progression, and you now gain
blade skills at every even level that offer versatility
and never-before-seen options for use with your mind
blade. In addition, the options available for your mind
blade have been expanded, although some of your
previous abilities may now be blade skills, rather than
automatic abilities.

For wilders, there are different options available
to customize the wild surge that defines your class.
These options range from the standard wild surge,
to granting nearby allies benefits, to channeling your
wild surge through psionic items. In addition, you gain
an at-will ability to deal a modest amount of damage.

In addition, many of the feats from previous editions
that dealt with expending or maintaining psionic focus
have new options available, making them useful for
both aspects of psionic focus, rather than only for one
or the other.




TaBLE 2-1: ABILITY MODIFIERS AND BoNUS POWER POINTS

Ability

Score

1011 o o 0o 0 0O 0 O O O0 0
12130 1 1 2 2 3 3 4 4 5
1415 1 2 3 4 5 6 7 8 9 10
1617 1 3 4 6 7 9 10 12 13 15
1819 2 4 6 8 10 12 14 16 18 20
20210 2 5 7 10 12 15 17 20 22 25
2223 3 6 9 12 15 18 21 24 27 30
2425 3 7 10 14 17 21 24 28 31 35
2627 4 8 12 16 20 24 28 32 36 40
2829 4 9 13 18 22 27 31 36 40 45
3031 5 10 15 20 25 30 35 40 45 50
3233 5 11 16 22 27 33 38 44 49 55
3435 6 12 18 24 30 36 42 48 54 60
3637 6 13 19 26 32 39 45 52 58 65
3839 7 14 21 28 35 42 49 56 63 70
4041 7 15 22 30 37 45 52 60 67 75

a wizard and a high Wisdom score grants bonus spells
to a cleric, a character who manifests powers (psions,
psychic warriors, and wilders) gains bonus power
points according to his key ability score. Refer to Table
2-1: Ability Modifiers and Bonus Power Points.

How To Determine Bonus Power Points: Your key
ability score grants you additional power points equal
to your key ability modifier x your manifester level xV.
Table 2-1: Ability Modifiers and Bonus Power Points
shows these calculations for class levels 1st through
20th and key ability scores from 10 to 41.

Starting Gear
Roll randomly on the following table to determine the
character’s gold and buy equipment item by item.

Table 2-2: Random Starting Gold

Class Amount (Average)
Psion 3d4 x10 (75 gp)
Psychic warrior 5d4 x10 (125 gp)
Soulknife 5d4 x10 (125 gp)
Wwilder 4d4 %10 (100 gp)
PSION

The powers of the mind are varied and limitless, and
the psion learns how to unlock them. Whether he is a
shaper or a telepath, an egoist or a nomad, or even a
generalist, the psion learns to manifest psionic powers
that alter himself and the world around him. Due to the
limited powers that any one psion knows, each psion
is unique in his capabilities, as his latent abilities are
drawn out and shaped into the psionic powers that
define the psion.
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Bonus Power Points (by Class Level)
1st 2nd 3rd 4th 5th 6th 7th 8th 9th 10th 11th 12th 13th 14th 15th 16th 17th 18th 19th 20th

20

0 0 0 0 0 0 0 0 0 0
5 6 6 7 7 8 8 9 9 10
11 12 13 14 15 16 17 18 19 20
16 18 19 21 22 24 25 27 28 30
22 24 26 28 30 32 34 36 38 40
27 30 32 35 37 40 42 45 47 50
33 36 39 42 45 48 51 54 57 60
38 42 45 49 52 56 39 63 66 70
44 48 52 56 60 64 68 72 76 80
49 54 58 63 67 72 76 81 85 90
55 60 65 70 75 80 85 90 95 100
60 66 71 77 82 88 93 99 104 110
66 72 78 84 90 96 102 108 114 120
71 78 84 91 97 104 110 117 123 130
77 84 91 98 105 112 119 126 133 140
82 90 97 105 112 120 127 135 142 150

Each psion also gains unique abilities depending on
his choice of disciplines: the egoist excels at altering his
own physiology, while the nomad learns to manipulate
the very fabric of space and time, and the generalist
becomes a master of the overall principles of psionics,
while sacrificing some of the unique abilities of the
other disciplines.

Role: The psion can fulfill a variety of different
roles depending upon the power choices he makes.
Generalist psions have the greatest versatility of the
different psions, while those of a particular discipline
excel at the given focus of their chosen specialization.
Regardless of their choice, all psions are masters of the
powers of the mind and capable of helping their allies
against any danger.

Alignment: Any.

Hit Die: d6.

Class Skills

The psion’s class skills are Autohypnosis* (Wis), Craft
(Int), Knowledge (all skills, taken individually)* (Int),
Profession (Wis), and Spellcraft (Int). In addition, a
psion gains access to additional class skills based on his
discipline:

Seer (Clairsentience): Diplomacy (Cha) and Perception
(Wis).

Shaper (Metacreativity): Bluff (Cha), Disguise (Cha),
and Use Magic Device (Cha).

Kineticist (Psychokinesis): Disable Device (Dex) and
Intimidate (Cha).

Egoist (Psychometabolism): Acrobatics (Dex) and Heal
(Wis).

Nomad (Psychoportation): Climb (Str), Fly (Dex),
Survival (Wis), and Swim (Str).




Telepath (Telepathy): Bluff (Cha), Diplomacy (Cha),
and Sense Motive (Wis).

Generalist (None): Use Magic Device (Cha) and any
one skill chosen from the above discipline lists.

*New skill or expanded use of existing skill.

Skill Ranks at Each Level: 2 + Int modifier.

Class Features

The following are class features of the psion.

Weapon and Armor Proficiency: Psions are
proficient with the club, dagger, heavy crossbow, light
crosshow, quarterstaff, and shortspear. They are not
proficient with any type of armor or shield. Armor
does not, however, interfere with the manifestation of
powers.

Power Points/Day: A psion’s ability to manifest
powers is limited by the power points he has available.
His base daily allotment of power points is given on
Table 2-3: The Psion. In addition, he receives bonus
power points per day if he has a high Intelligence score
(see Table 2-1: Ability Modifiers and Bonus Power
Points). His race may also provide bonus power points
per day, as may certain feats and items.

Discipline: Every psion must decide at 1st level
which psionic discipline he will specialize in. Choosing
a discipline provides a psion with access to the class
skills associated with that discipline (see above), as

Table 2-3: The Psion
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well as the powers restricted to that discipline, and the
special abilities associated with that discipline (detailed
below). However, choosing a discipline also means that
the psion cannot learn powers that are restricted to the
other disciplines (generalist psions cannot learn powers
on any of the discipline power lists). He can’t even use
such powers by employing psionic items.

Powers Known: A psion begins play knowing three
psion powers of your choice. Each time he achieves a
new level, he unlocks the knowledge of new powers.

Choose the powers known from the psion power list,
or from the list of powers of your chosen discipline
(if any). You cannot choose powers from disciplines
other than your chosen discipline. (Exception: The feat
Expanded Knowledge does allow a psion to learn powers
from the lists of other disciplines or even other classes.)
A psion can manifest any power that has a power point
cost equal to or lower than his manifester level.

The number of times a psion can manifest powers in
a day is limited only by his daily power points.

A psion simply knows his powers; they are ingrained
in his mind. He does not need to prepare them (in the
way that some spellcasters prepare their spells), though
he must get a good night’s sleep each day to regain all
his spent power points.

The Difficulty Class for saving throws against psion
powersis 10 + the power’s level + the psion’s Intelligence
modifier.

Power Maximum
Base Fort Ref will Points/ Powers Power Level
Level Attack Bonus Save Save Save Special Day Known Known
1st +0 +0 +0 2 Bonus feat, detect psionics, 2 3 1st
discipline, discipline talents
2nd +1 +0 +0 +3 Discipline ability 6 5 1st
3rd +1 +1 +1 +3 — 11 7 2nd
4th +2 +1 +1 +4 — 17 9 2nd
5th +2 +1 +1 +4 Bonus feat 25 11 3rd
6th +3 +2 +2 +5 — 35 13 3rd
7th +3 +2 +2 +5 — 46 15 4th
8th +4 +2 +2 +6 Discipline ability 58 17 4th
9th +4 +3 +3 +6 — 72 19 5th
10th +5 +3 +3 +7 Bonus feat 88 21 5th
11th +5 +3 +3 +7 — 106 22 6th
12th +6/+1 +4 +4 +8 — 126 24 6th
13th +6/+1 +4 +4 +8 — 147 25 7th
14th +7/+2 +4 +4 +9 Discipline ability 170 27 7th
15th +7/[+2 +5 +5 +9 Bonus feat 195 28 8th
16th +8/+3 +5 +5 +10 — 221 30 8th
17th +8/+3 +5 +5 +10 — 250 31 9th
18th +9/+4 +6 +6 +11 — 280 33 9th
19th +9/+4 +6 +6 +11 — 311 34 9th
20th +10/+5 +6 +6 +12 Bonus feat, discipline ability 343 36 9th
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Maximum Power Level Known: A psion begins play as you maintain psionic focus, you may manifest either
with the ability to learn 1st-level powers. As he attains  of your chosen powers without paying a power point
higher levels, a psion may gain the ability to master cost, but the power may not be augmented or affected

more complex powers. by metapsionic feats. The competence bonus from
To learn or manifest a power, a psion must have an  call to mind is reduced to +2, the duration of destiny
Intelligence score of at least 10 + the power’s level. dissonance is one round per two psion levels, and the
Bonus Feats: A psion gains a bonus feat at 1st level, duration of offensive precognition is 1 round per psion
5th level, 10th level, 15th level, and 20th level. This feat level.
must be a psionic feat, a metapsionic feat, or a psionic Recovered Information (Su): At 2nd level, as
item creation feat. long as you maintain psionic focus, when
These bonus feats are in addition to the feats that someone successfully saves against a
a character of any class gains every other level. A Clairsentience power you’ve manifested,
psion is not limited to psionic feats, metapsionic you learn about a single psionic effect
feats, and psionic item creation feats when currently in effect (if any) on the target.
choosing these other feats. Each subsequent successful save against
Detect Psionics (Ps): All psions, regardless of a Clairsentience power you manifest
their chosen discipline, gain the ability to use transfers information about another
detect psionics at will, as long as they maintain psionic effect currently in effect (if
psionic focus. This does not any) on the target. If
require any power point there are no psionic
expenditure, and the power powers in effect
cannot be augmented. on the target that
Discipline Talents (Ps): you do not already
Each discipline gains access to know, then you learn
two psi-like abilities that can be information about a
used by expending psionic focus. single psionic item the
Any discipline talent that would creature currently possesses,
normally allow a save are treated as asifyouhad identified the item. This
0-level powers to determine their DC. The effect does not give any information
manifesting time for a discipline talent is on artifacts. The number of psionic
the same as if it was manifested normally, effects or items you learn about per
or a standard action if the discipline talent save increases by one every four psion
does not mimic a psionic power. These levels thereafter.
powers do not count as powers known Alter the Waves (Sw): At 8th level,
for the psion; to manifest them normally, each day when you meditate to
he must select them as his powers known regain your power points, you gain
normally. a +3 insight bonus that can be used

Discipline Abilities: At 2nd, 8th, 14th, on any one die roll. Every two psion
and 20th level, the psion gains special levels thereafter, this ability may be
abilities related to his choice of discipline, as detailed used one additional time per day and the insight bonus

A psion’s main tool is her mind

below. is increased by 1.
Seeing the Connections (Su): At 14th level, once per
Psionic DISCIPLINES day, you can automatically identify all properties of a

A discipline is one of six groupings of powers, each magic item, magic aura, or identify a spell or power in
defined by a common theme. The six disciplines effect. In addition, if you are being scryed upon, you can
are clairsentience, metacreativity, psychokinesis, expend your daily use of this power as an immediate
psychometabolism, psychoportation, and telepathy. action to disrupt the scrying attempt and instead scry
If a psion chooses to specialize in a discipline, he ©1 the originator of the effect using the same effect as

gains special benefits, while those who choose to stay ~that which targeted you. You need not pay any power

generalists gain unique benefits of their own. point cost for this ability, although the originator can
make a save to block the attempt (same DC as the

Clairsentience original scrying attempt). This ability does not work on
artifacts.

A psion who chooses clairsentience is known as a
seer. Seers can learn precognitive powers to aid their
comrades in combat, as well as powers that permit
them to gather information in many different ways.

Discipline Talents (Ps): Choose two powers from the
following list: call to mind, destiny dissonance, know
direction and location, or offensive precognition. Aslong

Perpetual Foresight (Su): At 20th, your ability to
foresee the different possibilities has suffused you.
Anytime you roll a d20, you may expend your psionic
focus as an immediate action to roll a second time. To
choose the result of the second roll, you must pay the
unmodified die roll in power points.
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Metacreativity

A psion specializing in metacreativity is known as
a shaper. This discipline includes powers that draw
ectoplasm from the Astral Plane, creating semisolid
and solid items such as armor, weapons, or animated
constructs to do battle at the shaper’s command.

Discipline Talents (Ps): Choose two powers from the
following list: create sound, crystal shard, ectoplasmic
creation, and entangling ectoplasm. As long as you
maintain psionic focus, you may manifest either of
your chosen powers without paying a power point cost,
but the power may not be augmented or affected by
metapsionic feats. The duration of create sound and
entangling ectoplasm is one round per two psion levels
(minimum 1 round), while ectoplasmic creation lasts
one hour. The damage of crystal shard is reduced to
1d3.

Summoner’s Call (Ex): At 2nd level, if you maintain
focus when manifesting a power of the creation
subdiscipline, the duration is increased by 1 round plus
1 round for every four psion levels. In addition, your
astral constructs gain an additional menu option of the
highest menu available when you manifest the power.

Ectoplasmic Protection (Su): At 8th level, you can gain
an ectoplasmic coating over your form, granting you
concealment for one round per psion level, usable once
per day and an additional time per day every four psion
levels thereafter.

Maestro of Ectoplasm (Sw): At 14th level, once per
day as a standard action, you can take raw ectoplasm
and use it in a myriad of ways. You can choose to coat
up to 50 square feet (in 10 foot squares) in a slick, as
the ectoplasmic sheen power (DC 10 + half psion level
+ Intelligence modifier), or create a up to 7 levels in
astral constructs, divided at your discretion (a 5th-level
construct and a 2nd-level construct, a single 7th-level
construct, seven 1st-level constructs, etc.), create a
volume of matter as if manifesting major ectoplasmic
creation, or repair a damaged astral construct for up to
30 hit points plus 1 hit point per psion level.

Astral Ally (Su): At 20th level, you can change the
duration of an astral construct power to permanent.
You can have no more than one astral construct
power made permanent in this way at one time. If you
designate another astral construct power as permanent,
the previous power immediately ends.

Psychokinesis

Psions who specialize in psychokinesis are known
as kineticists. They are the masters of powers that
manipulate and transform matter and energy. Kineticists
can attack with devastating blasts of energy. Unlike
other psions, when a kineticist selects any power that
specifies the character must select from cold, electricity,
fire, or sonic damage, he gains the option to choose the
type of damage at the time the power is manifested.

Discipline Talents (Ps): Choose two powers from the
following list: energy ray, far hand, force screen, or my
light. As long as you maintain psionic focus, you may
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manifest either of your chosen powers without paying a
power point cost, but the power may not be augmented
or affected by metapsionic feats. The damage of energy
ray is reduced to 1d3, the shield bonus of force screen is
reduced to +2, and the duration of my light is reduced
to 1 round/level.

Telekinetic Hurl (Su): At 2nd level, as long as
you maintain psionic focus, you gain the ability to
telekinetically hurl objects of up to 5 lbs. as a ranged
attack at an enemy within 30 ft. Such attacks deal 1d4
points of damage due to the force exerted. This damage
increases by 1d4 points of damage for every four psion
levels thereafter.

Kinetic Aura (Su): At 8th level, you gain a +1 deflection
bonus to AC. This bonus increases by +1 every three
levels thereafter.

Energetic Recharge (Sw): At 14th level, once per day,
you can expend psionic focus as an immediate action
when you would take damage from cold, electricity,
fire, force, or sonic damage to convert the damage into
power points, at a rate of 1 power point per 5 damage.
You suffer none of the converted damage, but may not
gain more than your manifester level in power points.
For example, if a 14th level kineticist suffers 80 points
of cold damage, he may expend his psionic focus to
convert up to 70 points of that damage into 14 power
points. He takes the remaining 10 points of cold damage
as normal.

Energy Immunity (Su): At 20th level, when you
gain psionic focus, you gain immunity to either cold,
electricity, fire, force, or sonic, at your choice. You may
change this immunity by gaining psionic focus again,
and need not maintain psionic focus to maintain the
immunity.

Psychometabolism

A psion who specializes in psychometabolism is
known as an egoist. This discipline consists of powers
that alter the psion’s psychobiology, or that of creatures
near him. An egoist can both heal and transform himself
into a fearsome fighter.

Discipline Talents (Ps): Choose two powers from the
following list: hammer, synesthete, thicken skin, and
vigor. As long as you maintain psionic focus, you may
manifest either of your chosen powers without paying a
power point cost, but the power may not be augmented
or affected by metapsionic feats. Add half your psion
levels to the temporary hit points gained from vigor.
Synesthete, thicken skin, and vigor last for a number
of rounds equal to your psion level. The damage of
hammer is reduced to 1d4.

Metabolic Healing (Sw): At 2nd level, as long as you
maintain psionic focus, you gain fast healing 1 when
you manifest any psychometabolism power on yourself.
This fast healing lasts for a number of rounds equal to
the level of the power manifested. The fast healing
increases by 1 for every four psion levels thereafter.

Shared Effect (Su): At 8th level, any time you manifest
a psychometabolism power with a range of personal,
you may pay an additional 4 power points to have it




affect two additional creatures touched. These addi-
tional power points count as an augment for the pow-
er and the manifestation is still limited by the normal
manifester level cap. A power augmented in this fash-
ion can affect an additional creature every four psion
levels thereafter. The fission power may not be shared
in this fashion.

Resilient Body (Sw): At 14th level, once per day as
an immediate action, you may negate a critical hit
that would have hit you, and instead receive normal
damage.

Infused Form (Sw): At 20th level, you gain DR 5/- and
are treated as always under the effect of adapt body.

Psychoportation

A psion who relies on psychoportation powers is
known as a nomad. Nomads can wield powers that
propel or displace objects in space or time.

Discipline Talents (Ps): Choose two powers from
the following list: burst, catfall, decelerate, detect
teleportation. As long as you maintain psionic focus,
you may manifest either of your chosen powers
without paying a power point cost, but the power may
not be augmented or affected by metapsionic feats. In
addition, the effect of catfall only treats your fall as 20
ft. shorter than it is, and decelerate only reduces the
target’s movement speed by 5 feet.

Nomad’s Step (Sw): At2nd level, aslong as you maintain
psionic focus, as a standard action you may teleport to a
location up to 15 feet away. You must have line of sight
to the location and you can bring along possessions that
amount to as much as a medium load. The distance
increases by 5 feet every psion level thereafter.

Inconstant Position (Sw): At 8th level, once per day
as an immediate action when someone attacks you, you
can force them to suffer a 50% miss chance. This ability
can be used an additional time per day every two psion
levels thereafter.

Accelerated Activity (Su): At 14th level, once per day
as a swift action, you may gain 1 extra round of actions
usable in the same round.

Rapid Movement (Ex): At 20th level, you gain an
additional move action each round, but it may only be
used for either the move, stand up, or mount/dismount
a steed move actions.

Telepathy

A psion who chooses the discipline of telepathy is
known as a telepath. He is the master of powers that
allow mental contact and control of other sentient
creatures. A telepath can deceive or destroy the minds
of his enemies with ease.

Discipline Talents (Ps): Choose two powers from
the following list: conceal thoughts, mind link, mind
thrust, telepathic lash. Aslong as you maintain psionic
focus, you may manifest either of your chosen powers
without paying a power point cost, but the power may
not be augmented or affected by metapsionic feats. The
damage of mind thrust is reduced to 1d6. You may only
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use conceal thoughts on yourself if used as one of your
discipline talents.

Mental Intrusion (Ex): At 2nd level, as long as you
maintain psionic focus, increase the save DC of any
mind-affecting power you manifest by 1 for every
2 power points you spend augmenting the power,
provided the augmentation does not already increase
the power’s save DC. For the purpose of this ability,
you may spend additional power points augmenting a
mind-affecting power’s save DC even on a power that
normally does not have any augment options.

Telepathy (Sw): At 8th level, you gain telepathy out
to 400 ft. and can communicate with any creature,
regardless of intelligence, so long as they have an
Intelligence of 1 or higher. The range of your telepathy
increases by 10 ft. every psion level thereafter.

Additionally, aslong as youmaintain psionic focus, you
can detect other creatures within 30 ft. using telepathy
to communicate, although you cannot determine the
content of the communication.

Last Respite (Su): At 14th level, once per day, if you are
about to suffer damage that would result in your death,
as an immediate action, you can shunt your mind into
the body of a creature within 30 ft., effectively granting
you the benefits of mind switch (Will save negates DC
10 + half psion level + Intelligence modifier) and your
original body is left stable, but its hit point total is left
one point of damage away from death. This ability
lasts a number of rounds equal to your psion level.
You must secure a permanent body for your mind,
either by healing your original body, through the use
of a power such as true mind switch, or some other
means to permanently inhabit a body, by the end of
the effect’s duration or die. This is considered a mind-
affecting effect. You can take this action even if you
are unconscious. This ability cannot be used against
effects that outright kill or that deal ability damage,
only against effects that deal hit point damage.

Guarded Thoughts (Su): At 20th level, you gain
increased protection from mind-affecting effects,
granting you a +10 bonus on saves against mind-
affecting effects.

Generalist Psion

A psion who chooses to remain more general in his
studies of psionics is known as a generalist. While he
does not gain the unique abilities each discipline grants
to the specialized psions, he is able to broaden his
powers and blend them in unique ways.

Discipline Talents (Ps): Choose three powers from the
following list: call to mind, catfall, create sound, far hand,
hammer, and telepathic lash. As long as you maintain
psionic focus, you may manifest either of your chosen
powers without paying a power point cost, but the power
may not be augmented or affected by metapsionic feats.
The competence bonus from call to mind is reduced
to +2, the effect of catfall only treats your fall as 20 ft.
shorter than it is, the duration of create sound is one
round per two psion levels (minimum 1 round), and the




damage of hammer is reduced to 1d4.

Bonus Feat: At 2nd level and every five psion levels
thereafter, you gain a bonus feat. You must choose a
metapsionic feat, an item creation feat, or Expanded
Knowledge. You must still meet all prerequisites
for the bonus feat, including minimum manifester
level requirements. These bonus feats are in addition
to the feats that a character of any class gets from
advancing levels. You are not limited to the categories
of item creation feats, metapsionic feats, or Expanded
Knowledge when choosing those feats.

Breach Power Resistance (Su): At 8th level, anytime
you manifest a power, you may expend your psionic
focus to add your Intelligence modifier on any check to
overcome power resistance. This bonus increases by 1
every two psion levels thereafter.

Double Manifest (Ex): At 14th level, once per day,
you may manifest two powers with a single action,
but the combined power point cost cannot exceed
your manifester level and the two powers must be of
different disciplines. The two powers must have the
same manifesting time and if they have a target, the
targets for the powers may be different.

Expanded Mind (Ex): At 20th level, each day when you
meditate to regain power points, you may choose any
one power from any class power list and add it to your
powers known for the day. This power does not count
against your number of powers known.

PSYCUIC WARRIOR

Where the psion spends his days studying the
intricacies of psionic power and unlocking the mysteries
of the mind, others choose to use their internal power
to augment their physical form. These psychic warriors
use their psionic potential as a way to improve their
natural abilities, becoming fierce and deadly in their
chosen path.

Role: The psychic warrior’s path determines his
strengths and weaknesses within a party. Whether
he is the epitome of unleashing the beast within, or a
stealthy combatant who strikes from the shadows, the
psychic warrior’s primary focus is typically battlefield
control and dealing or blocking damage.

Alignment: Any.

Hit Die: d8.

Class Skills

The psychic warrior’s class skills are Acrobatics (Dex),
Autohypnosis* (Wis), Climb (Str), Craft (Int), Knowledge
(psionics)* (Int), Perception (Wis), Profession (Wis),
Ride (Dex), Spellcraft (Int), and Swim (Str).

*New skill or expanded use of existing skill.

Skill Ranks at each Level: 4 + Int modifier.

Class Features

The following are class features of the psychic
warrior.

Weapon and Armor Proficiency: Psychic warriors
are proficient with all simple and martial weapons,
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with all types of armor (heavy, medium, and light), and
with shields (except tower shields).

Power Points/Day: A psychic warrior’s ability to
manifest powers is limited by the power points he has
available. His base daily allotment of power points is
given on Table 2-4: The Psychic Warrior. In addition, he
receives bonus power points per day if he has a high
Wisdom score (see Table 2-1: Ability Modifiers and
Bonus Power Points). His race may also provide bonus
power points per day, as may certain feats and items.

Powers Known: A psychic warrior begins play
knowing one psychic warrior power of your choice.
Each time he achieves a new level, he unlocks the
knowledge of a new power.

Choose the powers known from the psychic warrior
power list. (Exception: The feat Expanded Knowledge
does allow a psychic warrior to learn powers from the
lists of other classes.) A psychic warrior can manifest
any power that has a power point cost equal to or lower
than his manifester level.

The total number of powers a psychic warrior can
manifest in a day is limited only by his daily power
points.

A psychic warrior simply knows his powers; they are
ingrained in his mind. He does not need to prepare
them (in the way that some spellcasters prepare their
spells), though he must get a good night’s sleep each day
to regain all his spent power points.

The Difficulty Class for saving throws against psychic
warrior powers is 10 + the power’s level + the psychic
warrior’s Wisdom modifier.

Maximum Power Level Known: A psychic warrior
begins play with the ability to learn 1st-level powers.
As he attains higher levels, he may gain the ability to
master more complex powers.

To learn or manifest a power, a psychic warrior must
have a Wisdom score of at least 10 + the power’s level.

Bonus Feats: At 1st level, a psychic warrior gets
a bonus combat-oriented feat in addition to the feat
that any 1st level character gets and the bonus feat
granted to a human character. The psychic warrior
gains an additional bonus feat at 2nd level and every
three levels thereafter (5th, 8th, etc.). These bonus feats
must be drawn from the feats noted as combat feats
or psionic feats. The psychic warrior must still meet
all prerequisites for the bonus feat, including ability
score and base attack bonus minimums as well as class
requirements (like levels in another specific class).

These bonus feats are in addition to the feats that a
character of any class gains every two levels. A psychic
warrior is not limited to combat feats and psionic feats
when choosing these other feats.

Psionic Proficiency (Ex): A psychic warrior treats
his base attack bonus as equal to his psychic warrior
level for the purposes of requirements for psionic feats.
Base attack bonuses granted from other classes are
unaffected and are added normally.

Warrior’s Path (Ex): At 1st level, a psychic warrior
chooses a path to adhere to (listed below). When first
taking a path, the psychic warrior gains one of the two




powers associated with that path. Powers gained from a
path do not count against his number of powers known.
When manifesting this power, called a path power, the
psychic warrior can either choose to manifest it for no
cost by expending his psionic focus, in which case it
cannot be augmented, or he can choose to manifest it
normally, in which case his effective manifester level
for this power is treated as one higher than normal.

At 3rd level, the psychic warrior gains the second
power from his path. All of the above benefits apply to
this additional path power.

In addition, the psychic warrior gains one additional
class skill, as noted in the path description.

Expanded Path: At 3rd level, the psychic warrior
expands his understanding of his chosen path. From
this point on, he can use the Trance and Maneuver
associated with his chosen path.

Path Skill: At 4th level, the psychic warrior gains a
+2 bonus to one skill associated with a path he is on.
Every three levels thereafter, he can choose to increase
the bonus to one of his path skills by +2 (to a maximum
of +6 for any one path skill). This may be a skill he has
already chosen or a new skill associated with a path he
is on.

Martial Power: At 6th level, if the psychic warrior
makes a melee attack, he can manifest one of his path
powers as part of that attack action. The power takes

Table 2-4: The Psychic Warrior
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effect immediately after the attack has been finished.
Touch range powers are transmitted through the melee
attack to the attacked target.

Secondary Path (Ex): At 9th level, the psychic warrior
gets to choose a second warrior’s path. He chooses one
of the path powers available from his new list. The
psychic warrior may only have two path powers in total
from a single given path.

At 11th level, the psychic warrior can choose to use
the Trance and Maneuver from his second warrior’s
path, but may only benefit from one Trance at a time.

Twisting Path (Ex): At 12th level, as a swift action
while maintaining psionic focus and using a Trance, the
psychic warrior can change to the Trance of his other
path.

Pathweaving (Su): At 15th level, as long as the
psychic warrior maintains psionic focus, once per day
he can gain the benefits of both of his Trances for up to
5 minutes. Activating this ability is a free action.

Every third level thereafter, the psychic warrior can
use this ability an additional time per day.

Eternal Warrior (Su): At 20th level, once per day
as a free action, the psychic warrior can enter into a
very powerful Trance. As long as he maintains psionic
focus, for up to 5 minutes the psychic warrior adds his
Wisdom modifier to his attack rolls, damage rolls, AC,
skill checks, ability checks, saves, and initiative, and

Power Maximum
Base Fort Ref Will Points/ Powers Power Level
Level AttackBonus Save Save Save Special Day Known Known
Bonus feat, psionic proficiency,
1st +0 +2 +0 +0  warrior’s path 1 1 1st
2nd +1 +3 +0 +0  Bonus feat 2 2 1st
3rd +2 +3 +1 +1  Expanded path 4 3 1st
4th +3 +4 +1 +1 Path skill 6 4 2nd
5th +3 +4 +1 +1  Bonus feat 8 5 2nd
6th +4 +5 +2 +2  Martial power 12 6 2nd
7th +5 +5 +2 +2  Path skill 16 7 3rd
8th +6/+1 +6 +2 +2 Bonus feat 20 8 3rd
9th +6/+1 +6 +3 +3  Secondary path (powers) 24 9 3rd
10th +7[+2 +7 +3 +3 Path skill 28 10 4th
Bonus feat, secondary path (trance,

11th +8/+3 +7 +3 +3  maneuver) 36 11 4th
12th +9/+4 +8 +4 +4  Twisting paths 44 12 4th
13th +9/+4 +8 +4 +4  Path skill 52 13 5th
14th +10/+5 +9 +4 +4  Bonus feat 60 14 5th
15th +11/+6/+1 +9 +5 +5  Pathweaving (1/day) 68 15 5th
16th +12/+7[+2 +10 +5 +5 Path skill 80 16 6th
17th +12/+7/+2 +10 +5 +5  Bonus feat 92 17 6th
18th +13/+8/+3 +11 +6 +6  Pathweaving (2/day) 104 18 6th
19th +14/+9/+4 +11 +6 +6  Path skill 116 19 6th
20th +15/+10/+5 +12 +6 +6 Bonus feat, eternal warrior 128 20 6th




he increases his speed by +5 feet for every point of his
Wisdom modifier. These benefits stack with those that
might be granted by his active path’s Trance (or both
paths, if using Pathweaving).

WARRIOR PATHS

Presented below are some of the possible different
warrior paths that psychic warriors may choose.
Unless otherwise indicated, if you expend psionic focus
to activate a maneuver, you still gain the benefit of your
Trance until the end of your turn.

Ascetic Path
You have studied with the mystics of the ancient
temples, sat silent embracing the solitude and isolation,
so as to become more in tune with your body and mind,
merging them into a single, dangerous warrior.
Bonus class skill: Knowledge (religion)
Powers: Defensive precognition, offensive
precognition
Skills: Acrobatics, Autohypnosis, Knowledge
(religion)
Trance: Beginning at 3rd level, while
maintaining psionic focus and wearing
no or light armor, you gain gain a +1
competence bonus to your AC or saves,
chosen at the time you gain psionic
focus. This bonus increases by 1
every four psychic warrior levels
thereafter.
Maneuver: Beginning at
3rd level, as an immediate
action, you can expend
your psionic focus to gain
a +2 dodge bonus to your
AC until the beginning of your
next turn. This bonus increases
by +1 for every five psychic
warrior levels you have.
In addition, if you did
this in response to an
attack and that attack misses
you, you may take a 5-foot step as part
of this action.

Assassin’s Path
While others prefer to stand boldly
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an enemy with a melee attack and there are no other
enemies adjacent to you, you can expend your psionic
focus to deal an additional +2d6 damage. For every five
psychic warrior levels you gain thereafter, this damage
increases by +1d6. This damage is precision-based
damage.

Brawling Path
You bring the combat right into the face of your enemy.
Your powers allow you to overpower enemies and bring
them to bear, either to bring justice to them, or to finish
them when they are worn down.
Powers: Grip of iron, hammer
Skills: Acrobatics, Autohypnosis, Escape Artist
Bonus class skill: Escape Artist
Trance: Beginning at 3rd level, while
maintaining psionic focus, each time
you make a successful grapple check,
you can deal damage to that enemy
equal to your Wisdom modifier.
Maneuver: Beginning at 3rd level, as a
swift action you can expend your psionic
focus to cause an enemy you are grappling
to take 2d6 non-lethal damage. For
every two psychic warrior levels you
gain thereafter, the damage increases
by 1ds.

Feral Warrior Path
You are the beast incarnate. You
channel your rage and power
into physically transforming
yourselfinto the likeness
of a monster.
Powers: Bite of the
wolf, claws of the beast
Skills: Acrobatics,
Perception, Survival
Bonus class skill: Survival
Trance: Beginning at 3rd level,
while maintaining psionic focus,
you gain a +1 competence bonus to
your attack rolls on attacks made
with natural weapons. This bonus
increases by 1 every four psychic
warrior levels you gain thereafter.
Maneuver: Beginning at 3rd level,

in the face of danger, your preferred The psychic warrior combines psion- you can expend your psionic focus

weapon is stealth and silence. When
you attack, your enemy is bound to
fall.

Powers: Distract, prevenom or prevenom weapon

Skills: Acrobatics, Perception, Stealth

Bonus class skill: Stealth

Trance: Beginning at 3rd level, while maintaining
psionic focus, you gain a +2 competence bonus on
damage rolls. This bonus increases by 1 every four
psychic warrior levels thereafter.

Maneuver: Beginning at 3rd level, any time you strike

ic power with physical prowess
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when use the charge action. If you do,
you can make one additional attack
at the end of your charge instead of
making a single melee attack, but each attack suffers a
-2 penalty to the attack roll. In addition, you gain a +1
competence bonus to any damage rolls made as part of
this action. This competence bonus increases by +1 for
every four psychic warrior levels you gain thereafter.
At 20th level, when using the charge action, you can
instead make a full attack at the end of the charge.




Mind Knight Path

You have sworn an oath to your order, and in exchange
you have been trained in mystic techniques that allow
you to summon a weapon from beyond time and space,
while protecting yourself with the power of your mind.

Powers: Call weaponry, inertial armor

Skills: Autohypnosis, Diplomacy, Ride

Bonus class skill: Diplomacy

Trance: Beginning at 3rd level, while maintaining
psionic focus, you gain a +1 competence bonus to your
initiative. In addition, when wielding a weapon you
gain through call weaponry, you gain a +1 bonus to
attack and damage rolls with that weapon. All of these
bonuses increase by 1 for every four psychic warrior
levels you gain thereafter.

Maneuver: Beginning at 3rd level, you can expend
your psionic focus as a standard action to make a melee
attack against two creatures adjacent to you. For every
five psychic warrior levels you gain thereafter, you can
make one additional attack against another enemy
adjacent to you.

Weaponmaster Path

You become one with your weapon and wield it with
vicious strokes, cleaving enemies as if wheat before a
scythe. Your weapon is an extension of your will and thus
it is deadly.

Powers: Empty mind, metaphysical weapon

Skills: Acrobatics, Craft, Knowledge (nobility)

Bonus class skill: Knowledge (nobility)

Trance: Beginning at 3rd level, while maintaining
psionic focus, you gain a +1 competence bonus on
attack rolls made with a weapon (natural weapons do
not count for this benefit). This bonus increases by 1
every four psychic warrior levels thereafter.

Maneuver: Beginning at 3rd level, you can expend
your psionic focus as an immediate action when an
enemy attacks you to make a single melee attack against
that enemy and then take a 5-foot step. The enemy’s
attack is resolved before you take your action. At 8th
level and every five psychic warrior levels thereafter,
you gain a +1 competence bonus on the attack and
damage rolls made for this attack.

SOULKNITLE

Never caught unarmed, the soulknife is the literal
interpretation of using the power of the mind as a
weapon. Creating a mind blade is the core of the
soulknife, and with it, she is a deadly combatant.
Versatile and varied, the soulknife can be found in all
shapes and sizes, wielding blades unique to the wielder
and customized to fit the needs of the soulknife. Fluid
in function, the soulknife has mastered how to alter
her mind blade to fit the situation, bringing power and
versatility into any combat.

Role: As a wielder of a weapon first and foremost,
the soulknife excels as a front-line combatant on the
battlefield. Her limited armor options and defensive
abilities can be a hindrance, but her varied blade
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abilities can make her an excellent mobile warrior or
battlefield controller.

Alignment: Any.

Hit Die: d10.

Class Skills

The soulknife’s class skills are Acrobatics (Dex),
Autohypnosis™ (Wis), Climb (Str), Craft (Int), Intimidate
(Cha), Knowledge (psionics)* (Int), Perception (Wis),
Profession (Wis), Stealth (Dex), and Swim (Str).

*New skill or expanded use of existing skill.

Skill Ranks per Level: 4 + Int modifier

Class Features

The following are class features of the soulknife.

Weapon and Armor Proficiency: A soulknife is
proficient with all simple weapons, with her own mind
blade (regardless of form), with light and medium
armor, and with shields (but not tower shields).

Bonus Feat: The soulknife may choose Power Attack,
Two-Weapon Fighting, or Weapon Focus (mind blade)
as a bonus feat at 1st level.

Form Mind Blade (Su): As a move action, a soulknife
can form a semi-solid weapon composed of psychic
energy distilled from her own mind.

A soulknife must choose the form of her mind blade
at 1st level. She can either form it into a light weapon,
a one-handed weapon, or a two-handed weapon. Once
chosen, her mind blade stays in this form every time the
soulknife forms her mind blade. The light weapon deals
1d6 points of damage, the one-handed weapon deals 1d8
points of damage, and the two-handed weapon deals 2d6
points of damage. All damages are based on a Medium-
sized creature wielding Medium-sized weapons; adjust
the weapon damage as appropriate for different sized
weapons. In all forms, the mind blade has a critical
range of 19-20/x2. A soulknife with powerful build or
any similar ability forms an appropriately-sized mind
blade dealing the size-appropriate amount of damage.

If the soulknife’s chosen form is a light weapon, she
may choose to form two light weapons when forming
her mind blade if she so chooses, but she suffers the
standard penalties for two-weapon fighting.

Regardless of the weapon form a soulknife has chosen,
her mind blade does not have a set damage type. When
shaping her weapon and assigning abilities to it, the
soulknife chooses whether it will deal bludgeoning,
piercing, or slashing damage. The soulknife may change
the damage type of an existing mind blade, or may
summon a new mind blade with a different damage
type, as a full-round action; otherwise, the mind blade
retains the last damage type chosen every time it is
summoned.

The blade can be broken (it has hardness 10 and 10 hit
points); however, a soulknife can simply create another
on her next move action. The moment she relinquishes
her grip on her blade, it dissipates (unless she intends
to throw it; see below). A mind blade is considered a
magic weapon for the purpose of overcoming damage
reduction and is considered a masterwork weapon.




A soulknife can use feats such as Power Attack or
Combat Expertise in conjunction with the mind blade
just as if it were a normal weapon. She can also choose
her mind blade for feats requiring a specific weapon
choice, such as Weapon Focus and Improved Critical.
Powers or spells that upgrade weapons can be used
on a mind blade. The soulknife can use feats such as
Weapon Finesse that work on light weapons with her
mind blade, but such feats only work on mind blades in
a light weapon form.

Even in places where psionic effects do not normally
function (such as within a null psionics field), a soulknife
can attempt to sustain her mind blade by making a
DC 20 Will save. On a successful save, the soulknife
maintains her mind blade for a number of rounds
equal to her class level before she needs to check again,
although the mind blade is treated for all purposes as
a non-magical, masterwork weapon while in a place
where psionic effects do not normally function. On an
unsuccessful attempt, the mind blade vanishes.

Asamove action on her turn, the soulknife can attempt
a new Will save to rematerialize her mind blade while
she remains within the psionics-negating effect. She
gains a bonus on Will saves made to maintain or form
her mind blade equal to the total enhancement bonus
of her mind blade (see below).

The soulknife chooses the appearance of her mind
blade, although its shape must reflect the selections the
soulknife has chosen: a bludgeoning mind blade would

Table 2-5: The Soulknife
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be blunt, slashing would have an edge, etc.

Shape Mind Blade: The soulknife’s mind blade
retains the last chosen form every time it is formed
until the soulknife reshapes it. If the soulknife chooses
to reshape her blade, it requires a full-round action to
do so. She may also re-assign the type of damage dealt
as part of reshaping her mind blade if she so chooses.

A soulknife can reassign the ability or abilities she has
added to her mind blade; see below. To do so, she must
first spend 8 hours in concentration. These cannot be
the normal 8 hours used for rest, even if the soulknife
does not require sleep. After that period, the mind blade
materializes with the new ability or abilities selected by
the soulknife.

Throw Mind Blade: All soulknives have some
knowledge of how to throw their mind blades, though
the range increment varies by form and the largest of
blade forms cannot be thrown. Light weapon mind
blades have a range increment of 20 ft. One-handed
weapon mind blades have a range increment of 15 ft.
Two-handed weapon mind blades cannot be thrown
without the Two-Handed Throw blade skill. Whether
or not the attack hits, a thrown mind blade then
dissipates.

Wild Talent: The soulknife gains Wild Talent as
a bonus feat at 1st level. This provides her with the
psionic power necessary to manifest her mind blade.
A character who is already psionic instead gains the
Psionic Talent feat.

Maximum
Base Fort Ref Will Enhancement
Level Attack Bonus Save Save Save Special Bonus
1st +1 +0 +2 +2 Bonus feat, form mind blade, shape mind blade, throw 0
mind blade, Wild Talent
2nd +2 +0 +3 +3 Blade skill 0
3rd +3 +1 +3 +3 Enhanced mind blade (+1), psychic strike +1d8 +1
4th +4 +1 +4 +4 Blade skill +1
5th +5 +1 +4 +4 Enhanced mind blade (+2), quick draw +1
6th +6/+1 +2 +5 +5 Blade skill +2
7th +7/+2 +2 +5 +5 Enhanced mind blade (+3), psychic strike +2d8 +2
8th +8/+3 +2 +6 +6 Blade skill +2
9th +9/+4 +3 +6 +6 Enhanced mind blade (+4) +3
10th  +10/+5 +3 +7 +7 Blade skill +3
11th  +11/+6/+1 +3 +7 +7 Enhanced mind blade (+5), psychic strike +3d8 +3
12th  +12/+7/+2 +4 +8 +8 Blade skill +4
13th  +13/+8/+3 +4 +8 +8 Enhanced mind blade (+6) +4
14th  +14/+9/+4 +4 +9 +9 Blade skill +4
15th  +15/+10/+5 +5 +9 +9 Enhanced mind blade (+7), psychic strike +4d8 +5
16th +16/+11/+6/+1 +5 +10 +10  Blade skill +5
17th  +17/+12/+7/+2 +5 +10 +10  Enhanced mind blade (+8) +5
18th +18/+13/+8/+3 +6 +11 +11  Blade skill +5
19th  +19/+14/+9/+4 +6 +11 +11  Enhanced mind blade (+9), psychic strike +5d8 +5
20th  +20/+15/+10/+5 +6 +12 +12  Blade skill, mind blade mastery +5
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Blade Skills: Beginning at 2nd level and every even Deadly Blow: The soulknife’s mind blade critical
soulknife level thereafter, a soulknife may choose one  multiplier increases by 1. A soulknife must be at least
of a number of abilities to add to her repertoire. Some  10th level to choose this blade skill.
blade skills have prerequisites that must be met before Dual Imbue: When utilizing multiple mind blades, the
they can be chosen. All blade skills may only be chosen  soulknife may charge both blades with her psychic strike
once and require the soulknife to be using her mind ability at the same time (including when expending
blade unless otherwise stated in the skill’s description.  her focus to charge her psychic strike). However, her

Alter Blade: The soulknife gains the ability to shape psychic strike damage is reduced by 1d8 when using this
her mind blade into different weapon forms. She option. Damage remains normal when each weapon is
may change her blade’s form to the light weapon, charged separately.
one-handed weapon, or two-handed weapon forms Enhanced Range: The soulknife’s range
any time she forms her mind blade. Additionally, the increment when throwing her mind
soulknife may choose to form her mind blade into a blade in any form doubles.
one-handed weapon and a light weapon instead of ¢ Exploding Critical: When a soulknife
two light weapons. confirms a critical hit, she can expend

Bladestorm: As a full attack, when wielding her her psionic focus to deal her psychic
mind blade, the soulknife can give up her regular at- strike damage, even if her mind blade
tacks and instead throw one mind blade at her full was not charged with psychic strike, and
attack bonus at all opponents within 30 feet, ig- even if she already dealt psychic strike on
noring the normal range increments for the attack. A soulknife must be at least
throwing a mind blade. 12th level to choose this blade skill.
Regardless of the number Extended Strike: A soulknife may, as a
of attacks she makes, she standard action, make a single
only provokes attacks of ./ . attack as if her reach was

opportunity as though N+ 5 longer. This blade skill
she made a single | N\ \, may be combined with the
ranged attack. The \ twin strike blade skill. A
soulknife must pos- soulknife must be at
sess the Bladewind least 12th level to

choose this blade

blade skill to take this
skill.

ability, this ability may
not be used if the mind blade is in Fluid Form: The soulknife
a two-handed weapon form, and the soulknife may expend her psychic strike as a
must be at least 16th level to choose this blade skill. swift action, but deal no psychic strike damage,
Bladewind: The soulknife gains the ability to make a minor modification to her mind blade.
to momentarily fragment her mind blade into She may remove up to one weapon special ability
numerous identical blades, each of which strikes at (if any) from her mind blade’s configuration, and
a nearby opponent. add the ability’s value to the mind blade’s enhance-
ment bonus. She may also add up to one weapon

As a full attack, when wielding her mind blade, a
soulknife can give up her regular attacks and instead special ability to her mind blade’s configuration, and
subtract the ability’s value from the mind blade’s

fragment her mind blade to make one melee attack

at her full base attack bonus against each opponent enhancement bonus. Once she had made either or

within reach. Each fragment functions identically to both of these changes, the mind blade suffers a -1
penalty to its enhancement bonus; this penalty is

the soulknife’s regular mind blade.
When using bladewind, the soulknife can choose cumulative with each time this blade skill is used,

to expend her psychic strike if an attack miss to reroll T =% and lasts until the soulknife rests for 8 hours or
that attack, but none of the bladewind attacks deal spends 8 hours in concentration to reconfigure
any extra damage from psychic strike. her mind blade. This blade skill may

A soulknife’s mind blades need

When using bladewind, a soulknife forfeits X not be used if this would reduce the
not actually look like swords

any bonus or extra attacks granted by other mind blade’s enhancement bonus
feats or abilities (such as Cleave or haste). The mind below +1, or if the final enhancement bonus would be
blade immediately reverts to its previous form after the  above the soulknife’s maximum.
bladewind attack. A soulknife must be at least 8th level Fluid Form, Improved: When the soulknife uses the
to choose this blade skill. Fluid Form blade skill, she may change all of her mind
Combat Slide: Upon successfully striking an enemy blade’s weapon special abilities simultaneously. The
in melee, the soulknife may immediately make a 5-foot mind blade still suffers a cumulative -1 penalty to its
step (even if she’s already moved in the round, but not enhancement bonus when the Fluid Form blade skill is
if she’s taken a 5-foot step). In addition, when someone used. A soulknife must have the Fluid Form blade skill
misses the soulknife with a melee attack, she may spend to choose this blade skill.
an immediate action to take a 5-foot step.
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Full Enhancement: When forming her mind blade
into multiple items, the soulknife suffers no reduction
in enhancement bonus.

Furious Charge: A soulknife with this ability deals an
additional 2 points of damage on every attack made at
the end of a charge. The increased damage is only 1 per
attack for off-hand attacks, but becomes 3 per attack
when using the two-handed form of the mind blade.

Furious Charge, Improved: A soulknife with this
ability can expend her psychic strike while making
a charge to make an additional attack with her main
hand, albeit at a -5 penalty on the attack roll, at the end
of a charge action. If the soulknife is wielding two
mind blades and has the Twin Strike blade skill, she
may instead make an additional attack with each mind
blade, but each of these additional attacks suffers a -5
penalty on the attack roll in addition to the penalties
for attacking with two weapons. The soulknife does
not apply the expended psychic strike’s damage to her
attacks. The soulknife may only gain the benefit of this
blade skill once on any charge. The soulknife must have
the Furious Charge blade skill and be at least 8th level to
choose this blade skill.

Gruesome Riposte: The soulknife may expend her
psionic focus as an immediate action to attack an enemy
who has successfully struck her in melee. This attack is
assumed to happen after the successful attack, so she
cannot use this ability if the attack would put her below
0 hit points, nor does dropping her enemy below 0 hit
points prevent the attack from hitting. A soulknife must
be at least 10th level to choose this blade skill.

Improved Enhancement: The soulknife’s enhancement
bonus on her mind blade increases by 1. This increase
may be used to increase the actual enhancement bonus
of the mind blade (to a maximum of +5) or be spent on
weapon special abilities, as normal. A soulknife must
be at least 12th level to choose this blade skill.

Knife to the Soul: The soulknife gains the knife to the
soul ability. When a soulknife with knife to the soul
executes a psychic strike, she can choose to substitute
Intelligence, Wisdom, or Charisma damage (her choice)
for extra dice of damage. For each die of extra damage
she gives up, she deals 1 point of damage to the ability
score she chooses. A soulknife can combine extra dice
of damage and ability damage in any combination, so
long as no more than half of the soulknife’s extra dice
of damage are converted to ability damage. Knife to the
soul may only be used once per round.

Unlike the base psychic strike ability, knife to the soul
is entirely reliant on the creature’s mind, and cannot be
used on creatures immune to mind-affecting abilities.
The soulknife decides which ability score her psychic
strike damages and the division of ability damage and
extra dice of damage when she imbues her mind blade
with the psychic strike energy. A soulknife must be at
least 12th level to choose this blade skill.

Mind Daggers: The soulknife may form one or a pair
of mind daggers in place of her normal forms. Mind
daggers have a range increment of 30 ft when thrown,
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deal 1d4 points of damage (type assigned in the same
manner as other forms) and have a critical range of 19-
20/x2. She may switch between mind daggers and her
chosen blade form at will as a free action, including in
the middle of full attacks, and it can be done more than
once per round (this is an exception to the full-round
action normally required to shape a mind blade). She
cannot switch between the daggers and the two-handed
mind blade form unless only forming a single dagger.
Mind daggershave the same enhancement configuration
as the soulknife’s current mind blade configuration.

Mind Shield: The soulknife gains a +2 shield bonus to
armor class, as long as her mind blade is not in a two-
handed form.

Multiple Throw: The soulknife can throw a number
of mind blades per round equal to the number of melee
attacks she could make. A soulknife must be at least
14th level to choose this blade skill.

Powerful Strikes: The soulknife’s psychic strike deals
an additional 1d8 damage.

Reaching Blade: The soulknife may expend her focus
toincrease her reach with her mind blade by 5 feet until
the start of her next turn. Unlike normal reach weapons,
a soulknife may also attack adjacent opponents with
her mind blade. A soulknife must be at least 8th level to
choose this blade skill.

Reaper’s Blade: A soulknife with this ability
automatically recharges her psychic strike ability if she
reduces an enemy’s hit points to below 0 with a melee
attack using her mind blade. If her blade was already
charged, her next psychic strike deals 1.5 times the
damage rolled. A soulknife must be at least 10th level
to choose this blade skill.

Rending Blades: Hooks extend from the soulknife’s
mind blade, dealing an additional 1d6 bleed damage on
a critical hit, and giving a competence bonus on Climb
checks equal to the enhancement bonus of the mind
blade.

Toppling Strike: If the soulknife’s mind blade has the
Trip special feature, she may use it to make a single
attack at her full base attack bonus as a standard
action. If the attack hits, it deals damage normally and
the soulknife can make a free trip attack (using her full
base attack bonus) against the same foe. She does not
provoke an attack of opportunity for this trip attempt.
A soulknife must have the Weapon Special blade skill
before selecting this blade skill.

Toppling Strike, Improved: If the soulknife’s mind
blade has the Trip special feature, she may use it to
make a single attack at her full base attack bonus as
a standard action. If the attack hits, it deals damage
normally and the soulknife can make a free trip attack
(using her full base attack bonus) against the same
foe. If she successfully trips that foe, she may make an
additional trip attack (using her full base attack bonus)
against another foe within reach and adjacent to the first
foe. As long as she successfully trips her foe, she may
continue to make trip attempts against foes adjacent to
the previous foe, so long as they are within her reach.




She does not provoke attacks of opportunity for these
trip attempts. A soulknife must have the Toppling Strike
and Weapon Special blade skills before selecting this
blade skill.

Trade Blows: ~ When the soulknife uses the total
defense action, she may make a melee attack at her
normal attack bonus on anyone that makes a melee
attack against her, regardless of whether the opponent’s
attack hits. This attack is resolved immediately after the
opponent’s attack. The soulknife may make one such
attack for each attack made against her. If multiple
opponents attack the soulknife, each attack she makes
must be against the enemy that triggered it. All such
attacks are made with a -4 penalty on the attack roll,
and are an exception to the rule that you cannot attack
during the total defense action. A soulknife must be at
least 10th level to choose this blade skill.

Twin Strike: When making a single standard attack
and wielding two mind blades, the soulknife may attack
with both of her mind blades at the normal penalties
for two-weapon fighting. She may also utilize this
ability when making attacks of opportunity, but not
for any other special attacks, unless specifically stated
otherwise. The soulknife must be at least 8th level to
choose this blade skill.

Two-Handed Throw: The soulknife gains the ability to
throw her mind blade if it is in two-handed form, with
arange increment of 10 ft.

Weapon Special: The soulknife may assign one of the
following specials to her mind blade when she shapes
her mind blade: brace, trip, or disarm. She may change
the assigned ability by reshaping her mind blade. This
blade skill may be taken more than once, allowing the
soulknife to assign multiple abilities at once.

Wing Clip: As a standard action, the soulknife may
make a single melee attack against a single creature. If
she hits, instead of dealing damage, the vibrations in
her mind blade damages the creature’s ability to move,
rendering it unable to move for a number of rounds
equal to the soulknife’s Strength modifier (minimum 1).
A successful Fortitude save negates the effect. The DC of
this save is 10 + the soulknife’s base attack bonus.

Enhanced Mind Blade: A soulknife’s mind blade
improves as the character gains higher levels. At 3rd
level and every odd level thereafter, the mind blade
gains a cumulative +1 enhancement bonus that she
may spend on an actual enhancement bonus or on
weapon special abilities. A soulknife’s level determines
her maximum enhancement bonus (see Table 2-5: The
Soulknife). The soulknife may (and must, when her
total enhancement is higher than her maximum bonus)
apply any special ability from the table below instead of
an enhancement bonus, as long as she meets the level
requirements. A soulknife can choose any combination
of weapon special abilities and/or enhancement bonus
that does not exceed the total allowed by the soulknife’s
level, but she must assign at least a +1 enhancement
bonus before assigning any special abilities.

If the soulknife shapes her mind blade into two items,
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Enhancement Required

Weapon Special Ability Bonus Value Level
Defending +1 5
Distance +1 5
Flaming +1 5
Frost +1 5
Ghost touch +1 5
Keen** +1 5
Lucky* +1 5
Merciful +1 5
Mighty cleaving +1 5
Psychokinetic* +1 5
Shock +1 5
Sundering* +1 5
Vicious +1 5
Anarchic +2 7
Axiomatic +2 7
Collision* +2 7
Flaming burst +2 7
Frost burst +2 7
Holy +2 7
Mindcrusher* +2 7
Psychokinetic burst* +2 7
Shocking burst +2 7
Suppression* +2 7
Unholy +2 7
Wounding +2 7
Bodyfeeder* +3 9
Mindfeeder* +3 9
Soulbreaker™ +3 9
Brilliant energy +4 12
Coup de grace* +5 15

*New option detailed in Chapter 7: Psionic Items
**A keen mind blade gains its benefits no matter the
assigned damage type

the enhancement bonus of her mind blade (if any) is
reduced by 1 (to a minimum of 0). If this would reduce
the enhancement bonus on the mind blades to 0 and
weapon special abilities are applied, the soulknife must
reshape her mind blade to make the options valid. Both
mind blades have the same selection of enhancement
bonus and weapon special abilities (if any). This penalty
does not apply when using the Mind Shield blade skill.

Psychic Strike (Su): As a move action, a soulknife
of 3rd level or higher can imbue her mind blade with
destructive psychic energy. This effect deals an extra
1d8 points of damage on any attack she wishes to
activate it on (as long as the attack is made with her
mind blade). A soulknife may hold the charge as long
as she likes without discharging. It does not go off on
any attack unless she chooses to use it, and the charge
is not wasted if an attack misses. Mindless creatures
are immune to this damage, although non-mindless
creatures immune to mind-affecting effects are affected




by this damage as normal. (Unlike the rogue’s sneak
attack, the psychic strike is not precision damage and
can affect creatures otherwise immune to extra damage
from critical hits or more than 30 feet away.)

A mind blade deals this extra damage only once when
this ability is called upon, but a soulknife can imbue
her mind blade with psychic energy again by taking
another move action. Additionally, she may recharge it
as a swift action by expending her psionic focus.

Once a soulknife has prepared her blade for a psychic
strike, it holds the extra energy until it is used (whether
the attack is successful or not). Even if the soulknife
drops the mind blade (or it otherwise dissipates,
such as when it is thrown), it is still imbued
with psychic energy when the soulknife next
materializes it.

If the soulknife forms her mind blade into
two weapons, she may imbue each mind
blade with psychic strike as normal. If she
reshapes her mind blade into a single weapon
form, the additional psychic strike imbued into
the additional weapon is lost.

