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Introduction
The IllJlJ dstOntl HIOt'cd in fro m tile infinite f ca dh' S of t,lle i\stml.
threaten i llg the i l'ltcgn t)' o{ tIle InterJ;u l'.

Ctming his had fu el.! IaldabodefillaJiy closed tile portal.
" I \VOId abandon you, ]l.,litra," thepsioll p rol11is ~tl , wincing 1111 a

l'l.lbb illg hisforeluad. He'd \llloH-Ied tile po rtal ta slay 01'1'11n lirtrc
too long- the disr uption haa nlmost 11'lll !1 iFcs t from the rea lm of
the mind into the realm of the material. Tald'Tbodc's he,la 11cht·tf
115if he'd been kicked br a steer.

And what oJ Mitm ? SIl l' was his clO St'S! friend. and Hi e Dilly
other psion ic individual who Iw ctv of tile reeel it perturbations
in the Crystl11.\.fiud'sglohal cogfliz11I1CC. s ire HillSsci allri!t in lIu
Astml plallc hccausc 1111d'1Llodc hadn't (o rcscCJ1 thearril Jll l oftill:
storm f ront. . . . . .

"If is suspicious, Ilf tf r all.. ." llc I11l1 rl1l lHTll, t/Wl nuore ITgtll1l .
A.1crely cnlrrtoil1 ing the ideo of a CI1/'1Spi mcy was1'llOUgIJ for 11;s
heigh/m ed intuition todetil/Ci' tbr tru tll~tllc HIill dstl'Jr I11 'sm-rivl1J
at just thew t"O lIgmotlll' lI t WtlS l10 I1 CC itil' flf. It hadbcen SCl1l tlglli ll5 l

him alld AJitm ddibcraldy to fOil their iIlVl.'SUgrttiol1.
Tlu psiou shivered IVl1 1? fl hc comitierra the powrr reqlliJ't' tI

to generateu uundstonn of weI! fe rocityon dCI1l'1J1d. W'/JO hlld
lha l ,hill !

With a sinkingfeeling, H,e 11 nswer droPPclf inlo his( t11lsc it11/s

Ilcss /ilu tIle first colddmp of H' il1 ll't" mi ll.
The Fl ayerSovereignt)'W llS opcrati v/' arlee more.

Ma rry D& D games even tually in clud e psion ics. Alth ough
you may not rea lize it, pit ti ng you r characters agains t an
illirh id introduces psion ics to your game, with its terrible
mi luf bll15L Other games go farther dow n the psionics path ,
and in those games Expandcd PS10IJics Hilf'l dhookbas a place at
the table equal to that of the Player') Hll1 ldbook.

\"X!hether your game is more akin to the form er or the latter,
th is book, COll lplclc Psionic, wil l expand your under standing
of psionics rules.

SWIFT AND IMMEDIATE ACTIONS
The Miniatures Handbookintroduced the concep t of a new action
type: the swift act ion. Likewise, Expanded Psionics Handbook
int rod uced an oth er new actio n type: the immediate act ion.
Som e of the class featu res, powers , a nd feat s d escribed in
Complete Psionic use these concep ts . A descript ion of how they
wo rk follows.

Swift Actions: A swift act ion consumes a very small amount
oft ime, but represents a larger expend iture of effort and ener gy
tha n a free actio n. You can pe rform on e swift action per turn
wit ho ut affecting your ability to perfor m other actio ns . In that
regard . a swift act io n is like a free actio n. However, you can per·
for m only a single swift actio n per turn, rega rdless of what other
actions you take.

You ca n take a swift action any time you wo uld no rmally be
allowed to take a free act ion. Since swift action s usually involve
mag ic or ps tontcs. or the act iva tio n of magic or ps ionic items,
many cha racters (especiallythose who do n' t use magic or pston
lcs] will never have an opportunity to take a swift act ion.

Cast ing a quicke ned spell or manifest ing a qu ickened power is
a swift act ion . In addition , cast ing any spell or man ifest ing any
powe r with a cast ing t ime or man ifestin g time of l swift act ion
is a swift actio n. Cast ing a spell or ma nifes t ing a power with a

Complete Ps fonlc makes use of the informat ion in the three
D&D core rulebooks-c-Plnjer's HalJdboo/, (PH),Dlll1geol1 1v!l1~jc r's

Glliar (DMG),and .\JonstcrM ilIJU111 (~\.L\[)~as well as EXPlwrtl'd
Psiolli cs Hl1 J1dbool" (EPH). It doesn't di rectly reference an y
other books (aside from a single me ntio n of FlenriFolio),but
it draws on the accumulated heritage ofD&D supplements
published since 2000. Although possession of any or all of
these supplements willenhance your enjoyment of tb is book.
they are not Str ictly ne cessar y,

_ ----'tiEW PSIONIC CLASSES.
Up to n ovv, there were four st andard psionic classes: Th e
psion, the psych ic warr ior, the soulk n ife , and the wilder.

In addition to the classes descri bed in Expanded Psionrcs
HIlJ1dbooli, this book introduces the following new standa rd
psionic classes: the arde nt, the divine mi nd, and the lurk. In
addition, a varia nt psion, called the erudite: is presen ted as
an opt ion.

The ardent call s on [he poever of cosm ic forces, drawing
on "mantles ," or groups of po wers th at are der ived fro m
th ose un ive rsal principles. Physically a bit s t ronger [ha n
a tradition al psion, an ardent is limited by the number of
mantles he call adopt.

The divin e mind is a devout warrior whose psioni c abili
ties allow hi m IO channel his god's benefi cen ce inca psioni c
powers, as well as auras that help his comrades.

The lurk is a mentally emp owere d killer v,..ho focuses on
dispatching his enemie s from th e shad ows.

The eru dite is a psion ic sage whose knowledge of powers
is potentia lly unlimited, although his abili ty to call on that
knowledge is limi ted to a particular subset each day.

cast ing or man ifest ing time of 1 swift action does not provo ke
attacks of opportunity.

Immed iate Actions: Much like a swift act ion , an im med iate
act ion co ns umes a very sma ll amount oftime, but represen ts a
larger expenditure of effort and energy tha n a free act ion. Unlike
a swift action , an immediate action can be pe rformed at an y
time-even ifi t's not your turn.

Using an immediate action on your tu rn is the same as us ing
a swift action. and counts as your swift act ion for tha t turn . You
ca nnot use another immediate action or a swift action un til after
your next turn if yo u have used an immediate action when it is
not currently your turn (effectively. using an im m ed iat e act io n
before your turn is eq uivalent to usin g your swift act io n for th e
coming tu rn). You also cannot use an im med iate actio n if you
are current ly f lat-footed.

Under these rules . cas ting afeatherfall s pe ll is an imm ediate
act ion (not a free act ion , as stated in the sp ell descriptio n in the
Plover's Handbook).

Magic Items and Pot ions: Activating a spell com plet ion item.
activating a s pell trigger item, or drinking a pot ion is a standard
action, even if the spell from wh ich the sc roll, pot ion, o r item is
made can be cast as a swift action.



TAB LE 1-1: RANDOM STARTING C OLD

Class Amount (average)
Ardent 5d4x10 (125 gp)
Divine m ind 6d4 xlO (150 gp)
Lurk 5d4x10 (125 gp)

Divin e Mind: A psionic holy warr ior who adopts the
mantles of a chosen de ity and becomes a champion of
his faith.

Lu rk : A mentally empowered ki lle r who foc uses on
dispatch ing his enem ies Irorrrihe shadows.

STARTING GEAR
Eachclass description concludes with a starting package
you can use when creating a ist-level character of th at
class. Alternattve ly, you can roll rando m ly using the
followingtable to determ ine the charact er 's gold, then
buy equipment item by item.

"
IIintelligenrb eingspossess self-awareness, thecore
ofsentience . 'Xrhat many do not realize, however,
is that this nascent conscio usness is a form of
psychi c energy. Di fferent peo ple value varying
aspects of this energy, whether Charisma, Intelli

gence ,or Wisdom, for their applications in certain professions
in the world, but it is the sum qf th ese and other unnamed
facets of consciousness thatYcohtribures to psionic potential.
Those who decide to build on this holistic potential are called
psion ic characters.

Psionic characters learn to tap into the energy of their
consciousness. Psionic character classes embrace the energy
of the mind 's output directly, usin g force of will to al ter
realit y in sma ll and large ways. The though ts and dreams of
normal creatu res churn impotently, bur apsionic character's
menta l desires manifest themselves for all to see, mar vel at,
and perhaps fear.

Unl ike the standard cha racter classes found in the Player's
Handhook, all classes presented here are based on psionic
power usage to some deg ree. '''hile the psio n, psych ic war- AD PI r l\.IT
rior, sou lknife, and wilder offer a tremendous amount of _,...,...__....,._...,_..,.._-:...,_...L_~~

versa ti lity and .configurabtltry, they're not the on ly psion ic No two places in the rnulnverse are exactly alike.
classes the game cou ld feature.Th is chapter presen ts three Creatu res teem across a multitude of terrains, form-
new character classes'for psion ic characters: the ardent, the ing infinitely diverse ecologies.Despite the amazing
divine mind , and the lu rk. Un like presti ge classes, new variety disp layed, hoc....ever, some elemen ts-or, as
char acter classes are design ed for use from a characte r's some call them, phi losophies- persist . These fun-
first class level. daruental concep ts abour the way things function have :

Ar den t: A psion ic manifester who upholds h is chosen a basic truth to them tbat't ranscends any physical,
philosophies. emoti ona l, or ideological boundary.



TABLE 1-2: THE A RO ENT HIT DIE: 0 6
Base Power
Attack Fort Ref Will Points/ Powers

Leve l Bon us Save Save Save Specia l Day Known
lst +0 +0 +0 +2 Assume psionic mantles (2) 2 2
2nd +1 +0 +0 +3 Assume psionic mantle 6 3
3rd +2 +1 +1 +3 11 4
4th +3 +1 +1 +4 17 5
5th +3 +1 +1 +4 Assume ps ionic mantle 25 6
6th +4 +2 +2 +5 35 7
7th +5 +2 +2 +5 46 8
8th +6/+1 +2 +2 +6 58 9
9th +6/+1 +3 +) +6 72 10

lath +7/+2 +3 +) +7 Assume ps ionic man tle 88 11
11th +8/+) +3 +) +7 106 12
12th +9/+4 +4 +4 +8 126 13
13th +9/+4 +4 +4 +8 147 14
14th +10/+5 +4 +4 +9 170 15
15th +11 /+6/+I +5 +5 +9 Assume psio nic mant le 195 16
16th +12/+7/+2 +5 +5 +10 221 17
17th +12/+7/+2 +5 +5 +10 250 18
18th . 13/+8/+3 +6 +6 +11 280 19
19th +14/+9/+4 +6 +6 +11 )11 20
20th +15/+10/+5 +6 +6 +12 343 21

Class Skills (2 + Int modifier per leve l, x4 at 1s t level): Autohypnosis , Concen tration, Craft, Diplo macy, Heal, Know ledge ,
Profess ion , Psicraft". See the Player's Handbook for standard skill de scripti ons .
" See skills in Cha pter 3: Skills in Expanded Psionics Handbook.

Some en lig h te ne d ind ividu al s have fou nd th at by
ackn owledging these concepts, th ey can tap a reserve of
g reat power. These ideas, they bel ieve, are the on ly co nstants
th roughout th e muh lverse; as such, they hold the potential
to em power anyo ne who tr ies to und erstand them .Th rough
the streng th of their m inds, these in div idua ls can master
these constan ts, and th e g reat power they offer. Th ey are
k now n as ardents .

The philosoph ies urderus pursue includ e aspec ts such
as li fe, de ath, an nih ila tio n, and fore, anwng others. Eacb
ardent chooses a philosph y th ai seem s the most powerful
[0 her, persona lly, based on her exper ience and me ntal and
emotionallea nings. As a res ult , an arden t" develop s <1 un ique
und erstand ing of her philosophy and approa ch ro the pursuit
of pmver.

An arden rgrav itates toward a set of ph ilosophical concepts
suitable to her heritage, upbr ing ing, and life ex periences.
Many mi stak e an ardent for a cleric or palad in, because she
is often as ent husiastic about her pe rsonal philosophies as
an y divine m ission ary could be. Un like a d ivine spellcaster
who gai ns her power th rough a deit y, an arde nt dtrecrly raps
the concept s the deity represenrs ~ byp assing an y co nnect ion
to a conscious higher power.

An arde nt's pursuit of these cosmic ph ilosophies gives he r
access to psion ic power in a unique way: th rough psionic
mantles. Each manrle is tied to one of th e universal true con
cepts that an arden t so admires,and is represented by a specific
list ofpsionic pO\....ers and abilit ies. An arden t gain s access to
new man tles as she gains levels, represent ing her growing
awareness of the interconn ected na tu re of core tru ths and a
growi ng und ers tan di ng of how th e rnultivcr sc works.

All arde nts foc us on tv»o ma nt lest know n as th ei r pr ima ry
m antles. These concepts ure those [h at an arde nt fin ds
most appeali ng or that possess t he mo s t poten tial pO\ver
in h er eyes. All other mantles are cons idered sec ondar y

rnamles-philsoph ies cert ain ly powe rful and worthy of
stu d", but no! cons ide red as ce ntral to rhe un iverse as t he
cha r~c te r's primar y ph ilosophies. M ant les are descri bed
more fully on page 66 in Chapter 4.

MAKIN G AN ARD ENT
The arde nt's role in most g roups is as a primary man ifester,
but she C:'In contribute in othe r ways depend ing on the
mantles she lias selec ted. She might be able to provide healin g
to rh e parry, for examp le. o r augment her melee capabil it ies
and wade in to the [rant line of combat.

Abilities : \X!isdo m helps an ardent man ifest the powers
to whic h she will eventually have access , bur she also values
Int ell igence, since it helps her learn more abou t the ph ilo
sophic al conce pts with wh ich she is enamo red. Constitu tion
is also importa nt , giving he r the stamina [0 tr avel and survive
wherever her stud ies rake her.

R aces: c ha rac ters who feel in spired to becom e an ard en t
need to se lec t their co re philosoph ies and the m antles
associa ted with th em. Among the humanoid races, humans
see m most apt to follow such a course. Ardents are rare among
savageor monsrrous hu manoids,since beingan ardent requires
a ph ilosophic al min d and a certa in amount of education in
eso teric conce pts and ideas.

Alig n m e n t : An ard ent ca n be of any ali gn ment. Some
ardenrs wor sh ip deit ies and choose mantles in lin e w ith
their deities' portfolio and domain s; th ese ch arac ters also
sha re some co mpo nent of the ir parron s' alignmenr s. In most
other cases , ardents tend toward alignme nts that march their
philosoph ical outlooks (few ardents wh o pu rsue the de ath
ma ntle are good , for example).

CLASS FEATURES
Arde nts master universal phi losophies, drawing t heir power
and strengrh from their kn owledge of t hese co nc epts.



Tbe ardent cbooses tbe truth be fbI/milS

Th e Difficu lt y Cla ss for savi ng th row s agai n st ardent
pov,,'ers is 10 + the power's level + the arde nt's \Vis modifier.
For example, rhe saving thr ow again st a arb-level power h as
a DC of 16 +W is modifier.

Mantles : Th e first two mant les an arde nt seIecrs are her
primary m antles. All ot hers ga ined are second ary m antles.
Primary ma n tles represent the two phi losophies the arde nt
feels most strong ly about and champ ions above all oth ers.
An ardent mu st mainta in at least as many power s in h er
prim ary m ant les as she takes in her sec onda ry man tl es,
reflecting th at persona l allegiance .An ardent cannot choose
a power from a seco ndary mantle if doing so would give her

mo re powers known from th at secondary
m an tl e than sh e k nows from eith er of her
primary mantle s.

For example, an arden t has the Fate
and Good man tles as primary mantles
and th e Law and Light and Darkness
mantl es as sec onda ry man tles. \X'hen

she gains a new level , she cou ld
onl y choose a power from one of
her secondary mantles if she had
fewer powers in those mantl es

than in either of her primary ones.
The exception to th is rule is th at if
the only choice an arden t can make
at a given level would give bel'more

p owers in a secondary mantl e
tbun in a primary mantl e.

Under those condi ti ons, that
choice is allowed.

An ar dent ca n ch oose
to SW ;lP the priority of two

mantles-making one primary
and one secondarv- at xth level,
and again at 1 5~h level. As an
arde nt gains exp er ien ce, h er
wor ldv iew ch an ge s. M arry

fi nd themselves more devored
to different con cep ts later in

t heir careers . If an arde n t
k nows fewer powe rs f ro m
a newly d esignat ed p ri 
mary mantle , she must ta ke
powe rs k no wn exclusively

from that mantl e at each of
the nex t few levels u ntil she

has learned mo re pow ers f ro m
that mantle tha n the rest of the
mantles she has.

Assume Psionic Mant le :
An ard ent ch ooses a pai r of

psionic ma ntl es at l s t level an d
assumes one add itiona l m antl e at zn d, Sth , 10th , and
15rh leve l. Each mant le pro vides a list of power s (usua lly
s ix or mo re) t h at an a rdent can learn as she i nc reases
in level. Eac h ma n tle also pr ovi des an arde nt wi t h a
special gra nted po wer. See Ch apter 4 for a co mplete li st
orpsionic m antles.

Man tles represe nt a psionic distillation of a universa l con
cept or ph ilosophical idea that th e ardenrs believe transcends
the multiverse . These concepts exist beyond dei ties or any
creation of a crea ture, whe the r mortal or immortal.

They also gain unique powe rs from each mantle they learn
rowield.

Weapon and Armor Proficiency: Ardents are proficienr
wit h all simple we apons, with all types of armor (h eavy,
medium, and light), and with shields (except tower sh ields).

Power Points/Day: An ardent's abil ity to mani fest powers
is lim ired by the power points she has availab le. Her base
daily allo tme nt of power points is given on Table 1- 2: The
Ardent. In addit ion, she receives bonus power poin ts pe r
day if she ha s a h igh Wisdom score (see Table 2-1 : Abili ty
Modifiers and Bon us Power Points, EPH is). Her race mighr
also provide bonus power points pe r d ay,
as m igh t certa in fears an d items.

Powe rs Kn ow n: An ardent be
gins play knowing two of the first
po we rs available to her based
on her choice of mantles. Each
man tl e feat ures at least one
power or abili ty with a cost
of 1 po we r point. An ard ent
selects two of these p owers
from her two known mant les
at isr level.

At each addi tion al level, an
ardent learns one new power
fro m h er ava ilable mantles.
s he mu sr be able to manifest
the new powe r at the level at
whic h she learns it,however.
For example, an ardent who
atta ins Sth leve l can lea rn
any po wer fro m one of her
mantles t hat costs 5 power
points or less to man ifest;
she ca n no t learn a pow er
fro m a mantle th at cos ts
more than 5 power poin ts to
manifest unt il she attains a
leve l capable of manifest ing
a pow er with th at cost.

To learn or manifes t a
power, an arde nt mu st have
a Wis do m sco re of at le ast
l O + t he power's leveL For
exa mp le, an arden t wit h
a Wis do m score of 13 can
manifesrpowers ofSrd level
or lower.

The total nu mber-ofpowers
an ardent can manifest in a day
is Iimited onlyby her daiIy power
po in ts. In other words, an srh-level
ardent (with a total of72 power poin ts, not
incl uding bonus power points for a high Wisdom score) could
manifest a pO\ver costing 1 power pa int seventy-two rimes in
one day, a po wer costing 9 power poi nt s eight times in one
day, or any combination of power point costs tha t does not
excee d 72 po \ver points in total.

An ardent simply knows her powers; th ey are ingrained
in her mind . She does not need ro prepare them (i n rh e
way th at som e spellcas ters prepare their spells), th ough
she must get a good n ight's sleep each day to regai n all her
spent pow er points.



Feat: Comba t Man ifestat ion. Great Fortitude.
M a ntles Know n: Energy, Fare.
Powers Known: ('/lag!' ray, oJfto Jl5itlt' J1rccogtliti ol1 .
Gear: Backp ack wi th warerskin. on e day's trail rat io ns,

bedroll, sack , and flint and sreeL Quiver w ith 20 bolts.
Gold : Id4 gpo

Armor Check
PenaltyAbility

Wis
Con
Wis
Int
Int
Int

Wis
Wis

Ranks
4
4
4
4
4
2
2
2

Skill
Autohyp nosis
Concentration
Heal
Knowledge (psion ics )
Psicraft
Search (ee)
Listen (cc)
Spot (ee)

are mos tly ambiva lent about othe r cla sses, alt hough they
might feel pity, d isdain , or possibly u nea se arou nd clerics!
paladi ns , and dru ids. They tend to see divinely focu sed folk
as lack ing in vision , or at the very least as competitors for the
ear of the masses.

Com bat : An ardent 's ro le in co mbat is de fined by her
cho ice of ma ntles. An ard ent wi th the Con flic t and Guard
ian mantles could easily use her powers and granted man tle
abi lities to wade inro battle! mace sw ing ing. while an ardent
wi th the Energy or ~hnd man tle might be more comfo rtable
man ifesting de vastating powers from the back ranks of he r
adve nturing gro up.

Mosr arden ts find th at foc us ing on <I single ap p roach
makes th em more effec tive in co mba t. Because ardenrs
select mant les based on their philosophic al approach to th e
ruultiverse, hocvever, ardents of all walks can be found.

No matter their approac h to comba t, ardents always face the
same quest ion other power wie lders face: how m an y pov.'er
poi nt s to spe nd in 3 given encounter. Unlike ot her p sionics
user s, however. ardenrs can often rap their g ra n ted mantle
ab ili t ies to su pplement their po we r use, allowing them to
conserve their energy when warran ted.

Adv an ce m en t : An ard en t can sele er h er mantles as sh e
advances. H er career pa th, in some res pec ts, is ope n un t il
she selec ts her fina l mantle at 15th leve l.

An ardent 's expe r iences tend to dict ate her choic es-a cha r
acter devoted to d iplom acy or subterfuge is less likely ro take
the Force mantle! for example, but anything is po ssib le.

Feat choice varies w ildly fro m ardent to ardent. \Veapon
oriented ardents might choose Power Attack or Psionic
\'{leapon, while arden rs focused on dealing dama ge fro m
afar might cho ose a number of rnerapsion ic feats . Feats th at
modify a character's ability to use or expe nd her ps ionic focus,
such as Psion ic M ed itation, are useful to any arde nt with
gran ted mantle abil ities t hat dea l w ith ps ion ic focus.

Hum an Arde nt Starting Packag e
Armor: Scale mail and large wooden shie ld (+6 AC, armor

chec k penalty -6, speed 20 fr.. 40 lb.).
\Veapons: H eavy mace (IdS , cri t x2, 8 lb., one-hande d,

bludgeo ning ).
Light crossbow (Ids , c ri t 19- 20/ x21 rang e inc. 80 ft., 4 1b.,

piercing),
skill Selection : pick , number of skills equal '0 3 + Inr

modifier.

An ardent ca n select an y ma ntle she wants over the
co urse of her ad vancement, even choosi ng tw o th at seem
diametrically opposed to one another, such as Good and Evil.
Such ardents m ight seem roembodya ser ies ofcon tradictions,
consta n tly seek ing ways to balance (or not) th e conflic ting
philosophies they endorse. Other arde nts who pursue this
approac h are merely scho lars seeking to understan d these
powerful universal truths.

An arden rc....irh both the Good and Evil (or Law and Chaos )
m antles might share one or none of tho se align men r factors.
For example! some good ardenrs seek to be tter understand
the evil th ey co mbat by taking up rhe mantle of Evil, and
th e rever se is also rru e.Manifestmg a powerf rom an aligne d
man tl e is considered an act of th at alig n me nt, however, so
most ardents who take two opposed mantles are n eut ral.

Most of th e powers pro vided by a ma ntle are psionic in
nature. Some ma ntles featur e new abilities unlike any psionic
power in ex iste nce. These abilities are st ill treated as psionic
powers in every respec t, and always have a po wer point cost
to manifest.

PLAYING AN ARDENT
Ardems are pass ionate adventu rers and often see th eir
involvem en t in a particular enterpr ise as a way to spread the
knowled ge of [heir personal philosophies, and to en lighten
those who relyon less un iversally true sources for inspirat ion
and guida nce.

Arde nrs seeks signs of [he ir philosophies everywhere. As
suc h , th ey make exce lle nr adventurer s. Th ey seek support
for their beliefs everyw here, and nat urally gravi tate toward
group s wi lling to brave danger to bring the light of (their)
tru th to the wo rld . Com mun ities wi th a stron g rel igious
presen ce some times rake exception to ardents, believing that
members of th e class encour age people to divorce th emselves
from the churches.This behavi or furt he rencourages arden ts
to tr avel.

Religion : Arde nt s, as a rule, avoid relig ion. Most see dei
ties as embodi me nt s of the universal tr uths they pursue. As
ardenrs seek to understand these truths, th ey mi ght come to
think ofdeit ies tha t share the ir interest as pow erful kindred
spi rits, but no t nece ssaril y as sup eri or beings. Only the un i
versa l phi losoph ical conceprs are truly worthy of devotion
to an arden t.

That said, some ardenrs wh o sha re an especially si milar
devot ion to that ofa deity migh t show respect or even casual
worsh ip. For examp le, an ard ent with the L 3W, M agic, and
Knowl edge mantles might tithe to the ch urch of Boccob or
occasion ally offer a prayer , althou gh it would be co uc hed
more as a respectful expression of appreciation for the deity 's
mastery of these truths.

Other Classes: As natura l tr avelers find adven ture rs,
arderus seek our like-minded individuals. Ardent s sometimes
see th eir advent ur ing compa nions as th e first converts to

their view of en ligh ten ment, bur th ey just as ofte n leave their
closest fr iends ro a pu rsuit of th eir own person al t rut h. To
an ardent, such a que st is the most nota ble and worthy deed
anyone can pursue. Th at isn 't to say tha t an arde nt won't seek
to sway others to he r point of view, but most respect another's
righ r to seek h is own tru th . O nly the mo st co rrupt and da rk
arde nts seek to fo rce othe rs down the path they have chosen
{or themselves.

Ardents have a special fondness for rhe company of other
knowledgeable ind ividuals, such as wizard s or pstons. Th ey



Class Skills (2 + Int modifier per level, x4 at 1st level): Autohypnosis, Climb, Concentration, Craft, Jump, Knowledge
(psionics), Knowledge (religion), Professio n, Psfcraft«, Ride, Swim. See the Player's Handbook for standard skill descript ions.
"See skills in Chapte r 3: Ski lls in Expanded Psio l1ics Handbook.

instance, a neut ral good divine mi nd can choose a lawful
good deity, but a chaotic good divine min d could not.

CLASS FEATURES
All the followi ng are class featu res of the divine mind class.

Weap on an d Ar mor Proficiency: Divine minds are
proficient with all simple and martial weapons.with all types
ofarmor (heavy, medium : and light),and with shields (except
lower shields).

W ild Talent: A divine mind gains w'i ld Talen t as a bonus
feat.Thi s class featu re prov ides the character \....ith the psionic
power he need s to call down a mantle's speci al pow er, even
if he otherwise has no power points.

Power Points/Day: A divine mi nd 's ability to man ifest
powers is limited by the power points he h as available. His
base daily allotmen t of power points is give n on Table 1-3:
The Divine Mind. In addition . he receives bonus power
points per day ifhe has a high Wisdom score (see Table 2-1 :
Abil ity Modi fiers and Bonus Power Point s, EPH 18): plus
the power poi nts provided by h is w' ild Talent feat. His race
might also provide bon us power poin ts per day, as might
cert ain feats and items. A Lsr- through -tth -level divine mind
gain s no pO\ver po ints for hi s class levels; h is bonus power
points (if he is entitled to any) become available when he
begins to accrue the power point s provided by his class at
5th le vel.

Powers Kno wn: Adivine min d begins play without know
ing any powers. Beginning at 5th level, he learns one divine
mi nd power ofthe player's choice.As he goe s up in level. he
continues to unlock knowledge of new powers as shown on
the divi ne mind class table. c hoose the power known from
the list of powers belonging to the character's chosen mantle.
At each additiona l level, a divine mi nd gains one addi tional
po\ver (if available) from h is chosen man tles.

TA BLE 1- 3: T HE DIVI NEMIND HIT DIE: D1 0
Base Power
Attack Fort Ref Will Pointsf Powers Maximum Power

Level Bonus Save Save Save Special Day Known Level Known
1st +0 +2 +0 +2 Mantle (lst). psyc hic au ra 5 ft., 0 0

Wild Talent
2nd +1 +3 +0 +3 1 0
3rd +2 +3 +1 +3 Psychic aura 10 ft. 2 0
4th +1 +4 +1 +4 Divine grace 1 0
5th +1 +4 +1 +4 Psychic aura 15 ft. 4 1 1st
6th +4 ...5 +2 +5 Mantle (2nd) 6 2 151
71 h +5 +5 +2 +5 Psych ic aura 20 ft. 8 2 1st
8th +6/ ...1 +6 ...2 +6 Change aura (standard action) 10 1 2nd
9th +6/+1 ...6 +3 +6 Psychic aura 25 ft . 12 3 2nd

10th +7/...2 +7 +1 +7 Psychic aura (second aura) 14 4 2nd
11th +8/+3 +7 +3 +7 Psychic aura 30 ft. 18 4 l rd
12th +9/+4 +8 +4 +8 Mant le (l rd) 22 5 3rd
13th +9/+4 +8 +4 +8 Psychic aura 35 ft. 26 5 3rd
14th +10/+5 +9 +4 +9 Change aura (move action) 30 6 4th
15th +11/ +6/ +1 +9 +5 +9 Psychic aura 40 ft. 35 6 4th
16t h +12/+7/+2 +10 . 5 +10 40 7 4th
17th +12/+7/+2 +10 +5 +10 Psychic aura 45 ft . 45 7 5th
18th +13/+ 8/+3 +11 +6 +11 Change aura (swift action) 50 8 5th
19th +14/+9/ +4 +11 +6 +11 Psychic aura 50 ft. 55 8 5th
20th +15/+10/ +5 +12 +6 +12 Psychic aura (third aura) 62 9 6t h

MAKING A DIVINE MIND
A divine m ind's role in mos t gro up s is that of a melee
combatant. He can also cont ribute in other ways, however,
even poreni aljy prov iding some hea lin g ability to the party
(depending on the dom ains of his chosen deity).

Abilities: \'i7hile Wisdom helps adivine m ind manifest the
powers he'll eventually be able to access (requirin g a score of
16 or higher to use the highes t-level powers, and at least 11 to

be able to manifes t any at all), he cares more about Strength
because of its im portance in combat.

Ra ces: Characters inspired to playa divine mi nd need
merely to choose a deity.Among the humanoid races, humans
seem most apt to follow such a course. Divine minds are rare
among the savage and monstrous humanoids:since physical
study of psionic lore is a requi rement.

Ali g n men t: A divine m ind's alignme nt must not be
opposed to any of his chosen deity's alignment factors. Fat

A divi ne m ind is a psionic cha racter who channels the po\ver
of the divine through psionic talen t in stead of faith . \Vhile
a cler ic or paladin mus t make do wit h whatever powers and
abili ties a deity decides to provi de, a divine mind chooses
among the domains of h is deity for the abi lit y he most
requ ire s ro accomplis h his goals , whe ther they are divinel y
in spired or nor. Divine m inds can also call upo n a list of
ps ionic powers as they grow in faith and mental strength.

One of a divine mind's most note d abili t ies is hi s capacity
to mentally di still a particu lar essence of hi s chosen deit y
and wea r tha t essence as a mantle (see page 11). Wear lng
th is divineIv fashioned mantle in a framework of mental
desire is but one parr of the divine m ind's streng th-he
can also directly ch annel the beneficence of hi s deity in to
a man tle power.



A di 'vinC' milld tocars 11 divine ntantie,
a psifmic d is/illllth,n of ,; jpecific

godl)" attribute

Perceptioll: You and all all ies wit hin your au ra gain a +2
morale bonus on l nir arive, Listen, and Spot checks. Th is
bon us increases by 1 for every five class levels you have.

Mant le (Ex): At tsr level, a div ine mind ch ooses , deity
to fo llow, He then chooses fro m among tha t de ity 's assigned
mantles Isee Table 1- 4, page 11), pick ing one thai he adopts
and learns to ma nifest powers from .

You begin play with access to a man tle and its
mantle power. Each mant le ha s a spec ific granted

abili ty that y Oll can use. While you do not imme
dia tely know any powe rs . t he pmvers in the

mant le are considered all you r list for th e
purpose of using dorjes and oth er item s.
\Xlhen you gain a power known, selec t it

from the man tle's list ofpowers, At 6th
level, you gain a seco nd mantle; at

rz rb. you gain your third and
fi na l mant le. The mantle s
and their aur a pow ers are
given below.

Chncs:You and all a llies
wi t hi n your aura gain a +2
resistance bonus on saves
against att ack s made or ef-

fec ts created by nonch aotic
crea tu res. Th is bonus increas

es by 1 for every six class level s
you have.

CO m l1"l ll lllw !i OI1: You
and will in g all ies with 
in you r au ra are linked
toget he r wit h t he m ind

li n k po we r (EPH 120), If
th ey leave t he area of your

aura. they leave the li n k. Th ey
can automnticallyrejo in , ho wever, once
t he y ree nt er th e area.

Connie!: You and allies effec ted bv
your aura gain a +2 bon us on ro lls ro COl;~

firm cr itical hits. Th is bonu s incr eases to +5
if you are a rut h-level div i ne m ind .

COll5lll1lption: You can leech
power poi nt s expended ne ar you.

\Vh ile the aura is acti ve, you
ca n ex pe nd yo u r psion ic

fo cus as an im m ed iate
action when a powe r is
manife sted with in yo ur

aura. Doing so s teals 1
power poinr fro m the po w

er's manifesrer. This ext ra pO\ver point
is added ro your Power po in t reserve;
you cannot gain mor e pow er poi nr s
rh an your norma l m aximum. Th is

abtlt ry h as no effe ct if used whil e you h ave a fu ll power
po in t reserve.

I f steali ng 1 power point wou ld preven t rh e mani fesrer
fro m be ing able to man ifest the power , you do not gai n a
power point bur the ma ni fesrer is un able to mamfesr th e
power; no powe r poin ts are expended. You ca n steal m ore
power po in ts at hi gher levels: 2 power points at 7th level,
3 ar 14th level, and +at 20th level. The same rest rictions as
described above apply.

A divine min d's ma ni fesrer level is equal to his class level
minu s 4. For example, a roth-level divine mind is a eth-level
manifester, A divine minJ can man ifest an y power he knows
th at has a power point cost equa l ro or lower th an his mani 
fester level.

A divine mind simply kJ10\VS his powers; th ey are ingra ined
in his mind . H e does not need to pre pare th em (in the way
that some spellcasters pre pare their spe lls) , though he must
ge t a goo d night's sleep each
day to regain all his spe nt
power points.

Th e Diffic ulty Class for
saving th rows against divine
mind powers is 10 +the power's
level + t he di vine min d 's W is
modifi er. For example , the
saving throw agai nst a 2nd
level power has a DC of 12 +
\'V"is modifier.

Maxim um Power Level
Known: A divine mind beg ins
play without the ability to learn
powers. At 5th level, he gains the abil-
ity to learn 1st-level powers. As he atta ins
higher levels, he gains the abilit y to master
more complex powers-for exampl e. an
8th-level divine mind can lear n powers of
2nd level or lower,an t tth-level d ivine
m ind can learn powers of 3rd level
or lower, and so on .

To learn or ma n ifest a power,
a divine mi nd must have a
Wi sdom score of at least 10
+ the power 's level. For ex
am ple, a divine m ind wi th
a Wi sd om sco re of 13
ca n man ifest powers of
3rd leveIor lower (i f he
is at least t tth level),

Psychic Aura (Su) : All
d ivine m in d s k now th ree basic
auras : attack, defen se, an d p er
ce p tio n (see below). In addition,
YOUl"ch osen ma ntle adds a spe cial
ized aura to your optio ns. You cho se
on e au ra ro man ifest, and its be nefi ts
tak e effect in a radius arou nd you as given
on Table 1- 3. Most auras affec t eithe r you and
your allies or JUSt you r enemies. As yOll become
more powe rfu l, your au ra spreads to
encom pass a wi de r area. If you know
mul tiple mantles,you chose wh ich aura
to manifest whe n you med itate. You can
spend an hou r in med itation to cha nge
vatu aura.
, At lOrh level , you can hav e t \ VO auras act ive at rhe same
time; ,H 20rh level, you can have three active auras .

A/tack.:You and all all ies wirhin your aura gain a +1 morale
bonus on arrack roll s and dam age rolls. This bonus increases
by 1 for every five class levels you have.

Dt'fcJI5c:You and all allies within your aura gain a +1 morale
bonu s to Ar mor Class. Thi s bonus in creases by 1 for every
five class levels you have.