At every four levels thereafter (7th, 11th,
etc), the extra damage from a soulknife’s
psychic strike increases by 1d8.

Quick Draw: A 5thlevel soulknife
may manifest her mind blade as
a free action, though she may
still only attempt to do so once
per round (unless throwing
the weapon multiple times
using the Multiple Throw

blade skill).
Mind Blade Mastery: At
20th level, a soulknife

reaches the pinnacle of her
artandher connectiontoher

blade is so strong it cannot be
severed. She no longer requires

a Will save to maintain her mind
blade in a null psionics field, although
it still loses any enhancement bonus and
special abilities. In addition, she
may change the configurations

of her mind blade’s special
abilities at will as a full-

round action, which also

resets any penalties that

may have accrued from the

Fluid Form and Improved Fluid
Form blade skills.

INIIL DER

Unlike the psion, who studies his psionic ability and
potential to unlock its secrets, or the psychic warrior,
who uses his psionic ability to enhance his physical
form, the wilder taps into her emotions to unlock and
unleash her innate psionic power. By channeling her
emotions in such a fashion, the wilder greatly enhances
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A wilder risks psychic enervation to
use her wild surge
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her psionic powers, but runs the risk of suffering
backlash, as emotions are unstable.

Role: The wilder traditionally fills the role of dealing
large amounts of damage, while running the risk of
suffering backlash. Depending on the path a wilder
chooses, she can also give her nearby allies a boost in
efficiency.

Alignment: Any.

Hit Die: d8.

Class SKkills
The wilder’s class skills are Acrobatics (Dex),
Autohypnosis* (Wis), Bluff (Cha), Climb
(Str), Craft (Int), Diplomacy (Cha), Escape
Artist (Dex), Intimidate (Cha), Knowledge
(psionics)*  (Int), Perception (Wis),
Profession (Int), Sense Motive (Wis),
Spellcraft* (Int), Swim (Str), and Use
Magic Device* (Cha).
*New skill or expanded use of existing
skill.
Skill Ranks at Each Level: 4 + Int
modifier

CLASS FEATURES
The following are class
features of the wilder.

Weapons and Armor
Proficiency: Wilders are
proficient with all simple
weapons, with light armor,
and with shields (except
tower shields).

Power Points/Day: A
wilder’s ability to manifest
powers is limited by the
power points she has

available. Her base daily
allotment of power points
is given on Table: The Wilder.
In addition, she receives bonus
power points per day if she has
a high Charisma score (see
Table: Ability Modifiers and
Bonus Power Points). Her
race may also provide
bonus power points per
day, as may certain feats

and items.
Powers Known: A wilder
begins play knowing one wilder
power of your choice. At every
even-numbered class level after 1st,
she unlocks the knowledge of new

powers.

Choose the powers known from the wilder power list.
(Exception: The feats Expanded Knowledge and Epic
Expanded Knowledge do allow a wilder to learn powers
from the lists of other classes.) A wilder can manifest




any power that has a power point cost equal to or lower
than her manifester level.

The total number of powers a wilder can manifest in
a day is limited only by her daily power points.

Awilder simply knows her powers; they are ingrained
in her mind. She does not need to prepare them (in the
way that some spellcasters prepare their spells), though
she must get a good night’s sleep each day to regain all
her spent power points.

The Difficulty Class for saving throws against wilder
powers is 10 + the power’s level + the wilder’s Charisma
modifier.

Maximum Power Level Known: A wilder begins play
with the ability to learn 1st-level powers. As she attains
higher levels, she may gain the ability to master more
complex powers.

To learn or manifest a power, a wilder must have a
Charisma score of at least 10 + the power’s level.

Wild Surge (Su): A wilder can let her passion and
emotion rise to the surface in a wild surge when she
manifests a power. During a wild surge, a wilder gains
phenomenal psionic strength, but may harm herself by
the reckless use of her power (see Psychic Enervation,
below).

A wilder can choose to invoke a wild surge whenever
she manifests a power. When she does so, she gains +1

Table 2-6: The Wilder
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to her manifester level with that manifestation of the
power. The manifester level boost gives her the ability
to augment her powers to a higher degree than she
otherwise could; however, she pays no extra power
point for this wild surge. Instead, the additional 1 power
point that would normally be required to augment the
power is effectively supplied by the wild surge.

Level-dependent power effects are also improved,
depending on the power a wilder manifests with her
wild surge.

This improvement in manifester level does not grant
her any other benefits outside of the manifestation (she
gains no higher-level class abilities, for instance).

She cannot use the Overchannel psionic feat and
invoke her wild surge at the same time.

At 3rd level, a wilder boosts her manifester level
by two instead of one. At 7th level, she boosts her
manifester level by three; at 11th level, by four; at 15th
level, by five; and at 19th level, by six. The wilder always
wild surges for the maximum amount possible, for
unleashing emotions in the fashion of a wild surge does
not lend itself to using finesse.

In all cases, the wild surge effectively pays the extra
power point cost that is normally required to augment
the power by this additional amount; only the standard
power point cost is subtracted from the wilder’s power

Maximum
Power Power
Base Fort Ref Will Points/ Powers Level
Level AttackBonus Save Save Save Special Day Known Known
1st +0 +0 +0 +2  Wild surge +1, psychic enervation, 2 1 1st
surge blast, surge bond
2nd  +1 +0 +0 +3  Elude attack (+1) 6 2 1st
3rd +2 +1 +1 +3  Wild surge +2 11 2 1st
4th +3 +1 +1 +4  Surging euphoria +1 17 3 2nd
5th 3 il +1 +4  Improved surge bond 25 3 2nd
6th +4 +2 +2 +5  Elude attack (+2) 35 4 3rd
7th +5 +2 +2 +5  Wild surge +3 46 4 3rd
8th +6/+1 +2 +2 +6 58 5 4th
9th +6/+1 +3) 2 +6  Improved surge bond 72 5 4th
10th  +7/+2 +3 +3 +7  Elude attack (+3) 88 6 5th
11th  +8/+3 +3 +3 +7  Wild surge +4 106 6 5th
12th  +9/+4 +4 +4 +8  Surging euphoria +2 126 7 6th
13th  +9/+4 +4 +4 +8 Improved surge bond 147 7 6th
14th  +10/+5 +4 +4 +9  Elude attack (+4) 170 8 7th
15th  +11/+6/+1 +5 +5 +9  Wild surge +5 195 8 7th
16th  +12/+7/+2 +5 +5  +10 221 9 8th
17th  +12/+7/+2 +5 +5  +10 Improved surge bond 250 9 8th
18th  +13/+8/+3 +6 +6  +11 Elude attack (+5) 280 10 9th
19th  +14/+9/+4 +6 +6  +11 Wild surge +6 311 10 9th
20th  +15/+10/+5 +6 +6  +12 Perfect surge, surging euphoria +3 343 11 9th




point reserve. For example, if Alrik the 8th level wilder
were to invoke his wild surge when manifesting a
power, he would spend between 1 and 8 power points
as normal, but the power would manifest at 11th
manifester level and behave as if he had spent 3 more
on it than normal.

The wilder can expend her psionic focus to manifest
a psionic power without expending any power points,
powering the manifestation with only her wild surge.
She manifests this power as if all power points were
paid by her wild surge ability. This results in the power
being manifested as if the base power point cost of
the power was paid, along with augmentation equal
to her wild surge amount, but she may not augment
the power beyond the amount of her wild surge, and
when checking for psychic enervation, the chance to
be overcome doubles to 30%. A wilder must wait 10
minutes after wild surging in this fashion before she
can do so again.

Psychic Enervation (Ex): Pushing oneself by invoking
a wild surge is dangerous. Immediately following each
wild surge, a wilder may be overcome by the strain of
her effort, the effect of which is detailed in the specific
surge type below. The chance of suffering psychic
enervation is 15%.

Surge Blast (Su): A wilder can channel her wild
surge into a blast of uncontrolled phrenic energy. As
a standard action and by expending psionic focus, the
wilder can make a ranged touch attack (range 30’) that
deals 1d6 points of force damage for every +1 to her
wild surge. Example: Amonai, a 15th level wilder has
wild surge +5, and thus deals 5d6 with his surge blast.
Surge blasts do not trigger psychic enervation.

Surge Bond (Su): The wilder’s choice of emotional
surge, as defined in psychic enervation, grants the
wilder additional benefits through a surge bond. The
wilder gains a unique benefit depending on the type of
surge selected.

Elude Attack (Ex): Starting at 2nd level, a wilder’s
intuition supersedes her intellect, alerting her to
danger from attacks. She gains a +1 dodge bonus to her
Armor Class. This bonus increases by 1 every 4 levels
thereafter (+2 at 6th level, +3 at 10th level, etc).

Surging Euphoria (Ex): Starting at 4th level, when a
wilder uses her wild surge ability, she gains a +1 morale
bonus on attack rolls, damage rolls, and saving throws
for a number of rounds equal to the intensity of her
wild surge.

If a wilder is overcome by psychic enervation
following her wild surge, she does not gain the morale
bonus for this use of her wild surge ability.

At 12th level, the morale bonus on a wilder’s attack
rolls, damage rolls, and saving throws increases to +2.
At 20th level, the bonus increases to +3.

Improved Surge Bond: At 5th level, the wilder’s surge
bond grants additional special abilities depending on
the type of wilder.

Perfect Surge (Su): The wilder has mastered the
untamable and can now use a blindingly powerful
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version of wild surge, albeit at great cost. Once per day,
the wilder may add +10 to her manifester level on one
manifestation as if through wild surge. In addition to
this increase, the manifestation also receives +3 to its
save DC, +3 to any attack rolls involved, and is treated
as a power five levels higher for the purposes of level-
dependent effects (such as minor globe of invulnerability).
A power manifested with a perfect surge has the radius
and intensity of its associated displays doubled; such
displays cannot be hidden normally.

The wilder exudes light as if she is the subject of the
daylight spell while using a perfect surge, and anyone
who makes physical contact with her before the start of
her next turn takes 1d4 points of fire damage.

However, this extreme example of wild surging has
its price. The wilder is struck by psychic enervation
afterwards without fail, except she suffersher associated
condition (dazed, staggered, etc.) for 1d4 rounds and
loses a number of power points or hit points (dependant
on path) equal to her manifester level +10. The wilder
also takes 2 points of ability burn to every ability score.

The wilder cannot use wild surge or Overchannel on
the same manifestation as a perfect surge.

SurGE TYPES

At first level, the wilder chooses one of the following
surge types and it may not be changed thereafter.
Depending on the kind of emotional surges the wilder
embraces, this manifests itself in vastly different
ways, connected intimately with how her wild surge is
formed. Some of the options for the wild surge ability
are presented below.

Artificer’s Surge

Wild Surge and Psychic Enervation: The artificer
wilder learns to channel her emotions into psionic
items, allowing her to increase the power of items
as well as her own powers. The artificer wilder may
wild surge while manifesting a power from a power
completion or power trigger item and treat the power
being manifested as if it was augmented by her wild
surge. The wilder must be capable of activating the
item normally to apply her wild surge to the item. The
item surged must make a Fortitude save (DC 10 + the
wild surge bonus added) or lose one charge if a charged
item, lose an additional daily use if an item restricted
by daily uses, or its psionic power is suppressed for 24
hours if it is not restricted by charged or daily uses,
and the artificer wilder suffers a 30% chance of psychic
enervation. This method of wild surging functions
in all other ways identically to a standard wild surge.
An artificer wilder overcome by psychic enervation is
dazed until the end of her next turn and loses a number
of power points equal to her normal manifester level
(the increase in manifester level from her wild surge
does not increase the number of power points lost).

Surge Bond: You gain one Item Creation feat as a
bonus feat. You must still meet the prerequisites of the
feat.




Improved Surge Bond: At 5th level, the artificer
wilder gain one Item Creation feat as a bonus feat at 5%
level and every four levels thereafter (9%, 13, etc). She
must still meet the prerequisites of the feat.

Free Surge

Wild Surge and Psychic Enervation: The free wilder
rides every emotion, taking them to heights unbeliev-
able by others and finding her power in the moment of
each encounter. Regardless of the emotion, embracing
them to such a degree can sometimes be draining and
cause her to be lost inside the experience. A free wilder
overcome by psychic enervation is dazed until the end
of her next turn and loses a number of power points
equal to her normal manifester level (the increase in
manifester level from her wild surge does not increase
the number of power points lost).

Surge Bond: The free wilder gains the Psionic Talent*
feat as a bonus feat.

Improved Surge Bond: At 5th level, the free wilder
gains the Volatile Mind ability.

Volatile Mind (Ex): A free wilder’s temperamental
mind is hard to affect with telepathy or enchantment.
Beginning at 5th level, the wilder gains a +1 bonus to
saving throws against telepathy powers or enchantment
spells. Every four levels beyond 5th (9th, 13th, and 17th
level), this bonus improves by +1.

Whenever any telepathy power is manifested or any
enchantment spell is cast on a wilder of 17th level or
higher, the wilder receives a Will save to negate the
effect in addition to any save the effect may allow; if the
spell or power already allows a Will save to negate, the
wilder makes a second one, and would need to fail both
to be affected.

Leader’s Surge

Wild Surge and Psychic Enervation:For the lead-
er wilder, the rush of emotions is at its highest when
amongst allies and friends. From their camaraderie,
she draws renewed strength and in combat, their dan-
ger drives her emotions to almost paralyzing heights,
sometimes spilling over into her aura. A leader wilder
overcome by psychic enervation is shaken for a num-
ber of rounds equal to the level of wild surge used and
loses a number of power points equal to her normal
manifester level (the increase in manifester level from
her wild surge does not increase the number of power
points lost), and each ally inside her aura (see Bond
Benefit, below) must make a Will save (DC 10 + > wilder
level + wilder’s Charisma modifier) or be shaken until
the end of their next turn. If the leader wilder suffers
psychic enervation again while still suffering from a
previous psychic enervation, the penalties do not stack,
but the duration resets.

Surge Bond: The leader wilder gains the Surging
Aura* feat as a bonus feat.

Improved Surge Bond: A leader wilder’s ability to
share her surging power with her allies reaches a new
and profound level of understanding and as she surges,
so do her allies. Beginning at 5th level, the wilder
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increases her surging aura radius by 5’ and whenever
she gains the benefits of her surging euphoria, all allies
within her surging aura radius also gain the benefits
of surging euphoria. Every four levels beyond 5th (9th,
13th, and 17th level), the range of her surging aura
radius increases by 5’ (to 20’ at 9th level, etc.).

Student’s Surge

Wild Surge and Psychic Enervation: A student
wilder has received some formal training in psionics,
but still uses raw emotions to empower her abilities.
The student wilder uses any emotion much like a free
wilder, but with more focus and control. A student
wilder overcome by psychic enervation is dazzled for
a number of rounds equal to the level of wild surge
used and loses a number of power points equal to her
normal manifester level (the increase in manifester
level from her wild surge does not increase the number
of power points lost). If the student wilder suffers
psychic enervation again while still suffering from a
previous psychic enervation, the penalties stack (-1 to
attack rolls and sight-based Perception checks) and the
duration resets.

Surge Bond: The student wilder gains the Psicrystal
Affinity* feat as a bonus feat.

Improved Surge Bond: A student wilder gains the
Expanded Knowledge feat as a bonus feat at 5™ level
and every four levels thereafter (9%, 13t etc).

Warrior’s Surge

Wild Surge and Psychic Enervation: A warrior
wilder embraces the surge of adrenaline, the rush
of combat and melee and thus her connection to her
body is far more intense. When she rides the wave of
her combat-driven emotions, rage and fear foremost,
the strain can sometimes be too high for her body to
bear. A warrior wilder overcome by psychic enervation
is staggered until the end of her next turn and loses a
number of hit points equal to her normal manifester
level (the increase in manifester level from her wild
surge does not increase the number of hit points lost).
The warrior wilder may expend her psionic focus as a
free action when she would suffer psychic enervation
to convert this damage into power point loss, although
she is still staggered as normal.

Surge Bond: The warrior wilder gains the Toughness
feat as a bonus feat.

Improved Surge Bond: At 5th level, the warrior
wilder gains the Hardened Body ability.

Hardened Body (Ex): A warrior wilder’s deep and
intense connection to her body means that when
her mind surges with power, her body grows more
powerful. Beginning at 5th level, the wilder gains 5
temporary hit points whenever they gain the benefits
of surging euphoria. These temporary hit points last for
the duration of the warrior wilder’s surging euphoria.
Every four levels beyond 5th (9th, 13th, and 17th level),
these temporary hit points increase by 5 (to 10 at 9th
level, etc.).




This chapter contains new skills and feats for use in
your games to use psionics. In addition to new skills
and new uses of existing skills, a new type of feat is
introduced, psionic.

SKiLLsS AND PsionNics

Presented below are new psionics-related skills and
existing skills that are used in new ways by psionic
characters.

Table 3-1: Skill Points per Level summarizes the skill
points gained by the psionic classes detailed in the
previous chapter. Table 3-2: Skills lists all core skills
and the new psionic skills available and indicates which
skills are class skills for the psionic classes detailed in
Chapter 2.

SKILL DESCRIPTIONS

The skills below relate to the use of psionics. In
addition to a new skill (Autohypnosis), a new category
is provided for the Knowledge skill, and new uses are
given for Spellcraft and Use Magic Device.

The skill descriptions here follow the standard format
for skills.

AUTOHYPNOSIS (WIS; TRAINED ONLY)
You have trained your mind to gain mastery over
your body and the mind’s own deepest capabilities.
Check: The DC and the effect of a successful check
depend on the task you attempt.

Task DC
Ignore caltrop wound 18
Memorize 15
Resist dying 15

Fear effect DC
Poison’s DC

Resist fear
Tolerate poison
Willpower 20

Ignore Caltrop Wound: If you are wounded by
stepping on a caltrop, your speed is reduced to one-half
normal. A successful Autohypnosis check removes this
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TaBLE 3-1: SKiLL PoINTS PER LEVEL
Skill Ranks per Level*
2 + Int modifier

Class
Psion
Psychic Warrior 4 + Int modifier
4 + Int modifier

4 + Int modifier

Soulknife
Wilder
*Humans add +1 each level

movement penalty. The wound doesn’t go away—it is
just ignored through self-persuasion.

Memorize: You can attempt to memorize a long string
of numbers, a long passage of verse, or some other
particularly difficult piece of information (but you can’t
memorize magical writing or similarly exotic scripts).
Each successful check allows you to memorize a single
page of text (up to 800 words), numbers, diagrams,
or sigils (even if you don’t recognize their meaning).
If a document is longer than one page, you can make
additional checks for each additional page. You always
retain this information; however, you can recall it only
with another successful Autohypnosis check.

Resist Dying: You can attempt to subconsciously
prevent yourself from dying. If you have negative hit
points and are losing hit points (at 1 per round, 1 per
hour), you can substitute a DC 15 Autohypnosis check
for your d% roll to see if you become stable. If the check
is successful, you stop losing hit points (you do not gain
any hit points, however, as a result of the check). You
can substitute this check for the Constitution check in
later rounds if you are initially unsuccessful.

Resist Fear: In response to any fear effect, you make a
saving throw normally. If you fail the saving throw, you
can make an Autohypnosis check on your next round
even while overcome by fear. If your Autohypnosis
check meets or beats the DC for the fear effect, you may
make an additional Will save with a +4 competence
bonus to shrug off the fear. On a failed check, the fear
affects you normally, and you gain no further attempts
to shrug off that particular fear effect.

Tolerate Poison: You can attempt to resist the effect
of any standard poison. Every time you make a saving
throw against the poison, you make an Autohypnosis
check. If your Autohypnosis check exceeds the DC of

UprGRADING YOUR CHARACTER AND SKILLS

as Different in Chapter 4: Psionics.

If you are upgrading an existing character to the rules of Psionics Unleashed, you may notice that several
skills are missing. Psicraft and Use Psionic Device no longer exist as skills. Characters that had skill points in
Psicraft now instead have points in Spellcraft, and characters that had skill points in Use Psionic Device now have
points in Use Magic Device. If your campaign setting treats psionics and magic different, see Variant: Psionics




Table 3-2: Skills
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Psion Psychic Key
Skill Egoist Kineticist Nomad Seer Shaper Telepath Generalist Warrior Soulknife Wilder Untrained Ability
Acrobatics C C C C Yes Dex*
Appraise Yes Int
Autohypnosis** C C C C C C C C C C No Wis
Bluff C C C Yes Cha
Climb C C C C Yes Str*
Craft C C C C C C C C C C Yes Int
Diplomacy C C C Yes Cha
Disable Device C No Dex*
Disguise C Yes Cha
Escape Artist C Yes Dex*
Fly C Yes Dex*
Handle Animal No Cha
Heal C Yes Wis
Intimidate C C C Yes Cha
Knowledge C C C C C C C C C C No Int

(psionics)**
Knowledge C C C C C C C No Int
(any other)

Linguistics No Int
Perception C C C C Yes Wis
Perform Yes Cha
Profession C C C C C C C C C C No Wis
Ride C Yes Dex*
Sense Motive C C Yes Wis
Sleight of Hand No Dex*
Spellcraft** C C C C C C C C No Int
Stealth C Yes Dex*
Survival C Yes Wis
Swim C C C C Yes Str*
Use Magic Device** C C C No Cha

C = Class Skill
* Armor check penalty applies
** Skill described in this chapter

the poison, you receive a +4 competence bonus on your
saving throw against the poison. This skill has no effect
on the initial saving throw against poison.

Willpower: If reduced to 0 hit points (disabled),
you can make an Autohypnosis check. If successful,
you can take a standard action while at 0 hit points
without taking 1 point of damage (or any other action
the DM deems strenuous, including some free actions
such as casting a quickened spell). You must make a
check for each strenuous action you want to take. A
failed Autohypnosis check in this circumstance carries
no direct penalty—you can choose not to take the
strenuous action and thus avoid the hit point loss. If you
do so anyway, you drop to -1 hit points, as normal when
disabled.

Action: Typically none. Making an Autohypnosis
check usually doesn’t require an action; it is either a free
action (when attempted reactively) or part of another
action (when attempted actively).

Try Again: Yes, for memorize and willpower uses,
though a success doesn’t cancel the effects of a previous
failure. No for the other uses.
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KNOWLEDGE (PSIONICS) (INT)

Like the Craftand Profession skills, Knowledge actually
encompasses a number of unrelated skills. This entry
specifically relates to the body of lore dealing with the
phenomena of psionics in all its many manifestations.

Knowledge (psionics) covers ancient mysteries,
psionic traditions, psychic symbols, cryptic phrases,
astral constructs, and psionic races. You can use this
skill to identify psionic monsters and their special
powers or vulnerabilities.

Untrained: An untrained Knowledge (psionics) check
is simply an Intelligence check. Without actual training,
you know only common knowledge (DC 10 or lower).

SPELLCRAFT (INT; TRAINED ONLY)

The following are additional uses or updated uses for
the Spellcraft skill.

Use this skill to identify powers as they are manifest
or powers already in place.

Check: You can identify powers and psionic effects.
The DCs for Spellcraft checks relating to various tasks
are summarized on the following table.




Spellcraft DC Task

15 + power level  Identify a power being manifested. (You
must sense the power’s display, or see
some visible effect, to identify a power.)

No action required. No retry.

15 + power level When manifesting detect psionics,
determine the discipline involved in
the aura of a single item or creature
you can see. (If the aura is not a power
effect, the DC is 15 + 1/2 manifester

level.) No action required.

15 + power level  Address a power stone to figure out

what power or powers it contains.

20 + power level Identify a power that’s already in place

and in effect. You must be able to see
or detect the effects of the power. No
action required. No retry.

20 + power level Identify materials created or shaped

by psionics, such as noting that a
particular object was created using
a metacreativity power. No action
required. No retry.

25 + power level  After rolling a saving throw against a

power targeted on you, determine what
that power was. No action required. No
retry.

25 Identify a psionic tattoo. Requires 1

minute. No retry.

20 Draw a diagram to enhance

manifestation of psionic dimensional
anchor on a summoned creature.
Requires 10 minutes. No retry. The
player does not see the result of this
check.

30 or higher Understand a strange or unique psionic

effect, such as the effects of an outcrop
of psionically resonant crystal. Time
required varies. No retry.

Additionally, certain powers allow you to gain
information about psionic effects, provided that you
make a successful Spellcraft check as detailed in the
power description.

Action: Varies, as noted above.

Try Again: See above.

Special: A psion gains a +2 bonus on Spellcraft checks
when dealing with a power or effect from his discipline
(if any).

USE MAGIC DEVICE (CHA; TRAINED ONLY)

The following are additional uses or updated uses for
the Use Magic Device skill.

Use this skill to activate psionic devices, including
power stones (chunks of crystal that store specific
powers) and dorjes (slender crystal wands charged
with several uses of the same power), that otherwise
you could not activate.

Check: You can use this skill to address a power stone
(to learn what powers are encoded on it) or to activate
a psionic item. This skill lets you use a psionic item as
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if you had the manifesting ability or class features of
another class, as if you were a different race, or as if you
were a different alignment.

You make Use Magic Device checks each time you
activate a device such as a dorje. If you are using the
check to emulate an alignment or some other quality
in an ongoing manner, you need to make the relevant
emulation checks once per hour.

You must consciously choose what to emulate. That
is, you must know what you are trying to emulate when
you make an emulation check. The DCs for various
tasks involving Use Magic Device are summarized on
the table below.

Task
Activate blindly

Use Magic Device DC
25

25 + power level Address a power stone

See text Emulate an ability score
30 Emulate an alignment
20 Emulate a class feature
25 Emulate a race

20 Use a dorje

20 + manifester level Use a power stone

Activate Blindly: Some psionic items are activated
by special specific thoughts or conceptions. You can
activate such items as if you were using the activation
method, even if you’re not and even if you don’t know
it. You do have to use something equivalent. You have to
wave the item around or otherwise attempt to get it to
activate. You get a special +2 bonus if you’ve activated
the item at least once before.

If you fail the check by 10 or more, you suffer
brainburn. This brainburn affects you in the same
way as brainburn that can occur when you attempt to
manifest a power from a power stone, except that the
damage is 1d4 points per power level instead of 1d6.
Brainburn damage from activating blindly is in addition
to brainburn damage from manifesting a power from a
power stone.

Address a Power Stone: Successfully addressing a
power stone allows you to find out what power or
powers it contains. Doing this requires 1 minute of
concentration.

Emulate an Ability Score: To manifest a power
from a power stone, you need a high ability score in
the appropriate ability. Your effective ability score
(appropriate to the class you’re emulating when you
try to manifest the power from the power stone) is
your check result minus 15. If you already have a high
enough score in the appropriate ability, you don’t need
to make this check.

Emulate an Alignment: Some psionic items have
positive or negative effects based on your alignment.
Use Magic Device lets you use these items as if you were




of an alignment of your choice. You can emulate only
one alignment at a time.

Emulate a Class Feature: Sometimes you need to use
a class feature to activate a psionic item. Your effective
level in the emulated class equals your check result
minus 20. This skill does not let you use the class feature
of another class. It just lets you activate items as if you
had the class feature.

If the class whose feature you are emulating has
an alignment requirement, you must meet it, either
honestly or by emulating an appropriate alignment as
a separate check (see above).

Emulate a Race: Some psionic items work only for
certain races, or work better for those of certain races.
You can use such an item as if you were a race of your
choice. You can emulate only one race at a time.

Use a Dorje: Normally, to use a dorje, you must have
the dorje’s power on your class power list. This use
of the skill allows you to use a dorje as if you had a
particular power on your class power list. This use of
the skill applies to other power trigger psionic items, if
applicable.

Use a Power Stone: Normally, to manifest a power from
a power stone, you must have the power stone’s power
on your class power list. This use of the skill allows you
to use a power stone as if you had a particular power
on your class power list. The DC is equal to 20 + the
manifester level of the power you are trying to manifest
from the power stone. Note: Before you use a power
stone, you must first have addressed it to determine
what powers it contains. In addition, manifesting a
power from a power stone requires a minimum score
(10 + power level) in the appropriate ability. If you don’t
have a high enough score, you must emulate the ability
score with a separate check (see above). This use of the
skill applies to other power completion psionic items.

Action: None. The Use Magic Device check is made
as part of the action (if any) required to activate the
psionic item.

Try Again: Yes, but if you ever roll a natural 1 while
attempting to activate an item and you fail, then you
can't try to activate that item again for 24 hours.

Special: You cannot take 10 with this skill. You can't
aid another on Use Magic Device checks. Only the user
of the item may attempt such a check.
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T'tATS AND PSIONICS

Just as nonpsionic characters rely on feats to grant
them new abilities and improve upon their existing
abilities, so too do psionic characters use feats to
unlock hidden potential, improve their powers, and
increase their options. Presented below are dozens of
new psionic-related feats, as well as a few new general
feats.

While some of the feats presented here are general,
and have no special rules governing them, some feats
have a category associated with them that involves
special rules. This category is listed after the feat name.
The following types of feats can be found below.

PSIONIC FEATS

Psionic feats are available only to characters and
creatures with the ability to manifest powers or with a
reservoir of psionic power. (In other words, they either
have a power point reserve or have psi-like abilities.)

Because psionic feats are supernatural abilities—a
departure from the general rule that feats do not
grant supernatural abilities—they cannot be disrupted
in combat (as powers can be) and generally do not
provoke attacks of opportunity (except as noted in
their descriptions). Supernatural abilities are not
subject to power resistance and cannot be dispelled;
however, they do not function in areas where psionics
is suppressed, such as a null psionics field. Leaving such
an area immediately allows psionic feats to be used.

Many psionic feats can be used only when you are
psionically focused; others require you to expend your
psionic focus to gain their benefit. Expending your
psionic focus does not require an action; it is part of
another action (such as using a feat). When you expend
your psionic focus, it applies only to the action for which
you expended it.

ITEM CREATION FEATS

Manifesters can use their personal power to create
lasting psionic items.

Most psionic items are created through the same item
creation feats that allow the creation of magic items.
Regardless of the type of items they involve, the various
item creation feats all have certain features in common.
Crafting many psionic items utilizes the appropriate
magic item creation feats, as detailed below. Crafting
psionic tattoos and cognizance crystals uses new item
creation feats detailed below.

Psionic Item Item Creation Feat

Dorjes Craft Wand

Power Stones Scribe Scroll
Psicrowns Craft Staff

Psionic Weapons and Craft Magic Arms and
Armor Armor

Universal Items Craft Wondrous Item




Raw Materials Cost: Creating a psionic item requires
costly components, most of which are consumed in the
process. The cost of these materials equals 1/2 the cost
of the item.

Using a psionic item creation feat also requires access
to a laboratory or psionic workshop, special tools, and
other equipment. A character generally has access to
what he or she needs unless unusual circumstances
apply (such as if he’s traveling far from home).

Time: The time to create a psionic item depends on
the feat and the cost of the item. The minimum time is
one day.

Item Cost: Making dorjes, power stones, and psionic
tattoos creates items that directly reproduce the effects
of powers, and the strength of these items depends on
their manifester level—that is, a power from such an
item has the strength it would have if manifested by
a manifester of that level. Often, that is the minimum
manifester level necessary to manifest the power.
(Randomly discovered items usually follow this rule.)
However, when making such an item, the item’s
strength can be set higher than the minimum. Any time
a character creates an item using a power augmented
by spending additional power points, the character’s
effective manifester level for the purpose of calculating
the item’s cost increases by 1 for each 1 additional
power point spent. (Augmentation is a feature of many
powers that allows the power to be amplified in various
ways if additional power points are spent.) All other
level-dependent parameters of the power forged into
the item are set according to the effective manifester
level.

The price of psionic items depends on the level of
the power and a character’s manifester level. The
character’s manifester level must be high enough that
the item creator can manifest the power at the chosen
level. To find the final price in each case, multiply the
character’s manifester level by the power level, then
multiply the result by a constant, as shown below.

Power Stones: Base price = power level x manifester
level x 25 gp

Psionic Tattoos: Base price = power level x manifester
level x 50 gp

Dorjes: Base price = power level X manifester level x
750 gp

METAPSIONIC FEATS

As a manifester’s knowledge of psionics grows, he can
learn to manifest powers in ways slightly different from
how the powers were originally designed or learned. Of
course, manifesting a power while using a metapsionic
feat is more expensive than manifesting the power
normally.

Manifesting Time: Powers manifested using
metapsionic feats take the same time as manifesting the
powers normally unless the feat description specifically
says otherwise.

Manifestation Cost: To use a metapsionic feat, a
psionic character must both expend his psionic focus
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(see below) and pay an increased power point cost as
given in the feat description.

Limits on Use: As with all powers, you cannot spend
more power points on any power than your manifester
level. Metapsionic feats merely let you manifest powers
in different ways; they do not let you violate this key
rule.

Effects of Metapsionic Feats on a Power: In all ways,
a metapsionic power operates at its original power
level, even though it costs additional power points. The
modifications to a power made by a metapsionic feat
have only their noted effect on the power. A manifester
can’t use a metapsionic feat to alter a power being cast
from a power stone, dorje, or other device.

Manifesting a power modified by the Quicken Power
feat does not provoke attacks of opportunity.

Some metapsionic feats apply only to certain powers,
as described in each specific feat entry.

Psionic Items and Metapsionic Powers: With
the right psionic item creation feat, you can store a
metapsionic power in a power stone, psionic tattoo,
or dorje. Level limits for psionic tattoos apply to the
power’s higher metapsionic level.

A character doesn’t need the appropriate metapsionic
feat to activate an item in which a metapsionic power
is stored, but does need the metapsionic feat to create
such an item.

PSIONIC FOCUS

Many feats detailed below, as well as many psionic
class abilities, work either by maintaining or expending
psionic focus.

Gain Psionic Focus: Merely having the ability to hold a
reservoir of psionic power points in mind gives psionic
characters a special energy. Psionic characters can put
that energy to work without actually paying a power
point cost—they can become psionically focused.

If you have a power point pool or the ability to
manifest psi-like abilities, you can meditate to become
psionically focused. Meditating is a full-round action
that provokes attacks of opportunity.

When you are psionically focused, you can expend
your focus on any single concentration check you make
thereafter. When you expend your focus in this manner,
your concentration check is treated as if you rolled a 15.
It’s like taking 10, except that the number you add to
your concentration modifier is 15. You can also expend
your focus to gain the benefit of a psionic feat—many
psionic feats are activated in this way.

Once you are psionically focused, you remain focused
until you expend your focus, become unconscious, or go
to sleep (or enter a meditative trance, in cases such as
elans or elves).

You may still gain psionic focus even if you have
depleted all of your power points.

Expending your psionic focus to power a feat, class
feature, or any other ability only powers a single effect.
You cannot gain the benefit of multiple abilities that
require expending focus by expending your psionic




focus once; each effect requires its own instance of
expending psionic focus.

FEAT DESCRIPTIONS

Feats are summarized on Table 3-1 on the following
pages. Note that the prerequisites and benefits of the
feats listed in this table are abbreviated for ease of
reference. See the feats’ description for full details.

The following format is used for all feat
descriptions.

Feat Name: The feat’s name also
indicates what subcategory, if any, the
feat belongs to, and is followed by a
basic description of what the feat does.

Prerequisites: A minimum ability
score, another feat or feats, a minimum
base attack bonus, a minimum number
of ranks in one or more skills, or
anything else required in order to take
the feat. This entry is absent if a feat has
no prerequisites. A feat may have more
than one prerequisite.

Benefit: What a feat enables
the character (“you” in the feat
description) to do. If a
character has the same feat
more than once, its benefits
do not stack unless indicated
otherwise in the description.

Normal: What a character
who does not have this feat
is limited to or restricted from
doing. If not having the feat causes
no particular drawback, this entry

is absent.

Special: Additional unusual facts
about the feat.
ALIGNED ATTACK
[PSIONIC]

Your melee or ranged attack
overcomes your opponent’s

alignment-based damage reduction
and deals additional damage.

Prerequisite: Base attack bonus
+6.

Benefit: When you take this feat,
choose either chaos, good, evil or
law. (Your choice must match one of your alignment
components.) Once you’ve made this alignment choice,
it cannot be changed.

As long as you maintain psionic focus, your attack is
treated as either a good, evil, chaotic, or lawful attack
(depending on your original choice) for the purpose of
overcoming damage reduction.

You may choose to expend your psionic focus when
making an attack to power this feat’s secondary ability.
When you make a successful melee or ranged attack in
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this fashion, you deal an extra 2d6 points of damage of
the type you originally selected if your target is of the
opposed alignment. This attack is still treated as the ap-
propriate alignment type. You must decide whether or
not to use this ability prior to making an attack. If your
attack misses, you still expend your psionic focus.

AUTONOMOUS
You have a knack for psionic self-
sufficiency.

Benefit: You get a +2 bonus on all
Autohypnosis checks and Knowledge
(psionics) checks. If you have 10 ranks

in either of these skills, your bonus

on that skill increases to +4.

BODY FUEL [PSIONIC]
You can expand your power
point total at the expense of
your health.
Benefit: You can recover 2
power points by taking 1 point
of ability burn damage to each
of your three physical ability
scores: Strength, Dexterity, and
Constitution.

You can recover additional
power points for a proportional
cost to Strength, Dexterity, and
Constitution. These recovered
points are added to your power
pointreserveasifyouhad gained
them by resting overnight.

Special: Only living creatures
can use this feat. You can take

advantage of this feat only
while in your own body.

BOOST CONSTRUCT
[PSIONIC]

Your astral constructs have
more abilities.

Benefit: When you create
an astral construct, you can
give it one additional special
ability from any menu that
the construct currently has an
ability from.

Special: This effect stacks with the Summoner’s Call
ability of the shaper.

BURROWING POWER [METAPSIONIC]
Your powers sometimes bypass barriers.
Prerequisites: Spellcraft 8 ranks.

Benefit: To use this feat, you must expend your
psionic focus. You can attempt to manifest your powers
against targets that are sheltered behind a wall or force




effect. Your power briefly skips through the Astral Plane
to bypass the barrier.

If a power requires line of sight (which includes most
powers that affect a target or targets instead of an area),
you cannot manifest it as a burrowing power unless you
can somehow see the target, such as with clairvoyant
sense. Using this feat increases the power point cost of
the power by 4. The power’s total cost cannot exceed
your manifester level.

CHAIN POWER [METAPSIONIC]

You can manifest powers that arc to hit other targets
in addition to the primary target.

Benefit: To use this feat, you must expend your
psionic focus. You can chain any power that affects a
single target and that deals either acid, cold, electricity,
fire, or sonic damage. After the primary target is struck,
the power can arc to a number of secondary targets
equal to your manifester level (maximum twenty). The
secondary arcs each strike one target and deal half as
much damage as the primary one did (round down).

Each target gets to make a saving throw, if one is
allowed by the power. You choose secondary targets
as you like, but they must all be within 30 feet of the
primary target, and no target can be struck more than
once. You can choose to affect fewer secondary targets
than the maximum (to avoid allies in the area, for
example).

Using this feat increases the power point cost of the
power by 6. The power’s total cost cannot exceed your
manifester level.

CLOAK DANCE

You are skilled at using optical tricks to make yourself
seem to be where you are not.

Prerequisites: Perform (dance) 2 ranks, Stealth 7
ranks.

Benefit: You can take a move action to obscure
your exact position. Until your next turn, you have
concealment. Alternatively, you can take a full-round
action to entirely obscure your exact position. Until
your next action, you have total concealment.

COMBAT MANIFESTATION [PSIONIC]
You are adept at manifesting powers in combat.
Benefit: You get a +4 bonus on concentration checks
made to manifest a power or use a psi-like ability when
manifesting on the defensive or while grappled.

CRAFT COGNIZANCE CRYSTAL
[ITEM CREATION]

You can create psionic cognizance crystals that store
power points.

Prerequisite: Manifester level 3rd.

Benefit: You can create a cognizance crystal. Doing
so takes one day for each 1,000 gp in its base price.
The base price of a cognizance crystal is equal to the
highest-level power it could manifest using all its stored
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power points, squared, multiplied by 1,000 gp. To create
a cognizance crystal, you must use up raw materials
costing one-half its base price.

DEEP IMPACT [PSIONIC]

You can strike your foe with a melee weapon as if
making a touch attack.

Prerequisite: Str 13, Psionic Weapon, base attack
bonus +6.

Benefit: To use this feat, you must expend your
psionic focus as part of a melee attack. You can resolve
that attack with a melee weapon as a touch attack. You
must decide whether or not to use this feat prior to
making an attack. If your attack misses, you still expend
your psionic focus. Abilities that do not work on touch
attacks similarly do not work with this feat.

DELAY POWER [METAPSIONIC]

You can manifest powers that go off up to 5 rounds
later.

Benefit: To use this feat, you must expend your
psionic focus. You can manifest a power as a delayed
power. A delayed power doesn’t activate immediately.
When you manifest the power, you choose one of three
trigger mechanisms: (1) The power activates when
you take a standard action to activate it; (2) It activates
when a creature enters the area that the power will
affect (only powers that affect areas can use this trigger
condition); or (3) It activates on your turn after 5 rounds
pass. If you choose one of the first two triggers and the
conditions are not met within 5 rounds, the power
activates automatically on the fifth round.

Only area and personal powers can be delayed.

Any decisions you would make about the delayed
power, including attack rolls, designating targets, or
determining or shaping an area, are decided when
the power is manifested. Any effects resolved by those
affected by the power, including saving throws, are
decided when the delay period ends.

A delayed power can be dispelled normally during
the delay, and can be detected normally in the area
or on the target by the use of powers that can detect
psionic effects.

Using this feat increases the power point cost of the
power by 2. The power’s total cost cannot exceed your
manifester level.

EMPOWER POWER [METAPSIONIC]

You can manifest powers to greater effect.
Benefit: To use this feat, you must expend your

MEeRGING CrRAFT COGNIZANCE CRYSTAL

The Craft Cognizance Crystal feat is quite limited in
what it can do. If not using supplemental material
that expands the items that can be created using
Craft Cognizance Crystal, this feat can be merged into
Craft Wondrous Item at the GM’s discretion, using the
formula above to create cognizance crystals.




Table 3-1: NEW FEATS
FEATS
Aligned Attack

Autonomous

Body Fuel

Boost Construct
Burrowing Power
Chain Power
Cloak Dance

Combat Manifestation

Craft Cognizance Crystal
Delay Power
Empower Power
Endowed Mind
Enlarge Power
Expanded Knowledge
Extend Power
Extended Blast
Focused Sunder
Ghost Attack
Inquisitor
Master’s Refuge
Master’s Voice
Maximize Power
Mental Leap
Mind Over Body
Open Minded
Opportunity Power
Overchannel
Talented

Power Penetration

Greater Power Penetration

Power Specialization

Greater Power
Specialization

Psicrystal Affinity
Improved Psicrystal
Psicrystal Containment

Psionic Body

Psionic Dodge

Psionic Endowment

Greater Psionic Endowment

Psionic Fist

Greater Psionic Fist

PREREQUISITES
Base attack bonus +6

Spellcraft 8 ranks

Perform (dance) 2 ranks, Stealth 7
ranks

Manifester level 3rd

Manifester level 3rd

Surge blast clas feature

Str 13, Power Attack, Improved Sunder
Base attack bonus +3

Wis 13

Twofold master class feature

Twofold master class feature

Dex 13 OR Str 13, Acrobatics 2 ranks
Con 13

Overchannel
Power Penetration

Weapon Focus (ray), manifester level
4th

Power Specialization

Manifester level 1st
Psicrystal Affinity
Psicrystal Affinity, manifester level 3rd

Dex 13, Dodge

Psionic Endowment
Str 13

Psionic Fist, base attack bonus +6
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BENEFIT
Your attacks gain alignment

+2 bonus on Autohypnosis and Knowledge
(psionics) checks

Take ability burn to gain power points
Astral construct gains additional ability
Bypass barrier with power

Choose additional targets with power

Gain concealment as a move action, total
concealment as a full-round action

+4 bonus on concentration checks for defensive
manifesting

Create cognizance crystals

Delay effect of power up to 5 rounds

Increase power’s variable, numeric effects by 50%
Increase power’s save DC for augmentation
Double power’s range

Learn an additional power

Double power’s duration

Increase surge blast range to 60 feet

Ignore 1/2 hardness of foe’s weapon

Reduce penalties for attacking incorporeal enemies
+10 bonus on Sense Motive checks to oppose Bluff
Transfer mind to thrall on death

Have permanent mental contact with thralls
Maximize power’s variable, numeric effects

+10 bonus on Acrobatics checks to jump

Heal ability damage more quickly

Gain skill points

Make attacks of opportunity with touch powers
Take damage to increase your manifester level
Take no damage from overchanneling some powers
Gain bonus to overcome power resistance

Gain bonus to overcome power resistance

Gain bonus damage to damaging powers
Increased bonus damage to damaging powers

Obtain a psicrystal

Enhance your psicrystal

Your psicrystal can hold a psionic focus

+2 hit points for each psionic feat you have
+1 dodge bonus to AC

Add +1 to power’s save DC

Add +2 to power’s save DC

Unarmed attack or natural weapon deals extra
damage

Unarmed attack or natural weapon deals extra
damage




FEATS
Unavoidable Strike

Psionic Meditation
Psionic Shot
Fell Shot
Return Shot
Greater Psionic Shot
Psionic Talent
Psionic Weapon
Deep Impact
Greater Psionic Weapon
Psychic Bastion
Quicken Power
Rapid Metabolism
Reckless Offense
Scribe Tattoo
Sidestep Charge
Speed of Thought

Psionic Charge
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PREREQUISITES

Psionic Fist, base attack bonus +6

Wis 13, Autohypnosis 4 ranks

Point Blank Shot

Psionic Shot, base attack bonus +6
Fell Shot

Psionic Shot, base attack bonus +6

Str 13

Psionic Weapon, base attack bonus +6
Psionic Weapon, base attack bonus +6

Con 13

Base attack bonus +1
Manifester level 3rd

Dex 13, Dodge

Wis 13

Dex 13, Speed of Thought

BENEFIT

Resolve unarmed attack or natural weapon
attack as a touch attack

Become psionically focused as a move action
Ranged weapon deals extra damage

Resolve ranged attack as a touch attack
Deflect ranged attacks back at attacker
Ranged weapon deals extra damage

Gain additional power points

Melee weapon deals extra damage

Resolve melee attack as a touch attack
Melee weapon deals extra damage

Gain resistance to ability damage

Manifest powers as a swift action

Heal hit points more quickly

Take -4 AC to gain +2 melee attack bonus
Create psionic tattoos

+4 bonus to AC against a charging foe

+10 feet to speed in light or medium armor
Charge while taking erratic course to foe
Split one ray attack into two

Wild surge grants bonus to allies

Manifest shapechanging powers more quickly
Manifester shapechanging powers as a swift

Split Psionic Ray Any other metapsionic feat

Surging Aura Wild surge +1

Swift Shapeshifter Ability to manifest metamorphosis
Master of All Forms Swift Shapeshifter

Twin Power S

Unconditional Power -

Up the Walls Wis 13

Widen Power -

Wild Talent =

Wounding Attack Base attack bonus +8

psionic focus. You can empower a power. All variable,
numeric effects of an empowered power are increased
by one-half. An empowered power deals half again
as much damage as normal, cures half again as many
hit points, affects half again as many targets, and so
forth, as appropriate. Augmented powers can also be
empowered (multiply 1-1/2 times the damage total of
the augmented power). Saving throws and opposed
checks (such as the one you make when you manifest
dispel psionics) are not affected, nor are powers without
random variables.

Using this feat increases the power point cost of the
power by 2. The power’s total cost cannot exceed your
manifester level.

ENDOWED MIND [METAPSIONIC]
You can make your powers more difficult to resist.
Benefit: As long as you maintain psionic focus,
increase the save DC of any power you manifest by 1 for
every 2 power points you spend augmenting the power,
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action

Manifest power twice

Manifest power despite character condition
Run on walls and ceilings

Double power’s area

Gain psionic ability and 2 power points
Wound opponents with your attack

provided the augmentation does not already increase
the power’s save DC. You may even spend 2 power
points to increase a power’s save DC even if the power
does not have any augment options.

ENLARGE POWER [METAPSIONIC]

You can manifest powers farther than normal.

Benefit: To use this feat, you must expend your
psionic focus. You can alter a power with a range of
close, medium, or long to increase its range by 100%.
An enlarged power with a range of close has a range of
50 feet + 5 feet per level, a medium-range power has a
range of 200 feet + 20 feet per level, and a long-range
power has a range of 800 feet + 80 feet per level.

Powers whose ranges are not defined by distance, as
well as powers whose ranges are not close, medium, or
long, are not affected.

Using this feat does not increase the power point cost
of the power.




EXPANDED KNOWLEDGE [PSIONIC]

You learn another power.

Prerequisites: Manifester level 3rd.

Benefit: Add to your powers known one additional
power of any level up to one level lower than the
highest-level power you can manifest. You can choose
any power, including powers from another discipline’s
list or even from another class’s list, even if that power
is already on your class’s power list.

Special: You can gain this feat multiple times. Each
time, you learn one new power at any level up to one
less than the highest-level power you can manifest.

EXTEND POWER [METAPSIONIC]

You can manifest powers that last longer than
normal.

Benefit: To use this feat, you must expend your
psionic focus. You can manifest an extended power. An
extended power lasts twice as long as normal. A power
with a duration of concentration, instantaneous, or
permanent is not affected by this feat.

Using this feat increases the power point cost of the
power by 2. The power’s total cost cannot exceed your
manifester level.

EXTENDED BLAST [PSIONIC]
Your surge blast has a farther reach.
Prerequisites: Surge blast class feature.
Benefit: Your surge blast has a range of 60 feet.
Normal: Your surge blast has a range of 30 feet.

FELL SHOT [PSIONIC]

You can strike your foe with a ranged weapon as if
making a touch attack.

Prerequisite: Dex 13, Point Blank Shot, Psionic Shot,
base attack bonus +6.

Benefit: To use this feat, you must expend your
psionic focus as part of a ranged attack. You can resolve
that ranged attack as a ranged touch attack.

You must decide whether or not to use this feat prior
to making an attack. If your attack misses, you still
expend your psionic focus. Abilities that do not work on
touch attacks similarly do not work with this feat.

FOCUSED SUNDER [PSIONIC]

You can sense the stress points on others’ weapons.

Prerequisite: Str 13, Power Attack, Improved
Sunder.

Benefit: To use this feat, you must expend your psionic
focus. When you strike at an opponent’s weapon, you
ignore half of the weapon’s total hardness (round
down). Total hardness includes any magical or psionic
enhancements possessed by the weapon that increase
its hardness.

Special: You can also sense the stress points in any
hard construction, such as wooden doors or stone walls,
and can ignore half of the object’s total hardness (round
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down) when attacking that object. You must still expend
your psionic focus when using this special option.

GHOST ATTACK [PSIONIC]

Your deadly strikes against incorporeal foes more
frequently find their mark.

Prerequisite: Base attack bonus +3.

Benefit: You must be psionically focused to use this
feat. When you make a successful melee attack or a
ranged attack against an incorporeal creature, your
attack deals 75% damage instead of the standard 50%
damage.

If you expend your psionic focus as part of the attack,
your attack deals full damage. You must decide whether
or not to use this option prior to making an attack. If
your attack misses, you still expend your psionic focus.
Your weapon or natural weapon actually appears to
become briefly incorporeal as the attack is made.

GREATER POWER PENETRATION
[PSIONIC]

Your powers are especially potent at breaking through
power resistance.

Prerequisite: Power Penetration.

Benefit: When you use the Power Penetration feat,
the bonus on manifester level checks to overcome a
creature’s power resistance increases to +4 when you
maintain psionic focus, and +8 when you expend you
psionic focus.

GREATER POWER SPECIALIZATION
[PSIONIC]

You deal more damage with your powers.

Prerequisites: Power Specialization, Weapon Focus
(ray), manifester level 12th.

Benefit: Your powers that deal damage deal an extra
2 points of damage. This damage stacks with other
bonuses on damage rolls to powers, including the one
from Power Specialization. The damage bonus applies
only if the target or targets are within 30 feet.

GREATER PSIONIC ENDOWMENT
[PSIONIC]

You can use meditation to focus your powers.

Prerequisite: Psionic Endowment.

Benefit: When you use the Psionic Endowment feat,
you add +2 to the save DC of a power you manifest
instead of +1.

GREATER PSIONIC FIST [PSIONIC]

You can charge your unarmed strike or natural
weapon with additional damage potential.

Prerequisite: Str 13, Psionic Fist, base attack bonus
+6.

Benefit: When you use the Psionic Fist feat, your
unarmed attack or attack with a natural weapon deals




an extra 2 points of damage instead of 1 point of damage
while you maintain psionic focus, and deal an extra 4d6
points of damage instead of an extra 2d6 points when
you expend your psionic focus.

GREATER PSIONIC SHOT [PSIONIC]

You can charge your ranged attacks with additional
damage potential.

Prerequisite: Point Blank Shot, Psionic Shot, base
attack bonus +6.

Benefit: When you use the Psionic Shot feat, your
ranged attack deals an extra 2 points of damage instead
of 1 point of damage while you maintain psionic focus,
and deal an extra 4d6 points of damage instead of an
extra 2d6 points when you expend your psionic focus.

GREATER PSIONIC WEAPON [PSIONIC]

You can charge your melee weapon with additional
damage potential.

Prerequisite: Str 13, Psionic Weapon, base attack
bonus +6.

Benefit: When you use the Psionic Weapon feat, your
attack deals an extra 2 points of damage instead of 1
point of damage while you maintain psionic focus, and
deal an extra 4d6 points of damage instead of an extra
2d6 points when you expend your psionic focus.

IMPROVED PSICRYSTAL [PSIONIC]

You can upgrade your psicrystal.

Prerequisites: Psicrystal Affinity.

Benefit: You can implant another personality
fragment in your psicrystal. You gain the benefits
of both psicrystal personalities. Your psicrystal’s
personality adjusts and becomes a blend between all
implanted personality fragments. From now on, when
determining the abilities of your psicrystal, treat your
level as one higher than your normal level.

Special: You can gain this feat multiple times. Each
time, you implant a new personality fragment in your
psicrystal, from which you derive the noted benefits,
and you treat your level as one higher for the purpose
of determining your psicrystal’s abilities.

INQUISITOR [PSIONIC]

You know when others lie.

Prerequisite: Wis 13.

Benefit: While you maintain psionic focus, you gain
a +2 enhancement bonus on Sense Motive checks to
oppose a Bluff check. If you have at least 10 ranks in
Sense Motive, this bonus increases to +4.

Additionally, you may expend your psionic focus to
gain a +10 bonus on a Sense Motive check to oppose
a Bluff check. You must decide whether or not to use
this option prior to making a Sense Motive check. If
your check fails, or if the opponent isn’t lying, you still
expend your psionic focus. If you have at least 10 ranks
in Sense Motive, this bonus increases to +20 when you
expend your psionic focus.
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MASTER OF ALL FORMS [PSIONIC]

No longer inhibited by a single form, you are able to
instantly change into the perfect shape for your current
dilemma.

Prerequisites: Swift Shapeshifter®, ability to manifest

metamorphosis
Benefit: When you manifest minor metamorphosis,
major  metamorphosis or  metamorphosis  the

manifestation time is a swift action instead of a standard
action.

MASTER’S REFUGE [PSIONIC]

Your thralls are also your final resort if death comes
calling.

Prerequisite: Twofold Master class feature

Benefit: When you die, your mind instantly transfers
toone ofyourliving thralls. Whileinside your thrall, their
mind submerges into a comatose state and you take over
their body. You retain the body’s Strength, Constitution
and Dexterity, but you keep your Intelligence, Wisdom
and Charisma, as well as all other relevant statistics.
Each day you remain in your thralls body, you must
make a Will-save or die (DC20 +1 for each day spent in
the body). If your body is recreated, you can relocate to
your body at will, or you can find alternate means of
surviving (via the mind switch power, for example).

MASTER’S VOICE [PSIONIC]

You are always present in the mind of your thrall.

Prerequisite: Thrallherd class feature

Benefit: Each of your thralls is always under the
effect of a permanent mindlink with you. You can always
communicate instantly with them and you do not need
to spend power points to manifest this power.

MAXIMIZE POWER [METAPSIONIC]

You can manifest powers to maximum effect.

Benefit: To use this feat, you must expend your psionic
focus. You can maximize a power. All variable, numeric
effects of a power modified by this feat are maximized.
A maximized power deals maximum damage, cures the
maximum number of hit points, affects the maximum
number of targets, and so on, as appropriate. Saving
throws and opposed checks are not affected, nor are
powers without random variables.

Augmented powers can be maximized; a maximized
augmented power deals the maximum damage (or cures
the maximum hit points, and so on) of the augmented
power.

An empowered and maximized power gains the
separate benefits of each feat: the maximum result plus
one-half the normally rolled result.

Using this feat increases the power point cost of the
power by 4. The power’s total cost cannot exceed your
manifester level.

MENTAL LEAP [PSIONIC]

You can make amazing jumps.
Prerequisite: Dex 13 OR Str 13, Acrobatics 2 ranks.




Benefit: While you maintain psionic focus, you gain
a +2 enhancement bonus on Acrobatics checks made to
jump. If you have at least 10 ranks in Acrobatics, this
bonus increases to +4.

Additionally, if you expend your psionic
focus, you gain a +10 enhancement bonus
on an Acrobatics check made to jump. If
you have at least 10 ranks in Acrobatics,
this bonus increases to +20.

MIND OVER BODY

Your ability damage heals more
rapidly.

Prerequisite: Con 13.

Benefit: You heal ability damage
and ability burn damage more quickly
than normal. You heal a number of
ability points per day equal to 1 +
your Constitution bonus.

Normal: Youheal ability damage
and ability burn damage at a
rate of 1 point per day.

OPEN MINDED
You are naturally able to reroute your
memory, mind, and skill expertise.
Benefit: You gain 1 skill point for
every Hit Die you possess. You gain 1
skill point whenever you gain a Hit
Die (such as when you gain a level).
You spend these skill points as
normal. You cannot exceed the
normal maximum point for
your level in any skill.

OPPORTUNITY
POWER
[METAPSIONIC]

You can make power-enhanced
attacks of opportunity.

Benefit: To use this feat, you
must expend your psionic focus.
When you make an attack of opportunity, you can use
any power you know with a range of touch, if you have
at least one hand free.

Manifesting this power is an immediate action.

You cannot use this feat with a touch power whose
manifesting time is longer than 1 full-round action.

Using this feat increases the power point cost of the
power by 6. The power’s total cost cannot exceed your
manifester level.

Normal: Attacks of opportunity can be made only
with melee weapons.

OVERCHANNEL [PSIONIC]
You burn your life force to strengthen your powers.
Benefit: While manifesting a power, you can increase
your effective manifester level by one, but in so doing
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you take 1d8 points of damage. At 8th level, you can
choose to increase your effective manifester level by
two, but you take 3d8 points of damage. At 15th level,
you can increase your effective manifester level by
three, but you take 5d8 points of damage.
The effective increase in manifester level increases
the number of power points you can expend on a
single power manifestation, as well as increasing all
manifester level-dependent effects, such as range,
duration, and overcoming power resistance.
Normal: Your manifester level is equal to your
total levels in classes that manifest powers.

POWER PENETRATION
[PSIONIC]

Your powers are especially potent,
breaking through power
resistance more readily

than normal.
Benefit: As long as you
maintain psionic focus, you gain
a +2 bonus on manifester level checks
made to overcome a creature’s power
resistance. You may expend your psionic focus
to increase this bonus to +4.

POWER SPECIALIZATION
[PSIONIC]
You deal more damage with your
powers.
Prerequisites: Weapon Focus

(ray), manifester level 4th.
Benefit: With rays and ranged
touch attack powers that
deal damage, you deal
an extra 2 hit points of
damage. If you expend
your psionic focus when
you manifest a ray or a ranged
touch attack power that deals
damage, you add your key ability
bonus to the damage (instead of

adding 2).

PSICRYSTAL AFFINITY [PSIONIC]

You have created a psicrystal.

Prerequisites: Manifester level 1st.

Benefit: This feat allows you to gain a psicrystal.
Should your psicrystal be destroyed, you gain a new
one after 24 hours. A new psicrystal must have the
same personality as the original.

PSICRYSTALS

A psicrystal is a fragment of a psionic character’s
personality, brought into physical form and a semblance
of life (via the Psicrystal Affinity feat). A psicrystal
appears as a crystalline construct about the size of a
human hand.




Because it is an extension of its creator’s personality,
a character’s psicrystal is in some ways a part of him.
That’s why, for example, a psionic character can
manifest a personal range power on his psicrystal even
though normally he can manifest such a power only on
himself.

A psicrystal is treated as a construct for the purposes
of all effects that depend on its type.

A psicrystal grants special abilities to its owner, as
shown on the Psicrystal Special Abilities table below.
In addition, a psicrystal has a personality (being a
fragment of the owner’s personality), which gives its
owner a bonus on certain types of checks or saving
throws, as given on the Psicrystal Personalities table
below. These special abilities and bonuses apply only
when the owner and the psicrystal are within 1 mile of
each other.

Psicrystal abilities are based on the owner’s levels in
psionic classes. Levels from other classes do not count
toward the owner’s level for purposes of psicrystal
abilities.

A psicrystal can speak one language of its owner’s
choice (so long as it is a language the owner knows). A
psicrystal can understand all other languages known by
its owner, but cannot speak them. This is a supernatural
ability.

Psicrystal Basics: Use the statistics for a psicrystal,
but make the following changes.

Saving Throws: A psicrystal uses its owner’s base
saving throw bonuses and ability modifiers on saves,
though it doesn’t enjoy any other bonuses its owner
might have (from magic items or feats, for example).

Abilities: When its self-propulsion ability is not
activated, a psicrystal has no Strength score and no
Dexterity score.

Skills: A psicrystal has the same skill ranks as its
owner, except that it has a minimum of 4 ranks each
in Perception and Stealth. (Even if its owner has no
ranks in these skills, a psicrystal has 4 ranks in each.) A
psicrystal uses its own ability modifiers on skill checks.

Psicrystal Ability Descriptions: All psicrystals have
special abilities (or impart abilities to their owners)
depending on the level of the owner, as shown on the
table above. The abilities on the table are cumulative.

Natural Armor Adj. (Ex): This number noted here is
animprovement to the psicrystal’s natural armor bonus
(normally 0). It represents a psicrystal’s preternatural
durability.

Intelligence Adj. (Ex): Add this value to the psicrystal’s
Intelligence score. Psicrystals are as smart as people
(though not necessarily as smart as smart people).

Alertness (Ex): The presence of a psicrystal sharpens
its master’s senses. While a psicrystal is within arm’s
reach (adjacent to or in the same square as its owner),
its owner gains the Alertness feat.

Improved Evasion (Ex): If a psicrystal is subjected to
an attack that normally allows a Reflex saving throw for
half damage, it takes no damage if it makes a successful
saving throw and half damage even if the saving throw
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Psicrystal Special Abilities

Owner Natural Int Special

Level Armor Adj. Adj.

1st-2nd +0 +0  Alertness,
improved evasion,
personality, self-
propulsion, share
powers, sighted,
telepathic link

3rd-4th +1 +1  Deliver touch
powers

5th-6th +2 +2  Telepathic speech

7th-8th +3 +3  —

9th-10th +4 +4  Flight

11th-12th +5 +5  Power resistance

13th-14th +6 +6  Sightlink

15th-16th +7 +7  Channel power

17th-18th +8 +8

19th-20th +9 +9

fails.

Personality (Ex): Every psicrystal has a personality.
See Psicrystal Personality, below.

Self-Propulsion (Sw): As a standard action, its owner
can will a psicrystal to form spidery, ectoplasmic legs
that grant the psicrystal a land speed of 30 feet and a
climb speed of 20 feet. The legs fade into nothingness
after one day (or sooner, if the owner desires).

Share Powers (Sw): At the owner’s option, he can have
any power (but not any psi-like ability) he manifests on
himself also affect his psicrystal. The psicrystal must be
within 5 feet of him at the time of the manifestation to
receive the benefit. If the power has a duration other
than instantaneous, it stops affecting the psicrystal if it
moves farther than 5 feet away, and will not affect the
psicrystal again, even if it returns to its owner before
the duration expires.

Additionally, the owner can manifest a power with
a target of “You” on his psicrystal (as a touch range
power) instead of on himself. The owner and psicrystal
cannot share powers if the powers normally do not
affect creatures of the psicrystal’s type (construct).

Sighted (Ex): Although it has no physical sensory
organs, a psicrystal can telepathically sense its
environment as well as a creature with normal vision
and hearing. Darkness (even supernatural darkness) is
irrelevant, as are areas of supernatural silence, though a
psicrystal still can’t discern invisible or ethereal beings.
A psicrystal’s sighted range is 40 feet.

Telepathic Link (Sw): The owner has a telepathic link
with his psicrystal out to a distance of up to 1 mile. The
owner cannot see through the psicrystal’s senses, but
the two of them can communicate telepathically as
if the psicrystal were the target of a mindlink power
manifested by the owner. For instance, a psicrystal




placed in a distant room could relay the activities
occurring in that room.

Because of the telepathic link between a psicrystal
and its owner, the owner has the same connection to an
item or place that the psicrystal does. For instance, if his
psicrystal has seen a room, the owner can teleport into
that room as if he has seen it too.

Deliver Touch Powers (Su): If the owner is 3rd level or
higher, his psicrystal can deliver touch powers for him.
If the owner and psicrystal are in contact at the time
the owner manifests a touch power, he can designate
his psicrystal as the “toucher.” The psicrystal can then
deliver the touch power just as the owner could. As
usual, if the owner manifests another power before the
touch is delivered, the touch power dissipates.

Telepathic Speech (Ex): If the owner is 5th level or
higher, the psicrystal can communicate telepathically
with any creature that has a language and is within 30
feet of the psicrystal, while the psicrystal is also within
1 mile of the owner.

Flight (Sw): If the owner is 9th level or higher, he
can, as a standard action, will his psicrystal to fly at a
speed of 50 feet (poor). The psicrystal drifts gently to the
ground after one day (or sooner, if the owner desires).

Power Resistance (Ex): If the owner is 11th level or
higher, the psicrystal gains power resistance equal to the
owner’s level + 5. To affect the psicrystal with a power,
another manifester must get a result on a manifester
level check that equals or exceeds the psicrystal’s power
resistance.

Sight Link (Sp): If the owner is 13th level or higher,
the character can remote view the psicrystal (as if
manifesting the remote view power) once per day.

Psicrystal Personalities

Personality Benefit to Owner

Artiste +3 bonus on Craft checks

Bully +3 bonus on Intimidate checks
Focused +3 bonus on Autohypnosis checks
Friendly +3 bonus on Diplomacy checks
Hero +2 bonus on Fortitude saves

Liar +3 bonus on Bluff checks
Meticulous +3 bonus on Perception checks
Nimble +2 bonus on Initiative checks
Poised +3 bonus on Acrobatics checks
Resolved +2 bonus on Will saves

Sage +3 bonus on checks involving any

one Knowledge skill owner already
knows; once chosen, this does not
vary

Single-minded +3 bonus on concentration checks

Sneaky +3 bonus on Stealth checks

Sympathetic +3 bonus on Sense Motive checks
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Channel Power (Sp): If the owner is 15th level or
higher, he can manifest powers through the psicrystal
to a distance of up to 1 mile. The psicrystal is treated
as the power’s originator, and all ranges are calculated
from its location.

When channeling a power through his psicrystal,
the owner manifests the power by paying its power
point cost. He is still subject to attacks of opportunity
and other hazards of manifesting a power, if applicable
(for instance, he becomes visible when manifesting an
offensive power if invisible, as does the psicrystal).

Psicrystal Personality (Ex): Each psicrystal has a
distinct personality, chosen by its owner at the time of
its creation from among those given on the Psicrystal
Personalities table. At 1st level, its owner typically
gets a feel for a psicrystal’s personality only through
occasional impulses, but as the owner increases in level
the psicrystal’s personality becomes more pronounced.
At higher levels, it is not uncommon for a psicrystal to
constantly ply its owner with observations and advice,
often severely slanted toward the psicrystal’s particular
worldview. The owner always sees a bit of himself in his
psicrystal, even if magnified and therefore distorted.

PSICRYSTAL CONTAINMENT [PSIONIC]

Your psicrystal has advanced enough that it can hold
a psionic focus that you store within it.

Prerequisites: Psicrystal Affinity, manifester level
3rd.

Benefit: You can psionically focus your psicrystal in
the same manner in which you gain psionic focus. At
any time when you need to expend your psionic focus,
you can expend your psicrystal’s psionic focus instead,
as long as the crystal is within 5 feet of you. At any time
when you need to maintain psionic focus for an effect,
you can use your psicrysta’s psionic focus instead, as
long as the crystal is within 5 feet of you. Psionically
focusing your psicrystal works just like focusing
yourself. The psicrystal cannot focus itself—only the
owner can spend the time to focus the crystal.

PSIONIC BODY [PSIONIC]

Your mind reinforces your body.

Benefit: When you take this feat, you gain 2 hit points
for each psionic feat you have (including this one).
Whenever you take a new psionic feat, you gain 2 more
hit points.

PSIONIC CHARGE [PSIONIC]

You can charge in a crooked line.

Prerequisite: Dex 13, Speed of Thought.

Benefit: To use this feat, you must expend your
psionic focus. When you charge, you can make one
turn of up to 90 degrees during your movement. All
other restrictions on charges still apply; for instance,
you cannot pass through a square that blocks or slows
movement, or that contains a creature. You must have
line of sight to the opponent at the start of your turn.




PSIONIC DODGE [PSIONIC]

You are proficient at dodging blows.

Prerequisite: Dex 13, Dodge.

Benefit: You must be psionically focused to use this
feat. You receive a +1 dodge bonus to your Armor Class.
This bonus stacks with the bonus from the Dodge feat.
You may expend your psionic focus as an immediate
action to increase this bonus to a +4 dodge bonus to
your Armor Class for a single attack made against you.

PSIONIC ENDOWMENT [PSIONIC]
You can endow your manifestations with more
concentrated focus.
Benefit: To use this feat, you must
expend your psionic focus. You add
1 to the save DC of a power you
manifest.

PSIONIC FIST
[PSIONIC]

You can charge your
unarmed strike or natural
weapon with  additional
damage potential.

Prerequisite: Str 13.

Benefit: While you
maintain psionic focus,
your unarmed strikes or
attacks with a natural
weapon deal an extra 1
point of damage.

Additionally, if you
expend your psionic focus
as part of an unarmed
strike or an attack with
a natural weapon, that
attack instead deals an
extra 2d6 points of damage.
You must decide whether or
not to use this option prior
to making an attack. If your
attack misses, you still expend
your psionic focus.

PSIONIC MEDITATION
[PSIONIC]

You can focus your mind faster
than normal, even under duress.

Prerequisite: Wis 13,
Autohypnosis 4 ranks.

Benefit: You can take a move
action to become psionically focused.

Normal: A character without this feat must take a
full-round action to become psionically focused.

Special: This feat works on other methods of
psionic focus, such as that permitted by Psicrystal
Containment.
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Psionic Endowment makes a mani-
fester’s powers harder to resist

PSIONIC SHOT [PSIONIC]

You can charge your ranged attacks with additional
damage potential.

Prerequisite: Point Blank Shot.

Benefit: While you maintain psionic focus, your
attacks with a ranged weapon deal an extra 1 point of
damage.

Additionally, if you expend your psionic focus as
part of an attack with a ranged weapon, that attack
instead deals an extra 2d6 points of damage. You must
decide whether or not to use this feat prior to making
an attack. If your attack misses, you still expend your
psionic focus.

PSIONIC TALENT [PSIONIC]
You gain additional power
points to supplement
those you already had.

Prerequisite: Having
a power point reserve.
Benefit: When you
take this feat for the
first time, you gain 2

power points.
Special: You can
takethisfeatmultiple
times. Each time you
take the feat after the first
time, the number of power
points you gain increases

by 1.

PSIONIC
WEAPON
[PSIONIC]

You can charge your
melee  weapon  with
additional damage potential.

Prerequisite: Str 13.

Benefit: While you maintain psionic
focus, your attacks with a melee weapon
deal an extra 1 point of damage.

Additionally, if you expend vyour
psionic focus as part of an attack with a
melee weapon, that attack instead deals
an extra 2d6 points of damage. You must
decide whether or not to use this feat
prior to making an attack. If your attack
misses, you still expend your psionic
focus.

QUICKEN POWER [METAPSIONIC]
You can manifest a power with a moment’s thought.
Benefit: To use this feat, you must expend your
psionic focus. You can quicken a power. You can perform
another action, even manifest another power, in the
same round that you manifest a quickened power. You
can manifest only one quickened power per round. A




power whose manifesting time is longer than 1 round
cannot be quickened.

Using this feat increases the power point cost of the
power by 6. The power’s total cost cannot exceed your
manifester level.

Manifesting a quickened power does not provoke
attacks of opportunity.

RAPID METABOLISM

Your wounds heal rapidly.

Prerequisite: Con 13.

Benefit: You naturally heal a number of hit points per
day equal to the standard healing rate + double your
Constitution bonus. You heal even if you do not rest.
This healing replaces your normal natural healing. If
you are tended successfully by someone with the Heal
skill, you instead regain double the normal amount of
hit points + double your Constitution bonus.

RECKLESS OFFENSE

You can shift your focus from defense to offense.

Prerequisite: Base attack bonus +1.

Benefit: When you use the attack action or full attack
action in melee, you can take a penalty of —4 to your
Armor Class and add a +2 bonus on your melee attack
roll. The bonus on attack rolls and penalty to Armor
Class last until the beginning of your next turn.

RETURN SHOT [PSIONIC]

You can return incoming arrows, as well as crosshow
bolts, spears, and other projectile or thrown weapons.

Prerequisite: Point Blank Shot, Psionic Shot, Fell
Shot, base attack bonus +6.

Benefit: To use this feat, you must expend your
psionic focus and have at least one hand free. Once per
round when you would normally be hit by a projectile
or a thrown weapon no more than one size category
larger than your size, you can deflect the attack so that
you take no damage from it. The attack is deflected back
at your attacker, using the attack bonus of the original
attack on you. You must be aware of the attack and not
flat-footed. Attempting to return a shot is a free action.

Special: If you also have the Deflect Arrows feat, the
deflected attack is made with the original attack bonus
plus your Dexterity bonus.

SCRIBE TATTOO [ITEM CREATION]

You can create psionic tattoos, which store powers
within their designs.

Prerequisite: Manifester level 3rd.

Benefit: You can create a psionic tattoo of any power
of 3rd level or lower that you know and that targets
one or more creatures. Scribing a psionic tattoo takes
one day. When you create a psionic tattoo, you set the
manifester level. The manifester level must be sufficient
to manifest the power in question and no higher than
your own level. The base price of a psionic tattoo is its
power level x its manifester level x 50 gp. To scribe a
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tattoo, you must use up raw materials (special inks,
masterwork needles, and so on) costing one-half of this
base price.

Whenyou create a psionictattoo, youmake any choices
that you would normally make when manifesting the
power.

When its wearer physically activates the tattoo, the
wearer is the target of the power.

SIDESTEP CHARGE

You are skilled at dodging past charging opponents
and taking advantage when they miss.

Prerequisite: Dex 13, Dodge.

Benefit: You get a +4 dodge bonus to Armor Class
against charge attacks. If a charging opponent fails
to make a successful attack against you, you gain an
immediate attack of opportunity. This feat does not
grant you more attacks of opportunity than you are
normally allowed in a round. If you are flat-footed or
otherwise denied your Dexterity bonus to Armor Class,
you do not gain the benefit of this feat.

SPEED OF THOUGHT [PSIONIC]

The energy of your mind energizes the alacrity of
your body.

Prerequisite: Wis 13.

Benefit: As long as you are psionically focused and
not wearing heavy armor, you gain an insight bonus to
your speed of 10 feet. You may expend your psionic
focus to increase the insight bonus to your speed to 30
feet for your turn.

SPLIT PSIONIC RAY [METAPSIONIC]

You can affect two targets with a single ray.

Prerequisite: Any other metapsionic feat.

Benefit: To use this feat, you must expend your
psionic focus. You can split psionic rays you manifest.
The split ray affects any two targets that are both within
the power’s range and within 30 feet of each other. If the
ray deals damage, each target takes as much damage as
a single target would take. You may choose to have both
rays strike the same target.

Using this feat increases the power point cost of the
power by 2.

SURGING AURA [PSIONIC]

Your wild surge enhances the aim of nearby allies.

Prerequisites: Wild surge +1.

Benefit: You gain a 10’ surging aura. When you use
your wild surge class feature, you can designate one
ally for every +1 of your wild surge within the surging
aura to gain an insight bonus to attack rolls equal to
your wild surge until the end of their next turn.

SWIFT SHAPESHIFTER [PSIONIC]

You are naturally confident with different shapes and
forms, and years of training have allowed your body to
more easily flow into new shapes.




Prerequisites: Ability to manifest metamorphosis

Benefit: When you manifest minor metamorphosis,
major  metamorphosis or  metamorphosis  the
manifestation time is a move action instead of a
standard action.

TALENTED [PSIONIC]

You can overchannel powers with less cost to
yourself.

Prerequisite: Overchannel.

Benefit: To use this feat, you must expend your
psionic focus. When manifesting a power of 3rd level or
lower, you do not take damage from overchanneling.

TWIN POWER [METAPSIONIC]

You can manifest a power simultaneously with
another power just like it.

Benefit: To use this feat, you must expend your psionic
focus. You can twin a power. Manifesting a power
altered by this feat causes the power to take effect twice
on the area or target, as if you were simultaneously
manifesting the same power two times on the same
location or target. Any variables in the power (such as
duration, number of targets, and so on) are the same
for both of the resulting powers. The target experiences
all the effects of both powers individually and receives
a saving throw (if applicable) for each. In some cases,
such as a twinned psionic charm, 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).

Using this feat increases the power point cost of the
power by 6. The power’s total cost cannot exceed your
manifester level.

UNAVOIDABLE STRIKE [PSIONIC]

You can make an unarmed strike or use a natural
weapon against your foe as if delivering a touch attack.

Prerequisite: Str 13, Psionic Fist, base attack bonus
+6.

Benefit: To use this feat, you must expend your
psionic focus as part of either an unarmed strike or
an attack with a natural weapon. You can resolve that
unarmed strike or attack with a natural weapon as a
touch attack.

You must decide whether or not to use this feat prior
to making an attack. If your attack misses, you still
expend your psionic focus. Abilities that do not work on
touch attacks similarly do not work with this feat.

UNCONDITIONAL POWER
[METAPSIONIC]

Disabling conditions do not hold you back.

Benefit: To use this feat, you must expend your psionic
focus. Your mental strength is enough to overcome
some otherwise disabling conditions. You can manifest
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an unconditional power when you are dazed, confused,
nauseated, shaken, or stunned.
Only personal powers and powers that affect your
person can be manifested as unconditional powers.
Using this feat increases the power point cost of the
power by 8. The power’s total cost cannot exceed your
manifester level.

UP THE WALLS [PSIONIC]

You can run on walls for brief distances.

Prerequisite: Wis 13.

Benefit: While you are psionically focused, you can
take part of one of your move actions to traverse a
wall or other relatively smooth vertical surface if you
begin and end your move on a horizontal surface. The
height you can achieve on the wall is limited only by
this movement restriction. If you do not end your move
on a horizontal surface, you fall prone, taking falling
damage as appropriate for your distance above the
ground. Treat the wall as a normal floor for the purpose
of measuring your movement. Passing from floor to
wall or wall to floor costs no movement; you can change
surfaces freely. Opponents on the ground can make
attacks of opportunity as you move up the wall.

You may expend your psionic focus while using Up the
Walls and gain its benefits until the end of your turn.

Special: You can take other move actions in
conjunction with moving along a wall. For instance, the
Spring Attack feat allows you to make an attack from
the wall against a foe standing on the ground who is
within the area you threaten; however, if you are
somehow prevented from completing your move, you
fall. Likewise, you could tumble along the wall to avoid
attacks of opportunity.

WIDEN POWER [METAPSIONIC]

You can increase the area of your powers.

Benefit: To use this feat, you must expend your
psionic focus. You can alter a burst, emanation, line, or
spread-shaped power to increase its area. (Powers that
do not have an area of one of these four sorts are not
affected by this feat.) Any numeric measurements of
the power’s area increase by 100%.

Using this feat increases the power point cost of the
power by 4. The power’s total cost cannot exceed your
manifester level.

WILD TALENT

Your mind wakes to a previously unrealized talent for
psionics.

Benefit: Your latent power of psionics flares to
life, conferring upon you the designation of a psionic
character. As a psionic character, you gain a reserve of
2 power points and can take psionic feats, metapsionic
feats, and psionic item creation feats. You do not,
however, gain the ability to manifest powers simply by
virtue of having this feat.
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WOUNDING ATTACK [PSIONIC]

Your vicious attacks wound your foe.

Prerequisite: Base attack bonus +8.

Benefit: To use this feat, you must expend your
psionic focus. You can make an attack with such vicious
force that you wound your opponent. A wound deals 1
point of Constitution damage to your foe in addition to
the usual damage dealt.

You must decide whether or not to use this feat prior
to making an attack. If your attack misses, you still
expend your psionic focus.
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Psionic powers spring from sentient minds. Even an
undead creature or a being that has no physical form
can create a reserve of inner strength necessary to
manifest powers, as long as it has an Intelligence score
of atleast 1. Vermin possessed of a hive mind ability are
an exception to this rule.

A psionic power is a one-time psionic effect. Psionic
characters and creatures need not prepare their powers
for use ahead of time. They either have sufficient power
points to manifest a power or they do not.

A power is manifested when a psionic character
pays its power point cost. Some psionic creatures
automatically manifest powers, called psi-like abilities,
without paying a power point cost. Other creatures pay
power points to manifest their powers, just as characters
do.

Each power has a specific effect. A power known to a
psionic character can be used whenever he or she has
power points to pay for it.

All psionic powers are grouped into six different
categories called disciplines, representing six general
themes of powers. This chapter describes the differ-
ences between the disciplines. In addition, it discusses
how powers work, gives an overview of the format of
power descriptions, explains how psionics works be-
tween psionic beings and against non-pionic targets,
and discusses what happens when psionic effects com-
bine with other psionics and with magic.

The second part of the chapter discusses the topic of
the psionic campaign and ways to integreate psionics
into your game world.

MANIFESTING POWERS

Psionic characters and creatures manifest powers.
Whether they cost power points when manifest by a
psionic character, or are manifested as psi-like abilities,
powers’ effects remain the same.

The process of manifesting a power is akin to casting
a spell, but with significant differences.

CHOOSING A POWER

First you must choose which power to manifest.
You can select any power you know, provided you are
capable of manifesting powers of that level or higher.
To manifest a power, you must pay power points, which
count against your daily total. You can manifest the
same power multiple times if you have points left to pay
for it.
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CONCENTRATION

To manifest a power, you must concentrate. If
something threatens to interrupt your concentration
while you’re manifesting a power, you must succeed on
a concentration check or lose the power points without
manifesting the power. The more distracting the
interruption and the higher the level of the power that
you are trying to manifest, the higher the DC. (Higher-
level powers require more mental effort.) When you
make a concentration check, you roll d20 and add your
manifester level and the ability score modifier used to
determine bonus power points for that class.

Injury: Getting hurt or being affected by hostile
psionics while trying to manifest a power can break
your concentration and ruin a power. If you take
damage while trying to manifest a power, you must
make a concentration check (DC 10 + points of damage
taken + the level of the power you’re manifesting). The
interrupting event strikes during manifestation if it
occurs between when you start and when you complete
manifesting a power (for a power with a manifesting
time of 1 round or longer) or if it comes in response
to your manifesting the power (such as an attack of
opportunity provoked by the manifesting of the power
or a contingent attack from a readied action).

If you are taking continuous damage, half the damage
is considered to take place while you are manifesting
a power. You must make a concentration check (DC 10
+ 1/2 the damage that the continuous source last dealt
+ the level of the power you’re manifesting). If the last
damage dealt was the last damage that the effect could
deal then the damage is over, and it does not distract
you.

Repeated damage does not count as continuous
damage.

Power: If you are affected by a power while
attempting to manifest a power of your own, you must
make a concentration check or lose the power you are
manifesting. If the power affecting you deals damage,
the concentration DC is 10 + the damage taken + the
level of the power you’re manifesting. If the power
interferes with you or distracts you in some other way,
the concentration DC is the power’s save DC + the level
of the power you’re manifesting. For a power with no
saving throw, it’s the DC that the power’s saving throw
would have if a save were allowed (10 + power level +
manifester’s ability score).

To manifest a power while grappling or pinned, you
must make a concentration check (DC 10 + the grappler’s
CMB + the level of the power you’re casting) or lose the
power.




If you are riding on a moving mount, taking a
bouncy ride in a wagon, on a small boat in rough
water, belowdecks in a storm-tossed ship, or simply
being jostled in a similar fashion, you must make a
concentration check (DC 10 + the level of the power
you’re manifesting) or lose the power.

If you are on a galloping horse, taking a very rough
ride in a wagon, on a small boat in rapids or in a
storm, on deck in a storm-tossed ship, or being tossed
roughly about in a similar fashion, you must make a
concentration check (DC 15 + the level of the power
you’re manifesting) or lose the power.

Ifyouareinahighwind carryingblinding rain orsleet,
the DCis 5 + the level of the power you’re manifesting.
If you are in wind-driven hail, dust, or debris, the DC is
10 + the level of the power you’re manifesting. In either
case, you lose the power if you fail the concentration
check. If the weather is caused by a power, use the rules
in the Power subsection above.

If you want to manifest a power without provoking
attacks of opportunity, you need to dodge and weave.
You must make a concentration check (DC 15 + double
thelevel of the power you’re manifesting) to succeed. You
lose the power points without successful manifestation
if you fail.

If you want to manifest a power while entangled in
a net or while affected by a power with similar effects
you must make a DC 15 concentration check to manifest
the power. You lose the power if you fail.

MANIFESTER LEVEL

The variables of a power’s effect often depend on its
manifester level, which for most manifesting characters
is equal to your psionic class level. A power that can be
augmented for additional effect is also limited by your
manifester level (you can’t spend more power points
on a power than your manifester level). See Augment
under Descriptive Text, below.

You can manifest a power at a lower manifester level
than normal, but the manifester level must be high
enough for you to manifest the power in question, and
all level-dependent features must be based on the same
manifester level.

In the event that a class feature or other special
ability provides an adjustment to your manifester
level, this adjustment applies not only to all effects
based on manifester level (such as range, duration, and
augmentation potential) but also to your manifester
level check to overcome your target’s power resistance
and to the manifester level used in dispel checks (both
the dispel check and the DC of the check).

POWER FAILURE

If you try to manifest a power in conditions where
the characteristics of the power (range, area, and so on)
cannot be made to conform, the manifestation fails and
the power points are wasted.

Powers also fail if your concentration is broken (see
Concentration, above).
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THE POWER’S RESULT

Once you know which creatures (or objects or areas)
are affected, and whether those creatures have made
successful saving throws (if any were allowed), you can
apply whatever results a power entails.

SPECIAL POWER EFFECTS

Certain special features apply to all powers.

Some powers refer to attacking. All offensive combat
actions, even those that don’t damage opponents, such as
disarm and bull rush, are considered attacks. Attempts
to channel energy count as attacks if it would harm
any creatures in the area. All powers that opponents
can resist with saving throws that deal damage, or that
otherwise harm or hamper subjects are considered
attacks. Astral construct and similar powers are not
considered attacks because the powers themselves
don’t harm anyone.

Many powers give creatures bonuses to ability scores,
Armor Class, attacks, and other attributes. Each bonus
has a type that indicates how the power grants the
bonus. The important aspect of bonus types is that two
bonuses of the same type don’t generally stack. With
the exception of dodge bonuses, most circumstance
bonuses, and racial bonuses, only the better bonus works
(see Combining Psionic and Magical Effects, below). The
same principle applies to penalties—a character taking
two or more penalties of the same type applies only the
worst one. Bonuses without a type always stack, unless
they are from the same source.

Of all the psionic powers, only reality revision has
the ability to restore slain characters to life (although
psionic revivify can perform a similar function if done
quickly). When a living creature dies, its soul departs
the body, leaves the Material Plane, travels through the
Astral Plane, and goes to abide on the plane where the
creature’s deity resides. If the creature did not worship
a deity, its soul departs to the plane corresponding to
its alignment. Bringing someone back from the dead
means retrieving his or her soul and returning it to his
or her body.

MANIFESTING AND AUGMENTING

If you take no other rule out of this book, it is critical
to remember that a manifester may not spend more
power points on a power than his manifester level.
This includes spending power points augmenting the
power, using metapsionic feats, or effects that result
in needing to pay an increased power point cost to
manifest a power.

For example a 5th level manifester may only spend
a total of 5 power points on any single power, while a
19th level may only spend a total of 19 power points
on any single power.

Effects that allow a manifester to increase this
effect, such as the Overchannel feat or a wilder’s wild
surge, do so by increasing the manifester’s effective
manifester level - they are still bound by this rule.




Negative Level: Any creature brought back to life
usually gains one or more permanent negative levels.
These levels apply a penalty to most rolls until removed
through spells such as restoration. If the character
was 1st level at the time of death, he loses 2 points of
Constitution instead of gaining a negative level.

Preventing Revivification: Enemies can take steps to
make it more difficult for a character to be returned
from the dead. Keeping the body prevents others from
using a single manifestation of reality revision to restore
the slain character to life.

Revivification Against One’s Will: A soul cannot be
returned to life if it does not wish to be. A soul knows
the name, alignment, and patron deity (if any) of the
character attempting to revive it and may refuse to
return on that basis.

COMBINING PSIONIC AND MAGICAL
EFFECTS

The default rule for the interaction of psionics and
magic is simple: Powers interact with spells and spells
interact with powers in the same way a spell or normal
spell-like ability interacts with another spell or spell-like
ability. This is known as psionics-magic transparency.

Psionics-Magic Transparency: Though not explicitly
called out in the spell descriptions or magic item
descriptions, spells, spell-like abilities, and magic items
that could potentially affect psionics do affect psionics.

When the rule about psionics-magic transparency is
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in effect, it has the following ramifications.

Spell resistance is effective against powers, using
the same mechanics. Likewise, power resistance is
effective against spells, using the same mechanics as
spell resistance. If a creature has one kind of resistance,
itis assumed to have the other. (The effects have similar
ends despite having been brought about by different
means.)

All spells that dispel magic have equal effect against
powers of the same level using the same mechanics,
and vice versa.

The spell detect magic detects powers, their number,
and their strength and location within 3 rounds (though
a Spellcraft check is necessary to identify the discipline
of the psionic aura), while detect psionics detects spells,
their number, and their strength and location within
3 rounds (though a Spellcraft check is necessary to
identify the school of magic).

Dead magic areas are also dead psionics areas.

Unless specifically mentioned in a power’s description,
a power cannot be counterspelled when it is being
manifested, nor can powers be used to counterspell a
spell as it is being cast.

Unless specifically stated otherwise, feats such as
metamagic feats that specifically affect spells do not
affect powers, and feats such as metapsionic feats that
specifically affect powers do not affect spells.

Powers or psionic effects usually work as described no
matter how many other powers, psionic effects, spells,
or magical effects happen to be operating in the same




area or on the same recipient. Except in special cases,
a power does not affect the way another power or spell
operates. Whenever a power has a specific effect on
other powers or spells, the power description explains
the effect (and vice versa for spells that affect powers).
Several other general rules apply when powers, spells,
magical effects, or psionic effects operate in the same
place.

Powers that provide bonuses or penalties on attack
rolls, damage rolls, saving throws, and other attributes
usually do not stack with themselves. More generally,
two bonuses of the same type don’t stack even if they
come from different powers, or one from a power and
one from a spell. You use whichever bonus gives you
the better result.

Different Bonus Types: The bonuses or penalties from
two different powers, or a power and a spell, stack if the
effects are of different types. A bonus that isn’t named
(just a “+2 bonus” rather than a “+2 insight bonus”)
stacks with any bonus.

Same Effect More than Once in Different Strengths:
In cases when two or more similar or identical effects
are operating in the same area or on the same target,
but at different strengths, only the best one applies. If
one power or spell is dispelled or its duration runs out,
the other power or spell remains in effect (assuming its
duration has not yet expired).

Same Effect with Differing Results: The same power or
spell can sometimes produce varying effects if applied
to the same recipient more than once. The last effect in
a series trumps the others. None of the previous spells
or powers are actually removed or dispelled, but their
effects become irrelevant while the final spell or power
in the series lasts.

One Effect Makes Another Irrelevant: Sometimes, a
power can render another power irrelevant.

Multiple Mental Control Effects: Sometimes psionic or
magical effects that establish mental control render one
another irrelevant. Mental controls that don’t remove
the recipient’s ability to act usually do not interfere
with one another, though one may modify another. If a
creature is under the control of two or more creatures,
it tends to obey each to the best of its ability, and to the
extent of the control each effect allows. If the controlled
creature receives conflicting orders simultaneously, the
competing controllers must make opposed Charisma
checks to determine which one the creature obeys.

Powersand spellswith opposite effectsapplynormally,
with all bonuses, penalties, or changes accruing in the
order that they apply. Some powers and spells negate or
counter each other. This is a special effect that is noted
in a power’s or spell’s description.

Instantaneous Effects: Two or more magical or
psionic effects with instantaneous durations work
cumulatively when they affect the same object, place,
or creature.
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POWER DESCRIPTIONS

The description of each power is presented in a
standard format. Each category of information is
explained and defined below.

NAME

The first line of every power description gives the
name by which the power is generally known. A power
might be known by other names in some locales, and
specific manifesters might have names of their own for
their powers.

DISCIPLINE (SUBDISCIPLINE)

Beneath the power name is a line giving the discipline
(and the subdiscipline in parentheses, if appropriate)
that the power belongs to.

Every power is associated with one of six disciplines.
A discipline is a group of related powers that work
in similar ways. Each of the disciplines is discussed
below.

Clairsentience

Clairsentience powers enable you to learn secretslong
forgotten, to glimpse the immediate future and predict
the far future, to find hidden objects, and to know what
is normally unknowable.

For the purpose of psionics-magic transparency,
clairsentience powers are equivalent to powers of the
divination school (thus, creatures immune to divination
spells are also immune to clairsentience powers).

Many clairsentience powers have cone-shaped areas.
These move with you and extend in the direction you
look. The cone defines the area that you can sweep each
round. If you study the same area for multiple rounds,
you can often gain additional information, as noted in
the descriptive text for the power.

Scrying: A power of the scrying subdiscipline creates
an invisible sensor that sends you information. Unless
noted otherwise, the sensor has the same powers of
sensory acuity that you possess. This includes any
powers or effects that target you, but not powers or
effects that emanate from you. However, the sensor is
treated as a separate, independent sensory organ of
yours, and thus functions normally even if you have
been blinded, deafened, or otherwise suffered sensory
impairment. Any creature with an Intelligence score
of 12 or higher can notice the sensor by making a DC
20 Intelligence check. The sensor can be dispelled as
if it were an active power. Lead sheeting or psionic
protection blocks scrying powers, and you sense that
the power is so blocked.

Metacreativity

Metacreativity powers create objects, creatures, or
some form of matter. Creatures you create usually, but
not always, obey your commands.




A metacreativity power draws raw ectoplasm from
the Astral Plane to create an object or creature in the
place the psionic character designates (subject to the
limits noted above). Objects created in this fashion are
as solid and durable as normal objects, despite their
originally diaphanous substance. Psionic creatures
created with metacreativity powers are considered
constructs, not outsiders.

A creature or object brought into being cannot
appear inside another creature or object, nor can it
appear floating in an empty space. It must arrive in
an open location on a surface capable of supporting it.
The creature or object must appear within the power’s
range, but it does not have to remain within the range.

For the purpose of psionics-magic transparency,
metacreativity powers are equivalent to powers of
the conjuration school (thus, creatures immune to
conjuration spells are also immune to metacreativity
powers).

Creation: A power of the creation subdiscipline
creates an object or creature in the place the manifester
designates (subject to the limits noted above). If the
power has a duration other than instantaneous, psionic
energy holds the creation together, and when the power
ends, the created creature or object vanishes without a
trace, except for a thin film of glistening ectoplasm that
quickly evaporates. If the power has an instantaneous
duration, the created object or creature is merely
assembled through psionics. It lasts indefinitely and
does not depend on psionics for its existence.

Psychokinesis

Psychokinesis powers manipulate energy or tap the
power of the mind to produce a desired end. Many of
these powers produce spectacular effects above and
beyond the power’s standard display (see Display,
below), such as moving, melting, transforming, or
blasting a target. Psychokinesis powers can deal large
amounts of damage.

For the purpose of psionics-magic transparency,
psychokinesis powers are equivalent to spells of the
evocation school (thus, creatures immune to evocation
spells are also immune to psychokinesis powers).

Psychometabolism

Psychometabolism powers change the physical
properties of some creature, thing, or condition.

For the purpose of psionics- magic transparency,
psychometabolism  powers are equivalent to
powers of the transmutation school (thus, creatures
immune to transmutation spells are also immune to
psychometabolism powers).

Healing: Psychometabolism powers of the healing
subdiscipline can remove damage from creatures.
However, psionic healing usually falls short of divine
magical healing, in direct comparisons.

Psionics UNLEASHED

59

Psychoportation
Psychoportation powers move the manifester, an
object, or another creature through space and time.
For the purpose of psionics-magic transparency,
psychoportation powers do not have an equivalent
school.

A power of the teleportation subdiscipline
transports one or more creatures or objects a great
distance. The most potent of these powers can cross
planar boundaries. Usually the transportation is one-
way (unless otherwise noted) and not dispellable.
Teleportation is instantaneous travel through the Astral
Plane. Anything that blocks astral travel also blocks
teleportation.

Telepathy

Telepathy powers can spy on and affect the minds of
others, influencing or controlling their behavior.

Most telepathy powers are mind-affecting.

For the purpose of psionics-magic transparency,
telepathy powers are equivalent to powers of the
enchantment school (thus, creatures resistant to
enchantment spells are equally resistant to telepathy
powers).

Charm: A power of the charm subdiscipline changes
the way the subject views you, typically making it see
you as a good friend.

Compulsion: A power of the compulsion subdiscipline
forces the subject to act in some manner or changes
the way her mind works. Some compulsion powers
determine the subject’s actions or the effects on the
subject, some allow you to determine the subject’s
actions when you manifest them, and others give you
ongoing control over the subject.

[DESCRIPTOR]

Appearing on the same line as the discipline and
subdiscipline (when applicable) is a descriptor that
further categorizes the power in some way. Some
powers have more than one descriptor.

The descriptors that apply to powers are acid, cold,
death, electricity, evil, fire, force, good, language-
dependent, light, mind-affecting, and sonic.

Most of these descriptors have no game effect by
themselves, but they govern how the power interacts
with other powers, with spells, with special abilities,
with unusual creatures, with alignment, and so on.

A language-dependent power uses intelligible
language as a medium.

A mind-affecting power works only against creatures
with an Intelligence score of 1 or higher.

LEVEL

The next line of the power description gives a power’s
level,anumber between 1 and 9 that defines the power’s
relative strength. This number is preceded by the name
of the class whose members can manifest the power. If
a power is part of a discipline’s list instead of the psion’s




general power list, this will be indicated by the name of
the discipline’s specialist. The specialists a power can
be associated with include Egoist (psychometabolism),
Kineticist (psychokinesis), Nomad (psychoportation),
Seer (clairsentience), Shaper (metacreativity), and
Telepath (telepathy).

DISPLAY

When a power is manifested, a display may
accompany the primary effect. This secondary effect
may be auditory, material, mental, olfactory, or visual.
No power’s display is significant enough to create
consequences for the psionic creatures, allies, or
opponents during combat. The secondary effect for a
power occurs only if the power’s description indicates
it. If multiple powers with similar displays are in effect
simultaneously, the displays do not necessarily become
more intense. Instead, the overall display remains
much the same, though with minute spikes in intensity.
A Spellcraft check (DC 10 + 1 per additional power in
use) reveals the exact number of simultaneous powers
in play. The displays given below are examples and may
be adjusted as desired to fit the theme of your game.

Dispense with Displays: Despite the fact that almost
every power has a display, a psionic character can
always choose to manifest the power without the flashy
accompaniment. To manifest a power without any
display (no matter how many displays it might have), a
manifester must make a concentration check (DC 15 +
the level of the power). This check is part of the action
of manifesting the power. If the check is unsuccessful,
the power manifests normally with its display.

Even if a manifester manifests a power without a
display, he is still subject to attacks of opportunity
in appropriate circumstances. (Of course, another
concentration check can be made as normal to
either manifest defensively or maintain the power if
attacked.)

Auditory: A bass-pitched hum issues from the
manifester’s vicinity or in the vicinity of the power’s
subject (manifester’s choice), eerily akin to many
deep-pitched voices. The sound grows in a second
from hardly noticeable to as loud as a shout strident
enough to be heard within 100 feet. At the manifester’s
option, the instantaneous sound can be so soft that it
can be heard only within 15 feet with a successful DC
10 Perception check. Some powers describe unique
auditory displays.

Material: The subject or the area is briefly slicked with
a translucent, shimmering substance. The glistening
substance evaporates after 1 round regardless of the
power’s duration. Sophisticated psions recognize the
material as ectoplasmic seepage from the Astral Plane;
this substance is completely inert.

Mental: A subtle chime rings once in the minds of
creatures within 15 feet of either the manifester or the
subject (at the manifester’s option). At the manifester’s
option, the chime can ring continuously for the power’s
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duration. Some powers describe unique mental
displays.

Olfactory: An odd but familiar odor brings to mind a
brief mental flash of a long-buried memory. The scent
is difficult to pin down, and no two individuals ever
describe it the same way. The odor originates from the
manifester and spreads to a distance of 20 feet, then
fades in less than a second (or lasts for the duration, at
the manifester’s option).

Visual: The manifester’s eyes burn like points of silver
fire while the power remains in effect. A rainbow-flash
of light sweeps away from the manifester to a distance
of 5 feet and then dissipates, unless a unique visual
display is described. This is the case when the Display
entry includes “see text,” which means that a visual
effect is described somewhere in the text of the power.

MANIFESTING TIME

Most powers have a manifesing time of 1 standard
action. Others take 1 round or more, while a few require
only a free action.

A power that takes 1 round to manifest requires a
full-round action. It comes into effect just before the
beginning of your turn in the round after you began
manifesting the power. You then act normally after the
power is completed.

A power that takes 1 minute to manifest comes into
effect just before your turn 1 minute later (and for
each of those 10 rounds, you are manifesting a power
as a full-round action, as noted above for 1-round
manifesting times). These actions must be consecutive
and uninterrupted, or the power points are lost and the
power fails.

When you use a power that takes 1 round or longer
to manifest, you must continue the concentration from
the current round to just before your turn in the next
round (at least). If you lose concentration before the
manifesting time is complete, the power points are lost
and the power fails.

You make all pertinent decisions about a power
(range, target, area, effect, version, and so forth) when
the power comes into effect.

RANGE

A power’s range indicates how far from you it can
reach, as defined in the Range entry of the power
description. A power’s range is the maximum distance
from you that the power’s effect can occur, as well as
the maximum distance at which you can designate the
power’s point of origin. If any portion of the area would
extend beyond the range, that area is wasted. Standard
ranges include the following.

Personal: The power affects only you.

Touch: You must touch a creature or object to affect it.
A touch power that deals damage can score a critical hit
just as a weapon can. A touch power threatens a critical
hit on a natural roll of 20 and deals double damage on a
successful critical hit. Some touch powers allow you to




touch multiple targets. You can touch as many willing
targets as you can reach, but all targets of the power
must be touched in the same round that you manifest
the power.

Close: The power reaches as far as 25 feet away from
you. The maximum range increases 5 feet for every two
manifester levels you have.

Medium: The power reaches as far as 100 feet + 10
feet per manifester level.

Long: The power reaches as far as 400 feet + 40 feet
per manifester level.

Range Expressed in Feet: Some powers have no
standard range category, just a range expressed in feet.

AIMING A POWER

You must make some choice about whom the power
is to affect or where the power’s effect is to originate,
depending on the type of power. The next entry in
a power description defines the power’s target (or
targets), its effect, or its area, as appropriate.

Target or Targets: Some powers have a target or
targets. You manifest these powers on creatures or
objects, as defined by the power itself. You must be able
to see or touch the target, and you must specifically
choose that target. However, you do not have to select
your target until you finish manifesting the power.

If you manifest a targeted power on the wrong type of
target the power has no effect. If the target of a power
is yourself (the power description has a line that reads
“Target: You”), you do not receive a saving throw and
power resistance does not apply. The Saving Throw and
Power Resistance lines are omitted from such powers.

Some powers can be manifested only on willing
targets. Declaring yourself as a willing target is
something that can be done at any time (even if you’re
flat-footed or it isn’t your turn). Unconscious creatures
are automatically considered willing, but a character
who is conscious but immobile or helpless (such as one
who is bound, cowering, grappling, paralyzed, pinned,
or stunned) is not automatically willing. The Saving
Throw and Power Resistance lines are usually omitted
from such powers, since only willing subjects can be
targeted.

Effect: Some powers, such as most metacreativity
powers, create things rather than affect things that are
already present. Unless otherwise noted in the power
description, you must designate the location where
these things are to appear, either by seeing it or defining
it. Range determines how far away an effect can appear,
but if the effect is mobile, it can move regardless of the
power’s range once created.

Ray: Some effects are rays. You aim a ray as if using
a ranged weapon, though typically you make a ranged
touch attack rather than a normal ranged attack. As
with a ranged weapon, you can fire into the dark or at
an invisible creature and hope you hit something. You
don’t have to see the creature you’re trying to hit, as
you do with a targeted power. Intervening creatures
and obstacles, however, can block your line of sight or
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provide cover for the creature you’re aiming at.

If a ray power has a duration, it’s the duration of the
effect that the ray causes, not the length of time the ray
itself persists.

If a ray power deals damage, you can score a critical
hit just as if it were a weapon. A ray power threatens
a critical hit on a natural roll of 20 and deals double
damage on a successful critical hit.

Spread: Some effects spread out from a point of
origin (which may be a grid intersection, or may be
the manifester) to a distance described in the power.
The effect can extend around corners and into areas
that you can’t see. Figure distance by actual distance
traveled, taking into account turns the effect may take.
When determining distance for spread effects, count
around walls, not through them. As with movement, do
not trace diagonals across corners. You must designate
the point of origin for such an effect (unless the effect
is centered on you), but you need not have line of effect
(see below) to all portions of the effect.

(S) Shapeable: If an Effect line ends with “(S)” you can
shape the power. A shaped effect can have no dimension
smaller than 10 feet.

Area: Some powers affect an area. Sometimes a
power description specifies a specially defined area, but
usually an area falls into one of the categories defined
below.

Regardless of the shape of the area, you select the
point where the power originates, but otherwise you
usually don’t control which creatures or objects the
power affects. The point of origin of a power that affects
an area is always a grid intersection. When determining
whether a given creature is within the area of a power,
count out the distance from the point of origin in
squares just as you do when moving a character or
when determining the range for a ranged attack. The
only difference is that instead of counting from the
center of one square to the center of the next, you count
from intersection to intersection.

You can count diagonally across a square, but every
second diagonal counts as 2 squares of distance. If the
far edge of a square is within the power’s area, anything
within that square is within the power’s area. If the
power’s area touches only the near edge of a square,
however, anything within that square is unaffected by
the power.

Burst, Emanation, or Spread: Most powers that affect
an area function as a burst, an emanation, or a spread.
In each case, you select the power’s point of origin and
measure its effect from that point. A burst power affects
whatever it catches in its area, even including creatures
that you can’t see. It can’t affect creatures with total
cover from its point of origin (in other words, its effects
don’t extend around corners). The default shape for
a burst effect is a sphere, but some burst powers are
specifically described as cone-shaped.

Aburst’s area defines how far from the point of origin
the power’s effect extends.

An emanation power functions like a burst power,




except that the effect continues to radiate from the
point of origin for the duration of the power.

A spread power spreads out like a burst but can turn
corners. You select the point of origin, and the power
spreads out a given distance in all directions. Figure the
area the power effect fills by taking into account any
turns the effect takes.

Cone, Line, or Sphere: Most powers that affect an
area have a particular shape, such as a cone, line, or
sphere. A cone-shaped power shoots away from you in
a quarter-circle in the direction you designate. It starts
from any corner of your square and widens out as it
goes. Most cones are either bursts or emanations (see
above), and thus won’t go around corners.

A line-shaped power shoots away from you in a line
in the direction you designate. It starts from any corner
of your square and extends to the limit of its range or
until it strikes a barrier that blocks line of effect. A line-
shaped power affects all creatures in squares that the
line passes through or touches.

A sphere-shaped power expands from its point of
origin to fill a spherical area. Spheres may be bursts,
emanations, or spreads.

Other: A power can have a unique area, as defined in
its description.

Line of Effect: A line of effect is a straight, unblocked
path that indicates what a power can affect. A solid
barrier cancels a line of effect, but it is not blocked by
fog, darkness, and other factors that limit normal sight.
You must have a clear line of effect to any target that
you manifest a power on or to any space in which you
wish to create an effect. You must have a clear line of
effect to the point of origin of any power you manifest.

A burst, cone, or emanation power affects only an
area, creatures, or objects to which it has line of effect
from its origin (a spherical burst’s center point, a cone-
shaped burst’s starting point, or an emanation’s point of
origin). An otherwise solid barrier with a hole of at least
1 square foot through it does not block a power’s line
of effect. Such an opening means that the 5-foot length
of wall containing the hole is no longer considered a
barrier for the purpose of determining a power’s line
of effect.

DURATION

A power’s Duration line tells you how long the psionic
energy of the power lasts.

Timed Duration: Many durations are measured
in rounds, minutes, hours, or some other increment.
When the time is up, the psionic energy sustaining the
effect fades, and the power ends. If a power’s duration
is variable it is rolled secretly.

Instantaneous: The psionic energy comes and
goes the instant the power is manifested, though the
consequences might be long-lasting.

Permanent: The energy remains as long as the effect
does. This means the power is vulnerable to dispel
psionics.

Concentration: The power lasts as long as you
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concentrate on it. Concentrating to maintain a power
is a standard action that does not provoke attacks
of opportunity. Anything that could break your
concentration when manifesting a power can also
break your concentration while you’re maintaining one,
causing the power to end. You can’t manifest a power
while concentrating on another one. Some powers may
last for a short time after you cease concentrating. In
such a case, the power keeps going for the given length
of time after you stop concentrating, but no longer.
Otherwise, you must concentrate to maintain the power,
but you can’t maintain it for more than a stated duration
in any event. If a target moves out of range, the power
reacts as if your concentration had been broken.

Subject, Effects, and Area: If the power affects
creatures directly the result travels with the subjects
for the power’s duration. If the power creates an effect,
the effect lasts for the duration. The effect might move
or remain still. Such an effect can be destroyed prior
to when its duration ends. If the power affects an area
then the power stays with that area for its duration.
Creatures become subject to the power when they
enter the area and are no longer subject to it when they
leave.

Touch Powers and Holding the Charge: In most
cases, if you don’t discharge a touch power on the round
you manifest it, you can hold the charge (postpone the
discharge of the power) indefinitely. You can make
touch attacks round after round. If you touch anything
with your hand while holding a charge, the power
discharges. If you manifest another power, the touch
power dissipates.

Some touch powers allow you to touch multiple targets
as part of the power. You can’t hold the charge of such
a power; you must touch all the targets of the power in
the same round that you finish manifesting the power.
You can touch one friend (or yourself) as a standard
action or as many as six friends as a full-round action.

Discharged: Occasionally a power lasts for a set
duration or until triggered or discharged.

(D) Dismissable: If the Duration line ends with “(D),”
you can dismiss the power at will. You must be within
range of the power’s effect and must mentally will
the dismissal, which causes the same display as when
you first manifested the power. Dismissing a power
is a standard action that does not provoke attacks of
opportunity. A power that depends on concentration is
dismissible by its very nature, and dismissing it does
not take an action or cause a display, since all you have
to do to end the power is to stop concentrating on your
turn.

SAVING THROW

Usually a harmful power allows a target to make
a saving throw to avoid some or all of the effect. The
Saving Throw line in a power description defines which
type of saving throw the power allows and describes
how saving throws against the power work.

Negates: The power has no effect on a subject that




SPELL RESISTANCE

Under the default psionic-magic transparency
rules, any creature with spell resistance has an equal
amount of power resistance. Any creature with power
resistance has an equal amount of spell resistance.
Any effect which grants, increases, decreases,
removes, or bypasses spell resistance also affects
power resistance identically, and vice-versa.

makes a successful saving throw.

Partial: The power causes an effect on its subject,
such as death. A successful saving throw means that
some lesser effect occurs (such as being dealt damage
rather than being killed).

Half: The power deals damage, and a successful
saving throw halves the damage taken (round down).

None: No saving throw is allowed.

(object): The power can be manifested on objects,
which receive saving throws only if they are psionic or
if they are attended (held, worn, grasped, or the like) by
a creature resisting the power, in which case the object
uses the creature’s saving throw bonus unless its own
bonus is greater. (This notation does not mean that a
power can be manifested only on objects. Some powers
of this sort can be manifested on creatures or objects.)
A psionic item’s saving throw bonuses are each equal to
2 + one-half the item’s manifester level.

(harmless): The power is usually beneficial, not
harmful, but a targeted creature can attempt a saving
throw if it desires.

Saving Throw Difficulty Class: A saving throw
against your power has a DC 10 + the level of the power
+your key ability modifier (Intelligence for a psion, Wis-
dom for a psychic warrior, or Charisma for a wilder). A
power’s level can vary depending on your class. Always
use the power level applicable to your class.

Succeeding on a Saving Throw: A creature that
successfully saves against a power that has no obvious
physical effects feels a hostile force or a tingle, but
cannot deduce the exact nature of the attack. Likewise,
if a creature’s saving throw succeeds against a targeted
power you sense that the power has failed. You do not
sense when creatures succeed on saves against effect
and area powers.

Failing a Saving Throw against Mind-Affecting
Powers: If you fail your save, you are unaware that you
have been affected by a power.

Automatic Failures and Successes: A natural 1 (the
d20 comes up 1) on a saving throw is always a failure,
and the power may deal damage to exposed items (see
Items Surviving after a Saving Throw, below). A natural
20 (the d20 comes up 20) is always a success.

Voluntarily Giving up a Saving Throw: A creature
can voluntarily forego a saving throw and willingly
accept a power’s result. Even a character with a special
resistance to psionics can suppress this quality.

Items Surviving after a Saving Throw: Unless the
descriptive text for the power specifies otherwise, all
items carried or worn by a creature are assumed to
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survive a psionic attack. If a creature rolls a natural 1 on
its saving throw against the effect, however, an exposed
item is harmed (if the attack can harm objects). Refer to
Table: Items Affected by Psionic Attacks.

Determine which four objects carried or worn by
the creature are most likely to be affected and roll
randomly among them. The randomly determined item
must make a saving throw against the attack form or
take whatever damage the attack deals.

Table: Items Affected by Psionic Attacks

Order!' Item

1st Shield

2nd Armor

3rd Psionic or magic helmet, hat, headband, or
psicrown

4th Item in hand (including weapon, dorje, or
the like)

5th Psionic or magic cloak

6th Stowed or sheathed weapon

7th Psionic or magic bracers

8th Psionic or magic clothing

9th Psionic or magic jewelry (including rings)

10th Anything else

! In order of most likely to least likely to be affected.

POWER RESISTANCE

Power resistance is a special defensive ability. If
your power is being resisted by a creature with power
resistance, you must make a manifester level check
(d20 + manifester level) at least equal to the creature’s
power resistance for the power to affect that creature.
The defender’s power resistance functions like an
Armor Class against psionic attacks. Spell resistance
is equivalent to power resistance unless the Psionics Is
Different option is in use. Include any adjustments to
your manifester level on this manifester level check.

The Power Resistance line and the descriptive text of
a power description tell you whether power resistance
protects creatures from the power. In many cases,
power resistance applies only when a resistant creature
is targeted by the power, not when a resistant creature
encounters a power that is already in place.

The terms “object” and “harmless” mean the same
thing for power resistance as they do for saving throws.
A creature with power resistance must voluntarily
lower the resistance (a standard action) to be affected
by a power noted as harm less. In such a case, you do
not need to make the manifester level check described
above.

POWER POINTS

All powers have a Power Points line, indicating the
power’s cost.

The psionic character class tables show how many




power points a character has access to each day,
depending on level.

A power’s cost is determined by its level, as shown
below. Every power’s cost is noted in its description for
ease of reference.