Destruction, Evil , Natural World,
Pain and Suffering
Consumption, Corruption and
Madn ess, Deception, Evil
Consumption, Death , Ev il. Time
Conflict, Des truction, Deception,
Evil
Chaos , Evil. Light and Darkness,
Magic
Chaos , Creation, Deception,
Freedom
Death, Evil. Knowledge, Law
Corruption and Madne ss, Elements,
Evi l, The Planes
Guard ian, Law, Light and Darkness,
Repose
Death, Fate , Good. Life

Good, Guardian, Life, Natural World
Knowledge, Law, Magic,
Mental Power
Element s, Guardian, Natura! World,
Repose
Communication , Good, Justice, Law
Conflict. Good, l aw,
Light and Darkness
Chaos, Conflict, Good ,
Physical Power
Commu nication, Consumption,
Guard ian, Freedom
Fate, Good, Guardian, Li fe
Creat ion, Energy, Force, Good
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Ccrmptron .nul Madness: You r aura dis quiets and disturbs
the mi nds of those who oppose you .All enemies with in your
aura must mak e Concentration checks (DC 10 + your 'V::'is
modifier + 1/2 you r divine mind level) to mani fest powers,
cast spells, or use psi-like or spell-like abilities.

Creation:All cons tr uc ts within your aura heal at a rate of 1

hit poin t every hour. This rate increases ro 1 hit po int' every
10 minutes at 5th level, 1 hi t poinr every mi nute at 10th level,
and 1 hit poinr every round or 17th level.

Death: You and you r all ies know the co n dition of crea
ru res ne ar death w ith in your aura, as the dcatlllvatch spe ll
(PH 2l 7).

Deception:You and your alli es gain a +2 bonus a ll Bluff
checks m ade to feint in co mbat (PH 155). You ca n expend
your psionic focus to fein t as a move ac tion, as if you had the
Improved Feint feat.

Destruction: You gran t your all ies th e »hilit y to sunder
objec ts more easily. Any time crea tu res affec ted by your
au ra make sunder attemp ts , t he h ar d nes s of objects t hey
att empt to sunde r is t reated as ha lf its normal value (the
ha rd ness of a wooden object, fo r exa mple, would be 2
instead of 5).

Elem ents: \'(' hen th is aur a goes into effect, you must choos e
to align it to one of the four elemental subty pes (air,ear th .fire ,
wat er). \Xrh ile yOlI are psion icall y foc used, your at tacks and
th e arracks of all ies wit h in your aura overcome the damage
red uct ion (if any) of any creatures of the sub typ e to which
yOll are aligned.

Enc rg)': Your wielded weapons and those w ielded by allies
w ith in you r aura deal t extra point of cold , elec tricity, or
fire energy dama ge plus 1 point for eve ry five class levels
yo u h ave . You sele ct the energy typ e wh en you activate
th is au ra.

Evil: \X'hile this aur a is active, the weapo ns of affected allies
are treated as evil-aligne d for the purpose of overcoming
da mage reduction .

Fate: You give you r ullies insight into t he batt le bei ng
wa ged around you, all owing them to ben d fate to t hei r
w ill. While the au ra of fare is ac tive, you and you r allies
gai n a +2 in sight bon us on any on e J 20 ro ll. O nce a pnr
tic ular ally choo ses to use her bonus , the au ra ends for that
a lly, bur not for an y o the r ally wh o has n OI ye t used the
insig h t bonus.

Th is bonus increases by 1 for- every five class levels you have,
to a maxim um bo nu s of +5 at 15th level. A specific creature
ca n gain this bonus once per day.

FOl'ce: As a move action, you can ex pend your psionic focus
to g ranr your selfand all all ies with in your au ra the abili ty to
str ike an inco rporeal creature witho ut suffering (he normal
50% miss cha nc e. Th is affects each ally's next attack, as long
as rhat att ack occ urs before your next turn.

Frccdctu: You an d allies wit hin you r <l ur a ga in a ..,.2
bonu s on Escape Artist ch ecks and gra pple c hecks made
to resis t or esca pe a grapple. Th is bonu s increases by 1
for eve ry four cl ass level s you have, to a ma ximu m of "'-7
at 20t h level.

Goad: \'(' h ile this au ra is act ive, the we<lpons of affected
all ies are treated as good-align ed for [h e purpose of overcom 
ing da mage reduc tion .

Gliardil1H: You can gra nt alli es in range da mage reduction
1/- while you are psion ically focused.Th is damage reduct ion
increases by 1 for every five class levels you have (DR 2/-:n
5th level, 3/ - at 10th level, and so on).

) lI5!ia: You and alli es wi th in your aura gain a +1 bon us on
att ack ro lls agains t a foe that has attacked yo u or ano ther
ally. Th is bonus increases by 1 fo r eve ry six class levels
',IOU have.
. Knonrledge: You and allies within YO~Ir aura gain a +1 bonus
on all Knowledge checks. Th is bonu s increases by1 for every
six class levels you have .

Lalt' : YO~1 and allies within your au ra gai n a +2 resistance
bonus on saves agains t attac ks made or effects created by
no nlawfu l creatu res. Th is bonus increases by 1 for e\'ery six
class levels you have.

Life: Creatu res in your presence feel rejuvenated and are
more resis tant to death effects. \X:rhile it is active,allies affected
by this aura gain a +2 bon us on saves agains t death sp ell s
an d powers or psionic death effe cts. Thi s bonus inc reases
by 1 for every five cl ass levels you have, to a maximum of +5
at 15th leve l.

Light alld Darkness: You and all ies with in you r au ra t rear
spell s w ith th e light o r darkness descr ip tors as one leve l
h igher for cou ntering the opposing effect.

..Magic: You an d all ies w it hi n your aura are treated as
wield ing m agic weapo ns for the p ur pos e of overcoming
damage reducti on .

Melltal Power: You and all ies w it h in your aura gain a +2
bo nus on savin g th rows against mind-affe ct ing spe lls and
abilities. This bon us increases by 1 for every six class levels
you have.

NatUl'll/ w'orld: All an ima ls, plants, and fey wi thin your
aura heal at a rate of 1 hit pai nt every hour. Th is ra te
increases to 1 hit po in t every 10 minutes at 5th level , 1 hit
po int every mi nute at 10th level, and 1 hit p oint every round
at 17th level.

Pain ,1II t! Suffering: You and allies w ith in you r aura gai n a
+ 1 bonus on weapon da mage rolls against wounded foes.

physica l PoIVa : You an d allies wi th in your aura ga in a +1
bonus on opposed Strengt h checks, such as bull ru sh . trip,
or d isarm chec ks, as well as on grapple chec ks . This bonus
inc reases by 1 for every five class levels you have.

TIle rlmlcs: You can pinpoint the location of an y outsider or
ex rrap lana r cre ature withi n you r au ra. You an d allies within
your aura gain a +2 bonus on caster level checks o r ma nifes rer
level checks made ro overcome the spe ll resistan ce or po\.ver
res istance of au rsiders.

Repl1j£': \Vhile you are psionically foc used, you an d allies
wi th in your aura ignore the effects of fatigue. If an allywi th in
you r aura becomes exha uste d for ,:my reason , he is treated as
fat igue d instead. Your aura does no r dispel fatigue, it merely
supp resses th e neg ative effec ts.

Time:You give al l ies withi n your au ra th e abili ty to see
jus t a moment in to the future, incre asin g thei r rea ct ion
time. Anyone affec ted by your aura gains a +2 bonus on
in it iative ch ecks and a +1 bonus on Reflex saves. This bonus
on initiative ch ecks Slacks with the bonus provided by rhe
Time mantle's granted ability.

D ivine Gr ace (Su ): Beg in ning at a th level, you gain a
bonus equa l to your Charis ma bonu s (if any) on all saving
th rows.

Ch a nge Aura (Ex): At Sth level, you gain th e ab ili ty to
change be tween your man tle au ras much more qu ickly. I t
takes on ly a standard act ion to ch ange bet ween au ras . You
can swi tc h auras as a move action at t-trh level , a nd at t Sth
level you can change your aura as a swif t action.



Feat : \'(!eapon Focus (lo ngsword ).
Mantle : Physical Power.
Power Known : None.
Gear: Backpack with wate rski n, one day's tra il rations,

bedroll, sack, and flint and steel. Quiver with 20 arrows.
Gold: +d+gp,

Half-Giant Divine Mind Starting Package
Armor: Scale mail and large wooden shield (+6 AC,armor

check penalty -6. speed 20 ft., +0 lb.),
Weapons: Longsword (tds.crtr 19-20/ x2 , -t lb.one-hcnded,

slash ing).
Shorrbow (tde , crit x3, range inc. 60 Ir., 2 lb., piercing),
skill Selection: pick a number of skill, equal ro 2 + Int

modifier.

- 6
-6
- 12

Armor Check
PenaltyAbility

Wi s
Str
Str
Str
Int
De,
Int

\Vis
\Vis

Ranks
4
4
4
4
4
4

2
2
2

Skill
Autohypnosis
Cl imb
Jump
Swim
Knowledge (psionics)
Ride
Search (ce)
Listen (cc)
Spot (ce)

MAKING A LURK
A lurk can't st and up face to face wi th a bruiser as well as
a Figh ter or even a psychic warrior can . \Vith her me m al
talents, howe ver, she exce ls at taking [he slightes t oppor
tu n ity and tu rn ing it [ 0 her advantage. Her abili ty to slip
unde r the notice of nearly any observer makes her a capable
lone hunter, but her grea test st rengths are found th rough
interact ion with her all ies dur ing a henred bau le-she
can use her enemy's slightest di strac tion to deli ver vicious
thrusts with he r blade, even creat ing her own opport un i
tie s as needed.

Abilities : Imel hgence determines how many powers a
lurk can manife st, how powerful tho se powers C3n be, and
how hard those powers are to resist. It is also importa nt
for bolstering the number of skill points 10 whic h she has

-...,-..,----_-,-_ ....,.......,..---;--.....,.,LU RK
A lurk is a psionic cha rac te r who has hon ed her men tal
talent s to <1 deadly focus. \Xl ith her extraordinary abiliry to
perceive nn enemy's weaknesses, a lurk C:In rake advantage
of [he sligh tes t dis traction to make vicious thrusts wi th her
chosen weapon .

A lurk's abilit y to lie in wait unul ju sr [he rig ht mom ent,
as well as her [alent for avoidin g detecti on and lethal attacks,
makes hera changeable hunter of those whose ti me is past
It is her profession to bri ng those unfortu nate individua ls
to thei r awaited end without remorse and as efficient ly
as possible.

Because a lurk has access to a variety of psionic feats and
power s. she is more effective than a simple kil ler or assas
sin. She also hold s to a pu rer morali ty-a lu rk doesn't kin
indiscr iminately. on ly bringi ng death to those who have
outlived their rime.Tn her mind, those who meet their end
ar rhe end of her blade tru ly deserved lO die.

PLAYING A DIVINE MIND
A divi ne m ind is a passionate adven tu re r. As a self-consid
ered adjunct of hi s deity , he ofte n sees hi s invo lvement in
a pa rticu la r enterprise as a divine blessin g. In hi s mind .
hi s pre sence alone is enough to legit imi ze a qu est . adven
ture, or lomb raid. rendering it holy by h is part icipati on .
Even simple tasks are addit ional opportunities [Q prove
his ow n worth and the worth of hi s deity by accomplish.
trig the task wit h alacrity and g race. He is typica lly not
hardheaded or desirous of personal powe r, however: JUSt

becau se hi s deity chooses to offer a be nedic tion for the
part)' t hrough his involvement does no t mean I h at he
sees him self as th e defa u lt leader for the group, nor that
he feels he (or his ch urch) should have the lion's share
of the tr easure.

Rel igion: Divine minds show no overarch ing fondness for
anyone deity . though those deit ies whose dom ain s includ e
'ccar are sometimes favored. Evil deities can be the choice of
par ticula rly foul and wicked divine minds.

Other Classes: Despite being pledged firsr ro rheir god.
divine minds enthusiastically joi n with tho se whose co rn
petencies and abilities supplement their own. They are most
happy dealing with clerics, paladins,and others of faith who
ser ve the same deitv,

Divine minds donor possess the active disdain that some
palad ins inflict on thei r peers in response to imagined
sligh ts or actual immora l deeds. Divine mind s have mor e
equanimity- un less the deed directl y contradicts a dictate
ordomain of their- own faith. they are usually happy to allow
others to travel thei r ow n path s.

Co mba t : For a divine mind,melee (or somet imes ranged)
combat is the pr eferred met hod to overco me cha llenge s.
\Vidl the ir ability to switch between ma ntles that provide
the best advan tage in a given situation, divine mi nds have.'
exceptional flexibility.

As wi th other psionic classes tha t ca n rnanifesr powers,
a di vine mind can find fu rt her advantages in his power
se lect ion.

Advancement: Once a divine mind chooses his deity.
many of hi s advanc ement cho ices are al read y made- at
leas t until he is able to manifest powers at yrh level. Th e
only other choices th at can be made are h is personal feats
gained every three levels. Because a d ivine mind is melee
oriented, feats in that vein are reasonable cho ices, includi ng
\'(leapen Focus, Power Attack,Cleave.and so on.O thers might
choose the bow as thei r favored weapon, following the ranged
attack fearparh of PoiIII Blank Shot, Precise shot. Rapid Shor
and so on .

As a divine mi nd gains the abi lity to mani fest power s,
power selection becom es im portant ; it ma kes sen se to

either supplement abili ties whe re the divi ne mind 's mantle
ability falls short (such as healing), bur other times it rnight
make sense to rload up" on an abi lity that a mantle already
provides.

EX-DIVINE MINDS
A character who grossly violates the ethics of h is deity's
alignme nt loses all divine mind powers and abil itie s (but
not weapon , armor, and shield prcftciencies). He ca n no t
progress further in level s as a div ine mind . He regains
his ab ilit ies and advancement potential if he atone s for
his transgressions.



access. Her powers supplement her melee ability, however,
so her Streng th, Dexterity, and Constitu tion are also impor
rant considerations.

Races: Dwarves are slightly more likely to become lurks
than members of other races, bu t beyond that, lurks are
equally likely to come from any racial backgrou nd. Lurks are
rare among savage and monstrous humanoids, since physical
study of ps ionic lore is a requirement.

Align me nt: A lurk alwaysuses her abilities according to a
personal code.That code can be based on serving good. self
interest, or an inflexible ideology, but she sticks to whatever
code she chooses. Most lurks rend toward a lacvfulalign ment,
bur the class has no restric ricn on alignmem.

CLASS FEATURES
All [he following are class features of [he lurk.

Weap on and Ar mor Profi ciency: Lurks are proficient
with all simple and mart ial weapons, with lighr armor, and
with shields (excepr rower shields).

Power Points/Day: A lurk's ability to ma nife st powers is
limired by the power poinrs she has available . Her base daily
allotme nr of powe r
points is given
on Table 1- 5.
In addition,
she receive s

q; bonus power
~t' poinrs per
{i day if she

~
f,;

~

=-

T he lill-/:'; abilily I;; i!lcap"ci/ltle berfoes is t:"ham'('d
bJ'be'" repertoire of p.rio/ric po'we rs

has a high In telligence score (see Table 2-1 : Abiliry Modi
fiers and Bonus Power Points, EPH 18). Her race might also
provide bonus power points per day, as might certa in fears
and items.

Powers Known: A lurk begi ns play knowi ng one lurk
power of the player's choice. Each tim e she achieves a new
level, she unlocks the knowledge of a new power.

Powers are chosen from the lurk power list. (Except ion:
The Expanded Knowledge and Epic Expanded Knowledge
feats from Expanded Psiollics Handbook allow a lurk [Q learn
powers from the lists of other classes.) A lurk can man ifest
any power that has a power point COSt equal to or lower than
her manifesrer level.

The total number ofpowers a lurk can manifest in a day is
lim ited only by her daily power poinrs .

A lu rk simply knows her powers; th ey are ingrain ed in
her mi nd. She does nor need to prepare th em (in the way
that some spellcasters prepare their spells), though she must
get a good ni ght's slee p each day to regain all her spent
power poi nt s.

The Difficulty c lass for saving throws against lurk powers
is 10 + the power's level + the lurk's In r modifier.

Maxi.mum Power level Known: Alurk begins play with
th e ability to lear n tsr-level powers. As she att ains higher
levels, she can gain th e abil ity to master mo re complex
powers-for example, a +th-levellurk can learn powers of
2nd level or lower, a Zrh-level lurk can learn powers of 3rd

level or lower. and so on .
To learn or manifest a power,a lurk must

have an Intelligence score of at least 10 +
the power's level.

Lurk Augment (Ex): Beg inning ar t sr
level, a lurk can augment her melee attac k by

selecting an abilit y from her available lurk aug
ments. Her level det erm ines the abili ties available for her
[0 use (see Table 1- 6). In some cases, she can also use power
points to increase the power of her lurk augment .The power
ofthe lurk augment lasts for 1 round or un til the lurk 's next
attack. If rhar attack misses, that use is wasted .

Using a lurk augment isa swift action. 'XThenpowering an
augment with power points. a lurk cannot spend more total
power point s than her lurk level on any sing le lur k augm ent .
A lurk can use her lurk augments a total nu mber oftimes per
day equal to her lurk level + her 1m modifier.

At 10th level,a lurk can choose two augment s from the list
in the same swift action. Both augments count against her
daily total. The total power points spenr on the augme nts is
srill limtred to her manifester level.For example,an rtrb-level
lurk could choose to include a mental assault and a solid Strike
in her attack, and spend a total of 11 power points between
the £\"'0 abili ties.

At 18rh level, a lurk can choose th ree augments from the
hs r in the same swift action , which counts as three against
her daily limit. The total power points spent is srill limi ted
to her manifester level.

A.idil iolh11 SnellkAt tCl d~ : The lurk's next attack dealsan extr a
Id6 points of damage from a sneak attack. For every 2 power
point s spent, thi s damage increases by Id6 points.Th e arrack
must be one ro which sneak attack damage applies..Min imum
level is t.

UfI!(IwsiHgStrilu: A creature h it by rhe lurk's attack mus t
mak e a Will saving th row (DC 10 + Int modifier) or lose
its psionic focus in addition to raking the damage from the



TABL E1- 5: THE LURK HIT DIE: 06
Base Power
Attack Fort Ref Will Points! Powers Maximum Power

Level Bonus Save Save Save Specia l Day Known Level Known
l st +0 +0 +2 +2 Lurk augment 1 1 1st
2nd +1 +0 +3 +3 Psionic sneak attack t l d6 2 2 1st
Srd +2 +1 +3 +3 3 3 1st
4th +3 +1 +4 +4 5 4 2nd
5th +3 +1 +4 +4 7 5 2nd
6th +4 +2 +5 +5 Initiative boost 11 6 2nd
7th +5 +2 +5 +5 Psionic sneak attack +2d6 15 7 3rd
8th +6/+1 +2 +6 +6 19 8 3rd
9th +6/+1 +3 +6 +6 Evasion 2J 9 3rd
10th +7/+2 +3 +7 +7 Lurk augment (two at onc e) 27 10 4th
11th +8/+3 +3 +7 +7 35 11 4th
12th +9/+4 +4 +8 +8 Psionic sneak attack +3d6 43 12 4th
13th +9/+4 +4 +8 +8 51 13 5th
14th +10/+5 +4 +9 +9 59 14 5th
15th ~11 /+ 6/+ 1 +5 +9 +9 Slippery mind 67 15 5th
16th +1 2/+7/+2 +5 +10 +10 79 16 6th
17th +12/+7/+2 +5 +10 +10 Psionic sneak attack +4d6 91 17 6th
18th +13/+8/ +3 +6 +11 +11 Lurk augment (three at once) 103 18 6th
19th +14/+9/+4 +6 +11 +11 11 5 19 6th
20th +15/+10/+5 +6 +12 +12 127 20 6th

Class Skills (4 + Int modifier per level, x4 at 1st level): Autohypnosfs«, Bluff, Climb, Conc entration*, Craft , Disguise, Escape
Artist, Hide, Jump, Knowledge (psion ics)*, Listen, Move Silently, Profession, Pslcraft w, Sleight of Hand, Spot , Swim, Tumble.
Use Psionic Device». See the Player's Handbook fo r standard skill descriptions.
*See skills in Chapter 3: Skills in Expanded Psicnics Handbook.

AJwtlll AS511ltI t: The lurk's next arrack deals 2 point s of
either In telligence or wisdom dama ge in add ition to it s
normal damag e. Th e lurk choos es which type of ability
dam age to deal wh en activating the pO\ver. For every 2 power
po in ts spe nt, th e abili ty dam age increases by 1, Minimum
level 5th .

Oal'ptivcSIrikf: The target oft he lurk's next arrack is denied
h is Dexteri ty bonus to AC for that atta ck. Th is abili ty wo rks
against a tcrge r with uncan ny dodge, but on ly if the lurk's
class level is at least four levels h igher than the target's effec
tive rogue level. Min imu m level 8th.

Sneal: A/lad . U"dcad:The lur k's snea k atrack can damage
undead creat ures, if sneak attack damage would otherwise
apply on the lu rk's att ack (for instance , if the u ndead is
flan ked or flat-footed ). Minimum Ievel s rh.

Ghost Touch: The lurk's next attac k ca u stri ke incorporeal
creatu res, as if her weapon had the ghost touch spec ial ability.
M ini mum level t t rh.

POH'e r Dra in: Th e lurk 's nex t attack dr ains a number of
power points from [he target equa l to ha lf[he damage dealt.
Drained powe r points are available for the lurk to use in
th e fo llowing round, bur expire at the end of her next tu rn.
Min imum level t uh .

Al igllt'd A lt ad~:The lurk's nex t att ack is trea ted as eithe r
good-a lig ne d or ev il-alig ned (depend ing on the lu rk's
al ign men t) for the purpose of overcom ing dam age reduc
tion . A ne urrullu rk can choose either good or evil when she
act ivates th is ability, M in im um Ievel t trh.

Sttt'llf~ ,' track Ccnslrurtc 'The lurk 's sneak attack can da mage
con struc ts, ifsneak att ack dam age would otherwise app ly on
the lurk's attack (for in stance, if th e const ruc t is flanke d or
Ilat-foored). Minimum level 14th .

Slygiall \'Qi'apOll: Acreature srruck by th e lurk's next attack
gains ld4 negative levels for I round, as [he stygillll H't.'11 I'011

Ability
Additional sneak attack
Unfocusing strike
Solid strike
Stunni ng att ack
Ignore concea lme nt
Mental ass au lt
Decept ive strike
Reach att ack
Sneak attack undead
Ghost tou ch
Power drai n
Aligned attack
Sneak att ack construc ts
Stygian weap on
Planar attack
Synaptic disconnect
Greate r power drain

arrack. For every 2 power point s spen t, th e DC increa ses by
t . Mi nimum level t st.

Solid Str ib:: Th e lurk's arrack deals an ex tra :2 points of
da mage. For every power poin t spe nt, the da mage increases
by 1.1vlinimu m level Srd.

SJllIwillg AthlCk: i\ creature hit by [he lurk's att•ack must
make a Fortitude saving th row (DC 10 + lur k's In! mod ifier)or
be stun ned for 1 round in addition to taking th e damage from
the arrack. For ever y 2 power points spent, th e DC increases
by 1. Mi nimum level 3rd.

IgllMl' COllCcllrlllcnJ:The lurk 's next att ack ignores th e miss
chance provided by concealment or to tal conce alme nt. The
lurk mu st still attack the cor rect squ are whe n attacking an
invisible creature. Minimum level Sth.

TA BLE 1-6: LU RK AUG MENTS BY LEVel
Minimum
Level
1st
1st
3rd
3rd
5th
5th
8th
8th
8th
11th
11th
11 th
14th
14th
17th
17th
20th



ps ionic pO\"\'c r presen ted on page 102. f o r c\--e r y 4 power
poin ts spe nt , th e duration of the negat ive levels is in cr eased
by t roundM tntmum level t -tt h .

pinnaI' Attack: The lurk 's next arrack deals an ex tra 2d6
poi nts of damage to ei ther good or evil cr ea tures (l urk 's
cho ice). For every po\ver po int spent, the damage increases
by ld r, poin ts. Mi n imum level 17th .

Synaptic Disco nlJ ect: A creat ure st ruc k by t he lurk 's nex t
at tac k ca nnot cast spel ls, manifest powers, or use spe ll-like
or psi-like abi lities for 1 round unless it succ eeds on a \'\ ' 111
5JVe (DC to + lurk's Tnt mod ifier). For every 2 power points
spe nt, the DC inc reases by 1.1v1ini mum level 17 th.

Crru trr Pouer nruurThe lurk's next at tack d rai ns a number
of power points from the target equa l ro the dam age dea lt by
th e at tack . Drained power point s are ava ilable for the lurk
to use in the follow ing round , bu t expire at the e nd of her
next rum. Mini mum level 20t h.

Psionic Sneak Attack (Ex): \X/h ile psion ically focused. a
lurk can strike a v ital spo t for ex tra damage if she attac ks an
oppone n t whi le he is unable to defend him sel f effec tive ly.
Th is is iden tical to th e sne ak arrack ab ili ty of th e rogu e (PH
50), except the damage only applies whe n the lurk maintains
u psion ic focus.

Sneak arrack dam age and psion ic sneak attack damage stack,
wh enever bo rh would apply ro the same rarge l.

Initiative Boost (Ex ): At erh level and h igher, a lurk can
add h er Int ell igence bon us on her ini tiative checks.

Evasion (Ex): At sr h level an d hi gh er, ,I lu rk ca n avoid
eve n magi cal and unusual at tacks wi th g reer ngf liry as per
the rogue abil ity, If she makes a successfu l Refl ex sav ing
th row aga ins t an attack rhar normall y deals hal f damage on
a successfu l save, she in stead takes no damage.

Slippery Mind (Ex) : Ar 15[h level and hi gher. if " lu rk
affec red by an enc han tme n t spe ll or ef fect fai ls her savi ng
t h row, she ca n at tempt it again I round later at the same
DC. Sh e gets o n ly o ne ex tr a cha nce to succee d o n he r
savi ng throw.

PLAYING A LURK
A lu rk sets out to locate and eliminate th ose who m ust be
removed from the worl d accord ing to the code she follows.
Some presu me ro slay ever y in stance of tr ue evi l:o the rs wo rk
on co m m ission. All seek to exercise thei r abilit ies to gro"l to
eve n greater levels of power.

Religion : Some lurks are qu ite relig ious, and in fact
en twine their person a] co de w ith the dic ta tes of thei r de ity,
slay ing th ose who oppose re lig ious truths . O ther lurks have
codes that compel [hem to stamp ou r rel ig io us organizat io ns
where rhey h ave becom e so powerfu l as to poten tia lly ballo on
in to ,1 theocracy.

Other Cl ass es : Lurks part icu larly enj oy wo rk ing wnh
those w ho ca n provide a fro nt-line offe ns e, giving them
a ch ance to co me L1p on a foe un not iced . Likew ise, t hose
who ca n heal he r if she be comes \v-ound e d a re looked

upon kindl y. In fac t, lu rks enjoy wo rki ng wi t h any cla ss
(o r in div idual) that doesn't h inder them in the exec u t io n
of the ir code.

Co m bat : A lu rk rar ely see ks to ini tiate com bar-c-Ins te ad.
she skulks abou t, looking for an opportu n ity ro str ike swiftly,
ap ply in g he r lu rk augme n ts to the ir g rea test advan tage.
At hi gher level s, she can ta ilor her attack s to he r c hose n
target, using combinations of augme nts and powers to defeat
her foes.

Adva n cem ent: As a psionic ch arac ter, a lu rk G ill be ne lit
from man y psionic feats, suc h as Psion ic Weapon (.EPH 50)
or Deep Ir npncr (EPH 45),Those feats req uire expend ing her
psion ic focus, however, which in tu rn precludes the lurk fro m
usi ng her focu sed snea k attack abili ty, A lurk can perhaps
beu efir mo re if she takes feats that requ ire her [Q ma intai n
her focus, suc h as Spee d of Th ought or Psionic Dodge,

A lu rk ca n also choose from her list o f pOV,lers as she
advances in level. Goo d choices include power s that add ro
her AC (such as tlffol5i l l l' prfcogllilioll ), powe rs that en ha nc e
her abtl trv to skulk (such as chall'l d el1l1). an d powers that allow
her to avoid damage (such as t' ~'111 1t:' Inrrst).

Elan Lurk Sta r t ing Package
Armor: Studded leather (+3 AC, armo r check pe nalty -a ,

speed 30 fr.,20 lb.).
Heavy woo den shi eld (+2 AC t ar m o r che ck pe nalt y - 2,

10 Ib.1.
Wea pon s : Lon gs wo rd (tdg. cri t 19-20/x2, 4 lb., o ne

han ded , slas hi ng).
Shorrbow (i d«, crir x3, ran ge in c. 60 fr., 2 lb., pi erci ng).
Skill Select io n : Pick a number of skills equal ro 4.+ Lnr

mod ifier.

Armor Check
Skill Ranks Ability Penalty
Auto hyp nosis 4 Wis
Co nce nt rat io n 4 Ca n
Escape Art ist 4 Dex - 2
Lis te n 4 Wis
Move Silently 4 Dex - 2
Spot 4 Wis
Climb 4 Str - 2
Jum p 4 Str - 2
Tumble 4 Dex - 2
Use Ps io nic Device 4 Cha
Swim 4 SIr -4
Ride (ee) 2 Dex
Intim ida te (cc ) 2 Cha
Sea rch (ee ) 2 1nt

Feat : Psion ic \'G!eapon.
Ge ar: Back pack wi t h warersktn. o ne day's tra i l ratio ns,

bed roll. sack. and flint an d stee l. Q uiver with 20 ar rows.
Gold : 3d + gpo



De~cription

Student of the flow of pure psionic
ene rgies
Dire str ike maste r
Astral constructor extraordinaire
Embracing illithid heritage
Mind blades of positive energy
Use mind blades at great range
Fervent ardent who loves sto rms
Knows the secrets time conceals

Ebo sai t
Ectopic adept
Flayerspawn psychic
Illumine soul
Soulbow
Storm disciple
Zerth cenobite

Class
Anarchic initiate

"Dl'spitt' itsfervcnt. biting nature, ntH' i'nlotioll is nothing
compllYed to themil'chaos of rrol, phvsical lHlllTchy!....

• c--Embersage Fenwillow

The anarchic initiare is more than a wilder; he is an
in itiate to the truth th at underlies the wildness in
rhe de pth of his being. \X'ildness is nor merely 3 psy
chological trait- rather, it is an aspect of cosmology
itself,characterized by the entroplc realm of Limbo,
a realm of utt er randomness. By recogn izing this
lin k, an initiate slowly learns to sync hronize th e
wild outburs ts ofhis own mind with natural swell s
of anarchy, (hereby ach ieving even greater heights
of psion ic mastery acco rd ing to rhe tides of chance
and uncertainty. By coupling hi s psion ic efforts
wi th the swells of plan ar movement , nn anarchic

his chapter presents more p'restige classe sup
POrt both psionic charac ters and characters of other
types wlio wish to acquire psionic abilities.

Prestige classes introduced in this cha pter
include the ebon saint, who seeks to lise hi s subtle
ta len ts to expose the secrets ofh ls enemies; the

ectopic adept, whose ability rqform and mold astra l con
struc ts knows no peer; the anarchic in itiate, wh o revel s in
the chaotic flow of pu re psion ic energies; the storm di sciple.
who views storms as the man ifestation of her deit y; the flayer
spawn psychic ,who has discovered the cor rupting in fluence
ofillit hids in his ances try; the illumine soul, whose ability
to forge a mind blad e has beco me suffuse d with posit ive
energy; th e soulbow, who launc hes hi s mind blade great
di stances; and the zerth ce nobite, who knows the secret s
h idden by time.

Psion ic abi lity naturally leads characters dow n odd and
so met imes fr ighteni ng roads. Prest ige classes offeri ng
abi lities and features that charac ters cannot acquire in any
other way serve as th e best representati on of some of th ese
un us ua l paths .

If you are in terested in a prestige class, exami ne its entry
requirements carefully. Most of the classes in this book have
stringent requiremen ts that require severaI levels of carefu l
advancement to achieve. Think abou t \....bar sort of psion ic
charac ter you are tr ying to build. The prestige classes found
in thi s chapter are described below in broa d term s rhar can
help you [0 narrow your choices.



Resu lt
None
Minus 50%
Plus 50%
Doub le

d%
01-25
26-50
51-75
76-100

When you attempt a chaotic surge, (he benefi t (and poten
tial enervation) of a standard wild su rge is unchanged. In
addition 10 these effec ts, whenever you atte mpt a w ild surge.
you can choose to infuse [he surge with the bo iling pos
sibility ofreal chaos. All variable numeric effec ts ofa power
succ essfully manifested with a chaotic su rge arc alte red by
a variable amount .

A cha racter with the Overcbannel fear in stead ofth e w ild
surge abil ity can also benefit from c hao tic surge. The abi lity
fun ct ion s as descri bed above, except you can act ivate it when
using Overcha nne l. The ben efits of Overcha n nel (an d the
damage you take from it) are unch anged .

Rol l d% to determine [he result, acco rd ing to th e felloev
ing table.

The variable numeric change from [h e chaotic surge is
calcula ted after t he power's level is adju sted for the base

effec t of the wild surge or Overchannel. O nce the
effec tive level of the power is de termi ned, it is

modified according to (he table.
A resu lt of none mean s th e po wer

ma n ifes ts no rma lly ( bur raki ng into ac
co u nt the wild surge or Overchan nel),

A result of minus 50%means all
variable numeric e ffec ts of the
power fu nc tion at half norm al
level, round in g down. Iv re
su it of plus 50~(; means tha t all

variable numer ic effec ts of the
power are increased by one-half

(much as if th e power had been
altered wit h the Em power Pow

er fear). A resu lt ofdoubl e mea ns
all variable numer ic effects of the
power are maxi mized , as ifby the
M axim ize Powe r feat.

For th e pu rp oses of feats that
modify potent tal downsides of
psych ic e nervat ion, a chaot ic
surge co unts as a wil d surge.

Anarch ic Grace (Su): At
2nd level, you more fully accept
the random nature of reali ty.

Once per day, you ca n tap into th is
randomness to make you r movem ents
and posture unpredic table. Th is effect

resu lts in attackers having a 20 % miss
chance on all their attacks. Even tnit'

5t'fing and similar effects can't offse t
th is abi lity. Activat ing th e effect is a
free action, and it lasts fora number

of rou nds equa l to your class level.
\'('hen it ends, you are automatically
treated as if enervated.

w ild Surge (Su): As you continue
to gain levels, you im prove your w ild surge abil ity. Your
wild surge im proves at 3rd lev el an d again at 7th level. The

A ll anarchic ;lIi/i'l!!' (,xp'lmiJ be-I" pfrTl'er
/hnJUgh ber connection / (,cbaos

irtit iate can no t on ly [Ouch ch aos, but draw it through inro
th e rea l world. A tr ue mas ter can eve n learn TO pu nc lUre a
hole di rectly into Limbo.

N TRY R EQ UI RE M EN TS

Alignment : Any chaotic,
Skills: Knowledge (psio nics} 8 ranks. Kn owledge (the
plane s) 8 ranks.
Special: Wild surge class featu re or Overcha nnel feat.

BECOMING AN ANARCH IC INITIATE
The wild er class provides cha racters both th e pro per frame
of mi nd and the wild surge-class feature, and rhus is the most
standard beginning for ana rch ic initiates.T he prestige class
also d raws th ose who, through na tura l talent or a desire to
live on th e edge, have lear ned to chan nel psionic power to
greet effecr ar a cost to their own bod ies.

Since anarchi c i nit iares are still concern ed w ith manifest
ing powers,veryfewin itiates ruulttclass (aside from the levels
they take in their orig inal class), becau se fev.' desire to lose
any levels of manifesting ability,

CLASS FEATURES
Ana rc h ic irri ria tes devot e them
selves not to conquering the
chaos within their minds,
bur to subs uming them
se lves wi thi n it and, by
doing so,enhancing their
con nec t ion to the anar
ehy withi n the universe
as a wh ole until they can
bri ng forth primal chaos
at wil l. All of the follow
ing are class featu res of
the anarchic ini tiate pres
tige class.

Powers Kn own: At ev
ery level,you gain additional
power poin ts per day, an
in c rease in rnanifesrcr
level, and access [0 new
powers as if you had also
gained a level in wharever
manifesting class to whic h
you belonged before add ing
the prestige class level. Yo u
do n OI , however, ga in an y
o th er benefit a charac ter
of t hat class wou ld have
ga ined. I f you had mo re
than one manifesting class
before becom ing an an
archic in itiate , 'lOU must
decide to whic h class to add
each level for the purpose of
de termining power poim s per day,
powers known, and ma nifester level.

Chaotic Su rge (Su): You embrace
the c haos that underl ies both your
ow n turbulen t mind and t hat of
reali ty itself. When ever yOll atrernpt a wild surg e, yOll can
instead choose 10 attempt a chaotic. surge.



Class Skills (4 + Int modifer per level): Autohypnos is, Bluff, Concentration , Diplomacy, Intimidate, Knowledge (the planes).
Kn owledge (psionics), Listen, Pslcraft. Sense Motive, Spot .

TABLE 2-1: THE ANARCH IC INITIATE HIT DIE: 06
Base

Attack Fort Ref Will
Level Bonus Save Save Save Special Manifesting
1st +0 +0 +0 +2 Chaotic surge +1 leve l of existing manifesting class
2nd +1 +0 +0 +3 Anarchic grace +1 level of existing manifest ing class
3rd +2 +1 +1 +3 W ild surge +1, psychic enervation +1 level of existing manifest ing class
4th +3 +1 +1 +4 Clarity of confusion +1 level of existing manifesting class
5th +3 +1 +1 +4 +1 leve l of existing manifesting class
6th +4 +2 +2 +5 Chaot ic breach , minor +' level of existing manifesting class
7th +5 +2 +2 +5 Wild surge +2 +1 level of existing manifest ing class
8th +6 +2 +2 +6 Postpone Enervation +' leve l of existing manifest ing class
9th +6 +3 +3 +7 +1 leve l of existing manifest ing class

10th +7 +3 +3 +7 Chaot ic breach, comp lete +1 leve l of existing manifesting class

you can trigger the breach as a standard action ; it takes td4
rounds to fu lly come into being. Once a breach comes fu lly
into being, it has a duration of 1 round per class level (you
can dismiss it early as a free act ion).

\Xfhen a complete breach occurs , it rips a hole in realit y.
The hole takes the shape of a t u-foor-radius sphe re in the
cente r of a 50-foot-radius spread (the same radius as a min or
breach) on both affected planes. Thi s larger area exists on
both affected planes and com ains th e traits of bo th affected
planes.The hole at the center is an open port al between the
plan es,where creatu res from either plane can move th ro ugh
the brea ch at wi ll.

If you ch oose to form the breach direc tly on a creature,
the creature must ma ke a \Vill save (DC 10+ 1/2 you r class
level + your Ch a modifier). On a success fu l save, the breach
form s normally Id4 rounds later (and with en ough wa r -n ing
for the creatu re to move away from the rift). On a failed
save, the breach doesn 't form at all; instead, the subjec t is
pushed bod ily th rough int o Lim bo. Un less the creature
has a method of return ing, it is marooned in the ch aotic
realm of limbo.

PLAYING AN ANARCHIC IN ITIATE
As an anarchic in it iate , you adventure to pra ct ice your
abili ti es and gain further u nderstanding an d mas tery of
th e li n kage of cha os with rhe ma te rial world, where all
the vari ous elements of cosmology int ersect. During your
cons ta nt explorat ion, you can offer assistance to chose who
suffer under th e tyranny of laws too narrowly interpre ted
(and might in fact de light in un derta king such caus es). You
are living proof that th e universe is formed of anarchy and
chaos, and you del ight in bri nging aspec ts of th is trut h
to the attent ion of those who cling to the illusion of order
and security, especially when th ose false ideals threaten th e
well-being of others,

There is an organization k nown as the Scoffl aws th at
draws in itia tes in to irs fold. It s ma ndate is to fight op pres
sive autho r ity an d fost er a sens e of independence from
senseless rul es. However, an arch ic in it iates are always
suspicious of doctrine an d organized groups, even among
th eir own number. You must overcome a basic prejudice
in orde r to associa te wnh movements or causes of any sort
(though advent ur ing group s are typicall y too sm all to trig
ger th is prej udic e),

Sometimes a would-be wilder seeks ro studv with an anar
chic init iate for a period , because the i nitiat~ understands

number indicated on Table 2-1 is added ro you r cu rrent
wild su rge ability rating to de termin e the boost given to
you r marufes ter leve l. If you do not already have th e wild
surge ability, you gain it at 3rd level. This abi lit y functi ons
as th e wilder class feature (EPH 31).

Psych ic En ervat ion (Ex) : At 3rt! level, you gain the psy
ch ic enervation class feature (EPH 31) if you do no t alread y
have it.

Clar ity of Con fusion (Su): Starting at 4th level, you gain
a ~2 insight bonus on saves again st compulsion effec ts and
effec ts with the lawful descr iptor.

Chaotic Breach,Minor (8u): At 6th level,you can breach
reality itself, allowing the chaotic influence of Limbo to seep
into realit y. You can trigger a breach a number of times per
day equal to your class level. O nce a breach comes fu lly in to
being) it has a du ration of 1 round per class level (you can
dismi ss it early as a free action).

As a standard action, you can tri gger a chaotic breach that
takes Id4 rou nd s to fully come inca be ing, accompan ied by
discharges of mu lt icolored light , wild gusts, and deep rum
bli ng sou nds. The breach occurs in a zn-foct-radius spread,
th e cent er of wh ich you can place up to 100 feet away, Once
it is placed . the spread is fixed.

O nc e the bre ach is fully reali zed , all power s, psi- like
abilities, spells , and spell-like abilities man ifested , Gist, or
used in th e affected radius are impeded by the chaot ic ener
gies of Limbo and have a chance to go awry. Your ability to
manifest powe rs or use psi-like abilit ies is un impeded. All
other m anifesrers, spellcas rers, or creatu res mu st make a
rnanifesrer level che ck or caster level che ck against a DC of
10 + 1/2 you r class level + the level of the attempted power
or spell.

If the ch eck fails, roll on th e tab le in the wild Magic
sectio n (DMG 149) to determine the outcome of the effect .
Th e table only references spell s, bur powers are affected in
the sam e way. Exceptions incl ude reference s to a spell not
being expended (power points are not expe nded, ins tead) or
to material components not being expended (since powers
do not have componen ts} .

Po st p one E n er vat ion : At 8th level, you discover that
cause and effec t are bound less t ightly then you had re al
ized. You gain the Post pone Enerva tion feat (page 57) as a
bonu s fear.

Ch aot ic Breach, Complete (Su) : At 10th leve l, you can
completely pierce reali ty and punch a hole into the out er
plane of li mbo once per day. As with a minor ch aotic breach ,



the basic passions, tri ggers, and psycholog ical Techn iques
require d ro mgger a wild surge. In itiates have a d istaste for
tndocrrt nanon, and they rypically refrain from evangeli zing
even to wild ers. Ifp roperlv pet itioned ,however;you need nor
be shy in expla in ing your philosophy and offeri ng fur ther
instru ction on the topic.

Combat
In combat, you use your impressive array of psion ic pmvers
for both att ack and defense again st your enem ies and oppo
nent s, just as any other psionic cha racter would. Of course,
as a wilder and an anarchic initiate, yon can call upon swells
of psionic potential rhar regul ar psioni c characters canner
access (in the form ofwild and chaot ic surges).

\\7hen yOll reach 6th level,you can attempt to neutrali ze the
abiliti es of spel1casting or mani festing foes with your mi nor
chaotic breach abilit y- if you 're work ing alone , be sure to
center the breach on you rself to have the optima l effect.

Once you gain the complete chaot ic breach ability at tuth
level , you might wan t to save the use of th is abili ty until
you fighr aga ins t a part icu larly potent foe. Use it by form
ing th e breach directly on your opponent and try to push
it into l imbo. If succes sfu l, you have pu t an en d to your
diffic ult ies, and you r opponent will probably not tr ouble
you again .

Adva ncement
Prior to your becoming an anarch ic in itiate, chao s and
the natu re of realit y likely held some signi ficant degree of
fascinat ion for you . Since you devoted yourself to studyi ng
the effec ts of these forces and at tuning yOll rself with th em,
you have likely continue d with researc h in to psionics, wild
su rges, and the planes (part icularly Limbo). The rest of your
time is spent in pract ical application of your research-c-after
all, psionic cha rac ters are a cerebra l bunch wh o learn [he
tru th s of th eir abilit ies th rough self-contemplation, at leasr
in part.

You r path is your ow n, sin ce no overarc hing organ iza
t ion of anarchic ini tia tes ex ists to recru it Vall in to its
ran ks. The very idea is com ical, as in d ividuai istic as you
and the few ot her in itia tes you have met are. \'V' hile vou
are happy fa d iscuss you r research and beliefs with other
init iates or wilders. you don't par tic ularly have a need to

seek them ou t.
In many ways, the anarchic initiate prestige class can be

viewed as th e natural continuation of the wilder class. As
with regu lar wilders, it isn't abad idea for an initiate to pick up
the Enervation Endurance feat (page 53).As you inc rease in
level, the powers you choose sho uld incl ude ones th at have
variable num eric effects, since the chaotic surge is dependent
on th is quality. o f course , any t ime you can discover some
method th rough which to learn or add the chaos descr iptor
to a power, you should do so.

Resources
Ana rchi c initiates ca n attempt to mak e conta cts with the
Scofflaws at similar splinter groups for information or tem
porary aid, if they can overcome their own prejud ice against
asking au organ ization for anyth ing.

ANARCHIC INITIATES
IN THE WORLD

"'A·lost illiti/jffShavt.' nothingburdisdainfo r ld llgs,gow rnors,dukes,
n1lillgcoullcils,alltiot/lcrauthoriti es. \\7ll il e lhis Im't ucccssllr ily 11
bad tuut ,open, Jl ubliC SCOnt oJ OJfic itlldoHl Iwas tocreate pOlvcrful
t'IW lJ1i cs. Subtle,allardls tnc 110 t. "

- Ialdabode, warning h is pu pil against
the path of the ana rchi c ini tiate

Anarch ic in itia tes can bepresent in any world that is widely
popu lated with psion ic creatu res and characters. They repre
sent a ran dom eleme nt, cha nge for cha nge's own sake .They
are the quintessential activists,always looking ro overturn the
rule of bad laws (if they are good-alig ned), or overrh rov.... ing
wel l-governe d republi cs (i f evil), Ne ut ral ini tiates are rare ,
bur suc h characters often beco me legendary with in the
ranks of their comrades, since (heir vision is uncl ouded by
moral concern s.

Ana rchic init iates sp end th ei r days in travel and con
templat ion, wit h an occas iona l ran t and w ild ou tb u rst
(us ually against the foes an advent urer comes across).
Anarc hic ini t iates enjoy speaking about their philosoph y,
both [he cos mologica l implicat ions of chao s und erl ying
reality and rhe role of anarch y in the power str uctures of
sentient creatures.

Orga nizat ion
\'Vhile the vast majority of anarchic initiates avoid large orga
niza tions , a few loosely k nit groups exist. One such gro up is
the Scofflaws, made up prima rily of anarchi c init iates .

The Scofflaws is only an organization in the loosest
sense . It is almo st mor e a concept than a group, in that
it is made up of sma ll cells then come together to acc om
plish specific tasks and then di sba n d. The cell s ha ve no
hierarchy to answer to and act indepen dently of any other
exist ing cells . I ts memb ers are expec ted to find th eir own
problems to solve and recr uit others to help complete th e
cell as necessa ry.

A normal Scoffla ws cell consists of charac ters with dif
fere nt abilities, includin g those with martial, spellcasting ,
divine, or psioni c t rain ing. No cell is allowed to exist for
longer than it takes to achieve a parti cular goal. While many
of those who made up a previous cell might also make up the
next cell, the Scofflaws believe that the continuous, unbroken
exis tence of a cell would lead to doct rine, laws, an d loss of
random un certaint y. Because the group has no headqu art ers
or centralized locarion for meet ings, it is difficult for people
to peti tion the Scofflaws for aid,or to take vengeance against
a Scofflaw cell for its act ions.

The founder of the Scofflaw co ncept, a halfl in g n amed
Embersage Fenwillow, is herse lf an anarc hic initiate. In craft
ing rhe organization, such as it is, she attem pted to balance
the good that an organized body can accomplis h again st [he
evil an organized body can do if it is burdened wi th bylaws
and fou nded on unchanging princ iples. She also enjoyed
the inherent chaos of breaking apar r and putting together a
gro up ofpeople over an un certain time int er val.

To form a cellon your own,you must have previously been a
part ofa Scofflavvcell and successfully completed its mission.
On ce someo ne fits the above criteria, t hat pe rson is free to
orga nize a cell of hi s or her own,pull ing people together [or
the purpose at hand and then dissolvin g the group once th e
goal has been achieved.



NPC React ion s
Most p eople are n ot aware that anarchic ini t iates draw
their power fro m a me ntal con nection w ith the plan e of
Limbo. Chaos and anarchy are viewed as m ore danger
ou s than law, however, so ge nera l N PC at ti tudes toward
someon e ca ll ing himself an anarchic in itiate range from
indifferent to un friendly. If an NPC actually wi tn esses an
anarchic in itia te breaching reality w ith leakage from the
plane of Limbo, the resultant fear sh ifts [he NPC's att itud e
toward host ile.

Groups in power (especially those who abuse their-power)
sometimes pass rules to ban (or take into custody) anarch ic
initiates , if they know of the profession.

ANARCHIC INITIATE LORE
Characrers wirh rank s in Knowledge (psionics ) or Knowledge
(t he planes) can research ana rchic init iates to lear n more
about the m. when a character makes a sk il l check, read
or para ph rase the following. including in forma tio n from
lower DCs.

DC 10: An ana rch ic ini t iate can tr igger a type offir th at
can supercharge his psionic abiluies-c-un less it knocks him
for a loop instead,

DC 15 : An anarchic in it iate is a k in d of ps ionic wild er,
one who embraces the ch aos that he says un derl ies all of
realit y.

DC 20 : Anarc hic initiates can tap into l imbo, the plane
ofch aos itself.

Finding an anarc hic in itiate is a h it-or-miss proposition at
best, un less you happen to be a wilder. Wilders more com
mon ly become an archic in itiates than any orher class in the
game , and thus have more connections to anarchic initiates
than any othe r group. Should a character wish to fi nd an
anarchic initia te, add a +2circ ums tance bonus on rhe check
ifhe or she is asking a wilder for in forma t ion.

ANARCHIC INITIATES IN THE GAME
players who take on the ro le of ana rchic initiates should be
rel~ inded thar it is only large power structures and ridiculous
ru les that are anathema to the class- the interpersonal inter
acti on s of a small group of advent ures is rhe sor t of cha otic
interaction that anarchic in itiates prefer.

Players who enjoy cha llenging the sta tus quo w i ll li kely
enjoy playing anarc hic in itiate cha racte rs. Cha racters who
embrace th e chaotic side of life also ma ke good init iates ,
as do tho se who enjoy tak ing on injustic e or larger-th an
life gues ts .

Adap tation
If an anarchic initiate wants to play in a campaign cosmology
that does n't include limbo, it is easy enough to change the
focus of the cha racter to a different chao tic realm, chaot ic
deity, or powerful item that encompasses u ncertaint y.

For in stance, in a F ORGOITEN REALMS campaign, an anar
chic ini tiate might draw her chaot ic insp iration from the
oute r plane of Fury's Heart, or even from an aspect of Talos
himse lf. In an EBERROK campa ign, an anarchic in itiate cou ld
be inspired by the plane of Kyth ri, the Churnin g Chaos.

Sample Encounter
The PCs might encounter Embersage Fenwil low at any time,
part icu larly if they are traveling in aci ty or region thick with

years of pet rified law or ort hodox tradition. Her perception of
the characters varies depe nding on whether they are agen ts
of rh ar law or transg ressors of it.

EL 11: Embersage Fenwillow accosts the charac ters during
some yearly festiva l or ou tside the offices of a royal court or
gcvernmcnraltnsdnulon.Depending on their public status at
the rime , she either invites them to join a Scofflaw cell she is
forming or attacks them for being agents of the government
she is tr ying to dismantle.

EMBERSAGE FENWILLOW CR 11
Female halfling wilder 7/a na rch ic init iate 4
CN Small human oid
lnit +2 ; Sen ses Listen +2, Spot +0
lang uage s (ammon, Elve n, Ha lfling

AC 19, touc h 17, flat -foo te d 17
hp 52 (11 HD)
Fort +5, Ref +6, Will +10 (+12 ag ainst fear); +2 o n saves

against co mpuls ion effects a nd effects with th e lawful
descriptor

Wea kness psych ic ene rvation

Speed 20 ft , (4 sq ua res)
Melee mwk heavy mace +9/+ 4 (l d6- 1)
Ranged +1 psychokinetic light crossbow +11 (l d 6 plus 1d4

ecto p las mic jl 9- 20)
Base Atk +8; Gr p +3
Speci al Actio ns anarch ic gr ace , chaotic s urge , surg ing

euphoria +1, wild surge +4
Combat Ge ar dade ofego whip (28 cha rges) , 2 powe r st o ne s

of psionic blast
Power Points/ Day 128 ; Wilder Powers Known (ML llth):

5th-psio nic true seeing
4th- psionic dimension door
lrd-energy burst (DC 17)
2nd-energypush (DC 16)
1st-astral construct" , energy ray,forcescreen
''''See page 79

Abilities Str 8 , Dex 14, Con 12. lnt 12, Wis 11, Cha 19
SQ clarit y of confus ion, elude to uc h, psychic enervatio n,

vo lat ile m ind (1 power po int)
Feats Combat Man ifes tation. Ecto pic Fo rm (e m era ld gyre)*,

Enervation Endurance*, Expa nd ed Know ledge (as tra l
co ns t ruct)
* New feats described o n page s 52 and 53

Skills Autahy pnosis +15, Bluff +18, Climb +1, Co ncentrat ion
+14, Hide +6 , Int im idate +20 , Jump +1, Knowledge (t he
p lanes) +9, Knowledge (psio n ics) +11, Li st en +2 , Move
Silently +4

Possessions combat gear p lus +2 mithralshirt, ma ste rwo rk
he avy m ace , +1 psychokinetic light crossbow with 20 bo lts,
cloakofCharisma +2

Anarchic Grace (Su ) All attac ks agains t Em be rsage have a
20% m iss ch ance when th is ab ility is activated .

Psychic Enervation (Ex) After a wild su rge, Em be rsage mi ght
become da zed an d lose a nu m ber of powe r po ints equ al
to he r wilde r level. EPH 31.

Surging Euphoria (Ex) +1 mo ra le bon us on attack rolls,
damage rolls , an d savi ng th rows fo r a number of rou nds
equal to th e intensi ty of he r wild s u rge. EPH 32.

Volati le Mind (EX) Te lepathy powe rs d irected at Embe rsage
cos t 1 power poi n t more to m anife s t . EPH 32.

Wild Surge (Su) +4 to her manife s ter level wh e n sh e
manifes ts a powe r. EPH 31.

Hoo k "That is where we en te r a gray area."



ANARCHIC INITIATE TRAINING
GROUNDS: THE ETERN AL CIRC LE

Drawn ro th is re mote ci tade l, wi lde rs n avel from around
t he wo rld to expu nge every las t el em en t of order fro m
thei r mind s. embraci ng chaos and be comi ng an anarch ic
in it iate. The bu ilding's s truc tu re m irr o rs th e ete rnal
cosmos, providi ng endless cha llenges for po ten t ial ana r
ch ic in i tiat es to focus the ir m inds and hon e th ei r sk ills.
The master of th e schoo l is Ven'Do (male hu man wi lde r
lO/ ana rch ic init iate 10), a legend among v.-ilders ded icated
to thei r cra ft.

Th e school is bu ilt in to th e s ide of ~1 roc ky om cropping
in the m idd le ofa remote mou ntain ra nge . Once J visitor
is inside, the h a lls of the scho ol seern ro ci rcl e en d lessly
downward . As stude n ts ma ste r eac h new cha llenge. th ey
are allowed to mov e deeper in to t he- sc hoo l. Each circle
and chal lenge th ey overcome s tr ips an other o rde rly,
doctrinal co nst rain t from their m in ds. In [he en d, they
must pass a te s t against Ven'Do himse lf. It is rumored
[hat Ven 'Do po ssesses the highest s ta tus am ong anarc hic
initiates , in that he is capable of com ple tely breachi ng

/ ' I:I1''/)9 br i l1gs d ums i1l biJ 7l' fl la:

realit >" and thereby allow ing into the world the undi lut ed
chaos of Limbo.

The Etern al Ci rcle \\'3 S founded a cent ury ago. Some sto ries
hint th at the origi na l master was a mind {layer. Graduates of
its halls are swo rn rosecrecy regardi ng all they see and learn
wh ile enroll ed . This is especia lly true for their encounter
with Ven'Do, whi ch no graduate can rec all once he or she
leaves th e Ete rna l Circle. The memory is so tho rough ly
blocked that no subsequent mental pro be has ever success
full y reca lled or revea led [his encounter. All questions about
the na ture of the cha lle nges, or anythi ng about Veu'Do. are
answere d \vill1 silence.

Powerfu l ana rchic ini t iarcs live permanently at the s ite.
They guard the struc ture wi th the ir psion ic might, and also
prepare in it iates wh o w ish ro en te r th e Etern al Circle. A
mult icolor ed crys ta l sha rd is g iven to each would-be initia te
who wis hes to try the ci rcle , alon g wi th instructions for
th e crysta l's use: "\Vhen th e cha lle nge ofth e Eternal Ci rcl e
becomes toO grea t , br eak the crystal. You will instan tl y be
plucked from danger and brought back here . Do nor use
th e crys ta l except in d ire need . however; t hose wh o use the
crysta l are forbidden [ro m reenter ing th e Eternal Cir cle
for a year's du ration. O nly break the crys tal if you have no
other choice."

---=-----:-;----;-~~EBON SAillI
"GI' I1('J'tl/ly 5l'cab llg. if "m involt'cd, fIlings !l ave goue too far
alrl'lw y."

-c- Iaed Can

The ebon saint Iives in rhe darkness, but seeks to expose h is
enem ies to the lig ht. fli t t ing fro m the shadows to lea rn the
sec re ts of hi s enem ies and di spatch the m quickly, the ebon
saint seeks 10 fu rt her hi s pe rso nal agenda by ga the ring and
explo it ing in for mat ion on those who op pose h im .

The goal of these dark infilt rators:is to sne ak into th e lairs
of th eir ene m ies. un cover th ei r dark secrets, and expose
the m to th e worl d . \'(fh eth er an eben sninr seeks to r igh t
the wrongs of the world, ma inta in the status quo, or str ike
tyr annical fear in to th e heart s of th e oppres sed , he does
so fro m th e co ld , uncha ngi ng certain ry of the darkness
in wh ich he resid es.

BECOMING AN EBO N SAINT
Ebon saints nearly all begin their ca reers 35 lurks, s ince
that class provides th e necessar y fou nda tion for eben sa int
abil ities. A fair IlLI mbel', however, ar c rog ue s with th e \'{fild
Talent feat. W he reas a lurk might use the shadows to ach ieve
h is ends , an ebe n saint lives in them, seeking to m aster the
an and disc ipline of the d in' strike in the service ofan ideol
ogy [ha l is greate r th an an y on e person. Th e natu re of t hat
ideology is determ ined by each ebon saint, and is molded by
his align me nt and l if e ex perie nce s.

ENTRY REQ UI REME N TS

Skills : Bluff g ranks, Disgu ise & ranks . Hide & ranks , Move
Sile nt ly 8 rank s.
Feat s: Co mb at Expe rtise. Improved Feint.
Psionics: Must have a powe r point reserve of at least 1
power point.
Speci al: Sneak attack +l d 6 o r ps ionic s neak attack +l d6.



Class Skills (4 + Int modife r pe r level): Bluff, Climb, Conce ntr at io n, Disguise, Escape Art ist , Hide, Int imidate , Jump, Listen ,
Move Silentl y, Ps icraft, Search, Sense Motive , Sleight of Hand, Spot, Swim, Tum ble.

TABLE 2 -2: THE EBON SAINT HIT DI E: 0 6

Base
Attack Fort Ref Will

level Bonus Save Save Save Special Man ifes ting
1st +0 +0 +2 +2 Dire str ike , s had owfrien d
2nd +1 +0 +3 +3 Thought theft +1 level of exist ing ma nifest ing class
3rd +2 +1 +3 +3 Mind inte rrogat ion, sneak attack +l d 6 +1 level of exist ing man ifest ing class
4th +3 +1 +4 +4 Stea l form +1 leve l of exist ing ma nifesti ng class
5th +3 +1 +4 +4 Disappear from the mind +1 level of exist ing ma nifes ting class

At j rd Ieve l, you can co mbi ne any two of your di re
augmen ts in a sing le dire str ike (as <1 single sw ift act ion),
provided you can pay th e power point cost of each abili ty. At
5th level, you can combine any th ree of you r di re aug me nt s
in a single dire strike!provided you can pay the power point
cost of each abilit y.

ThollgJl tTheft (5 11): Begin n ing at 2nd level, you can gain
ins igh t in to any hazard s you will encou n te r in th e ne ar
future tha t you r vict im is awa re of. If you r dire strike is
successful, you ca n access the creatu re 's mi n d in a man n er
simi lar to th e yead thoughtspower (EPH 128).The tn forma
t ion you ascertai n is th e nuru re of any ha zards rhe creatu re
is aware of wi thin 50 feet . Hazar ds include traps, enemies,
end othe r obs tacles intended to im pede you or cause you
ha rm. You becom e aware of these hazard s in on ly the
most general sense , You might lea r n, for exa mple, th at a
rrap lies 30 feet down a corridor from your vict im , but
not th e narure of the t rap or h ow to bypass it. You mi ght
also learn tha t a patrol of fou r guards comes dow n th e
corridor ever y few mi nutes, b ut not the race or weaponry
of each of th e gu ards.

Th e creatu re can attempt a W ill save (DC 10 + 1/ 2 your
charac ter level + your Int mo di f ier) to res ist t he tho ught
theft. Us ing th is augment cosrs 3 power point s. For every 2
addirional power points yOll spend, the save DC of the alnltrv
increases by 1.

Mind llltL' Yroga tiol1 (Sn): Beginning at jrd level, you gai n
the abili ty to ste al specific im portant m for man on di rectl y
from rhe mind of th e vic tim of one of your di re st ri kes.
\X'hen you make a succe ssfu l dire stri ke against a foe that
deal s da m age, you can vi sua liz e one qu est ion in your
mind an d spend 4 power points. If you r vict im kno ws th e
answer to the questi on , you im med iately kn ow the an swer
as \vell.

Steal Form (5 11 ): At 4t h level , you learn th e pin nacle of
suc cess fu l in filt rati on : You can becom e th e vic tims of
your dire str ike s. ] f you mak e a successful di re strike
attack and spend 5 power po in ts, you can shift you r form
into th at of your vic tim as a fu l l-round ac tion, as if using
an "It" se lfspe ll (PH 197) cast by a spellcaster of your ebon
sain t level.

You can sh ift back into your own form wit h another
full-round action; doing so does not require an expenditu re
of power poi nts. You can also sh ift back into th e form of
you r victim again at any tim e Juring the next 24 hours by
spending 5 mor e powe r poin ts. You only have a roral t ime
of 50 m in utes to use your victim's for m!but you can sp read
th at t ime ou t ove r th e 24-hour per iod . Once 24 hours have
elapsed , you can no longer access th e victim's for m unless
you seek our that creature and perform an ot her successfu l

CLASS FEATURES
Unlock ing secrets is an ebon saint's stock in trade. Th e class
focuses somewhat on stealth , but mostly on th e acqu isition of
information. Eben saints' abilities allow them to steal whar
they seek from the mind s of th eir foes.

Powers Know n : At every level above t st level, you gain
addi tional power points per day, an increase in rnanifesrer
level. and access to new powers as if you had also gained a
level in whatever ma nifesting class to whi ch you belonged
before adding the prest ige class level. Youdo not, however,
gain any orher be ne fit a cha racter of th at class wou ld have
gained . If you had more th an one ma nifesting clas s before
bec oming an ebo n sain t, you musr decid e ro which class to
add each level for the pu rpose of determ in ing powe r point s
per day, powers kn own , and mani fesrer level.

D ire Strike (Ex): Bbon saints are tr ain ed at in filtra tion
and garhertng ofin formation through su bvers ive me ans. If
you study a crea ture for 1 rou nd and th en make a successful
sneak attack agains t that crea ture , you gain an in sight int o
that creatu re's abilities.

For th e resr of th at enco unte r, you gain a bonus on att ack
rolls made against that creatu re equal to your ebon saint level.
You also gai n a dod ge bo nus to AC again st th at c reature's
att ack s equal to one- halfyour class level, roundin g down
(mi n imum 1). In addit ion , a crearure you h ave use d di re
strike again st is subject to dire augments tha t are un ique ro
the eben saint class.

Once you h ave completed your round of stu dy, you m ust
m ake your d ire strike at tempt within the ne xt 3 rounds. I f
you do not , you must spe nd anot he r round stu dyi ng you r
target before you can attempt a dire strike, You cannot use a
dire strike against an unconscious opponen r.As wit h a sneak
arrack, you can deal no n letha l damage with a dire strike,
whic h becomes important when you master th e disappear
from the mind abil irv.

Sh adowfr iend (E'x): While you are psionlcally focused.
you gain an enhance me nt bonus on Hide check s an d Move
Silently che cks equal to your class level.

Dire Augm ents : An ebo n sai nt ga in s d ire augme nt s
that funct ion much as th e lurk class feature do es (see page
H ), W hile a lurk's abil iti es cover a spread of op t ions, h ow
ever, you hav e de dicared you rself to rhe an of infil tra tion
an d espion age.

Using a dire augment is a swift action . You can spend a
nu mber of powe r points less th<111 or equa l to your character
level on a sing le attack. You can use you r di re au gme nts a
number of times per day equal to 3 +your eb en sain t level.
In addition , you can only use your dire augments to modify
a di re strike arrack, no t <1 normal sneak attack.



di re st rike aga i nst it (if it is sti ll ali ve), You are subjec t to

the same limitations as descr ibed in t he alter~dfspe ll whe n
usin g th is abi l ity.

You can "collect' a tot al num ber of five forms in a given
24-hour per iod th at you can use, although you mu srpay power
po ints separately foreach one and you mu st still success fully
use dire strike agains t each victim.

Disllfl}learf rolll the.Mind (Su): At 5th level, you m aster the
art of disappear ing rig h t in from of your victim . \~lhen you
make a successful d ire st rike attack that de als nonlethal
d ama ge, you can sp end 5 power points to erase your pres
ence from the victim 's min d.This works as the clow/ mind
power. You r vict im ca n attempt a \Vi ll save (DC 10 + 1/2
your ch aracter level +your Int modifier) to resist the effec t.
I f you h ave dealt lethal damage to your vict im w ith in the
previou s 24 hou rs, YDU can no t use th is ability aga ins t that
target. If you de al lethal da mage to the target at any point
after using thi s abiliry successfully, it remembers every thi ng
abo ut th is encount er.

YDU mu st remove yours elf from the victim's line of sigh t
within 1 ro und of using this power, o r the creatu re rem em
be rs ever yth ing. You must rem ain out of sigh t for at least 1
m inute; once this time ha s passed, the creat ur e tr eats you as
if the previous encounter never happe ned if you again expose
yourself to its line of sigh t.

Sneak At tack (Ex): At 3rd level, the dam age you deal all a
sneak arrack improves by Id6 point s. Ifyou have the psion ic
sneak arrack class feature, that abil ity improves instead. If you
have both sneak attack and psion ic sneak atta ck , choose one
or the Other to improve.

PLAYING AN EBON SAINT
You adventure to further your perso nal ideology. O ne eben
sain t mi ght be concern ed wit h re lig ious ma tte rs, ano t her
with philosoph ical issues, and yet ano ther with some thing
else en tirely. The one sure th read tha t ties you to all orher
ebon saints is your be lief tha t those who oppose YDur goals
sho uld be exposed and removed,or as th e saints say,"rendered
unto the Ebon Dawn ."

H avin g a diffe ring viewpoi nt alo ne isn't eno ug h ro
qua lify so meon e to become an ebe n saint's target. To
be m arked for the Ebon Dawn , a creature's en ti re ph ilo
soph ica l axis mus t be op posed to you rs . F Dr example, an
ebon saint m ight be conv in ced th at slavery is th e grea tes t
inj usti ce an d seek 10 des troy all slave traders. An other
m igh t believe th at on ly through co mplete acce ptance of
se rv itu de will the populace at large be trulv pr oduct ive,
and thus might seek to make a livi ng in th e serv ice of a
terr ible t yrant. Still ano th er migh t bel ieve t hat a sp ecific
relig ion is the tru e pat h to en lig h te n me nt , and seek to
exp ose another ch urch (or ch urches) as a group of char
latans or corrupt bureau crats. W hatever the cause he
esp ouses , an ebo n saint hold s an un sha kable conviction
to h is person al ideology.

Com bat
You sho u ld t ry to begin every fig ht fro m th e shadows,
studying your opponen t to set up a dire strike att em pt. This
establishes a combat advantage th at evenruallyall ows yOll [0

make use of a host of abil ities, ena bling you to further your
cause by obtai ning key infor mation .

Unlike some wh o strike fro m t he sh ado ws, vou are not
averse to relying on t he ass is tance of your c~m pan iDns.

Indeed, wi t ho ut all ies. you are hard-pressed to u se your
abi li ties to th ei r full effec t. You can move fl uidly with in
melee, look lug [or an up ponem that is already J b l ~<H.:teJ by
one ofyou r compa nions . Seek our flan king or near-flanking
positions from which to strike, or else find shadowed are as
fro m which you C3 n set up a d ire st rike.

Eventually, you can use your abili ties [Q take on the appear
ance of your foes, enab ling you to move thro ugh ene my
strongholds more easily and find the hig hes r-rank ing 0PPD
nents. At th e h ighest levels, YD U can make surgic al strikes,
gai ning informa tion and then erasing your presence from
your vict im's mi nd.

Advance me nt
Th is pat h is chosen by a lurk or rogue whos e ability to br ing
down h is foes has evolved into a sort of person al code, or
even a pseudo-religion. These dedicated individuals often
en d up gain ing a reputation for their single-mi nde d pu rsuit
of a goal. Ebon saints look for individua ls with t hat d rive an d
conviction and set out to recruit them into the organization,
making the gro up stronger as a whole.

After becoming an ebo n saint, you are enc ouraged to
pursue your cause through wh atever mea ns you find worth
while. The orga nization is a loose one, more a brotherhood
of Jdealogues t h an a ph ysical collect ion of resources and
in d ividuals , You are largely left to yo ur ow n devices as
far as train ing and acqui ring reso u rces are con cern ed. As
rhe ot he r sain ts look at it , if YD U are devo ted enoug h to a
truly worthy core of beli efs) YD U will find yo u r O \l,.'11 \vay
to po wer.

As you progress in power, it is im po rta nt to choose powers
tha t aid in mobili ty (such as psionictif111cmion doo rand psionfc
freedom oJmovement)or that give you acombat advantage (such
as psydlOleedbt1fk and tell1!'oml acceleration). Nonpsi on ic feats
such as Dodge, Mobility, and Spring Attack ca n be .1 great
help as well.

Any magic ite m or pstontc item th at enha nces you r H ide
an d M ove Silently chec ks (boots and croak ofclvt'lIb nd) Dr that
makes yD U more agile (glovesof Dexterity) is desirable. Any
item that increases the De s for the savi ng throws against
a saint 's spec ial abi li ties (hclldband of i ll l-c1 lee t) is de sirable
as well.

Resources
You were in itially recr uited into the ebon sai nts by an ex ist
ing member of the class. who sought you out bec ause ofyo ur
stro ng conv ictio ns. He train ed you and taught yD U th e basics
ofbeing a saint, and how to [Urn your abilities to even greater
advantage in pursuit of your cause. Once in trial training is
done, yOli are tur ned loose in the world to pursue your own
philoso ph)'. Like-m inded saints som et imes jo in forces on a
part icularly difficu lt task, bur most work alon e or in sm all
groups wi th individu als of other classes.

EBON SAINTS IN THE WORLD
"EbOtI Sl1illt? EbQl1 slayer is more Jib, il. a ll theother hand, tltal
.Toed Catt frller 1~Cl.'J's the crime lords in tile I1H'rchal1 t district 0 11

tlJe irtofs, so I'm uof OBC towmp/nil!."
-c-Zachary Druth ers, blacksm ith

Bbon sai nts are a great source ofadve ntu re. They are almost
complete ly self-m otivated, and one is always lo ok in g for
ways to fu rt he r h is perso nal ideology. As a PC I a sain t adds



sp ice to any group of characters because of h is dedicati on
to his ide ology. As an all ied N PC, a sain t makes a PC group
all th e s t rong er. A sain t is excelleur <It uncovering secre ts ,
so such a character makes an excellent veh icle for advanc
ing J pl ot .

As an enemy NPC , an ebon saint can ma ke a great recu r
ri ng villa in as he attempts to slay or stop the m emb ers
of an adve n tu ri n g group. An evil ebon sa int, wi th his
enha nced abi li ty to hide , his accep tance of th e da rk , and
hi s strong convic tion about t he way the world should be ,
co uld be se t lip in di rect opposit ion to the PCs' pursu its ,
embo dying a ph i losophy that d ire ctly contrad icts t h at of
the PC s.

Organ izat ion
Each ebon saint is governed by his own chosen system of
beliefs. Where those belie fs are challenged by civic author
ity, an eben sain t is viewed as a rebel, or in som e in stances, a
vigila nte. \Vhere th ey are supported by the community, he
is regarded as a hero. In almost all cases, how ever, an ebon
saint an d hi s allies operate outside rhe bounds of established
organiza tion structures.

SOlTIe ebon saints share beliefs wit h larger gr oups and latch
on to those organizations to fur ther their own ends. An ebon
saint with particular spir itua l conv ictions might become an
agent ofa particular church, for example.Some saints become
conv inced th at the best way to pursue their per sonal ideology
is to recruit lik e-minded individuals, so they form their own
organi zations ded icated to th ose convictio ns .