Table: Power Points by Power Level

Power 1 2 3 4 5 6 7 8 9
Level

Power 1 3 5 7 9 11 13 15 17
Point Cost

Some powers allow you to spend more than their
base cost to achieve an improved effect, or augment the
power. The maximum number of points you can spend
on a power (for any reason) is equal to your manifester
level.

DESCRIPTIVE TEXT

This portion of a power description details what the
power does and how it works. If one of the previous lines
in the description included “see text,” this is where the
explanation is found. If the power you’re reading about
is based on another power you might have to refer to a
different power for the “see text” information.

Augment: Many powers have variable effects based
on the number of power points you spend when you
manifestthem. Themore pointsspent, the more powerful
the manifestation. How this extra expenditure affects
a power is specific to the power. Some augmentations
allow you to increase the number of damage dice, while
others extend a power’s duration or modify a power
in unique ways. Each power that can be augmented
includes an entry giving how many power points it
costs to augment and the effects of doing so. However,
you can spend only a total number of points on a power
equal to your manifester level.

Augmenting a power takes place as part of another

DAamMAaGE REDUCTION AND POWERS

Just like spells, psionic powers and psi-like abilities
are not subject to damage reduction.

However, official rulings have been made that spells
that deal a type of physical damage (bludgeoning,
piercing, and slashing) are subject to damage
reduction for the damage dealt of a physical type.

It is important for game balance reasons that in
either situation, that the rule be applied uniformly:
either spells and powers that deal damage of a
physical type are affected by damage reduction, or
spells and powers that deal damage of a physical type
are not affected by damage reduction. It should not
be applied to one and not the other.

Powers affected by this ruling include crystal shard,
hail of crystals, and swarm of crystals.

Spells affected by this ruling include ice storm and
storm of vengeance.
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action (manifesting a power). Unless otherwise noted in
the Augment section of an individual power description,
you can augment a power only at the time you manifest
it.

POWERS AND POWER POINTS

Psionic characters manifest powers, which involve
the direct manipulation of personal mental energy.
These manipulations require natural talent and
personal meditation. A psionic character’s level limits
the number of power points available to manifest
powers. A psionic character’s key ability score might
allow him to gain extra power points. He can manifest
the same power more than once, but each manifestation
subtracts power points from his daily limit. Manifesting
a power is an arduous mental task. To do so, a psionic
character must have a key ability score of at least 10 +
the power’s level.

To regain used daily power points, a psionic
character must have a clear mind. To clear his mind,
he must first sleep for 8 hours. The character does not
have to slumber for every minute of the time, but he
must refrain from movement, combat, manifesting
powers, skill use, conversation, or any other demanding
physical or mental task during the rest period. If his rest
is interrupted, each interruption adds 1 hour to the total
amount of time he has to rest to clear his mind, and he
must have at least 1 hour of rest immediately prior to
regaining lost power points. If the character does not
need to sleep for some reason, he still must have 8 hours
of restful calm before regaining power points.

If a psionic character has manifested powers recently,
the drain on his resources reduces his capacity to regain
power points. When he regains power points for the
coming day, all power points he has used within the last
8 hours count against his daily limit.

Peaceful Environment: To regain power points, a
psionic character must have enough peace, quiet, and
comfort to allow for proper concentration. The psionic
character’s surroundings need not be luxurious, but
they must be free from overt distractions, such as
combat raging nearby or other loud noises. Exposure
to inclement weather prevents the necessary
concentration, as does any injury or failed saving
throw the character might incur while concentrating
on regaining power points.

Once the character has rested in a suitable
environment, it takes only an act of concentration
spanning 1 full round to regain all power points of the
psionic character’s daily limit.

Death and Power Points: If a character dies, all daily
power points stored in his mind are wiped away. A
potent effect (such as reality revision) can recover the
lost power points when it recovers the character.

Energy Powers: Many psionic powers deal damage
of a certain type of energy, with cold, electricity, fire,
and sonic being the most common. For powers that
have the choice of cold, electricity, fire, and sonic, the
manifester must choose after he regains his psionic




power points for the day which of these four energy
types is his active energy. The manifester may choose
to change which energy is his active energy by gaining
psionic focus. If he is currently maintaining psionic
focus, he may expend it as a free action and then gain
psionic focus normally to choose a new energy type.
The manifester need not maintain psionic focus to have
an active energy type. Wilders may change their active
energy type when performing a wild surge. Kineticists
are exempt from this restriction and may freely choose
the energy type at the time the power is manifest, so
long as it is within the choices allowed by the power. He
could not, for example, choose fire as his energy type
when manifesting concussion blast, as the power does
not allow a choice in energy types.

ADDING POWERS

Psionic characters can learn new powers when
they attain a new level. A psion can learn any power
from the psion/wilder list and powers from his chosen
discipline’s list. A wilder can learn any power from the
psion/wilder list. A psychic warrior can learn any power
from the psychic warrior list.

Psions and other psionic characters perform a certain
amount of personal meditation between adventures in
an attempt to unlock latent mental abilities. Each time
a psionic character attains a new level, he or she learns
additional powers according to his class description.
Psions, psychic warriors, and wilders learn new powers
of their choice in this fashion. These powers represent
abilities unlocked from latency. The powers must be of
levels the characters can manifest.

Independent Research: A psion also can research a
power independently, duplicating an existing power or
creating an entirely new one. If characters are allowed
to develop new powers, use these guidelines to handle
the situation.

Any kind of manifester can create a new power.
The research involved requires access to a retreat
conducive to uninterrupted meditation. Research
involves an expenditure of 1,000 gp per week and takes
one week per level of the power. At the end of that time,
the character makes a Spellcraft check (DC 10 + spell
level). If that check succeeds, the character learns the
new power if her research produced a viable power.
If the check fails, the character must go through the
research process again if she wants to keep trying.
Powers learned through independent research still
count against the manifester’s powers known.

MANIFEST AN UNKNOWN POWER FROM
ANOTHER’S POWERS KNOWN

A psionic character can attempt to manifest a power
from a source other than his own knowledge (usually
another willing psionic character). To do so, the char-
acter must first make contact (a process similar to ad-
dressing a power stone, requiring a Spellcraft check
against a DC of 20). A psionic character can make con-
tact with only a willing psionic character or creature
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(unconscious creatures are considered willing, but not
psionic characters under the effects of other immobiliz-
ing conditions). Characters that can’t use power stones
for any reason are also banned from attempting to
manifest powers from the knowledge of other psionic
characters. Mental contact requires 1 full round of
physical contact, which can provoke attacks of oppor-
tunity. Once contact is achieved, the character becomes
aware of all the powers the other character knows up to
the highest level of power the contactor knows himself.

Next, the psionic character must choose one of the
powers and make a second Spellcraft check (DC 15 + the
power’s level) to see if he understands it. If the power is
not on his class list, he automatically fails this check.

Upon successfully making contact with another
willing psionic character or creature and learning what
he can of one power in particular, the character can
immediately attempt to manifest that power even if
he doesn’t know it (and assuming he has power points
left for the day). He can attempt to manifest the power
normally on his next turn, and he succeeds if he makes
one additional Spellcraft check (DC 15 + the power’s
level). He retains the ability to manifest the selected
power for only 1 round. If he doesn’t manifest the power,
fails the Spellcraft check, or manifests a different power,
he loses his chance to manifest that power, although he
does not spend any power points unless he successfully
manifests a power.

Whether this process results in a successful
manifestation of a power or not, the entire process must
be performed every time a character wants to manifest
a power from another’s powers known.

USING STORED POWER POINTS

A variety of psionic items exist to store power points
for later use, in particular a storage device called a
cognizance crystal. Regardless of what sort of item
stores the power points, all psionic characters must
follow strict rules when tapping stored power points.

When using power points from a storage item to
manifest a power, a psionic character may not pay the
power’s cost with power points from more than one
source. He must either use an item, his own power point
reserve, or some other discrete power point source to
pay the manifestation cost.

Most power point storage devices allow psionic
characters to “recharge” the item with their own power
points. Doing this depletes the character’s power point
reserve on a 1-for-1 basis as if he had manifested a
power; however, those power points remain indefinitely
stored. The opposite is not true—psionic characters
may not use power points stored in a storage item to
replenish their own power point reserves.

SPECIAL ABILITIES

Psionic creatures can create psionic effects without
having levels in a psionic class (although they can take
a psionic class to further enhance their abilities); such




creatures have the psionic subtype.

Characters using dorjes, cognizance crystals, and
other psionic items can also create psionic effects. In
addition to existing spell-like and supernatural abilities,
creatures can also have psi-like abilities. (Psionic
creatures may also have extraordinary and natural
abilities.)

The manifestation of powers by a psionic character is
considered a psi-like ability, as is the manifestation of
powers by creatures without a psionic class (creatures
with the psionic subtype, also simply called psionic
creatures). Usually, a psionic creature’s psi-like ability
works just like the power of that name. A few psi-like
abilities are unique; these are explained in the text
where they are described.

Psi-like abilities have no verbal, somatic, or material
components, nor do they require a focus. The user
activates them mentally. Armor never affects a psi-like
ability’s use. A psi-like ability has a manifesting time of
1 standard action unless noted otherwise in the ability
description. In all other ways, a psi-like ability functions
just like a power. However, a psionic creature does not
have to pay a psi-like ability’s power point cost.

Psi-like abilities are subject to power resistance and to
being dispelled by dispel psionics. They do not function
in areas where psionics is suppressed or negated.

Some creatures have psionic abilities that are
considered supernatural. Psionic feats are also
supernatural abilities. These abilities cannot be
disrupted in combat, as powers can be, and do not
provoke attacks of opportunity (except as noted in their
descriptions). Supernatural abilities are not subject to
power resistance and cannot be negated or dispelled;
however, they do not function in areas where psionics
is suppressed.

Variant: Psionics As Different

In some games, you might prefer that psionics and
magic interact as if completely different. While there
is nothing stopping you from doing this, by default,
psionics and magic interact as if they are the same.
Implementing psionics and magic as different can
introduce a variety of balance issues, as the psionic
system was designed to interact with magic as outlined
above.

However, should you choose to implement this
variant, the following changes occur to the mechanics
of psionics.

Creatures with power resistance are affected by
spells normally, and creatures with spell resistance
are affected by powers normally; they are offered no
protection from their resistance to the other type of
energy.

Dispel psionics does not dispel magical effects, and
dispel magic does not dispel psionic effects.

Detect psionics does not detect the presence of
magic, and detect magic does not detect the presence
of psionics.

Creatures that gain a bonus to saving throws against
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powers do not gain the same bonus against spells, and
creatures that gain a bonus to saving throws against
spells do not gain the same bonus against powers.

Should these changes prove more than you wish to
implement, you could instead use diminished effects.
For example, dispel psionics might have a 50% chance
to work against magic, and vice versa for dispel magic
to affect powers, while creatures with power resistance
might be treated as having spell resistance equal to half
their power resistance.

Additionally, in this type of variant game, the Spellcraft
skill for manifesters is renamed to Psicraft, and skill
points in one skill do not give any training in the other.
Similarly, the Use Magic Device skill for psionic items is
instead Use Psionic Device, and skill points in one skill
do not give any training in the other.

PSIONIC CAMPAIGNS

The day the godminds appeared forever changed the
balance of power in the world. Suddenly, power was not
derived through complex rituals, worship of a greater
being, or physical prowess, but instead through sheer
force of will. This was the day psionics was born.

If you as a game master have never used psionics,
introducing them may seem daunting or give pause.
Presented below are ideas, helpful points, and new
rules to help you incorporate psionics into your new or
existing campaign.

Adding Psionics To Your Game

If working in an existing campaign, applying
revisionist history might offer the easiest solution to
incorporate psionics. In this situation, psionics has
always existed in the world, the players were simply
ignorant of it. Psionic talent might only exist in far-off
parts of the world, or it might be hidden away due to
a history of persecution that the commoner has nearly
forgotten, or it might be that psionic creatures, items,
or people were assumed to be magical, and no one ever
corrected the assumption.

It could even be that creatures or people the players
have encountered had ties to psionics all along. That
band of goblins the party fought against may have been
part of a tribe led by a blue who now seeks vengeance
for his kin. An ousted, corrupt politician may have
been under the control of a thrallherd (see Chapter Six:
Prestige Classes), a thrallherd who was secretly working
to set himself up as ruler. These previously unknown
ties allow the introduction of psionics into an ongoing
game without requiring breaking the immersion of the
world.

The First Psionic Beings

Perhaps the reason that no one has heard about
psionics is because it is just now being discovered. This
might be true for your world for a variety of reasons,
some of which are presented below.
o If your world has widespread use of magic, the




development of the mental arts might still be in its
infancy. The standard path to tap into powerful
energy is that of the arcane and the divine, with the
path of psionics still unexplored.

There may have been an event in the past where
those with psionics were wiped out by beings with
immense power and those being placed a block on
psionic energy that has only just begun to fade,
allowing the emergence of psionic creatures.
Arecenteventhassuchwidespreadrepercussions

that it changes the very fabric of existence, and

the latent psionic abilities in creatures begin to
manifest. This event might be one facilitated by

the characters themselves, or it may have been

in the recent past, or it may happen during the
game without character involvement, such

as the appearance of godminds mentioned
earlier.

These first psionic characters have to not only
discover and explore their own abilities, but do

so in a world where tutors, experts, and lore

on the subject is

likely not available.

They must exist in a

world where psionic

items and creatures

will be rare, or perhaps

they discover a hidden cache

of psionic lore, locked away before

the Great Purge or phased into reality

when the godminds appeared.

Psionic Encounters

Allowing players to choose psionic char-
acters does not mandate you must include
psionics into your adventures, either directly
through the use of psionic monsters, or indi-
rectly by having some hidden psionic agenda putting
things in motion. Psionics fits into any adventure or
campaign just as easily as magic.

However, by including psionic creatures, enemies,
allies, or events into your game, it can help improve the
realism of psionics. By replacing a spellcaster with a
psion, or a fighter with a soulknife, or a barbarian with
a raging wilder, psionics can feel more like a true part
of the world. And if you have players unfamiliar with
psionics, it introduces a level of mystery that they may
not feel if they encounter a wizard, cleric, or rogue.

The High Psionics Campaign

In a high psionics campaign, psionics does not merely
exist, as it might in a standard game that includes psion-
ics, it flourishes. Psionics is common, and powerful
manifesters are real threats to the world at large.

A world of high psionics is more likely to have NPCs
with manifesting ability, or psionic items available for
purchase in the bazaar, or psionic monsters accosting
travelers.

A high psionics game is more likely to use soulknives
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instead of paladins, wilders instead of sorcerers, and

psions instead of wizards. Even if you do not want

to make your game exclusively psionic in nature,

increasing the number of NPCs with levels in psionic

classes, or enemies with psionic ability, can create a
high psionics world.

Psionic Maladies
Just as those with psionic ability are able
to perform amazing feats and revel in
the power of the mind, so too do they
find themselves susceptible to unique
afflictions.  Presented below are
some of these maladies.

Ability Burn: This is a
special form of ability damage
that cannot be magically or
psionically healed. It is caused
by the use of certain psionic
feats and powers. It returns

only through natural healing.

Disease, Cascade Flu:
Spread by brain moles
and other vermin; injury;
Fortitude DC 13; Onset
one day; damage psionic
cascade.
A psionic cascade is
a loss of control over
psionic abilities. Us-
ing power points be-
comes dangerous for
a character infected
by cascade flu, once
the incubation period
has run its course. Every
time an afflicted charac-
ter manifests a power, she
must make a DC 16 concen-
tration check. On a failed
check, a psionic cascade is
triggered. The power oper-
ates normally, but during
the following round, with-
out the character’s volition,
two additional powers she
knows manifest randomly,
and their power cost is deducted from the character’s
reserve. During the next round, three additional pow-
ers manifest, and so on, until all the psionic character’s
power points are drained, although the character may
attempt an additional DC 16 concentration check every
affected round to negate that round’s effect. Powers with
a range of personal or touch always affect the diseased
character. For other powers that affect targets, roll d%:
On a 01-50 result, the power affects the diseased char-
acter, and 51-00 indicates that the power targets other
creatures in the vicinity. Psionic creatures (those that
manifest their powers without paying points) cascade




until all the powers they know have manifested at least
twice.

As with any disease, a psionic character who is
injured or attacked by a creature carrying a disease
or parasite, or who otherwise has contact with
contaminated material, must make an immediate
Fortitude save. On a success, the disease fails to gain a
foothold. On a failure, the character takes damage (or
incurs the specified effect) after the incubation period.
Once per day afterward, the afflicted character must
make a successful Fortitude save to avoid repeating the
damage. Two successful saving throws in a row indicate
she has fought off the disease.

Disease, Cerebral Parasites: Spread by contact with
infected psionic creatures; contact; Fortitude DC 15;
Onset 1d4 days; damage 1d8 power points.

Cerebral parasites are tiny organisms, undetectable
to normal sight. An afflicted character may not even
know he carries the parasites—until he discovers he has
fewer power points for the day than expected. Psionic
creatures with cerebral parasites are limited to using
each of their known powers only once per day (instead
of freely manifesting them). See the note about diseases
under Cascade Flu, above.

Negative Levels: Psionic characters can gain negative
levels just like members of other character classes.
They suffer the same penalties. They suffer no loss in
power points, do not lose access to powers to manifest,
and may still spend their normal manifester level limit
manifesting a power.

Psionics and Crystals

In many parts of this book, references are made to
using crystals for psionic purposes. This is done mostly
for a stylistic element that ties crystals to mental energy,
but it is in no way a rule you must use in your games.
Crystals are simply the type of item given in this book,
you can use any type of item or concept that fits into the
setting of your campaign.
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For example, take the psicrystal, a small piece of
crystalline rock that talks, crawls, and even manifests
powers. Instead of being a piece of crystal, this could be
matter drawn from the Ethereal Plane and given form
by the subscionscious mind of its owner, taking a form
not unlike a homunculus, or resembling a miniature
replica of its owner, or even an animated doll.

Similarly, cognizance crystals could instead be
created from a special type of liquid that is contained
within a mineral which, when processed with special
metals and shaped into a disc is able to hold a reservoir
of psionic energy.

These are just a tiny sliver of the ways in which you
can implement the material side of psionics to fit your
game world. Crystals are the option used within this
book, they certainly are not the only choice.

Psionic Creatures

Any creature with psionic powers has the psionic
subtype. A psionic creature can be born with the
subtype or can gain the subtype during its life.

A creature meeting any of the following critera has
the psionic subtype:
Creatures with a power point reserve, including
characters who have levels in a chracater class that
grants a power point reserve or creatures who have
the Wild Talent feat.
Creatures with psi-like abilities, including characters
who have racial psi-like abilities.
Creatures that have spell-like abilities described as
“psionics.”
Traits: Other than the fact that all psionic creatures
have psionic powers, power points, or psi-like abilities,
psionic creatures have no specific traits. The psionic
subtype serves to identify creatures that may be
vulnerable to powers, spells, and effects targeting
psionic creatures.
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This chapter contains the power lists of the psionic
classes. An # appearing at the end of a power’s name in
the power lists denotes an augmentable power.

The remainder of the chapter contains power
descriptions in alphabetical order by power name.

Power Chains: Some powers reference other powers
that they are based upon. Only information in a power
later in the power chain that is different from the base
power is covered in the power being described. Header
entries and other information that are the same as the
base power are not repeated.

Order of Presentation: In the power lists and the
power descriptions that follow them, the powers are
presented in alphabetical order by name—except
for those belonging to certain power chains. When a
power’s name begins with “lesser,” “greater,” “mass,”
or a similar kind of qualifier, the power description
is alphabetized under the second word of the power
description instead.

Manifester Level: A power’s effect often depends on
the manifester level, which is the manifester’s psionic
class level. A creature with no classes has a manifester
level equal to its Hit Dice unless otherwise specified.
The word “level” in the power lists always refers to
manifester level.

Creatures and Characters: “Creatures” and
“characters” are used synonymously in the power
descriptions.

Augment: Many powers vary in strength depending
on how many power points you put into them. The
more power points you spend, the more powerful the
manifestation. However, you can spend only a total
number of points on a power equal to your manifester
level, unless you have an ability that increases your
effective manifester level.

Many powers can be augmented in more than one
way. When the Augment section contains numbered
paragraphs, you need to spend power points separately
for each of the numbered options. When a paragraph
in the Augment section begins with “In addition,” you
gain the indicated benefit according to how many
power points you have already decided to spend on
manifesting the power.

PsioN/WNILDER PONWERS

1ST-LEVEL PSION/WILDER POWERS

Astral Traveler: Enable yourself or another to join an
astral caravan-enabled trip.

Attraction?: Subject has an attraction you specify.

Bolt?: You create a few enhanced short-lived bolts,
arrows, or bullets.

CuapTirR 5 - PONIRS

Broker: You gain a +2 insight bonus to your next
Diplomacy check.

Call to Mind*: Gain additional Knowledge check with
+4 competence bonus.

Catfall®: Instantly save yourself from a fall.

Conceal Thoughts: You conceal your motives.

Control Flames*: Take control of nearby open flame.

Control Light: Adjust ambient light levels.

Create Sound”: Create the sound you desire.

Crystal ShardA: Ranged touch attack for 1d6 points of
piercing damage.

Deceleration?: Target’s speed is halved.

Déja Vu: Your target repeats his last action.

Demoralize”: Enemies become shaken.

Detect Psionics®: You detect the presence of psionics.

Disable?: Subjects incorrectly believe they are
disabled.

Dissipating Touch: Your touch deals 1d6 damage.

Distract: Target gets —4 bonus on Perception and Sense
Motive checks.

Ectoplasmic SheenA: Makes 10-ft. square or one object
slippery.

Ecto Protection?: An astral construct gains bonus
against dismiss ectoplasm.

Empathy*: You know the subject’s surface emotions.

Empty Mind”: You gain +2 on Will saves until your
next action.

Energy RayA: Deal 1d6 energy (cold, electricity, fire, or
sonic) damage.

Entangling EctoplasmA: You entangle a foe in sticky
goo.

Far Hand”: Move small objects at a limited distance.

FloatA: You buoy yourself in water or other liquid.

Force Screen?: Invisible disc provides +4 shield bonus
to AC.

Fortify*: You gain a +2 resistance bonus on saves.

Hammer*: Melee touch attack deals 1d8/round.

Inertial Armor”: Tangible field of force provides you
with +4 armor bonus to AC.

Know Direction and Location”: You discover where
you are and what direction you face.

Matter Agitation: You heat a creature or object.

Mind ThrustA: Deal 1d10 damage.

Missive?: Send a one-way telepathic message to
subject.

My LightA: Your eyes emit 40-ft. cone of light.

Precognition, DefensiveA: Gain +1 insight bonus to AC
and saving throws.

Precognition, Offensive?: Gain +1 insight bonus on
your attack rolls.

Prescience, Offensive®: Gain +2 insight bonus on your
damage rolls.




Sense LinkA: You sense what the subject senses (single
sense).

SkateA: Subject slides skillfully along the ground.

Synesthete: You receive one kind of sense when
another sense is stimulated.

Telempathic Projection?: Alter the subject’s mood.

Telepathic Lash#: Humanoid creature of 4 HD or less
loses next action.

Vigor?: Gain 5 temporary hit points.

2ND-LEVEL PSION/WILDER POWERS

Bestow Power”: Subject receives 2 power points.
Biofeedback?: Gain damage reduction 2/-.
Body Equilibrium: You can walk on non-solid
surfaces.
Breach: Opens locked or psionically sealed door.
Cleanse Body: Cure 1d4 points of temporary ability
damage and remove fatigue.
Cloud Mind*: You erase knowledge of your
presence from target’s mind.
Concealing Amorpha?: Quasi-real
membrane grants you concealment.
Concussion Blast?: Deal 1d6 force
damage to target.
Control Sound: Create
very specific sounds.
Converse: You can
communicate with
intelligent creatures.
Defy Gravity: You move
up and down via mental
support.
Detect Hostile Intent: You can
detect hostile creatures within 30
ft. of you.
Ego Whip*: Deal 1d4 Cha
damage and daze for 1 round.
Elfsight: Gain low-light vision,
+2 bonus on vision-based
Perception checks.
Energy Adaptation,
Specified”: Gain resistance
10 against one energy type.
Energy PushA: Deal 2d6
damage and knock subject
back.
Energy Stun®: Deal 1d6
damage and stun target if
it fails both saves.
Feat Leech?: Borrow
another’s psionic or
metapsionic feats.
Id InsinuationA: Swift tendrils of thought disrupt and
confuse your target.
Inflict Pain”: Telepathic stab gives your foe -4 on
attack rolls, or -2 if he makes the save.
Mental Disruption®: Daze creatures within 10 feet for
1 round.
Metamorphosis, Minor#: You can change your
physical form to a minor degree.
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Missive, Mass”: You send a one-way telepathic
message to an area.

Natural LinguistA: Communicate even if you do not
understand a language.

Psionic Lock: Secure a door, chest, or portal.

Recall Agony*: Foe takes 2d6 damage.

Sense Link, Forced: Sense what subject senses.

Share Pain: Willing subject takes some of your
damage.

Sustenance: Go without food and water for one day.

Swarm of Crystals?: Crystal shards are sprayed forth
doing 3d4 slashing damage.

Thought ShieldA: Gain PR 13 against mind-affecting
powers.

3RD-LEVEL PSION/WILDER POWERS
Body Adjustment®: You heal 1d12 damage.
Body Purification?: You restore 2 points of ability
damage.
Danger Sense: You gain +4 bonus against traps.
Dismiss Ectoplasm: Dissipates ectoplasmic
targets and effects.
Dispel Psionics®: Cancels psionic powers
and effects.
Energy BoltA: Deal 5d6 energy damage in
120-ft. line.
Energy BurstA: Deal 5d6 energy damage in
40-ft. burst.
Energy RetortA: Ectoburst of energy
automatically targets your attacker for 4d6
damage once each round.
Energy Wall: Create wall of your active energy
type.
Eradicate Invisibility*: Negate invisibility in 50-ft.
burst.
Heightened Vision: See 60 ft. in total darkness.
Mental Barrier”: Gain +4 deflection bonus to
AC until your next action.
Mind Trap?: Drain 1d6 power points from
anyone who attacks you with a telepathy
power.
Psionic Blast: Stun creatures in 30-
ft. cone for 1 round.
Share Pain, Forced?:
Unwilling subject takes some
of your damage.
Sharpened Edge:
Doubles normal
weapon’s threat range.
Solicit PsicrystalA: Your
psicrystal takes over
your concentration power.
Telekinetic ForceA: Move or hurl an object with the
force of your mind.
Time HopA: Subject hops forward in time 1 round/
level.
Touchsight?: Your telekinetic field tells you where
everything is.
Ubiquitous Vision: You have all-around vision.




ATH-LEVEL PSION/WILDER POWERS

Augured Answer: Provides useful advice for specific
proposed action.

Aura Sight?: Reveals creatures, objects, powers, or
spells of selected alignment axis.

Correspond®: Hold mental conversation with another
creature at any distance.

Death Urge?: Implant a self-destructive compulsion.

Detect Remote Viewing: You know when others spy
on you remotely.

Empathic Feedback?: When you are hit in melee, your
attacker takes damage.

Energy Adaptation®: Your body converts energy to
harmless light.

Fold Space?: Teleports you short distance.

Intellect Fortress”: Those inside fortress take only
half damage from all powers and psi-like abilities
until your next action.

MindwipeA: Subject’s recent experiences wiped away,
bestowing negative levels.

Personality Parasite: Subject’s mind calves self-
antagonistic splinter personality for 1 round/level.

Power Leech: Drain 1d6 power points/round while
you maintain concentration; you gain 1/round.

Psychic Reformation®: Subject can choose skills, feats,
and powers anew for previous levels.

Slip the Bonds: You cannot be held or otherwise
rendered immobile.

Telekinetic Maneuver?: Telekinetically bull rush,
disarm, grapple, or trip your target.

Trace Psychoport?: Learn destination of subject’s
teleport or psychoport.

Wall of Ectoplasm: You create a protective barrier.

5TH-LEVEL PSION/WILDER POWERS

Adapt Body: Your body automatically adapts to hostile
environments.

Catapsi“: Psychic static inhibits power manifestation.

Ectoplasmic Creation, Major: As ectoplasmic creation,
plus stone and metal.

Ectoplasmic Shambler: Fog-like predator deals 1
point of damage/two levels each round to an area.

Incarnate: Make some powers permanent.

Leech FieldA: Leech power points each time you make
a saving throw.

Pierce the Veils: See all things as they really are.

Planar Travel: Travel to other planes.

Power Resistance: Grant PR equal to 12 + level.

Psychic Crush?: Brutally crush subject’s mental
essence, reducing subject to -1 hit points.

Shatter Mind Blank?: Cancels target’s mind blank
effect.

Tower of Iron Will*: Grant PR 19 against mind-
affecting powers to all creatures within 10 ft. until
your next turn.

6TH-LEVEL PSION/WILDER POWERS

Aura Alteration: Repairs psyche or makes subject
seem to be something it is not.
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Breath of the Black Dragon: Breathe acid for 11d6
damage.

Co-opt Concentration: Take control of foe’s
concentration power.

DisintegrationA: Turn one creature or object to dust.

Fuse Flesh”: Fuse subject’s flesh, creating a helpless
mass.

Remote View Trap: Deal 8d6 points electricity damage
to those who seek to view you at a distance.

Retrieve?: Teleport to your hand an item you can see.

Suspend Life: Put yourself in a state akin to suspended
animation.

Sustained Flight: You fly at a speed of 40 ft. and can
hustle over long distances.

Temporal Acceleration?: Your time frame accelerates
for 1 round.

Trigger Power: Sets trigger condition for another
power.

7TH-LEVEL PSION/WILDER POWERS

Barred Mind, Personal®: You are immune to scrying
and remote viewing and gain a bonus to mental
effects.

Bend Reality: Alters reality within power limits.

Cosmic Awareness”: You gain insight bonus on single
attack roll, check, or save.

Decerebrate: Remove portion of subject’s brain stem.

Divert Teleport: Choose destination for another’s
teleport.

Energy Conversion: Offensively channel energy
you’ve absorbed.

Energy Wave?: Deal 13d6 damage of your active
energy type in 120-ft. cone.

Ensconce: Subject invisible to sight and remote
viewing; renders subject comatose.

Ethereal Passage: Invisible passage through wood or
stone.

Evade BurstA: You take no damage from a burst on a
successful Reflex save.

Oak Body*: Your body becomes as hard as oak.

Psychosis?: Subject is permanently confused.

UltrablastA: Deal 13d6 damage in 15-ft. radius.

8TH-LEVEL PSION/WILDER POWERS

Barred Mind: Subject immune to scrying and remote
viewing and gains bonus to mental effects.

Body of Iron: Your body becomes living iron.

Matter Manipulation: Increase or decrease an object’s
base hardness by 5.

Psychoport, Greater: As psychoport, but no range
limit and no off-target arrival.

Recall Death: Subject dies or takes 5d6 damage.

Shadow Body: You become a living shadow (not the
creature).

True Metabolism: You regenerate 10 hit points/round.

9TH-LEVEL PSION/WILDER POWERS
Affinity Field: Effects that affect you also affect others.
Apopsi: You delete target’s psionic powers.




Assimilate: Incorporate creature into your own body.

Ethereal Form, Greater: Become ethereal for 1 min./
level.

Microcosm?A: Creature or creature lives forevermore
in world of his own imagination.

Reality Revision: As bend reality, but fewer limits.

Timeless Body: Ignore all harmful, and helpful, effects
for 1 round.

Unravel Psionics: Completely unravel psionic effects
and suppress psionic items in the area.

PSION DISCIPLINL
PONIERS

EGOIST (PSYCHOMETABOLISM)
DISCIPLINE POWERS

1 Metamorphosis, Minor?: Change your physical form
to a minor degree.
Natural Healing?: Heal 3 hit points of damage.
Thicken SkinA: Gain +1 enhancement bonus to your
AC for 10 min./level.

2 Animal Affinity4: Gain +4 enhancement to one
ability.
Chameleon®: Gain +10 enhancement bonus on Hide
checks.
Empathic Transfer®: Transfer another’s wounds to
yourself.

3 Ectoplasmic Form: You gain benefits of being
insubstantial and can fly slowly.
Hustle: Instantly gain a move action.
MetamorphosisA: Change your physical form.

4 Psychic Drain: Touch attack drains 2 power points/
level from foe.

5 Psionic Revivify“. Return the dead to life before the
psyche leaves the corpse.
Psychofeedback: Boost Strength, Dexterity, or
Constitution at the expense of one or more other
scores.
Restore Extremity: Return a lost digit, limb, or
other appendage to subject.

6 Cleanse Spirit: Restores level and ability score
drains.
Metamorphosis, Greater”: Radically change your
physical form.

7 Fission: You briefly duplicate yourself.

8 Fusion: You combine your abilities and form with
another.

9 Metamorphosis, True: Gain incredible versatility in
shapeshifting.

KINETICIST (PSYCHOKINESIS)
DISCIPLINE POWERS

1 Control Object”: Telekinetically animate a small
object.

2 Control Air#: You have control over wind speed and
direction
Energy Missile?: Deal 3d6 energy damage to up to
five subjects.
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3 Energy ConeA: Deal 5d6 energy damage in 60-ft.
cone.

4 Control BodyA: Take rudimentary control of your
foe’s limbs.
Energy Ball®: Deal 7d6 energy damage in 20-ft.
radius.
Inertial Barrier: Gain DR 5/-.

5 Energy Current”: Deal 9d6 damage to up to two foes
as long as you concentrate.
Fiery Discorporation?: Cheat death by
discorporating into nearby fire for one day.

6 Dispelling Buffer: Subject is buffered from one
dispel psionics effect.
Null Psionics Field: Create a field where psionic
power does not function.

7 Reddopsi: Powers targeting you rebound on
manifester.

8 Psychokinetic Sphere: Mobile force globe
encapsulates creature and moves it.

9 Tornado Blast?: Vortex of air subjects your foes to
17d6 damage and moves them.

NOMAD (PSYCHOPORTATION)

DISCIPLINE POWERS

1 Burst”: Gain +10 ft. to speed this round.
Detect Teleportation®: Know when teleportation
powers are used in close range.

2 Dimension Swap”: You and ally or two allies switch
positions.

3 Astral Caravan®: You lead astral traveler-enabled
group to a planar destination.

4 Expulsion: Forces a creature to return to its native
plane.
Flight: You fly at a speed of 60 ft.
Wrench: Bars extra-dimensional movement.

5 Baleful Teleport?: Destructive teleport deals 9d6
damage.
Psychoport?: Instantly transports you as far as 100
miles/level.
Psychoport Trigger: Predetermined event triggers
psychoport.

6 Banish: Banishes extraplanar creatures.

7 Dream Travel”: Travel to other places through
dreams.
Ethereal Form: Become ethereal for 1 round/level.

8 Time Hop, Mass*: Willing subjects hop forward in
time.

9 Psychoportation Circle: Circle teleports any
creatures inside to designated spot.
Time Regression: Relive the last round.

SEER (CLAIRSENTIENCE) DISCIPLINE
POWERS

1 Destiny Dissonance: Your dissonant touch sickens a
foe.
Precognition: Gain +2 insight bonus to one roll.

2 Clairvoyant Sense: See and hear a distant location.
Object Reading”: Learn details about an object’s
previous owner.




Sensitivity to Psychic Impressions: You can find
out about an area’s past.

3 Escape Detection: You become difficult to detect
with clairsentience powers.
Fate Link: You link the fates of two targets.

4 Anchored Navigation®: Establish a mishap-free
teleport beacon.
Remote Viewing?: See, hear, and potentially interact
with subjects at a distance.

5 Clairtangent Hand”: Emulate far hand at a distance.
Second Chance”: Gain a reroll.

6 Precognition, Greater: Gain +4 insight bonus to one
roll.

7 Fate of One: Reroll any roll you just failed.

8 Hypercognition: You can deduce almost anything.

9 Metafaculty: You learn details about any one
creature.

SHAPER (METACREATIVITY) DISCIPLINE
POWERS

1 Astral Construct”: Creates astral construct to fight
for you.

Ectoplasmic Creation: Creates one cloth or wood
object.

2 Reconstruction: Repairs construct of 3d8 hit points
+1 hp/level.

3 Concealing Amorpha, Greater: Quasi-real
membrane grants you total concealment.
Ectoplasmic Cocoon?: You encapsulate a foe so it
can’t move.

4 Modify Matter: Transforms raw goods to finished
items.

Quintessence: You collapse a bit of time into a
physical substance.

5 Hail of Crystals#: A crystal explodes in an area,
dealing 9d4 slashing damage.

6 Crystallize: Turn subject permanently to crystal.
Modify Matter, Greater: Transforms a lot of raw
goods to finished items.

7 Ectoplasmic Cocoon, MassA: You encapsulate all
foes in a 20-ft. radius.

8 Astral Seed: You plant the seed of your rebirth from
the Astral Plane.

9 Genesis: You instigate a new demiplane on the
Astral Plane.

True Creation: As major ectoplasmic creation,
except items are completely real.

TELEPATH (TELEPATHY) DISCIPLINE
POWERS

1 Empathic Connection®: Makes one person your
friend.
MindlinkA: You forge a limited mental bond with
another creature.

2 AversionA: Subject has aversion you specify.
Brain Lock?: Subject cannot move or take any
mental actions.
Compelling Voice*: Compels subject to follow stated
course of action.

Psionics UNLEASHED

73

Read ThoughtsA: Detect surface thoughts of
creatures in range.

3 Crisis of Breath?: Disrupt subject’s breathing.
Empathic Transfer, Hostile?: Your touch transfers
your hurt to another.

False Sensory Input”: Subject sees what isn’t there.

4 Memory Modification: Changes 5 minutes of
subject’s memories.

Mind Control?: Control target telepathically.
Mindlink, Thieving?: Borrow knowledge of a
subject’s power.

Schism: Your partitioned mind can manifest lower
level powers.

5 Metaconcert?: Mental concert of two or more
increases the total power of the participants.

Mind ProbeA: You discover the subject’s secret
thoughts.

6 Mind Switch?: You switch minds with another.

7 Crisis of LifeA: Stop subject’s heart.

8 Mind Seed: Subject slowly becomes you.

9 Mind Switch, True: A permanent brain swap.
Psychic Chirurgery: You repair psychic damage or
impart knowledge of new powers.

PSYCUHIC WARRIOR
POWIRS

1ST-LEVEL PSYCHIC WARRIOR POWERS

Astral Traveler: Enable yourself or another to join an
astral caravan-enabled trip.

Biofeedback?: Gain DR 2/-.

Bite of the Wolf?: Gain bite attack for 1d8 damage.

Burst?: Gain +10ft. to speed this round.

Call Weaponry*: Create temporary weapon.

Catfall®: Instantly save yourself from a fall.

Chameleon”: Gain +10 enhancement bonus on Stealth
checks.

Claws of the Beast”: Your hands become deadly claws.

Compression®: You grow smaller.

Conceal Thoughts: You conceal your motives.

Detect Psionics: You detect the presence of psionics.

Dissipating Touch?: Touch deals 1d6 damage.

Distract?: Subject gets —4 on Perception and Sense
Motive checks.

Elfsight: Gain low-light vision, +2 bonus on Perception
checks, and notice secret doors.

Empty Mind*: Gain +2 on Will saves until your next
action.

Expansion®: Become one size category larger.

Float?: Buoy yourself in water or other liquid.

Force Screen?: Invisible disc provides +4 shield bonus
to AC.

Fortify*: You gain a +2 resistance bonus on saves.

Grip of IronA: Your iron grip gives +4 bonus on
grapple checks.

Hammer*: Melee touch attack deals 1d8/round.

Inertial Armor?*: Tangible field of force provides you
with +4 armor bonus to AC.




Metaphysical ClawA: Your natural weapon gains +1
bonus.

Metaphysical WeaponA: Weapon gains +1 bonus.

My LightA: Your eyes emit 40-ft. cone of light.

Precognition, DefensiveA: Gain +1 insight bonus to AC
and saving throws.

Precognition, Offensive: Gain +1 insight bonus on
your attack rolls.

Prescience, Offensive®: Gain +2 insight bonus on your
damage rolls.

Prevenom?: Your claws gain a poison coating.

Prevenom Weapon?: Your weapon is mildly
Venomous.

SkateA: Subject slides skillfully along the ground.

StompA: Subjects fall prone and take 1d4 nonlethal
damage.

Synesthete: You receive one kind of sense when
another sense is stimulated.

Thicken Skin#: Gain +1 enhancement bonus to your
AC for 10 min./level.

Vigor?: Gain 5 temporary hit points.

2ND-LEVEL PSYCHIC WARRIOR POWERS

Animal Affinity*: Gain +4 enhancement to one ability.

Body Adjustment?: Heal 1d12 damage.

Body Equilibrium: You can walk on nonsolid surfaces.

Body PurificationA: Restore 2 points of ability damage.

Concealing Amorpha*: Quasi-real membrane grants
you concealment.

Defy Gravity: You move up and down, forward and
back, via mental support.

Detect Hostile Intent: You can detect hostile creatures
within 30 ft. of you.

Dimension Swap?*: You and an ally switch positions.

Dissolving Touch?: Your touch deals 4d6 acid damage.

Dissolving Weapon®: Your weapon deals 4d6 acid
damage.

Empathic Transfer?: Transfer another’s wounds to
yourself.

Energy Adaptation, Specified?: Gain resistance 10 to
one energy type.

Feat Leech”: Borrow another’s psionic or metapsionic
feats.

Heightened Vision: See 60 ft. in total darkness.

Hustle: Instantly gain a move action.

Painful StrikeA: Your natural weapons deal an extra
1d6 nonlethal damage.

Prowess: Instantly gain another attack of opportunity.

Psionic Scent: Gain the scent ability.

Psionic Lion’s ChargeA: You can make full attack in
same round you charge.

Strength of My Enemy*: Siphon away your enemy’s
strength and grow stronger.

Sustenance: You can go without food and water for
one day.

Thought ShieldA: Gain PR 13 against mind-affecting
powers.

Wall Walker: Grants ability to walk on walls and
ceilings.
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3RD-LEVEL PSYCHIC WARRIOR POWERS

Claws of the Vampire: Heal half of your claw’s base
damage.

Concealing Amorpha, Greater: Quasi-real membrane
grants you total concealment.

Danger Sense”: Gain +4 bonus against traps.

Dimension SlideA: Teleports you very short distance.

Duodimensional Claw: Increases your natural
weapon’s threat range.

Ectoplasmic Form: You gain benefits of being
insubstantial and can fly slowly.

Empathic Feedback: When you are hit in melee, your
attacker takes damage.

Empathic Transfer, Hostile4: Your touch transfers
your hurt to another.

Escape Detection: You become difficult to detect with
clairsentience powers.

Evade Burst*: You take no damage from a burst on a
successful Reflex save.

Exhalation of the Black Dragon?: Your acid breath
deals 3d6 damage to a close target.

Graft Weapon: Your hand is replaced seamlessly by
your weapon.

Mental Barrier”: Gain +4 deflection bonus to AC until
your next action.

Sharpened Edge: Doubles normal weapon’s threat
range.

Ubiquitous Vision: You have all-around vision.

Vampiric Blade: You heal half of your base weapon
damage.

4TH-LEVEL PSYCHIC WARRIOR POWERS

Claw of Energy: Your claws deal additional energy
damage.

Energy Adaptation?: Your body converts energy to
harmless light.

Fold SpaceA: Teleports you short distance.

Immovability: You are almost impossible to move and
gain DR 15/-.

Inertial Barrier: Gain DR 5/-.

Psychic Drain: Touch attack drains 2 power points/
level from foe.

Slip the Bonds: You cannot be held or otherwise
rendered immobile.

Steadfast Perception: Gain immunity to illusory
effects, +6 bonus on Perception checks.

Truevenom: Your natural weapons are covered in
horrible poison.

Truevenom Weapon: Your weapon is horribly
poisonous.

Weapon of Energy: Weapon deals additional energy
damage.

5TH-LEVEL PSYCHIC WARRIOR POWERS

Adapt Body: Your body automatically adapts to hostile
environments.

Catapsi®: Psychic static inhibits power manifestation.

Metaconcert?: Mental concert of two or more
increases the total power of the participants.




Oak Body*: Your body becomes as hard as oak.
Psychofeedback?: Boost Str, Dex, or Con at the
expense of one or more other scores.

6TH-LEVEL PSYCHIC WARRIOR POWERS

Barred Mind, Personal®: You are immune to scrying
and mental effects.

Body of Iron: Your body becomes living iron.

Breath of the Black Dragon”: Breathe acid for 11d6
damage.

Dispelling Buffer: You are buffered from one dispel
psionics effect.

Form of Doom*: You transform into a frightening
tentacled beast.

Suspend Life: Put yourself into a state akin to
suspended animation.

PONILRS

The powers presented below are in alphabetical order,
with the exception of those whose names begin with a
qualifier (see Order of Presentation, above).

Adapt Body

Discipline: Psychometabolism

Level: Psion/wilder 5, psychic warrior 5
Display: Visual

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 hour/level (D)

Power Points: 9

Your body automatically adapts to hostile
environments. You can adapt to underwater, extremely
hot, extremely cold, or airless environments, allowing
you to survive as if you were a creature native to that
environment. You can breathe and move (though
penalties to movement and attacks, if any for a particular
environment, remain), and you take no damage simply
from being in that environment. You need not specify
what environment you are adapting to when you
manifest this power; simply activate it, and your body
will instantly adapt to any hostile environment as
needed throughout the duration.

You can somewhat adapt to extreme environmental
features such as acid, lava, fire, and electricity. Any
environmental feature that normally directly deals 1 or
more dice of damage per round deals you only half the
usual amount of damage.

Affinity Field

Discipline: Psychometabolism

Level: Psion/wilder 9

Display: Material and visual

Manifesting Time: 1 standard action

Range: 20 ft.

Area: 20-ft.-radius emanation, centered on you
Duration: 1 round/level (D)

Saving Throw: Fortitude negates (potentially
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harmless); Power Resistance: Yes
Power Points: 17

You create an affinity feedback loop with all creatures
within the area. While the duration lasts, affected
creatures take all damage (including ability damage) as
you do and heal all wounds as you do. Hit points gained
or lost persist after this power ends.

Creatures in range are also subject to magical and
psionic effects of 3rd level or lower. Creatures that have
an affinity to you gain a saving throw against each new
power transferred through the affinity field as if the
power were manifested upon them normally. All magical
and psionic effects transferred to subjects fade at the
end of this power’s duration, although instantaneous
effects remain. If you suddenly become immune to a
particular effect or power, the effect or power to which
you are immune cannot be transferred to creatures
that have affinity to you, although effects already on
creatures that have affinity to you are not ended unless
that creature also gains the same immunity.

Anchored Navigation
Discipline: Clairsentience

Level: Seer 4

Display: Material and olfactory
Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 hour/level

Power Points: 7

You know where you are in relation to a fixed starting
point, which is essential for setting up a mishap-
free teleport beacon. While the duration lasts, you
are aware of your exact distance and route (physical
or psychoportive) back to a fixed starting point. The
“anchored” starting point is your exact location when
you manifest the power. To designate other anchored
starting points, you must manifest this power multiple
times and be present at the desired locations when you
do so.

You can also retrace your steps through a maze
automatically while the power lasts, without resorting
to a map.

Anchored navigation grants you a mindlink with one
designated creature who remains within a 60-foot
radius of the starting point, regardless of the distance
between you and the creature. The use of anchored
navigation is confined to the plane of existence where
you manifest it.

Augment: If you spend 6 additional power points,
the effect of this power extends across all planar
boundaries.

Animal Affinity

Discipline: Psychometabolism
Level: Egoist 2, psychic warrior 2
Display: Material

Manifesting Time: 1 standard action
Range: Personal




Target: You
Duration: 1 min./level
Power Points: 3

You forge a psychometabolic affinity with an idealized
animal form, thereby boosting one of your ability
scores (choose either Strength, Dexterity, Constitution,
Intelligence, Wisdom, or Charisma). The power grants a
+4 enhancement bonus to the ability score you choose,
adding the usual benefits provided by a high ability
bonus. Because you are emulating the idealized form of
an animal, you also take on minor aspects of the animal
you choose. If you choose to increase the ability you use
to manifest powers, you do not gain the benefit of an
increased ability score long enough to gain any bonus
power points for a high ability score, but the save DCs of
your powers increase for the duration of this power.

Augment: For every 5 additional power points you
spend, this power grants a +4 enhancement bonus to
another ability score.

Apopsi
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 9
Display: Auditory, material, and visual
Manifesting Time: 1 round
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living psionic creature
Duration: Instantaneous; see text
Saving Throw: Fortitude negates; see text; Power

Resistance: Yes
Power Points: 17

By using this power, you delete 1d4 powers or spells
permanently from the subject’s mind. You specify the
level of each power or spell, and the DM randomly
determines which of the subject’s powers or spells is
actually deleted. After 24 hours, the target may make
an additional Fortitude save to negate the effect. Psychic
chirurgery or reality revision can be used to restore the
lost powers or spells, but it must be performed within 1
week of losing the powers or spells. The deleted powers
or spells no longer count against the subject’s powers or
spells known the next time they gain a level.

Assimilate
Discipline: Psychometabolism
Level: Psion/wilder 9
Display: Auditory and visual
Manifesting Time: 1 standard action
Range: Touch
Target: One living creature touched
Duration: Instantaneous and 1 hour; see text
Saving Throw: Fortitude half; Power Resistance: Yes
Power Points: 17

Your pointing finger turns black as obsidian. A crea-
ture touched by you is partially assimilated into your
form and takes 20d6 points of damage. Any creature re-
duced to 0 or fewer hit points by this power is killed, en-
tirely assimilated into your form, leaving behind only a
trace of fine dust. An assimilated creature’s equipment
is unaffected.
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A creature that is partially assimilated into your form
(that is, a creature that has at least 1 hit point following
your use of this power) grants you a number of
temporary hit points equal to half the damage you dealt
for 1 hour. Temporary hit points gained by assimilating
multiple creatures, like all temporary hit points, do not
stack.

A creature that is completely assimilated grants you a
number of temporary hit points equal to the hit points
it had prior to your attack. If the assimilated creature
knows psionic powers, you gain knowledge of one of its
powers for 1 hour (chosen randomly). You gain some
semblance of a creature you completely assimilate for
1 hour, granting you a +10 bonus on Disguise checks
made to appear as that creature during that time. You
also gain a bonus to your ability scores for 1 hour for
completely assimilating creatures based upon the
creature’s relative hit dice related to yours as shown on

the chart below.

Target’s HD Compared to Manifester Bonus
9 or more greater +4 to all ability scores
5 to 8 greater +4 to 5 ability scores

1 to 4 greater +4 to 4 ability scores

Equal +4 to 3 ability scores
1 to 4 lower +4 to 2 ability scores
5 to 8 lower +4 to 1 ability score

9 or more lower No bonuses to ability scores

Astral Caravan

Discipline: Psychoportation

Level: Nomad 3

Display: None

Manifesting Time: 1 hour

Range: Personal

Targets: You and touched willing creatures
Duration: See text

Power Points: 5

You lead a caravan into the Astral Plane, leaving the
Material Plane behind. Since the Astral Plane touches
upon other planes, you can travel astrally to any of
these other planes as you wish, but only if you know
your way (see below).

You can bring other willing creatures with you,
provided that these subjects have each manifested
astral traveler and are linked hand to hand with you
at the time of the astral caravan’s manifestation. These
fellow travelers are dependent upon you and must
accompany you at all times. If something happens to you

PureLY MENTAL ACTIONS

Several effects deal with the ability to perform
purely mental actions, such as manifesting powers.
In addition to manifesting, a purely mental action
could be casting a spell that has no verbal or somatic
components. Spells that do not require manipulation
of a material component could also fall into the
category of purely mental actions.




during the journey that causes you to break hand-to-
hand contact, your companions are stranded wherever
you leave them. Because the planes are a dangerous
place, those who lead astral caravans usually choose to
manifest this power only if they have a large party of
travelers assembled. Sometimes groups of lower-level
adventurers may hire you to lead forays beyond the
Material Plane.

The astral caravan power lasts while you and your
fellow travelers maintain your original formation, until
(1) you reach your intended destination plane, (2) you
desire to end the power while still traversing the Astral
Plane, (3) you or anyone traveling with you breaks
the hand-to-hand chain connecting the travelers for
2 consecutive rounds, or (4) the power is terminated
by some outside means, such as dispel psionics. When
the power ends, you and your fellow travelers halt in
whatever portion of the Astral Plane you happen to be
traversing (the Astral Plane is in many ways subjective
in location; in any event, one place on the Astral looks
much like any other).

While you are traveling through the Astral Plane,
those natives who happen to glimpse you and your
fellow travelers perceive you to be moving at a speed
of 30 feet (you can’t run), with you flying in the lead
and your fellow travelers strung out behind you, each
linked to the next by one hand.

Depending on your knowledge of the planes, your
journey through the subjective space that is the Astral
Plane may take a longer or shorter period of time. For
each 24 hours you travel, make a Knowledge (planes)
check. Unless a location is particularly hard to find
and well guarded, or conversely easy to find and well
advertised, the average DC for an astral caravan journey
should be set at 20. You cannot take 20 on this check,
though you can take 10. Each check may be modified
by your degree of familiarity with the destination or
by some connection you have with the place; see the
following tables.

Each successful check indicates that you are one step
closer to your goal. To finally arrive at your location, you
must succeed on six checks within a span of 12 days. (If
you fail to make six successful checks within the first
12 days, you can continue to make one check per day
until you get the requisite six successes within a span of
12 consecutive days). When you successfully make the
requisite number of checks, the journey ends, and you
appear on your chosen plane within 10-1,000 (1d% x
10) miles of your intended destination on that plane.

Augment: If you spend 2 additional power points,
this power weaves a quasi-real filmy membrane
around yourself and all those adjacent to each other
in the caravan (being linked by hand is not required if
this membrane is used). You remain visible within the
translucent, amorphous enclosure. You can pick up or
drop willing passengers, easily reaching through the
film. Anything you hold is enveloped by the film. Any
attacks made through the enclosure in either direction
have a 25% miss chance due to the rippling membrane.
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Knowledge (planes)

Destination Knowledge Check Modifier
None* n/a
Secondhand (you have heard of -10

the destination)
Firsthand (you have visited before) +0
Familiar (you have visited three or +5

more times)

*If you have no direct knowledge of your
destination, you must have some connection to it in
order to travel there; see below.

Knowledge (planes)
Connection Check Modifier
Likeness or picture of destination 2
Object from destination +4
Planar Cartographer’s map of +10

destination

When you manifest this power in its augmented form,
your apparent speed to those observing on the Astral
Plane is 40 feet, and you can make a Knowledge (planes)
check once every 12 hours to attempt to make it to your
destination (six successful checks within 12 consecutive
days still sees you to your desired goal).

Astral Construct

Discipline: Metacreativity (Creation)

Level: Shaper 1

Display: Visual; see text

Manifesting Time: 1 round

Range: Close (25 ft. + 5 ft./2 levels)

Effect: One created astral construct
Duration: 1 round/level (D)

Saving Throw: None; Power Resistance: No
Power Points: 1

This power creates one 1st-level astral construct
of solidified ectoplasm that attacks your enemies. It
appears where you designate and acts immediately, on
your turn. It attacks your opponents to the best of its
ability. As a free action, you can mentally direct it not to
attack, to attack particular enemies, or to perform other
actions. The astral construct acts normally on the last
round of the power’s duration and dissipates at the end
of its turn.

Astral constructs are not summoned; they are created
on the plane you inhabit (using ectoplasm drawn from
the Astral Plane). Thus, they are not subject to effects
that hedge out or otherwise affect outsiders; they are
constructs, not outsiders.

Augment: For every 2 additional power points you
spend, the level of the astral construct increases by
one.




Astral Seed

Discipline: Metacreativity

Level: Shaper 8

Display: Material; see text

Manifesting Time: 10 minutes

Range: 0 ft.

Effect: One storage crystal

Duration: Instantaneous

Saving Throw: None; Power Resistance: No
Power Points: 15

This power weaves strands of astral ectoplasm
into a crystal containing the seed of your living mind
(hardness 1 and 1 hit point). You can have only one
astral seed in existence at any one time. Until such time
as you perish, the astral seed (also called the storage
crystal) is utterly inert. If you are slain at some later
date, your soul transfers into the storage crystal, which
begins to dimly glow.

Upon transference, your physical remains (should
they still exist) become inert matter and cannot
thereafter be restored to life. The transfer from the
slain body to the astral seed works over any distance,
physical or extradimensional.

Once your body’s physical demise activates the
storage crystal, you have the abilities of a psicrystal of
the appropriate level, plus all the powers you knew and
the maximum power points you possessed when astral
seed was manifested—but you also have a negative level
that cannot be healed and that does not convert to real
level loss in your current crystalline form. You have
thirty days to grow an organic body, after which time
your sentience fades and your soul passes on if it hasn’t
entered a new body.

To grow a body, you (in the storage crystal) must
spend ten days in uninterrupted solitude. The body’s
constituent parts are pulled as ectoplasm from the
Astral Plane, then slowly molded and transformed
into a living, breathing body that is an exact duplicate
of your body at the time you manifested astral seed
(the crystal itself breaks down and becomes a part
of the new organic body). When the tenth day ends,
you completely and totally inhabit the new body. You
possess all the abilities you possessed when astral seed
was manifested, but you have none of your equipment.
You still suffer a negative level that does not fade unless
removed by means such as restoration.

If the body is struck for any amount of damage during
the ten-day period when it is growing, it is destroyed
and your soul passes on.

Conceivably, you could manifest mind switch to utilize
a temporary body, but only an evil creature would
smash his own temporarily empty storage crystal to
permanently usurp a subject’s organic body (unless the
subject is itself irredeemably evil).

Astral Traveler

Discipline: Psychoportation

Level: Psion/wilder 1, psychic warrior 1
Display: None
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Manifesting Time: 1 hour

Range: Touch

Target: Creature touched

Duration: See text

Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)

Power Points: 1

This power allows you or a creature you touch to
participate in an astral caravan created through use
of the astral caravan power. While participating in a
journey allowed by the astral caravan power, you must
hold the hand of both your fellow passenger ahead of
you (or the caravan leader) and your fellow passenger
behind you (unless you happen to be the last in the hand-
linked line). If you or any one of your fellow passengers
breaks the hand-to-hand link for 2 consecutive rounds,
the impetus through the Astral Plane provided by astral
caravan fails. See the astral caravan power for more
information.