NPC Reactions
Ebon sai nts take pride in remaining un notice d in th e
shadows . An individual eben saint is far mo re likely to be
judged on h is own reputation than h is membership in such
a nebulous organ ization. Those N PCs who do know of the
ebon saints have an in itial attitude of indifferent toward such
a cha rac ter. If they are among the targe t of the cha racter's
beliefs , however, th eir att itu de sh ifts to unfriendly or even
hostile. Other eben saints are typ ically fri endl y toward
such a cha rac ter based solely on h is status as an eben saint.
However, if th e two cha racters' ideologies are at odds, the
atti tude of each on e toward the other varies according to the
exten t of rh e difference.

EBO N SAINT LORE
Cha rac ter s with ran ks in Knowledge (loc al) can research
an individual ebon saint to learn more about him . When a
character makes a skill chec k, read or parap hrase the follow
ing, including the in formation fro m lower De s.

DC 10: [Name of NPC] str ikes from the darkness. I f he
reveals hi mself, it's likely the last th ing you'll see .

DC 15: [Name of NPC] has been disrupting the effort s
of[name of organizat ion or group]. He seems to have a real
vende tta going, or someone is paying him well to keep the
pressu re on.

nc 20 : [Name o[}.JPC] is an ebon saint. Each ebe n saint
is dedicated stro ngly to hi s own persona l con vict ions, and
will do everything he can to reveal his en emi es and expose
their weak nesses for the world to see.

DC 30: charac ters wh o achieve th is level of success can
learn impor tant details about a spec ific not able ebe n sai ur,
the areas where he op erates , an d the k ind s of ac tivit ies
he undertakes.

An ehill sfl i ' l ! counts Jbe darkness as his lilly

EBON SAI NTS IN THE GAME
An ehon sai nt PC might be the cat alyst for events in your
game , or h e m ight simply follow th e res t of the g roup:
attempti ng to en force his ideolog y wh erever he goes. H is
fer vent adherence to a ca use ca n prov ide a ha ndy way to

involve ch aracters in an adventure) t ho ugh it can lead to

conflict w ith in the group iftr is relied on too often, or if the
eben saint's player decides his goals take precede nce over
everyt hing else.

Peopl e who enjoy playing ebon saints are ofte n attrac ted
co the strong sens e of purpose these ch aracters have , com
b ine d wi th the free dom to set their own goals (as opposed
to having to exemplify an alig n me nt. for exampl e). Player s
who enjoy crearing sel f-professed vigilantes wil l find this
class attrac tive as we ll. Ide ally) an ebon saint PC has aims
and goals that are gene rally aligned with th ose of the other
churac rers. I n th is ro le, the ebon saint is a friend, if one
with poten tial th orns.

Ada ptation
whether the ebon saint in your game has the sporhghr or
waits in the wings: you'll want to be sure to work wit h th e



Class Skills (2 + Int modifer per level): Bluff, Concent ration , Craft (sculpt ing). Disgu ise , Knowledg e (all sk ills. take n
ind ivid ua lly). Profession, Psfcraf t. Use Psio nic Device.

TABLE 2-3 : THE ECTOPICADEPT H IT DIE: D4
Base

Attack Fort Ref Will
Level Bonus Save Save Save Specia l Ma nifesting
1st +0 +0 +0 +2 Resilient cons truc t
2nd +1 +0 +0 +3 Ectop ic Form (any) +1 leve l of existing manifesting class
3rd +1 +1 +1 +3 Rap id creation +1 level of existing ma nifesting clas s
4th +2 +1 +1 +4 Ectopic Form (any) +1 level of existing manifesting class
5th +2 +1 +1 +4 Double creation +1 level of existing ma nifesti ng class

Feats Combat Experti se , Im proved Feint. Lurk Master,
Weap on Finesse

Skills Bluff +10, Clim b +10, Concentration +10, Disguise +7
(+9 to act in character), Hide +13, Jump +12, Liste n +11.
Move Sile ntly +13, Spot +9, Tumble +15

Possess ion s mith ral sh irt , +1 rapier. cloak ofresistance +1,
headband ofintellect +2. ring of protection + J

ENTRY REQUIR EME NTS
Skill: Psicraft 8 ranks .
Feat s; Skill Focus (Craft [sculpting]), Ectopic Form (any).
Powe rs : Must be a ble to mani fest the astral construct
power.

BECOMING AN ECTOPIC ADEPT
wrh ile any psionic cha racter with th e /lSt 1'l1 l co Hs tructpower
might be elig ible for this prestige class, th e truest po tential
adept is a shaper,who begins an d ends each day consi de ri ng
all the uses an d permutat ions that ca n be achieved wi th ecto
plasm . Con stantly looking [or new waY5 to sculpt ectoplasm.
an ectopic adep t is largely unconcern ed with de veloping his
mental abi liti es except so far as suc h developmen t advance s
hi s psion ic scu lp ti ng craft.

Ectop lasm is the preferred medium ofcreation for the ectopic
ade pt, and his mind se rves as [he mold, kiln , and wheel upon
which hi s works are tu rn ed. An adept sees eac h new astral
construct he creates as a unique work of art , an exq uisi te
sculpture serving a speci fic purpose in [he arsen al of [hi s
most dangerous cra fter.

O the r psionic characters see k to perfec t mind and body
in the fire of [heir ow n will. An ectopic adept is more con
cerned with achi eving perfecti on by creating the ideal astra l
con struct, regard less of the transitory nat ure ofhis creat ions.
An adept see ks a ny opport u n ity, mar tia l or otherwise, to
de monstrate his skills in sculpting the changeable astra l
medium of ec toplasm.

Hoo k " I do not fear the darkness."

CLASS FEATURES
An ectopic adep t specia lizes in manipu lating and alte ring
the alread y powerfu l astra l const ructs. H is abil it ies let h im
more fully custom ize his creations.

M a n i fes t in g: At each level beyond t sr, you gai n new
powe r poi nts per day and an increase in mam fesrer level

-,,---:---,---,--.-EITQPIC AD£.IT
"EcJopJaslJ1 is ,ht' cla)'tJwl l tnru UPOII thepolfer'swlleelofIlly mind.
W'l lI'n 1' 111 finis/H'd, l iJ~ t' allM I . it talu s011a lifeof itsOH.'/l."

- Giles Stoneforge

Abilities Str 10, De, 15, Con 12, Int 18 , Wis 13, Cha 8
SQ init iat ive boost +4, shadowfriend

Speed 30 ft. (6 squares)
Me lee +1 rapier +8 (l d6 +1118-20)
Base Atk +5 ; Grp +5
Atk Option s Improved Feint , d ire strike (+2 attack , +1 AC) ,

ps ion ic sneak attack +ld6, lurk augments (Sth level, 9/
day; see page 14), d ire au gm e nt Siday (tho ug ht theft)

Power Point s/Day 29; Lurk Powe rs Know n (ML 7th) :
3rd-psionic darevision
2nd-animal affin ity. evade atta ck1' , psionic levitate
1st- burst, catf a/l, psionic grease (DC 15)
*See page 89

player to make sure that [he ideology his character pursues
doesn' t conflic t too strongly wi th o ther members of the
parry. Next, devise an NPC or an NP C orga ni zation whose
ideology direc tly co nfli cts wi th the ebo n sain t's. This gives
the character a great dea l to worry about and plan for. The
ope n-ended natureof the pre stige class leaves plenty of room
for wo rking the class into your game.

ample Encounte r
Interest ing encou nt er s for an ebon sai n t m ight include a
do ckside location where dark shadows abou nd along w ith
co ver to us e as hi d ing spots t h rou g ho ut the encounter,
a large assembly of fana tica l fo llo wers of a cult wh ose
beli efs d ir ec tly oppose the ebon sai nt's ideology, and a
back-all ey meeting of nobles wo rki ng to di srupt the plan s
of the ebon sain t .

EL 8: ]aed Catt is a nororious advocate for fair trade ,arrack
ing larger merc ha nts and crime bosses who prey on smaller
me rchants and shop owners in an attempt to drive [hem out
ofbusiness .

]aed Cart stands quie tly in t he shado ws of t he night,
hiding beh ind several large crates as he observes a group
fro m the local th ieves guild un load ing sm ugg led merchan
d ise off a barge down by [he J ock s in a coasta l town. The
pe s m ight stu mble upon th e rogues first an d be su rprised
wh en jaed steps [rom the shadows ro offer his assistance. Or,
t he pe s cou ld come upon a fight already in progress, wit h
j aed on the ropes and grate ful fo r any a id th e pe s decide
to contribute.

JAED CATT CR 8
Male hu m an lurk 6/ e bon sa int 2
LG Med ium humanoid
Init +6 ; Sen ses Listen +11 , Spot +9
Languages Com mo n, Dwarven, Elve n, Halfling, Unde rcom mon

AC 17, to uch 13, flat-footed 15
hp 38 (8 HD)
Fort +4, Ref+ll , Will +10
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Co mbat
If you have mor e th an one
Ectopic Form feat , you h ave
access to :1 variety of specia l
ized astral construct s ro use
in comb at. You typ ically be
gin co mba t by crea ting an
ast ral construct su itable for
the con flict :H hand, M anv

adepts would prefer to never
pe rsona lly en ter a conflict, in
stead choos ing to manifes t
powers that aid their cons tructs
in melee.

\X/h et her you act alone or as a
membe r of an advent uring com
p.my, your tacti cs are the same.
You create astral constructs to

absorb the worst your opponents
have to offer, and you offer sup

parr and help for your construct
as needed during a battle. Once in

a while, afte r you have crea ted an as-
rral cons truct, you might use your

secon dary powers to support
your comrades (espec ially if
th at su ppor t allows your com

rade ro flankan enemy with one
of your cons tr ucts).

Advancement
Amo ng ectopic ade pts, it 's a com-

mon thoug hr th at ade p rs are born, not
made, No one comes and asks you if you'd
like 10 be an ectopic adept; you ca n seek
ou t truining, bu t it is your choice to do
so. Traini ng to becom e a» ectopic adept

is like training to become it master art iste. Youpractice your
ar t as pan of nil eternal search for perfection. Apprentice
ships amo ng existing ec topic adep ts are common, 8S young
adep ts work to master t he skill s necessary for advancemen t.
Each ectopic ade pt has h is own style and indeed preferred
form s for astral cons tr uc ts. it is the perfect ion of th ese forms
tha t gives an ectopi c adept (r ue fu lfillment.

O nce you become an ectopic adept , you spend years
testing and hon ing you r ski lls. The search for the perfect
astral cons truc t form drives adepts [Q grea tn ess (or ultimate
failure). Some sma ll groups of ectopic adepts occasionally
come together to study and discuss thei r work together, bur
withou t for mi ng any overarc h ing organ ization to wh ich
they owe allegiance .

adept rarely re trea ts fro m a fight. You fre quently enjoy
taunting your oppone nts as they are being pummeled in to
subm issio n by you r lates t crea tion. To you r mind , overkl ll

is imposs ible where your constructs are
co nce rned. You delight in us ing th e big

ges t, nas ties t ast ral cons truc r capable of
gett ing the job don e. It's importa nt to

note, however. th at you value you r
const ructs as much for their beau
ry as for their ebiliry to trou nce

your enemies.

(and powers knov.... n. if applicable) as if you had also gaine d
a level in a manifesting class 10 whi ch you belonged before
adding the prestige class level. You do not, however, gai n
any oth er benefi t a charac te r of
th at class would have gai ned. If
you had more than on e mani-
festing class befo re becorni ng
an ectopic adep t, you mu st
decide [Q wh ich class to add
each level for the purpose of
determining power poi n ts
per day, manifeste r level,
and powe rs know n.

Resi lien t Const r uc t
(S u) : Calli ng on you r
k now ledge of sculptu re
an d form. you ca n cra ft
more resilient as tral con
structs. Any cons tr uc t
you cre ate \V"ith the astral
COllstrHct Pcv.-er h as 2d6
tem porary hit poi n ts th at last
for the dura tion of the IHtmJ
cons true! power.

'You r ast ral con struct s no lon-
ger gain the benefit of thi s abili ty if
you do not have a numb er of ranks in Crafr
(scu lpt ing) equa l to or greate r th an your
ruanifesrer level.

Ectopic Form: Ar 2nd level and 4Th
level, you gain Ectopic Form (page 50)
as a bonu s fear.

Rap id Creat ion (Ex) : Call
in g on your knowledge of
sc ulptu re and form, :.H

Srd level you can man i
fes t l1 stml cons t r uct as a
s tanda rd actio n on ce per
day for every cla ss level
you have.

You lose acc ess to th is abi l
ity if you do nor have a nu mber
of ranks in Cra ft (sculpt ing)
equal to or greate r th an your mani-
fes te r leve l.

Do uble Creatio n (Su ): At crh level,
you become able to better mani pula te
the complex strands of ectoplasm that
comprise your astral cons truc ts. O nce
per day,you can man ifest re tml ( Oil S!n u l a second t ime wlrile
a cons truct you h ave created still exists. {Before you att ain
5[h level, you can h ave only one ast ral consrruc r c reated ar
a rime.)

You lose access to thi s abil ity if yO ll do no t have a number
of ran ks in Craft (scu lpti ng) equa l to or greater than your
manifesrer level.

PLAY ING AN ECTOPIC ADEPT
You seek advent ure to test your c rea tio ns aga inst all [he
dangers the world ca n offer. You purposel y see k ou r con
Hiers rhar allow you to create progressivel y mo re let h al
as tra l cons tr uc ts. O ther adventurers migh t be alarmed
by the zeal wit h wh ich you approach the batrlefield - an



Th e path that an ectopic adep t must follow to succeed at
h is craft is relatively straightforward - learn as much about
the cons tr uct ion and en hancement of ast ral constructs as
possible. Feats such as Boost Cons tru ct (EPH 43) are mainstays
to an adep t.

Resources
Once you leave your adep t appr ent icesh ip, you are largely on
your ow n. A good relation ship wit h your fanner master might
give y Oll some resources yOll can call on in a t ime of need,
but n o other adept is beholden to help you. ofcourse, many
ectopic adepts feels a sor t of kinship wi th one ano ther, and
one might be preva iled upon tor so me lim iteJ assistance in
a t rou bled time. \Vhat resou rces does an ectopic adept need,
howe ver , other than h is mi nd and sk ill! After all, the Astra l
Plane is a limi tless resource, tilled with all the ec toplasm an
ade pt could ever hope to shape.

CTOPIC ADEPTS IN THE WORLD
"A s l lHlg l1S he kt'C!lsn1l1 1~rl1 ' them biggret'll spillnill' critt ers, Gilt's
is (I f~ llY ill Illy h(l ol~."

- Kressus th e Gray, dwarf figh ter

In regions wh ere war is com mon, an ec topic adept always
find s employme nt. \X' hether he joins an adventuring parr y,
becomes a freel an ce "cleaner," or slides in to a virtueless
career as a bounty bunter, an ectopic adep t has tal ent s that
are usefu l in a wide var iety of situ at ion s. M oreover, the
sculpted astra l construct s creat ed by an adept are art istic
marvels. Th ose bein g thrashed by an emerald gyre astral
co ns truct are hard pr essed to fi n d anyt hi ng of be aut y or
su btlety in rbe adep t's craft, but an adept finds both subtlety
and beau ty in br ing in g h is deadly, shorr-lived scu lptu res
into the world.

\X'hen con flict doesn 't beckon, an ec topic adept s spends
his day in study and pract ice, crafting astra l con st ruct s for
the sheer joy of doing so. Perfection isn 't always found in the
function of t he con st ruct, bu r in its appC;lrance and grace
of form .

Organizatio n
The Astral Scu lptor's Academy is a private organi zat ion of
psionic charac ters cons is ting p rimarily of psion sha per s.
A special place in rhe organ izarion is reserved for ectopic
adepts, who are rhe acknowledged mas ters of form rnanipu
Iarion and inven tion . The academy has few, if any , open
adversa r ies. No one in hi s r ight m ind is will ing to directly
oppose a grou p of ast ral construct-creating pstons. whose
worst nigh tm ares can be sculpted in to reality and sen t after
a transgressor.

In addition to providin g trainin g to members in the arts
of meracreativiry and sculpture, one ann of the academ y
promotes th e use of its mo re militar istic mem bers in the
armies of rich city states, powerful adven tur ing compan ies,
and othe r groups seek ing to beef up th eir strength. Any
contr acts arranged by th e academy for individual members
always pays a better th an average wage, though the academy
extract s a per cen tage (or its own coffers.

Th e academy is govern ed by a bo ard of ex pe rienced
shapers , inclu ding severa l ectopic adepts. The cha i rperson ,
AJliyon Dak'ari s, sits at the h ead of the board t hrough an
elective process that occurs every other year, though Dak'arts
(an ecto pic adept herself) lia s served for more than a decade.

The board sets syllabi for the var ious courses it provides,
arra nges finances so th at the base materia ls required for all
th e scu lpti ng classes can be obtained, keeps track of mem
bersh ip rolls, es tablishes pol icy, an d negotiates with other
organizations with whom the academy dea ls.

Membership in (he academy is broken do wn into novi
tia te, journeyman, and elder ran k s. Novit iates are th ose
new to the academy wh o have yet to complete a fu ll year of
membersh ip in good standi ng. They are considered to be on
probationa ry status and can be dism issed from th e academy
should they refu se to apply themselves . Upon completio n
of th eir first year, nov itiates become journeymen, Journe y
man is the most common ran k. Unless a me mber wishes
10 take up some manner of admin ist rative task, he usually
remain at t hat ra nk. Elders, all of \.vhom have been part of
the organ ization for at least a decade, ha n dle the academy's
admi n isrrat ive (asks.

NPC Reactions
Anyone wh o knows about psionics or h as seen ecto pic
ade pts fight is likely to know at least a li ttle abo ut the pres
tige class. The ability that ectopic adepts have to casu ally
create beautiful, lethal pawns to send agains t th eir enemies
guarantees that the clas s's reputation precedes it wherever
it is knowriNl'Cs who are aware ofthe clas s typically have
a starr ing attitude of fri end ly toward an adept, if on ly to
avoid ange ring the ch aracter. The exception to th is is if the
NPC is involved in a con flict and k no ws the opposition is
us ing ec topic adepts, in which case his in itial reaction is
unfriend ly at best.

ECTOPIC ADEPT LORE
c haracters with ranks in Know ledge (psion tcs) ca n rese arch
ecto pic adepts to learn more about them. \x/ hen a ch aracter
makes a skill chec k, read or paraphrase the following. includ
ing in form ation from lower Des.

DC 10 : Ec topic adep ts are some kind ofpsionic character,
DC 15: Ectopic adepts are psionic shapers who specialize

in creating astral cons tructs.
DC 20 : Ectop ic ade pts ca n usually be fou nd at the Astral

Scu lptor's Academy, but don't cross anyone you me et there.
They're touchy, and always look ing fora reason to call up one
of the ir ectoplasmic ho rro rs .

ECTOPIC ADEPTS IN THE GAME
\'V' he ther as a valuable member of an adventuring compa ny,
or as part of an enemy mer cen ary group, an ec topic adept is
easy ro lit into any campa ign whe re ps ionic ru les are used .
Ectop ic adep ts can be doughty heroes just as easil y as they
can be dangerous enemies.

Psion ic charac ters wh o trulv want to focus on astral con
strucrs, th eir creatio n and use in combat, are likely to find
this prestige class a welcome occupat ion. Sin ce ectopic adepts
live for battl e. too mu ch int rigu e and maneuveri ng can sp oil
th eir fu n . To them, direct con flict is the spice of life.

Adaptat ion
The ectopic adep t is a wel l-contained class. In any gam e t hat
allows psionic r ules, ectop ic adepts should work wel l. The
organization assoc iated with the class, th e Astra l Scu lptor's
Academy, is com pletely di spensable . I t cou ld he eit her
elun ina ted or replaced with an orga n ization better su ited
to th e ca mpaign.
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Sample Encounte r
Gi les Sroneforge is a se lf-s tyled bandit lord, leading a g roup
of hoodlums with little conscie nce. He enj oys way laying
seasoned adventurers far more than rimid merch ant s. From
time to time, Giles even sets astral cons tr ue IS against each
othe r, enjoyin g the self-created spec tacle.

a 10: Giles attempts 10ambush the parr y wi th h is most
powerful astral construct, the emerald gy re. \X' h ile he is
cer tain ly interested in the heroes' possessions. he would very
m uch like to enjoy the thrill of victory first ,

GILES STONEFORGE CR 10
Male dw arf shape r 5/ ectopic adept 5
NE Medium hum anoid
fnit 1"3: Senses darkv ision 60 ft .. Listen +1. Spot +1
Languages Com mon, Dwarven, Gnome, Terran.

Undercommon

AC 19. touch 12. flat-footed 17; +4 AC aga inst g ian ts
hp 71 (10 HD)
Resist s tab ility (+4 aga inst bull rush an d trip)
Fort +7 (1" 9 aga inst poison) , Ref +6, Will +11; +2 o n saves

aga ins t s pells and s pe ll-like effects

Speed 20 ft. (4 squares)
Melee mwk dagger +5 (ld4/19-20)
Ran ged mwk dagge r +7 (l d4 j 19- 20)
Base Atk +4; Crp +4
Atk Options ...1 on att acks ag ainst orcs and go blinoids
Powe r Points/Day 85; Shap er Power s Know n (Ml9th):

5th- hail of crystals (DC 18) , psionic true seeing
4th- energyadaptation, psionicdimension door, psionic

f reedom of movement, quintessence
3rd-ectoplosmic cocoon (DC 16), energy bolt (DC 16) ,

mental barrier, time hop (DC 16)
2nd-crystolstorm (DC 15)''. mental disrupt ion (DC 15),

psionic repairdamage, swarm oj crystals

1st- astral construct*, energy ray,force screen. inertial
armor, vigor

" New power s described in Chapter 4

Abilities Str 10, Dex 14, Con 16, Int 16, Wis 13, Cha 6
SQ dou ble creation, rap id crea tion, resilient const ruct,

stonecunning (PH 15)
Feats Ectopic Fo rm (ala baster ae rial, a nathe mic cara pace",

e me rald gy re l! ) ~, Na rrow Mind, Psion ic Body, Psio nic
Med itat ion , Skill Focus (sculpting)
"'See page 50

Skills Con centrat ion +16 (+20 to become psionically
focused), Craft (scul pt ing) +20 (+24 for sc ulpting with
stone), Knowledge (ps ionics) +16, Psicraft +18 (+20 to
address power sto nes), Use Ps ionic Device +10 (+12 to
checks involving po wer st ones)

Possessions m aster work da gge r, +2 mjl hra{ shirt , am ufet of
natural armor + J, cloak ofresistance +2

Hook "Ve ry im pressi ve . . . but le t's see how you fare against
thi s ."

ASTRAL SCULPTOR'S ACADEMY:
THE GUILD HALL ECTOPIC

The most uni que feature of th is large opaque dome is that
irsouter walls are composed ent irely of stabilized ectoplasm.
wh ich is as ha rd as ston e, The do me of th is la rge g u ild h all
gives the appearance of a gargantuan pearl imbedded in the
ground in th e middle of the city.

The ec toplasm does a perfect job of keeping the inter ior of
(he structure warm during the winter, providing more th an
adequa te ins u la tio n. By the same token , it also remains rela
t ively cool inside during th e
summer.There an.' normal ly
eigh t do ors (o ne fac ing each
of rhe d irec t ions N, S, E. W,



Class Skills (2 + lnt modifer per level): Bluff Con cent rat ion. Disgu ise. Hide. Intimid ate . Knowledge (all sk ills, take n
individually), li s te n, Move Silent ly. Psicraft . Sen se Motive. Spot , Use Psion ic Device .

TABLE 2-4: THE FL AVERSPAWN PSYCH IC HIT DIE: 0 6

Base
Attack Fort Ref Will

Level Bonus Save Save Save Special Manifesti ng
1st +0 +0 +0 +2 lllithid Blast (1S-ft. cone, s tun 1d4 rounds )
2nd +1 +0 +0 +3 Illithid feat +1 level of existing man ifest ing class
3rd +1 +1 +1 +3 II lithid Bl as t 2jday
4th +2 +1 +1 +4 Illith id fea t +1 leve[ of existing ma nifesting class
5th +2 +1 +1 +4 Illithid Blast 3jd ay +1 level of exist ing ma nifesting class
6th +3 +2 +2 +5 Illithid Bl as t (30-ft. cone, stun 2d4 rounds}
7th +3 +2 +2 +5 Illithid Blast4jday +1 level of exist ing ma nifesting class
8th +4 +2 +2 +6 lII ithid feat
9th +4 +3 +3 +6 Illithid Blast S/d ay +1 level of exist ing ma nifesti ng cla ss

10th +5 +3 +3 +7 lIlithid Blas t (60-ft. cone, st un 3d4 rounds) +1 leve l of exist ing manifest ing class

pract ice ab ili t ies co m mo n [0 mind [layers. U n fo rt u nately,
this powe r- comes along with th e tempta tion to embra ce por~

[ion s of their heritage that are truly ev il (such as rhe Illtthtd
Extrac tion feat , page 61). Those who res ist the hu nger ar e
capa ble of rnaintai ni I1g th eir moral and per sonal att itud es.
Those \vho g ive in and indulge the h unger fin d their per
so nalit ies chang ing to mo re closely match the crea tu re they
are becom ing.

CLASS FEATURES
All the following <I re class featu res of the flayer spawn psychic
pre stige class. The main focu s is on dup lic ating the ab il it ies
of an ill itb id . to eit her become o ne (in effect ) or to gain a
grea ter understanding of th e race in general.

Mantfesrtng: At eac h level indicated on the table, you gain
addi t iona l power points per day, I n in crease in man ifes ter
level, and access to new po wers as if yo u h ad als o gained a
level in a m ani festing class to which you be lo nged before
YO ll adde d th e prestige cl ass. If yo u had more than o ne
manifest in g cla ss befor e becom ing a flayerspawn psychic,
yo u m us r d eci de to which cla ss to ad d each level for t he
purpose o f determi ning power points per day, ma nifesrer
level , a nd powers k nown.

Illithiu Bl as t (5u): At 1s t level. yOll gain the Ill ith id
Blast fea r. As a Ilayerspaw n psychic, you ga in some ad di
n ona l be nefit s from ta king th is [ea t. As descri bed on page
61, you Ca n chan ne l power po inrs int o a min d blasl 3S a
standa rd action. The blast stuns everyone who fai ls a ~'ill

save w ithin a Is -foo t cone for 1d 4 ro u nds. As yOll gai n
levels in th is p re st ige cla ss! the us es per day, si ze of the
cone. and the n u mber of rounds fo r wh ich you ca n st un
foes increase s.

At 6th level, you r mind [,Iasl produces a so-Ioor cone th at
stuns foes for 2d4 ro u nds.

At 10th level, you r milll1blast p roduc es a 60-foot co ne that
stuns foes for 3d4 ro u nd s.

IlI it h id Feat: At znd. 4th, and Sth level, you gain a bon us
illirhid feat . Choose an y ill ith id feat for which you quali fy.
Jllithid feat s are de scribed on page 61 of this book.

ENTRY REQUI REMENTS

Powers: Ability to man ifest psionic charm .
Skill s : Knowledge (ps ionics) 8 ranks .
Feat s: lIlithid Heritage.
Language: Unde rcommon.

BECOMING A
FLAYERSPAWN PSYCHIC

Poten tial flayerspawn psych ics, whether mu lriclass or sing le
classed, mu st possess psion ic abilit y. Po tential flayerspawns
are restr icted in how th ey obtain th is psionic power- only
psions an d er ud ires (page 153) possess [he proper frame of
m ind . From thi s beginning, pot ential flayerspawns undergo
a slow process, t ran sform ing mind and body as th ey gain and

- Zeth'Rill, a flaverspaw» psych ic

\Villing to sacr ific e her life, ap pea rance , and even her
sa n ity, th e flaye rspaw n ps ychi c wa lks a dan gero us roa d,
g row ing in ps ion ic po we r as she s low ly em braces he r
secrer m ind fl ayer her itage. So me psio n ic c harac ters rak e
lip thi s cl ass to gain mo re power, whi le o t hers d o so t o
g ain grea ter u nderstand ing of rhc i l li rh id s. A few d o so
because they sec re tly believe m ind {lavers TO be a supe rio r
psionic org anism.

N E, N\X'. Sf , and S\'7) that allow access to the inte rior, but
these can be sealed by the cha ir pe rson, who can cr eate a
seamless structu re with j- foc r-rh tck ec toplas m ic walls (pos
sessing the sam e tou gh ness and hi t poi nt s as stone) thar can
withstand mo st standard at tack s.

Each room of th e guild hall hou ses <1 11 extradimensional
roo m with far vaster d im ension s than apparent from the
outs ide of [he st ruc tU reoMost of theses ex tradimension al
spaces are give n over to ins truc tion in rhe an of sculp ture,
beginning w it h su ch simple su bs tances as wax and so ap,
m oving up th rou gh wo od an d sto ne, th en to th e difficult
p roces s of bronze casring. O n ly t hose who cnn sculpt ec to
p lasm as we ll as they can scu lpt mor e munrluue substances
ca n become nov itiates of I he gu ild.

The guild ha l l houses the acad e m y's boa rd and ma ny
of t he elders. In addi tion to these aug us t perso nages, th e
gu ild h all ma intains a smnd ing gu ard of eight adep t gu ards
(sh aper 5! ec to pic ade p r 3), eac h o f who m is c harge d w ith
protec ting the Gu ild Hall Ectopic.The CUl T e J1l chai rperson
is All iyon Dak'ari s (U\ female human sha pe r z/ec tcp!c
adept 8).

~~FI AY ERSPAWN_PSYCHlC
"For great power, you HllIst sometimes pay a gn'a f l'rice, cveu
as yolt Ilvoitl temfltl1tfo lls 'hat would JUn! a less Jwrdetle.l
l'Sycl1ic's stolllilch."



F I ' I) 'e1"JptJ'lfJ11 PS) cb ics I/l1Ibract' tbr i r

bid dell illifhid berifng't:

FLAYERSPAWN
PSYC HICS IN
THE WO RLD

"Atl I1l111UlIggh flI1! Milia f1a rer!"
-c- Phe ndylin , an elf mi nstrel

in a chance encounte r

Resources
Elayer spawn psychi cs gene rally

co mpe te rather than supp ort
each ot her. You shou ld always
d istrust the age nd a of an ot h er

flayerspawn psychic , assum ing
t he worst-s- where orher suc h
charac ter s are concerned, you
are right more often than not .
Because of t h is tendency, you

can not call on any resou rce s as-
soc iated with th is prest ige class

(though of co urse you mi ght
have aff liartons un related to
being a flayerspaw n).

The secon dary advantage of the class
is the bonus il lith id fears it g ra n ts.
Beca use the offe ns ive pow er of t he
cl ass is so we ll assured , you might
be best se r ved by picki ng up il l ith id
feat s of a defensive natu re , such as

I1lithid Skin, a nd fears th at p rovide
grea te r options in all circums tances ,

suc h as Ill it h id Speech , O f course,
you conti n ue to gain manifes rer

levels in you r previou s mani
festi ng class. Power cho ice s
that en ha nce you r ove ra ll
versaril itv are ideal, incl ud
ing (for insta nce ) 11 i (l.Ff' ea h I.T cI~ ,
mentlll barrier, and psionicdi
/lH' lI,i OIl door.

Any ga me with bo th psionics an d mind
[layers can ben efi t from this pres tige
cla ss. I t can be of great lise to D'Ms

and playe rs alike , allo w ing an oppo rtu n ity to roleplay a
tr an sformation that , while conside red pos itive ly fro m the
player 's poin t ofview (me rely a me ans to an end), is thought
of as a degeneration ro those arou nd t hem. Flaye rs paw n
psy chics are equa lly useful in ca m pa ig ns t hat foc us on
t ragedy (w irh respect to th e characters), or eve n large-scale
quests fo r power,

Orga nizat io n
A Il ayerspaw n psyc hic spends her days much like any ot h er
ps ionic character wo uld. She enjoys quie t med itation and
taking th e ti me to work th ro ugh rhe me nt al exercis es
necessary to tr ain her mi nd deeper in ps ionic art . As th e
leade r of a group , a flaye rspaw n psych ic m ight di re ct her
allie s toward jobs and ques ts tha r bri ng th e g ro up clos er
and closer 10 encou nte rs with real min d [l ayers. I f sh e is
questi oned abou t her undue in te rest in m in d [l ayer s, the
ra tio nale of r Know th y enem y" is g iven as her srra regv: It
mi gh r even be tru e.

Advance ment
Ir isn't uncomm on for es tablished flayerspawn psych ics ro
rec ru it im pressionable psions and erudires to jo in them , It is
equally likely tha t you learn ed of I he process whi le study ing
mi nd flayer lore. However the know ledge becomes available,
once you pick up the lll ith id Her itage feat. it is di fficu lt
ro turn back. Th e lure of g reate r power is too urtra ct ive
to dis regard.

Combat
In combat, you can draw
up on an arsenal ofpow
ers. You might wanr [Q

avoid melee co m bat a t
lowe r levels, usi ng your te n-
tacles [Q arrack only as a last resort
(If yo u have taken ,'he Illirh id Grapple
feat, page 61),

You begin most combats wirh a milld
hl'1St (g ranted by the Illtrh id Blast fear, page 61). Un like a true
mind flayer, you can adjust the DC of th e milia blastaccord
ing to the nu mber of power points you are willi ng [Q spend
on the attack. \X'ith a few rare exceptions , it's best to p UI as
mi:l ny power poin ts int o your mind blast as your ma n ifester
leve l lim tr allows.

With in an adventuring group, you should tr y to ge t off an
in tt ialuuud hlast th at won 't affec t your all ies before fadi ng
to the rear -ofthe group. O nce the battle is in fu ll sw ing, you
can support your allies wit h your psionic powers.

PLAYING A
FLAYERSPAWN PSYCHIC

By eve ry rac e tha t is aware of thei r ex iste nce,
min d flave rs ar e co ns ide red to be the mos t
powerfu l an d da nge rous psionic creatures.
The temptation ro take on so me of an
il lithid 's po wer is thus extreme ly atr rac
rive to those who seek po wer above all
else , such as yo u rself. of cours e, this
remptat ion is pa rt icu larly strong in
ch arac ters th at are alr eadv ev il, or
among those with a donu ucen ug
personality t rair.

There is no orga n izatio n of
Il averspawn ps ychics, rh ough
those ofevil bent who have pro
g ressed t h ro ug h , II t he levels
of t he class mi ght atte mpt ro
joi n a m ind Flaver com mun ity. l aw-
ful m ind fla yers are known for their
xenopho bia an d would probab ly reject
you if they kne w you r t rue ori-
gin. If you have undergo ne
substantial physical modi fi ca
tion in the acce p tance of your
her itage, thou g h , you m igh t
look so much li ke an i1li-
thid and pos sess suc h a
sim ilar mtndser t hat you
can probab ly foo l other
il lu h ids inro accept ing
you into t h e lower ru ngs
of mind [layer socie ty.



NPC React ions
Flayerspawn psychics have no organization to speak of; thus,
it is unlikely thar an NPC has he ard of th em in th e sense
of any organi zed group. A ch aracter who has no obvio us
physical ill irhid tra its is met with a stun ing attitude ofi ndif
ferenr. Particular ly xenophobic N PCs might have a starting
at ti tude of unfriendly, sim ply du e to a flaver sp aw n's odd or
unweU appea ra nce.

I n th e later stages of th e prest ige c lass, th e character
m ight begin ro appear like some ki nd of hum anoid- mind
£layer hybrid, de pending o n her tlli rhid feat ch oices. N PCs
\..... lie mee t her at this stage (i f she is not using some form of
camouflage to hide her features) have a starting att itude of
hostile and might try to artnck thecharacter.Even ifthe flayer
spawn psychic lias a good alig nment , they might attempt to
hu nt dow n borh h er and all her al lies . Flaye rsp aw n psych ics
who have al lowed their herita ge to sign ifican tly cha nge th eir
features typically resort to cover ing themse lves or othe rwise
di sguising th eir appe aran ce to get aro und thi s reaction.

FLAYERSPAWN PSYCHIC LORE
Characters with ranks in Knowledge (psion ics) or Knowledge
(dungeo neer ing) can research flayerspawn psychi cs to learn
more about rhem. \'('he n a cha rac ter ma kes a sk ill che ck.
read or pa raphrase [h e follow lng. in cl ud ing information
from lower DC s.

D C 10 : Player-wh at's? Sounds like some th ing related ro
m ind flayer s. I'd stay away from them .

DC 15: Some who develop the powers of their mind
di scover the reason they're so talen ted in that area -s- th ey
have an ancien t bloodline con ne ction to illith ids! It 's more
com mo n than mos t peopl e would like to th ink.

DC 20: A flayerspaw n psych ic quic kly learns the power
of mi"d blnst. Becau se of rhe [layerspaw n's hybrid nature, a
powerfu l charac ter of thi s sort can en ha nce he r mental blast
ability be yond even th e power of a mind [layer.

FLAYERSPAWN PSYCHICS
IN THE GAME

A flaye rspawn psychi c mighr be a psio n wh o is studying
mind flaver s and is willing to undergo tr an sformat ion for
academic reaso ns. A cha rac ter might also be a tr agic hero,
someone who must undergo th e tran sform ation ro assure
some desired end- or me rely for su rv ival. A third , more
likely possibility, however, is that a psionic character is simply
power-hungr y,

Flayerspawn psych ics are particu larly useful for th e D1·i
who en joys injecti ng m ind [layer-rel ated themes into his
adventures.The flayerspawn psych ic's continuing tran sforma
tion and po ssib le degenerat io n can provide ongoing conflict
an d interest, bo th wi th in the PC g roup an d wi th NP Cs. The
class firs espec ially well in a game whe re nberranons arc a
com mon enemy.

Adaptat ion
Th is cl ass could cause problems ar th e table an d in the cam
pa ign, mostly due to its nam e and the names of rhe fears to

\v-hich th e flayerspawn has access (beg in n ing with Illith id
Heritage). If probl ems are foreseen, cha ng ing th e name of the
class (0 some th ing suc h as l eg acy Psych ic and changi ng t he
na me of all th e feats to some thi ng suc h as Legac y H er itage,
l egacy Blast, an d so forth with the idea rhat no one knows
the psych ic legacy beh ind th e cha racter, even the ch arac ter
h imself-until some later point when the character is already
in corporated into t he game .

Encou nters
Zeth'Rin has becom e a fl ayerspawn ps ychic. Over the
course of her transformation she took th e Illirhid Ex trac
tion feat, gi vi ng he r a hunger for sent ient creatures rhar
she does not hes ita te to indulge , de sp ite a sligh t t inge of
g u il t. She s talks se n tien t crea tu res , particularly (h ose of
a psion ic be nt .

EL 8: Zerh'Rin s ta lks [b e he roes as [h ey travel under
ground, att empting to pick th em off one by one.

ZETH'RI N CR 8
Female hum an telepath 5/ f1aye rspawn psychic 3
LE Mediu m humanoid
Init ...2; Sen ses Listen +2, Spot ...2
languages Common, Draconic, Dwarven. Undercommon

AC 19, to uc h 13, flat-footed 17
hp 25 (8 HD)
Fort ...4, Ref +6, Will +11: +3 on saves against sp ells, powers,

spell-like abilities. and psi-like ab ilities

Spee d 30 ft. (6 squares)
Melee 4 tentacles +3 (ld4)
Base Atk +3; Grp +3
Atk Op tions improved grab, extract (2d4 lnt da mage with

o pposed grap ple check)
Specia l Actions mind blast 2/ day (15-ft. cone, stun 1d4

ro und s , DC 17)
Combat Gear potion of invisibility
Power Points/Day 44 ; Telep ath Powe rs Known (ML 6th) :

3rd--body adjustment , dispe!psionics, energy burst (DC
16), hostile empathic transfer (DC 16)

2nd-brain lock (DC 15) , egowhip (DC 15), psionic
levitate, swarm ofcrystals

1st-energy rov.jorce screen, inertial armor"j". psionic
charm (DC 14), vigor

'[Alread y manifes ted

Abilities 5tr 10, Dex 14, Con 10, Int 17, Wis 14, Cha 16
Feats IIl ithid Blas t ~*, IIl ithid Extraction-e. Illithid Grapple

(2)*, Illithid Grapple ' (2)*, Illithid Her itage", Illithid Skin *
*New feats describ ed in Chap ter 3

Skills Bluff +14, Concen trat ion +11, Disguise +14, Know ledge
(psioni cs) +14, Psicraft +14. Sense Motive +13

Possess ions combat gear plus amulet ofnatural armor+ J,
cloakojresistance +2, hat of disguise, ring ofprotection +1

Improved Grab (Ex) Zeth'Rin can initiate a grap ple as a free
act ion afte r a successfu l attack with her te nt acles without
provoking att acks of opportunity. She can grapple Sma ll,
Medium, or Large creatu res .

Hook " I can make this as painless as you'd like it to be ."



your psych ic strike with positive energy.Th is link allows you
to deal damage to undead (bo th int elligent and mindless)
using your psych ic strike.

Impro ved M ind Blade (Ex): You add your illu mine sou l
levels to your levels in the soulknife class 10 determine your
mind blade's enhancem ent bonus on at tack rolls and damage
rolls an d the mind blade enha ncement class feature you
have as a soul kn ife. In addi tio n, you ca n add ghost touch
rorhe list of we apon speci al ab ili tie s yo u can choose from
(EPH 29).

Psychic St rike (Su): Th is ab ili ty fu nct ions like th e
soulkn ife ability orth e same nam e. The extra da mage dealt
increases by Ids po int's a t l st and 4rh leve ls. T he bo nu ses
on damage s tac k w it h psyc hic st rike bo nuses fro m you r
soulk nife clas s leve ls.

Positive Energy Ray (Ps): At 2nd level , you can project a
ra}'of posit ive energy fro m your mind blade th at deals da mage
(on a su ccessfu l ranged to uc h at tack) to any undead creatu re
with in 60 feer t hat it st r ikes. lr take s a standa rd ac tio n to

project a pos itive ene rgy ray. and the ray dea ls 2d6 point s of
damage for every cl ass level you have. You ca n project such
a ray a num ber of tirnes pe r day equal to your illum ine sou l
class level.

Death Wa rd (Ps) : \X' he n you expend your psio nic focus,
you ga in pro tec t io n agai ns t th e powe rs of undearh for 1
minute. \'fhile enj oying this protecti on , you are im mu ne to
all magtcaIa nd pstonic deat h effec ts , energy d ra in, and an y
negative en er g y effec ts. T h is ab ili ry doe sn't remove nega
t ive levels that you have alread y gained, nor does it affect
rhe savi ng throw y O lI mu st ma ke 24 hours after gain ing a
nega ti ve level.

Undead M ind Bane (Su ): At 3rJ level, your mind bla de
becom es pe rmanently e nh ance d wi th [h e undead bane
weapon special ab il ity (DMC 22+).This weapon enhance ment
remains constan t. despite any other changes or mod ificatio ns
you mi ght make to you r mimi blade (for instance, using the
mind blade en han cement abi li ry of [he sou lkmfe).

Positive Energy H eali n g (Su) : \X!hen you reach 4t h
level , your connec t io n with th e Positive Energy Plane
provides you w ith a heali ng ability rhar you ca n use on
you rself o nce per day. T h is healing kicks in automad cal ly
(without an y action on your parr) on the fi rst occasion in a
z-t-hou r spa n wh en you r h it poi nrs d rop ro 0 or lower. \,,\' hen
rhis occurs, a Ilood of positive ene rgy di sc harges th roug h
the co nduit yo u ma in tai n wit h the Positive Energy Plane
and instan tly heals sds+s poinrs o f dama ge . T his healing
is timely en ough 10 keep you alive if th e am ount of damage
you ju st took \vas othe rw ise enoug h 10 ki ll you, assuming
that th e he al ing y O ll receive leaves your cu rrent h it point s
ar -9 or h ighe r.

Po s itive Energy Flare (Ps ): Upon reaching yth level, you
can take a s tandard ac tio n and expend you r psionic foc us
to rad iate posi tiv e energy that de als damage to all undead
with in 30 feeroryou. You clenl zde point s of damage for every
class level you have to all undead wit hi n ran ge.The affecred
undead get a \Xlill save (DC 10 + your ill umine soul level +
Cha mod ifier) for ha lf dam age.

PLAYING AN ILLUMINE SOUL
Forg in g a lin k wit h the Positive Ene rgy Plan e is on ly th e
first step of you r m iss ion. Once rhar link is co rnplere, your
goal is ro ac tive ly see k OUl and de st roy undead ever y chance
you get.

Class Skills (4 + Int modifer per level): Autohypnosis,
Clim b, Concentra tion, Craft, Heal, Hide, Jump, Knowledge
(psionics). Knowledge (religion), li sten, Move Silently,
Profession, Spot, Tumble.

BECOMING AN ILLUMINE SOUL
whether mult iclass o r single-c lassed. illu mine souls mu st
have some levels in the soul kn ife class, since it is rha r class
from wh ich rhe y gain some of their necessar y requirem ents.
However, wh ile so ul knives focu s on wor ki ng wit h pure
psyc h ic energy, illumine so u ls in fuse their m in d blade
(an d m in d an d bod y as well) with po sitive e nerg y. Whi le
nor neces sarily in terested in or beh o lden to d iv ine agencies,
il lumine souls focus a portion of their stu d ies on reli gious
mat ters to be tter undersraud [he source ofpower d rawn upon
by cler ics and paladins.

"Know whatyouwil Jl t, fo(lj~ Oil tlll1 t tI l' 5in', fCtlCh 0111 to th ~' 1'(l ~itJ t.'l"

I1S u-cllos H,itflill 10yo ur r OH'c r, IWa forge /1 tlti" g III}'ll l'l' b"llllly."
-c-Dinelen Tiri andn ra , an illum ine soul

Th e illumine soul is a living co nd uit ofpositive ene rgy. He is
able to forge a bla de of sem isolid psychic en erg y and infuse
it w ith the esse nce of the Positive Energ y Plane ro dea l lethal
strikes to u ndead opponents . As an illumine sou l pra ctices
thi s unique talent, he learn s to fill up his being w ith the
power of the Positi ve Energy Plene. becomi ng a ligh t in the
darkness and turni ng unde ad uway from his radiance.

Desirous of someth ing mo re t ha n raw psych ic e ne rg y,
an illu m ine so ul learns to reac h be h ind (h e sky an d fo rm
a menta l li nk w ith th e Posi tive Ener gy Plane . H ~ en tw in es
rhi s energy wi th th at of h is own psio nic ma st ery to cr eate
a form idab le weapon of br ill ia nce t ha t ex t ingu ishes
all sha do ws.

CLASS FEATURES
All the following are class fenrures o f the illumine so u l
prestige class . An illum ine soul focuses malnly on his ability
to channel positive energy rh rough his mind blade as well
as hi s bodv

Positiv~ Energy Conduit (Su): At t st level , you forge a
permanent link w ith th e Positive Energy Plane th at charges

ENTR Y REQUIREMEN TS
Alignme nt : Anynon-evil.
Skills: Knowledge (psionics) 8 ranks, Knowledge (re ligion)
4 ranks .
Special: Mi nd blade . psychic s trike +1d&.

TA BLE2-5: THE ILLU MINESOUL HIT DIE: 010
Base

Atta ck Fort Ref Will
l evel Bonus Save Save Save Special
1st +0 +2 +0 +2 Positive energy conduit,

improved mind blade,
psychic strike +l d8

2nd +1 +3 +0 +3 Positive energy ray,
death ward

3rd +2 +3 +1 +3 Undead mind bane
4th +3 +4 +1 +4 Positive energy healing,

psychic strike +2d8
5th +3 +4 +) +4 Positive energyflare



- Dagna r rh Vellanium ,
disgru n tled necroma ncer

Orga nizat ion
Illumine sou ls are u sually

ambivalen t about th e idea of joining a~

Any campa ign in which undead are an im po r
ran r cle me n I is one that would be ne fi t fro m the

inclusion of an ill um ine so ul. An i l lu 
m in e sou l me shes well in a g ro up th at

con tains s t rongly alig ned go od c har
acrers . O n the ot her ha nd , arden ts,

cle rics, a nd pa ladi ns h ave rh e ir
ow n ide as about where their
power s origi na te tha t ca n be il l

odd s wit h an ill umine so u l's
unde rst anding.

Except fo r a bu r ning
cur iosity about the order of

th e planes, particu larly the
Positive En erg y Plan e, Il-

lumine souls are no t
pa rt icularly rel igious
folk. They ten d to
take a n explan ato 
ry, at heis t ic v iew of
how cler ics ar e g ran t
ed their pow ers. They

do know th at it isn't
a lways heal th y to be pa r ticu

lad }' vocal regardi ng these bel iefs,
and they ha ve eno ug h resp ect fo r
th e re l ig io us ly incl ine d to keep
rhe com me ntary to a minimum.

Despi te di s~ret ion , however,
an il lu m ine soul's bel iefs on

a ph ilosophic al level can
st ill ignite occasiona l ar
gu me n ts o n th e natu re

of divinity, life, and
th e role of the Positive
En erg y pia ne.

Cleave and Mind Empowerme n t (page 56). \Vhile th ese fe ats
are less effect ive against undead , they can prove usefu l against
any ot her foes you face. It is import ant [ 0 remember th at ,even
though much of }'oUt' energy is devoted to fighting undead.
other challenges will mater ialize, some of whic h m ighr be
the liv ing stooges of hid den undead ma sters. Ir is best to be
prepa red for a wide range of poss ib ili ties.

Resources
Illum ine souls frequently find the mselves welc ome in the
churc hes of var ious relig ions that are devoted to the destruc
tion of undead (which is most every go od-alig ned religion). lr
isn't u ncomm on for you to expec t free room an d board from
th ese groups)and possibly even a small di scou nt on healing
serv ices or rhe purchase of holy water.

ILLUMINE SOULS IN THE WORLD
"Ncx! timetltal Din'ch'lJ lI'lia l'5·/1i5·nl1I11C comes 511oo1,illg arolmtl
1lI.r hmleJid l1. 11(.'/1 ,1 ISCOl 't'!' 11 ft'H' challg€'5 f ve implemclltc ,i , 10
1115pt'TlI:'

An illum ine ,f{;/lf,< mind blade is dip'eell)'
ccnnected ! !j tbr''PfJiitir:r:' F.11erg) <Plant'

Past deeds a nd honors are of Hill e considera tion wh en it
comes to combartng these hor rible creatures.Just as you don't
re st on you r past achicvcrncnrs in br ing ing undead to th eir
fina l rest , you are n't concerned with an u ndea d creature's
accomplis hments wh ile it was sti ll breath ing. Ne ither-are you
worried abo ut an undead's cur re nt ac tiviti es or philosophi
cal bent. When it comes to undead, there can be no middle
gr ound-they must all be dest royed .

Becom ing an ill um ine soul is ;1 pers onal decisio n. There
might exist sma llgroups here and there ofi llumine sou ls \vho
feel th eir goals are best se rved byo rgani z!ng the ir activities
ins tead of 'work ing individu ally, but they are th e exception
ra ther than the ru le, \"X'iw n.· such gro ups exist, their primary
goa l is typically eradi cating urulead , no t recrui tin g and train
ing neev members.

ornbat
In combat. use your m ind blade ro arrack op ponents, charging
it up wi th a psych ic st r ike once they have closed to me lee
range. As wirh a sou lkntfe, you sho uld at tack with a psych ic
strike eac h round if possib le.

You make a g rea t ally for a figh te r, rog ue, or lu rk-with
your enhanced maneuverabil ity (i f yo u have taken ranks
in th e Tu mble sk ill}, you can ma ke a point to set up
flank ing position s for add itio nal arrack bonuses.
W'hen undead a re encoun tered ar a d istance not
easil y br idge d, you can att ack us ing your
posit ive energ y ray, I f you co me
upo n undead in J co nc en trat
ed area, you ca n fir st us e YOllr
posit ive ene rgy fl are to soft
en up the ro tt ing opposition
before you bring your mi nd
blade to bear.

It isn 't uncom mon for you
to joi n a group of adventurers
on your ques t. There is safety
in number s, and undead can
be craf ty in co mbat. Thl.'"
companions w ho sui t
yo u best are typ icall y
like-mind ed in d ividu
als: clerics , palad ins,
and arde n ts (page
5) all make good
adven ru rmg ...
companions.
Beyond tha t,any
good-aligned
ch aracter can be
helpful in co mbating
u ndead (part icu latl y
in tell igenr o nes),

Advancemen t
As yo u co nt in ue to
progress , fears sue h as
Psion ic \Veapoll (El'J150),Greater Psioni c
Weap on (EPH 47), and Dee p Impact (EPEI
45) enhan ce your abilit y 10 deal massive
damage in a single blow, You shoul d also
conside r th e feats rhar wor k specific al ly
with the m in d blad e. such as M ind



Speed 30 ft. (6 sq ua res )
Melee +2 undead bane mind blade +14/+9 (ld8 +3/ 19- 20)
Rang ed +2 undead bane mind blade +14/ +9 (l d8 +3/ 19-20)
Base Atk +6 ; Grp +7
Atk Option s Swift Mind St rike, free draw, th row m ind blade ,

shape mind blad e , psychic s t rike +3d8
Special Act ion s dea th ward , m ind blade , pos it ive energy

healing l Jd . y (Sd8 +S hp auto matica lly hea led when
hp drop to 0 or lowe r). posit ive energy ray 4/ day (8d6
damage to undead)

Combat Gear boots ofstomping (EPH 172)
Power Points/Day 2

AC 24, touch 16, flat-foo ted 19
hp 63 (9 H D)
Immun e sleep
Fort +6, Ref +10 , Will +9 (+11 aga ins t e nchantments)

Mind Blade (Su) As the so ulknife class fea tu re, [ PH 27.
Throw Mind Blade (Ex) As th e so ulknife class feature, EPH 28.
Free Draw (Su) As the so ulknife class feat ure, EPH 28.
Psychic Strike (SuI As the s oulknife class feature, [PH 28 .

Hook "It's impor tant to thi nk positive."

D IN 'ELEN TrRIANDA RA CR 9
Male elf soulk nife 5fillumine so ul 4
CG Me dium humanoid
Init +5 ; Se nse s low-ligh t vision; Lis ten +3, Spot +3
language s Com mon, Draco nic, Elven

the focus of the charac te r (0 a similar realm , life-affir m ing
deit y, or powerfu l item that encompasses ligh t or l ife. For
insrance, in an E BEIU l,O >O campaig n, an illumine soul could
be inspired by the plane of Irian , the Eterna l Day.

Abilities 5tr 12, Dex 20, Con 12, Int 10. Wis 13, Cha 10
SQ ab le to no tice se cret or concealed doors . improved m ind

blade
Feat s Mind Clea ve, Mind Empowerme nt ", Swift Mind

Strike" , Weapon Finesse. Wea pon Focus (mind blade )",
Wild Talent "
* New feats desc ribed in Chapte r 3

Skills Autohy pnosis +13, Conce nt rat ion +13, Knowled ge
(psionics) +8 , Knowledge (religion) +4, Tumble +17

Posse ssions combat gear plus m ith ral breastpl ate, + 1 heavy
wooden sllield, glovesof Dexterity +2, ring ofprotection +1

Sample Encounte r
Din'elen Tirtandara m igh t en gage a PC cleric or palad in in a
religious de bate, pu blic or otherwise. H e is also likely to be
a good source of undeadlore, as well as a t ru sted ally. sho uld
the need arise.

EL 1 2: In one of their explorations below th e ear th , th e
pes stu mble onto a sub terra nean ceme tery wh ere bones arc
heape d high . Undead of various kinds also haunt the bone
yard, and are soon e nco u ntere d by the charac ters. W he th et
the PCs· strength is bolstered by [he sudde n appearance of
Dtn'el en , or th e pe s see Din'e lcn figh ting a group of und ead,
th is encounter serves .15a good way to bring an illumine soul
in to the action .

organiza tion. Th er assert that deities are merely powerful
beings who have better conduits 1Othe Positive Energy Plane
rhan an illumine soul doe s-which doesn 't win the m roo
many votes for ent ry into rel igious es tablis hme nt s. However,
severa l organ izario ns exist whose char ter is concern ed on ly
with cleansing undead from th e wo rld . Illum ine sou ls are
welcome in suc h places. The}' are parncu larlv welcome in
the organ ization known as [he Hall or the Illum ine, vvhich
vaguely re sembles a sec ular k n ighthood . Me mbers H e
recruited from amo ng like-minded sou lknives and tra ined
in th e h all .

The [ra in ing perform ed by the hall is govern ed by a head
ma ster an d severa l knigh ts. O nce hi s traini ng is co mplete,
an ill umine sou l is free to leave (and in fact, is encouraged
to do so) an d beg in dest roying und eacl.

ILLUMINE SOUL LORE
Cha racters with ranks in Kn owledge (relig io n) or Knowl
edge (pston ics) can research il lum ine sou ls to learn more
about th em . \Vh t' n a character mak es :1 sk ill chec k, read
or paraphrase th e followi ng, in cluding Information from
lowe r De s.

DC 10 : Illum ine sou ls- I rhin k rhcv have blades made o f
pure mental ene rgy. Th ey hate undeacl. too.

D C 15 : rIl um in e SOLIIs have n blade com posed both of
their ow n mental energ y and energy drawn from the Positive
Energy Plan e.

DC 20 : Illumine souls have forged perso nal links to the
Positive Energy Plane . Besides enha ncing the ir mind blades
with the energy, t hey ca n fi re rays, heal themsel ves. and
protect th emselves from the powers orundead foes ,

Adaptation
As wi th the anarch ic in itiate (page 17)t i f a player wants to

play an illumin e SOLd in a cam paig n ,vhose CD::i11101ogy doesn't
include rhe Posit ive Energy Plan e, it is easy enough [0 change

IL LU MINE SOULS IN YOU R GA ME
It shou ld n' t be di fficu lt to find a place for i llumi ne sou ls
in a campaign world, giv en the ir pench ant for de stroyi ng
undead . Players who wan t to playa soulkn ife \»irh a pseud o
religious bent m ight find the ill um ine soul prestige class to

the ir liking.

NPC Reactions
Both those affiliated wi th good-alig ned religious organ iza
rion s and dedicated scholars of psionics are familiar with
rhe exi stence of illum in e souls. Good-alig ned NPCs who
know of the pres tige class and its fighr agains t undead have
a start ing artrude of friendly toward such a charac ter and
his allies, especially if he or h is fri ends are current ly being
afflic ted by the undead. At the same time, necromancers
and evil-aligned religious organ izations who specialize in
death (or undeath d irectly) are hostile tow ard an y illumine
soul t hey encoun ter, and can be expec ted 10 arrack at rhe
firsr opportuni ty.



...."...........,...,.....,.."..,..,-.....,.---;----:.>ol.SO~ULBOW
"The holtsfdl lil;:ca 5holVcr of stars, ~()' I " j ll g IhrCl llglJ lIlt' allcrgl1 r
midas It'jtll Ictlztt ll1((Ij!"t1cy. TIJ L~ W'l1,·ofRcclaHhl fion /uul ht"gulI,
'lII tf H'C rtOa the WI1)' ill (I mill oJglory:'

-c-Nathara 'Ien g; a soulbow

In th e tr adition of the sou lkni fe, a soulbow realizes the
di rect capacity ofher own m ind to gi ve shape to \\leapons of
ps ionic perfection . Through desire alon e. a sou lbow crea tes
:I sem isolid blade composed of psych ic en ergy. jus t as any
so ulkniIe ca n . Un like a so ulkntfe , howeve r, a soulbow can
also produce dazzling shafts of deadly grace that she can
project with all the fo rce of a co mpos ite longbow- using
nothing but her mind.

The soulbow relishes her abilir y [0 arrack foes ar ad istance .
ACCll r:l CY. speed,d ista nce. and lethality are all skills a soulbow
pursues and pe rfect s- and in so doing,discovers sereni ty in
lethal mastery,

BECOMING A SOULBOW
An}' characte r with a desire to become a ma st e r of menta l
arche ry might be drawn ro train as a soulbow. In pra ct ice,
however, be coming a so u lbow requires a c ha rac ter IO rak e at
least two levels of the soulk nifc class to gain the throw mind
blade prerequ isite.

ENTR Y REQUIREME NTS

Skills : Autohypn osis 8 ra nks.
Feat s : Point Blank Shot.
Sp ecia l: Th row m ind blade class feat ure.

TABLE 2-6: THE SO ULBOW HIT DI E: 010
Base

Attack Fort Ref Will
l evel Bonus Save Save Save Specia l
1st +0 +0 +2 +2 M ind arrow,

bo nus feat
2nd +1 +0 +3 +3 M ind ar row en hance -

men t (+1 bonu s
equ ivalent ability)

3rd +2 +1 +3 +3 +1 mi nd arrow,
bonus fea t

4t h +3 +1 · 4 +4 Close com bat shot
5th +3 +1 +4 +4 Bo nus feat
6th +4 +2 +5 +5 M ind arrow enhance-

ment (+2 bonu s
equivalen t a bility)

7th +5 +2 +5 +5 +2 m ind ar row,
bonus fea t

8th +6 +2 +6 +6 Phase arrow
9th +6 +3 +6 +6 Bon us feat

10th +7 +3 +7 ~7 Mind a rrow enhance-
ment (+3 bon us
equivalen t ab ility)

Clas s Skills (4 + lnt modifie r per leve l): Auto hypn os is ,
Climb, Concen tra tion, Craft , Hide . Jum p. Knowledge
(ps io nics) . Listen . Move Silentl y. Profess ion, Spo t , Tumble .

CLASS FEATURES
All the following are class features of the so ulbow. Th e
abi lities described here tur n a soulkmfe inro someon e who is
proficient at ranged combat using a manifestation of the mind
blade more aki n to an 3 1TO\V. In add itio n to th at, th e class

genero usly hands out bonu s feats ide al for mak ing ranged
att acks, an d grams a few class-speci fic abil it ies.

Mi n d Arrow (Su ): As a free ac tion, you con create a
semisolid arrow composed ofpsychic energy d ist illed from
your mind. Ifyour base attack bonus is high enough to gram
you multiple at tacks, )'011 can crea te mu ltipl e mind arr ows as
part ofan att ack. You mu st have one hand free to create and
project a mind arrow.

The bolt is identical in all ways (except vis ually) to an
arrow shot from a composi te longbow. For instance, a
Medium sou lbcw materializes an arrow that speeds toward
[he specified target, and if it h its, deals ids poi nts of dama ge
(ern x3) plus ext ra da mage equ al to the soulbow's \Visdom
mo difer. Soulbows wh o are smaller or larger than Medium
crea te mind arrows identica l to arrows sho t fro m compos ite
longbows appropriate for their size, wi th a corres ponding
cha nge to th e arrow's damage (see Table 7-4 and Table 7-5
in the PIL1)'l'r's HtHhlbLlor~) . You gain the usual benefit to your
at tack roll from a h igh Dexter ity bonus.

Whethe r a mind arrow h its or mi sses. it d issipates 1 round
after being sho t. A mi nd arrow is considered a magic ',.veapon
for the purpose ofovercoming dam age red uction.

A mind ar row can be cha rged with a psych ic st r ike as if it
were a mind blade. If a soulbow has enough soulknife levels
10 h ave the k nife to rhe SOli 1ability, that ab ility also app lies
to her mind arro ws.

'{au can use feats such as Point Blank Sho t or Precise Shot
in conjunction wi th a mind arro w (see bon us feats pro vided
by the class for fu rt her gui dance). You can also choose mi nd
a lT OW for feats req u iri ng a spec ific wea pon choice , suc h
as w eapon Spe ciali zati on . Powers or spells that upgrade
weapons can b e used on a mind blade. A ny feats previously
requi r ing specific weapon choice (such as\X'eapon Specializa
tion) for your mi nd blade a lso apply to your m ind arrow,
if ap p l icab le .

You r mind arrows improve as you gain hi gher level s. At
3rd level. a mind ar row gains a + 1 en h ancem ent bonus on
att ack roll s: an d damage ro lls, an d at 7th level the bonu s
improves to +2. Th ese enha ncement bonuses stac k with
previou s en hancement bonuses ga ined earl ier for your
soulknife cl ass levels. Likewise , these en hancemen t
bon uses also improve you r sou lknife base att ac k bon us.
If your re turn to your soul knife class pr ogres sion, these
mind arrow en ha ncement bonuses on attack and damage
are cumulative bonuses on top ofany ne w enhancement
bonuses ga ined. and they benefit bot h yo ur m ind blad e
and mi nd arrows.

Even in places where psionic effec ts do not no nna lly func
tion (such as within a Illlll psionics fielln,you ca n att empt to
arrack foes with mind arrows by making a DC 20 W il l save.
On a successful save, you ca n free ly produce m ind arrows
for a nu mber of rounds equa l to your class level befo re you
need to check again. On an unsuccessfu l att empt. you mu st
wait 1 rou nd before tryin g again wh ile you remain wit h in
[he psion ics-negati ng effec t.

Bo n us Feat : At 1st level, you ca n choose a bonus fea t
from the felloe...ing list: Far Sho t. Precis e Shot, Psionic Shot.
Greater Psionic Sho t. Fell Shot, Rapid Shot, Manyshot ,Gre ater
Manyshot , ShO[ on the Run , Imp roved Precise Shot. and
Mounted Arc hery. You must meet the prerequisites for the
fear as normal. Feat s that gra m add it ional att ack s, suc h as
Rapid Sho t, allow you to crea te additional sem iso lid arrows
ofpsychic energy as needed to make addi t ional attacks.



*These abilit ies a re descr ibed in Expanded Psionic5
Handbook beginn ing o n page 165. All o th er ra nged we apo n
s pecial abilities are described in the DW1geon MaHer's Guide.

PLAYING A SOULBOW
As a so ulbow, you have learned to turn your mind blade in to
a dead ly arrow of psych ic energy, str ik ing SWiftly and with
legend ary acc uracy. However , yo u don't req ui re the base

Advancement
T:lkcn in by th e pm'll' r or your own psyche , you traine d ns a
soulkmfe an d quic k ly learned the art of produci ng a m ind
blade . Not sansfi ed w ith thar accomplish me nt , you learn ed
h ow to p rojec t m in d arrows . \X'hile some sou lbow s learn
the key to p rod ucing mind arrows th ro ugh u n flag ging
study on th eir ow n, mosr learn afte r getti ng training from a
group ca lled the Reclaim er s. The Recjaim ers are a secret ive
organ ization th at see ks out [hose with the ability [Q m an ifest
a m ind blade an d offers them tr aini ng. In re tu rn , the grou p
lays some claim [Q th e newly train ed sou lbow's affiliati ons.
The Reclaime rs take a d im view of self-t rained sou lbows wh o
have no ties ro th eir organ ization.

Presu m ing you are no r go ing it alon e in you r adva nce
rnenr, yo u r t ie to the Reclaime rs esse nu al ly means tha t you
are on call. The Reclai rners are a mercenary com pany whose
mem bers offers thei r serv ices to organ izations ofco mmoners,
d ruid ic co unc ils, psio n ic conclaves. and o ther organ izatio ns
rhar rhey might be incl ined to support (they have never taken
a commission from any k ing, tem ple, chu rch, or me rchan t
guild-s- their philosophy is mor e in lin e with en ligh ten ment
tha n w ith th e enfo rceme nt of ju r isd iction). O n rare occasions,
you might be called upo n to playa part in a short-term mi ssion .
Mor e rarely, you migh t be asked to take parr in a longer-term
mission that could involve travel to dist ant areas. You can pass
on the longer-ter m mi ssion s, bUI if you pass on m or e than
one sho rt-te rm m ission in a row, vour training bv Reclai ru er
mento rs is suspended . (T h is does n't necessa~il y mea n that
you ca n no longer advance as a so u lbow-c-tt me rely mean s
that you are on you r own in developi ng your abt lit ies.)

As you advance in your t ra i ni ng, one ofthe fir st feats you
take shou ld be Preci se s ho t, wh ich offset s yo ur penal ty fo r

m arer ials of eit her bow o r wooden arrow- you r m ind is
the bow, an d it provides the psych ic am mun ition in endless
qua n tit y. \Xfith the power olyou r m ind , you can pierce yo u r
enemies at w ill.

O the r so u lknives loo k lipa n your speci aliz a tion w ith
so me envy, and mig ht even ask yo u to [ rain them in yo u r
met hods. Th e abi li ty to produce bo th a m ind bla de and a
m in d arrow is you rs ; how ever, you have de cided rofore go
fu rt her developmen t of yo u r mi nd blade to concen tr ate
your m ental resou rces on psychic arche r y. Th is is the sa me
promise you ex tr ac t Cram ot he r soulk ruves before helping
th em fin d the mental key necessary 10 prod uce m ind ar row s
of thei r own.

Combat
It isn 't su rp ris ing th at as a ranged attock specialist , you
shou ld co ns ide r posi t ioni ng yo urse lf away from the d irec t
threat of melee, at least un ti l you ha ve g aine d yo u r close
comba t shot abi li ty. Still, yo u have the ab il ity to dam age
you r enem ies fro m a distance, so you sho u ld take adva n tage
ofi r as muc h as possibl e [0 preserve you r he alt h . Slay clear
of melee co m bat and pepper you r foe s w ith m ind arrows
from a safe d istance.

Because you have the abil ity [0 S\'lnp out th e range d special
abil ity of ),ou r m ind :l ITo\V, int ell igence reg ard ing possible
foes is very valuable to you. 1f you canlea rn t hat yo u'll likely
be up aga ins t gia nts in th e nex t l itt le wh ile , for ex ample ,
spend 8 ho urs (if yo u ca n) ch ang ing the s pe cia l cbilines
of th e mind ar rows yo u c rea te to res o nate w ith th e giant
bane quality.

Bon us
Valu e

+2
+2
+2
+2
+2
+2
+2
+2
+3
+3

Ranged Weapon
Speci a l Ability
Axiomatic
Co llisio n*
Flam ing burs t
Psycho kine tic bu rste
Psiban e*
Sho ck ing burs t
Suppressio n>':
Wounding
Dislocatorv
Speed

Bon us
Value

+1
+1
+1
+1
+1
+1
+1
+1
+1
+1
+2

Ran ged Weapon
Special Ability
Bane
Dista nce
Flaming
Frost
Lucky·
Mercifu l
Psychokinetic*
Retu rn ing
Seeki ng
Shoc k
Ana rchic

The list of potential bonus feats can be expanded by th e DM
[0 include any feats from ot her sup plements that improved
range d attacks. For inSf311Ce, if you r game makes use of COIll

JllctrWarri"r, th is li st migh t also include 1mp roved Mou nted
Arc he r, Improved Rapid Sho t, Ran ged Disar m , Ranged Pin
(in wh ich cas e the mind ar row pe rs is ts unri l the pinned
charac ter b reaks th e pin), Ranged Sunder, Sharp Shoo ting,
and Ze n Ar che ry.

C hoose an other bon us feat fro m the list at 3rd, 5th, 7th,
and 9t h leve l.

M ind Arrow En hance men t (Su) : At 2nd level , y Oll can
e nhance you r m ind arrows w ith ran ged spe cia l abi lit ies.
Choose an yone of th e weapon special abili tie s on rhe tab le
below th at has an enhancement bonu s val ue of +1. From now
on, mind ar rows you pro duce as par t ofan at tack possess that
special abil ity.

At every four levels beyond 2nd (6[h and LOt h), the value of
[he enhanceme n t you can add to you r m ind arrow improves
[0 +2 an d +3, resp ectively. You can choose an)' com binatio n
of weapo n spe cial abilities that does no t exceed the tota l
allowed by you r sou lbow level.

The special ability p rovided by th is class featu re doe s not
stack with the soulkrufe's mind blade en ha nce me nt ahi liry,

You ca n rea ssign rhe abili ty or abili ties yo u have chosen
for your m ind arrows. To do so, you must spend 8 hou rs in
concentra tion . Afte r rhar period , all subseque n t m ind arrows
you produce 3 5 parr of an attack action possess rhe new abtliry
or abil it ies selec ted by you .

Close Co m ba t Shot: Ar -nh level, you can attack wi th your
m ind arrow while in a th reaten ed squa re and no t provok e
at tac ks of oppor rumty

Phase Ar ro w (Ps): At 8th level, yOll can rake a fu ll attack
action (in lieu of your regu lar at tack s) to ex pen d youI'psion ic
(Deus a nd lau nch a mind ar row :H n ta rget known to you
wi rh in range.The mi nd aITO\Vtravels ro (he targe t in a stra igh t
path , passing th rou gh any no nm ag ical or no npsion ic ba rrier
or wall on its way. (A WIlli o.ffo rcc~ Wil li of/ire, Il 'll/l llf cclnpl'TS III J

or the like stops a mi nd arrow.l This abili ty negates co ver,
concealment, and even arm or mod ifiers, but o the rw ise th e
attac k is ro lled no rm ally.



- Willem M Oil , shopkeeper

Organization
Sou lbows are free to join any organization, but the organiza
tion [hat is most close ly associa ted with the pres tige class is

[he Orde r of Reclam at ion, more com mo nly
referred to as rh e Reclaim ers. .

The Recl ai mer s are devoted to
ending tyranny in all its forms. The
orga niza rion accepts commissions
fro m supplica nts it finds worthy,
but also launches its own in rerve n-

rions on occasion.
Joining the O rd er :

The Reclaimers accept
so ul kn ives wh o meet
the minimum require
ments of th e soulbow
prestigeclass(because
these sou lk nives can
be tra in ed as so u l

bows), sou lbows. and
archers w ho use physi

cal bows and arrow s but
can demonst rat e su

perna rural, psionic,or
magical prowess with
thei r bows ,

Benefits: The ma in
be ne fit :'l PC can expect

from beinga member of rhe
Reclaimers is the knowledge

that he or she w ill cont in ue to
be trai ned in tbe soulbow class. At

least as importan t to som e characters
is th e fee ling thnr [hey are fighting the

good fight ; such characte rs revel in the idea [hat
th ey are agents work ing agains t oppress ion.

Headqua r ters: Because of th e underground
nat ure of the Reclairners, the location of the
order's headquart ers, th e idem iry of its top
members. and the structure th e defi nes the
group are well-kept secrets. In fact , the group has
a central location out of which it ope rates-a

fortress located in an uncivilized waste.Three
ancie nt psionic portals allow the Rec latmers
(in their Fortress of Reclamation) to rapi dly
move to and from th ree important ci ties

around the world. From those citie s, they can
mount mission s or activate sou lbow Recl aim ers who are
otherwise engaged.