All those who are part of the caravan who are
capable of performing purely mental actions, such as
manifesting a power, may do so while maintaining hand-
to-hand contact with their fellow travelers. When astral
travelers begin their journey, each one is connected to
the Material Plane by an insubstantial silvery cord. Very
few weapons exist that can damage a silvery cord.

The last creature in the line of those making up the
caravan is sometimes referred to as the rear guard,
because he or she has one hand free and can use it to
wield a weapon without relinquishing his or her grip
on the next traveler in line. The weightless, subjective
environment of the Astral Plane allows the caravan to
flex and bend as necessary to bring the rear guard’s
weapon to bear.

Attraction
Discipline: Telepathy (Charm) [Mind-Affecting]
Level: Psion/wilder 1
Display: Auditory
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 1 hour/level
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1

You plant a compelling attraction in the mind of
the subject. The attraction can be toward a particular
person or an object. The subject will take reasonable
steps to meet, get close to, attend, or find the object of
its implanted attraction. For the purpose of this power,
“reasonable” means that, while attracted, the subject
doesn’t suffer from blind obsession. He will act on this
attraction only when not engaged in combat. The subject
won’t perform obviously suicidal actions. He can still
recognize danger but will not flee unless the threat is
immediate. If you make the subject feel an attraction
to yourself, you can’t command him indiscriminately,
although he will be willing to listen to you (even if he
disagrees). This power grants you a +4 bonus on any




interaction checks you make involving the subject (such
as Bluff, Diplomacy, Intimidate, and Sense Motive).

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1 and the
bonus on interaction checks increases by 1.

Augured Answer
Discipline: Clairsentience
Level: Psion/wilder 4
Display: Mental and visual
Manifesting Time: 10 minutes
Range: Personal
Target: You
Duration: Instantaneous
Power Points: 7

You can predict a useful piece of advice in reply to
a question concerning a specific goal, event, or activity
that is to occur within 1 week. The advice augured can
be as simple as a short phrase, or it might take the form
of a cryptic rhyme or omen. If your party doesn’t act
on the information, the conditions may change so that
the information is no longer useful. The base chance
for a correct answer is 70% + 1% per manifester level,
to a maximum of 90%. If the die roll fails, you know
the attempt failed, unless specific effects yielding false
information are at work.

Multiple attempts about the same topic by the same
manifester use the same dice result as the first attempt
and yield the same answer each time.

Aura Alteration

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 6

Display: Material

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One willing creature

Duration: 10 min./level or instantaneous; see text
Power Points: 11

You can use this power in one of two ways: to disguise
the subject’s aura (alignment) and level, or to remove a
compulsion or charm effect from the subject.

Disguise: If you use this power to disguise the
subject’s alignment and level, the power has a duration
of 10 minutes per level. You can change the subject’s
alignment by only one step. You can adjust the subject’s
apparent level up or down by a number equal to one-
half your own level (rounded down) or less.

Remove Compulsion: If you use this power to attempt
to cleanse the subject’s aura of a baleful or controlling
effect, the duration is instantaneous. This power can
remove the compulsion of a curse or a geas/quest effect.
It can also negate any charm and compulsion powers
or spells of 6th level or lower, such as crisis of breath
or death urge. When aura alteration is manifested for
this purpose, the subject gains another saving throw to
remove the compulsion afflicting it against the original
save DC, but with a +2 bonus.

Augment: You can augment this power in one or both
of the following ways.
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1. For every additional power point you spend, the
duration of the disguise aura increases by 10 minutes.

2.If you spend 2 additional power points, the subject’s
alignment shifts an additional step; if you spend 4
additional power points, the subject’s alignment
changes to its opposite.

3. For every 3 additional power points you spend, the
bonus to the save DC is increased by 1.

Aura Sight
Discipline: Clairsentience
Level: Psion/wilder 4
Display: Visual
Manifesting Time: 1 standard action
Range: 60 ft.
Area: Cone-shaped emanation centered on you
Duration: Concentration, up to 10 min./level
Saving Throw: None; Power Resistance: No
Power Points: 7

You discern auras. Auras are invisible to the naked
eye, but to a psionic viewer manifesting this power they
appear as glowing halos or envelopes of colored light
that surround all objects. The color of each aura reveals
information to the psionic character. The amount of
information revealed depends on how long you study
a particular area.

1st Round: Presence of good and evil auras in the area.
You can’t pin an aura to a particular object or individual
atthis stage; instead, you see a colored haze suffusing the
area. (This power can detect lawful and chaotic auras
as well, but doing so requires a separate manifestation
that focuses only on that alignment axis.)

2nd Round: Number of auras (creatures, objects,
powers, or spells) in the area. You know how many
auras are in the area, even though each aura doesn’t
resolve to its actual location quite yet.

3rd Round: The owner of each aura is revealed, unless
the individual is outside your line of sight. If a creature
whose aura you detect has 5 or more Hit Dice than you
do, you are overwhelmed by its presence and dazed for
1 round, and the power ends.

Augment: For every 2 additional power points you
spend, this power’s range increases by 5 feet.

Aversion
Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Telepath 2
Display: Auditory and material
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 1 hour/level
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 3

You plant a powerful aversion in the mind of the
subject. If the object of the implanted aversion is an
individual or a physical object, she will prefer not to
approach within 30 feet of it. If it is a word, she will
try not to utter it; if it is an action, she will not willingly
attempt to perform it; and if it is an event, she will not




willingly attend it. The subject will take reasonable
steps to avoid the object of its aversion, but will not put
herself in jeopardy by doing so.

If the subject is forced into taking an action she has an
aversion to, she takes a -2 penalty on any attack rolls,
ability checks, or skill checks involved.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1 and the
duration increases by 1 hour.

Baleful Teleport
Discipline: Psychoportation (Teleportation)
Level: Nomad 5
Display: Material and visual
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One corporeal creature
Duration: Instantaneous
Saving Throw: Fortitude half; Power Resistance: Yes
Power Points: 9
You psychoportively disperse minuscule portions of
the subject, dealing 9d6 points of damage. Targets can
be protected from the effects of this power by wrench.
Augment: For every additional power point you
spend, this power’s damage increases by 1d6 points. For
each extra 2d6 points of damage, this power’s save DC
increases by 1 and your manifester level increases by 1
for the purpose of overcoming power resistance.

Banish

Discipline: Psychoportation

Level: Nomad 6

Display: Auditory and material

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Targets: One or more extraplanar creatures, no two of
which can be more than 30 ft. apart

Duration: Instantaneous

Saving Throw: Will negates; Power Resistance: Yes

Power Points: 11

You force extraplanar creatures out of your home
plane. As many as 2 Hit Dice of creatures per manifester
level can be banished.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1 and your
manifester level increases by 1 for the purpose of
overcoming power resistance.

Barred Mind

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 8

Display: Olfactory

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature

Duration: One day

Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)

Power Points: 15
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The subject is protected from all devices, powers, and
spells that gather information about the target through
divination powers or magic (such as detect evil, locate
creature, scry, and see invisible). Barred mind also grants
a +8 resistance bonus on saving throws against all mind-
affecting powers, spells, and effects. Barred mind even
foils bend reality, limited wish, miracle, reality revision,
and wish spells when they are used in such a way as to
gain information about the target. In the case of remote
viewing or scrying that scans an area the creature is in,
such as arcane eye, the effect works but the creature
simply isn’t detected. Remote viewing (scrying) attempts
that are targeted specifically at the subject do not work
at all.

Augment: For every two power points spent, the
resistance bonus increases by 1.

Barred Mind, Personal

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 7, psychic warrior 6

Display: Olfactory

Manifesting Time: 1 standard action

Range: Personal

Target: You

Duration: One day

Power Points: Psion/wilder 13, psychic warrior 11
As barred mind, except as noted here.

Bend Reality

Discipline: Clairsentience

Level: Psion/wilder 7

Display: Visual

Manifesting Time: 1 standard action

Range: See text

Target, Effect, or Area: See text

Duration: See text

Saving Throw: None; see text; Power Resistance: Yes
Power Points: 13

Bend reality lets you create nearly any type of effect.
For example, bend reality can do any of the following:

* Duplicate any psion/wilder power of 6th level or
lower, provided the power is on the psion/wilder power
list or your discipline power list (if any).

* Duplicate any other power (but not a spell) of 5th
level or lower, provided the power is not of a discipline
prohibited to you.

* Duplicate any psion/wilder power of 5th on a
discipline power list.

* Duplicate any other power (but not a spell) of 4th
level or lower, even if it’s of a prohibited discipline.

* Undo the harmful effects of many powers, such as
mind control, geas/quest, or insanity.

* Produce any other effect whose power level is in
line with the above effects, such as a single creature
automatically hitting on its next attack or taking a -8
penalty on its next saving throw.

A duplicated power allows saving throws and power
resistance as normal (but the save DC is for an 7th-level
power).




Manifesting bend reality requires channeling psionic
power through specially-treated crystals similar to
cognizance crystals that cost 1,500 gp. The psionic
energy in the crystal is consumed in the manifestation
and the crystal becomes inert and has no value.

Bestow Power

Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 2

Display: Mental

Manifesting Time: 1 standard action
Range: 20 ft.

Target: One psionic creature

Duration: Instantaneous

Saving Throw: None; Power Resistance: No
Power Points: 3

You link your mind with another psionic creature’s
mind, creating a brief conduit through which mental
energy can be shared. When you manifest this power,
the subject gains up to 2 power points. You can transfer
only as many power points to a subject as it has
manifester levels.

Because of the intimate nature of this power, it cannot
be fabricated into a psionic item—only power points
generated by a psionic creature in the moment can be
shared using bestow power.

Special: The power point cost of this power cannot be
reduced below the number of power points transferred.
All points transferred must be deducted from the
manifester’s pool of power points; sources such as
wild surge cannot pay for this effect. This power is not
subject to the effects of affinity field.

Augment: For every 3 additional power points you
spend, the subject gains 2 additional power points.

Biofeedback
Discipline: Psychometabolism
Level: Psion/wilder 2, psychic warrior 1
Display: Material and visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level (D)
Power Points: Psion/wilder 3, psychic warrior 1
You can toughen your body against wounds, lessening
their impact. For the duration of this power, you gain
damage reduction 2/-.
Augment: For every 3 additional power points you
spend, your damage reduction increases by 1.

Bite of the Wolf

Discipline: Psychometabolism
Level: Psychic warrior 1

Display: Visual; see text
Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 min./level

Power Points: 1
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Your posture becomes stooped forward, and you
grow a muzzle complete with fangs. You gain one bite
attack each round, instead of or in addition to any
other attacks you have, that deals 1d8 points of damage
(assuming you are a Medium creature) when it hits.

Your bite attack is a natural weapon, so you are
considered armed when attacking with it, and it can
be affected by powers, spells, and effects that enhance
or improve natural weapons. You can choose to deal
nonlethal damage with your bite, taking the standard
—4 penalty on your attack roll. If you bite as your only
attack, you use your highest base attack bonus on the
attack roll, and you can apply your full Strength bonus
to damage. If you bite in addition to making other
attacks, the bite is a secondary attack.

If you are not a Medium creature, your bite attack’s
base damage varies as follows: Fine 1d2, Diminutive 1d3,
Tiny 1d4, Small 1d6, Large 2d6, Huge 2d8, Gargantuan
4d6, Colossal 6d6.

Augment: For every 5 additional power points you
spend, your bite attack deals an additional 1d8 points
of damage.

Body Adjustment
Discipline: Psychometabolism (Healing)
Level: Psion/wilder 3, psychic warrior 2
Display: Auditory and material
Manifesting Time: 1 round
Range: Personal
Target: You
Duration: Instantaneous
Power Points: Psion/wilder 5, psychic warrior 3

You take control of your body’s healing process,
curing yourself of 1d12 points of damage. As usual,
when regular damage is healed, an equal amount of
nonlethal damage is also healed.

Augment: For every 2 additional power points you
spend, this power heals an additional 1d12 points of
damage.

Body Equilibrium
Discipline: Psychometabolism
Level: Psion/wilder 2, psychic warrior 2
Display: Material and visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 10 min./level (D)
Power Points: 3

You can adjust your body’s equilibrium to correspond
with any solid or liquid that you stand on. Thus, you
can walk on water, quicksand, or even a spider’s web
without sinking or breaking through (this effect does
not confer any resistance to particularly sticky webs).
You can move at your normal speed, but you cannot
run (x4 speed) on an unfirm surface without sinking or
breaking through.

If you fall from any height while using this power,
damage from the impact is halved.




Body of Iron

Discipline: Metacreativity (Creation)

Level: Psion/wilder 8, psychic warrior 6

Display: Auditory

Manifesting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 min./level (D)

Power Points: Psion/wilder 15, psychic warrior 11

You transform your body into living iron, which
grants you several powerful resistances and abilities.
You gain damage reduction 15/adamantine. You
are immune to blindness, critical hits, ability score
damage, deafness, disease, drowning, electricity,
poison, stunning, and all powers or attacks that affect
your physiology or respiration, because you have no
physiology or respiration while this power is in effect.
You take only half damage from acid and fire. However,
you also become vulnerable to all special attacks that
affect iron golems.

You gain a +6 enhancement bonus to your Strength
score, but you take a -6 penalty to Dexterity as well
(to a minimum Dexterity score of 1), and your speed is
reduced to half normal. You have an arcane spell failure
chance of 35% and a -6 armor check penalty, just as if
you were clad in full plate armor. You cannot drink (and
thus can’t use potions) or play wind instruments.

Your unarmed attack deals damage equal to a club
sized for you (1d4 for Small characters or 1d6 for
Medium characters), and you are considered armed
when making unarmed attacks.

Your weight increases by a factor of 10, causing you to
sink in water like a stone. However, you could survive
the lack of air at the bottom of the ocean—at least until
the duration expires.

Body Purification
Discipline: Psychometabolism (Healing)
Level: Psion/wilder 3, psychic warrior 2
Display: Auditory and material
Manifesting Time: 1 round
Range: Personal
Target: You
Duration: Instantaneous
Power Points: Psion/wilder 5, psychic warrior 3

You restore up to 2 points of damage to a single ability
score. You cannot use body purification to heal ability
drain.

Augment: For every additional power point you
spend, this power heals 1 additional point of damage to
the same ability score.

Bolt

Discipline: Metacreativity (Creation)
Level: Psion/wilder 1

Display: Material

Manifesting Time: 1 standard action
Range: 0 ft.

Effect: A normal bolt, arrow, or sling bullet
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Duration: 1 min./level
Saving Throw: None; Power Resistance: No
Power Points: 1

You create 2d4 ectoplasmic crosshow bolts, arrows, or
sling bullets, appropriate to your size, which dissipate
into their constituent ectoplasmic particles when the
duration ends or after being fired. Ammunition you
create has a +1 enhancement bonus on attack rolls and
damage rolls.

Augment: For every 3 additional power points
you spend, this power improves the ammunition’s
enhancement bonus on attack rolls and damage rolls
by 1 and an additional 1d4 pieces of appropriate
ammunition.

Brain Lock

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Telepath 2

Display: Material and visual

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One humanoid

Duration: Concentration + 1 round

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 3

The subject’s higher mind is locked away. He stands
dazed, unable to take any actions other than those
identified below.

A brain locked subject is not stunned, so attackers get
no special advantage against him.

A brain locked flyer must descend to the closest safe
level area below it. An air-breathing swimmer must
make for the surface.

Augment: You can augment this power in one or both
of the following ways.

1. If you spend 2 additional power points, this
power can also affect an animal, fey, magical beast, or
monstrous humanoid.

2. If you spend 4 additional power points, this power
can also affect an aberration, dragon, elemental, or
outsider in addition to the creature types mentioned
above.

In addition, for every 2 power points spent on either
of the above options, the power’s save DC is increased
by 1.

Breach

Discipline: Psychoportation

Level: Psion/wilder 2

Display: Material

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One door, box, or chest with an area of up to
10 sq. ft./level

Duration: Instantaneous; see text

Saving Throw: None; Power Resistance: No

Power Points: 3
You psionically open stuck, barred, or locked doors,

as well as those subject to hold portal or arcane lock.




When you complete the manifestation of this power,
make a manifester level check against the DC of the
lock with a +10 bonus. If successful, you open up to
two means of closure. This power opens secret doors,
as well as locked or trick-opening boxes or chests. This
also loosens welds, shackles, or chains (provided they
serve to hold something shut). If used to open an arcane
locked door, the power does not remove the arcane lock
but simply suspends its functioning for 10 minutes. In
all other cases, the door does not relock itself or become
stuck again on its own. This does not raise barred gates
or similar impediments (such as a portcullis), nor does
it affect ropes, vines, and the like. The effect is limited
by the area. Each manifestation can undo as many as
two means of preventing access.

Breath of the Black Dragon
Discipline: Psychometabolism [Acid]
Level: Psion/wilder 6, psychic warrior 6
Display: Visual
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Area: Cone-shaped burst
Duration: Instantaneous
Saving Throw: Reflex half; Power Resistance: Yes
Power Points: 11
Your mouth spews forth vitriolic acid that deals 11d6
points of acid damage to any targets in the area.
Augment: For every additional power point you
spend, this power’s damage increases by 1d6 points.
For every two additional damage dice, this power’s save
DCincreases by 1.

Broker
Discipline: Psychometabolism
Level: Psion/wilder 1
Display: None
Manifestation Time: One swift action
Range: Personal
Target: You
Duration: One Diplomacy check within 1 round/level
Power Points: 1

You gain temporary, intuitive insight into dealing
equitably with others. Your next Diplomacy check gains
a +2 insight bonus.

Augment: For each 2 additional power points you
spend, the insight bonus to Diplomacy increases by +1.

Burst
Discipline: Psychoportation
Level Nomad 1, psychic warrior 1
Display: Auditory
Manifesting Time: 1 swift action
Range: Personal
Target: You
Duration: 1 round
Power Points: 1
This power increases your land speed by 10 feet. This
adjustment counts as an enhancement bonus to speed.
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Augment: For every 4 additional power points you
spend, the enhancement bonus to speed increases by
10 feet.

Call to Mind

Discipline: Telepathy [Mind-Affecting]
Level Psion/wilder 1

Display: Mental

Manifesting Time: 1 minute

Range: Personal

Target: You

Duration: Instantaneous

Power Points: 1

By meditating on a subject, you can recall natural
memories and knowledge otherwise inaccessible to
you.

On a failed Knowledge check, you can manifest this
power to gain a new check with a +4 competence bonus.
If successful, you instantly recall what was previously
buried in your subconscious.

Augment: For every 2 additional power points you
spend, the competence bonus increases by +1.

Call Weaponry

Discipline: Psychoportation (Teleportation)
Level Psychic warrior 1

Display: Material

Manifesting Time: 1 round

Range: 0 ft.

Effect: One weapon; see text

Duration: 1 min./level; see text (D)

Saving Throw: None; Power Resistance: No
Power Points: 1

You call a weapon “from thin air” into your waiting
hand (actually, it is a real weapon hailing from another
location in space and time). You don’t have to see or
know of a weapon to call it—in fact, you can’t call a
specific weapon; you just specify the kind. If you call a
projectile weapon, it comes with 3d6 nonmagical bolts,
arrows, or sling bullets, as appropriate. The weapon is
made of ordinary materials as appropriate for its kind.
If you relinquish your grip on the weapon you called for
2 or more consecutive rounds, it automatically returns
to wherever it originated.

Weapons gained by call weaponry are distinctive
due to their astral glimmer. They are considered
magic weapons and thus are effective against damage
reduction that requires a magic weapon to overcome.

Augment: For every 4 additional power points you
spend, this power improves the weapon’s enhancement
bonus on attack rolls and damage rolls by 1.

Catapsi

Discipline: Telepathy [Mind-Affecting]

Level Psion/wilder 5, psychic warrior 5
Display: Mental and visual

Manifesting Time: 1 standard action

Range: 30 ft.

Area: 30-ft.-radius emanation centered on you




Duration: 1 round/level
Saving Throw: Will negates; see text; Power

Resistance: Yes
Power Points: 9

By manifesting this power, you generate psychic static,
interfering with the ability of other psionic characters
to manifest their powers or use psi-like abilities (you
are not affected by your own catapsi manifestation). All
psionic activity within the area requires 4 more power
points to manifest than normal, unless a character
makes a Will save each time he attempts to manifest
a power. Using a psi-like ability becomes a full-round
action, instead of a standard action, in a catapsi field. If
two or more fields of catapsi overlap, the effects are not
cumulative.

The limit on the number of power points a subject
can spend on a power remains in effect; thus, a subject
may not be able to manifest its highest-level powers.
If manifesting a power would cause the manifester
to exceed his available power points or his spending
limits, the manifestation fails automatically, but no
power points are expended.

Augment: For every 4 additional power points you
spend, this power’s range and the radius of its area both
increase by 5 feet.

Catfall
Discipline: Psychoportation
Level Psion/wilder 1, psychic warrior 1
Display: Auditory
Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: Until landing or 1 round/ level
Power Points: 1

You recover instantly from a fall and can absorb
some damage from falling. You land on your feet no
matter how far you fall, and you take damage as if the
fall were 50 feet shorter than it actually is. This power
affects you and anything you carry or hold (up to your
maximum load). You can manifest this power with an
instant thought, quickly enough to gain the benefit of
the power while you fall. You can manifest this power
even when it isn’t your turn.

Augment: For every additional power point you
spend, this power reduces your damage as if the fall
were an additional 50 feet shorter.

Chameleon
Discipline: Psychometabolism
Level Egoist 2, psychic warrior 1
Display: Olfactory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 10 min./level (D)
Power Points: Egoist 3, psychic warrior 1
Your skin and equipment take on the color and texture
ofnearby objects, including floors and walls. You receive
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a +10 enhancement bonus on Stealth checks.

Augment: For every two additional power points
spent, the enhancement bonus on Stealth checks
increases by 1.

Clairtangent Hand

Discipline: Clairsentience (Scrying)

Level Seer 5

Display: Auditory, mental, and visual
Manifesting Time: 1 standard action
Range: See text

Area: See text

Duration: Up to 1 min./level; see text (D)
Saving Throw: None; Power Resistance: No
Power Points: 9

You can emulate a far hand effect at any distance while
simultaneously emulating clairvoyant sense to target
your far hand; see the appropriate power descriptions.
Clairtangent hand’s duration is up to 1 minute per level
when used with a far hand effect.

Augment: If you spend 8 additional power points,
you can emulate clairvoyant sense in conjunction with
either telekinetic force or telekinetic maneuver, but this
power’s duration expires as soon as any of the noted
telekinetic powers deals damage.

Clairvoyant Sense

Discipline: Clairsentience (Scrying)

Level Seer 2

Display: Auditory and visual

Manifesting Time: 1 standard action
Range: See text

Effect: Psionic sensor

Duration: 1 min./level (D)

Saving Throw: None; Power Resistance: No
Power Points: 3

You can see and hear a distant location almost as if
you were there. You don’t need line of sight or line of
effect, but the locale must be known—a place familiar
to you or an obvious one, such as behind a door, around
a corner, or in a grove of trees. Once you have selected
the locale, the focus of your clairvoyant sense doesn’t
move, but you can rotate it in all directions to view the
area as desired. Unlike other scrying powers, this power
does not allow psionically or supernaturally enhanced
senses to work through it.

If the chosen locale is magically or psionically dark,
you see nothing. If it is naturally pitch black, you can
see in a 10- foot radius around the center of the power’s
effect or out to the extent of your natural darkvision.
The power does not work across planes.

Claw of Energy

Discipline: Psychokinesis [see text]
Level Psychic warrior 4

Display: Visual

Manifesting Time: 1 standard action
Range: Personal

Target: You
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Duration: 1 round/level
Power Points: 7

If you have a claw attack (either from an actual
natural weapon or from an effect such as claws of
the beast), you can use this power to energize that
weapon. The claw attack deals an extra 1d6 points of
cold, electricity, or fire damage (as chosen by you g£g'*
when you choose your active energy type) on a
successful hit. On a critical hit, it deals an
extra 1d10 points of energy damage. If
the claw’s critical multiplier is x3, add
2d10 points of energy damage instead; if
the multiplier is x4, add 3d10 points of
energy damage.

This power can be manifested on a
claw attack that already deals energy
damage, but if the claw already
deals the same type of damage
as the power, the effects stack.
If this power is manifested on
a claw attack already benefiting
from the effect of the power, the
newer manifestation supersedes
the older manifestation, even if both
manifestations are of different energy
types.

This power’s subtype is the same as
the type of energy infused in the natural
weapon.

plus your Strength bonus.
Your claws are natural weapons,
so you are considered armed when
attacking with them, and they can be
affected by powers, spells, and effects
that enhance or improve natural
weapons. You can choose to deal
nonlethal damage with your -claws,
taking the standard -4 penalty on

your attack roll.

Your claws work just like
the natural weapons of many
monsters. You can make an attack
with one claw or a full attack with
two claws at your normal attack
bonus, replacing your normal attack
routine. You take no penalties for two-
weapon fighting, and neither attack is a

secondary attack unless you are using
manufactured weapons in the same round,
in which case any claw not used to wield
a weapon is considered a secondary attack
(just like any other creature which uses both
manufactured and natural weapons). If your
base attack bonus is +6 or higher, you do not
gain any additional attacks—you simply have
two claw attacks at your normal attack bonus. You may
use secondary natural attacks as normal when using
your claw attacks as part of a full attack.

You can manifest this power with an instant thought,
quickly enough to gain the benefit of the power on your
turn before you attack. Manifesting this power is a swift
action. You cannot manifest this power when it isn’t
your turn.

You can call or dismiss the claws as a swift action
during the duration of the power. If you attack with

Claws of the Beast
Discipline: Psychometabolism
Level Psychic warrior 1

Display: Visual

Manifesting Time: 1 swift action
Range: Personal

Target: You a manufactured weapon or another primary natural
Duration: 1 hour/level \ \__ J attack, you can’t make any claw attacks in that round.
Power Points: see text ‘w You can still hold and manipulate items with your claws

You call forth the aggressive nature KL’: or cast spells just as well as you could with your hands.
of the beast inherent in yourself, <3 Augment: If you spend additional power points, you
psionically transforming your hands can create larger, sharper, and more deadly claws, as

into deadly claws. You gain two natural shown on the claws of the beast damage table.

attacks with your claws, each dealing 1d4 points of

damage (1d6 if you are Large, or 1d3 if you are Small) Claws of the Vampire
Discipline: Psychometabolism
Level Psychic warrior 3

Claw Damage Display: Material and visual

Claws of the Beast

Power . . . :
Points Small Medium Large Manifesting Time: 1 standard action
Range: Personal
1 1d3 1d4 1d6 Target: You
3 1d4 1d6 1d8 Duration: 1 round/level
Power Points: 5
: 161 2 2d6 If youhave a claw attack (either from an actual natural
7 1d8 2d6 3d6 weapon or from an effect such as claws of the beast), you
11 2d6 3d6 4d6 can use this power to change the nature of that weapon.
When this power is manifested, your claws take on an
15 3d6 4d6 5d6

ominous glimmer. Each time you make a successful
19 4d6 5d6 6d6 claw attack against a living creature of Small or larger
size, you are healed of some amount of damage.
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You heal a number of hit points equal to half the base
damage dealt by your claws of the vampire, rounded
down (additional damage dealt because of a high
Strength score or other enhancements does not count
toward the amount you heal). You heal as many hit
points as can be gained while the creature remains at 1
hit point or higher. Any damage that would reduce the
creature to 0 or fewer hit points does not benefit you.

You do not heal damage if your attack deals nonlethal
damage, such as when you attack a creature that has
the regeneration ability. Moreover, you gain no healing
from attacking any creature that is under the effect of
biofeedback. Using fission on yourself and then attacking
your duplicate also fails to grant any healing.

Cleanse Body

Discipline: Psychometabolism (Healing)

Level Psion/wilder 2

Display: Mental and visual

Manifesting Time: 3 rounds

Range: Touch

Target: Living creature touched

Duration: Instantaneous

Saving Throw: Will negates (harmless); Power

Resistance: Yes (harmless)

You dispel any psionic effects reducing one of the
subject’s ability scores or cure 1d4 points of temporary
ability damage to one of the subject’s ability scores. You
also eliminate any fatigue suffered by the character,
and improves an exhausted condition to fatigued. You
do not restore permanent ability drain.

Cleanse Spirit

Discipline: Psychometabolism (Healing)

Level Egoist 6

Display: Material

Manifesting Time: 3 rounds

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)

Power Points: 11

This power cures all ability damage, and it restores all
points drained from a single ability score (your choice if
more than one score is drained). It also eliminates any
fatigue or exhaustion suffered by the target. Cleanse
spirit does not restore levels or Constitution points lost
due to death.

Cleanse spirit can remove negative levels. It can also
restore one level to a creature that has had a level
drained, if the number of days since the creature lost
the level is equal to or less than your manifester level.
In such a case, cleanse spirit brings the creature up to
the minimum number of experience points necessary
to advance it to the next higher level, gaining it an
additional Hit Die and level benefits accordingly.

Augment: By spending an additional 6 power points,
the power dispels all permanent and temporary
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negative levels afflicting the healed creature. The power
also dispels all psionic effects penalizing the creature’s
abilities, cures all temporary ability damage, and
restores all points permanently drained from all ability
scores. It also eliminates fatigue and exhaustion, and
removes all forms of insanity, confusion, and similar
mental effects.

Cloud Mind

Discipline: Telepathy [Mind-Affecting]

Level Psion/wilder 2

Display: None

Manifesting Time: 1 standard action

Range: Close (25 ft. +5 ft./2 levels)

Target: One creature

Duration: 1 min./level

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 3

You make yourself completely undetectable to the
subject by erasing all awareness of your presence from
its mind. This power has the following effects.

First, you are invisible and inaudible to the creature.
It cannot even detect your presence by means of
blindsense, blindsight, scent, or tremorsense. It cannot
pinpoint your location by any means.

Second, the subject remains unaware of your actions,
provided you do not make any attacks or cause any
obvious or directly threatening changes in the subject’s
environment. If you attack the subject creature, the
effect ends.

If you take an action that creates a sustained and
obvious change in the subject’s environment—for
example, attacking a creature aside from the subject
or moving a large or attended object the subject can
see—the subject immediately gains a new saving throw
against the power. An ally of the subject creature that
is able to see or perceive you can use a move action
to warn the subject and thereby grant it a new saving
throw.

Augment: This power may be augmented in one or
both of the following ways.

1. If you spend 6 additional power points, you may
manifest this power as an immediate action.

2. For every 2 additional power points you spend,
this power can affect one additional creature.

3. If you spend 8 additional power points, this power
effects one creature per manifester level.

In addition, for every 2 power points spent on any of
the above options, the power’s save DC increases by 1.

Compelling Voice

Discipline: Telepathy (Compulsion) [Mind-Affecting,
Language-Dependent]

Level Telepath 2

Display: Auditory

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature

Duration: 1 hour/level or until completed




Saving Throw: Will negates; Power Resistance: Yes
Power Points: 3

You tune your voice to the empathic vibrations of
your target, making the next words you speak seem
very convincing (limited to a sentence or two). The
suggestion must be worded in such a manner as to make
the activity sound reasonable. Asking the creature to do
some obviously harmful act automatically negates the
effect of the power.

The suggested course of activity can continue for
the entire duration. If the suggested activity can be
completed in a shorter time, the power ends when
the subject finishes what it was asked to do. You can
instead specify conditions that will trigger a special
activity during the duration. If the condition is not met
before the power duration expires, the activity is not
performed.

A very reasonable suggestion causes the save to be
made with a penalty (such as -1 or -2).

Augment: For every 2 additional power points you
spend, this power can affect an additional target and
the power’s save DC increases by 1. Any additional
target cannot be more than 15 feet from another target
of the power.

Compression

Discipline: Psychometabolism

Level Psychic warrior 1

Display: Olfactory

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 minute/level (D)

Power Points: 1

This power causes instant diminution, halving your
height, length, and width and dividing your weight by
8. This decrease changes your size category to the next
smaller one. You gain a +2 size bonus to Dexterity, a -2
size penalty to Strength (to a minimum of 1), a +1 size
bonus on attack rolls and AC due to your reduced size.

If your new size is Tiny, you have a space of 2 1/2 feet
and a natural reach of 0 feet (meaning that you must
enter an opponent’s square to attack). If your new size
is Diminutive, you have a space of 1 foot and a natural
reach of 0 feet. If your size decreases to Medium, you
have a space of 5 feet and a natural reach of 5 feet. This
power doesn’t change your speed.

All your equipment, worn or carried, is similarly
reduced by the power. Melee and projectile weapons
deal less damage. Other psionic or magical properties
are not affected by this power. Any affected item that
leaves your possession (including a projectile or thrown
weapon) instantly returns to its normal size. This
means that thrown weapons deal their normal damage
(projectiles deal damage based on the size of the weapon
that fired them). Multiple effects that reduce size do not
stack, which means (among other things) that you can’t
use a second manifestation of this power to further
reduce yourself.
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Augment: You can augment this power in one or
more of the following ways.

1. If you spend 6 additional power points, this power
decreases your size by two size categories. You gain a
+4 size bonus to Dexterity, a —4 size penalty to Strength
(to a minimum effective Strength score of 1), a +2 size
bonus on attack rolls, and a +2 size bonus to Armor
Class due to your reduced size.

2. If you spend 6 additional power points, you can
manifest this power as a swift action instead of a
standard action.

3. If you spend 2 additional power points, this power’s
duration is 10 minutes per level rather than 1 minute
per level.

Conceal Thoughts
Discipline: Telepathy [Mind-Affecting]
Level Psion/wilder 1, psychic warrior 1
Display: Mental
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One willing creature
Duration: 1 hour/level
Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)
Power Points: 1
You protect the subject’s thoughts from analysis. While
the duration lasts, the subject gains a +10 circumstance
bonus on Bluff checks against those attempting to
discern its true intentions with Sense Motive. It also
gains a +4 bonus on its saving throw against any power
or spell used to read its mind (such as read thoughts or
mind probe).

Concealing Amorpha

Discipline: Metacreativity (Creation)

Level Psion/wilder 2, psychic warrior 2

Display: Material; see text

Manifesting Time: 1 standard action

Range: 0 ft.

Effect: Quasi-real amorphous film centered on you
Duration: 1 min./level (D)

Power Points: 3

You weave a quasi-real membrane around yourself.
You remain visible within the translucent, amorphous
enclosure. This distortion grants you concealment
(opponents have a 20% miss chance), thanks to the
rippling membrane encasing your form. You can pick
up or drop objects, easily reaching through the film.
Anything you hold is enveloped by the amorpha.
Likewise, you can engage in melee, make ranged attacks,
and manifest powers without hindrance.

Augment: If you spend 4 additional power points, the
membrane can spread and affect one creature adjacent
to you. If the creature moves away from you, it loses
the protection.

Concealing Amorpha, Greater
Discipline: Metacreativity (Creation)
Level Shaper 3, psychic warrior 3




Duration: 1 round/level (D)
Power Points: 5

As concealing amorpha, except the quasi-real
membrane so distorts your image and actual position
that you gain total concealment (opponents have a 50%
miss chance), but for a shorter period of time.

Concussion Blast

Discipline: Psychokinesis [Force]

Level Psion/wilder 2

Display: Auditory

Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Target: One creature or object

Duration: Instantaneous

Saving Throw: None; Power Resistance: Yes
Power Points: 3

A subject you select is pummeled with telekinetic
force for 1d6 points of force damage. You can choose
to instead have the power deal an equal amount of
nonlethal damage. Concussion blast always affects a
subject within range that you can see, even if the subject
is in melee or has cover or concealment (you cannot use
this power against creatures with total cover or total
concealment).

Nonmagical, unattended objects (including doors,
walls, locks, and so on) may also be damaged by this
power.

Augment: You can augment this power in one or both
of the following ways.

1. For every 2 additional power points you spend, this
power’s damage increases by 1d6 points.

2. For every 2 additional power points you spend, this
power can affect an additional target. Any additional
target cannot be more than 15 feet from another target
of the power.

Control Air

Discipline: Psychokinesis

Level Kineticist 2

Display: Mental

Manifesting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)

Area: 50-ft.-radius spread

Duration: Concentration, up to 1 min./level
Saving Throw: None; Power Resistance: No
Power Points: 3

You have some control over wind speed and direction.
The speed of the wind within the area of this power can
be increased or decreased by up to 10 miles per hour.

This power also gives you the ability to alter the
direction of the wind by as much as 90 degrees.

Powerful enough winds can cause creatures to be
blown away, knocked down, or checked.

Augment: For every additional power point you
spend, you can modify the wind speed by an additional
10 miles per hour, to a maximum change in wind speed
of 60 miles per hour.
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Control Body

Discipline: Psychokinesis

Level Kineticist 4

Display: Material

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./level)

Target: One Medium or smaller creature with
humanoid physiology

Duration: Concentration, up to 1 min./level

Saving Throw: Fortitude negates; Power Resistance:

Yes
Power Points: 7

You psychokinetically control the actions of any
humanoid (including undead or outsiders with a
humanoid physiology) that is within range and to
which you have line of sight. Control body doesn’t
require mental contact with the subject, since you are
actually forcing limb movements independent of the
target’s mind. You can force the subject to stand up,
sit down, walk, turn around, and so on, but operating
the vocal cords is too difficult. You can also hold the
subject immobile, rendering it helpless. You cannot
force the subject to manifest powers, cast spells, or use
any special ability that is not a function of just its body
movements. If you lose line of sight to the subject, the
effect of this power ends.

If you force the subject to engage in combat, its
attack bonus is equal to your base attack bonus + your
Intelligence bonus, and its bonus on damage rolls is
equal to your Intelligence bonus. A subject of this power
cannot make attacks of opportunity. The subject gains
no benefit to Armor Class from its Dexterity, but it does
gain a bonus to its AC equal to your Intelligence bonus.

Although the subject’s body is under your control,
the subject’s mind is not. Creatures capable of taking
purely mental actions (such as manifesting powers) can
do so. The subject may make an additional Fortitude
save each round you maintain concentration.

The subject is treated as being staggered and may
only perform a single move action or standard action
under your direction each round.

You cannot be the target of your own control body
power.

Augment: This power may be augmented in one or
both of the following ways.

1. For every 2 additional power points you spend, this
power can affect a target one size category larger.

2.1fyouspend4additional power points, the controlled
target is no longer treated as being staggered.

Control Flames

Discipline: Psychokinesis [Fire]

Level Psion/wilder 1

Display: Auditory

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./level)

Area: One nonmagical fire source; see text
Duration: Concentration, up to 1 min./level
Saving Throw: See text; Power Resistance: No
Power Points: 1




You pyrokinetically control the intensity or
movements of one fire source. A nonmagical fire source
can be controlled if it is equal to or smaller than the
maximum size of fire you can control according to your
manifester level, as noted on the accompanying table.
You can freely switch control between fire sources, or
change the nature of your control, while you maintain
concentration, but only one specified change (keeping
a fire burning, animating it, or altering its size) can be
made to one fire source in a round. When your control
over a fire source lapses, that fire immediately returns
to its original state (or goes out if it has no fuel or has
been moved away from its original location). With this
power, you can artificially keep a fire burning that
would normally expire for lack of fuel; even dousing a
controlled flame with water does not put it out (though
completely submerging the flame would). Normally, a
creature at risk of catching on fire can avoid this fate
by making a DC 15 Reflex saving throw, with success
indicating that the fire has gone out. If the fire is one
that has been kept burning by the use of control flames,
then the DC of the Reflex save needed to put out the
flames increases to 25.

This power also enables you to make a fire move as if it
were a living creature. You can animate only a naturally
burning fire; if you attempt to animate one that has been
increased or decreased in size by your augmentation of
this power, the fire immediately returns to its original
size. An animated fire moves at a speed of 30 feet. A
fire that moves away from its fuel or its original location
dies as soon as your control over it lapses.

An animated fire can enter any square, even if a
creature already occupies it. If an animated fire enters
a square occupied by a creature, that creature can make
a Reflex save to get out of the way (DC 11 + the number
of dice of damage the fire does + your key ability
modifier). A successful Reflex save moves the creature
to the nearest unoccupied square. The flames deal the
indicated damage to any creature that is either on fire
or surrounded by the flames (in the fire’s space); see the

Control Flames

Maximum
Manifester Damage
Level Fire Size Example per Round Space
1st-2nd Fine Tindertwig 1 1 foot square
3rd-4th Diminutive  Torch 1d3 1 foot square
5th-6th Tiny Small 1d6 1 foot square
campfire
7th-8th Small Large 2d6 1 foot square
campfire
9th-10th Medium Forge 3d6 1 foot square
11th-12th  Large Bonfire 4d6 2-by-2-foot
square
13th-14th  Huge Burning 5d6 3-by-3-foot
shack square
15th-16th ~ Gargantuan Burning 6d6 4-by-4-foot
tavern square
17th or Colossal Burning 7d6 5-by-5-foot
higher inn square
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accompanying table).

At the start of your turn, the animated fire deals
damage to any creature in its space, and the creature
catches on fire unless it makes a Reflex save (DC as noted
above). A victim on fire takes 1d6 points of damage
each round. Additional rounds in the same space as
the animated fire occupies mean additional chances
of ignition. The damage from multiple normal fires
stacks, but the victim gets a saving throw each round
to negate each fire. It is possible to switch control from
the animated fire (causing it to disappear) to intensify
flames that are already burning (thus denying the foe
Reflex saves after the first).

Augment: You can augment this power in one or both
of the following ways.

1. For every 2 additional power points you spend, you
can increase the size of a fire you want to control by
one step, up to the maximum size of fire you can control
according to your manifester level.

2. For every 2 additional power points you spend, you
can decrease the size of a fire you want to control by one
step. You can reduce a Tiny or smaller fire to nothing,
extinguishing it.

Control Light

Discipline: Psychokinesis [Light]

Level Psion/wilder 1

Display: Visual

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./level)

Area: Nine 10-ft. cubes + three 10-ft. cubes/level (S)

Duration: Concentration, up to 1 min./level, or 1
round; see text

Saving Throw: None; Power Resistance: No

Power Points: 1

By manipulating the ambient light level, you can
decrease or increase the illumination of an area. The
change in illumination can be gradual (taking as long
as 1 minute) or sudden (occurring immediately when
you manifest this power). You can alter the level of
illumination from its original level at any time during
the power’s duration.

Decrease: You can decrease the light level of an area
by one step (from bright light to normal light, from
normal light to dim light, or from dim light to darkness.
Creatures with darkvision can see in an area of dim
light or darkness without penalty. You cannot create
supernatural dark.

Increase: You can increase the light level of an area by
one step (from darkness to dim light, from dim light to
normal light, or from normal light to bright light).

Burst Increase: You can use this power to increase
the light level of an area by two steps (from darkness
to normal light, or from dim light to bright light), but in
such a case the power’s duration is only 1 round.

This power cannot stack with itself, even when
manifested by another psionic creature, if manifested
into the same area. If multiple manifestations of the
control light power overlaps in an area, the light level is




decreased or increased by only one step (or two steps in
case of the Burst Increase manifestation).

Control Object

Discipline: Psychokinesis

Level Kineticist 1

Display: Material

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One unattended object weighing up to 100 1b.
Duration: Concentration, up to 1 round/level

Saving Throw: None; Power Resistance: No

Power Points: 1

You telekinetically “bring to life” an inanimate object.
Though it is not actually alive, the object moves under
your control. Live vegetation cannot be controlled in this
fashion, nor can already animated objects or undead.
The controlled object moves like a puppet, with jerky
and clumsy movements, at a speed of up to 20 feet. If
its form is rigid, it makes creaking, groaning, or grating
sounds as you control it.

A controlled object can attack an opponent if you
direct it to do so. It has one slam attack, at a base
attack bonus equal to your base attack bonus plus your
Intelligence modifier. If the attack hits, it deals points of
damage equal to 1d6 plus your Intelligence modifier. A
controlled object has its usual hardness and hit points.

You can use this power on a nonmagical lock, making
it move in such a way as to attempt to unlock itself. If
another character makes a Disable Device check to
open a lock in the device that you are concentrating
on controlling, the character gains a +4 bonus on the
check.

Augment: You can augment this power in one or both
of the following ways.

1. For every 2 additional power points you spend, you
can control another object at the same time.

2. For every 2 additional power points you spend, the
weight of the object you can control increases by 100
1b.

Control Sound
Discipline: Psychokinesis [Sonic]
Level Psion/wilder 2
Display: Auditory; see text
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Target: One sound or mixture of related sounds
Duration: Concentration, up to 1 min./level; see text
Saving Throw: None; Power Resistance: No
Power Points: 3

You shape and alter existing sounds. You can target
one sound, such as a person speaking or singing, or
a group of related sounds, such as the patter of many
raindrops or the tramp of soldiers passing by. A sound
as quiet as a snapping finger can be controlled. You
can substitute any sound you have heard for the target
sound. If you attempt to exactly duplicate the voice of
a specific individual, or an inherently terrifying sound
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(such as a dragon’s roar), you must succeed on a Bluff
check with a +5 circumstance bonus opposed by the
intended listener’s Sense Motive check to avoid arousing
suspicion.

You can entirely muffle a noise or magnify a sound to
such loudness that it drowns out all other conversation
in the immediate area. In this way, you can provide
yourself or any with a +4 circumstance bonus on Stealth
and audio-based Perception checks.

Alternatively, you can use up the power in an
instant. You do this by modulating a sound into a one-
time destructive impetus that shatters nonmagical/
nonpsionic, unattended objects of crystal, glass,
ceramics, or porcelain (vials, bottles, flasks, jugs,
mirrors, and so forth) in the area.

Co-Opt Concentration

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level Psion/wilder 6

Display: Mental

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One creature

Duration: Concentration, up to 1 round/level
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 11

You take over control of a power that was manifested
by the subject and that must be maintained through
concentration. Once you wrest control of the power
from the subject, you have several options.

* Allow the power to function as normal.

* Keep the power targeted on the subject (if a personal
power) but decide how the power fulfills its function
each round.

* Retarget the power on yourself (if a personal
power).

* Choose not to concentrate on the co-opted power in
the next round, ending the power at that point.

When the duration of co-opt concentration expires,
the power you took control of ends (even if this would
mean that the power ends earlier than normal).

Correspond
Discipline: Telepathy [Mind-Affecting]
Level Psion/wilder 4
Display: Mental
Manifesting Time: 10 minutes
Range: See text
Target: One creature with an Intelligence score of 3 or
higher
Duration: 1 round/level
Saving Throw: None; Power Resistance: No
Power Points: 7
You forge a passive mental link with a creature with
which you have previously had physical or mental
contact. The subject need not be within sight or even
on the same plane as you are. The subject recognizes
you, and you can mentally communicate with it for the
duration (though nothing forces the subject to respond




to you), exchanging messages of twenty-five words
or less once per round. Receiving a message is not an
action and does not provoke attacks of opportunity;
however, sending a message is equivalent to a standard
action that can provoke attacks of opportunity. You do
not need line of sight or line of effect to use this power.

Augment: If you spend an additional 4 power points,
the power’s duration increases to 10 minutes/level.

Cosmic Awareness
Discipline: Clairsentience
Level Psion/wilder 7
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 minute/level or until discharged
Power Points: 13

You gain a sixth sense. Once during the power’s
duration, you may choose to use its effect. This grants
you an insight bonus equal to your manifester level
(maximum +25) on any single attack roll, combat
maneuver check, opposed ability or skill check, or
saving throw. Alternatively, you can apply the insight
bonus to your AC against a single attack (even if flat-
footed). Activating the effect doesn’t take an action; you
can even activate it on another character’s turn. You
must choose to use the cosmic awareness before you
make the roll it is to modify, or before the attack roll if
applying the bonus to your AC. Once used, the power
ends. You can’t have more than one cosmic awareness
active on you at the same time.

Augment: By spending 2 additional power points,
this power’s duration increases to “1 hour/level or until
discharged”.

Create Sound

Discipline: Metacreativity (Creation) [Sonic]
Level Psion/wilder 1

Display: Auditory; see text

Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)

Effect: Sounds; see text

Duration: 1 round/level (D)

Saving Throw: None; Power Resistance: No
Power Points: 1

You create a volume of sound that rises, recedes,
approaches, or remains at a fixed place. You choose
what type of sound the power creates when manifesting
it and cannot thereafter change its basic character.

The volume of sound created, however, depends
on your level. You can produce as much noise as four
normal humans per manifester level (maximum twenty
humans). Thus, talking, singing, shouting, walking,
marching, or running sounds can be created. The noise
produced can be virtually any type of sound within the
volume limit. A horde of rats running and squeaking
is about the same volume as eight humans running
and shouting. A roaring lion is equal to the noise from
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sixteen humans, while a roaring dire lion is equal to the
noise from twenty humans.

If you wish to create a specific message, up to twenty-
five words can be created, and those words repeat
over and over until the duration expires or the power
is dismissed. If you attempt to exactly duplicate the
voice of a specific individual or an inherently terrifying
sound (such as a dragon’s roar), you must succeed on
a Bluff check with a +2 circumstance bonus opposed
by the listener’s Sense Motive check to avoid arousing
suspicion.

Create sound can be used to bring sounds into
existence that you later manipulate by manifesting
control sound.

Augment: If you expend your psionic focus while
manifesting this power, the cost of the power is reduced
by 1 (to a minimum of 0).

Crisis of Breath

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level Telepath 3

Display: Auditory

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One breathing humanoid

Duration: 1 round/level

Saving Throw: Will negates, Fortitude partial; see text;

Power Resistance: Yes
Power Points: 5

You compel the subject to purge its entire store of air
in one explosive exhalation, and thereby disrupt the
subject’s autonomic breathing cycle. The subject’s lungs
do not automatically function again while the power’s
duration lasts.

If the target succeeds on a Will save when crisis of
breath is manifested, it is unaffected by this power.
If it fails its Will save, it can still continue to breathe
by taking a standard action in each round to gasp for
breath.

An affected creature can attempt to take actions
normally (instead of consciously controlling its
breathing), but each round it does so, beginning in
the round when it failed its Will save, the subject risks
blacking out from lack of oxygen. It must succeed on a
Fortitude save at the end of any of its turns in which it
did not consciously take a breath. The DC of this save
increases by 1 in every consecutive round after the first
one that goes by without a breath; the DC drops back to
its original value if the subject spends an action to take
a breath.

If a subject fails a Fortitude save, it is disabled (0 hp).
In the following round, it drops to -1 hit points and
is dying. Curing powers or spells can revive a dying
subject normally, so long as this power’s duration has
expired; if the power is still in effect, a revived creature
is still subject to Fortitude saves in each round when it
does not consciously breathe.

Augment: You can augment this power in one or
more of the following ways.




1. If you spend 2 additional power points, this
power can also affect an animal, fey, magical beast, or
monstrous humanoid.

2. If you spend 4 additional power points, this power
can also affect an aberration, dragon, elemental, or
outsider in addition to the creature types mentioned
above.

3. If you spend 6 additional power points, this power
can affect up to four creatures all within a 20-ft.-radius
burst.

In addition, for every 2 additional power points you
spend to achieve any of these effects, this power’s save
DCincreases by 1.

Crisis of Life
Discipline: Telepathy [Mind-Affecting, Death]
Level Telepath 7
Display: Mental
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Target: One creature
Duration: Instantaneous
Saving Throw: Fortitude partial; see text; Power
Resistance: Yes
Power Points: 13
You interrupt the subject’s autonomic heart rhythm,
killing it instantly on a failed saving throw if it has 11 Hit
Dice or less. If the target makes its saving throw or has
more than 11 Hit Dice, it takes 7d6 points of damage.
Augment: For every additional power point you
spend, this power can kill a subject that has Hit Dice
equal to 11 + the number of additional points. For
every two additional points spent, the power’s save DC
increases by 1.

Crystal Shard

Discipline: Metacreativity (Creation)

Level Psion/wilder 1

Display: Auditory and material
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)

Effect: Ray

Duration: Instantaneous

Saving Throw: None; Power Resistance: No
Power Points: 1

Upon manifesting this power, you propel a razor-
sharp crystal shard at your target. You must succeed on
a ranged touch attack with the ray to deal damage to a
target. The ray deals 1d6 points of piercing damage.

Augment: You can augment this power in one of the
following ways.

1. For every additional power point you spend, this
power’s damage increases by 1d6 points.

2. If you expend your psionic focus when manifesting
this power, the cost of the power is reduced by 1 (to a
minimum of 0), but the damage is reduced to 1d3 points
of piercing damage and cannot be further augmented.

DREAMSCARRED PRESS

92

Crystallize

Discipline: Metacreativity

Level Shaper 6

Display: Auditory

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One living creature

Duration: Permanent

Saving Throw: Fortitude negates; Power Resistance:

Yes
Power Points: 11

You seed the subject’s flesh with supersaturated
crystal. In the blink of an eye, the subject’s form seems
to freeze over, as its flesh and fluids are instantly
crystallized. Following the application of this power, the
subject appears lifeless. In fact, it is not dead (though no
life can be detected with powers or spells that detect
such).

This power has a chance of being dispelled only
by a manifester of a higher level than you when you
manifested this power. When the power is dispelled,
crystal melts back into flesh, and the subject is in exactly
the state he was prior to being affected by crystallize.

Danger Sense
Discipline: Clairsentience
Level Psion/wilder 3, psychic warrior 3
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 hour/level (D)
Power Points: 5
You can sense the presence of danger before your
senses would normally allow it. Your intuitive sense
alerts you to danger from traps, giving you a +4 insight
bonus on Reflex saves to avoid traps and a +4 insight
bonus to Armor Class against attacks by traps.
Augment: If you spend 3 additional power points,
this power also gives you the uncanny dodge ability; if
you spend 6 additional power points, this power gives
you the improved uncanny dodge ability as well.

Death Urge
Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level Psion/wilder 4
Display: Mental
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Target: One living creature
Duration: 1 round
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

You plant a hidden death-urge impulse in the subject’s
unconscious. On the subject’s next turn, it looks for the
quickest method to end its life and attempts to do so.
The subject takes no other action on its turn except
attempting to harm itself.

If armed, the subject attacks itself as a full-round




action. The attack automatically succeeds and deals
damage as a critical hit. If unarmed, the subject moves
adjacent to the nearest enemy and provokes an attack
of opportunity, offering its opponent an opening, which
the opponent may or may not choose to take advantage
of.

If the subject is unarmed and no enemy is nearby,
the subject simply does nothing at all. A subject close to
an immediate and lethal hazard such as a cliff or a fire
might hurl itself off the cliff or into the fire instead of
striking itself with a weapon.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1. For every
2 point increase in the power’s save DC, the duration
increases by 1 round.

Deceleration
Discipline: Psychoportation
Level Psion/wilder 1
Display: Auditory and material
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./level)
Target: One Medium or smaller creature
Duration: 1 min./level
Saving Throw: Reflex negates; Power Resistance: Yes
Power Points: 1

You warp space around an individual, hindering the
subject’s ability to move. The subject’s speed (in any
movement mode it possesses) is halved. A subsequent
manifestation of deceleration on the subject does not
further decrease its speed.

Augment: For every 2 additional power points you
spend, this power can affect a target one size category
larger and this power’s save DC increases by 1.

Decerebrate
Discipline: Psychoportation [Teleportation]
Level Psion/wilder 7
Display: Mental
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./level)
Target: One living creature
Duration: Instantaneous
Saving Throw: Fortitude negates; Power Resistance:
Yes
Power Points: 13
With decerebrate, you selectively remove a portion of
the subject’s brain stem. The creature loses all cerebral
function, vision, hearing, and other sensory abilities,
and all voluntary motor activity. The subject becomes
limp and unresponsive. Without extreme measures,
such as greater restoration or some other suitable effect
of 7th level or higher, the creature perishes in 1d4
days.

Defy Gravity

Discipline: Psychoportation

Level Psion/wilder 2, psychic warrior 2
Display: Olfactory

Psionics UNLEASHED

93

Manifesting Time: 1 standard action

Range: Personal or close (25 ft. + 5 ft./2 levels)

Target: You or one willing creature or one object (total
weight up to 100 lb./level); see text

Duration: 10 min./level (D)

Saving Throw: None; Power Resistance: Yes
(harmless, object)

Power Points: 3

You gain the ability move yourself, another creature,
or an objectup and down as youwish. A creature must be
willing to be affected, and an object must be unattended
or possessed by a willing creature. You can mentally
direct the recipient to move up or down as much as 20
feet each round; doing so is a move action. You cannot
move the recipient horizontally, but the recipient could
clamber along the face of a cliff, for example, or push
against a ceiling to move laterally (generally at half its
base land speed).

An affected creature that attacks with a melee or
ranged weapon finds itself increasingly unstable; the
first attack has a -1 penalty on attack rolls, the second
-2, and so on, to a maximum penalty of -5. A full round
spent stabilizing allows the creature to begin again at
-1.

Special: When a manifester other than a nomad
manifests this power, the target is the manifester (not a
willing creature or an object).

Déja Vu
Discipline: Telepathy [Mind-Affecting]
Level Psion/wilder 1
Display: Mental
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One creature
Duration: 1 round
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1

Your mental impulse forces the subject to repeat the
actions it took on its previous turn. If the situation has
changed in such a way that the subject can’t take the
same actions again (if its foe is dead, or the subject has
run out of power points, and so on), the subject stands
still and takes no actions for 1 round. In any event, the
subject can still defend itself, and it retains its Dexterity
bonus to AC even if it stands still.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1.

Demoralize

Discipline: Telepathy [Mind-Affecting]

Level Psion/wilder 1

Display: Mental and olfactory

Manifesting Time: 1 standard action

Range: 30 ft.

Area: 30-ft.-radius spread centered on you
Duration: 1 min./level

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1




You fill your enemies with self-doubt. Any enemy
in the area that fails its save becomes shaken for the
duration of the power. Allies and creatures without an
Intelligence score are unaffected.

Augment: For every 2 additional power points you
spend, this power’s range and the radius of its area both
increase by 5 feet, and the power’s save DC increases
by 1.

Destiny Dissonance
Discipline: Clairsentience
Level Seer 1
Display: Material and mental
Manifesting Time: 1 standard action
Range: Touch
Target: Creature touched
Duration: 1 round/level
Saving Throw: None; Power Resistance: Yes
Power Points: 1

Your mere touch grants your foe an imperfect,
unfocused glimpse of the many possible futures in
store. Unaccustomed to and unable to process the
information, the subject becomes sickened for 1 round
per level of the manifester if you succeed on a melee
touch attack.

Detect Hostile Intent

Discipline: Telepathy [Mind-Affecting]

Level Psion/wilder 2, psychic warrior 2
Display: Olfactory

Manifesting Time: 1 standard action

Range: 30 ft.