Missions: It ine rant Rec la trncrs (as the m ajorit y of
soulbows tend to be w ho ure part of th e gro up in the first
pl ace -c-I ncludi ng playe-r characters) usually d iscover t heir
next mission in the form of a message engraved on a wooden
arrow delivered in acloth-wrapped parcel from some unknown
source. Except in ex traordi nary cases, on ly a single itinera nt
soulbow is activated for each parti cu lar mission, according
to the cha racter's abil ity and proxim ity to a given problem.
It is up to the activated soulbow to garher wh ar resources she
believes are necessary to gcr the job don e. This might mea n
find ing hi relings, o r aski ng for the help of orher pes.

Sample mi ssions might incl ude freei ng a w rongfully
accused prisone r from 11 ki ng's du ngeon, breaking t he iron
grip of a group of half-ore racketeers down on the docks. o r
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Resources
As a soulbow, you can expe ct
resources according to your
persu asive abi li ty, like any
other character. if you repre·
sent yourselfas a Reclaimcr,
however, you can expect aid
from common ers and dow n
trodden in the [arm at" a place
ro sleep, simp le fare shared wit h
a family, and-from par t icu larly
brave soul s- a place ro hide from
aut hori t ies (shou ld you requ ire
it). Recl aimers wear an amul et or
shoulder patch featuring asilvery
astral arrow.

Authorit y Fig ur es of var ious
cities , city-states, and countries
are beginning 10 take a dim view
of th e Recla ime rs and t he sou I
bows and reg ular archers
wh o make lip till"
group 's member-
sh ip. Ifyou are
ide nt ifi ed as a
Reclaimer by an
officia l of a parti cu-
lar ci ty, even basic services
mi ght be denied to you . Rc
claim er s wh o wear th eir sy mbo l
ope n ly also have taken ro wear
ing a black ba nda nna or mask at
the same time, so th at onc e they
fi ni sh a par ticu lar mission . the)'
ca n remove mask an d sy mbo l to

ret urn to ano ny m ity.

A lone soulbow is Iike any orher adventure r- someone with
above-average abilities seeking ro make her ow n way in the
world , seeking for tune , fulfillment ofquests, and the serenity
th at accom panies an adventure co nc lude d.

Few soulbows go rhrough an en tire care er , however,
wi thou t being approached by a rccru her (rom the secre tive
organization known as the Reclnimers.

firi ng mind 3rrO\\'5 in to mel ee. Rap id Sho t shou ld also be
h igh on yo ur list-the more sho ts you rnnke in 3 rou nd,
the grea ter th e cha nce you'll sco re a st rike. As far 35sk ills
go, continue to buy ran ks in Move Si leruly, since th is skill
is im portant fo r getti ng into a goo d posi t ion fro m which
to launch you r m ind ar row ,..a lleys. Co ncen tration is also
an important skill for you-havi ng 3

hi gh Concenrra tion modifier mean s
you'll be bet ter able to regain your
ps ion ic focu s.

SOU LBOWS IN TH E WORLD
~ \\;'h ('" l 'OlI 5((' " It' silveryarrow 0 11 " "' IHI~"t l I/ IIIl1'S sJw lllticn: in
the slre; t, )'ollil bcsl 111 t the ,fir!. Tllt'n"s a lllHl I ' tl !lt' 11 fighl, 11l1 d

Stll1l11'r or ' Il la lite ri f)" HI,llcll IViII ,m·wt', 111'11-111'111 0/1 I tl'~U1g the
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infi ltra tin g a tem ple th at is suspected of hidi ng an unsavory,
evil secret.

An itin eranr Recl aim er is ac tivated at most rwo or th ree
rimes during her career, un less she requests more missions.

NPC Reactio ns
The gene ral populace looks upon both lone sou lbows and
th ose wh o are open ly tied to Reclaimers with respect and
per haps som e affe ction , especial ly if people h ave been
personally aided or know the sto ry or so meo ne a ide d by a
soulbow Rec lai me r. N PCs who know of the prest ige c lass
have a sta rri ng att itude of friend Iy toward suc h a character.
On the other ha nd, S0 111 e city watch es know 10 bring in any
person they see wearing the silver arrovv and black mask
for quest ioning at least, end perhaps worse. In cities with a
repu tation for tyra nny or harsh ru le, PCs can expec t a start
ing att it ude of un friend ly from members of the city guard
or other governm ent officials.

SOULBOW LORE
c haracte rs with ranks in Know ledge (loca l) o r Knowledge
(psion ics) can research soulbows to learn more abOUI them .
\X' hen a chcracrer makes a skill check , read or para ph rase the
following, includ ing th e in formalion fromlovver De s.

DC 10: Soulbo ws i r thin k they've got mi nd powers of
some so rt .

DC 15: Soulbows C:H1 project arrows strnigh t fro m their
minds-they don 't need bows for their archery.

DC 20: Ma ny soulbows belon g to th e Reclaimcrs-c- thats
a g roup th at supposedly exi sts to right wrongs and help rhe
litt le guy. But if that's so, why do rhey wear black masks?

D C 30: characters who achieve th is leve l of succ ess can
lear n import ant dera ils about spectfic soulbows in you r
cam paign, includ ing notable members, th e area s whe re they
operate, and the kinds of act ivities they undertake.

pe s who are interes ted in fi nd ing or sent ng up a me et in g
with a soulbow should first check with any local psionic gu ild
or col lege. Next, invest igate arc he ry ranges or o ther sim ilar
places-soulbows like to hone their accu racy as much as th e
next arc her. Fina lly, PCs shollld try ro use Gather In formarion
fa learn who has seen the sy mbol of the silver arrow, when,
and in what location-finding active Reclai mers w ill likely
lead the pe s to a soulbow.

SOU LBOWS IN THE GAME
Soulbows give mind blade throwers an offen sive abi lity on
par wi th expert archers, but wi thout rhe need co rely on
anything ot her th an the ir ow n minds. As w ith other psion ic
prestige cla sses, soulbows arc grea t addi nons to any game
th at uses psionic rules.

Sou lknives mi ght take on ly <I fe w levels in t hi s class to
up gra de their abili ty to affec t foes at a d ist ance, th ough
t hey might find th at th at cont in uing t he progress ion is a
wort hw hile endeavo r- the ability to de feat foes at range is
always a tactical advanta ge.

Adaptation
In t he E BERRO :-.l campaign setti ng , kala slu nr ch arac te rs
should take to th e sou lbow prest ige class as willing ly as they
take levels in the u nderlying soulk nife class. The concept
of the Reclaime rs is one rhar can fir into most campaig ns,
th ough it is also easily jettiso ned if the co nc ept of a secret
freedom-fighter group doesu'r fit wel l w ith your concep t

of the soulbow or the kin d of orga nizat ion you'd like to

add to your game.

Sample Encounter
Player cha rac ters might become entangled w ith a soulbow
in a city by simply being entere d in t he same archery corn
pe tition . O n th e o ther ha nd , they co uld find themselves
on the wrong en d of a Recla imers mission if the pes rook
a comm ission from a noble , ;1 merch a nt h ouse! or some
powerful g ro up th at cou ld be in ter pret ed as oppress in g
the downtrodde n.

EL 8: O n some hu e-aftern oon or nigh ttime journ ey
through rhe cit y, the PCs come lipan a soulbow with a black
bandann a face mask and a silver arro w sho ulder parch lyi ng
stunned and blood ied in ,111 alley, If they offe r aid, th e sou l
bowfNathara Ten g) recovers in lime to warn the characters,
II 'Ware the Hayer!" Seco nds later, a mind [laver moves from
irsh iding Spot be hi nd, ragged bann er tcpot DC 30 ro derect)
to lise its milia bIllS! power on th e soulbow again , along with
any pe s caught in rhe S3 111(' cone; th e mind Hayer arrernprs
to catch as many pe s as it can in [he area of its blast.

Nath ara Teng is on a m ission for the Reclaimers to gather
intelligence on a part icu lar hou se. Repor ts have come in of
some group kidnapping beggars who are then never seen
again . Compla in ts to the c ity watch have gone uni nvestigated ,
and Teng ga l tapped to look in to the situarion .

It rurn s our thar a cabal of th ree mind flayers lives in the
decrep it bu ilding and has been reeding on the city's detritus
for years. If Narhara Teng ca n discover th e tr uth, she might
be able ro pllt nstop to it ,.... irh the pe s aid.

N ATH ARA TENG CR 6
Fem ale human soulknife 5/ soulbow 1
CG Medium hu m anoid (ps ionic)
Init +3; Senses Listen +10, Spo t +10
Languages Com m o n

AC 21, touc h 13, f lat-foo ted 18
hp 43 (6 H D)
Fort +2 , Ref +9, Will +7

Spe ed 30 ft. (6 sq ua res)
Me lee +1 mind blnde (a s + l /ongsword) +7 (l d8 +3)
Ranged + 1 mind arrow +6/+ 6 (ld8 +2/ x 3) with Rap id Shot o r
Ranged +1 mind arraw +8 (l d8 +2/ x3 )
Base Atk +3; Grp +5
Atk Options Greater Psionic Sho t, Po int Blank Shot, Precise

Sho t, Ps io nic Shot , free dr aw, throw m ind blade, shape
min d blade, psychic s t rike +l d8

Speci a l Act ions m ind arrow, mind blade
Com bat Ge ar 2 potiol1s of cure light wounds
Power Points / Day 2

Abilit ies Str 14, Dex 16, Co n 12, Inl l 0 , Wis 13, Cha 8
Feat s Greater Ps ionic Sho t, Po int Bla nk Shot , Psionic Sho t.

Precise Shot , Rapid Shot, Weapo n Focu s (mind blade )",
Wild Tale nt"

Skills Autoh ypno si s +10, Conce nt rat io n +10, Hide +10,
Knowle dge (ps ionics) +7, Move Silently +10. Spo t +10

Posses sion s combat gea r plus +2 chain shirt , he avy wooden
shiel d, b lac k ban da nn a, s ign of the as tra l arrow patch

Mind Blade 15u) As the so ulknlfe class feature , EPH 27.
Throw Mind Blade (Ex) As the soulknife clas s feature, EPH28.
Free Draw (Su) As the sculknffe class fea ture, EPH 28,
Psych ic Strik e (Su) As the sou lknife class featur e , EPH 28.

Hoo k "I'm o n the side of right , even if th e law says I'm wrong. "



Class Skills (2 + lnt mo d ifer per level): Concen t rat ion , Craft , Diplo macy, Heal, Int im idate, Know ledge (re ligio n). Ps icraft ,
Sense Mot ive.

d rawn to the universal tru th embod ied bv th e natu ral world
and its energies. For th em, becomi ng a s tor m disciple is a
natu ral ex tension of their pow ers . Most divine minds who
become storm discip les, Oil th e o th er hand , are con fident in
rheir abi lity to serve thei r de ity however they deem most fit,
taking on th e fury of the stor m and their training in its use
all on th eir own.

ENTR Y REQU I REM ENTS

Base Att ack Bon us : +5.
Skills : Knowledge (re ligion) 8 ran ks.
Alignment: Any chaotic.
Sp eci al: Energ y mantle o r Natu ra l Wor ld man t le.

CLASS FEATURES
Srorm disciples rake the power and fury of the storm an d
direc t it in combat agains t their enemies. They can u se th is
pOV,ier to take an active role in com bat, using their resista nce
and damage-dealing abilitie s ro cur a swath th rough the field
of bau le. All the following are cl ass featu res of the storm
discip le prestige class.

.M a n i fe s t i n g: At znd, 3rd, and 4th level s, you gain
addt n ona l power points per day, an increase in manifes ter
level, an d access to new po wers as if you h ad also ga ine d a
level in a man ifes ting cla ss to which yo u belonged before
adding th e pre stige cl ass level. You do n ot, however, gai n
any other be n efi t a ch arac te r of that cla ss wou ld ha ve
gained . If you had more th an one ma n ifesting class before
becomi ng a sto r m dis ci ple , you mu st decid e to which
class to whi ch class ro add each le vel for th e pu rpose of
de termi ning power point s per day, m nn ifesrer level , and
po wers known.

Shock ing Aura (Ex): At Ist level, you gain a special au ra
that is always active. Youand all ies within you r <I ura deal an
ex tra 1 point ofelec tric ity damage on weapo n dam age rolls.
Th e area affected by th is aura inc reases as you gain leve ls as
shown on Table 2- 7.

Resista n ce to Electricity (Ex): As you gain levels in this
pre stige class,you become increasingly resistant to elecrn caI
energy,gain ing resistance to electric ity in the amount shown
on Table 2-7-

Stormwa lk er (Ex) : At 3rd level . you and your mount (if
any) ca n wal k o r ride th ro ug h n atura l o r m agica l storms
at your reg ular speed, completely un affect ed by h ig h
wind s (incl ud ing magicall y or psionical ly created h igh
winds), poundi ng precip itation or waves, objec ts dr iven
by the wind (wh ich always seem ro mi ss you) , great cla ps
of thunder, narural bolrs of lighming, or any orher n at ural
storm phenomena.

Th underbl ade (Su): At 5th level, your weapon gains the
thundering spec ial abili ty (DMG 225).

-c-Danre, storm disciple

A sto r m disciple is a characrer c...·ho decides rhnr the best, most
glor ious way to serve his idea ls is th rough the natur al power,
fury,and splendor of the sron n. \\'7hile he retains knowledge
ofmantles. he might have come to feel that those mantles are
oflesser value than his con nection to [he storm.

A d isciple delights in si ng ing rhe song of th e raging
storm , of bl ackene d skies wh ere the th under is born. He
seeks to m aster the fl ow of elect ri cal en erg y th at in fuse s
hi s ch osen weapon wit h power, becom in g a co n du it for th at
asron ishing ene rgy.

Speed 30 ft . (6 sq ua res )
Me lee 4 tentacl es e ach +8 {ld4+1)
Base Atk +6 ; Grp +7
Atk Optio ns extract, impro ved grab (MM 187)
Specia l Actions m ind blast
Power Points /Day 90; Powers Known (M L 9th) :

5th- mind probe (DC 19) , psionic plane shift
4t h- intellect fortress. psionic dime nsion door, psionic

dominate (DC 18)
3rd- body adj ustment, dispel psicn ics, m enta f barrier
2nd- body equilibrium , ego whip (DC 16) , id insinuation

(DC 16). psioniclevitate, psionic suggestion (DC 16).
read thoughts (DC 16)

l st- deJensi(!c precognit ion, dete ct psionics. m ind thrust
(DC 15) , psionic charm (DC 15) , vigor

Abilitie s St r 12, De' 14, Can 12, Int 19, Wis 17, Cha 17
Fe ats Co mbat Ma nifest ation , Im proved Initiative . Weapo n

Fine sse
Skills Bluff e -Tl . Co nce nt rat io n +11, Disg uise +3 (+5 ac ting) .

Hide +10, Knowledge (ps ion ics) +12, Li s te n +11, Move
Silen tly +10, Se nse Mot ive +7. Sp ot +11, Use Psio n ic
Device +7

AC 15, to uc h 12, flat-foo ted 13
hp 44 (8 HD)
PR 25
Fo rt +3, Ref +4, Will +9

"A,fy billdc is llit' IllHt' t'lIlbodirllt'llt ofthestonn. 1 11 /l1hili a 1'('$~ cI

fo r itsgloriousdiscl1l1 rgc."

M IND h AYER CR 8
LE Medium aberratio n (psionic)
In it +6; Senses Listen +11, Spot 4-11
Languages Underco mmo n; te lep at hy 100 ft .

BECOMING A STORM DISCIPLE
Almost all storm disciples, whet her rn u lticlass or single
classed , begin as divine mi nds or arden rs. Ardents are often

TABLE 2-7: THE STORM DISCIPLE H IT D I E: Dl0
Base

Att ack Fo rt Ref Will
level Bon us Save Save Save Special Manife sting
1st +1 +2 +0 +2 Shocking a ura 5 ft .
2n d +2 +3 + 0 +3 Resis tance to e lectricit y 5 +1 leve l of exis t ing ma nifes t ing class
3rd +3 +3 +1 ~3 Shocking aura 10 ft., sto rmwalker +1 level o f existing ma nifes t ing class
4t h +4 +4 +1 +4 Re sis tance to e lec tr icity 15 +1 leve l of exist ing ma nifes t ing class
5t h +5 +4 +1 +4 Shocking au ra 15 ft., thun derblade



S torm diJciplt'l (Ipm' tbeir connection to tbeir deities
throllgh 11)(' r11&I I1& ourg.} C!f t')t' storm

Organization
Some storm disciples choose to

he pan ofa hierarch)' of ach urch
or priest hood rha: accepts them .
Given th e mart ial nature of
sto rm di sciples. these cha rac
ters always serve the church in
a military capaci ty. Some doc
trines do not accept the devotion
of a stor m disciple. so these dis
ciples are forc ed outs ide the
h ierarch y, wher e th ey contin
ue to se r ve t heir deity as rogue
ope ratives. Those who have no
church affiliation often eschew
organizations altogether, choos
inga small band of companions
to help them proceed in their

chosen quests.
The most not able organ ize

lion that includes storm disciples
is located in the legendary Storm
Cit adel. The Storm Cit adel is a

black iron and stone for tress bui ll atop a hig h peak thrust up
into th e bel ly of a perma ne nt flashi ng th understorm. Open

-Geni Dogwaddle, half-o re ranger
and barsrool philosopher

A stor m discipl e n eed not be directly lied [Q a religious or
ganization. One might be unaffiliated with an y such group,
and ins tead follow the power of the stor m. In rhe E BERROI\'

campa ign seu tng. storm d isciples could work
with th e myste riou s blue dragon encl ave

rumored 10 be th e source ofl ighrn ing
stor ms in the moun tain s of Adar, in

southern Sarlona.These storm di s-
ciples are followers of the Path of

Light, but choose a mo re active
role in th e de fense of their al
pine re fuge .

Th e Storm Citade l could be
added ncar .::I mountain range
where storms are frequent, such
as the Adar mountain s in Eber

ron, or cou ld be placed atop an
island near a major coastli ne or
waterv..'av, since lords of the storm
are ty pi ~n ll y revered in coasta l
reg ions. Astorm-shrouded peak
am id th e Ne lanther Isles in
the FO RCOTlI: N R EAL.\IS sett ing
would be a perfect place to set
a c itade l full of worsh ipers of
Talos and Umberlee who revere
the power of the stor m.

are welcome, no matter th eir particula r d ivine affili ation
(or lack the reof).

STORM DISCIPLES IN THE WORLD
"5(1)' u'huf yo u-a ut ubout yt'f 0 1\'11 priests11 lit! such. !tut I'm td l
ing rl1 thld D'lIItt' serws his g011 willI tit' O"iHhing tJnuliler (111 '
bJintllfl'!ig"tlllg!"

Resources
If you are in the service of a
dei ty, that is you r gr eatest re
source. As wi th most clerics
an d ardenrs, you can usu ally
count on your templ e or sanc
tuary. food and shelrer, as well
as t ime for study, train ing, and
medi tation. Beyond the temple
of their part icu lar deity, all disciples eventually hear of a place
called (he Stor m Citadel- a place where al l storm di sciples

Adva ncement
You always love it wh en it
storms. A; vou train to become
a storm disci ple, you fin d you r
self medi tati ng ou t amo ng the
elements. Observers migh t
thi nk you insane, stutng ou t
peacefully in fu rious thun
de rstorms [h at seem to rage
all the fie rce r for your pres
ence. To you, [hou gh , these
mome nts of co n nec tion are
su bli me .

PLAYING A STORM DISCIPLE
You are aconstant advocate fervour beliefs through the power
of stor m. traveling the land and dest royin g any op posi te
aligned cause th at cross es you r path with electr ical fu ry.
If you are parr of an organize d chu rch. you are likely ;H the
service of higher-level clergy, typ ically c lerics. You m ight
serve alongside paladins, whom you consider almos t equal
in divine favor.

Combat
You rely on acombinatio n of ma rt ial prowess combined with
a con nection to the power of srorms to defeat YOUT enem ies.
As you gai n levels. you un lock add itional psion ic abil ities,
tho ug h your manifesting abi lities will not be as
developed asifyou had nor followed thecal!
of rhe storm.The abilities your focused
study has gra nted you, however,
more than make up for th e lack of
psion ic advancemen t.

As wi th any mart ial psion
ic character, ps ion ic powers
wi th a mani festing time of t
swift action or 1 immed iate
actio n are grea t choices, be
cause they don't force you to
choose between an action and
a des ired effect. Good cho ices
inclu de hurit, calpll!, empty lJI illd,
j'vade hllr5t, hllsllc, and Jlsitlllit:
1i0 1l'i dwrgc.

\Xfh en fight ing with allies,
you'll serve as a fron t-lfne com
batant , all owing ot he r, less
mart ia l charac te rs some mea
sure ofsafety whtle they employ
their own combat skills, abil i
ties, spells, or powers.



parapets and balconies :H C subjec t to a co nst ant st ream of
lightning strikes, howling winds, drenching rains, icy hail ,
and deafening thunder. In sid e th e m an y-roomed fortress.
[he elements are muted , but th e shaking thunder, refl ected
flashe s of exterior lightni ng , and stro ng, cool bre ezes find
their way into every cha mber.

The Storm C itadel's reputation isn't sterl ing, however- it is
whispered among those who kn ow ofir th at those who reside
there ha ve co mplete ly severed th ei r lies with th eir former
deity (if they ever had o ne in the first place) and instead
worship only the howling madness of the th u nderstor m.

Despite what these stor ies de scrihe, howev er. rhose
who live in the Storm Citadel are no t required to give up
any prev ious affi l iation or belief All tluu is requ ired is
an ability to apprecia te (and su rvtvc f) the wild fu ry of a
th u nd ersto r m. The Sto r m Citadel is under the authorit y
of a st ocm d isciple ca lled White Ma ry, wh o is ha ppy to
let anyone co m e and stay who ca n s u rv ive the ascen t to
th e for tress.

Those who wish to become affiliat ed with th e Storm Cita
del gain some advantages of be in g a part ofan orga niza tion ,
including co ntac ts , ins ide information, a place 10 stay, and
the camarad eri e offellow srorrn addic ts. Storm di scipl es who
aspire to join also agree to take on task s assigned by Storm
Citadel elders from lime 10 lime.

NPC Reactio ns
Amo ng those N PCs who knowofstor m disciples, the start ing
attitude toward suc h charac ters is likely to be in d iffe rent.
There are sim ply too many vatted go als 10 clun-actcrtze the
g ro up as a who le as friend or foe ro N PCs they mig ht meet.
Thei r unhealt hy (to th e average N PC) f ascinarion wi th stor ms
is also someth ing that m ight prevent an NP C fro m \.....anung
to be too close to a storm dlsc iplc-c-afrc r nll. jusr be cau se the
lig h tning doesn 't strike the di sciple does n't mean the NP C
is s imilarly blesse d .

STORM DISCI PLE LO RE
Charact ers with ranks in Knowl ed ge (relig ion) or Knowl
edge (psion ics) can resea rc h storm di sciples to learn more
abou t them. When J cha rac ter makes a sk i ll check. read
o r paraphrase the follow ing , in clud ing in format ion from
lower Des.

DC 10: Storm d isciples ar e some kind of pa lad ins who
fight with blades of lig h ting.

DC 15: Actua lly, sto r m di sciples have focused co mp letely
o n their con nectio n to srorms.

DC 20 : Storm disciples some times di sappear for a year or
mo re. When they reappear, if rhevdo at all, they are circum
speer about their past whereabouts, saying only th at they had
received a su m mo ns from some group or place ca lled the
Storm Citadel.

STORM DISCIPLES IN YOU R GA ME
Because storm disciples are essenrially mania1cha racte rs, it
shou ld be easy enough to fit player charac ter d isciples int o
your game. Your player characters m ight also me et a storm
d isci ple as either an all y or en em y.

Adaptation
The storm d isci ple is a well -cont ained class, an d sho u ld wo rk
well in an y game th at allows psion ic rules. The orga n ization
associated wi th th e clas s, th e Sto r m Citadel, is des cribed as
legend ary and distant.The class's l ie [ 0 the organ ization co uld
be strengthened to give storm di sciples more of a footprint
in th e ,vorld .

Sa mple Encounte r
The nex t time you r PCs deal with a large relig iou s organ iza
tion, ei th er as an ally o f o r an e ne m y against. they might
en co unter Dame. a storm d isciple.

EL 12: Dante is a storm dis cipl e of St. Cuth be r t . He war ily
ques t ions th e PCs about th eir rece nt act ivit ies in connection
with a series of cri mes in [he area. He isn' t prone to immedi
arely arrack. but any host ile act ion is mel in kind.

DANTE CR 12
Male human divine mind 7/ s torm disci ple S
CG Medium humano id
Init +1; Sen ses Listen +4, Spo t +4
l angu ages Common . Dwarven
Aura psychic aura (life) 20 It. shoc king aura lS ft.
AC 25. to uch 11. flat-Footed 24
hp 101 (12 HOI
Fort +11, Ref +4, Will +13; +3 o n saves agains t death spell s

and powers or psion ic death effects
Resist elect ricity 15
Speed 20 ft. (4 sq uares) ; stormwalker
Melee mwk th unde ring lon gsword +16{+11 (l d8+4 plus 1

elec tricity{17-20)
Base Atk +10 ; Grp +14
Atk Op tions Cleave, Grea t Cleave. Powe r Att ack
Comb at Gear potion ofcure serious wounds
Power Point s/Day: 40 ; Mantle Powers Known (M l6th) :

2nd -energy push (DC 16). from ,he brink*
1st-energy ray, touch of health*
Mantles : Energy. Life
*New powers de scribed in Chapter 4

Abilities Str 18. De, 12, Con 14. Int 12, Wis 18, Cha 8
SQ thunderblad e
Feats Cleave. Great Cleave, Improved Critica l (Iongswo rd),

Negot iator, Power Attack. Weapo n Focu s (Iongsword),
Wild Talent"

Skills Concentration +17, Diplomacy +18. Knowledge
(religio n) +16, Sense Mot ive +21

Possession s combat gea r plus +2 f ull plat e arm or, +2 hea vy
steel shield, ma st erwor k long sword, belt of gjant strength
...4, periapt ofWisdom +2

Psychic Aura (Life) (Su) Dam e and all allies within his aura
gain +3 on saves against death spells and powers or
psion ic death effec ts .

Shocking Aura (Ex) Dante and all allies within his au ra deal
an extra 1 po int of ele ctric ity damage on any successful
weapon att ack.

Hook "Truths unspoken are simp ly lies given no voice."



Clas s Skills (4 + Int modifie r per level) : Auto hypnosis , Co ncen trat ion, Craft. Esca pe Art ist, Hide . Jum p, Knowled ge (ps ionics),
Know ledge (re ligio n), Listen, Move Silently, Psicraft , Sense Moti ve. Spot . Tumble .

on Table 2- 8, In add ition, you receive bonus power poi nts per
day if }'O U ha ve a high W isdom sco re (see Table 2- 1: Abi li ty
Mod ifiers and Bonu s Power Poinrs, [ PH 18). Your race m ight
provide bonus powe r poi nts pe r day, as might cert ain fears
and items. If you have power points from a d ifferent class,
those points are poo led and ca n be used [ 0 man ifest powers
from either class.

Powe rs Know n : You choose you r powers from rhe psy
ch ic war rio r powe r list. At t s t level, you know one psychic
warrior power of your choice. Each rime you att ain a new
level, you learn one new power. You can ma nifest any pO\ve r
th at has a power poi n t cos t e q ual to o r lo we r d 1.111 yo ur
man ifesrer leveL

Th e total number of powers you can ma nifest per day is
limi ted on ly by your dai ly power poin ts.

You sim ply know your powers; the y are ingra ined in YOll r

m ind . You do nor need to prepar e (hem (i n th e WJ y tha t
som e spe llcast ers prepare th eir spe lls), tho ug h you must
get a goo d nigh t 's sleep each day to regain all your spe n t
power poi »rs.

The Diffic ulty Class for saving th rows against zerth ceno
bite powers is 10 + the power 's level + rhe zerth cenobite's \'(' is
modifi er. For exa mple, the savi ng th row agains r a 2nd-level
power has a DC of 12 + Wts modifier.

Maxi m u m Powe r Level Known : You gain th e ability to
learn o ne ts t-Ievel power when you lake your first level in the
prestige class. You att ain [he abi lity 10 master more com plex
powers ar -nh. 7rh, and 10th level.

To learn or manifes t a power. you mus t h ave a W isdom
score of at least 10 + rhe poever's level. Fo r example, a zerth
cenobite wit h a Wi sdo m sco re of 13 can ma ni fest powers of
jrd level or lower.

Mon k Ab i lities : Yo ur zerth ce no bite class level s stac k
w ith your monk levels for the pu rpose of determ ining you r
unarmed damage, bo nus to Ar mor Class, and u na rmored
speed. Yo ur class levels do not appl y co othe r mo n k nbih
ties, suc h 3S flu rry of blows. slow (nil, and so o n. A monk
who becomes a ze rt h cenobite can co n rinue advancing as
a monk.

Tempo ral D istillat ion (Su): O nce per day, you are able to
ente r anot he r l ime frame , movin g m uch more quickly than
othe r creatu res aro und you. Th is co nce ntrated burs t of tim e
essence allows you to take an add itiona l move action during
your turn.

TABL E 2-8: THE ZERTH CEN OBITE HIT DIE; 0 8

Base
Attack Fort Ref Will Power Maximum Power

Level Bonus Save Save Save Special Points/Day Powers Know n Level Known

1st +0 +0 +2 +2 Mo nk ab ilities , temporal distill atio n 1 1 1st
(move ac t ion)

2nd +1 +0 +3 +3 Saekslip l /day 2 2 1st
3rd +2 +1 +3 +3 Timele ss s tep 3 2 l st

4th +3 +1 +4 +4 Precognit io n l /d ay 5 3 2nd
5th +3 +1 +4 +4 Te m por a l distillation (s ta nda rd action) 7 3 2nd
6th +4 , 2 +5 +5 Backslip 2/day 11 3 2nd
7th +5 +2 +5 +5 Pre cog nit io n 2Jday 15 4 3rd
8th +6 +2 +6 +6 Tempora l s trike 19 4 3rd
9th +6 +3 +6 +6 Pre cog nitive su rge 23 4 J rd

10th +7 +3 +7 +7 Te mpor a l d istillation (full-round ac t ion), 27 5 4th
time les s bod y

BECOMING A ZE RTH CENOBITE
Almost all zerth ccnobires are mon ks wh o have ga ined the
knowl edge necessa ry to begin study ing the rarefied art of
zerthin. Manv are gi lhzera t. since zen hin was developed firs t
in Zert h'Ad'Lu n on Limbo, bur aft er the firs t zerth cenobite
broke (he stric t ure lind began reach ing zer thin [ 0 no ngit hz
era l. al l the censur e and d ispleasu re of Lim bo could n't keep
zerthin a purely g irhzerai psion ic abi lity.

"Time is 11 11 illl/SiOI! ,Irat tile lIlitlil ca ll Iraru to ignore."
- Zerth ce nobite saying

Th e core ofa zer th cenobite's stud ies invo lve strict med itati on
on the nature of rim e and the body's movements th roug h ir,
cu lm ina ting in a mar tial art k nown .15 zer thin. Ze rr h in \"' ;15

first used at aspecialgtthzerai monaster y called Zerth'Ad'Lun,
located deep in the chaos-boil of Limbo.The chronal art has
sinc e been d issem in ated more w idely, however.

Zerr h in teaches that thou gh the passage of t im e allows
even ts to becom e chao tic and uncont roll ed , <1 d isciplined
m ind fi lled wi t h a reservoir of psionic pO\ver can vie w
rhe time Stream as just one mo re di me ns io n of space. Th is
privileged point of view allow s a zcrth ce no bi te to see a
momen t or two into th e pas t an d future. th ereb y gaining
in sigh t as to whe re to place he r nex t blow an d how to best
dodge the nex t blow of h er foe. Pract i tioners o f zer rlu n
claim to be ab le to peer inro the fut u re , enhanci ng their
manial expertise to un matched heigh ts.

CLASS FEATURES
As they advance in level , zerr h cenobites ga in abili ties th at
allow (hem to ma nipulate time. They also gain a measure
of ps ion ic power, though not as much as a character who
foc use s on psionics.

Power Poin ts/ Day: You can manifest powers. Yourabil iry
to manifest powe rs is lim ited by the power points you have
available. Your base daily allotment of power poin ts is g iven

ENT RY REQU IREMENTS

Base Att ack Bonu s: +4.
Skills : Concentra tion 9 ranks .
Ma nifes t ing: Powe r po int reserve of at leas t 2.
Special: St ill mi nd class feature.
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PLAYING A
ZERTH CENOBITE

Understand ing that the How of
time is just o ne mo re d imension
to be co nq ue red and m ove d
th ro ug h by vo li t ion, just as
one ca n take a step forward or
back, is a central tenet of real

ity for you. I n day- to-day life,
you m ight choose to se t aside

yo ur more theo re n cal pu rsui ts
in favor of practical application s, especial ly if
you have chosen 10 expa nd your ex perien ces
rh ro ugh adve n ru ri ng.

Some zer th cenobites strike ouralon e, seemi ng to be merely
monks of 3 part icu larly aus tere monas tery. M ost recog n ize
th e value of a team, hocvever. for even a studen t of ti me can't
be every where at once or f ll evcry nee d .

rounds later. The subjec t reappears in the same or ienta tio n
an d co nd ition as befo re. From the subject's po int ofview, no
time has passed at all.

In eac h round following th e stri ke before the subject falls
back into the time str eam, o n wh at would have been the
subjec t's tu rn , it can atte mpt a DC 1; \'Visdom check. Success
allows th e subjec t to return.The subject ca n acr norma lly on
its next turn afte r rerurning to th e time stream .

If the spac e fro m which the subject dep arted is occupied
upon its return ro the time strea m, it appears in the closest

unoccupied space, stiII in h is original ori en ta
tion. Determ ine the closest space ra ndom ly
if necessarv,

Precog nitive Surge (Ps): At 9th level,
you gai n a powerful sixth sense that ca n be

called upon once per day.This extrao rd inary
precognit ion g rant s an insigh t bonus equal
to vour combined monk an d zer th ce no 

bite levels trnaximum +25) on any single
arrack roll, opposed abili ty chec k or
sk ill chec k, or saving throw. Alt er

natively, you can apply th e insigh t
bonus to your AC against a si ng le
at tack (even if you are flat-foored},

Act ivaring rhis abiliryis an irnme
diate actio n. You mu st choose to
use a l'IWlJ~ ll il i t 'C surg£' before yO li

make the roll it is to mod ify.
Ti m eless Body (Ps): W hen

you reach 10th level.once per day
as a sta ndard action your bod y
ca n shift its biolog ical p rocesses
to a static ti me stream where no

time passes. \X/hile limrll'ss l'od)'
is active. you ignore all har m fu l (and

help fu l) effects, beg in n i ng wh en
you tr igge r th is power a nd ending
Jt th e en d ofvour nex t tu rn. W h ile

in rh is state. you are inv ulne rable ro
all atta cks and powers.

Combat.
You usc your abili ty ro affect time to defeat vour foes, as well
ns the Ii ~ i fe d access you have [ 0 mani fest melee-orient ed

At 5th level. you are able [0 accom plish eve n more dur ing
the accelerated period, an d can ins tead take an addirional
standa rd action (or move actio n) du ri ng your turn.

A[ 10rh level , you have gained fu r ther mastery of [h at
moment in time, and can take an add itional fu ll-round action
(or a move ac tion an d a standard act ion) Jur ing your turn,

Backslip (Ps ): At 2nd level. your men ta l mastery of
temporal fl ow g rows sufftcienrly large th at you CJ n gaze
a few ins tan ts in to the pas t. Usi ng that knowledge. you
ca n rhen sligh tly alter events th at have ju st occur red. Once
per day as an im rn ed iare action, you can
reroll one roll [hat you haw made
before the OM declares whe ther
the roll resu lts in success or fail
ure. You mu sr take the result of
the reroll, even ifu's worse than
rhe original roll.

At 6th level, you can use hllCk
diJl twice per day.

Tim eless Step (Ps):O nce
per day as a standard act ion
ar 3rd level and hig her, you
ca n step forwa rd in time a
nu mber of rounds equal to or
less than your \'(l isdom modi
fier (always int o the futu re.
ne ve r into the past). In effec r.
y Oll seem to di sa ppea r, th en re
appear the appropriate nu mber of
rou nd s later. Yo u reappear in the
same otien taric n and cond ition
as be fore. For yOll, no rime has
passed at al l.

I f th e space from wh ich you
departed is occupied upon your re
tur n to the t ime strea m. you appe ar
in the closes t unoccupied sp:lCe.sti ll in
your or iginal o rientatio n. Determ ine the
closesr space ran domly if necessary.

Precogni t ion (Ps ): O nce per J ay at 41h
level and higher, you can gl impse frag me nts
of potential future events.Th is impe rfect fore
knowledge is good en ough to grant yOU;]+2
insight bonus rha: you can apply ro an atta ck
roll, a damage roll.a saving throw,or a sk ill
check. You CJn elect to apply the bonus to
the roll afrer you determ ine th at your un
mod ified roll is lower th an desired .

At 7th level, you can trigger your pre
cog nitive abi lity twice per day.