Area: 30-ft.-radius emanation centered on you
Duration: 10 min./level (D)

Saving Throw: None; Power Resistance: No
Power Points: 3

While the duration of this power lasts, you become
aware of the presence of any creatures with hostile
intent within 30 feet of you, and their direction from
you (but not their specific location). The power detects
active aggression, as opposed to vigilance. In addition,
while this power is active you cannot be surprised or
caught flatfooted by creatures that are susceptible to
mind-affecting powers.

While under the effect of this power, you can make
Sense Motive checks as a free action against anyone
within 30 feet of you.

The power can penetrate barriers, but 3 feet of stone,
3 inches of common metal, 1 inch of lead, or 6 feet of
wood or dirt blocks it.

Detect Psionics
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Detect Psionics
Discipline: Clairsentience
Level Psion/wilder 1, psychic warrior 1
Display: Auditory and visual
Manifesting Time: 1 standard action
Range: 60 ft.
Area: Cone -shaped emanation centered on you
Duration: Concentration, up to 1 min./level (D)
Saving Throw: None; Power Resistance: No
Power Points: 1

You detect psionic auras. A psionic aura is given off
by any active or permanent power, or during the use of
any psionic feat. Characters who have levels in a psionic
class, creatures with the psionic subtype, and creatures
with the Wild Talent feat possess psionic auras. The
amount of information revealed by the manifestation of
this power depends on how long you study a particular
area or subject.

1st Round: Presence or absence of psionic auras.

2nd Round: Number of different psionic auras and the
strength of the most potent aura.

3rd Round: The strength and location of each aura.
If the items or creatures bearing the auras are in line

Aura Strength
Power or Item Faint Moderate Strong Overwhelming
Functioning power (power level) 3rd or lower 4th-6th 7th-9th 10th+ (deity-level)
Psionic item (manifester level) 5th or lower 6th-11th 12th-20th 21st+ (artifact)




of sight, you can make Knowledge (psionics) checks to
determine the discipline involved in each aura. (Make
one check per aura; DC 15 + power level, or 15 + one-
half manifester level for an effect that is not created by
a power, such as that of a psionic item.) If the aura
emanates from a psionic item, you can attempt to
identify its properties (see Spellcraft).

Psionically charged locations, multiple disciplines, or
strong local psionic emanations may confuse or conceal
weaker auras.

Aura Strength: A psionic aura’s strength depends
on a functioning power’s level or an item’s manifester
level. If an aura falls into more than one category, detect
psionics indicates the stronger of the two. Detection of
an overwhelming aura (see the accompanying table)
dazes you for 1 round and the power ends.

Lingering Aura: A psionic aura lingers after its
original source dissipates (in the case of a power) or
is destroyed (in the case of a psionic item). If detect
psionics is manifested and directed at such a location,
the power indicates an aura of dim (even weaker than a
faint aura). How long the aura lingers at this dim level
depends on its original strength:

Original Strength Duration

Faint 1d6 minutes
Moderate 1d6 x 10 minutes
Strong 1d6 hours
Overwhelming 1d6 days

Each round, you can turn to detect psionics in a new
area. You can tell the difference between magical and
psionic auras. The power can penetrate barriers, but 1
foot of stone, 1 inch of common metal, a thin sheet of
lead, or 3 feet of wood or dirt blocks it.

Augment: This power may be augmented in either of
the following ways.

1. If you expend your psionic focus when manifesting
this power, the cost of the power is reduced by 1 (to a
minimum of 0).

2. By spending an additional 2 power points, you gain
a +10 enhancement bonus on Spellcraft checks made to
identify the properties and command words of psionic
items in your possession. This power does not allow you
to identify artifacts.

Detect Remote Viewing
Discipline: Clairsentience
Level Psion/wilder 4
Display: Mental and visual
Manifesting Time: 1 standard action
Range: 40 ft.
Area: 40-ft.-radius emanation centered on you
Duration: 24 hours
Saving Throw: None; Power Resistance: No
Power Points: 7
You immediately become aware of any attempt to
observe you by means of a scrying power or spell. The
power’s effect radiates from you and moves as you
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move. You know the location of every psionic or magical
sensor within the power’s area.

If the viewing attempt originates within the area, you
also know the viewer’s location. Otherwise, you and the
remote viewer immediately make opposed manifester
level checks (1d20 + manifester level, or viewer’s caster
level as appropriate). If you at least match the remote
viewer’s result, you get a visual image of the remote
viewer and an accurate sense of the remote viewer’s
direction and distance from you.

Detect Teleportation
Discipline: Clairsentience
Level Nomad 1
Display: Visual
Manifesting Time: 1 standard action
Range: 40 ft.
Area: 40-ft.-radius emanation centered on you
Duration: Concentration, up to 1 minute (D)
Saving Throw: No; Power Resistance: No
Power Points: 1

You sense the use of any effects of the teleportation
subdiscipline within the area. You sense the use of these
powers whether or not you have line of sight or line of
effect (although a force effect prevents this detection).
When you sense the use of an appropriate power, you
know the direction in which the power was used, though
not the distance or the exact effect.

Augment: If you spend 2 additional power points,
this power’s range increases to Medium (100 ft. + 10 ft./
level).

Dimension Slide

Discipline: Psychoportation (Teleportation)
Level: Psychic warrior 3

Display: Visual

Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)

Target: You; see text

Duration: Instantaneous

Power Points: 5

You instantly transfer yourself from your current
location to any other spot within range to which you
have line of sight. You can bring along possessions that
amount to as much as a medium load, including living
creatures that weigh as much as 20 pounds. Movement
caused by the use of dimension slide does not provoke
attacks of opportunity.

If you somehow attempt to transfer yourself to a
location occupied by a solid body or a location you can’t
see the power simply fails to function.

Augment: If you spend 4 additional power points,
you can manifest this power as a move action.

Dimension Swap

Discipline: Psychoportation (Teleportation)
Level: Nomad 2, psychic warrior 2

Display: Visual

Manifesting Time: 1 standard action




Range: Close (25 ft. + 5 ft./2 levels)

Targets: You and one ally in range, or any two allies in
range; see text

Duration: Instantaneous

Saving Throw: Will negates (harmless, object); Power
Resistance: Yes (harmless, object)

Power Points: 3

You instantly swap positions between your current
position and that of a designated ally in range.
Alternatively, you can swap the positions of any two
allies in range. This power affects creatures of Large or
smaller size. You can bring along objects, but not other
creatures.

Special: A psychic warrior can manifest this power
to swap positions with an ally, but not to swap the
positions of two allies.

Augment: For every 2 additional power points you
spend, this power can affect a target one size category
larger.

Disable

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Psion/wilder 1

Display: Visual

Manifesting Time: 1 standard action

Range: 20 ft.

Area: Cone-shaped emanation centered on you
Duration: 1 min./level (D)

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1

You broadcast a mental compulsion that convinces
one or more creatures of a combined total of 4 Hit Dice
or less that they are disabled. Creatures with the fewest
HD are affected first. Among creatures with equal Hit
Dice, those who are closest to the power’s point of origin
are affected first. Hit Dice that are not sufficient to affect
a creature are wasted. Creatures that are rendered
helpless or are destroyed when they reach 0 hit points
cannot be affected.

Creatures affected by this power believe that they have
somehow been brought to the brink of unconsciousness
and must act accordingly. While it’s possible for an
important nonplayer character to attempt some sort of
“heroic” action, common NPCs and creatures under the
effect of this power typically cower or retreat.

Any creature that attempts to take a standard action
immediately breaks the compulsion and can act
normally. A creature that attempts to heal itself or that
receives healing is likewise freed of the compulsion, and
if it is not actually wounded, the healing is wasted. A
creature that takes damage is also instantly freed of the
compulsion (although the damage still counts against
its actual current hit points).

Augment: For every 2 additional power points you
spend, this power’s range increases by 5 feet and its
save DC increases by 1.

In addition, for every additional power point you
spend to increase the range and the save DC, this power

DREAMSCARRED PRESS

96

can affect targets that have Hit Dice equal to 4 + the
number of additional points.

Disintegration

Discipline: Psychoportation

Level: Psion/wilder 6

Display: Auditory, material, and visual
Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Effect: Ray

Duration: Instantaneous

Saving Throw: Fortitude partial (object); Power

Resistance: Yes
Power Points: 11

A thin, green ray springs from your pointing finger.
You must make a successful ranged touch attack to hit.
Any creature struck by the ray takes 22d6 points of
damage. Any creature reduced to 0 or fewer hit points
by this power is entirely disintegrated, leaving behind
only a trace of fine dust. A disintegrated creature’s
equipment is unaffected.

When used against an object, the ray simply
disintegrates as much as one 10-foot cube of nonliving
matter. Thus, the power disintegrates only part of any
very large object or structure targeted. The ray affects
even objects constructed entirely of force, but not
psionic effects such as a null psionics field.

A creature or object that makes a successful Fortitude
save is partially affected, taking only 5d6 points of
damage. If this damage reduces the creature or object
to 0 or fewer hit points, it is entirely disintegrated.

Only the first creature or object struck can be
affected; that is, the ray affects only one target per
manifestation.

Augment: For every additional power point you
spend, the damage this power deals to a subject that fails
its saving throw increases by 2d6 points. Augmenting
this power does not change the amount of damage the
target takes if it succeeds on its saving throw. For every
4d6 additional damage, the power’s save DC increases
by 1.

Dismiss Ectoplasm
Discipline: Metacreativity
Level: Psion/wilder 3
Display: Auditory and visual
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Area: 30-ft.-radius burst
Duration: Instantaneous
Saving Throw: Will negates; see text; Power
Resistance: No
Power Points: 5
You dismiss creatures, objects, or effects composed of
ectoplasm, such as astral constructs or the ectoplasmic
cocoon power, or that were formerly composed of
ectoplasm, such as items created by metacreativity
(creation) powers.
An ectoplasmic creature that fails its Will saving




throw dissipates into so much constituent ectoplasm,
which evaporates immediately.

A creature under the effect of the ectoplasmic form
power that fails its saving throw is either destroyed out
right or physically shifted to a random location on the
Astral Plane (50% chance for either result).

Other ongoing powers that create ectoplasmic objects
or effects, such as ectoplasmic cocoon, are dismissed if
you succeed on a manifester level check (1d20 + your
manifester level, maximum +10) against a DC of 11 + the
power’s manifester level.

Dispel Psionics

Discipline: Psychokinesis

Level: Psion/wilder 3

Display: Visual

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./level)

Target or Area: One manifester, creature, or object; or
20-ft.-radius burst

Duration: Instantaneous

Saving Throw: None; Power Resistance: No

Power Points: 5

You can use dispel psionics to end one ongoing power
that has been manifest on a creature or object or to
temporarily suppress the psionic abilities of a psionic
item. A dispelled power ends as if its duration had
expired. Some powers, as detailed in their descriptions,
can’t be defeated by dispel psionics. Dispel psionics can
dispel (but not counter) psi-like effects just as it does
powers. The effect of a power with an instantaneous
duration can’t be dispelled, because the psionic effect is
already over before the dispel psionics can take effect.

Targeted Dispel: One object, creature, or power is the
target of the dispel psionics power. You make one dispel
check (1d20 + your manifester level) and compare that
to the power with highest manifester level (DC = 11 +
the power’s manifester level). If successful, that power
ends. If not, compare the same result to the power with
the next highest manifester level. Repeat this process
until you have dispelled one power affecting the target,
or you have failed to dispel every power.

For example, a 7th-level manifester manifests dispel
psionics, targeting a creature affected by biofeedback
(manifester level 12th) and flight (manifester level 7th).
The manifester level check results in a 19. This check is
not high enough to end the biofeedback (which would
have required a 23 or higher), but it is high enough to
end the flight (which only required a 18). Had the dispel
check resulted in a 23 or higher, the biofeedback would
have been dispelled, leaving the flight intact. Had the
dispel check been a 17 or less, no powers would have
been affected.

You can also use a targeted dispel to specifically end
one power affecting the target or one power affecting
an area (such as a wall of fire). You must name the
specific power effect to be targeted in this way. If your
manifester level check is equal to or higher than the DC
of that power, it ends. No other powers or effects on the
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target are dispelled if your check is not high enough to
end the targeted effect.

If you target an object or creature that is the effect
of an ongoing power (such as a monster summoned by
summon monster), you make a dispel check to end the
power that conjured the object or creature.

If the object that you target is a psionic item, you
make a dispel check against the item’s manifester level
(DC = 11 + the item’s manifester level). If you succeed,
all the item’s psionic properties are suppressed for
1d4 rounds, after which the item recovers its psionic
properties. A suppressed item becomes nonpsionic for
the duration of the effect. An interdimensional opening
(such as a bag of holding) is temporarily closed. A psionic
item’s physical properties are unchanged: A suppressed
psionic sword is still a sword (a masterwork sword,
in fact). Artifacts and deities are unaffected by mortal
psionics such as this.

You automatically succeed on your dispel check
against any power that you manifest yourself.

Augment: This power may be augmented in one of
the following ways.

1. If you spend an additional 6 power points, your
targeted dispel can dispel one power for every four
manifester levels you possess, starting with the highest
level powers and proceeding to lower level powers. It
also has a chance to dispel any effect that remove curse
can remove, even if an unaugmented dispel psionics
can’t dispel that effect. The DC of this check is equal to
the curse’s DC.

2. If you spend an additional 6 power points, you may
choose to make an area dispel instead of a targeted
dispel.

Area Dispel: When dispel psionics is used in this way,
the power affects everything within a 20-foot-radius
burst. Roll one dispel check and apply that check to each
creature in the area, as if targeted by dispel psionics. For
each object within the area that is the target of one or
more powers, apply the dispel check as with creatures.
Psionic items are not affected by an area dispel.

For each ongoing area or effect power whose point
of origin is within the area of the dispel psionics power,
apply the dispel check to dispel the power. For each
ongoing power whose area overlaps that of the dispel
psionics power, apply the dispel check to end the effect,
but only within the overlapping area.

If an object or creature that is the effect of an ongoing
power (such as a weapon summoned by call weaponry)
is in the area, apply the dispel check to end the power
that conjured that object or creature (returning it
whence it came) in addition to attempting to dispel one
power targeting the creature or object.

You may choose to automatically succeed on dispel
checks against any power that you have manifested.

Dispelling Buffer

Discipline: Psychokinesis

Level: Kineticist 6, psychic warrior 6
Display: Material and olfactory




Manifesting Time: 1 standard action
Range: Personal or close (25 ft. + 5 ft./2 levels); see text
Target: You or one willing creature or one object

(object weighing up to 100 1b./level); see text
Duration: 1 hour/level (D)
Saving Throw: None ; Power Resistance: Yes

(harmless, object)
Power Points: 11

You create a psychokinetic shield around the subject
that improves the chance that any powers affecting the
subject will resist a dispel psionics power (or a dispel
magic spell) or a negation effect that targets a specific
power (such as shatter mind blank). When dispelling
buffer is manifested on a creature or object, on each
dispel check, add +5 to the DC for the ongoing effect that
is subject to being dispelled.

Dispel psionics can negate dispelling buffer, but against
a targeted dispel, dispelling buffer is always checked
last (with the same +5 bonus). Against an area dispel,
dispelling buffer is checked in the order according to its
level (with the same +5 bonus).

Special: When a psychic warrior manifests this power,
the range is personal and the target is the manifester.

Dissipating Touch
Discipline: Psychoportation (Teleportation)
Level: Psion/wilder 1, psychic warrior 1
Display: Auditory and visual
Manifesting Time: 1 standard action
Range: Touch
Target: Creature or object touched
Duration: Instantaneous
Saving Throw: None; Power Resistance: Yes (object)
Power Points: 1

Your mere touch can disperse the surface material of
a foe or object, sending a tiny portion of it far away. This
effect is disruptive; thus, your successful melee touch
attack deals 1d6 points of damage.

Augment: For every additional power point you
spend, this power’s damage increases by 1d6 points.

Dissolving Touch
Discipline: Psychometabolism [Acid]
Level: Psychic warrior 2
Display: Visual
Manifesting Time: 1 standard action
Range: Touch
Target: Creature or object touched
Duration: Instantaneous
Saving Throw: None; Power Resistance: No
Power Points: 3

Your touch, claw, or bite is corrosive, and sizzling
moisture visibly oozes from your natural weapon
or hand. You deal 4d6 points of acid damage to any
creature or object you touch with your successful melee
touch attack. Acid you secrete denatures 1 round after
use, losing all efficacy and ability to deal damage. You
are immune to your own acid.

Augment: For every 2 additional power points you
spend, this power’s damage increases by 1d6 points.
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Dissolving Weapon
Discipline: Psychometabolism [Acid]
Level: Psychic warrior 2
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: One held weapon; see text
Duration: Instantaneous
Saving Throw: None; Power Resistance: No
Power Points: 3

As dissolving touch, except your weapon is charged
with acid until you make a successful attack.

Distract
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 1, psychic warrior 1
Display: Mental
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: Concentration, up to 1 min./level (D)
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1
You cause your subject’s mind to wander, distracting
her. Subjects under the effect of distract make all
Perception and Sense Motive checks at a -4 penalty.
Augment: If you expend your psionic focus when
manifesting this power, the cost of the power is reduced
by 1 (to a minimum of 0).

Divert Teleport

Discipline: Psychoportation (Teleportation)

Level: Psion/wilder 7

Display: Visual

Manifesting Time: 1 immediate action; see text

Range: Medium (100 ft. + 10 ft./level)

Area: A circle, centered on you, with a radius of 100 ft.
+10 ft./level

Effect: Diverts the teleportation of any object or
creature whose weight does not exceed your
maximum load

Duration: 10 min./level (D)

Saving Throw: Will negates (foils diversion); Power

Resistance: Yes (foils diversion)

Power Points: 13

Similar to detect teleportation, except that you know
the intended destination, and you can divert the final
destination of any teleportation attempt made by others
within the area.

You can divert the destination of both incoming and
outgoing teleportations, psionic and magical. You must
overcome the power resistance of creatures that possess
it to make a successful diversion, and the teleporting
creature can make a Will save to foil the diversion as
well.

For the purpose of this power, “divert” means you
choose the actual destination of any teleportation
attemptyou can affect, asif you yourself were teleporting
to that location, regardless of the teleportation range of
the effect you are diverting. The destination you choose




must be a location with which you are very familiar or
that you have studied carefully.

Dream Travel

Discipline: Psychoportation

Level: Nomad 7

Display: Visual

Manifesting Time: 1 standard action

Range: Touch

Targets: You and touched creature or creatures (up to
one/level)

Duration: 1 hour/level (D)

Saving Throw: Will negates; Power Resistance: Yes

Power Points: 13

You and any creature you touch are drawn along a
crystal arc of reverie to the edge of conscious thought
and into the region of dreams. You can take more than
one creature along with you (subject to your level
limit), but each one must be touching another one. You
physically enter the land of dreams, leaving nothing
behind.

In the region of dreams, you move through a
menagerie of thoughts, desires, and phantoms created
by the minds of dreamers everywhere. For every
minute you move through dream, you can “wake” to
find yourself five miles displaced in the waking world.
Thus, a character can use this power to travel rapidly by
physically entering where only dreams normally prowl,
moving the desired distance, and then stepping back
into the waking world. You know where you will come
out in the waking world.

Dream travel can also be used to travel to the
Dreamscape and other planes that contain creatures
that dream, but doing this requires crossing into the
dreams of outsiders, where you are subject to the
vagaries of many dream realities—a potentially perilous
proposition. Transferring to another plane of existence
in this fashion requires 1d4 hours of uninterrupted
travel.

Any creatures that come along when dream travel is
manifested also make the transition to the borders of
unconscious thought. A creature separated from you
wanders off into the dreamscape. When the duration
ends, all affected creatures return to the waking world
asmuch as 1,000 miles (d%x10) from their starting point.
If a creature remains in the dreamscape, it is powerless
to leave unless it can manifest the dream travel power
itself or someone who manifests the power seeks out
the lost creature.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1.

Duodimensional Claw
Discipline: Psychometabolism
Level: Psychic warrior 3

Display: Material

Manifesting Time: 1 standard action
Range: Personal

Target: You
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Duration: 10 min./level
Power Points: 5

Ifyou have a claw attack (either from an actual natural
weapon or from an effect such as claws of the beast),
you can use this power to improve that weapon. One of
your claws becomes two-dimensional, making it razor-
sharp. The weapon is now psionically keen, increasing
its threat range from 20 to 19-20. This benefit does not
stack with other effects that improve a weapon’s threat
range.

Ecto Protection

Discipline: Metacreativity

Level: Psion/wilder 1

Display: Visual; see text

Manifesting Time: 1 standard action; see text
Range: Close (25 ft. + 5 ft./2 levels)

Target: An astral construct you manifest
Duration: 1 min./level

Saving Throw: None; Power Resistance: No
Power Points: 1

This power reinforces an astral construct you created
by the astral construct power, increasing the DC by 1 on
any dispel psionics attempts or a similar effect, and a +1
bonus on its saving throw to resist dismiss ectoplasm.
This power can be manifested as a swift action in the
same round that you manifest an astral construct, as
long as the power points you spend to perform both
actions do not exceed your manifester level.

Augment: For every 2 additional power points you
spend, the DC for dispel psionics or similar effects
increases by 1, and your astral construct’s bonus on its
saving throw to resist dismiss ectoplasm increases by 1.

Ectoplasmic Cocoon

Discipline: Metacreativity

Level: Shaper 3

Display: Auditory and material

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One Medium or smaller creature

Duration: 1 round/level (D)

Saving Throw: Reflex negates; Power Resistance: No
Power Points: 5

You draw writhing strands of ectoplasm from the
Astral Plane that wrap up the subject like a mummy.
The subject can still breathe but is otherwise helpless,
unable to see outside the cocoon, speak, or take any
physical actions. The subject’s nostrils are clear (air
passes through the cocoon normally). The subject can
execute purely mental actions (such as manifesting
powers or casting spells with no verbal, somatic, or
material components).

Cutting or damaging the cocoon can free a victim. The
cocoon has hardness 8 and 20 hit points. Teleportation
and other forms of travel provide a means of escape,
but the cocoon extends into the Ethereal Plane, blocking
ethereal travel. An ectoplasmic cocoon can’t be affected
by dispel psionics, but it can be dismissed with dismiss




ectoplasm, or otherwise destroyed by extreme measures
or items.

The creature within the cocoon is visible only as a
vague shape (substantial enough to interrupt line of
sight) and cannot be directly harmed or interacted with
unless the cocoon is destroyed. The cocooned creature
can be moved normally (the weight of the cocoon is
negligible).

A creature that is cocooned while aloft begins to fall
immediately, and a creature that is cocooned while
swimming or underwater may drown.

Augment: You can augment this power in one or both
of the following ways.

1. For every 2 additional power points you spend, this
power’s save DC increases by 1.

2. For every 2 additional power points you spend, this
power can affect a target one size category larger.

Ectoplasmic Cocoon, Mass
Discipline: Metacreativity
Level: Shaper 7
Area: 20-ft.-radius burst
Duration: 1 hour/level (D)
Saving Throw: Reflex negates; Power Resistance: No
Power Points: 13

As ectoplasmic cocoon, except you can cocoon several
creatures (or a single big creature that fits in a 20-foot
radius sphere or hemisphere) in a mass of writhing
ectoplasm. Targets entirely within the area who fail
their save are caught and cocooned. If a creature’s body
is only partially within the area, this power does not
affect that creature.

Augment: For every 2 additional power points you
spend, the radius of this power’s area increases by 5
feet.

Ectoplasmic Creation

Discipline: Metacreativity (Creation)

Level: Shaper 1

Display: Material

Manifesting Time: 1 minute

Range: 0 ft.

Effect: Unattended, nonpsionic, nonmagical object of
nonliving matter, up to 1 cu. ft./level

Duration: 1 hour/level (D)

Saving Throw: None; Power Resistance: No

Power Points: 1
You shape raw ectoplasm into a nonmagical,

unattended object of nonliving, organic matter. The

volume of the item created cannot exceed 1 cubic

foot per manifester level. You must succeed on an

appropriate Craft skill check to make a complex item.
Attempting to use any created object as a material

component for spells causes the spell to fail.

Ectoplasmic Creation, Major
Discipline: Metacreativity (Creation)
Level: Psion/wilder 5

Manifesting Time: 10 minutes
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Range: Close (25 ft. + 5 ft./2 levels)
Duration: See text
Power Points: 9

This power functions like ectoplasmic creation, except
that you can also create an object of mineral nature:
stone, crystal, metal, or the like. The duration of the
created item varies with its relative hardness and rarity,
as indicated on the following table.

Hardness and Rarity Examples Duration
Vegetable matter 2 hr./level
Stone, crystal, base metals 1 hr./level

Precious metals 20 min./level

Gems 10 min./level

Rare metal* 1 round/level

* Includes adamantine, alchemical silver, and mithral. You
can’t use major modify matter to create a cold iron item.
Additional rare items are possible at the GM’s discretion,
but should typically be limited to 1 round/level.

Ectoplasmic Form

Discipline: Psychometabolism
Level: Egoist 3, psychic warrior 3
Display: Olfactory

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 min./level (D)

Power Points: 5

You and all your gear become a partially translucent
mass of rippling ectoplasm that generally conforms
to your normal shape. You gain damage reduction 10/
psionics, and you gain immunity to poison and critical
hits. Your material armor becomes meaningless,
although your size, Dexterity, deflection bonuses, and
armor bonuses from force effects (such as those gained
by inertial armor) still apply to your Armor Class.

You can manifest powers while in ectoplasmic form,
but you must make a concentration check (DC 20 +
power level) for each power you attempt to manifest.

You cannot physically attack, you lose supernatural
abilities (ifany), and you can’t speak while in ectoplasmic
form. You can’t run, but you can fly at a speed of 20 feet
(perfect). You can pass through small holes or narrow
openings, even mere cracks, with all you were wearing
or holding in your hands. You are subject to the effects
of wind, and you can’t enter water or other liquid. You
also can’t manipulate objects or activate items, even
those carried along with you. Continuously active items
remain active, though in some cases their effects may
be moot (such as items that provide armor or natural
armor bonuses).

Ectoplasmic Shambler

Discipline: Metacreativity (Creation)

Level: Psion/wilder 5

Display: Auditory, material, and olfactory; see text
Manifesting Time: 1 round

Range: Long (400 ft. + 40 ft./level)




Effect: One ectoplasmic manifestation of a size equal

to ten 10-ft. cubes (S)

Duration: 1 min./level
Saving Throw: None; Power Resistance: No
Power Points: 9

You fashion an ephemeral, many-legged mass of
pseudo-living ectoplasm called an ectoplasmic shambler.
You can direct the shambler as a free action. It has a
speed of 10 feet. It can completely surround objects (and
opponents) over which it is manifested or onto which it
moves, because it has the consistency of thick mist. The
vision of those within the shambler is limited to 5 feet,
and manifesting powers (or casting spells) within the
shambler is difficult due to the constant turbulence felt
by those caught in the shambler’s form. Vision through
the shambler is similarly impaired for those outside the
shamble.

Creatures enveloped by the shambler, regardless
of Armor Class, take 1 point of damage for every two
manifester levels you have in each round they become
enveloped in or remain within the roiling turbulence of
the shambler. Anyone trying to manifest a power must
make a concentration check (DC 15 + power’s or spell’s
level) to successfully manifest a power or cast a spell
inside the shambler.

A wind stronger than 20 miles per hour that blows
against the shambler reduces its speed to 0 feet during
the first round, and in subsequent rounds moves it in
the direction of the wind at a speed of 5 feet. A wind
stronger than 20 miles per hour that blows in the
direction the shambler travels increases its speed to 15
feet.

Ectoplasmic Sheen

Discipline: Metacreativity (Creation)

Level: Psion/wilder 1

Display: Visual and olfactory

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target or Area: One object or a 10-ft. square
Duration: 1 round/level (D)

Saving Throw: See power text; Power Resistance: No
Power Points: 1

You draw forth ectoplasm in an area, causing the
surface to become slick. Any creature in the area when
the power is manifested must make a successful Reflex
save or fall. A creature can walk within or through the
area of ectoplasm at half normal speed with a DC 10
Acrobatics check. Failure means it can’t move thatround
(and must then make a Reflex save or fall), while failure
by 5 or more means it falls (see the Acrobatics skill for
details). Creatures that do not move on their turn do
not need to make this check and are not considered flat-
footed.

The power can also be used to create a greasy coating
on an item. Material objects not in use are always
affected by this power, while an object wielded or
employed by a creature requires its bearer to make
a Reflex saving throw to avoid the effect. If the initial
saving throw fails, the creature immediately drops the

Psionics UNLEASHED

101

item. A saving throw must be made in each round that
the creature attempts to pick up or use the affected item.
A creature wearing affected armor or clothing gains a
+10 circumstance bonus on Escape Artist checks and
combat maneuver checks made to escape a grapple,
and to their CMD to avoid being grappled.

Augment: If you spend 6 additional power points,
each target that fails a Reflex save to remain standing
and falls must first make a Strength check (with the
same DC as the Reflex save) to stand.

In addition, for every two additional power points
you spend augmenting this power, the power’s save DC
increases by 1.

Ego Whip
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 2
Display: Auditory
Manifesting Time: 1 standard action
Range: Medium (100 ft. +10 ft./level)
Target: One creature
Duration: Instantaneous
Saving Throw: Will half; see text; Power Resistance:
Yes
Power Points: 3
Your rapid mental lashings assault the ego of your
enemy, debilitating its confidence. The target takes
1d4 points of Charisma damage, or half that amount
(minimum 1 point) on a successful save. A target that
fails its save is also dazed for 1 round.
Augment: For every 4 additional power points you
spend, this power’s Charisma damage increases by 1d4
points and its save DC increases by 2.

Elfsight
Discipline: Psychometabolism
Level: Psion/wilder 2, psychic warrior 1
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 hour/level
Power Points: Psion/wilder 3, psychic warrior 1
You gain low-light vision (as an elf) for the duration
of the power, as well as a +2 bonus on vision-based
Perception checks.
If elfsight is used in conjunction with my light, the
cone of light extends out to 80 feet instead of 40 feet.

Empathic Connection

Discipline: Telepathy (Charm) [Mind-Affecting]
Level: Telepath 1

Display: Mental

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One humanoid

Duration: 1 hour/level

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1




You reach out with your mind, finding the emotional
strings that most apply to your target. With delicate
influences, you twist those emotional strings, making
your target view you as a friend (treat the target’s
attitude as friendly). If the creature is currently being
threatened or attacked by you or your allies, however,
it receives a +5 bonus on its saving throw.

This does not enable you to control the affected
person as if it was an automaton, but it perceives
your words and actions in the most favorable way.
You can try to give the subject orders, but you must
win an opposed Charisma check to convince it to do
anything it wouldn’t ordinarily do. (Retries are not
allowed.) An affected creature never obeys suicidal or
obviously harmful orders, but it might be convinced
that something very dangerous is worth doing. Any
act by you or your apparent allies that threatens the
charmed person breaks the effect. You must speak the
person’s language to communicate your commands, be
good at pantomiming, or have some other method to
communicate, such as mindlink.

Augment: You can augment this power in one or
more of the following ways.

1. If you spend 2 additional power points, this
power can also affect an animal, fey, magical beast, or
monstrous humanoid.

2. If you spend 4 additional power points, this power
can also affect an aberration, dragon, elemental, or
outsider in addition to the creature types mentioned
above.

3. If you spend 4 additional power points, this power’s
duration increases to one day per level.

In addition, for every 2 additional power points you
spend to achieve any of these effects, this power’s save
DC increases by 1.

Empathic Feedback
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 4, psychic warrior 3
Display: Auditory and material
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 10 min./level
Saving Throw: Will negates; see text; Power

Resistance: Yes
Power Points: Psion/wilder 7, psychic warrior 5

You empathically share your pain and suffering with
your attacker. Each time a creature strikes you in melee,
it takes damage equal to one quarter the amount it dealt
to you (rounded down, minimum 1) unless it succeeds
on a Will save. This damage is empathic in nature, so
powers and abilities the attacker may have such as
damage reduction and regeneration do not lessen or
changethisdamage. The damage from empathicfeedback
has no type, so even if you took fire damage from a
creature that has immunity to fire, empathic feedback
will damage your attacker. The damage from empathic
feedback is a mind-affecting effect, a successful Will
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save negates this damage, and the damage is subject to
power resistance.

Augment: This power may be augmented in one of
the following ways.

1. By spending 3 additional power points, the damage
suffered by your attacker increases to one half the
damage dealt to you.

2. By spending 6 additional power points, the damage
suffered by your attacker is equal to the damage dealt
to you.

Empathic Transfer

Discipline: Psychometabolism
Level: Egoist 2, psychic warrior 2
Display: Auditory and material
Manifesting Time: 1 standard action
Range: Touch

Target: Willing creature touched
Duration: Instantaneous

Power Points: 3

You heal another creature’s wounds, transferring
some of its damage to yourself. When you manifest
this power, you can heal as much as 2d10 points of
damage. The target regains a number of hit points
equal to the dice result, and you lose hit points equal
to half of that amount. (This loss can bring you to 0 or
fewer hit points.) Powers and abilities you may have
such as damage reduction and regeneration do not
lessen or change this damage, since you are taking the
target’s pain into yourself in an empathic manner. The
damage transferred by this power has no type, so even
if you have immunity to the type of damage the target
originally took, the transfer occurs normally and deals
hit point damage to you.

Alternatively, you can use this power to absorb one
poison or one disease afflicting the target creature into
yourself. When you absorb a poison or disease, you
do not take any of the damage previously dealt to the
target by the affliction, but you do assume the burden
of making the secondary and/or continuing Fortitude
saves to combat the affliction.

Finally, you can use this power to transfer up to 1
point of ability damage per manifester level from the
target to yourself.

Augment: For every additional power point you
spend, you can heal an additional 2d10 points of damage
(to a maximum of 10d10 points per manifestation).

Empathic Transfer, Hostile
Discipline: Telepathy [Mind-Affecting]
Level: Telepath 3, psychic warrior 3
Display: Auditory and material
Manifesting Time: 1 standard action
Range: Touch
Target: Creature touched
Duration: Instantaneous
Saving Throw: Will half; Power Resistance: Yes
Power Points: 5
You transfer your hurt to another. When you manifest




this power and then make a successful touch attack, you
can transfer 50 points of damage (or less, if you choose)
from yourself to the touched creature. The damage you
transfer may not exceed the damage you currently have.
You immediately regain hit points equal to the amount
of damage you transfer.

You cannot use this power to gain hit points in excess
of your full normal total. The transferred damage is
empathic in nature, so powers and abilities the subject
may have such as damage reduction and regeneration
do not lessen or change this damage.

The damage transferred by this power has no type, so
even if the subject has immunity to the type of damage
you originally took, the transfer occurs normally and
deals hit point damage to the subject.

Augment: You can augment this power in one or both
of the following ways.

1. For every additional power point you spend, you can
transfer an additional 5 points of damage (maximum 70
points per manifestation), although you must still have
that amount of actual damage to transfer.

2. If you spend 6 additional power points, this power
affects all creatures in a 20-foot-radius spread centered
on you, transferring the full amount of damage to each
creature, although you may not gain more hit points
back than the amount of damage you transfer.

Empathy

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 1

Display: Mental

Manifesting Time: 1 standard action

Range: 30 ft.

Area: 30-ft.-radius spread centered on you
Duration: Concentration, up to 1 min./level (D)
Saving Throw: None; Power Resistance: No
Power Points: 1

You detect the surface emotions of any creature you
can see that is in the power’s area. You can sense basic
needs, drives, and emotions. Thirst, hunger, fear, fa-
tigue, pain, rage, hatred, uncertainty, curiosity, friendli-
ness, and many other kinds of sensations and moods
can all be perceived.

You gain a +2 insight bonus on any Bluff, Diplomacy,
Intimidate, or Sense Motive checks that you make in the
round when you cease concentrating on this power.

Augment: You can augment this power in one or both
of the following ways.

1. For every additional power point you spend, this
power’s range and the radius of its area increases by
5 feet.

2.If you spend 2 additional power points, this power’s
maximum duration increases to 1 hour/level and you
need only concentrate to gain the benefit of the power.

Empty Mind

Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 1, psychic warrior 1
Display: Auditory
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Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: 1 round
Power Points: 1
You empty your mind of all transitory and distracting
thoughts, improving your self-control. You gain a +2
bonus on all Will saves until your next action.
Augment: For every 2 additional power points you
spend, the bonus on your Will saves increases by 1.

Energy Adaptation

Discipline: Psychometabolism

Level: Psion/wilder 4, psychic warrior 4
Display: Visual; see text

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 10 min./level

Power Points: 7

Your body assimilates some of the effect of an energy
attack and converts it to harmless light. You gain
resistance 10 against any attack that deals acid, cold,
electricity, fire, or sonic damage.

When you absorb damage, you can choose to radiate
visible light that illuminates a 60-foot radius for a
number of rounds equal to the points of damage you
successfully resisted, or merely dissipate the energy
without giving off a visual display.

The energy resistance provided by this power
increases to 20 points at 7th manifester level and to a
maximum of 30 points at 11th level.

The power protects your equipment as well.

The resistance provided by this power does not stack
with other forms of energy resistance.

Augment: If you spend 4 additional power points,
you can manifest this power as an immediate action.

Energy Adaptation, Specified
Discipline: Psychometabolism [see text]
Level: Psion/wilder 2, psychic warrior 2
Power Points: 3

As energy adaptation, except the type of energy to
which you gainresistance when this power is manifested
is your active energy type.

This power’s subtype is the same as the type of damage
it protects against.

Augment: If you spend 4 additional power points,
you can manifest this power as an immediate action.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Ball

Discipline: Psychokinesis [see text]
Level: Kineticist 4

Display: Auditory

Manifesting Time: 1 standard action




Range: Long (400 ft. + 40 ft./level)

Area: 20-ft.-radius spread

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 7

You create an explosion of energy of your active
energy type (cold, electricity, fire, or sonic) that deals
7d6 points of damage to every creature or object within
the area. The explosion creates almost no pressure.

Cold: A ball of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold ball is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a ball of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A ball of this energy type deals +1 point of
damage per die.

Sonic: A ball of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For each extra two dice of damage, this power’s save DC
increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Bolt

Discipline: Psychokinesis [see text]

Level: Psion/wilder 3

Display: Auditory

Manifesting Time: 1 standard action

Range: 120 ft.

Area: 120-ft. line

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 5

You release a powerful stroke of energy of your active
energy type (cold, electricity, fire, or sonic) that deals
5d6 points of damage to every creature or object within
the area. The beam begins at your fingertips.

Cold: A bolt of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold bolt is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a bolt of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A bolt of this energy type deals +1 point of
damage per die.

Sonic: A bolt of this energy type deals -1 point of
damage per die and ignores an object’s hardness.
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This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For each extra two dice of damage, this power’s save DC
increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Burst

Discipline: Psychokinesis [see text]

Level: Psion/wilder 3

Display: Auditory

Manifesting Time: 1 standard action

Range: 40 ft.

Area: 40-ft-radius burst centered on you

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 5

You create an explosion of unstable ectoplasmic
energy of your active energy type (cold, electricity,
fire, or sonic) that deals 5d6 points of damage to every
creature or object within the area. The explosion creates
almost no pressure. Since this power extends outward
from you, you are not affected by the damage.

Cold: A burst of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold burst is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a burst of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A burst of this energy type deals +1 point of
damage per die.

Sonic: A burst of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For each extra two dice of damage, this power’s save DC
increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Cone

Discipline: Psychokinesis [see text]

Level: Kineticist 3

Display: Auditory

Manifesting Time: 1 standard action

Range: 60 ft.

Area: Cone-shaped spread

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;




Power Resistance: Yes
Power Points: 5

You create a cone of energy of your active energy type
(cold, electricity, fire, or sonic), extending outward from
your hand, that deals 5d6 points of damage to every
creature or object within the area.

Cold: A cone of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold cone is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a cone of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A cone of this energy type deals +1 point of
damage per die.

Sonic: A cone of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For each extra two dice of damage, this power’s save DC
increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Conversion
Discipline: Psychometabolism [see text]
Level: Psion/wilder 7
Display: Mental
Manifesting Time: 1 standard action
Range: Personal and close (25 ft. + 5 ft./2 levels); see
text
Effect: Ray; see text
Duration: 10 min./level
Saving Throw: None; Power Resistance: Yes
Power Points: 13
As energy adaptation, except that instead of radiating
away energy as light, you store up the energy and can
later discharge it as a ray. To discharge a ray requires a
standard action. You can choose to fire any number of
rays during the power’s duration. The ray you fire must
be of one of the energy types you have stored (if you
have stored more than one type, you can choose what
kind of energy to use for each ray). If a ray successfully
strikes its target (requiring a ranged touch attack), the
target takes damage equal to the amount of energy
damage of that type you have stored, up to a maximum
of three times your manifester level. As long as this
power remains in effect, you can continue to absorb
energy damage and fire additional rays using the stored
damage. Damage you fire in rays is subtracted from the
damage you have absorbed, so you may not fire off rays
if you have depleted the energy you have absorbed.
This power’s subtype is the same as the type of energy
you discharge in a ray; thus, its subtype can change
during the course of the power’s duration.

Psionics UNLEASHED

105

Energy Current

Discipline: Psychokinesis [see text]

Level: Kineticist 5

Display: Visual; see text

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: Any two creatures no more than 15 ft. apart
Duration: Concentration, up to 1 round/level
Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 9

Your body’s psionically fueled bioenergetic currents
produce an arc of energy of your active energy type
(cold, electricity, fire, or sonic) that targets a creature
you designate as the primary foe for 9d6 points of
damage in every round when the power remains in
effect. Energy also arcs off the primary foe to strike
one additional foe that is initially within 15 feet of the
primary foe, or that subsequently moves within 15 feet
of the primary foe while the duration lasts. Secondary
foes take the same damage that the primary foe takes in
every round while the duration lasts.

Should either the primary or secondary foe fall to less
than 0 hit points (or should a target completely evade
the effect with a special ability or power), or should the
primary foe move out of range of the effect, the energy
current’s arc randomly retargets another primary and/
or secondary foe while the duration lasts, depending on
which foe or foes can no longer be targeted. Targeted
foes can move normally, possibly moving out of range of
the effect, but each round they are targeted and remain
in range they must make a saving throw to avoid taking
full damage in that round.

Concentrating to maintain energy current is a full-
round action. If you take damage while maintaining
energy current, you must make a successful
concentration check (DC 10 + damage dealt) to avoid
losing your concentration on the power.

The save DC to halve the damage for the secondary
target is 2 lower than the DC for the primary target.

Cold: A current of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold current is a Fortitude save instead of a
Reflex save.

Electricity: Manifesting a current of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A current of this energy type deals +1 point of
damage per die.

Sonic: A current of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: You can augment this power in one or both
of the following ways.

1. For every additional power point you spend, this
power’s damage increases by one die (d6). For each
extra two dice of damage, this power’s save DC increases
by 1.




2. For every 4 additional power points you spend,
this power can affect an additional secondary foe. Any
additional secondary foe cannot be more than 15 feet
from another target of the power.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Missile

Discipline: Psychokinesis [see text]

Level: Kineticist 2

Display: Auditory

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Targets: Up to five creatures or unattended objects; no
two targets can be more than 15 ft. apart.

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 3

You release a powerful missile of your active energy
type (cold, electricity, fire, or sonic) at your foe. The
missile deals 3d6 points of damage to each creature or
unattended object you target, to the maximum of five
targets. You cannot hit the same target multiple times
with the same manifestation of this power.

Cold: A missile of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold missile is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a missile of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A missile of this energy type deals +1 point of
damage per die.

Sonic: A missile of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For every two additional dice of damage, the power’s
save DC increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Push

Discipline: Psychokinetic [see text]

Level: Psion/wilder 2

Display: Auditory and visual

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Effect: Ray

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;
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Power Resistance: Yes
Power Points: 3

You project a solid blast of energy of your active
energy type (cold, electricity, fire, or sonic) at a target,
dealing it 2d6 points of damage. In addition, if a subject
of up to one size category larger than you fails a
Strength check (DC equal to the save DC of this power),
the driving force of the energy blast pushes it back 5
feet plus another 5 feet for every 5 points of damage it
takes. If a wall or other solid object prevents the subject
from being pushed back, the subject instead slams into
the object and takes an extra 2d6 points of damage from
the impact (no save). The movement caused by energy
push does not provoke attacks of opportunity.

Cold: A blast of this energy type deals +1 point of
damage per die (damage from impact remains at 2d6
points). The saving throw to reduce damage from a cold
push is a Fortitude save instead of a Reflex save.

Electricity: Manifesting a blast of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A blast of this energy type deals +1 point of
damage per die (damage from impact remains at 2d6
points).

Sonic: A blast of this energy type deals -1 point of
damage per die (damage from impact remains at 2d6
points) and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every 2 additional power points you
spend, this power’s damage increases by one die (d6)
and its save DC increases by 1. The damage increase
applies to both the initial blast and any damage from
impact with an object.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Ray
Discipline: Psychokinesis [see text]
Level: Psion/wilder 1
Display: Auditory
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Ray
Duration: Instantaneous
Saving Throw: None; Power Resistance: Yes
Power Points: 1

You create a ray of energy of your active energy type
(cold, electricity, fire, or sonic) that shoots forth from
your fingertip and strikes a target within range, dealing
1d6 points of damage, if you succeed on a ranged touch
attack with the ray.

Cold: A ray of this energy type deals +1 point of
damage per die.

Electricity: Manifesting a ray of this energy type
provides a +3 bonus on your attack roll if the target is




wearing metal armor and a +2 bonus on manifester
level checks for the purpose of overcoming power
resistance.

Fire: Aray of this energy type deals +1 point of damage
per die.

Sonic: A ray of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: You can augment this power in one of the
following ways.

1. For every additional power point you spend, this
power’s damage increases by one die (d6).

2. If you expend your psionic focus when manifesting
this power, the cost of the power is reduced by 1 (to a
minimum of 0), but the damage is reduced to 1d3 and it
cannot be further augmented.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Retort

Discipline: Psychokinesis [see text]

Level: Psion/wilder 3

Display: Visual

Manifesting Time: 1 standard action

Range: Personal and close (25 ft. + 5 ft./2 levels); see
text

Targets: You and creature or object attacking you;
see text

Duration: 1 min./level

Saving Throw: Reflex half or Fortitude half; see
text; Power Resistance: Yes

Power Points: 5
You weave a field of potential energy of

your active energy type (cold, electricity,

fire, or sonic) around your body. The

first successful attack made against

you in each round during the power’s

duration prompts a response from

the field without any effort on

your part. The attack may be

physical, the effect of a power, or

the effect of a spell (including

spell-like, supernatural, and

extraordinary abilities).

An “ectoburst” discharges

from the field, targeting

the source of the attack and

dealing 4d6 points of damage

of the active energy type. To be

affected, a target must be within

close range, you must have line

of sight and line of effect to it, and

you must be able to identify the

source of the attack. The ectoburst

automatically strikes the enemy who

successfully attacked you, so long as it
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meets the above criteria.

Cold: A field of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold retort is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a field of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A field of this energy type deals +1 point of
damage per die.

Sonic: A field of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s duration increases by 1 minute.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Stun

Discipline: Psychokinesis [see text]
Level: Psion/wilder 2

Display: Auditory




Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Area: 5-ft.-radius burst

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 3

You release a powerful stroke of your active energy
type (cold, electricity, fire, or sonic) that encircles all
creatures in the area, dealing 1d6 points of damage
to each of them. In addition, any creature that fails its
save for half damage must succeed on a Will save or be
stunned for 1 round.

Cold: A stroke of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold stun is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a stroke of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A stroke of this energy type deals +1 point of
damage per die.

Sonic: A stroke of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For every two additional dice of damage, the power’s
save DC increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Wall
Discipline: Metacreativity (Creation) [see text]
Level: Psion/wilder 3
Display: Auditory
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Area: An opaque sheet of energy up to 20 ft. long/level
or a ring of energy with a radius of up to 5 ft./2 levels
Duration: Concentration + 1 round/ level
Saving Throw: Reflex half or Fortitude half; see text;
Power Resistance: No
Power Points: 5
You create an immobile sheet of energy of your active
energy type (cold, electricity, fire, or sonic) formed out
of unstable ectoplasm. One side of the wall, selected by
you, sends forth waves of energy, dealing 2d6 points of
damage to creatures and objects within 10 feet and 1d6
points of damage to those beyond 10 feet but within
20 feet. In addition, anyone passing though the energy
wall takes 2d6 points of damage +1 point per manifester
level (maximum +20).
If you manifest the wall so that it appears where
creatures are, each creature takes damage as if passing
through the wall.
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If you manifest this power in the form of a ring of
energy, you choose whether the waves of energy radiate
inward or outward from the ring.

Cold: A sheet of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold wall is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a sheet of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A sheet of this energy type deals +1 point of
damage per die.

Sonic: A sheet of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.

Energy Wave

Discipline: Psychokinesis [see text]

Level: Psion/wilder 7

Display: Auditory

Manifesting Time: 1 standard action

Range: 120 ft.

Area: Cone-shaped spread

Duration: Instantaneous

Saving Throw: Reflex half or Fortitude half; see text;

Power Resistance: Yes
Power Points: 13

You create a flood of energy of your active energy type
(cold, electricity, fire, or sonic) out of unstable ectoplasm
that deals 13d6 points of damage to each creature and
object in the area. This power originates at your hand
and extends outward in a cone.

Cold: A wave of this energy type deals +1 point of
damage per die. The saving throw to reduce damage
from a cold wave is a Fortitude save instead of a Reflex
save.

Electricity: Manifesting a wave of this energy type
provides a +2 bonus to the save DC and a +2 bonus on
manifester level checks for the purpose of overcoming
power resistance.

Fire: A wave of this energy type deals +1 point of
damage per die.

Sonic: A wave of this energy type deals -1 point of
damage per die and ignores an object’s hardness.

This power’s subtype is the same as the type of energy
you manifest.

Augment: For every additional power point you
spend, this power’s damage increases by one die (d6).
For each extra two dice of damage, this power’s save DC
increases by 1.

Special: A kineticist does not need to select an energy
type for this power when he gains psionic focus. He
may choose the type of damage at the time the power
is manifested.




Ensconce

Discipline: Clairsentience

Level: Psion/wilder 7

Display: None

Manifesting Time: 1 standard action

Range: Touch

Target: One willing creature or one object (up to a 2-ft.
cube/level) touched

Duration: One day/level (D)

Saving Throw: None or Will negates (object); Power

Resistance: No or Yes (object)

Power Points: 13

When manifested, this power prevents clairsentience
or divination effects from detecting or locating the
target and also renders the affected target invisible (as
the invisibility spell). The power does not prevent the
subject from being discovered through tactile means
or through the use of devices. Creatures affected by
ensconce become comatose and are effectively in a state
of suspended animation until the effect ends.

Note: The Will save prevents an attended or magical
object from being ensconced. There is no save to see
the ensconced creature or object or to detect it with
a clairsentience power or divination spell, such an
attempt automatically fails.

Entangling Ectoplasm
Discipline: Metacreativity (Creation)
Level: Psion/wilder 1
Display: Material and visual
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One Medium or smaller creature
Duration: 5 rounds
Saving Throw: None; Power Resistance: No
Power Points: 1

You draw forth a glob of ectoplasmic goo from the
Astral Plane and immediately throw it as a ranged touch
attack at any creature in range. On a successful hit,
the subject is covered in goo and becomes entangled.
The goo evaporates at the end of the power’s duration.
Entangled creatures can attempt to break free as a
move action, making a Strength or Escape Artist check.
The DC for this check is equal to 11 + the manifester’s
key ability modifier.

Augment: For every 2 additional power points you
spend, this power can affect a target one size category
larger and the DC to break free increases by 1.

Eradicate Invisibility

Discipline: Psychokinesis

Level: Psion/wilder 3

Display: Visual

Manifesting Time: 1 standard action

Range: 50 ft.

Targets: You and all invisible creatures and objects in
a 50-ft.-radius burst centered on you

Duration: Instantaneous

Saving Throw: Reflex negates; Power Resistance: No
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Power Points: 5

You radiate a psychokinetic burst that disrupts and
negates all types of invisibility (though this power can’t
negate the effect of cloud mind). Any creature that fails
its save to avoid the effect loses its invisibility.

Creatures that are naturally invisible, such as an
invisible stalker, are revealed as a dim outline for 1
round (until the beginning of your next turn) and do
not have total concealment during this period.

Augment: For every additional power point you
spend, this power’s range and the radius of the burst in
which it functions both increase by 5 feet. For each 10-
foot increase, this power’s save DC increases by 1.

Escape Detection
Discipline: Clairsentience
Level: Psychic warrior 3, seer 3
Display: None
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 hour/level
Power Points: 5

You (plus all your gear and any objects you carry)
become difficult to detect by clairsentience powers such
as clairvoyant sense, remote viewing, and psionic true
seeing, and similar magical effects. If a clairsentience
power or similar effect is attempted against you, the
manifester of the power must succeed on a manifester
level check (1d20 + manifester level, or caster level if
the opponent is not a manifester) against a DC of 13 +
your manifester level (maximum +10).

Ethereal Form

Discipline: Psychoportation

Level: Nomad 7

Display: Visual

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 round/level (D)

Power Points: 13

You become ethereal, along with your equipment. For
the duration of the power, you are in the Ethereal Plane,
which overlaps the Material Plane. When the power
expires, you return to material existence.

An ethereal creature is invisible, insubstantial,
and capable of moving in any direction, even up or
down, albeit at half normal speed. As an insubstantial
creature, you can move through solid objects, including
living creatures. An ethereal creature can see and hear
on the Material Plane, but everything looks gray and
ephemeral. Sight and hearing onto the Material Plane
are limited to 60 feet.

Force effects and abjurations affect an ethereal
creature normally. Their effects extend onto the Ethereal
Plane from the Material Plane, but not vice versa. An
ethereal creature can’t attack material creatures, and
powers you manifest while ethereal affect only other




ethereal things. Certain material creatures or objects
have attacks or effects that work on the Ethereal Plane.

Treat other ethereal creatures and ethereal objects as
if they were material.

If you end the power and become material while
inside a material object (such as a solid wall), you are
shunted off to the nearest open space and take 1d6
points of damage per 5 feet that you so travel.

Ethereal Form, Greater

Discipline: Psychoportation

Level: Psion/wilder 9

Manifesting Time: 1 standard action

Range: Touch

Targets: You and one other touched willing creature/
three levels; all targets must be joined by linked
hands

Duration: 1 min./level (D)

Saving Throw: None; Power Resistance: Yes
(harmless)

Power Points: 17

This power functions like ethereal form, except
that you and other willing creatures joined by linked
hands (along with their equipment) become ethereal.
Besides yourself, you can bring one creature per three
manifester levels to the Ethereal Plane. Once ethereal,
the subjects need not stay together.

When the power expires, all affected creatures on the
Ethereal Plane return to material existence.

If you end the power or the power ends normally
and any of the affected creatures including you become
material while inside a material object (such as a solid
wall), that creature or creatures are shunted off to the
nearest open space and take 1d6 points of damage per
5 feet shunted.

Ethereal Passage
Discipline: Psychoportation
Level: Psion/wilder 7
Display: Visual
Manifesting Time: 1 standard action
Range: 0 ft.
Effect: Ethereal 5-ft. by 8-ft. opening, 10 ft. deep + 5 ft.

deep per three levels
Duration: One usage per two levels
Saving Throw: None; Power Resistance: No
Power Points: 13

You create an ethereal passage through wooden,
plaster, or stone walls, but not other materials. The
ethereal passage is invisible and inaccessible to all
creatures except you, and only you can use the passage.
You disappear when you enter the ethereal passage and
appear when you exit. If you desire, you can take one
other creature (Medium or smaller) through the passage.
This counts as two uses of the passage. The passage does
not allow light, sound, or power effects through it, nor
can you see through it without using it. Thus, the power
can provide an escape route, though certain creatures,
such as phase spiders, can follow with ease. A gem of
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true seeing or similar ability reveals the presence of an
ethereal passage but does not allow its use.

An ethereal passage is subject to dispel psionics. If
anyone is within the passage when it is dispelled, he is
harmlessly ejected just as if he were inside a passwall
effect.

You can allow other creatures to use the ethereal
passage by setting some triggering condition for the
door. Such conditions can be as simple or elaborate as
you desire. They can be based on a creature’s name,
identity, or alignment, but otherwise must be based
on observable actions or qualities. Intangibles such as
level, class, HD, and hit points don’t qualify.

Evade Burst
Discipline: Psychometabolism
Level: Psion/wilder 7, psychic warrior 3
Display: Material
Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: Instantaneous
Power Points: Psion/wilder 13, psychic warrior 5

You throw off a faux ectoplasmic shell, allowing you
to slide out of range of a damaging effect. When you
manifest this power in conjunction with making a
successful Reflex save against an attack that normally
deals half damage on a successful save, you instead take
no damage.

Augment: If you spend 4 additional power points,
you take only half damage on a failed Reflex save.

Exhalation of the Black Dragon
Discipline: Psychometabolism [Acid]
Level: Psychic warrior 3
Display: Visual
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Ray
Duration: Instantaneous
Saving Throw: None; Power Resistance: Yes
Power Points: 5
You spit forth vitriolic acid, originating from your
mouth, at your target. If you succeed on a ranged touch
attack, the target takes 3d6 points of acid damage.
Augment: For every 2 additional power points you
spend, this power’s damage increases by 1d6 points.

Expansion
Discipline: Psychometabolism
Level: Psychic warrior 1
Display: Olfactory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level (D)
Power Points: 1
This power causes instant growth, doubling your
height, length, and width and multiplying your weight




by 8. This increase changes your size category to the
next larger one. You gain a +2 size bonus to Strength,
a -2 size penalty to Dexterity (to a minimum of 1), a -1
size penalty on attack rolls and AC due to your increased
size.

If your new size is Large or larger, you have a space
of at least 10 feet and a natural reach of at least 10 feet.
This power does not change your speed.

Ifinsufficient room is available for the desired growth,
you attain the maximum possible size and can make a
Strength check (using your increased Strength score) to
burst any enclosures in the process. If you fail, you are
constrained without harm by the materials enclosing
you—you cannot crush yourself to death by increasing
your size.

All your equipment, worn or carried, is similarly
expanded by this power. Melee and projectile weapons
deal more damage.

Other psionic or magical properties are not affected
by this power. Any affected item that leaves your
possession (including a projectile or thrown weapon)
instantly returns to its normal size. This means that
thrown weapons deal their normal damage (projectiles
deal damage based on the size of the weapon that fired
them). Multiple effects that increase size do not stack,
which means (among other things) that you can’t use a
second manifestation of this power to further expand
yourself.

Augment: You can augment this power in one or
more of the following ways.
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1. If you spend 6 additional power points, this power
increases your size by two size categories instead of one.
You gain a +4 size bonus to Strength, a -4 size penalty to
Dexterity (to a minimum effective Dexterity score of 1),
a -2 size penalty on attack rolls, and a -2 size penalty to
Armor Class due to your increased size.

2. If you spend 6 additional power points, you can
manifest this power as a swift action instead of a
standard action.

3.If you spend 2 additional power points, this power’s
duration is 10 minutes per level rather than 1 minute
per level.

Expulsion
Discipline: Psychoportation
Level: Nomad 4
Display: Auditory
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One extraplanar creature
Duration: Instantaneous
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

You force an extraplanar creature back to its proper
plane if it fails a Will save. If the manifestation is
successful, the creature is instantly whisked away, but
there is a 20% chance of actually sending the subject to
a plane other than its own.

False Sensory Input

Discipline: Telepathy [Mind-Affecting]

Level: Telepath 3

Display: Mental

Manifesting Time: 1 round

Range: Long (400 ft. + 40 ft./level)

Target: One creature

Duration: Concentration, up to 1 min./level (D)
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 5

You have a limited ability to falsify one of the subject’s
senses. The subject thinks she sees, hears, smells,
tastes, or feels something other than what her senses
actually report. You can’t create a sensation where
none exists, nor make the subject completely oblivious
to a sensation, but you can replace the specifics of one
sensation with different specifics. For instance, you
could make a human look like a dwarf (or one human
look like another specific human), a closed door look
like it is open, a vat of acid smell like rose water, a parrot
look like a bookend, stale rations taste like fresh fruit,
a light pat feel like a dagger thrust, a scream sound like
the howling wind, and so on.

You can switch between senses you falsify round by
round. You can’t alter the size of an object by more than
50% by using this power. Thus, you couldn’t make a
castle look like a hovel, but you could make it look like
a different castle, or a rough hillock of approximately
the same size. If this power is used to distract an enemy
manifester who is attempting to use his powers, the




enemy must make a concentration check as if being
grappling or pinned.

Because you override a victim’s senses, you can fool
a victim who is using true seeing or some other method
of gathering information, assuming you know that
the victim is actively using such an effect and you can
maintain concentration.

Augment: For every 2 additional power points you
spend, this power can affect an additional target. Any
additional target cannot be more than 15 feet from
another target of the power.

Far Hand

Discipline: Psychokinesis

Level: Psion/wilder 1

Display: Visual

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: A nonmagical, unattended object weighing up
to 51b.

Duration: Concentration, up to 1 min.

Saving Throw: None; Power Resistance: No

Power Points: 1

You can mentally lift and move an object at will from
a distance. As a move action, you can propel the object
as far as 15 feet in any direction, though the power ends
if the distance between you and the object exceeds the
power’s range.

Augment: You can augment this power in one or both
of the following ways. Alternatively, if you expend your
psionic focus when manifesting this power, the cost of
the power is reduced by 1 (to a minimum of 0), but the
power cannot be augmented by either of the following
options.

1. For every 2 additional power points you spend, this
power’s range increases by 5 feet.

2. For every additional power point you spend, the
weight limit of the target increases by 2 pounds.

3. If you expend your psionic focus when manifesting
this power, the cost of the power is reduced by 1 (to a
minimum of 0)

Fate Link
Discipline: Clairsentience
Level: Seer 3
Display: Olfactory
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: Any two living creatures that are initially no
more than 30 ft. apart.
Duration: 10 min./level
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 5
You temporarily link the fates of any two creatures, if
both fail their saving throws. If either linked creature
experiences pain, both feel it. When one loses hit points,
the other loses the same amount. If one takes nonlethal
damage, so does the other. If one creature is subjected to
an effect to which it is immune (such as a type of energy
damage), the linked creature is not subjected to it either.
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If one dies, the other must immediately succeed on a
Fortitude save against this power’s save DC or gain two
negative levels.
No other effects are transferred by the fate link.
Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1.

Fate of One
Discipline: Clairsentience
Level: Seer 7
Display: Mental and visual
Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: Instantaneous
Power Points: 13

Your limited omniscience allows you to reroll a saving
throw, attack roll, or skill check. Whatever the result of
the reroll, you must use it even if it is worse than the
original roll.

If you use the power to reroll a saving throw, you can
manifest this power even when it is not your turn.

Feat Leech

Discipline: Clairsentience

Level: Psion/wilder 2, psychic warrior 2
Display: Mental and visual

Manifesting Time: 1 standard action
Range: Touch

Target: Creature touched

Duration: 1 min./level

Saving Throw: Will negates; see text; Power

Resistance: Yes
Power Points: 3

You can use another’s psionic or metapsionic feats
for yourself. You make a melee touch attack against a
target. If successful, you immediately are familiar with
the target’s psionic and metapsionic feats, if any, and
you can choose two of these feats to “leech”.

While the power lasts, you are treated as if you
possessed the stolen feats, despite the fact that you have
more feats than normally allowed. During this same
period, the target can make no use of the stolen feats.
When the power’s duration expires, you lose access to
the feats, and the target gains immediate use of them.
This transfer occurs regardless of the distance between
you and the target.

If the duration of feat leech is extended by the use of
a metapsionic feat, the target gains a Will saving throw
every 10 minutes beyond the normal duration. If this
save succeeds, the power’s duration ends. If the target
is killed before the duration expires, you immediately
lose the benefit of the stolen feats.

You cannot steal a feat for which you do not meet the
prerequisites, if any. However, you can use a stolen feat
as the prerequisite for another stolen feat.

Augment: For every 2 additional power points you
spend, you can leech another feat and this power’s save
DCincreases by 1.




Fiery Discorporation
Discipline: Psychokinesis [Fire]
Level: Kineticist 5
Display: Visual
Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: Instantaneous and one day; see text
Power Points: 9
You use your mastery of energy to cheat death. If you
are within 30 feet of an open flame, you can use this
power. Any damage that would reduce you to 0 hit points
or lower instead has a chance to discorporate you. You
attempt a Will save (DC 5 + damage dealt); if it succeeds,
you take no damage and simply break apart into dozens
of flitting tongues of flame and vanish, along with all
your gear and anything you are holding or carrying.
One day later, you reappear adjacent to an open flame
nearest to the place where you discorporated, seeming
to materialize from the fire (you choose where you
appear along the perimeter of that open flame). While
discorporated, you do not exist—you can do nothing,
nor can any of your enemies do anything to you.
Augment: For every 3 additional power points
you spend, you gain a +1 bonus on your Will save to
determine whether you discorporate.

Fission
Discipline: Psychometabolism
Level: Egoist 7
Display: Olfactory
Manifesting Time: 1 standard action
Range: Personal
Effect: Duplicate of yourself
Duration: 1 round/level (D)
Power Points: 13

You can divide yourself, creating a duplicate that
comes into existence 5 feet away. Your duplicate thinks
and acts exactly as you do and follows your orders,
although it will not do anything you wouldn’t do
yourself. Your duplicate has all your abilities but none
of your psionic or magical equipment (it does possess
a duplicate of all your mundane equipment, clothing,
armor, and implements, as well as mundane versions
of any psionic or magical equipment you have). You
and your duplicate evenly split your power points, your
remaining usages of pertinent special abilities for the
day, and so on. You retain your psionic focus, if you
maintain such when this power is manifested. Treat
your duplicate as yourself with a manifester level two
lower for the purpose of determining the powers to
which the duplicate has access (while the duration of
this power lasts, this manifester level penalty cannot be
removed by any means). Your duplicate has all other
physical traits you had at the time you manifest this
power. Powers, spells, or other effects affecting you
when you manifest this power do not transfer to your
duplicate. Your duplicate has the same number of hit
points you did at the time this power was manifested.
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When the duration expires or when you dismiss
the power, you and your duplicate rejoin, no matter
how far from each other you are. You gain back any
power points the duplicate has not spent. At the time of
rejoining, your hit points become the average between
the current hit points of you and your duplicate. This
could potentially leave you with negative hit points, but
it can’t reduce your hit points so low as to kill you when
the duration ends.

If your duplicate dies before the duration expires, no
rejoining occurs, and you gain one negative level and
are sickened for ten minutes. If you die, your duplicate
remains in existence and is sickened for ten minutes,
and is for all intents you, but with two negative levels,
and without the manifester level penalty. (Once the
duration expires, the negative levels can be removed by
standard means.)

You can have only one fissioned duplicate in existence
at one time; your duplicate cannot use this power. You
cannot use fusion or metaconcert with a duplicate, or
share any other power or effect that pools abilities
(the sum of you and you is still just you). Similarly,
attempting to use powers such as claws of the vampire
or vampiric blade to hurt your duplicate only damages
your duplicate; these powers do not heal you. Empathic
transfer and similar powers are likewise ineffective
(transferring wounds to yourself isn’t a good healing
strategy).

All beneficial powers affecting a fissioned creature,
either the original or the duplicate, end when the fission
ends. Any detrimental powers affecting your duplicate
end when the duration ends, unless you die and your
duplicate survives, in which case any detrimenal effects
on your duplicate continue. All ability damage, ability
drain, and ability burn damage is added together,
although as stated above, your hit points become the
average hit points between you and your duplicate.

Flight
Discipline: Psychoportation
Level: Nomad 4
Display: Auditory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level (D)
Power Points: 7

You can fly at a speed of 60 feet (or 40 feet if you wear
medium or heavy armor, or if you carry a medium or
heavy load). You can ascend at half speed and descend
at double speed, and your maneuverability is good.
Using this power requires only as much concentration
as walking, so you can attack or manifest normally.
You can charge but not run, and you cannot carry aloft
more weight than your maximum load, plus any armor
you wear. You gain a bonus on Fly skill checks equal to
1/2 your manifester level.

Should the duration expire while you are still aloft,
the power fails slowly. You float downward 60 feet per




round for 1d6 rounds. If you reach the ground in that
amount of time, you lands safely. If not, you fall the rest
of the distance, taking 1d6 points of damage per 10 feet
of fall. Since dispelling a power effectively ends it, you
also descend safely in this way if the power is dispelled,
but not if it is negated by a null psionics field.

Float
Discipline: Psychoportation
Level: Psion/wilder 1, psychic warrior 1
Display: Auditory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 round/level (D)
Power Points: 1

You mentally support yourself in water or similar
liquid. You can swim at a speed of 10 feet using the
power alone, or use it to boost your swim speed by 10
feet.

Augment: For every 2 additional power points
you spend, your swim speed or bonus to swim speed
increases by +10 feet.

Fold Space
Discipline: Psychoportation (Teleportation)
Level: Psion/wilder 4, psychic warrior 4
Display: Visual
Manifesting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)
Target or Targets: You and touched objects or other
touched willing creatures
Duration: Instantaneous
Saving Throw: None and Will negates (object); Power
Resistance: No and Yes (object)
Power Points: 7
You instantly transfer yourself from your current
location to any other spot within range. You always
arrive at exactly the spot desired—whether by simply
visualizing the area or by stating direction. After using
this power, you can’t take any other actions until your
next turn. You can bring along objects as long as their
weight doesn’t exceed your maximum load. You may
also bring one additional willing Medium or smaller
creature (carrying gear or objects up to its maximum
load) or its equivalent per three manifester levels. A
Large creature counts as two Medium creatures, a Huge
creature counts as two Large creatures, and so forth. All
creatures to be transported must be in contact with one
another, and at least one of those creatures must be in
contact with you.
If you arrive in a place that is already occupied by
a solid body, you and each creature traveling with you
take 1d6 points of damage and are shunted to a random
open space on a suitable surface within 100 feet of the
intended location.
If there is no free space within 100 feet, you and each
creature traveling with you take an additional 2d6
points of damage and are shunted to a free space within
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1,000 feet. If there is no free space within 1,000 feet, you
and each creature travelling with you take an additional
4d6 points of damage and the power simply fails.

Augment: If you spend 6 additional power points,
you can manifest this power as a move action, although
you still cannot take any other actions until your next
turn.

Force Screen
Discipline: Psychokinesis [Force]
Level: Psion/wilder 1, psychic warrior 1
Display: Auditory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level (D)
Power Points: 1
You create an invisible mobile disk of force that
hovers in front of you. The force screen provides a +4
shield bonus to Armor Class (which applies against
incorporeal touch attacks, since the force screen is a
force effect). Since it hovers in front of you, the effect
has no armor check penalty associated with it.
Augment: For every 4 additional power points you
spend, the shield bonus to Armor Class improves by 1.

Form of Doom

Discipline: Psychometabolism
Level: Psychic warrior 6

Display: Visual; see text
Manifesting Time: 1 standard action
Range: Personal; see text

Target: You

Duration: 1 round/level (D)

Power Points: 11

You wrench from your subconscious a terrifying
visage of deadly hunger and become one with it. You
are transformed into a nightmarish version of yourself,
complete with an ooze-sleek skin coating, lashing
tentacles, and a fright-inducing countenance. You
effectively gain a +10 bonus on Disguise checks to hide
your identity and instead appear as a horrific monster,
though you retain your basic shape and can continue
to use your equipment. While using this power, you
cannot impersonate a specific individual.

You gain the frightful presence extraordinary ability,
which takes effect automatically when you charge a foe.
Opponents within 30 feet of you that have fewer Hit Dice
or levels than you and that witness your charge become
shaken for 5d6 rounds if they fail a Will save (DC 16 +
your Cha modifier). An opponent that succeeds on the
saving throw is immune to your frightful presence for
24 hours. Frightful presence is a mind-affecting fear
effect.

Your horrific form grants you a natural armor bonus
of +5, damage reduction 5/-, and a +4 bonus to your
Strength score. In addition, you gain +10 feet to your
land speed as well as a +10 bonus on Climb checks and
Acrobatic checks made to jump.




A nest of violently flailing black tentacles sprout from
your hair and back. You can make up to four additional
attacks with these tentacles in addition to your regular
melee attacks in each round that you take a full attack
action. You can make tentacle attacks within the space
you normally threaten. If you make your tentacle
attacks in addition to you regular melee attacks, each
tentacle attacks at your highest base attack bonus with
a -5 penalty. If you forgo all your other attacks, making
only tentacle attacks, you make your tentacle attacks at
your highest base attack bonus with no penalty. These
tentacles deal 2d8 points of damage plus one-half your
Strength bonus on each successful strike.

This power functions only while you inhabit your
base form (for instance, you can’t be metamorphed or
polymorphed into another form, though you can use
claws of the beast, and bite of the wolf in conjunction
with this power for your regular attacks), and while
your mind resides within your own body.

Augment: For every additional power point you
spend, this power’s duration increases by 2 rounds.
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Fortify
Discipline: Psychometabolism
Level: Psion/wilder 1, psychic warrior 1
Display: Mental
Manifesting Time: One standard action
Range: Personal
Target: You
Duration: One minute/level
Power Points: 1

You imbue yourself with psionic energy that protects
you from harm, granting yourself a +2 resistance bonus
on saves.

Augment: For every 2 additional power points you
spend, you gain an additional +1 resistance bonus on
saves.

Fuse Flesh

Discipline: Psychometabolism

Level: Psion/wilder 6

Display: Visual

Manifesting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 round/level

Saving Throw: Fortitude negates and Fortitude partial;
see text; Power Resistance: Yes

Power Points: 11

You cause the touched subject’s flesh to ripple, grow
together, and fuse into a nearly seamless whole. The
subject is forced into a fetal position (if humanoid),
with only the vaguest outline of its folded arms and
legs visible below the all-encompassing wave of flesh.
The subject retains the ability to breathe, eat, and
excrete, but may lose the use of its senses (see below).
If the sudden transformation would prove fatal
to the creature (such as fusing a swimming
air-breathing subject, or a flying subject), the
subject gets a +4 bonus on the save. Unless

it loses the use of its senses (see below), the
creature can still perform purely mental actions,
such as manifesting powers.

If the target fails its Fortitude save to avoid
the power’s effect, the subject must immediately
attempt a second Fortitude save. If this second

save is failed, the creature’s eyes and ears
fuse over, effectively blinding and deafening
it. Moreover, it loses its extraordinary,
supernatural, and spell-like abilities, as well
as its ability to manifest powers (if any), and
is generally in sorry shape.

Incorporeal or gaseous creatures and
creatures not composed of flesh are immune
to fuse flesh, and a shapechanger can revert
to its unfused form as a standard action.

Augment: For every 2 additional power
points you spend, this power’s save DC
increases by 1.




Fusion

Discipline: Psychometabolism

Level: Egoist 8

Display: Auditory, material, and visual

Manifesting Time: 1 round

Range: Touch

Targets: You and one touched willing creature of your
type and your size or smaller

Duration: 1 min./level (D)

Power Points: 15

You and another willing, corporeal, living creature
of the same or smaller size fuse into one being. As the
manifester, you control the actions of the fused being.
However, you can give up this control to the other
creature. Once you give up control, you cannot regain it
unless the other creature relinquishes it.

The fused being has your current hit points plus the
other creature’s current hit points. The fused being
knows all the powers you and the other creature know,
has the sum of your and the other creature’s power
points, and knows or has prepared any spells you or
the other creature possesses (if any). Likewise, all
feats, racial abilities, and class features are pooled (if
both creatures have the same ability, the fused being
gains it only once). For each of the six ability scores,
the fused being’s score is the higher of yours and the
other creature’s, and the fused being also has the higher
Hit Dice or manifester level—this effectively means the
fused being uses the better saving throws, attack bonus,
and skill modifiers of either member, and it manifests
powers at the higher of the manifester levels that you or
the other creature possessed before becoming fused.

You decide what equipment is absorbed into the fused
being and what equipment remains available for use.
These fused items are restored once the power ends.

When the power ends, the fused being separates. The
other creature appears in an area adjacent to you that
you determine. If separation occurs in a cramped space,
the other creature is expelled through the Astral Plane,
finally coming to rest materially in the nearest empty
space and taking 1d6 points of damage for each 10 feet
of solid material passed through.

Damage taken by the fused being is split evenly
between you and the other creature when the power
ends. You do not leave the fusion with more hit points
than you entered it with, unless you were damaged
prior to the fusion and the fused being was subsequently
healed. In a like manner, the fused being’s remaining
power points are split between you and the other
creature (you can leave with more points than you
entered with, as long as you don’t exceed the maximum
power points for your level and ability score). Ability
damage and negative levels are also split between you
and the other creature. (If an odd number of negative
levels or ability score reductions must be split, you
decide whether you or the other creature receives the
additional loss.)

Ifafused beingiskilled, it separatesinto its constituent
creatures, both of which are also dead. You cannot use
fission on a fused being.

DREAMSCARRED PRESS

116

Genesis

Discipline: Metacreativity (Creation)

Level: Shaper 9

Display: Material

Manifesting Time: One week (8 hours/day)
Range: 180 ft.; see text

Effect: A demiplane coterminous with the Astral

Plane, centered on your location
Duration: Instantaneous
Saving Throw: None; Power Resistance: No
Power Points: 17

You create a finite plane with limited access: a
demiplane. Demiplanes created by this power are
very small, very minor planes. This power works best
when manifested while you are on the Astral Plane.
Manifestation of this power creates a local density
fluctuation that precipitates the creation of a demiplane.
At first, the fledgling plane grows in radius at a rate of
1 foot per day to an initial maximum radius of 180 feet
as it rapidly draws substance from the surrounding
astral ectoplasm. Once the new demiplane reaches
its maximum size, it doesn’t really stop growing,
but its growth rate decreases to only 1 foot per week
(approximately a 50-foot increase in radius per year).
Once your demiplane is created, you can travel to it
using astral caravan, plane shift, or some other power
or permanent link that you arrange for separately.

You determine the environment within the demiplane
when you manifest genesis, reflecting most any desire
you can visualize. You determine factors such as
atmosphere, water, temperature, and the general shape
of the terrain. This power cannot create life (including
vegetation), nor can it create construction (such as
buildings, roads, wells, dungeons, and so forth). You
must add these details in some other fashion if you
desire. You can’t create lingering psionic effects with
this power; you have to add those separately, if desired.
Similarly, you can’t create a demiplane out of esoteric
material, such as silver or uranium; you’re limited to
stone and dirt. You can’t manipulate the time trait on
your demiplane; its time trait is as the Material Plane,
as do all other traits of the plane reflect those of the
Material Plane. Once your demiplane reaches 180 feet
inradius, you can manifest this power again to gradually
add another 180 feet of radius to it, and so on.

Antigenesis: If genesis is manifested on the Material
Plane, the power takes effect and the demiplane begins
to grow at the rate noted above, but it gets no larger
than a radius of 1 foot per level. The energies of the
new plane are exactly canceled by the energies of the
original plane, creating a dead spot like a limited cancer
on the original plane. The expanding boundary of the
dead spot wipes away all construction, crumbles natural
land forms, and evaporates water, leaving behind a
uniformly level area of inert dust. Living creatures that
pass the boundary of the growing dead spot are not
directly affected, but plants can find no sustenance in
the dust of the dead spot, water-breathing creatures die
quickly when water turns to dust, and mobile animals
know enough to leave the area alone. Once the wave of




change passes, no special essence remains in the dead
spot, and it may be colonized naturally over the course
of several years by bacteria, plants, and animals.

Manifesting genesis is incredibly taxing and you suffer
a negative level for the duration of the manifesting
time. This negative level does not hinder your ability to
continue the manifestation of genesis and fades when
you complete manifesting the power.

Graft Weapon

Discipline: Psychometabolism
Level: Psychic warrior 3

Display: Olfactory

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 24 hours (D)

Power Points: 5

You attach any melee weapon you can use in one
hand—mundane, psionic, or magical—onto the end
of one of your arms. The weapon becomes a natural
extension of your arm, and that hand blends seamlessly
into the shaft, hilt, or head of the weapon. Now that the
weapon and you are one, you gain a +1 competence
bonus on all attack and damage rolls while using the
weapon.

The grafted weapon is considered both a standard
weapon and a natural weapon for the purpose of
effects that distinguish between either weapon type.
For instance, the grafted weapon is treated as a natural
weapon for the purpose of delivering a touch attack
with a power in conjunction with the weapon attack.
As with any power (or spell) melee touch attack made
in conjunction with a natural weapon attack, the touch
attack effect is not delivered unless the natural weapon
strikes normally; on a failed attack, the touch power (or
spell) is wasted.

For a creature under the effect of the claws of the
beast power, grafting a weapon means that attacks with
this hand deal the base damage of the weapon, instead
of the claw upon which the creature normally relies.

While your hand is grafted to a weapon, you lose the
use of that hand and take a -2 penalty on all skill checks
requiring the use of hands. Powers that temporarily
polymorph or metamorph you can ignore the grafted
weapon or alter it normally, at your discretion. If the
weapon takes damage, you take damage as well. If
you are healed, so is your grafted weapon. If your
weapon is destroyed, you permanently lose 2 points
of Constitution; the ability drain persists until you can
restore your natural anatomy (by means of regenerate
or a similar effect).

When this power’s duration expires, the grafted
weapon falls to the ground and your hand returns.

Grip of Iron

Discipline: Psychometabolism

Level: Psychic warrior 1

Display: Visual

Manifesting Time: 1 immediate action

Psionics UNLEASHED

117

Range: Personal
Target: You

Duration: 1 round/level
Power Points: 1

You can improve your chances in a grapple as an
immediate action, gaining a +4 enhancement bonus to
your combat maneuver rolls to grapple.

You can manifest this power with an instant thought,
quickly enough to gain the benefit of the power in the
current round. Manifesting this power is an immediate
action. You can manifest this power when it isn’t your
turn (if you are grappled).

Augment: For every 2 additional power points you
spend, the enhancement bonus increases by 1.

Hail of Crystals

Discipline: Metacreativity (Creation)

Level: Shaper 5

Display: Auditory and visual

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Area: 20-ft.-radius burst

Duration: Instantaneous

Saving Throw: Reflex half; Power Resistance: No
Power Points: 9

A tiny ectoplasmic crystal emanates from your
outstretched hand and rapidly expands to a 2-foot-
diameter ball of crystal as it speeds toward the location
you designate. You can choose to aim this crystal at
a single target or at a specific point in space (a grid
intersection).

If you aim the crystal at a single target, you must make
a ranged touch attack to strike the target. Any creature
or object struck by the ball of crystal takes 5d4 points of
bludgeoning damage.

Whether the crystal hits its target, misses, or was
aimed at a point in space, it explodes upon arrival at the
location you designated. Anyone within 20 feet of the
explosion takes 9d4 points of slashing damage from the
thousands of crystal shards that spray forth, although
the damage is halved on a successful Reflex save.

Augment: For every additional power point you
spend, this power’s damage from the explosion of the
crystal increases by 1d4 points.

Hammer
Discipline: Psychometabolism
Level: Psion/wilder 1, psychic warrior 1
Display: Auditory and material
Manifesting Time: 1 standard action
Range: Touch
Targets: Creature or creatures touched (see text)
Duration: Instantaneous
Saving Throw: None; Power Resistance: Yes
Power Points: 1

This power charges your touch with the force of a
sledgehammer. Your melee touch attack deals 1d8 points
of damage. This damage is not increased or decreased
by your Strength modifier.




Augment: You can augment this power in the
following ways:

1. For every additional power point you spend, you
can use this melee touch attack one additional time.

2. For every additional 2 power points you spend, the
damage increases by 1d8 damage.

Heightened Vision
Discipline: Clairsentience
Level: Psion/wilder 3, psychic warrior 2
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 hour/level
Power Points: Psion/wilder 5, psychic warrior 3
You increase your visual acuity, gaining the ability to
see 60 feet even in total darkness. Your increased vision
is black and white only but otherwise like normal
sight.

Hustle
Discipline: Psychometabolism
Level: Egoist 3, psychic warrior 2
Display: Auditory
Manifesting Time: 1 swift action
Range: Personal
Target: You
Effect: 1 extra move action
Duration: Instantaneous
Power Points: Egoist 5, psychic warrior 3
You gain an additional move action in the current
round. Taking a full round’s worth of attacks and then
using this power to move away from your foe does
provoke attacks of opportunity.

Hypercognition
Discipline: Clairsentience
Level: Seer 8
Display: Mental
Manifesting Time: 1 standard action or 1 immediate
action; see text
Range: Personal
Target: You
Duration: Instantaneous
Power Points: 15
You make lightning-fast deductions based on only
the slightest clue, pattern, or scrap of memory resident
in your mind. You can make reasonable statements
about a person, place, or object, seemingly from very
little knowledge. However, your knowledge is in fact
the result of a rigorously logical process that you force
your mind to undertake, digging up and correlating
every possible piece of knowledge bearing on the topic
(possibly even extracting echoes of knowledge from the
Astral Plane).
The nature of the knowledge you gain concerning the
subject of your analysis might include the answer to a
riddle, the way out of a maze, stray bits of information
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about a person, legends about a place or an object, or
even a conclusion concerning a dilemma that your
conscious mind is unable to arrive at.

An Intelligence check may be required to obtain
the desired information. If so, you can manifest
hypercognition as an immediate action prior to making
the check and receive a +20 bonus for doing so.

Id Insinuation
Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Psion/wilder 2
Display: Auditory
Manifesting Time: 1 standard action
Range: Close (25 ft. +5 ft./2 levels)
Target: One creature
Duration: Concentration + 1 round
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 3

Swift tendrils of thought disrupt the unconscious
mind of any one creature, sapping its might. As long
as the manifester remains concentrating fully on this
power, the subject is confused, making it unable to
independently determine it will do. Roll on the following
table at the beginning of each of the subject’s turns to
see what the subject does in that round.

d% Behavior

01-10  Attack manifester with melee or ranged
weapons (or move toward manifester if

attack is not possible).

11-20  Act normally.

21-50 Do nothing but babble incoherently.

51-70  Flee from manifester at top possible speed.
71-100 Attack nearest creature (for this purpose,

a psicrystal counts as part of the subject’s
self).

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1, and the
power can affect an additional target. Any additional
target cannot be more than 15 feet from another target
of the power.

Immovability
Discipline: Psychometabolism
Level: Psychic warrior 4
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: Concentration
Power Points: 7

You are almost impossible to move. Your weight
does not vary; instead, you mentally attach yourself
to the underlying fabric of the plane. Thus, you could
conceivably anchor yourself in midair. Any creature
attempting to physically move you must succeed on an
opposed Strength check, and you gain a +20 bonus on




the check. You can’t voluntarily move to a new location
unless you stop concentrating, which ends the power.

You cannot apply your Dexterity bonus to Armor
Class; however, your anchored body gains damage
reduction 15/-.

You cannot make physical attacks or perform any
other large-scale movements (you can make small-scale
movements, such as breathing, turning your head,
moving your eyes, talking, and so on). Powers with
the teleportation descriptor, or any telekinetic effect,
manifested on you automatically fail.

Augment: If you spend 8 additional power points,
you can manifest this power as an immediate action.

Incarnate

Discipline: Metacreativity

Level: Psion/wilder 5

Display: Material

Manifesting Time: 2 rounds

Range: See text

Target, Effect, or Area: See text

Duration: Permanent; see text

Saving Throw: None; Power Resistance: No
Power Points: 9

This power makes certain other powers permanent
by mimicking the qualities of psionic tattoos. Depending
on the power to be affected, you must be of a minimum
manifester level and must expend a specific gp value of
diamond dust and tattoo ink.

You can make the powers on the incarnate power list
permanent only in regard to yourself, and must have a
manifester level at least 8 higher than the level of the
power to be made permanent. Powers made permanent
in this way can be dispelled only by a manifester of
higher level than you were when you manifested the
power. Powers made permanent by incarnate are not
shared through the fission power, and the effect does
not end when fission ends.

You manifest the desired power and then follow it
with the incarnate manifestation.

Additionally, at the GM’s discretion, additional powers

Incarnate Power List

Minimum
Power Manifester Level GP Cost
Aura sight 15th 17,500 GP
Conceal thoughts 9th 2,500 GP
Converse 10th 5,000 GP
Danger sense 13th 12,500 GP
Detect psionics 9th 2,500 GP
Detect remote viewing 12th 10,000 GP
Detect teleportation 9th 2,500 GP
Elfsight 10th 5,000 GP
Heightened vision 13th 12,500 GP
Know direction and location 9th 2,500 GP
My light 9th 2,500 GP
Ubiquitous vision 11th 7,500 GP
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may be made permanent using the following formula:
GP cost = (Minimum Manifester Level — 8) x 2,500 GP.

Inertial Armor

Discipline: Psychokinesis [Force]
Level: Psion/wilder 1, psychic warrior 1
Display: Visual; see text

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 hour/level (D)

Power Points: 1

Your mind generates a tangible field of force that
provides a +4 armor bonus to Armor Class. Unlike
mundane armor, inertial armor entails no armor check
penalty or speed reduction. Because inertial armor is
composed of psychokinetic force, incorporeal creatures
can’t bypass it the way they do normal armor.

Your inertial armor can be invisible or can appear as
a colored glow, at your option.

The armor bonus provided by inertial armor does
not stack with the armor bonus provided by regular
armor.

Augment: For every 2 additional power points you
spend, the armor bonus to Armor Class increases by 1.

Inertial Barrier
Discipline: Psychokinesis
Level: Kineticist 4, psychic warrior 4
Display: Auditory and mental
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 10 min./level
Power Points: 7

You create a skin-tight psychokinetic barrier around
yourself that resists blows, cuts, stabs, and slashes, as
well as providing some protection against falling. You
gain damage reduction 5/-. Inertial barrier also absorbs
half the damage you take from any fall.

Inflict Pain
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 2
Display: Mental
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 1 round/level
Saving Throw: Will partial; see text; Power
Resistance: Yes
Power Points: 3
You telepathically stab the mind of your foe, causing
horrible agony. The subject suffers wracking pain that
imposes a —4 penalty on attack rolls, skill checks, and
ability checks. If the target makes its save, it takes only
a -2 penalty.
Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1, and the




power can affect an additional target. Any additional
target cannot be more than 15 feet from another target
of the power.

Intellect Fortress
Discipline: Psychokinesis
Level: Psion/wilder 4
Display: Auditory, Visual
Manifesting Time: 1 immediate action

Range: 20 ft.

Area: 20-ft.-radius spread centered on you

Duration: 1 round

Saving Throw: None; Power Resistance: Yes

Power Points: 7

You encase yourself and your allies in a shimmering
fortress of telekinetic force. All damage
from powers and psi-like abilities taken
by subjects inside the area of the T
intellect fortress, including ability o —at
damage, is halved. This lowering
takes place prior to the effects of other
powers or abilities that lessen damage, such as
damage reduction and evasion.

Powers that are not subject to power resistance
are not affected by an intellect fortress.

Augment: This power may be augmented in
one or both of the following ways.

1. For every additional power point you
spend, this power’s duration increases by
1 round.

2. By spending 4 additional power
points, this power may also affect
breath weapons that deal damage.

Know Direction and

Location
Discipline: Clairsentience
Level: Psion/wilder 1
Display: Mental
Manifesting Time: 1 standard
action
Range: Personal
Target: You
Duration: Instantaneous
Power Points: 1
You generally know where
you are. This power is useful to
charactersthatend up atunfamiliar
destinations after teleporting, using lﬂ
a gate, or traveling to or from other
planes of existence. The power reveals
general information about your location as a feeling
or presentiment. The information is usually no more
detailed than a summary that locates you according to
a prominent local or regional site. Using this power also
tells you what direction you are facing.
Using this power prior to making a Knowledge
(planes) check with astral caravan grants a +2 bonus on
the check.
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Augment: If you expend your psionic focus when
manifesting this power, the cost of the power is reduced
by 1 (to a minimum of 0).

Leech Field
Discipline: Psychometabolism
Level: Psion/wilder 5
Display: Visual; see text
Manifesting Time: 1 standard action
Range: Personal; see text
Target: You
Duration: 1 min.
Power Points: 9
You raise a field of potentiality that drains the vitality
from powers that you successfully save against. When
_ you succeed on a saving
throw against a foe’s power
on you, your body erupts in
a brief flash of crackling dark
energy. You gain 1 power point
for every 2 power points your foe
spent to manifest the power you just
saved against (to a maximum number of points
equal to your manifester level). You cannot
gain power points that would cause you to
exceed your normal daily maximum.

This power is effective against any
power that targets a single creature
or has an area of effect and allows the

target a saving throw. This power also

works against spells that would affect you.
The power points gained from saving against
spells is 1 power point per spell level cast.

If multiple creatures are under the effect
of leech field and succeed on a saving throw
against the same manifestation of a power
or casting of a spell, the power points that
would be gained are divided evenly among
all affected creatures. For example, if two
creatures under the effect of leech field
successfully saved against a 12 power

\ X point manifestation of energy ball, each
L] | “'j-\_ would only gain 3 power points.
Augment: For every 2 additional
power points you spend, this power’s
duration increases by 1 minute.
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Matter Agitation

Level: Psion/wilder 1

Display: Auditory and material
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Area: 2 sq. ft. of surface area of an object or creature
Duration: Concentration, up to 1 min./level
Saving Throw: None; Power Resistance: Yes
Power Points: 1

You can excite the structure of a nonpsionic,
nonmagical object, heating it to the point of combustion




over time. The agitation grows more intense in the
second and third rounds after you manifest the power,
as described below.

1st Round: Readily flammable material (paper, dry
grass, tinder, torches) ignites. Skin reddens (1 point of
damage).

2nd Round: Wood smolders and smokes, metal
becomes hot to the touch, skin blisters (1d4 points of
damage), hair smolders, paint shrivels, water boils.

3rd and Subsequent Rounds: Wood ignites, metal
scorches (1d4 points of damage for those holding
metallic objects). Skin burns and hair ignites (1d6 points
of damage), lead melts.

Matter Manipulation

Discipline: Metacreativity

Level: Psion/wilder 8

Display: Auditory and mental

Manifesting Time: 1 standard action; see text
Range: Close (25 ft. + 5 ft./2 levels)

Area: 1 cu. ft./level of inanimate material
Duration: 1 minute / level; see text

Saving Throw: None; Power Resistance: Yes
Power Points: 15

You can weaken or strengthen the substance of an
object or structure. You can affect both mundane and
magical inanimate material. Weakening an object’s
substance decreases its hardness and hit points, and
strengthening it increases its hardness and hit points.
You can increase or decrease an object’s hardness by
up to 5 from its original hardness. When hardness
increases, the object (or portion of an object) gains 3 hit
points per inch of thickness for every point of increased
hardness. When hardness decreases, the object (or
portion of an object) loses 2 hit points per inch of
thickness for every point of decreased hardness (to a
minimum of 1 hit point per inch of thickness).

You can’t decrease the hardness of an object that
already has hardness 0. You cannot increase an object’s
hardness by more than 5 from the hardness of the
original base object, nor decrease it by more than 5 from
the hardness of the original base object. For example,
you could not manifest this power twice to increase an
object’s hardness by 10, but could decrease the hardness
by 5, then manifest again to increase the hardness by 5,
and then manifest again to increase the hardness again
by 5, because the change from the original base object’s
hardness is only 5.

Working Manipulated Metals: An object or portion
thereof whose hardness is decreased or increased is
permanently changed. Even hardening adamantine
to 25 is possible. You can also harden or weaken a
preforged weapon, a suit of armor, or some other
finished item.

You may choose to spend one hour manifesting this
power, rather than a standard action. This results in
the duration of the power changing to “Instantaneous”
instead of 1 minute / level, making the change
permanent.
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Memory Modification

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Telepath 4

Display: Mental

Manifesting Time: 1 round

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature

Duration: Permanent

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

You reach into the subject’s mind and modify as many
as 5 minutes of its memories in one of the following
ways.

Eliminate all memory of an event the subject actually
experienced. This cannot negate charm, geas/quest,
suggestion, or similar spells.

Allow the subject to recall with perfect clarity an
event it actually experienced.

Change the details remembered of an event the
subject actually experienced.

Implant a memory of an event the subject never
experienced.

Manifesting this power takes 1 round. If the subject
fails to save, you proceed by spending as much as
5 minutes (a period of time equal to the amount of
memory you want to modify) visualizing the memory
you wish to modify in the subject. If your concentration
is disturbed before the visualization is complete, or if
the subject is ever beyond the power’s range during this
time, the power fails.

A modified memory does not necessarily affect
the subject’s actions, particularly if it contradicts the
creature’s natural inclinations. An illogical modified
memory is dismissed by the creature as a bad dream,
too much wine, or another similar excuse.

Mental Barrier

Discipline: Clairsentience

Level: Psion/wilder 3, psychic warrior 3
Display: Auditory

Manifesting Time: 1 immediate action
Range: Personal

Target: You

Duration: 1 round

Power Points: 5

You project a field of improbability around yourself,
creating a fleeting protective shell. You gain a +4
deflection bonus to Armor Class.

You can use this power even when it’s not your turn;
however, you must manifest it prior to an opponent’s
attack roll in order to gain this power’s benefit against
that attack.

Augment: You can augment this power in one or both
of the following ways.

1. If you spend 4 additional power points, the
deflection bonus to Armor Class increases by 1.

2. For every additional power point you spend, this
power’s duration increases by 1 round.




Mental Disruption

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 2

Display: Mental

Manifesting Time: 1 standard action

Range: 10 ft.

Area: 10-ft.-radius spread centered on you
Duration: Instantaneous

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 3

You generate a mental wave of confusion that
instantly sweeps out from your location. All creatures
you designate in the affected area (you can choose
certain creatures to be unaffected) must make a Will
save or become dazed for 1 round.

Augment: You can augment this power in one or
more of the following ways.

1. For every 2 additional power points you spend, this
power’s save DC increases by 1.

2. For every 2 additional power points you spend, this
power’s range and the radius of its area both increase
by 5 feet.

3. For every 4 additional power points you spend, any
creature who fails their save is dazed for an additional
round.

Metaconcert
Discipline: Telepathy [Mind-Affecting]
Level: Psychic warrior 5, telepath 5
Display: Mental, Visual; see text
Manifesting Time: 1 minute
Range: 20 ft.
Target: You and up to five other willing
psionic creatures in range; see text
Duration: 1 min./level (D)
Power Points: 9
Youlinkyourpsychicmightwith other psionic
creatures, creating a composite network more
powerful than the sum of its parts. If there .
are no willing, psionic creatures in the area <, /
other than you when you use this power,
it fails. '
When you manifest this power, -
up to five willing, psionic creatures
in the area connect with you into a
metaconcert network (a “metanetwork”),
a distributed, metaphysical analogue
of a psionic manifester. Misty strands
of glowing power link the brows of
each member in a complex and shifting
pattern, and a mental image of each other
member appears in the minds of everyone
so linked. A number of power points
you designate flow from each member
(including yourself) into a collective pool.
If a member does not have enough power
points to contribute, he drops out of the
metaconcert (see below).
One individual is chosen as the

[
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metaconcert conductor by mutual consent of the other
members (this is usually the manifester, but doesn’t
have to be). Until the power ends, this conductor directs
the efforts of the network. Members of a metaconcert
can continue to take actions of their own as normal
without disrupting the metanetwork, provided they
stay within the area (see below).

All the powers known of each member (except
metaconcert) are available to the conductor through the
metanetwork. While the conductor may still manifest
his own powers as normal, he may instead choose to
manifest a power from the metanetwork instead of
from his own powers known. If he does so, he must
use the power point pool of the metanetwork and may
not use any of his feats or class features to modify the
manifestation (although items are permitted), but he
also gains numerous benefits. When manifesting a
power from the metanetwork, his manifester level
increases by one for each other metanetwork member
(for instance, the normal maximum membership of
five members besides the conductor increases the
conductor’s manifester level by five). It is obvious to
an outsider when the conductor manifests from the
metanetwork, as arcs of light pulse between the various
members in a scintillating pattern, streaming to the
conductor as his power manifests -- this display cannot
be hidden.

The metanetwork also supports its members.
Each member of the metanetwork gains a bonus on




saving throws made against spells or powers equal to
the number of other members, as the metanetwork
distributes incoming magical energy about its nodes. If
a spell or power would deal damage or ability damage
to the conductor, he may choose to instead distribute
it evenly between himself and all willing members. An
individual member may decline receiving damage this
wayona case-by-casebasis (forexample,ifametaconcert
consists of the conductor and four other members, one
of whom is not willing to receive damage at this time,
the conductor may split the incoming damage between
himself and the three willing members). Damage split
to willing members this way is typeless and empathic
in nature. This splitting takes place prior to the effects
of other powers or abilities that lessen damage, such as
energy resistance or the intellect fortress power. Spells
and powers that are not subject to power resistance
cannot have their damage or ability damage split this
way, though the saving throw bonus still applies.

Once the metanetwork forms, the members must
remain within the power’s area, and as a group can
move at half the slowest member’s speed on the
conductor’s turn. This counts as a move action for each
member (that is, if the group moves, each member is
treated as having used a move action on their next
turn). If a member moves outside the area (whether
willingly or involuntarily), that individual drops out of
the group, and the power point pool of the metanetwork
is instantly recalculated.

All members who leave before a metaconcert ends
or is dismissed reclaim a number of power points
equal to the metanetwork’s current power point pool
divided by the number of members. That same number
of points is removed from the metanetwork’s power
point pool. If the conductor drops out, the power ends.
When a metaconcert ends normally or is dismissed,
remaining power points in the pool are divided among
all the members (the conductor receives the remainder
if the points can’t be divided evenly). No creature can
leave a metaconcert with more power points than they
had when they entered it -- surplus points dissipate as
harmless light radiating from the creature’s eyes.

Augment: For every additional power point you
spend, this power’s duration increases by 1 minute.
For every 2 additional power points spent this way, the
maximum number of members of the metanetwork
increases by one, and the range and radius of the area
of effect increase by 5 ft.

Metafaculty
Discipline: Clairsentience
Level: Seer 9
Display: Mental, olfactory, and visual
Manifesting Time: 1 hour
Range: Personal
Target: You
Duration: Instantaneous and 1 min./level (D); see text
Power Points: 17
You elevate your mind to a near-universal
consciousness, cogitating countless impressions and
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predictions involving any creature you have seen
before, whether personally or by means of another
power such as remote viewing.

This process gives you an uncannily accurate vision
of the creature’s nature, activities, and whereabouts.
When you manifest the power, you learn the following
facts about the creature.

« Its name, race, alignment, and character class.

* A general estimate of its level or Hit Dice: low (5 HD
or lower), medium (6 to 11 HD), high (12 to 20 HD), very
high (21 HD to 40 HD), or deific (41 HD or higher).

o Its location (including place of residence, town,
country, world, and plane of existence).

* Significant items currently in its possession.

 Any significant activities or actions the creature has
undertaken in the previous 8 hours, including details
such as locales traveled through, the names or races of
those the creature fought, spells or powers it has used,
items it acquired, and items it left behind (including the
location of those items).

* A current mental view of the creature, as described
in the remote viewing power, which you can maintain
for up to 1 minute per level.

Metafaculty can defeat spells, powers, and special
abilities such as screen or mind blank (or even a wish
spell) that normally obscure clairsentience powers. You
can attempt a manifester level check (DC 6 + manifester
or caster level of the creator of the obscuring effect,
as appropriate) to defeat these sorts of otherwise
impervious defenses.

Metafaculty is defeated by epic powers, epic spells,
and epic special abilities that obscure divinations and
clairsentience powers.

The amount of information gained from metafaculty
is taxing on the mind. You suffer 2 points of ability
burn to your key ability score when you manifest this
power.

Metamorphosis, Minor
Discipline: Psychometabolism
Level: Psion/wilder 2, egoist 1
Display: Physical
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min/level
Power Points: Egoist 1, psion/wilder 3

You channel your psionic power, snapping bones
and twisting flesh, transforming yourself into a new
shape or form. You can take the form of any creature of
the same size as yourself, but this is a purely cosmetic
change, your abilities, powers or stats do not change
beyond the options selected below.

If you choose to imitate an existing person, you gain
a +4 circumstance bonus to Bluff checks to convince
people that you are that person. If you choose to take
on an intimidating, horrifying, or otherwise imposing
form, you gain a +2 circumstance bonus to Intimidate
checks.




In addition, you get one choice from either the
Enhancement Menu A or Abilities Menu A.

Enhancement Menu A

* +2 enhancement bonus to Strength

 +2 enhancement bonus to Dexterity

 +2 enhancement bonus to Constitution

e Increase your size by one size category (+2 size bonus
to Strength, -2 size penalty to Dexterity, appropriate size
modifiers to AC, CMB, attack rolls, etc). This effect does
not stack with other effects that increase your size.

*Decrease your size by one size category (+2 size bonus
to Dexterity, -2 size penalty to Strength, appropriate size
modifiers to AC, CMB, attack rolls, etc). This effect does
not stack with other effects that decrease your size.

o Increase your base land speed by 10 feet.

Abilities Menu A

* You gain 5 temporary hit points

* You gain the Cleave feat.

* You gain the Improved Trip feat.

* You gain a +1 natural armor bonus.

* You gain a natural slam/claw/bite (pick one) attack
that deals 1d8/1d10 damage.

* You gain Resistance 5 against one of these energy
types: Cold, Acid, Fire, Electricity.

* You gain a swim speed of 20 feet.

* You gain a climb speed of 20 feet.

* You gain a burrow speed of 15 feet.

Augment: For every 2 power points you spend, you
gain one choice from Enhancement Menu A and one
choice from Abilities Menu A. You may not choose the
same option twice.

Metamorphosis
Discipline: Psychometabolism
Level: Egoist 3
Display: Physical
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min/level
Power Points: 5

As minor metamorphosis, except you instead gain one
option from enhancement menu B or one option from
abilities menu B. Choices that give similar benefits to
those from enhancement menu B or abilities menu
B do not stack. For example, you cannot pick to gain
two natural attacks from abilities menu B and also to
gain a natural attack from abilities menu A to get three
attacks.

Enhancement Menu B

* +4 enhancement bonus to Strength

* +4 enhancement bonus to Dexterity

* +4 enhancement bonus to Constitution

e Increase your size by two size categories (+4
size bonus to Strength, -4 size penalty to Dexterity,
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appropriate size modifiers to AC, CMB, attack rolls,
etc). This effect does not stack with other effects that
increase your size.

* Decrease your size by two size categories (+4
size bonus to Dexterity, -4 size penalty to Strength,
appropriate size modifiers to AC, CMB, attack rolls,
etc). This effect does not stack with other effects that
decrease your size.

* Pick 3 choices from Enhancement Menu A. You may
not choose the same option twice.

* Increase your base land speed by 20 feet.

Abilities Menu B

* You gain two natural slam/bite/claw attacks that
deal 1d8/1d10 damage.

* You gain Fast Healing 2.

* You gain a +3 natural armor bonus.

* You gain 20 temporary hit points.

* You gain the Improved Critical feat with any natural
attacks you have.

* You gain damage reduction 5/magic.

* You gain a fly speed of 20 feet (poor).

* You gain a poison attack. When you hit with a
natural melee attack, the target must make a Fortitude
save (DC10 + Y~ your manifester level + your key ability
modifier) or take 1 point of Constitution damage.

* You can spit poison as a ranged touch attack (30 feet)
as a standard action. If it hits, it deals 3d6 acid damage
and the target must make a Fortitude save (DC10 + %
your manifester level + your key ability score modifier)
or take 1 point of Constitution damage.

* You gain a swim speed of 40 feet.

* You gain a climb speed of 40 feet.

* You gain a burrow speed of 30 feet.

* You gain 3 choices from Abilities Menu A from minor
metamorphosis. You may not choose the same option
twice.

Augment: You can augment this power in the
following ways.

1. For every 4 power points you spend, you gain one
choice from Enhancement Menu B and one choice from
Abilities Menu B. You may not choose the same option
twice.

2. For every 2 power points you spend, you gain one
choice from Enhancement Menu A and one choice from
Abilities Menu A from minor metamorphosis. You may
not choose the same option twice.

Metamorphosis, Major
Discipline: Psychometabolism
Level: Egoist 6
Display: Physical
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min/level
Power Points: 11
As minor metamorphosis, except you instead gain




one option from enhancement menu C or one option
from abilities menu C. Choices that give similar benefits
to those from enhancement menu C or abilities menu
C do not stack. For example, you cannot pick to gain
three natural attacks from abilities menu C and also to
gain a natural attack from abilities menu A to get four
attacks.

Enhancement Menu C

* +6 enhancement bonus to Strength

* +6 enhancement bonus to Dexterity

* +6 enhancement bonus to Constitution

e Pick 2 choices from Enhancement Menu B from
metamorphosis. You may not choose the same option
twice.

o Increase your base land speed by 30 feet.

Abilities Menu C

* You gain the Rend ability. If you hit the same
opponent with two natural attacks in one round, you
deal additional damage equal to 2d6 + your Strength
modifier.

* You gain three natural slam/bite/claw attacks that
deal 2d6/2d8 damage.

* Your natural attacks extrude poison and acid. When
you hit with a natural melee attack, it deals +2d6 acid
damage and the target must make a Fortitude save
(DC10+ % your manifester level + your key ability
modifier) or take 1 point of Constitution damage.

* You gain Fast Healing 5.

* You gain +6 natural armor bonus.

* You gain 40 temporary hit points.

* You gain a fly speed of 40 feet (good).

* You gain a swim speed of 60 feet.

* You gain a climb speed of 60 feet.

* You gain a burrow speed of 60 feet.

* You gain 2 choices from Abilities Menu B from
metamorphosis. You may not choose the same
option twice.

Augment: You can augment this power in the
following ways.

1. For every 6 power points you spend, you gain
one choice from Enhancement Menu C and one
choice from Abilities Menu C. You may not choose
the same option twice.

2. For every 2 power points you spend, you gain one
choice from Enhancement Menu A and one choice from
Abilities Menu A from minor metamorphosis. You may
not choose the same option twice.

3. For every 4 power points you spend, you gain one
choice from Enhancement Menu B and one choice from
Abilities Menu B from metamorphosis. You may not
choose the same option twice.

Metamorphosis, True
Discipline: Psychometabolism
Level: Egoist 9

Display: Physical
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Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 10 min/level

Power Points: 17

As minor metamorphosis, except you gain two
menu choices from the Enhancement Menu C and
two menu choices from Abilities Menu C from major
metamorphosis. As a swift action, you can change your
menu choices while the duration of this power is in
effect.

While under the effects of this power, you can choose
to become one of the following types, with the associated
benefits: aberration, dragon, fey, humanoid, magical
beast or monstrous humanoid. As a swift action, you
can change what type you are while the duration of this
power is in effect.

Metaphysical Claw
Discipline: Psychometabolism
Level: Psychic warrior 1
Display: Auditory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level
Power Points: 1

Ifyou have a claw attack (either from an actual natural
weapon or from an effect such as claws of the beast) or
a bite attack (which could be a natural bite attack or
one you gain by means of the power bite of the wolf),
you can use this power to provide one of your natural




weapons a +1 enhancement bonus on attack rolls and
damage rolls.

Augment: If you spend 4 additional power points, this
power’s duration increases to 1 hour per level.
Additionally, for every 4 additional power points you
spend augmenting this power, this power improves the
natural weapon’s enhancement bonus on attack rolls
and damage rolls by 1. This bonus does not allow a
natural weapon to bypass damage reduction aside from
magic.

Metaphysical Weapon

Discipline: Metacreativity

Level: Psychic warrior 1

Display: Auditory

Manifesting Time: 1 standard action

Range: Touch

Target: Weapon touched

Duration: 1 min./level

Saving Throw: Will negates (harmless, object); Power

Resistance: Yes (harmless, object)
Power Points: 1

Metaphysical weapon gives a weapon a +1
enhancement bonus on attack rolls and damage
rolls. (An enhancement bonus does not stack with a
masterwork weapon’s +1 bonus on attack rolls.)

Alternatively, you can affect up to fifty arrows, bolts,
or bullets. The projectiles must be of the same type,
and they have to be together (such as in the same
quiver). Projectiles, but not thrown weapons, lose their
enhancement when used. (Treat shuriken as projectiles,
rather than thrown weapons, for the purpose of this
power.)

You can’t manifest this power on most natural
weapons, including a psychic warrior’s claw powers.
This power does work on a weapon brought into being
by the graft weapon power.

Augment: If you spend 4 additional power points,
this power’s duration increases to 1 hour per level.
Additionally, for every 4 additional power points you
spend augmenting this power, this power improves
the weapon’s enhancement bonus on attack rolls and
damage rolls by 1. This bonus does not allow a weapon
to bypass damage reduction aside from magic.

Microcosm
Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Psion/wilder 9
Display: Material
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target or Area: One creature; or one or more
creatures within a 15-ft.-radius sphere
Duration: Instantaneous
Saving Throw: None; Power Resistance: Yes
Power Points: 17
This power enables you to warp the consciousness
and senses of one or more creatures, sending the victim
into a catatonic state. When microcosm is manifested,
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you can target either a single creature within range or a
group of creatures all located within the power’s area.

Single Target: If microcosm targets a single creature,
that creature’s senses are pinched off from the real
world if it currently has 100 or fewer hit points. The
subject’s senses are all completely fabricated from
within its own mind, though it may not realize this.
In reality, the subject sprawls limply, drooling and
mewling, and eventually dies of thirst and starvation
without care. The subject lives within its own made-up
world until the time of its actual death.

Area Effect: If microcosm is manifested on an area, it
sends all affected creatures into a shared catatonia (the
world is a construct, but within the world, the victims
can interact with each other). It affects only creatures
that currently have 30 or fewer hit points, and only up
to a total of 300 hit points of such creatures. The power
affects creatures with the lowest hit point totals first.
(Creatures with negative hit points count as having 0
hit points.)

Manifesting microcosm a second time on an affected
creature turns its sensory pathways outward once more.
Otherwise, only very potent powers (such as psychic
chirurgery or reality revision) or similar effects (such as
miracle or wish) can undo the mental crosswiring that
this power brings about.

Augment: For every additional power point you
spend, the number of hit points for a single target the
power can affect increases by 10, and the number of
hit points for an area effect increases by 30, and the
maximum individual hit point of the creatures in the
area affected increases by 3.

Mind Control

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Telepath 4

Display: Mental

Manifesting Time: 1 round

Range: Medium (100 ft. + 10 ft./level); see text
Target: One humanoid

Duration: 1 day/ level; see text

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

You can control the actions of any humanoid creature
through a telepathic link that you establish with the
subject’s mind.

If you and the subject have a common language, you
can generally force the subject to perform as you desire,
within the limits of its abilities. If no common language
exists, you can communicate only basic commands,
such as “Come here,” “Go there,” “Fight,” and “Stand
still.” You know what the subject is experiencing, but
you do not receive direct sensory input from it, nor can
it communicate with you telepathically.

Onceyouhave given a controlled creature acommand,
it continues to attempt to carry out that command to the
exclusion of all other activities except those necessary
for day-to-day survival (such as sleeping, eating, and
so forth). Because of this limited range of activity, a




Sense Motive check against DC 15 (rather than DC 25)
can determine that the subject’s behavior is being
influenced by an enchantment effect (see the Sense
Motive skill description).

Changing your orders or giving a dominated creature
a new command is a move action.

Byconcentrating fullyonthepower (astandardaction),
you can receive full sensory input as interpreted by the
mind of the subject, though it still can’t telepathically
communicate with you. You can’t actually see through
the subject’s eyes, so it’s not as good as being there
yourself, but you still get a good idea of what’s going
on.

Subjects resist this control, and any subject forced to
take actions against its nature receives a new saving
throw with a +2 bonus. Obviously self-destructive
orders are not carried out. Once control is established,
the range at which it can be exercised is unlimited, as
long as you and the subject are on the same plane. You
need not see the subject to control it.

If you don’t spend at least 1 round concentrating on
the power each day, the subject receives a new saving
throw to throw off the mind control.

Protection from evil or a similar effect can prevent
you from exercising control or using the telepathic link
while the subject is so warded, but such an effect does
not automatically dispel it.

Augment: You can augment this power in one or
more of the following ways.

1. If you spend 2 additional power points, this
power can also affect an animal, fey, magical beast, or
monstrous humanoid.

2. If you spend 4 additional power points, this power
can also affect an aberration, dragon, elemental, or
outsider in addition to the creature types mentioned
above.

3. For every 2 additional power points you spend, this
power can affect an additional target. Any additional
target cannot be more than 15 feet from another target
of the power.

In addition, for every 2 additional power points you
spend to achieve any of these effects, this power’s save
DCincreases by 1.