Tem poral Strike CPs) : A, s th level and
h igh er. o nce per day, when you da mag e a foe
with your una rmed arrack, you can atternp tto
send that foe ree ling th rough the co ntinuum
of time. Declari ng a t£' tJ!l'0ml i j ril~ f' is a swi f
action that follows a successful melee arrack. Thl~ target of
the strike must make a \'('i ll savi ng throw ( DC 10 + I l 2 your
charac ter level + your \'Vis mod ifier). If your foe fails h is
savi ng throw, he is hu rled fo rward in time in addit ion ro
tak ing damage nor mally.

The subjec t is propelled 10 rounds fo rward in time by the
violen ce of th e stri ke. In effect. the subjec t seems to d isap
pear th ro ug h a hole punche d in space, then reappea rs 10



ZERTH CENOBITES IN THE GAME
Because ze rt h ce nobites are essen tiall y monks. it's easy TO

add rhem [ 0 most games as NPCs.
For players , I he prestige class appeals to monks wh o want

ro open th eir mi nd [ 0 psionic power whi le at th e same time
using that op en ness to enhance their combat ability throu gh
tempora l adj ustm ents.

ZERTH CENOBITE LO RE
Cha rac ter s w ith ranks in Knowledge (the planes)can research
zerr h ce nobites to lear n more about them . When J c harac ter
makes a skill chec k, read or paraph rase the following!includ
ing [he Informaricn from lower De s.

DC 10: Some monks, called zerths, study 3 ph ilosophy of
mart ial art rha: focuses on the passage of time.

DC 15: Ze n h ce nobites are skilled wa rr iors. capable of
riming the ir k icks and punches just right because of their
int im ate k nowledge ofw hat is about to happen.

DC 20: Zer lh cenobites or iginally hail from one monastery
in li mbo ca lled Zen h'AdL un . wh ich is a cloister po pulated
almos t com pletely by those of th e git lizc rni race.

DC 30 : Chara cters wh o achieve th is level of success can
learn importan t details about specific xcrt h cenobites in your
campaign, includ ing notable members, the areas whe re they
opera re, and the ki nd of activ it ies they undert ake.

NPC Reac tio ns
Most ~PCs already suspect the average mon k of following
srricr ph ilosoph ica l paths to e n ligh ten menr and martial
mastery. N PCs who know of zert h cenobites speci fically are
still of a similar opinion . th us holding a starti ng at titude of
indifferem tovvard characters of th is prestige class.

Adaptation
I n some ways. the ze rt h cenobite prest ige cl ass is cl osely
tied 10 the existen ce of gi rbze ra t, if nor co ncurr en tly, then
at least the ir- exi ste nc e at some time in [he past. Git hzera i
have becom e enough a parr of genera l ca mpaign lore [hat
their existence in so me sh ape o r form is likely. Howe ver, in
those games whe re glrhzerai do not exist, or where t hey are
co nside re d irrevocably ev il , [he focus of th is cl ass can be

and taught in a git hze rai monastery calle d Zerrh'Ad'Lun.
Lucki ly for rnartia]arr tsts ".-ho are no t native to Lim bo, that
knowledge has been di sseminated. and scvera lmo nas te ri es
have spru ng up in the materialworld. Cenobites who received
their training in rhe orig inal mo nastery have come to treat
members of nongi thzerai monaster ies wit h respect, seeing
them as sibli ng follower s of zer thin.

A monk who joins a zen h mo nastery separates h im sel f
from the ord inary study of mar tial ar ts train ing and medit a
tion to embrace fully the stu dy of time. This is represent ed
by th e prerequi sit e necessi ty of Conccn rrnrton ran ks, as
we l l us th e w ild Talent feat. .Acharacter m ust also peti t ion
t he monastery master s for members hip. Dependin g on th e
monaster y in questi on, the tri al to determine suitabili ty
can be as simple as living with in [he monastery for a pe riod
of up to one mont h un der a vow of silence. or as difficult as
accepti ng a quest to slav a terr ibl e ma raud ing beast.

If the rr ial is succ essful, [he supplicant is allowed to jo in
the order. After a period of rrain ing, she is in it iated into th e
order in a for mal ce remo ny, called the Awaken ing, the r ites
of v..'h ich are secre t.

If psion ics play a parr in a part icula r world , soo ner or later a
ze r th cenobite will appe ar-on rhe scene, hunring illu lu ds or
set on accomplishi ng some othe r aus tere task. pe swh o tre at
<1 cenobite kind ly might di scover a whole new d imen sion [ 0

t ime and psiomcs.

ps ionic powe rs. As with an y combaran r. spe ed and prec ision
are important in gred ient s in wi nning a figh t.Tak ing fea rs and
powers that de crease your chance of being h it (such ,15 the
Dodge feat and the int'rlird nnuur power) are good chok es at
any level.p re suming you do nor have a magic item o r psionic
item th at duplica tes the effect of jlH'r t itl Jurutrn;

\,(!hen yo u reach 4-th level and ha ve access to prl'Cogll iliLlII ,
it is im po rta nt to ut ilize [he bon us early in a co nfli c t, lest
th e melee end too soon (or worse, y OlI become incapacitated )
with out the bonu s being utili zed.

At 8rh level, v,..hen you gain the tt' l11 l'0ml s l nl~l' ability, you
huve a ch oice:Try ro weak en a group of at tacke rs by att ac k in g
the wea kesr opponent a nd knock ing him into the Fu [LIre, or
try ro punch a roug her oppo nent into t he future so (h ilt [he
weaker opposi tion ca n be mopped up firs t. Generally. it is
better ro knock a weaker foe in to the furo re- when th e foe
d rops back in to [he rime stream several round s later, you and
your allies will not be too debili tated to dea l w ith the threat
and can concentrate rour ef forts on him .

Resources
O ne of the best resou rces ava ilable to you is the monastery
where you received your traini ng. A zenh monasteryat the
least , provides every zerrh ce no bite with a place to slee p and
basic she lte r. \'Vhere cenobites have some s tandi ng an d in
tu rn take on some of the duties and quests handed Oll t br a
mona stery , you can expect aid in th e form ofi nfcrmaric u. O n
some occasion s, mon ks in tra ining to be cenobites provide
aid on shor t-term missions.

ZERTH CENOBITES IN THE WORLD
"sflt'/ lt' l.'Cf S}loh", lllll lhcrc 1\/(1$1111eerie glint ill lier {' )'t', ~ 15 1 1l 0 11 t: l l

she could see mere Hllm you wcn' wall/ill' Ilcl" 10."

-c- Cunrher Dnrkr ueral, dwarven adve n turer

Advancement.
Presum ing you enter the class as a 7th-level charaeH.'I" «(, [h
level monk /tsr-level zer rh ce nobite), your opp or t un ities ro
rake additio nal characrer fears presen t rhemselves arcenobite
levels Srd, 6th and sth. l f you haven't previously tak en psion ic
feats, these migh t be good oppon u nities to take th e feat
chai n t hat includes Psio nic Fist, Crea ter Psion ic Fis t, and
Unavoidable Strike.

O n t he p ov,:er side of t he equatio n , yO ll on ly h ave a
li mited nu m ber of po wers tha t you'll ever be ab le to kn ow.
As taught by the ph ilosophy of Zerrhin, a good offe nse is
a good defen se- th at is, avoiding tak ing damage allows you
mo re time to deal it our. This philosop hy is borne out in the
follow ing sugges t ions :

A t sr-level ce nobite should consider learning il1c rlilll tlm lor.
A t 2nd level , tli5sipliling touch. At 4th level, psiollic1,011'Sd ltugc is
excel len t. At zt h level. 111 m 1111 bnntcris an excellen t de fensive
power. Finally, at 10th leve l. iucrtial blirrit'1" is a solid cho ice.

Organ ization
Zer rh cenobites are tra ined in monaste ries that (each zcrt h in,
the philosophy of tim e-like consci ous ness first deve loped
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shifted away fro m girhzeraL The IW\\I focus cou ld be some
entity or deity (o r irem] that deals j n tim e, or merely a single
mona stery (such as Zer th'Ad'Lun, sans g ithzera i) where
temporal art s are taught.

Sa mple Enco unter
An y ti me th e pe s are nea r u porta l t hat le ..ids to other planes,
or ifr he y ha ve a mon k in the ir g roup, they mi ght be accosted
by Keziah the Repu dia tor.

E L 13: Keziah the Repudia tor . a zert h ceno bite githzerai,
has taken it upon herself 10 slay all non gith zerai zert h ceno
bites. If she does n't find any nongithzera i ceno bites, she'll
set tle for any nong irhze rai wh o catc hes her eye. She feels
that those learn ing zer thi n who are not girhzera i threaten
th e purity of the di sci pli ne , a nd despi te [he ce ns u re of the
order, co n tinues her crusade u nabated .

KEZIAH THE REPU D IAT OR CR 13
Female githze rai mon k 6/zerth cenobite 5
LN Med ium hu m ano id (ex tra pla nar)
Init -+-10 ; Se nses da rkvisio n 60 ft., Lis ten +4, Spot +4
l anguages ( ammo n, Gith

AC 27, tou ch 23, flat-footed 21; Dod ge
hp 64 (11 HD)
Res ist evas io n; PR16
Fort +7, Ref +15, Will +13 (+15 aga ins t en chantments )
Immune normal disease

Speed 60 ft. (12 squares)
Melee ki st rike (magic) +14/+9 (l dlO+2) or
Melee flurry of blows +13/+131+8 (l dlO +2)
Atk Options Improved Disarm
Specia l Act ions tempo ral dist illation (extra st andard ac t ion)

l l day, tim eless step (4 rounds ) l lday
Combat Gear javelin oflightn ing, oil of greater magicf ang +3,

oil of magic fa ng, potion ofbull's strength
Base Atk +7; Grp +13

Power Points/ Day 19; Psychic Warrior Powers Known (ML 5th ):
2nd - psionic lion's charge
1st-empty m ind, vigor

Psi-Like Abilities (ML Sth]:
3/ day-catfaJJ, concussion blast (2d6 ), inertial arm or,

psionic doze (8 HD, DC 11)
l/ day - plane shift

Abilities Str 14, De, 22, Con 12, Int 10, Wis 18, Cha 8
SQ backslip Iiday, precognition, slow f all 30 ft -
Feat s Combat Reflexes", Dodg e, Improved Disarm".

Imp roved Grapple", Imp roved Initiative, Weapo n Fine ss e,
Weapon Focus (unarmed s trike)

Ski lls Autohy pnos is +16, Con ce ntrat ion +15, Hide + 15, Jump
+25, Tumble +22

Possess ions com ba t gea r plus am ulet of nat ural arm or
+1, bracers ofarm or +3, gloves of Dexterity +2, ring of
protection +7, 40 pp, 50 gp

MONASTERY OF ZERTH'AD'LUN
Sensei Behhomais is the reve red leader of Zerth'Ad 'Lu n , a
rel at ively well-kn own mon aster y in Limbo th at enjoys grea t
respect among gu hzerai . Th e rule of Zerrh'Ad'Luu , ca lled
zerthin, is taught in the cloister's h alls.

The mon aste ry is bui lt wi th th e subj ect ive gravi ty of Limbo
in m ind (any direction you decide is down, is dow n). A forest of
rowers protrudes from the sphe rica l chu n k ofmatte r on wh ich
a c ity (a lso ca lled Ze n h'Ad'L u n) is built. The c ity su rro u nds
the monaste ry, wh ich ex is ts in side , at the core of th e sp he re.
\'(lithin, wi nd ing srairs ccnnecrfloors'lwith "w alls" and w ith
"ceilings," though really,all the surfaces are floors fo r those who
don't m in d adjusti ng the ir ow n subject ive orien tat ion .

Th e place Ius th ree g rea t halls th at ar e used for various
aspec ts of zer th in rra in iug. At any give n rim e, at least one
of th e h all s contains a mcn ror an d a c lass of several g hh ze rn!
st ude nts go ing th ro ugh the forms of th eir mar tia l d iscip]ine .
In mo re recent t imes, the monastery has also beg un to accept
non girh zerai s tude nts.

A no t her import an t aspect of ze rr h in is m edit at io n ,
H u ndred s o f riny cel ls ca n be fou nd al m os t eve r y w h ere
in the h a ll s o f rh e m onaster )', each li t by dim ca nd les an d
d raped in sou nd- foi li n g fa brics. H ere th e ce n ob ites ta ke
advan tage of qu iet and soli tude. perfec ti ng th eir ma stery of
[he time st ream.



owers are n01 he only facers of-psion ic mas tery.
Studying the met hodolog y of manifestation is
almost as important as mas tering a variety of

realit y-altering powers. Feats, for example, ofren
provide a psionic man ifesrer wirh th e ability to improve

some element of lus repertoire . A shrewd psion ic ch aracter
is well versed in the modifieatiq,nof his powers; the use ofa
clever strategy at the righ t m'omenr can grea tly m agnify the
effect of rhe same power used without metapsionicadjusrmenr
or wit hout the support of other psionic feat s.

An asteri sk following a term in a feat description denotes a
pm.ve r, feat, or other abili ty that can be found in t his book.

Many feats usefu l for spellcasters and chara ct ers who have
spell-like abilin es are equally useful for characters or crea

. rures th at employ psi-like abili ties instead of powers.
Psi-like abili ties repre sent an innate psionic talent th at is

simply par t of the creatu re's essential nature. Learning to
use a psi-like abili ty requires no more training or effort th an
lear ning to perform a physical task such as cl imbing. It 's easy
enou gh that any creat ure or cha racter wit h a psi-like ability
is assumed to have completely mastered the sk ill almost as
soon as the psi-li ke ability is acquired.

Using a psi-like abili ty requ ires co ncentration an d
absorbs the u ser's att ent ion , and in many cases requi res
t he u ser [0 tap into a sort of reservoir ofpsychic strength
that c~ n be dep leted through too much lise. (Any psi-li ke

ability limited i n th e num~e:t of-dme:s "it ca n be used
per day works like this. ) Th e expression of that men tal
act ion is an effect th at resembles a psionic p ower in
almos t all reg ards.

Specific feats th at creatures wit h psi-like-abili ties might
find useful are me ntioned below.

Co m ba t Mantfesrat ion: Th is fe~t works "equally well
with powers or psi-like abilities.

Psionic Item Creation Fea ts: Creatures wi th ps i-like
abiliti es do not have th e learned ski ll necessary to create
item s based on th eir psi-lik e abili ties alone .

Psionic En d ow men t : Psionic Endowment and
Great er Psion ic Endowment have the same effect on
powers mani fested by means of psi-like abilit ies th at
the y do on normal pO\\'ers. ~

Powe'r Penetration: Power Penet ration and Greater
Powe r Penetra tion have the same effect on ps i-like
abiliti es that th eydo on normal powers. ..,l

Combat-Related Fea t s: A character who has psi
like abilities might be able to take.advanrage offeats
such as Weapon Focu s and Preci se Sho t.

Metapsionic Fe ats : ] 0 gen era l, me tapsionic
feats can no t be used to modify psi-like elailirie s.
To modi fy a psi-li ke abi li t y, a cha racter must use
a feat design ed spec ifically for tha t purpose. For
example, a character could rake the feats Empower
Spell-Li ke Ability (lvIM 303) and Quicken Spell-Like :
Ability (AiM 304) and apply them to psi-like abilit ies
as well.



MANIFESTER LEV EL
REQUIREMENTS

In th e context of a fear or pres tige cla ss requirem ent , a
mani fester level prerequisite (such as "man tfesrer level 5th")
measures the charocter 'sability to generate a minimum amount
ofpsio nic power, It is a measure ofthe strength ofa ch aracter's
psion ic talent . Creatures tha t use psi-like abili ties can qu alify
for feats or presti ge classes requiri ng a minimu 111 manifesrer
level, provided th ey mee t it. For example, Craft Universal
Item has a requi rement of manifester level Srd .

MANIFESTING LEVEL
REQUIREMENTS

A mani festi ng level req uirem ent measu res someth u-g a ltrrle
different; the size and complexity of powe r the chara cter can
encompass wi thi n his mi nd. As powers increase in leve l.
they become ex po nentia lly more complex, requiring an
understand ing ofprinciples and fears of mental fact lit y th at
are impossible for low-level characters to ma ster. Psions and

SOULKNJFE'S FREE DRAW ABILITY
The Soulknife's free draw ab ility counts as the Qu ick Draw feat
for the purpose of qua lifying for feats o r pre st ige classes.

cr ud ites (page 153) master these advanced principl es th rough
careful stu dy; wilders int uit what they need to k now.

Charac ters orcrearures that use psi-like abilit ies never learn
th e in tr icacies of me ntal traini ng ne cessar y for advanced
ma nifesting. Therefore, requi rements based on levels of
manifesrer (for example, "mus t be able to man ifest Srd-level
powers") canno t be met by psi-like abilities, no t even psi-like
abil ities tha t allow a charac ter to use a specific psionic power
of jrd level or higher.

SPECIFIC POWER REQUIREMENTS
A req u ireme nt based on a sp ecific power measu res th e
exis tence of a spe ci fic capabili ty: Is the ch arac te r or crea 
ture in questio n capable of producing th e nec essary effec t?
Therefore, ps i-lik e abili ties do mee t the requirements for
specific pO\ver knowledge.

Psionic fears are available on Iv to ch aracters and creatu res
,v-ith the ability to manifes t powers. (In other words, they
either have a power point reserve or have psi-lik e aln lities.)

Som e psionic feats are also racial feats- benefits that ar e
availableonlvto in dividuals of acer tain race, as in dicated in t he
fear's Prerequ isites entry. Psionic racial feats appea r in side th is
section in alphabet ical order, but they have been grouped in
<1 separate tab le (see Table 3~2, page 51) for ease ofreference.



DWARVEN URGROSH MIND BLADE
[ PSIONIC]

\Xlhen yO ll reshape your mind blad e. you can cha nge it into
an exot ic weapon: a dwarven urgosh .

Prerequisites: Ability to genera te a mi nd blade , shape
mind blade class featu re.

Bene fit : Any time you wish ro reshape you r mi nd blade
using your shape mi nd blade clas s feature . you can add th e
dwarvcn urgosh rc your shape repe rto ire, You arc pro ficie nt
w ith your dwa rven urgosh mind blade- you art' t reated as
if you possess th e Ie at Exot ic Weapon Proficiency (dwarven

DROMITE RAY [PSIONIC , RACIAL]
You can use your enagy ray psi-like abil ity more often.

Prerequisite: Drom ite.
Benefit: You can use the energy nl}'gran ted by your d romite

heritage two more times per day.
Nor ma l: A dromitc's wrrg}'ray can on ly be used once

per dar.
Specia l: You can take th is feat mult iple times. Each tim e

you take it, you gai n two additional daily uses of your energy
raypsi-like ability.

Prerequisit es: Drornite, Dromire Ray'\ 3 HD.
Benefit: You can lise on e (or more) of you r l' " crg)' ra y

uses for the day [0 c reate a wall of energ y of your c hose n
energ y type . \Xlhen you us e th is abili ty in co nj unc t ion
wi th _tr igger ing t' lh' rg y my as a psi-lik e abil it y, you c re ate
a tn-foc r-by-ru-foor ve r tical plane of energy, T he opaq ue
wall 's nea r e ndpoint begins at an y corne r of your space
and ex te nds in a st ra ig h t lin e 10 fee t long (o r as lo ng as
space pe rmi ts, if the area is sma lle r). The wa ll lasts for
td4 rou nds.

An y cre atu re passin g through the wall takes dama ge eq ual
to the damage your t' fla gy mypsi-li keabi lity would normally
deal. If you crea te a wall so that it appears where crea tures
are, each creatu re rakes damage as if passing th rou gh the
wall. Eith er way,a successful Reflex saveha lves thi s damage
(DC to + 1/ 2 you r H 0 + you r Co n mod ifier).

DUERGAR INVISIB ILITY
[PSIONIC, RACIAL]

You can use you r 11H'IS lbllily psi-like ability more ofren.
Prerequ is it es : Duergar, iltllisihi!lly psi-like abi lity.
Ben efir : You can use the im'isib,I,lyp si·like abil ity grant ed

by your du ergar heri tage a ro ral of th ree tim es per day.
Nor m al : A duergar's ilwisihilih' psi-like ability can on ly

be used once per day,
Special: You can gain t his feat multiple rimes. Each tim e

you take the feat, you gain rwo additional daily uses of your
illvi ~Jl'I" t )' abilit y.

DUERGAR EXPAN SION
[PSIONIC, RAC IA L]

You can use your c.\' pa lHio Jl psi-like ability more often.
Pre requ is it es : Duergar, rxpiHl ~io tl psi-like abili ry,
Benefit: You can use (he fXptul5 ioli psi-like abili ty g ranted

by your duergar he r itage a tot al of th ree tim es per day.
Normal: A duergar's t'xp l1l1SiOIi psi-like abil ity can only be

used once per day.
Sp ecia l: You can ga in thi s feat mu lt iple times. Each time

you take th e feat , you gain tw o addi tio nal dally uses of your
l',\:l' t11tSIOll abili ty.

DI RE FLAIL MIND BLADE [PSIONIC]
\X'hen you reshape your mind blade. you can change it i nro
an exo tic weapon: a di re flail.

Prerequisites : Abili ty to gen erate a m ind blade. shape
mind blade class feature.

Benefi t : An y time y O ll wish to reshape your mind blade
using your shape mind blade class feature, }/Otl ca n add th e
d ire fl ail to your shape repertoire. You are proficien t with
you r d ire flail mind blade- you are tre ated as if you possess
th e feat Exotic Weapon Proficiency (d ire flail mind blade).
The weapo n is sized appropriately for you ami deals dam age
as a d ire flail.

DAZZLING ENERGY [PSION IC]
Your faci lity with energy is such th at enemies ar e sh aken
by you r prowess.

Prereq u is ites : Know energy Hli55 il ['~ power, Pr ivil eged
Energy".

Benefi t: \'(' hen you manifest an energy power tha t speci
fies a sing le target in co njunct ion with your chosen energy
(cold , elect ricity, fire. or sonic), the dis ch arge of that energy
is en ha nced wi th a spec tacula r secondary visual or audirorv
d isplay. The foe th at rOll str ike with the energy power j's

dazzled for 1 minu te. A dazzled creature tak es a -1 pen alt y
on att ack rolls , Search chec ks , and Spo t checks. Sigh tle ss
c rea tu res are unaffected.

DROMITE BARRIER [PSIONIC , RACIAL]
You C;1I1 co nver t uses of you r w agy ray psi-like abili ty int o
walls of energy,

A ny ps ioni c fears described in th is sec tion th at have
appeared in pr ev iou s suppleme nts sup ersed e their earlier
versions. For mo re in formation abo ut psion ic fea ts, see page
39 of £.\: pmhit'll Ps;ollics Handl.ook

DEEP VISION [PSIONIC]
Your menta l focus helps you see fart her w ith darkviston.

Prerequ isi te: Darkvision.
Benefit: \'(7 hil e you are psionica lly focused , th e effect ive

d istance of your natural darkvision inc reases by 30 feet.
Sp ec ia l : Th is feat affec ts on ly pe rmane nt d arkvision

gained as pan of a creature's race, type, o r class. no r fro m
imper manent effec ts such as the d(l rlw isioll spe ll o r g(lggk~

o{lI igJ.1.

DON MANTLE [PSIONIC]
You gai n the gran ted abil ity of a man tle you have rapped .

Prerequisite: Tap Mantle",
Benefi t: You ga in the granted abtlity ofa mant le you have

accessed using the Tap Mant le feat.
Specia l: You can gain th is feat mu ltiple tim es. Each time

you do, you choose a new mantle you have tapped w it h th e
Tap Man tle feat.

DIRE STUN [PSIONIC]
\Vhen you ch oose ro stun you r foe with your lu rk augme nt
abili ty, your foe might be stunne d for a lon g time.

Prerequis it es: lurk augm ent class featu re (page H),Extra
Lurk Augment",

Benefit : \'(.' hen yOll use a lurk augment to deal a st un ni ng
strike , the save DC again st the stun is increased by 2, and th e
stu n durarton is increased by I round.



urgrosh mind blad e). T he weapo n is size d ap propriately lo r
you an d dea ls da mage as a dwarven urg rosh .

Elemental steward enhances your energy pow ers

Suffer half power poin t loss when en ervated
Increase size of your psychic aura by 5 feet
Gain alternate sur ging eu phor ia ab ility
Gain blind sense 60 fee t for 1 round.
Shield 's AC bo nus increased by 1
+2 bo nu s in th ree skills while psionicall y focused
+2 bo nu s on init checks and Ref saves while
within 60 f1. of hosti ng allies
Expend focus to confirm critica l
+3 armor bonus against one atta ck
Energy resistance 10 against next ene rgy attack
Use lurk augme nt 3 extra t imes/ day
Use lur k augments for ranged attacks
Use lurk augments as a lurk 2 class leve ls higher
+1 to save DCs for mantle pow ers
Gain a bo nus to saves again st daze or stu n effect s
Drain foe 's menta l energy to charge mi nd blade
Drain off de feated foe' s men ta l ene rgy to deal
add itiona l psychic st rike damage
Deal extra die of dama ge with psychi c strike
Imbue psychic strike as swift action/-2 attack penalty
Shape mind blade into ore doubl e axe
Delay psychi c en ervation up to 3 rounds
Man ifester level increas es by 4 (max you r HD)
Deal +1 damage per die with chosen energy
Dazzle foe affected by your privileged energy

Con struct becomes quicke r and mo re ag ile
Con struct ca n fly
Cons truct can burrow
Construct de als 1d6 ....1d6 per HD when dest royed
Construct ca n swim
Construct's attacks a re piercing and de al 1 point
of Can dam age
Cons truc t gains improved grab
Co nstruct ga ins energy resistance 10 to 1 energy type
Gain an elemental steward instead of a psic rystal

Benefit
Natural darkvis ion range increases by 30 feet
Shape mi nd blade into dire flail
...2 DC, s tunnin g st rike augment
Shape min d blade into dwa rven urgosh

Gai n +2 bonus on ability checks, skill che eks, and
saving throws wh ile with in 10 feet of psionic e ntities
Absorb cons t ruc t aspects you'd othe rwise manifest
Man ifest nega tive energy powe rs at +1 ML
Add mantle powers to powers known
Gain man tle ability
Gain ad ditio na l psych ic aura
Shap e mind blade into two-bl ad ed swo rd
Force enemy to pay extra 1d4 power point s
Absorb extra power points from victim

Benefit : The astral co ns t ruc ts you create us in g th is feat
vary in ap peara nce and talents.

Sp ecia l: You can gain Ectopic Fo rm multipl e t im es. Eac h
rime you lake th e feat , it applies to a new for m of ast ra l co n 
SH UCr. You ca n o n ly apply one of th e follow in g feat s [0 each
as t ral cons tr uc t you create, \V'hen you lise th is feat, refe r 10
the preconstr uct ed as t ral cons t r uc ts o f part ic ula r ki nd s on
pages 121- t28.

Any hos t feat or kalash tar,
base Will save +3
Str 13, Power Atta ck, Cleave
Armor proficiency
Invest Armo r
Lurk augment
Lurk augme nt
Lurk augment
Access to 1 psion ic mantle
Ability to ga in psion ic focus
Mind blade , psych ic strike
Mind blade , psych ic st rike,
Mind Cleave
Mind blad e, psych ic st rike -;.l d8
Mind blade, psych ic strike ·2d8
Mind blade, sha pe min d blade
Psych ic enerva tion, wild surge +2
Psicraft 4 ranks
Ability to man ifest energy missile
Ability to man ifest eflergymissile,
Privileged Energy
Knowledg e (psion ics) 8 ranks.
ma nifes te r level 3rd
Know astral construct
Know two nega tive energy powers
Access to one psionic mantle
Tap Mantl e
Don Mant le, psych ic aura
Mind blade, s hape mind blade
Volatile mi nd
Volatile mind

Know astral construct
Know astralconstruct
Knowled ge (the planes) 1 rank,
Psicrystal Affinity
Knowledge (the planes) 1 rank,
Psicryst al Affinity, Elemental Envoy
Psychic enervation
Psych !c au ra
Surging euphoria +1
Blind-Fight
Shield Proficiency

Know aSlral conslruct
Know aSlral construct
Know astral construe!
Any ectopic form , know astral construct
Know astral construct
Any ectopic form , know astrtJl construct

Prerequisites
Darkvlslon
Mind blade, shape mind blade
Lurk au gment, Extra lurk Augment
Mind blad e, sha pe mind blade

Envoy Cognizance

Psymb iot

Instinct ive Cons ummator
Invest Armo r

Energize Armor
Lurk Augment, Extra
Lurk Augment, Ranged
Lur k Master
Mant le Focu s
Men ta l Juggernaut
Mind Cleave

Mind Empowermen t

Mind Strike, Focused
Mind Str ike, Swift
Orc Double Axe Mind Blade
Postpone Enervatio n
Practi ced Man ifester
Privileged Energ y

Dazzling Energy

Skin of th e Construct
Stygian Archon
Tap Man tle

Don Mantle
Extra Aura

Two -Bladed Mind Blade
Volatile Escalat ion
Volatile Leech

Enervation Endurance
Enhanc ed Beneficence
Euphor ic Red uct ion
Focused Perception
Focused Shield
Focused Skill Use r
Ges ta lt Anchor

Emerald Gyre
Iridescent Serpen t

Elemental Envoy

ECTOPIC FORM [PSIONIC]
This feat allo ws you to cre ate ast ral co nst ruc ts wi th di sti nct
appearan ces and spec ia lties.

Prerequi s ite : Know 11511"111(OllSlrll el pow er.

T AB LE 3- 1: PSIO N IC FEAT S

Feat
Deep Vision
Dire Flail Mind Blade
Dire Stu n
Dwarven Urgosh Mind Blade
Ectopic Form

Agile l oper
Alabast er Aerial
Amber Tunneler
Anathemic Carapace
Ast ral Aqua"
Ebon y Stinger



TAB LE 3-2: P SIO NIC RACIAL FEATS

Ectopic Form (A nathemic Carapace)
Astral constructs you create with thi s form take on a d istinc
rive bugh ke appearance ,and harbor a ret ributive energy th at
is unleashed if they are destroyed.

Additional Pre re qu is ite : Ectopic Form (an}' form).
Ben efit : \Vhen you create an astra l construct using th is

form. you imbue it with latent energy thai is unleas hed in a
destruc tive burst when the con struct is des troyed. dealing
up ro Id6 point s of damage plus an extra rd s poi nts for
every H it Die of th e co ns t ruc t to ewry adjacent creatu re
(Reflex hal f; DC to + 1/ 2 co nstr uc t's H D). You can choose
to det on ate an anarhemic ca rapJ Ct..~ cons truc t as a sta ndard
ac tion if you have unobstruc ted line of sigh t to you r-ere
arion. Each rou nd. s ta r t ing in th e round aft er it appears,
the d amage of an ana themic ca rapace's bursr reduces by
Id6 points.

Ectopic Form (Am ber Tunneler)
Astral con str ucts. vou create with this for m tak e on a dtsnnc
rive many-legged [or m, wi th short, strong legs.

Benefit: When you cre ate an astra l con st ru ct using rh is
for m. you give it short, powerfu l legs th at ca n be used for
diggi ng in the gro und at g rea t speed . The crea tu re is a
natural t u nneler, having a bu rrow speed equal to its base
land speed.

An amber tu nn eler cons truct is the same base size as an
unmodified astral cons truct fashioned with the astmlcoltsfmd
power. Amber tunnelers appear as amber-colored. many-legged.
buglike burrowers thar are wide and low to th e ground. pos
sess ing powerful legs for digging or att acking.

Benefit
Use ene:rgy roy psi-like ability 2 more times/d ay
Use energy roy psi-like ability to create an energy wall
Use expansion 3 + Cha mod times/da y
Use inllisibility more times/day
Do not require food or water
Can reduce damage taken by 4 pointsjl power point
Spend 1 point for +6 bonus on saves for 1 rou nd
l /da y spend 3 point s to maintain psionic focus
Able to use psionic charm instead of psionicdaze
Able to use control object ins tead offor hand
Able to use psionicdismissal instead of dimension door
Able to use ectoplasmicform instead of
concealing amorpha
Able to use burst ins tead of cotfal!
Able to use biof eedback instead of inertialarmor
Able to use psionic knock instead of concussion bfast
Able to use mind/ink instead of psionic daze
Use stomp three times/da y.
Stomp psi -lik e ability is doubl y effective
Use outburst 1/2 HD time s/day
Use energy ray (sonic) 3 + Cha mod times/ day
Your energy ray (son ic) dea ls +1 per damage die
and deafens targets
Use rnultitask racial trait 2/day.
Add +1 to natura l armor bonus
Use metaphysical claw 3 times/day
Use psionicdisplacemen t 3 times/ day
Use poison 3 times/day
Use burst 3 times/day
Use burst to gain an extra attack

Synad
Thrl-Kreen
Thr t-Kreen. metaphysical claw
Thr i-Kreen. psionic displacement
Thrt-Kreen , poison
Xeph
Xeph

Githzerai, cat fall
Githzerai, inertial armor
Githzera i, concussionblast
Githz era i. psionic daze
Half-giant. stomp
Half-giant. scamp
Maenad
Maenad
Maenad

Prerequisites
Dromite
Dromite, Dromit e Ray. 3 HD
Duergar, expansion
Duergar, invisibility
Elan
Elan
Elan
Elan. 3 HD
Githyanki, psionic daze
Githyanki.far hand
Githyanki, dimension door
Githyanki. concealing amorpha

Feat
Dromite Ray

Dromite Barrier
Duergar Expans ion
Duergar Invisibility
Elan Repletion, Enhanced
Han Resilience, Enhanced
Elan Resistance , Enhanced
Elan Retainmen t
Githyanki Charm
Githyanki Control
Githyanki Dismissa l
Githyanki Ectoforrn

Githze rai Burst
Githze rai Feedback
Githze rai Knock
Githzerai Link
Half-Giant Stomp
Half-Giant Thunderer
Maenad Fury
Maenad Scream
Maenad Scream, Deafening

Synad Multitask, Enhanced
Thrl -Kreen Carapace
Thr l -Kreen Claw
Thrl-Kreen Displacement
Thri-Kreen Poison
Xeph Burst, Extra
Xeph Celerity

Ectopic Form (Agile Lope r)
Ast ral cons tructs you create wi th this fo rm take on a disrinc
rive quadruped appearance.They are quickerand more agile
rhan normal.

Benefit: Wh en you creat e an astral cons truct using thi s
for m, you imbue it with +4 bonu s on initiative checks and a
- zo-foor increase to its base speed.

An agile loper consrrucr is the same base size as an unmodi
fied astral cons truc t fash ioned with the ad m!construd power.
Agile leper s appea r as sleek, cenraurltke quadrupeds wi th
pa le fu r. human oid torsos. and black, ra mli ke horns on
their foreheads.

Ectopic Form (Alabaste r Aeri a l)
Ast ral cons truc ts you create with thi s form rake on a disti nc
tive humanoid appearance, but possessing wings instead of
arms. Th ey are natural fliers.

Benefit: When you create an astra l cons truct using th is
form,you shape its arms into wings and give irs lce t a dist inc
tive handlike appearance .The addition of wings grants your
alabaster aerial a fly speed of 20 feet (average). An alabaster
aer-i al of at least -uh level has a fly speed of 30 feet (average),
and an alabaster aerial of ar Ieast 7th level has a flyspeed of
40 fee t (average).

An alabaster aer ial construc t is the same base size as an
unmodified astral constr uct fashioned with rhc Itslral CtlIJ5lyuc t

power. Alabaster aerials appear as silvery-wh itt.' humanoids
with wings for arms and large hands on the end s of their legs,
rath er th an feet .They use their win gs for fligh t and thei r feet
for pummeling oppone nrs.



An an at hemic carapace con st ruc t is the sa me base size
as an unmod ifi ed astr al co ns t ruc t fash io ned with th e l1s tml
roustruct power , Ana them ic carapaces appear as oversized ,
red sca rabs , eyes blazin g with th e de s truc tive power they
contai n.

Ectopic Farm (Astral Aquan)
Astral cons tr ucts 'lOU create wi th th is form rake on a dis
tin c tive eel -like appearan ce, w ith a pair oflo ng tentac les
p rotruding from its mouth. They are natu ral swim me rs.

Bene fit : \'(!hen you create :111 astra l co nstruc t using thi s
form, you shape it into ilJ1 P £'! w ith ( W O ten tacles prot ruding
fro m its mou th. The co nstruc t is Imbued w ith a swim speed
of 60 feet.

An astral aqua n cons t ru c t is th e same base siz e us an
unmod ified astra l cons truc t fashioned w ith the l1 sfml (011 
str Hd power. Astral aquuns appear as silvery-b lue ee ls with
rwo long ten tacles pro tru d ing fro m th eir mou ths. They use
these tent acles for pum me ling opponents.

Ectopic Fa r m ( Ebony St inger)
Astral co ns tructs vou crcarc w ith th is fo rm take on a distinc
tive spider likc appeara nce, with a large hooked tail ripped
w ith a wi cked ly barbed Slinge r.