Mind Probe
Discipline: Telepathy (Charm) [Mind-Affecting]
Level: Telepath 5
Display: Auditory, material, and visual
Manifesting Time: 1 minute
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 1 round/level (D)
Saving Throw: Will partial; see text; Power
Resistance: Yes
Power Points: 9
All the subject’s memories and knowledge are
accessible to you, from memories deep below the
surface to those still easily called to mind. You can learn
the answer to one question per round, to the best of the
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subject’s knowledge. If the subject succeeds on a Will
save, it is not required to answer the question; however,
making a save does not end the power. You can ask
the subject a new question (or the same question) in
subsequent rounds for as long as the power’s duration
persists.

You can probe a sleeping subject and automatically get
an answer to your question. If the subject then succeeds
on a Will save, it wakes after providing the answer and
thereafter can resist answering by making Will saves as
described above.

Subjects that do not wish to be probed can attempt
to move beyond the power’s range, unless they
are somehow hindered. You pose the questions
telepathically, and the answers to those questions are
imparted directly to your mind. You and the subject
do not need to speak the same language, though less
intelligent creatures may yield up only appropriate
visual images in answer to your questions.

Augment: This power may be augmented in one or
both of the following ways.

1. If you spend 2 additional power points, the power’s
range increases to Medium (100 ft. + 10 ft./level).

2. For every 2 additional power points you spend, the
power’s save DC increases by 1.

Mind Seed

Discipline: Telepathy (Compulsion) [Evil, Mind-
Affecting]

Level: Telepath 8

Display: Mental

Manifesting Time: 1 standard action

Range: Touch

Target: One touched humanoid your size or smaller

Duration: Instantaneous; see text

Saving Throw: Will negates; Power Resistance: Yes

Power Points: 15

You impress the totality of your psyche into a subject’s
subconscious. If successfully implanted, the seed of your
mind “germinates” over the period of one week. During
this time, the subject begins to unconsciously take on
your mannerisms.

When integration is complete (after one week), the
subject becomes you in mind as you were when you
manifested the power, but the subject’s level is eight
lower than your own. The subject does not have any
of your physical ability scores or equipment, but does
have the Intelligence, Wisdom, and Charisma scores
you had when you were eight levels lower. The subject
also knows the powers you knew when you were eight
levels lower.

While the subject is initially your mental duplicate,
the two personalities diverge over time. Although the
subject starts off with memories of your experiences,
it possesses its original “soul” and physical body and
is free to develop its own personality based on its own
new experiences. Thus, the subject is not your slave or
servant, but instead a nonplayer character in its own
right that shares your earlier memories.




Protection from evil or a similar spell or power can
prevent you from implanting mind seed, or prevent a
seed from germinating while the protective power lasts.
Otherwise, a germinating seed can be removed (prior to
germination) only by psychic chirurgery, reality revision,
or similarly high-level effects. Manifesting mind seed
again during the germination period also cleanses the
subject’s mind and does not carry with it the restriction
of a target of your size or smaller

The process of impressing your psyche into another is
demanding and draining. You suffer one negative level
that does not go away until cleansed by an effect such
as restoration. Cleansing a mind seed does not bestow
this penalty.

The target of this power must be your size or smaller.
Effects active that modify your size do not modify
this restriction; if you are normally Medium size, but
under the effect of expansion, you may still only target a
Medium or smaller humanoid.

This power does not have the evil descriptor when
used to cleanse a mind seed.

Mind Switch

Discipline: Telepathy [Mind-Affecting]
Level: Telepath 6

Display: Visual

Manifesting Time: 1 round

Range: Close (25 ft. + 5 ft./2 levels)

Targets: You and one other creature
Duration: 10 min./level

Saving Throw: Will negates; see text; Power

Resistance: Yes
Power Points: 11

You can attempt to take control of a nearby living
creature, forcing your mind (and soul) into its body, and
its mind into your body. You can target any creature
whose Hit Dice are equal to or less than your manifester
level.

You possess the target’s body and force the creature’s
mind into your body unless it succeeds on a Will save.
You can move your mind back into your own body
whenever you desire, which returns the subject’s mind
to its own body and ends the power. If the manifestation
succeeds, your life force occupies the host body, and the
host’s life force takes over yours.

You can call on rudimentary or instinctive knowledge
of the subject creature, but not upon its acquired or
learned knowledge (such as skills and feats it possesses).
The same is true for the subject in your body. The mind
switch brings about the following changes.

* You gain the type of your assumed body.

* You gain the Strength, Dexterity, and Constitution
scores of your assumed body.

* You gain the natural armor, natural attacks,
movement, and other simple physical characteristics of
your assumed body.

* You gain the extraordinary special attacks and
qualities of your assumed body, but you do not gain
supernatural or spell-like abilities.
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* You gain the possessions and equipment of your
assumed body.

* You retain your own hit points, saving throws
(possibly modified by new ability scores), class abilities,
supernatural and spell-like abilities, spells and powers,
and skills and feats (although skill checks use your new
ability scores, and you may be temporarily unable to
use feats whose requirements you do not meet in your
new body).

* You suffer one negative level while in your assumed
body.

Supernatural abilities that require a certain body
part may be unavailable in your new form.

If either body is killed while the power is in effect,
the other participant also dies when the power ends.
If one participant’s body becomes petrified, imprisoned
by temporal stasis or imprisonment, or incapacitated
in some other way, the other participant will be
incapacitated in that way when the power ends.

A targeted dispel psionics (or similar spells or effects)
successfully manifested on either participant causes
both minds to return to their original bodies.

If you successfully use mind switch while already
under the effect of mind switch, the original target is
returned to its original body, the new target occupies
your original body, and you occupy the body of the new
target.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1.

Mind Switch, True

Discipline: Telepathy [Mind-Affecting]
Level: Telepath 9

Manifesting Time: 1 minute

Duration: Instantaneous

Saving Throw: Will negates; see text; Power

Resistance: Yes
Power Points: 17

As mind switch, except as noted here.

You permanently exchange bodies with the subject.
Since this power’s duration is instantaneous, you cannot
be forced to return to your natural body by means of
dispel psionics, an antimagic field, or a similar effect.
If the subject’s body dies while you are in it, you are
dead. The subject immediately suffers one permanent
negative level, but otherwise survives the experience in
your natural body. If your natural body dies while the
subject is in it, you immediately suffer two permanent
negative levels, but you likewise survive the experience
in your new body. Negative levels gained in this way
may only be cured by powerful healing, such as greater
restoration or restoration; they do not fade over time.

Your “natural” body is always considered to be the
last one you switched out of. If you exchange bodies
with a chain of multiple subjects, you need worry only
about the welfare of the last body you switched with.
In other words, if your mind is expelled from your
current body, your mind returns to the last body you
switched with, not to your original body. Similarly, if




your original body dies but you have since switched
minds with a second subject, you take no penalty. You
suffer permanent negative levels only if the body you
inhabited immediately prior to your current body is
killed.

You suffer two temporary negative levels upon
manifesting this power, as your mind adjusts to
controlling a new body. These negative levels cannot
be cured, but fade at a rate of one every 24 hours.

If you successfully use true mind switch while under
the effect of mind switch, the original target of mind
switch is returned to its original body, the new target of
true mind switch occupies your original body, and you
occupy the body of the target of true mind switch.

Mind Thrust

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 1

Display: Auditory

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature

Duration: Instantaneous

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 1

You instantly deliver a massive assault on the thought
pathways of any one creature, dealing 1d10 points of
damage to it.

Augment: For every additional power point you
spend, this power’s damage increases by 1d10 points.
For each extra 2d10 points of damage, this power’s save
DCincreases by 1.

Mind Trap
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 3
Display: Auditory
Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: 1 round
Saving Throw: None; see text; Power Resistance: Yes
(harmless)
Power Points: 5
You set up a trap in your mind against mental
intruders. Anyone who attacks you with a telepathy
power or mind-affecting effect immediately loses 1d6
power points. This power’s effect does not negate the
power that is currently being used against you. You
can manifest this power instantly, quickly enough to
gain its benefit in an emergency. Creatures that do
not have power points must make a Fortitude save or
be nauseated for 1 round. Manifesting the power is an
immediate action. You can use this power even when it
is not your turn.
Augment: For every additional power point you
spend, this power’s duration increases by 1 round.
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Mindlink

Discipline: Telepathy [Mind-Affecting]

Level: Telepath 1

Display: Mental

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels); see text

Targets: You and one other willing creature within
range that has an Intelligence score of 3 or higher

Duration: 10 min./level

Saving Throw: None; see text; Power Resistance: Yes
(harmless)

Power Points: 1

You forge a telepathic bond with your target. You can
communicate telepathically through the bond even if
you do not share a common language. No special power
or influence is established as a result of the bond. Once
the bond is formed, it works over any distance (although
not from one plane to another).

Augment: You can augment this power in one or both
of the following ways.

1. If you spend 4 additional power points, you can
attempt to create a telepathic bond with a creature that
is not willing (Will save negates).

2. For every additional power point you spend, this
power can affect an additional target. Any additional
target cannot be more than 15 feet from another target
of the power.

Mindlink, Thieving

Discipline: Telepathy [Mind-Affecting]

Level: Telepath 4

Duration: 10 min./level (D)

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

As mindlink, except that if the target is a psionic
character or creature that knows powers, you can
temporarily borrow a power of your choice (you are
aware of what powers the subject knows, up to the
highest level of power you can manifest).

Borrowing the subject’s power is a separate standard
actionthatprovokesanattack ofopportunity. Ifthe attack
to borrow a power succeeds, the mental communication
provided by this power ends immediately. The borrowed
power fades from the subject’s awareness and appears
within your own. You can now spend power points to
manifest the borrowed power just as if it were one of
your powers known. You maintain knowledge of the
borrowed power until the duration of your thieving
mindlink expires, at which time you lose knowledge
of the power and the power reappears in the mind of
the subject, no matter how far from you the subject is.
Even if the subject is slain, you lose knowledge of the
borrowed power when this power’s duration expires.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1.

Mindwipe
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 4




Display: Auditory, mental, and visual
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: Instantaneous
Saving Throw: Fortitude negates; Power Resistance:

Yes
Power Points: 7

You partially wipe your victim’s mind of past
experiences, bestowing two negative levels upon it. If
the subject has at least as many negative levels as Hit
Dice, it dies. The effects of multiple negative levels
stack.

If the subject survives, it loses all negative levels after
1 hour. (No Fortitude save is necessary to avoid gaining
the negative level permanently.)

Augment: You can manifest this power in one or both
of the following ways.

1. For every 2 additional power points you spend, this
power’s save DC increases by 1.

2. For every 3 additional power points you spend,
this power bestows an additional negative level on the
subject.

Missive
Discipline: Telepathy [Mind-Affecting, Language-
Dependent]
Level: Psion/wilder 1
Display: Mental
Manifesting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Effect: Mental message delivered to subject
Duration: Instantaneous
Saving Throw: None; Power Resistance: Yes
Power Points: 1
You send a telepathic message of up to ten words
to any living creature within range. Missive is strictly
a one-way exchange from you to the subject. If you
do not share a common language, the subject “hears”
meaningless mental syllables.
Augment: You can augment this power in one of the
following ways.
1. For every 2 additional power points you spend, this
power’s range increases by 5 feet.
2. If you expend your psionic focus when manifesting
this power, the cost of the power is reduced by 1 (to a
minimum of 0), but it cannot be further augmented.

Missive, Mass

Discipline: Telepathy [Mind-Affecting, Language-
Dependent]

Level: Psion/wilder 2

Display: Mental

Manifesting Time: 1 standard action

Range: Long (400 ft. + 40 ft./level)

Targets: All creatures in a 400 ft. + 40 ft./level radius
centered on you; see text

Effect: Mental message delivered to subjects
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Duration: Instantaneous
Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)
Power Points: 3
You send a telepathic message of up to twenty-five
words to all creatures within range. You can include or
exclude from this broadcast any creature you can see,
as well as any creature that you know or know of. Mass
missive is strictly a one-way exchange from you to the
subjects. If you do not share a common language, the
subjects “hear” meaningless mental syllables.
Augment: For every 2 additional power points you
spend, this power’s range increases by 40 feet and its
save DC increases by 1.

Modify Matter
Discipline: Metacreativity (Creation)
Level: Shaper 4
Display: Material
Manifesting Time: See text
Range: Close (25 ft. + 5 ft./2 levels)
Target: Up to 10 cu. ft./level; see power text
Duration: Instantaneous
Saving Throw: None; Power Resistance: No
Power Points: 7
You convert material of one sort into a product that
is of the same material. Creatures or psionic items
cannot be created or transmuted by this effect. The
quality of items made by this power is commensurate
with the quality of material used as the basis for the
new fabrication. If you work with a mineral, the target
is reduced to 1 cubic foot per level instead of 10 cubic
feet.
You must make an appropriate Craft check to fabricate
articles requiring a high degree of craftsmanship.
Manifesting requires 1 round per 10 cubic feet of
material to be affected by the power. This power may
not be used on attended items.

Modify Matter, Greater
Discipline: Metacreativity (Creation)
Level: Shaper 6
Target: Up to 100 cu. ft./level
Power Points: 11
As modify matter, except ten times as much material
is affected by the power.

My Light
Discipline: Psychokinesis [Light]
Level: Psion/wilder 1, psychic warrior 1
Display: Auditory and visual
Manifesting Time: 1 standard action
Range: Personal
Effect: 40-ft. cone of light emanating from you
Duration: 10 min./level (D)
Power Points: 1
Your eyes beam forth a 40-foot cone of light; for the
first 20 feet, you shed normal light in such area, and you
increase the light level for the other 20 feet by one step,




up to normal light (darkness becomes dim light, and
dim light becomes normal light). In an area of normal
or bright light, this power can be manifested but it has
no effect, until you enter into an area with a lower light
level.

If my light is used in conjunction with elfsight, the
cone of light extends out to 80 feet instead of 40 feet.

Augment: You can augment this power in one of the
following ways.

1. If you spend 2 additional power points, you can
manifest this power as a swift action.

2. If you expend your psionic focus when manifesting
this power, the cost of the power is reduced by 1 (to a
minimum of 0).

Natural Healing
Discipline: Psychometabolism (Healing)
Level: Egoist 1
Display: Auditory and visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: Instantaneous
Power Points: 1
You rapidly accelerate your natural healing ability.
You heal 3 hit points of damage.
Augment: For every 2 additional power points you
spend, this power heals an additional 3 hit points.

Natural Linguist

Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 2

Display: None

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 10 min./level

Power Points: 3

You telepathically charge your speech and hearing,
allowing you to understand an additional language
whenitisspoken, evenifitisaracial tongue oraregional
dialect, and allowing your speech to be understood in
that language. When you manifest this power, choose a
language or a creature you want to understand and that
you want to understand you. Any other creature that
also understands the same language can understand
you and you can understand them. This does not enable
you to speak with creatures who don’t speak. You can
make yourself understood as far as your voice carries.
This power does not predispose any creature addressed
toward you in any way. This power does not enable
you to speak with creatures immune to mind-affecting
powers.

Augment: For every additional power point you
spend, you may understand and be understood in an
additional language at the same time while this effect
is active.
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Null Psionics Field

Discipline: Psychokinesis

Level: Kineticist 6

Display: Auditory and visual

Manifesting Time: 1 standard action

Range: 10 ft.

Area: 10-ft.-radius emanation centered on you
Duration: 10 min./level (D)

Saving Throw: None; Power Resistance: See text
Power Points: 11

An invisible barrier surrounds you and moves with
you. The space within this barrier is impervious to
most psionic effects, including powers, psi-like abilities,
and supernatural abilities. Likewise, it prevents the
functioning of any psionic items or powers within its
confines. A null psionics field suppresses any power or
psionic effect used within, brought into, or manifested
into its area, but does not negate it. Time spent within
a null psionics field counts against a suppressed effect’s
duration.

Astral constructs, summoned creatures, and
incorporeal undead wink out if they enter a null psionics
field if they fail any applicable power resistance check.
They reappear in the same spot once the field goes away.
Time spent winked out counts normally against the
duration of the power that is maintaining the construct
or summoned creature.

Creation powers with instantaneous durations and
calling powers are not affected by a null psionics field
because the power itself is no longer in effect, only its
result.

Anormal creature (a normally encountered construct
rather than a created one, for instance) can enter the
area, as can normal missiles. Furthermore, while a
psionic sword does not function psionically within the
area, it is still a sword (and a masterwork sword at that).
The power has no effect on golems and other constructs
that are imbued with magic during their creation
process and are thereafter self-supporting (unless they
have been summoned or have a limited duration, in
which case they are treated like any other summoned
creatures). Elementals, corporeal undead, and outsiders
are likewise unaffected unless summoned. These
creatures’ spell-like or supernatural abilities, however,
may be temporarily nullified by the field.

Dispel psionics does not remove the field. Two or
more null psionics fields sharing any of the same space
have no effect on each other. Certain powers may be
unaffected by null psionics field (see the individual
power descriptions). Artifacts and deities are unaffected
by mortal power such as this. Should a creature’s space
extend across the boundary of the area enclosed by the
field, any part of the creature that lies outside the effect
is unaffected by the field.

Oak Body

Discipline: Psychometabolism

Level: Psion/wilder 7, psychic warrior 5
Display: Auditory




Manifesting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 min./level (D)

Power Points: Psion/wilder 13, psychic warrior 9

This power transforms your body into living oak,
which grants you several advantages.

You gaindamage reduction 10/slashing and a +5 bonus
to natural armor that overlaps (does not stack with) any
natural armor bonus you may already have. You are
immune to ability damage, blindness, deafness, disease,
drowning, poison, stunning, and all powers, spells,
or attacks that affect your physiology or respiration,
because you have no physiology or respiration while
this power is in effect.

You take half damage from cold effects of all kinds.
However, you become susceptible to all special attacks
that affect wood, and you gain vulnerability to fire.

You gain a +4 enhancement bonus to Strength, but you
take a -2 penalty to Dexterity (to a minimum Dexterity
score of 1), and your speed is reduced to half normal.
You can speak but cannot drink (and thus can’t use
potions) or play wind instruments. You have an armor
check penalty of -4 and an arcane spell failure chance
of 25%.

Your unarmed attacks deal damage equal to a club
sized for you (1d4 for Small characters, 1d6 for Medium
characters), and you are considered armed when
making unarmed attacks. When you make a full attack
against an object or structure using your unarmed
strike, you deal double damage.

Augment: For every additional power point you
spend, this power’s duration increases by 1 minute.

Object Reading
Discipline: Clairsentience
Level: Seer 2
Display: Auditory and material
Manifesting Time: 1 minute
Range: Touch
Target: Object touched
Duration: Concentration, up to 10 min./level (D)
Saving Throw: None; Power Resistance: Yes
Power Points: 3

You canlearn details of an inanimate object’s previous
owner. Objects accumulate psychic impressions left by
their previous owners, which can be read by use of this
power. The amount of information revealed depends
on how long you study a particular object.

1st Minute: Last owner’s race.

2nd Minute: Last owner’s gender.

3rd Minute: Last owner’s age.

4th Minute: Last owner’s alignment.

5th Minute: How last owner gained and lost the
object.

6th+ Minute: Next-to-last owner’s race, and so on.

The power always correctly identifies the last owner
of the item, and the original owner (if you keep the
power active long enough).
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There is a 90% chance that this power will successfully
identify all other former owners in sequence, but there
is a 10% chance that one former owner will be skipped
and thus not identified.

This power will not identify casual users as owners.
(Anyone who uses an object to attack someone or
something is not thereafter considered a casual user.)

An object without any previous owners reveals no
information. You can continue to run through a list of
previous owners and learn details about them as long
as the power’s duration lasts. If you use this power
additional times on the same object, the information
yielded is the same as if you were using the power on
the object for the first time.

Augment: For every additional power point you
spend, this power’s maximum duration increases by 10
minutes.

Painful Strike
Discipline: Psychometabolism
Level: Psychic warrior 2
Display: Material and visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 round/level
Power Points: 3
Your natural weapons cause additional pain. Each
successful attack you make with a natural weapon deals
an extra 1d6 points of nonlethal damage to the target.
Augment: If you spend 6 additional power points,
you can manifest this power as a swift action.

Personality Parasite

Discipline: Telepathy [Mind-Affecting]

Level: Psion/wilder 4

Display: Auditory and visual

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One Medium or smaller humanoid
Duration: 1 round/level (D)

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

You attempt to briefly partition the mind of your foe,
calving off a minor personality that is antagonistic to the
main personality. The parasitic personality functions
with complete autonomy from the main personality.
It does not control the body physically, but it can take
one standard action each round that is purely mental,
such as manifesting a power, in the same turn that the
subject takes its normal actions.

The parasitic personality manifests powers using
the subject’s power point reserve and known powers,
or any spells prepared or known and available spell
slots, but can only manifest powers or cast spells three
or more levels lower than the highest level of power or
spell the subject can normally manifest or cast.

The parasitic personality actively attempts to manifest
powers or cast spells that negatively impact the subject,




using the highest-level powers or spells possible (so as to
deplete the subject’s power point reserve and available
spell slots), and the most deadly to the subject. You do
not have control over what the parasitic personality
does, though it always works against the interest of the
subject.

Both minds communicate with each other
telepathically. If a creature is targeted by a compulsion
or charm effect while under the effect of this power, it
can make a second saving throw if the first one fails. If
both saving throws fail, then this power ends and the
creature is affected by the charm or compulsion effect.

The parasitic personality does not gain any advantages
if the main personality is subjected to a haste or schism
effect.

Pierce the Veils
Discipline: Clairsentience
Level: Psion/wilder 5
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level
Power Points: 9
You gain the ability to see all things as they actually
are.Yousee throughnormal and psionic darkness, notice
secret doors hidden by psionics, see the exact locations
of creatures or objects under blur or displacement
effects, see invisible creatures or objects normally, see
through illusions, and see the true form of polymorphed,
changed, or transmuted things. Further, you can focus
your vision as a standard action to instead see into the
Ethereal Plane (but not into extradimensional spaces).
The visual range of the effect conferred is 120 feet.
This does not, however, penetrate solid objects. It in
no way confers X-ray vision or its equivalent. It does not
negate concealment, including that caused by fog and the
like. This effect does not help you see through mundane
disguises, spot creatures that are simply hiding, or notice
secret doors hidden by mundane means. In addition,
the effects cannot be further enhanced with known
magic, so one cannot use this power through a crystal
ball or in conjunction with effects such as clairaudience/
clairvoyance.

Planar Travel
Discipline: Psychoportation
Level: Psion/wilder 5
Display: Visual
Manifesting Time: 1 standard action
Range: Touch
Targets: Willing creature touched, or up to eight
willing creatures joining hands
Duration: Instantaneous
Power Points: 9
You move yourself or some other creature to another
plane of existence or alternate dimension. If several
willing persons link hands in a circle, as many as eight
can be affected by the power at the same time. Precise
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accuracy as to a particular arrival location on the
intended plane is nigh impossible. From the Material
Plane, you canreach any other plane, though you appear
5 to 500 miles (5d%) from your intended destination.
Planar travel transports creatures instantaneously and
then ends. The creatures need to find other means if
they are to travel back (including manifesting planar
travel again).

Augment: For every two additional power points
spent, the number of d% rolled is reduced by 1, to a
maximum of -5, when the power places you at your
intended destination.

Power Leech

Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Psion/wilder 4

Display: Visual; see text

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: Any living psionic creature

Duration: Concentration, up to 1 round/level; see text
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7

Your brow erupts with an arc of crackling dark
energy that connects with your foe, draining it of 1d6
power points and adding 1 of those points to your
reserve (unless that gain would cause you to exceed
your maximum).

The drain continues in each round you maintain
concentration while the subject of the drain remains in
range. If the subject is drained to 0 power points, this
power ends.

Concentrating to maintain power leech is a full-round
action (you can take no other actions aside from a 5-foot
step) instead of a standard action.

Power Resistance

Discipline: Clairsentience

Level: Psion/wilder 5

Display: Material and visual

Manifesting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 min./level

Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)

Power Points: 9
The creature gains power resistance equal to 12 +

your manifester level.

Precognition

Discipline: Clairsentience

Level: Seer 1

Display: Visual

Manifesting Time: 1 standard action

Range: Personal

Target: You

Duration: Up to 10 min./level, until discharged; see
text

Power Points: 1




Precognition allows your mind to glimpse fragments
of potential future events—what you see will probably
happen if no one takes action to change it. However,
your vision is incomplete, and it makes no real sense
until the actual events you glimpsed begin to unfold.
That’s when everything begins to come together, and
you can act, if you act swiftly, on the information you
previously received when you manifested this power.

In practice, manifesting this power grants you a
“precognitive edge.” Normally, you can have only a
single precognitive edge at one time. You must use your
edge within a period of no more than 10 minutes per
level, at which time your preknowledge fades and you
lose your edge.

You can use your precognitive edge in a variety of
ways. Essentially, the edge translates into a +2 insight
bonus that you can apply at any time to either an attack
roll, a damage roll, a saving throw, or a skill check.
You can elect to apply the bonus to the roll after you
determine that your unmodified roll is lower than
desired.

Precognition, Defensive

Discipline: Clairsentience

Level: Psion/wilder 1, psychic warrior 1
Display: Material and visual

Manifesting Time: 1 standard action; see text
Range: Personal

Target: You

Duration: 1 min./level (D)

Power Points: 1

Your awareness extends a fraction of a second into
the future, allowing you to better evade an opponent’s
blows.

You gain a +1 insight bonus to AC and on all saving
throws. If caught in a situation where your Dexterity
bonus isn’t applied to your Armor Class, this bonus to
AC and saving throws does not apply.

Augment: You can augment this power in one or both
of the following ways.

1. For every 3 additional power points you spend, the
insight bonus gained increases by 1.

2. If you spend 6 additional power points, you can
manifest this power as a swift action.

Precognition, Greater
Discipline: Clairsentience
Level: Seer 6

Display: Auditory and visual
Manifesting Time: 10 minutes
Range: Personal

Target: You

Duration: 1 hour/level; see text
Power Points: 11

As precognition, except as noted here.

You gain a +4 insight bonus instead of a +2 bonus, and
the effect is not discharged when used. You may only
gain a number of precognitive edges per manifestation
equal to your manifester level.
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Precognition, Offensive

Discipline: Clairsentience

Level: Psion/wilder 1, psychic warrior 1
Display: Material and visual

Manifesting Time: 1 standard action; see text
Range: Personal

Target: You

Duration: 1 min./level (D)

Power Points: 1

Your awareness extends a fraction of a second into
the future, allowing you to better land blows against
your opponent. You gain a +1 insight bonus on your
attack rolls.

Augment: You can augment this power in one or both
of the following ways.

1. For every 3 additional power points you spend, the
insight bonus gained on your attack rolls increases by
1.

2. If you spend 6 additional power points, you can
manifest this power as a swift action.

Prescience, Offensive
Discipline: Clairsentience
Level: Psion/wilder 1, psychic warrior 1
Display: Material and visual
Manifesting Time: 1 standard action; see text
Range: Personal
Target: You
Duration: 1 min./level (D)
Power Points: 1

Your awareness extends a fraction of a second into
the future, allowing you to better aim blows against
your opponent. You gain a +2 insight bonus on your
damage rolls.

Augment: You can augment this power in one or both
of the following ways.

1. For every 3 additional power points you spend, the
insight bonus on your damage rolls increases by 1.

2. If you spend 6 additional power points, you can
manifest this power as a swift action.

Prevenom
Discipline: Psychometabolism (Creation)
Level: Psychic warrior 1
Display: Material
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 min./level or until discharged
Saving Throw: None and fortitude negates; see text;
Power Resistance: No
Power Points: 1
If you have a claw attack (either from an actual
natural weapon or from an effect such as claws of the
beast), you can use this power to produce a mild venom
that coats one of your claws. On your next successful
melee attack, the venom deals 1 point of Constitution
damage per round for 2 rounds. A target struck by the
poison can make a Fortitude save each round to negate




the damage and end the affliction.
Augment: For every 3 additional power points you
spend, the poison’s duration increases by 1 round.

Prevenom Weapon
Discipline: Psychometabolism (Creation)
Level: Psychic warrior 1
Range: Touch
Target: Weapon touched
Power Points: 1
As prevenom, except your weapon gains the poison
coating as long as it remains in your grip.

Prowess
Discipline: Clairsentience
Level: Psychic warrior 2
Display: Mental
Manifesting Time: 1 immediate action
Range: Personal
Target: You
Duration: Instantaneous
Power Points: 3
If an enemy provokes an attack of opportunity from
you, you can make the attack even if you've already
taken your allotted number of attacks of opportunity
this round (usually one).
You can manifest this power instantly,
quickly enough to gain an extra attack of
opportunity in the same round. Manifesting
this power is an immediate action. You can
manifest this power even if it is not
your turn.

Psionic Blast
Discipline: Telepathy [Mind-
Affecting]
Level: Psion/wilder 3
Display: Auditory
Manifesting Time: 1 standard action
Range: 30 ft.
Area: 30-ft. cone-shaped burst
Duration: Instantaneous
Saving Throw: Will negates; Power
Resistance: Yes
Power Points: 5
The air ripples with the
force of your mental attack,
which blasts the minds of all
creatures in range. Psionic
blast stuns all affected
creatures for 1 round.
Augment: For every 2
additional power points you
spend, the duration of the
stun effect increases by 1
round and the power’s
save DC increases by
1.
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Psionic Lion’s Charge
Discipline: Psychometabolism
Level: Psychic warrior 2
Display: Mental

Manifesting Time: 1 swift action
Range: Personal

Target: You

Duration: 1 round

Power Points: 3

You gain the powerful charging ability of a lion.
When you charge, you can make a full attack in the
same round.

You can manifest this power with an instant thought,
quickly enough to gain the benefit of the power as you
charge.

Augment: For every additional power point you
spend, each of your attacks after a charge in the current
round gains a circumstance bonus on damage equal to
the number of additional points spent.

Psionic Lock
Discipline: Psychoportation
Level: Psion/wilder 2
Display: Material
Manifesting Time: 1 standard action
Range: Touch
Target: Door, chest, or portal touched, up to 30 sq. ft./
level in size
Duration: Permanent
Saving Throw: None; Power Resistance: No
Power Points: 3
A psionic lock manifested upon a door, chest,
or portal psionically locks it. You can freely
pass your own lock without affecting it;
otherwise, a door or object secured with
psioniclock canbe opened only by breaking
in or by a successful dispel psionics effect.
Add +10 to the normal DC to break open a
door or portal affected by this power.

Psionic Revivify
Discipline: Psychometabolism
(Healing) [Good]
Level: Egoist 5
Manifesting Time: 1 standard
action
Range: Touch
Target: Dead creature
touched
Duration: Instantaneous
Saving Throw: None;
Power Resistance: Yes
(harmless)
Power Points: 9
Psionic revivify lets a
manifester reconnect a
corpse’s psyche with
its body, restoring life
to a recently deceased




creature. The power must be manifested within 1 round
of the victim’s death. Before the psyche of the deceased
has completely left the body, this power halts its journey
while repairing somewhat the damage to the body.

This power functions like the raise dead spell, except
that the affected creature receives no permanent
negative levels, no Constitution loss, and no loss of
powers, but the creature does suffer one negative level
that fades after twenty-four hours.

The creature has -1 hit points (but is stable) after
being restored to life.

For every additional negative level that the subject
suffers, the manifestation of this power can be delayed
by 2 additional rounds. All of the negative levels gained
in this manner fade after twenty-four hours.

Augment: By spending 2 additional power points,
this power may also affect outsiders.

Psionic Scent

Discipline: Psychometabolism
Level: Psychic warrior 2

Display: Mental

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 round/level

Power Points: 3

You gain an enhanced sense of smell, equivalent to
the scent ability of some monsters. This ability allows
you to detect approaching enemies, sniff out hidden
foes, and track by sense of smell. With the scent ability,
you can identify familiar odors just as humanoids do
familiar sights.

You can detect opponents within 30 feet by sense of
smell. If the opponent is upwind, the range increases to
60 feet; if downwind, it drops to 15 feet. Strong scents,
such as smoke or rotting garbage, can be detected at
twice the ranges noted above. Overpowering scents,
such as skunk musk or troglodyte stench, can be
detected at triple normal range.

When you detect a scent, the exact location of the
source is not revealed—only its presence somewhere
within range. You can take a move action to note the
direction of the scent. Whenever you come within 5 feet
of the source, you pinpoint the source’s location.

You can follow tracks by smell, making a Survival
check to find or follow a track. The typical DC for a
fresh trail is 10 (no matter what kind of surface holds
the scent). This DC increases or decreases depending
on how strong the quarry’s odor is, the number of
creatures, and the age of the trail. For each hour that the
trail is cold, the DC increases by 2. If you are tracking
with psionic scent, you ignore the effects of surface
conditions and poor visibility.

Psychic Chirurgery

Discipline: Telepathy [Mind-Affecting]
Level: Telepath 9

Display: Auditory, mental, and visual
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Manifesting Time: 10 minutes

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature

Duration: Instantaneous

Saving Throw: Will negates; Power Resistance: Yes
Power Points: 17

You can repair psychic damage or grant another
creature knowledge of powers you know, depending on
the version of this power you manifest.

Repair Psychic Damage: You can remove any
compulsions and charms affecting the subject. In fact,
you can remove any instantaneous or permanent effect
caused by a mind-affecting power or spell with psychic
chirurgery. Unlike with aura alteration, these effects
end or are negated as soon as this power is manifested,
with no need for another saving throw.

You can remove all negative levels affecting the
subject, regardless of how it lost those levels, restoring it
to the highest level it had previously attained. Also, you
can cure permanent negative levels caused by energy
drain or a similar effect if the effect occurred within a
number of hours equal to your manifester level.

You can also remove all psionic effects penalizing
the subject’s ability scores, heal all ability damage, and
remove any ability drain affecting the subject. Psychic
chirurgery negates all forms of insanity, confusion, the
effect of such powers as microcosm, and so on, but it
does not restore permanent negative levels due to
death.

Transfer Knowledge: If desired, you can use this
power to directly transfer knowledge of a power you
know to another psionic character. You can give a
character knowledge of a power of any level that she
can manifest, even if the power is not normally on
the character’s power list, but a character is limited to
gaining a number of powers equal to her key ability
modifier. Knowledge of powers gained through psychic
chirurgery does not count toward the maximum number
of powers a character can know per level.

Each time you use psychic chirurgery to implant
knowledge of a power in another creature, you suffer
ability burn to your key ability score equal to the level
of the power implanted. If you and the subject are both
willing to do so, you can split this damage evenly. You
cannot manifest psychic chirurgery to bestow knowledge
of a power if you are currently suffering ability burn
to your key ability score, nor can psychic chirurgery
be used to bestow knowledge of a power to a creature
currently suffering from ability burn to their key ability
score.

Psychic Crush

Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 5

Display: Auditory

Manifesting Time: 1 standard action
Range: Close (25 ft. +5 ft./2 levels)
Target: One creature

Duration: Instantaneous




Saving Throw: Will partial; see text; Power

Resistance: Yes
Power Points: 9

Your will abruptly and brutally crushes the mental
essence of any one creature, debilitating its acumen.
The target must make a Will save with a +4 bonus
or collapse unconscious and dying at -1 hit points. If
the target succeeds on the save, it takes 3d6 points of
damage.

Augment: For every 2 additional power points
you spend, this power’s damage on a successful save
increases by 1d6 points and its save DC increases by 1.

Psychic Drain

Discipline: Psychometabolism

Level: Egoist 4, psychic warrior 4

Display: Mental

Manifesting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: Fortitude negates; Power Resistance:

Yes
Power Points: 7

This power shrouds your hand or a natural weapon
you possess with darkness that you can use to drain an
opponent’s power.

If you manifest this power to affect your hand, the next
successful melee touch attack you make (if the victim
fails its Fortitude save) drains 2 power points from your
foe for every manifester level you have. The drained
points simply dissipate. Your touch attack, charged with
psionic power, is treated as an armed attack.

If you manifest this power to affect a natural weapon
you possess, you must make a successful melee attack
with the weapon to gain the power’s benefit.

Against a psionic being that has no power points or
a nonpsionic foe, your attack instead deals 2 points
of Intelligence, Wisdom, or Charisma damage (your
choice).

Psychic Reformation
Discipline: Telepathy [Mind-Affecting]
Level: Psion/wilder 4
Display: Auditory, mental, and visual
Manifesting Time: 10 minutes
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: Instantaneous
Saving Throw: None; Power Resistance: No
Power Points: 7

When this power is manifested, the subject can
choose to spend its most recently gained skill ranks
differently (picking new skills and abandoning old ones
if it chooses) and to choose a different feat from the one
it selected when advancing from its previous level to its
current level.

The subject can also choose to forget powers or
spells it acquired when advancing to its current level,
replacing them with new ones.
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The subject can undo decisions of these sorts that
were made at lower levels, although he suffersincreased
penalties the farther back he goes to undo decisions. The
subject must abide by the standard rules for selecting
skills and feats, and so it cannot take feats for which
it doesn’t qualify. Any change made must have been
available at the level selected. For example, a 7th level
psion who uses this power to change a 2nd level power
gained at 3rd level psion cannot select a 4th level power
to replace it — he must choose a 1st or 2nd level power.

The subject is not limited to changing only a single
level’s choices should he decide to undo decisions from
prior levels. Every level between his current level and
the earliest level may be altered, so long as the choices
made were valid at the appropriate level.

If the subject goes farther back than the changes from
the previous level to its current level, the subject suffers
a cumulative -1 penalty on all ability checks, attack rolls,
combat maneuver checks, Combat Maneuver Defense,
saving throws, and skill checks for each level back the
power changes. In addition, the creature reduces its
current and total hit points by 5 for each level back
the power changes. The creature is also treated as one
level lower for the purpose of level-dependent variables
(such as spellcasting or manifesting) for each level back
the power changes. These penalties last for 24 hours.

Augment: This power may be augmented in either of
the following ways.

1.Ifyouspend 2 additional power points, the penalties
end after the subject rests for 8 hours.

2. If you spend 6 additional power points, the subject
does not suffer any penalties.

Psychofeedback

Discipline: Psychometabolism
Level: Egoist 5, psychic warrior 5
Display: Visual

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 round/level (D)

Power Points: 9

You can readjust your body to boost one physical
ability score at the expense of one or more other scores.
Select one physical ability score you would like to boost,
and increase it by the same amount that you decrease
one or more other scores. All score decreases are treated
as ability damage.

You can boost your Strength, Dexterity or Constitution
score by an amount equal to your manifester level (or
any lesser amount), assuming you can afford to burn
your other ability scores to such an extent.

When the duration of this power expires, your ability
boost also ends, but your ability damage remains until
it is healed.

Augment: You can augment this power in one or
more of the following ways.

1. If you spend 2 additional power points, the ability
damage you suffer to increase another score is delayed
until the power fades.




2. If you spend 4 additional power points, the power’s
duration increases to 1 minute/level (D).

3. If you spend 6 additional power points, the ability
damage you suffer to increase another score fades when
the power’s duration expires.

Psychokinetic Sphere

Discipline: Psychokinesis [Force]

Level: Kineticist 8

Display: Material

Manifesting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Effect: 1-ft.-diameter/level sphere, centered around
creatures or objects

Duration: 1 min./level (D)

Saving Throw: Reflex negates (object); Power

Resistance: Yes (object)

Power Points: 15

A globe of shimmering force encloses a creature,
provided the creature is small enough to fit within the
diameter of the sphere, and contains it for the duration
of the effect. Anything contained within the sphere
weighs only one-sixteenth of its normal weight. You can
telekinetically lift anything in the sphere that normally
weighs 5,000 pounds or less. The telekinetic control
extends from you out to medium range (100 feet + 10
feet per manifester level) after the sphere has succeeded
in encapsulating its contents.

You can move the sphere, along with the objects
and creatures it contains that weigh a total of 5,000
pounds or less, by concentrating on the sphere. You can
begin moving a sphere in the round after manifesting
the power. If you concentrate on doing so (a standard
action), you can move the sphere as much as 30 feet in
around. If you cease concentrating, the sphere does not
move in that round (if on a level surface) or descends at
its falling rate (if aloft) until it reaches a level surface.
You can resume concentrating on your next turn or any
later turn during the duration.

The sphere falls at a rate of only 60 feet per round,
which is not fast enough to cause damage to the contents
of the sphere.

You can move the sphere telekinetically even if you
are in it.

The sphere functions as a wall of force, except that it
can be negated by dispel psionics. A subject inside the
sphere can breathe normally. The sphere cannot be
physically moved either by people outside it or by the
struggles of those within.

Psychoport

Discipline: Psychoportation (Teleportation)

Level: Nomad 5

Display: Visual

Manifesting Time: 1 standard action

Range: Personal and touch

Target or Targets: You and touched objects or other
touched willing creatures

Duration: Instantaneous
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Saving Throw: None or Will negates (object); Power

Resistance: No or Yes (object)

Power Points: 9

This power instantly transports you to a designated
destination, which may be as distant as 100 miles per
manifester level. Interplanar travel is not possible. You
can bring along objects as long as their weight doesn’t
exceed your maximum load. You may also bring one
additional willing Medium or smaller creature (carrying
gear or objects up to its maximum load) or its equivalent
per three manifester levels. A Large creature counts as
two Medium creatures, a Huge creature counts as four
Medium creatures, and so forth. All creatures to be
transported must be in contact with one another, and
at least one of those creatures must be in contact with
you. As with all powers where the range is personal and
the target is you, you need not make a saving throw, nor
is power resistance applicable to you. Only objects held
or in use (attended) by another person receive saving
throws and power resistance.

You must have some clear idea of the location and
layout of the destination. The clearer your mental image,
the more likely the teleportation works. Areas of strong
physical or psionic energy may make teleportation
more hazardous or even impossible.

To see how well the teleportation works, roll d% and
consult the table at the end of this power. Refer to the
following information for definitions of the terms on
the table.

Familiarity: “Very familiar” is a place where you have
been very often and where you feel at home. “Studied
carefully” is a place you know well, either because you
can currently physically see it or you’ve been there often.
“Seen casually” is a place that you have seen more than
once but with which you are not very familiar. “Viewed
once” is a place that you have seen once, possibly using
powers such as remote viewing.

“False destination” is a place that does not truly
exist or if you are teleporting to an otherwise familiar
location that no longer exists as such or has been so
completely altered as to no longer be familiar to you.
When traveling to a false destination, roll 1d20+80 to
obtain results on the table, rather than rolling d%, since
there is no real destination for you to hope to arrive at
or even be off target from.

On Target: You appear where you want to be.

Off Target: You appear safely a random distance away
from the destination in a random direction. Distance off
target is d% of the distance that was to be traveled. The
direction off target is determined randomly.

Similar Area: You wind up in an area that’s visually or
thematically similar to the target area. Generally, you
appear in the closest similar place within range. If no
such area exists within the power’s range, the power
simply fails instead.

Mishap: You and anyone else teleporting with you
have gotten “scrambled.” You each take 1d10 points
of damage, and you reroll on the chart to see where
you wind up. For these rerolls, roll 1d20+80. Each time




“Mishap” comes up, the characters take more damage
and must reroll.

e . On Off Similar .
Familiarity Target Target Area Mishap
ey 01-97 9899 100 —
familiar
Studied 01-94  95-97 9899 100
carefully
S 01-88 89-94 9598  99-100
casually
Viewed once 01-76 77-88 89-96 97-100
False
destination T Hl=i =l

Augment: For every 2 additional power points spend,
consider the familiarity of a location 1 step better, with
the exception of a false destination, which is always
considered a false destination.

Psychoport, Greater
Discipline: Psychoportation (Teleportation)
Level: Psion/wilder 8
Power Points: 15

As psychoport, except that there is no range limit and
there is no chance you arrive off target. In addition,
you need not have seen the destination, but in that
case you must have at least a reliable description of
the place to which you are teleporting. If you attempt
to teleport with insufficient information (or with
misleading information), you disappear and simply
reappear in your original location. Interplanar travel is
not possible.

Psychoport Trigger

Discipline: Psychoportation (Teleportation)
Level: Nomad 5

Display: Material

Manifesting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 hour/level (D)

Power Points: 9

You specify a situation that triggers your automatic
manifestation of a psychoport, taking you to a
predetermined location. You must know the psychoport
power and have sufficient power points to manifest it
when the specified situation occurs.

The psychoport trigger goes off on the initiative count
immediately after the specified situation occurs, even
if you are flat-footed or you have already taken your
turn in the current round. The specified situation can
be described in general terms or specific terms.

Psychoportation Circle

Discipline: Psychoportation (Teleportation)
Level: Nomad 9

Display: Mental

Psionics UNLEASHED

139

Manifesting Time: 10 minutes

Range: 0 ft.

Effect: 5-ft.-radius circle that teleports those who
activate it

Duration: 10 min./level (D)

Saving Throw: None; Power Resistance: Yes

Power Points: 17

You create a circle on the floor or other horizontal
surface that teleports, as greater psychoport, any
creature who stands on it to a designated spot. Once
you designate the destination for the circle, you can’t
change it. The power fails if you attempt to set the
circle to teleport creatures into a solid object, to a place
with which you are not familiar and have no clear
description, or to another plane.

The circle itself is subtle and nearly impossible to
notice. If you intend to keep creatures from activating it
accidentally, you need to mark the circle in some way.

Magic traps such as psychoportation circle are hard
to detect and disable. A character with the trapfinding
class feature can use the Disable Device to disarm magic
traps. The DCin each case is 25 + spell level, or 34 in the
case of psychoportation circle.

Psychosis
Discipline: Telepathy (Compulsion) [Mind-Affecting]
Level: Psion/wilder 7
Display: Mental
Manifesting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One creature
Duration: Instantaneous
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 13

Creatures affected by this power are permanently
confused and constantly behave randomly, making
them unable to independently determine what they
will do. Roll on the following table at the beginning the
subject’s turn each round to see what the subject does
in that round.

d% Behavior

01-25  Act normally

26-50 Do nothing but babble incoherently.

51-75  Deal 1d8 points of damage + Str modifier to
self with item in hand

76-100 Attack nearest creature (for this purpose,

a psicrystal counts as part of the subject’s
self).

A confused character that can’t carry out the indicated
action does nothing but babble incoherently. Attackers
are not at any special advantage when attacking a
confused character. Any confused character that is
attacked automatically attacks its attackers on its next
turn, as long as it is still confused when its turn comes.
Note that a confused character will not make attacks of
opportunity against any creature that it is not already
devoted to attacking (either because of its most recent




actions or because it has just been attacked).

Only psychic chirurgery, reality revision, and other
similarly extreme measures can restore the subject’s
sanity.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1, and the
power can affect an additional target. Any additional
target cannot be more than 15 feet from another target
of the power.

Quintessence

Discipline: Metacreativity (Creation)

Level: Shaper 4

Display: Material; see text

Manifesting Time: 1 round

Range: 0 ft.

Effect: 1-inch-diameter dollop of quintessence; see text
Duration: Instantaneous

Saving Throw: None; Power Resistance: No

Power Points: 7

You collapse a bit of time from the continuum,
forming a 1-ounce dollop of thick, gooey material
called quintessence. This substance shimmers like a
silver mirror when viewed from some angles but is
transparent from other viewpoints. You can smooth
a dollop of quintessence around any extremely small
object.

Objects sealed within quintessence are protected
from the effects of time; in practical terms, they enter
a state of stasis. Living flesh with only partial contact
with quintessence is also partially pulled out of the time
stream (the manifester is immune to this effect). This
disruption deals 1 point of damage per round beginning
10 rounds after partial contact occurs.

Quintessence can be manually scraped away from a
protected object, freeing it to rejoin the time stream.
When you do this, there is a 75% chance that the
quintessence evaporates back into the continuum.
Otherwise, it coalesces again into a 1-inch-diameter
bead, available for later use.

Large quantities of quintessence could theoretically be
gathered to preserve large items or structures (or even
a complete living creature; if completely immersed, a
living creature would not take the damage associated
with partial contact). However, psionic characters
and creatures are generally loath to do so because
accumulations of quintessence weighing 1 pound or
more hinder psionic activity within a 5-foot radius
of the accumulation: Powers require twice as many
power points to manifest, unless the manifester makes
a successful Will save each time he or she attempts
to manifest a power. Also in these circumstances,
manifesting a psi-like ability that is usable at will is a
full-round action rather than a standard action.

Read Thoughts

Discipline: Telepathy [Mind-Affecting]
Level: Telepath 2

Display: Mental
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Manifesting Time: 1 standard action

Range: 60 ft.

Area: Cone-shaped emanation centered on you
Duration: Concentration, up to 1 min./level (D)
Saving Throw: Will negates; see text; Power

Resistance: No
Power Points: 3

You know the surface thoughts of the mind of any
creature in the area that fails a Will save. A target that
succeeds on its save is not affected by this manifestation
of the power, even if it leaves the area and then reenters
the area before the duration expires.

Creatures of animal intelligence have simple,
instinctual thoughts that you can pick up. If you read
the thoughts of a creature with an Intelligence of 26
or higher (and at least 10 points higher than your own
Intelligence score), you are stunned for 1 round and the
power ends. This power does not let you pinpoint the
location of an affected mind if you don’t have line of
sight to the subject.

Each round, you can turn to use this power in a new
area. The power can penetrate barriers, but 1 foot of
stone, 1 inch of common metal, a thin sheet of lead, or 3
feet of wood or dirt blocks it.

Augment: For every 2 additional power points you
spend, this power’s save DC increases by 1.

Reality Revision

Discipline: Clairsentience

Level: Psion/wilder 9

Saving Throw: See text; Power Resistance: See text
Power Points: 17

As bend reality, but with more far-reaching effects.
A reality revision can produce any one of the following
effects.

» Duplicate any psion power of 8th level or lower,
provided the power is not on a discipline-restricted list
that you do not have access to.

* Duplicate any psion power of 7th level or lower even
if it’s a power on a discipline-restricted list that you do
not have access to.

* Duplicate any other power or spell of 6th level or
lower, such as a psychic warrior power.

e Undo the harmful effects of many other powers,
such as microcosm, geas/quest, or insanity.

» Create a non-psionic item of up to 25,000 gp in
value.

* Grant a creature a +1 inherent bonus to an ability
score. Two to five reality revisions manifested in
immediate succession can grant a creature a +2 to +5
inherent bonus to an ability score. Inherent bonuses are
instantaneous, so they cannot be negated or dispelled.
An inherent bonus cannot exceed +5 for a single ability
score. Inherent bonuses to a particular ability score do
not stack; only the best one applies.

* Remove injuries and afflictions. A single reality
revision can aid one creature per manifester level, and
all subjects are cured of the same kind of affliction.

* Revive the dead. Reality revision can bring a dead
creature back to life by duplicating a resurrection spell.




This power can revive a dead creature whose body has
been destroyed, but the task takes two manifestations of
reality revision, one to recreate the body and another to
infuse the body with life again. Reality revision cannot
prevent a character who is brought back to life from
suffering a permanent negative level or suffering from
Constitution drain.

 Transport travelers. This power can lift one creature
per manifester level from anywhere on any plane and
place those creatures anywhere else on any plane
regardless of local conditions. An unwilling target gets
a Will save to negate the effect, and power resistance (if
any) applies.

* Undo misfortune. Reality revision can undo a single
recent event. Manifesting the power forces a reroll of
any single roll made within the last round (including
your last turn). Reality reshapes itself to accommodate
the new result. The reroll, however, may be as bad as or
worse than the original roll. An unwilling target gets a
Will save to negate the effect, and power resistance (if
any) applies.

You can try to use reality revision to produce more
powerful effects than these, but doing so is dangerous.
The manifestation may pervert your intent into a
literal but undesirable fulfillment or only a partial
fulfillment.

Duplicated powers allow saves and power resistance
as normal (but save DCs are calculated as though
the power is 9th level) and the power is treated as
if manifested with 17 power points, allowing the
manifester to choose any appropriate augment options.
Powers without augment options are simply manifested
as normal, but with 9th level save DCs.

Manifesting reality revision requires channeling
psionic power through specially-treated crystals similar
to cognizance crystals that cost 25,000 gp. The crystal
is consumed in the manifestation and becomes inert,
unable to be used again and losing any value. If a power
or spell duplicated by reality revision has a material
component that costs more than 10,000 gp, you must
provide that component or additional crystals of the
same value.

Recall Agony

Discipline: Clairsentience [Mind-Affecting]
Level: Psion/wilder 2

Display: Material

Manifesting Time: 1 standard action

Range: Medium (100 ft. + 10 ft./ level)

Target: One creature

Duration: Instantaneous

Saving Throw: Will half; Power Resistance: Yes

CrysTAL COMPONENTS

As discussed in Chapter 4: Psionics, crystals are
used throughout this book as the material component
for some aspects of psionics. However, this is not a
strict rule and may be modified as desired by the GM
to fit the theme of the game.
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Power Points: 3

The fabric of time parts to your will, revealing wounds
your foe has received in the past (or has yet to receive).
That foe takes 2d6 points of damage as the past (or
future) impinges briefly on the present.

Augment: For every additional power point you
spend, this power’s damage increases by 1d6 points. For
each extra 2d6 points of damage, this power’s save DC
increases by 1.

Recall Death
Discipline: Clairsentience [Death, Mind-Affecting]
Level: Psion/wilder 8
Saving Throw: Will partial; see text
Power Points: 15

Asrecall agony, except the wounds revealed by folding
the fourth dimension are potentially fatal. If the target
fails its Will save, it dies. If the save succeeds, the target
instead takes 5d6 points of damage.

Reconstruction
Discipline: Metacreativity
Level: Shaper 2
Display: Material and visual
Manifesting Time: 1 standard action
Range: Touch
Target: Construct touched
Duration: Instantaneous
Saving Throw: Will negates (harmless); Power
Resistance: Yes (harmless)
Power Points: 3
When laying your hands upon a construct that has
at least 1 hit point remaining, you reknit its structure
to repair damage it has taken. The power repairs
3d8 points of damage +1 point per manifester level.
Constructs that are immune to psionics or magic cannot
be repaired in this fashion.
Augment: For every 2 additional power points you
spend, this power repairs an additional 1d8 points of
damage.

Reddopsi
Discipline: Psychokinesis
Level: Kineticist 7
Display: Auditory, mental, and olfactory
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: Until expended or 10 min./level (D)
Power Points: 13

Powers and psi-like effects targeted on you are
reversed back upon the original manifester. Reddopsi
turns only powers that have you as a target. Effect and
area powers are not affected. Reddopsi also fails to stop
touch range powers. Up to 15 power points (or eight
spell levels in psionic-magic transparency games) worth
of powers are reversed in this fashion.

When you are targeted by a power using a higher
amount of power points than the amount of reddopsi




you have left, that power is partially reversed. Subtract
the amount of reddopsi left from the power points of
the incoming power, then divide the result by the
total power points of the incoming power to see what
fraction of the effect gets through. For damaging
powers, you and the manifester each take a fraction
of the damage. For nondamaging powers, each of you
has a proportional chance to be the one who is affected.
If you and a manifesting attacker are both warded
by reddopsi effects in operation, a resonating field is
created. Roll randomly to determine the result.

d% Effect

01-70 Power drains away without effect.

71-80 Power affects both of you equally at full
effect.

81-97 Both reversing effects are rendered
nonfunctional for 1d4 minutes.

98-100  Both of you go through a rift into another

plane.

Remote View Trap
Discipline: Clairsentience [Electricity]
Level: Psion/wilder 6
Display: Mental and visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 24 hours + 1 hour/level
Saving Throw: Will half; see text; Power Resistance:

No
Power Points: 11

When others use clairvoyant sense, remote viewing, or
other means of scrying you from afar, your prepared
trap gives them a nasty surprise. If the scryer fails its
saving throw, you are undetected. Moreover, the would-
be observer takes 8d6 points of electricity damage. If
the scryer makes its saving throw, it takes only 4d6
points of electricity damage and is able to observe you
normally. Either way, you are aware of the attempt to
view you, but not of the viewer or the viewer’s location.
It is possible that you might recognize the quasi-real
viewpoint of someone using the remote viewing power if
you could pierce its invisibility (which is true for remote
viewing whether or not you use this power).

Remote Viewing
Discipline: Clairsentience (Scrying; see text)
Level: Seer 4
Display: Mental
Manifesting Time: 1 hour
Range: See text
Effect: Quasi-real viewpoint
Duration: 1 min./level (D)
Saving Throw: Will negates; Power Resistance: Yes
Power Points: 7
You send your mind across space and dimensions,
forming it into a quasi-real viewpoint from which
you can see and hear some creature located at any
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distance from you, even if planar boundaries separate
you. If the subject succeeds on a Will save, the remote
viewing attempt fails, and you can’t attempt to view that
creature again for at least 24 hours. The difficulty of the
save depends on how well you know the subject and
what sort of physical connection (if any) you have to
that creature. Furthermore, if the subject is on another
plane, it gets a +5 bonus on its Will save.

Will Save
Knowledge Modifier
None* +10
Secondhand (you have heard of the +5
subject)
Firsthand (you have met the subject) +0
Familiar (you know the subject well) -5

*You must have some sort of connection to a
creature you have no knowledge of.

Connection Will Save
Modifier
Likeness or picture -2
Possession or garment -4
Body part, lock of hair, bit of nail, etc. -10
Subject on another plane +5

If the subject fails its Will save, your mind coalesces a
quasi-real viewpoint near enough to the subject to see
and hear the subject and its immediate surroundings
(up 30 feet in all directions away from the subject).

While the remote viewing lasts, your real body re-
mains unmoving and unaware of your actual surround-
ings. On the other hand, your quasi-real viewpoint is
treated in some ways as if it were an invisible ectoplas-
mic form of yourself, except as follows. This power is
of the Scrying subdiscipline, but use the following in-
formation in place of the standard scrying sensor. As a
quasi-real viewpoint, you can speak (though your voice
is whispery).

You may potentially be sensed by the subject of your
viewing (subjects who can see or sense invisible or
hidden creatures automatically sense you; otherwise
you make a Stealth check with a +40 bonus to escape
detection if immobile, or a +20 bonus if moving). You
could be attacked (although if you become subject to
dispel psionics, the remote viewing simply ends). If the
subject moves, you can attempt to follow it at a speed of
20 feet, though if it gets farther than 30 feet from you (or
you move farther than 30 feet from it), the power ends.

You can attempt to manifest one power through
your quasi-real viewpoint, but you must make a
concentration check (DC 20 + level of the power you
wish to manifest) to succeed. Manifesting (or attempting
and failing to manifest) a power immediately ends the
remot