Additional Prerequ is ite : Ectopic Form (any fo rm ).
Ben efi t : \'('hen you create an ast ra l consrruc r using th is

for m, you shape a large hooked tail t ipp ed with a barb ed
sti nger. Each of the creatu re's attac ks is made wi th th is
tail, which does piercing damage rat her tha n bludgeoni ng
damage. In add ition , an cbonv stinge r's att acks dealt point
of Constitut ion dam age ill addition 10 thei r norm al da mage
(For titude negates : DC to + 1/ 2 co nstruct's H 0 ). C reatures
im m une to poison are like wise im mu ne to This effec t.

An ebony stinger cons tru ct is the same base size as an
unmod ified astr alconstr uct fa shioned wit h the 1151m!COl l5tn l( 1

powe r. Eb ony st inge rs appear as sh iny black spiders with
a hooked tail thai is ripped with a w icked ba rb , capa ble of
delivering a m inor po ison.

Ecto pic Fa rm (Emera ld Gyre)
Astral co nstruc ts you create wi th th is form lake on a di srinc
riveapelike appearance, with the exception of a th ird armlike
limb that grows out of rhe mid dle of the back.

Benefi t : \Vhen you create an astra lconstruct using th is form,
you shape a th ird arm in I he middle o f the creatu re's back that
is used to assist in grabbing opponents.g ranting the const rucr
the im proved gra b menu B abili rr ( EPH 186).

An emerald g yre co nst ruct is the same base size as an
unmodified astra l construct fashio ned with I he Iis/ml({lll5truct
powe r, An em era ld gyre appears as a g reen hu manoid (size
depen ds on the level ofco ns truct) rhnr possesses a th ird arm
growing fro m the ru tdd le of irs back .

Ectopic Fa rm (I ridesce nt Serpe nt)
Astral cons truc ts you cr eate wit h th is form rake on a disr inc
rive serpe nt ine appt.' arance and possess an energetic quality
[h at can cha nge from co ns truct to co us rruc r.

Ben efi t : \Xrhen you create an astral cons truc t using thi s
form, vou im bue it with a form of ene rgy ofyou r choice (acid ,
cold , electricity, or fire). The cons tr uct gains resistan ce '10 to

[he chosen ene rgy type.
An i r idescen r ser pe n t co ns truc t is t he same base size

as an u nmod ified astral cons truc t fashioned w it h rhe

11 5t m l ( (lIlSlr lff l power. Th ey :lppear as serpen ts with a
clubbed tail (hat de live rs a blow en ha nced by a chosen
e ne rg y t )'pe.

ELAN REPLETION , ENHANCED
[PSIONIC, RACIA L] .

A s an elan, you can sus tain yourself w ith repletion longer
th an other members o f your race.

Prereq u is it e: Elan.
Benefi t : You never need to ea t or d rink again , and in stead

~'ou re ly en t irely on yo ur psio n ic mernbolisrn co provid e
opt im um nutriticn and hydration.

Nor m a l: A typical clan can sustain h im self without food
or water for 24 hour s if he spe nds 1 power poi n t.

ELAN RESILIENCE , ENHANCED
[ PSIONIC, RACIAL]

As an elan. you can prevent greater amo u nts of damage than
other mem be rs of your race.

Prerequ isite : Elan.
Be n efi t : As an im mediate act io n , yO li ca n red uce the

dam age you are abou t to take by 4 poi nts for every 1 power
poin t spe nt .

No r m a l: A typical elan can red uce damage he is abo ut ro
take by 2 points for every 1 power poi nt spent.

ELAN RESISTANCE, ENHANCED
[ PS IONIC, RACIAL]

As an elan , you can resist harm ful effec ts m ore read ily than
other member s of your race.

Prerequ isit e: ELm.
Be nefit: As an im med iate ac tion, yotl can spend I power

poin t to ga in a +6 racial bonus on savi ng throws u n ril the
beg inn ing of your next turn.

Nor m al: A typical elan gai ns a .....4 racial bon us on sav ing
th rows unti l the beg in n in g of h is ne x t t urn.

ELAN RETAINMENT [PSIONIC, RACIAL]
You ca n use you r psionic metabolism to aid yo u r abili ty
to re tain yo ur psi on ic focu s when you woul d o therwise
ex pe nd it.

Prerequ isi tes : Elan, 3 HD,
Be ne fi t : O nce pe r Jay as an im me d iate ac t io n, you

can spe nd 3 power poi n ts to maintain your psioni c foc us,
even if yo u have jus t taken an action that wou ld norm ally
ex pe nd it.

ELEMENTAL ENVOY [ PSIONIC)
Th is fear al low s you to acquire an elemen tal s teward: an
cmbc rl ing (fi re) , 0 geodi re (sonic), Oil arct ine (cold), or 0

rcm pcsmu (e lec tr icity). This elemen tal s teward acts as an
envoy in place of a psicrystal. Th is envoy remain s wi th you
for an indefin ite pe riod of rime. un til di sm issed or des tro yed .
(Elemen tal stewards an.' descr ibed in C hap ter 5, star ting on
page 130.)

Prereq uis ite s: Knowledge (the plane s) 1 ran k, Psicrysral
Affin iry.

Benefi t : \Xrh en you are abl e 1O acq u ire a new pst cr ystal ,
you can se lec t an elemen tal steward ins tea d . Th e t ype of
stewani-c-emberling (fire), geodi re (son ic), arc tine (cold), o r
rernp estan (elec tricityl-c- depends on your-preference . un less
you have the Privileged Energy feat, in which case the steward
mu st match the energy type.



Special
Aler tness, improved
evas ion, s hare pow er s,
te lepa thi c link

Cha nnel power

Power res istance

Sp ec ial

Delive r touch powers
Telepathy 100 ft.

Ma nife ster Natu ra l Cha ML
Level Armor Adj. Adj. Adj.
3rd-4th +1 +1 +0
5th-6th +2 +2 +1
7th-8th +3 +3 +2
9th -10th +4 +4 +3

11th- 12th +5 +5 +4
13th-14th +6 +6 +5
15th-16th +7 +7 +6
17th-18th _8 +8 +7
19th-20th +9 +9 +8

ENVOY COGNIZANCE [PSION IC]
\X'hen your elernenral envoy is nearby, its associated energy
en hances you r abili ty to manifest energy powers.

Prerequisites : Knowledge (the planes) I rank . Psic rystal
Affini ty, Elemental Envoy".

Benefi t : Becau se yo u have chose n 10 rep lace you r psi
cryst al wi th an e le m e n ta l s teward - e it he r an embe rli ng
(fi re), a geo d !re (so n ic). an arc tine (cold), or a tempesran
(elecrriciryl-c-yc u can now urilize its associ ated energy to
en han ce any power you ma n ifes t th at has the same energy
descriptor. \Vhile yo ur e le me nt al e nvoy re m ain s adjacent
to you, you manifest these powers at one man ifesrer level
hi gh e r than norm al.

ENHANCED BENEFICENCE [PSIONIC]
Your psychic aura is larger than normal, refl ecting YOll r
devotion to your derry.

Prerequ is ite : Psychic aura class feature.
Benefit: The radiu s of YOLir psychic aura increases by5 feet

(the radius of your Jura would be 10 feel at t sr level, in stead
of 5 feet).

ENERVATION ENDURANCE [PSIONIC]
When facing the aftermath ofawildsurge, enerva tion doesn't
sap your pmvcr po ints.

Prerequisite : Psych ic ene rvation class feature.
Benefit: Repeated expos ure to wild surges and their debil i

rating aftereffec ts has increa sed your resistance to psychic
ene rvation. From nO\\I on, when you become enervated, yOll

losepO\verpoints equal to on e-halfyour wilder level, althoug h
you are still dazed un til rhe end of your nex t turn.

Nor m a l : A wilder overcome hy psychic enervat ion is
dazed until th e end of hi s IWX t turn and loses a number
of power points equal to hi s wil der level.

Ben efit : You ca n expe nd your psionic focus to in fu se
your armo r with psych ic energy . Th is gives you resis tance
lO against the next atta ck or effect wit h an energy descriptor
that affects you. Using th is fea t is an im med iate action (it
can be used on ano ther creature's tu rn ) in reaction [ 0 being
affected by a spell, effect, or att ack th at dea ls energy damage
and does not provoke atta ck s of opportuni ty.

EUPHORIC REDUCTION [PSIONIC]
Cha nnel you r euphoric surge into a boo st for one of your
skills.

ELEMENTAL STEWARDS AS ENVOYS
The s pe cia l ab ilities of an e lement al e nvo y advance in a way
sim ila r to that o f a ps icrys taL As yo u increase in leve l, your e l
ementa l e nvoy gai ns a bo nus to its na tu ra l a rmor, its Char isma
sco re (wh ich affects the save Des of its ps i-like ab ilities), a nd the
man ifes te r leve l for its psi -like ab ilities . Specia l ab ilities on the
tab le refer to the ps icrysta l s pecial ab ilities of the sa me name
([ PH 22) .

Manife ster Natural Cha ML
Level Armor Adj. Adj. Adj.
1st-2nd +0 +0 +0

Ell/ad's maltlll mastery <111(YJ(/~ ber fIJ ret/lfc£' tbr effects
ofenervation rolittle mol'£' tbtlfJ fi ll lllJlJf1)'flllU

As you adva nce in pow er, your eleme ntal stewa rd also
increases in power; see the Elem en tal Stewards as Envoys
sidebar.

Special : You cannot simu ltaneo usly poss ess bot h a psi
crystal and an elem ental envoy.

ENERGIZE ARMOR [PSIONIC]
You can ch arge your armor wi rh psionic e nergy. making it
resistant to energy damage.

Prer equ isite : Invest Arm or".



Prerequisi te : Surging euphoria + 1 class featu re.
Benefi t: \X' hen you trigger your surg ing eup horia, you can

choose ro ch an ne l it into a concentr ated boost ofphysical resil
ience. Instead ofgaining a bonus on arrack rolls, damage rolls.
and saving throws, you gain damage red uc tion equ al to three
times the su rging euph oria level to which you have access.

For instance,a srh-levelw ilder wit h thi s leal who uses wild
su rge to boost her mam fesrer level by two and uses surg ing
eu phoria can gain damage reduct ion 3/ - for 2 rou nds.

EXTRA AURA [PSIONIC]
You gai n the aura abil it}' of u mant le you have donned.

Prere quisites: Don Mnurle", psych ic aura cla ss feature.
Ben efit: You ga in the abilir y to ge ne ra te II psych ic aura

based on a mantle you haveaccessed wi th the 0 0 11Mantle fear.
\,\'hen you generate a psychic aura ,you call also cho ose rhe aura
g rante d by the mantle from the associated Do n Mantle fear.

Special: You can ga in th is feat mu ltiple times. Each time
yOli do, you cho ose ,1 new mantle you havedonned wi th the
Don M antle feat.

FOCUSED PERCEPTION [PSIONIC]
\'Vhen yo u co ncent rate yo u r facu lties, yo ur power of sigh t
pierces the dark ness.

Prerequis ite: Blind -Fight.
Ben efi t : You m ust expend you r ps ion ic focus (Q use thi s:

feat. When YO LI expend your psion ic focus, YOll gain bli nd
sense out ro (,0 fee t for 1 round.

FOCUSED SHIELD [PSIONIC]
Your mental focus makes yO ll more adept at using your shie ld .

Prerequisite: Sh ield Proficiency.
Benefit: \Vhil e you nrc psion icall y focused and holdi ng

a ready shie ld wirh which y Oll are p rofic ien t. the AC bonus
provide d by your sh ield increases by I.

FOCUSED SKILL USER [PSIONIC]
You can tak e advantage of your psio nic focus in new ways.

Benefi t : \Vhen you first take rhi s fea t, choose th ree sk ills
in which yO ll have ran ks. \Y/ hile you are psionicallv focu sed ,
you gain a +2 competence bonus o n sk il l checks wh en using
any of these three skills.

Special: You can take rhts feat mu lti p le ti mes. Each tim e,
choose three add it ional sk ills in which yo u have ranks.

GESTALT ANCHOR [PSIONIC]
You have a strong bond to the psion ic en tity yO li ho st. When
you are ar ound o the r hosts, you can move an d aCTtogether
as a fluid u n it.

Pr er equ is ite s : A ny host fea r" or kuln sht ar, base W ill
save +3,

Ben efit: \X' hile you are ps ion icall y focused and withi n 60
feet of an ally tha r serves ns a host or w ho is ,1 ka lasht ar, you
and all host or kalashrar all ics wuh!n 60 fee rgain a +2 insight
bonus on in itiative checks und Reflex saves.

GITHYANKI CHARM [PSIONIC. RACIAL]
You can leverage your lIS/Ollie daze psi-like ahi li ry to gain
g reater cont rol over subjec ts.

Prerequis it es : Girhy.anki, psil1 n ic tlllZ(' psi-lik e ability.
Ben efit : You G ill exp en d o ne or more of your daily uses

of th e psiolli c da:.c psi-like abili ty g ranted by your githyanki
he ritage to in stead gain the use of psionic rbunu as a psi-like

abil ity. You r manifesrer level for th is effect is equal to 1/2
you r Hit Dice (m in imu m tsr).

GITHYANKI CONTROL
[PSION IC, RACIAL]

You can lever age you r J~lI' halld psi-like abilit y to gain grea ter
control over objects.

Prere quis ite s : Gilhyan ki ,fm' hallll ps i-like abili ty.
Benefit: You can expend one or more ofyour daily use s of

the ';11" " lIlldpsi-like nbili r}' granted by your g ithya nki heri tage
to instead gai n Ihe lise ofconII'DIobjt'ct as a psi-li ke abil ity. You r
ma ni fe ster level for th is effect is equ al to 1/2 your Hit Dice
(m in imu m i sr).

GITHYANKI DISMISSAL
[PSIONIC, RACIAL]

You can leverage your ll iHlL'll siOllaoor psi-like abil ity to ga in
grea ter control ove r at her creatures' locations.

Prerequis ites: Cithyank l. ,fimL"IISio ll door psi-like ab ili ty.
Benefit: You can ex pe nd one or m ore ofyo ur daily uses of

the .iil1lt'u siolldoor psi-like abil ity granted by your githyanki
heritage to in stead gain rhe use of ~lsio l1 i c dismissalas a psi-like
ability, You r manifesrer level fo r th is effect is equal to 1/ 2
your Hi t Dice (minimu m t st),

GITHYANKI ECTOFORM
[PSIONIC, RACIAL]

You can leverage your concealing t1Illorplw psi-like ability IO
gain g rea ter cont ro l over your ow n bod y.

Prereq uisi t es: Githya n k i, (oncea ling l11110rpha p si-like
abili ty.

Ben efit: You can expend one or more of you r d aily uses
of The (Ol/fCllling llllllJ rplra psi-like ab ili ty g ran ted b y you r
githyan ki he r itage to instead gain rhe use of ectoplt1 S111 fC fortI!
as a psi-li ke abili ry. You r manlfesrer level for rh ts e ffect is
equal 10 1/2 your Hi t Dice (m in imu m tsr).

GITHZERAI BURST [PSIONIC , RACIAL]
Y OLI ca n leverage your (111i l l! psi-like abi lity ro gain grea ter
cont rol over vou rsel f in you r enviro nme nt.

Pre requ isi te s: G iT hz~ra i . (atfall psi-like abili ty.
Be nefi t : Y OLI can expen d one or more ofyour daily uses of

th e Cll t fa llpsi-like abili ty gra nted by you r gtthzerai heritage
to in stead gni n th e lise of hurst as a psi- like abili t y. You r
man ifesrer level for rh is effect is equ al ro l /2 your H it Dice
(m in imum ist).

GITHZERAI FEEDBACK
[PSIONIC, RACIAL]

YOLI can leverage your fllt'rlial nnncr psi-like abil it y ro furthe r
insulate you rself (w in harm.

Prerequisites : Githzerai, rllcd io1 l urtuur psi-like ability.
Benefi t: You can expe nd one or more of you r daily uses of

th e il/crllLII un unr- ps t-like abi li ty g ra nt ed by your git hzerai
her itage to instead gain the use of biolcedllllCh as a psi-li ke
abili ty. You r mu nifesrer level for {h is effect is equ al to 1/ 2
your Hit Dice (minimum ist).

GITHZERAI KNOCK [PSIONIC, RACIAL]
You can leverage your ((l1J CIIs~jotl bl'TS t psi-like abili ty to ga in
such fin e con tro l ove r ma nipulating force that you can open
lock s or sea led do ors.

Prerequis it es: Ct thzera t, cO llnmitll1l11115t psi-like obility.



MAENAD DEAFENING SCREAM
[PSIONIC. RACIAL]

You can use your magy my (sonic) psi-like ability to be tter
effect.

Prerequis ite: M aenad.
Benefit: \Vhenever you lise th e Oh'rg)' my (son ic) abil ity

gra nted by your mae nad herit age , you dea l an extra 1 point
of dam age per die . Creatu res tha t take dam age from the ray
are deafened for 2d6 rounds if (hey fail a Fortitude save (DC
to + 1/ 2 you r H D + your Ca n mod ifier).

Norma l: An clurg)' my deals - 1 point of dam age pe r d ie
and does not deafen its target s.

MAENAD SCREAM [PSIONIC, RAcrAL]
You ca n lise your energy my (son ic) psi-li ke ability more
ofte n .

Prerequisite : Maenad.
Ben efit: You can use the (nag)' nryfson ic) psi-like abili ty

granted by your maena d he ritage three rimes per day.
Normal: A maenad's t'IIl.'rg)' my (sonic) can be used once

per day.
Sp eci a l: You can ga in (h is feat mult iple times. Each time

you rake this feat , you gain two addi tional da ily uses ofyou r
t'lh'rgy ray (sonic) psi-like ability.

LURK AUGMENT, RANGED [PSIONIC]
You can use some ofyour lu rk augments in conjunction with
a ranged attack.

Prerequisi te : l u rk aug me nt class featu re.
Benefit : You can apply the following lurk augments to your

ranged attack: Add itio na l sneak att ack, solid stri ke. ignore
concealment, ment al assaul t, decept ive srr ike. sneak att ack
undead,ghos t touch , aligned attack . sneak attack construc ts,
plan ar attack, or sy naptic di scon nect.

Special: l u rk augme nts applie d [0 ran ged attacks only
affect a target with in 30 fee t.

MANTLE FOCUS [PSIONIC]
The powers from one of your mantles become more potent.

Prerequis ite : Access to one psion ic rna n rle.
Ben efit: Add 1 to the Difficulty c lassfora 11 saving throws

agai ns t po we rs fro m (he mantle you se lec t. Th is bonu s
stacks wi th t he bo nus provide d from feats suc h as Psion ic
Endow ment.

LURK MASTER [PSIONIC]
You are mo re sk illed in augme nting your att ack than you r
training would ind icate.

Prerequis it e: lurk aug ment class feature.
Benefit : You can treat your lurk level as two high er than

it actually is when determining what abili ties you ca n selec t
wi th your lu rk augment class feature.

MAENAD FURY [PSIONIC. RACIAL]
You can use you r outburs t racia l trait more often.

Pre requis ite : Maenad.
Benefi t : You ca n use the ou tburst racial trait g rant ed by

your maen ad heritage th ree times per day.
Normal: A maenad'soutburs t racia l trail ca n be used once

per day,
Sp ecial: You can gain thi s [eat mult iple ti mes. Each time

you take thi s feat, you gai n two ndd irio nal d aily uses of your
outburs t ability.

Benefit : Youcan expend one or more ofyou r da lly uses of
the concussion blast psi-like abi lity grnnred by you r gi thzerai
heri tage to instead gain the usc of psionic ''''od.as 3 psi-like
abi lity. Your rnanifesrer level for this effec t is eq ua l to 1/ 2
your H it Dice (min imum tst).

INVEST ARMOR [PSIONIC]
You can charge }'OUf armor with additiona l protective qualities.

Prerequisite: Proficient wit h ar mo r worn .
Benefit: You can expend your psionic focus to inc rease the

armor bonu s of the armo r th at you're wear in g by 3. Using
this fear is an immedia te action (it ca n be used on ano ther
creature's tu rn ) in react ion to being the ta rget of an at tack.
You must decide whether o r not to lise th is feat be fore rhe
resu lt ofyou r opponent's attack roll is determined.

INSTINCTIVE CONSUMMATOR
[PSIONIC]

You always make goo d on your th reats.
Pr erequisi tes: Srr 13, Power Arrack, Cleave .
Benefi t: You must ex pend your psionic focus to usc this

fear. \X'hene \'er yOll th reaten a livi ng foe with a cri tical hit
on a melee attack, vou can choose to automancallv co nfirm
the cri tical hit. • .

Nor m al: All h its that th reaten <I cri tica l hi t must be con
firmed wi th an add itiona l successfu l attack ro ll.

LURK AUGMENT. EXTRA [PSIONIC]
You can use your lurk augment more often than normal.

Pre requisi te: Lurk augment class feature.
Benefit : You can use vour lurk augme nt class featu re three

mo re ti mes each day. • ~

HALF-GIANT STOMP [PSIONIC, RACIAL]
You ca n use your sloml1 psi-like ability mo re ofte n.

Prerequis ites: Hal f-g iant , stomp racial trai t.
Benefit : You can use the stamJl gra nted by your ha lf-giant

her itage th ree rimes per day.
Norm al: A ha lf-giam 's stomp can be used once per day.
Special: You can take th is feat mult iple rimes. Each time

you take it, you ga in two more daily uses of your 5t0 ll111 psi
like ability.

GITHZERAI LINK [PSIONIC. RACIAL]
You ca n leve rage your l'siOlT i( lillU psi-like abilit y to forge
direc t mem al contac t with ano the r creatu re.

Prerequisites: Githzera i . ' 1 ~ j oll i ( ,fau ps i-like abili ty.
Benefit : You can expend one or more of your daily uses

of th e pSIOnicdIll( psi-lik e ab ili ty g ran ted by your git hze rai
heritage to instead gain the use ofminilli'IJ.. asa psi-like ability.
Your manifesrer level for this effect is eq ual ro 1/ 2 your Hit
Dice (m inimum isr).

HALF-GIANT THUNDERER
[PSIONIC, RACIAL]

You can use your sfamp psi-like abili ty to far greater effect
Prerequ is ites : Half-giant , slomp racial trait.
Benefit : \'V' hcn YOli lise the 510mp ability granted by your

half-g iant her itage, )'DUr manifcstcr level (5 equa l ro }'our
character level.

Normal:The effecl of a half-gtanr's '101>11'psi-like abilitI'
is calc ulated as if the halt:g ianr's manifesrcr level were equal
to 1/ 2 1he half-giant's HD.



X erxes tbe $oll!Jmi{e

r"elm"g,izi:s lJis p!)'chic st ri ke frlJ1l1 /b e

em',1..Y drained f rom hi.f.foe

Special: You can gain th is feat mu ltip le times. Each rime
yOll take the feat: it applies ro a new mantle.

MENTAL JUGGERNAUT [ PSIONIC]
You are adro it <I t avoiding the min d blasting effects of cer tain
psion ic abilities and powers.

Prer equisite: Abili ty to gain psion ic focus.
Benefit: As an immediate act ion, you can expen d }'our

psioni c focu s to ignore the consequences of a failed save
against any power, psi-like abilit y, or other psionic or rnagt
cal effect that would otherwise daze or stun you. You can
decide to use this feat after yOll have rolled and determined
the potentia1outcome of your roll.

Sp ecial: If you choose nor to expend your psionic focus,
you gain a +2bonus on your saving throw against any power,
psi-like ability. or other psion ic or magical effect that would
dale or stu n you. \Vhen you are nor psionic al ly focused, you

still gain a +1 bonu s on saves against effects that wou ld
otherwise daze or stun you.

MIND CLEAVE [PS ION IC]
\'X'hen you lay lovv a foe:you drain offa portion of its excess

men tal energ y into the conduit of your mind blade.
Prerequisites: Mind blade class featu re, psych ic

strike class feature .
Benefit : Ifyou deal a crea tu re enough damage

to make it fall (typically by dropping ir to below 0
hit points or kill ing it) with your mind blade, you

drain off a port ion of the creature's liberated
energy of con sciousne ss.The liberated ene rgy

aurom aticallv cha rges the blade used to fell
the foe as if y Oll had imb ued it wi th you r
psychic stri ke class feature .

MIND EMPOWERMENT
[PSION IC]
\X' hen you lay Iowa foe , you drain off
a pcrtion of its excess mental energy
into the conduit of your mind blade.

Pr erequisires: Mind blade class
feature, psych ic strike class featu re.
Mind Cleave".

Benefit: If you deal a creatur e
enough damage to make it fall (typ
ically by dropping it to below 0 h it

points or kill ing it) wi rh your mind
blade. yO ll captu re a greater port ion
of the creatu re's liberated energy of
consciousness (more than vou al
ready drain with your Mi nd 'Cleave
feat).The addirionaIliberate d energy
resides in your blade for 3 rounds or

until you make your next successful
psych ic st rike (whichever occur s
first), where upo n you deal an add l-

rtonal td s points of dam age.

MIN D STRIKE
FOCUSED [PSIONIC]

\'{!hen you use your psychic stri ke ability,
you deal more damage.
Prerequis it es : Abiliry to generate a mi nd

blade, psychic str ike +l ds.
Benefi t : If you expend your psionic focus when you

imbue your mind blade with a psychic strike , the destruc
rive energy ins tilled in your blade dea ls one more die of
dam age. For example, ,vhen a zrh-level sou lk rufe charges
his blade with a psychic strike in conju nct ion with expend
ing his psionic focus. the damage potential of the blade is
+3ds points (Ins tead of +2ds points).

DUA LMIND BLA DES AND PSYCHIC STRIKE
If a soulknife chooses to shape his mind blade by splitt ing it
into two blades , eac h se pa rate blade is able to ho ld a psychic
st rike as long as the so ulknife spends a sepa rate move act io n
to empower each blade with psychic strike.



PRIVILEGED ENERGY [PSIONIC]
You favor one specific energy type over all ot hers.

Prerequisite: Ab ili ty [0 rnunifcs r t he: wag)' mi))ilr
power.

Benefi t : Choose one t ype of energy to become yo ur
privileged ene rgy: co ld. electnchv, fir e, or sonic. Any time
you man ifest a power that deals d amage of your chosen
e nergy type, that power d eal s an ex tra 1 po in t of da ma ge
per die .

STYGIAN ARCHON [PSIONIC]
You sea r th e sy napse s of your mind with a scar of void and
empti ness. From no w on, psionic powers you mani fest that
utilize nega tive ene rgy arc more fu lly tied to the Negat ive
Energy Plane.

Prerequisite : Know t wo po we rs t hai uti lize negative
energy.

Benefit: To lise this feat, you mu st mai ntain your psion ic
focus. \X'hen manifesti ng a power th ai utili zes, dis rupts, or
detect s negative energy. your marufester level is treated as
one higher [han norma l.

PSYMBIOT [PSIONIC]
Yougai n benefits whe n you are ncar othe r psionic cha racters
o r creatures.

Prerequisites: Knowledge (ps ion tcs) 8 ran ks. manifeste r
level grd.

Benefit: When you <Ire psion ically focused and one or
more psionic charac ters or c rea tures w it h a ma nifest er
level of 3rd or h igh er sta nds wit hin 10 feet of you, you
gai n a -2 bo nus on ability checks. ski ll checks, and saving
throws. Psionic enrities such as th ose desc r ibed in an y of
the host feats in t his book are no t separa te crea tu res for
the purpose of gai n ing th is feat 's benefit, nor are astral
constructs, or an)' ps ionic creatures crafted , project ed. or
summone d by you.

SKIN OFTHE CONSTRUCT [PSIONIC]
You can wear- an ast ral construct as i f it were a second ski n.

Prerequ is ite: KI1O\v 11511"111 (oJ1 slrl/cJpowe r.
Benefit: If you expe nd your psion ic [OCli SI you can fuse

the ess ence of an astr al cons tr uc t tha t you h ave pe rso nally
maru fesred w ith you r ow n body. You choose to do thi s when
you first ma nife st th e power 10 gain th is effec t (instead of
creatin g an astral co ns truct no rmally). Th is constr uc t, once
absorbed in to your body, do es nor co unt again st your limi t
of ast ral cons truc ts c raft ed (in mo st cases you can have only
one astra l co ns truc t active at a li me.

Tlus add itio nal ast ral 'flesh" bonds perfecrly wirh your own,
gi\' ing you a silvery- whi te appearance and Ids temporary h it
poi n ts that last fo r up to 1 hour. Mon.' imp orta nt , it gra n ts
you one M enu A choice ( [ PH 18(» tha t ),ou ca n use as if you
were the cons truct.

You wear th e ski n of the cons truc t for the no rma l dura
tion of the manifested asl rlll couslr ll(l power, after whic h
ti me it elapses.

Special: If you have any o ther feats t hat mod ify the
appea rance or abili ties of an as tra l construc t (such as
Boost Const ruc t or Ectopic Form). you do not accrue those
be nefi ts when you use the IJStm / (ollslnut pO\ver w it h Ski n
of the Co ns truct.

PRACTICED MANIFESTER [PSIONIC]
Choose a man ifesti ng class tha t you possess.T he powers you
man ifes t from th at class are more powerfu l.

Prerequisite: Psicr aft 4 ranks.
Benefit: Your rnanifesrer level for the chosen ma nifest

ing class inc reases by four. Th is benefi t ca n't increase your
mani fester level h igher tha n your H it Dice. Even ifvou can't
benefit from the fu ll bonus immedia tely. however, ifvou later
gain levels of no n manifesting classes:you might b~ able to
apply the rest of the bo nus ,

For exa mple.a human 5th-level pslon/ jrd-level fighter who
selects th is feat wou ld increase his psion man ifesrcr level
from 5th to arh (since he has S Hit Dice). lf he later gained a
figh ter level, he would gain the remainder of th e bonus. and
his psio n manifesrer level wou ld become 9th (since he now
has 9 H it Dice).

t\ charac ter with tWO or ma rc manifest ing classes (suc h
as a psyc hic war rior/ psio n) mu st choose wh ich class gains
the feat's effect. Thi s feat does nor affocr your powers per day
or powers known. It only increases your m anifestcr level,
which help s you overcome power resista nce and increases
th e dura tion and other effects of your powers.

Sp eci a l: You ca n se lect th is feat mu lt iple ti mes. Each
time you choose it, you must apply it to a di ffere nt mani 
festi ng class.

POSTPONE ENERVATION [PSIONIC]
You can pos tpo ne th e onse t of your psych ic ene rva tion.

Prerequis ite s: Psychic enerva tio n cl ass fea t ure. wild
surge +2.

Be n efit: \X/h enever you are subjec t to psyc-hic enerva tion
th rou gh th e fail u re of a wild sur ge , you can post pone th e
effects of the enervation by 3 rounds. You decide to lise th is
fea t aft er you roll to det ermine whe ther yOll are subjec t to
psychic enervation. You can volun rari lySUbj l'C I you rself to

the effects of th e postponed psychic ene rva tion before th e 3
rou nds have fully elapsed. On ce you usc th is feat to pos tpone
th e effects, however, you cannot use [he \v-ild surge class fea
ture un ti l you endure the postponed psychic e nerva tion.

MIND STRIKE, SWIFT [PSIONIC]
You pos sess a deadly speed when cha rgi ng YOU T mi nd blade
wi rh psych ic energy.

Prerequisites: Ability to generate a mi nd blade. psychic
strike -zds.

Benefit: O nce per day. you can cha rge your mind blade
wub a psyc hic strike as a swift acti on .

Norma l: A soul kni fe imbues his blade with a psychi c
strike as a move action.

ORC DOUBLE AXE MIND BLADE
[PSIONIC]

When you reshape YOUT m ind blade, yOll can change it inf o
an exot ic weapon: an o re double axe.

Prerequisites: Abilit y TO genera te a mind blade. sha pe
mind blade class featu re.

Benefi t : Any rim e you wis h to reshape YOUT mi nd blade
usi ng your sha pe m ind blade class feat ure , you can add the
are double axe to your share repertoire . You are proficient
wi th your ore double axe mind blaJe-you are treated as
if rou possess the Exot ic \X'eapon Proficien cy (a re double
axe mi nd blade). The- weapon is sized appropriately for you
and dea ls damage as an ore do uble axe.



NEGATIVE EN ERGY POWERS
Many powers use negative energy to inflict harm upon enemies.
Recognized powers that ut ilize ne gative energy (for the pu r
poses o f the Stygian Archo n and Stygian Power feats) include
the following:

THRI-KREEN CARAPACE
[PSIONIC, RACIAL]

Your carapace is harder rhan average .
Prerequisite : Thr i-kr een .
Benefit : Add 1 ro your nat ural armor bonus.

THRI-KREEN POISON
[PSIONIC, RACIAL]

You can use your poison bite more often.
Prerequisites: Thri-kreen , po ison bi te.
Benefit: Your adh erence to , slightly modified sleep cycle

and change in diet pays off-yoll ca n secrere venom more
ofren. You can lise your poi son bit e a to tal of th ree rimes
per day.

Nor ma l: A rhn-kreen 's pois on bi te ca n be used once
per d ay,

Special: You ca n ga in thi s feat multiple times. Each tim e
you take th e feat. you gain an add itio nal tWO daily uses of
your poi son bite abi lity abil ity.

VOLATILE LEECH [PSION IC]
You gain the power poinrs vour arracker wast es att acking you
with a telepathic pO\ver.

Prerequisi te : Volatil e mind class feat ure.
Benefit: \X'h ile you are psion ical ly focu sed and have nOI

co nsciously lowered your volanl e mind ability, you absorb
extra power points t hat manifesters of telepathi c powers are
forced to pay wh en rhcy target you .

The power points YO ll abso rb in rhi s fashion are add ed to

you r power point rese rve; however , you can never gain more
power points in this fashio n t han your norma l power point
maximum . If yo u alr eady P OSSf' SS you r maximum power
points, your volatile mind abili ty works normally.

VO LAT ILE ESCALATIO N [PSIONIC]
\X'hen you are OI l racked with a telepathic power, your in na te
wild ness forces a higher mental price on your attacker.

Prerequis ite : Volatile mind class feature.
Benefi t: \X'h ile you are psionically focused and have not

co nsciously lowered your volati le mind ability, rhe number
of power points it cos rs a manifester to affec t you is higher.
A mani fester wh o uses a re leparhic pow er upon you while
th ese co nd itio ns app ly must pay an addt r tona l td-t power
poi nts on ropofh is norma l cos t. Th is effecr stacks with that
of the volatile mind class fe at ure.

Benefit: Cons tan t rehea rsa l and stu dy grant you the mas
rerv required to use your I'slollir tlisJ,ll1cc ll1c lll psi-like abi lity
a [Oral of three times per dar ,

Nor m al: A tb n -kreen's PSIt1tI/( ,1lsplMemcPl t psi-like abilirv
can be used once p<:'r day,

Spec ia l: You can gain th is feat mult iple times. Each time
you rake th e fear, yOll gain an addi tiona l tw o daily use s of
your psiDnic,1,51'1llCt'Hlfnf abi lity.

TWO-BLADED MIND BLADE [PSIONIC]
\Vh en you resh ape your mind blade, you ca n change ir into
an exoti c weap on: a two-bladed sword.

Prerequ isi te s : Abiln y to genera te a m ind blade, shape
mind blade class fomurc.

Benefit : Any li me you wish to reshape you r m ind blad e
using your shape mi nd blade class featur e, you can add th e
two-bladed sword to your shape repertoire. Youare proficient
with your two-bladed sword mind blade- you are trea ted as
if you po ssess the Exotic Weapon Proficiency (two-bladed
swo rd m inJ blade). T he weapon is sized appropria tely for
you and dea ls damage as a two-bladed sword.

stygian vei''''
stygian touch*
stygian conflagratiol1*
stygian ray*
stygian weapon*

mindwipe
speak with dead, psionic'"
stygian bolt*
stygian discernment»
stygian disruption*
stygian erasure»

SYNAD MULTITASK, ENH ANCED
[ PSIONIC, RACIAL]

As a synad (page 139), your th reefold m ind gran ts you an
addirtonal oppo rtu nity to rnulritask.

Pre re qu isi te: Svnad.
Benefit : You gain one add inonal use per d ay of your

rnu lritask rac ial trail. You can spe nd I power point [0 gain a
swi ft action that y Oli can lise to rake :my purely ment al action
tw ice per day.

THRI-KREEN CLAW [PSIONIC, RAC IA L]
You Gin lise your tllclllpll )'$iml dllltJpsi-like abiluy more often.

Prerequisites:Thri-krecn. IIId llphysiclll (111l t! psi-like ability.
Benefit: EXira pracrire and hard work are rewarded. You

ca n lise your mctllphys iCl1 1claw psi-like abililY a tota l of three
rim es per day.

Nor ma l: A th ri-kreens ntcllll1/Il'5l Clll d im' psi-like ability
can be used once per day.

Special: You can gain thi s fear mu ltiple rimes. Each rime
you rake the fear. you gai n an addi t ional two daily use s of
your mdllphysi(llf claw abiliry.

TAP MANTLE [PSIONIC]
You gain th e ability to access the powers in a new mantle.

Prerequisi te: Access 10 one psion ic mantle.
Benefi t : Whenever you gain the ab il il)' 10 learn another

ps ionic power, you ca n c hoose <1 power you ca n manifest
from th is new mant le. You essenua lly ga in a new menu of
options from which you Call selec t powers whenever you
would norma lly learn a new pow er from advan cing in a
ps ionic class. Youdo not gain the mantle's grant ed ability or
an y other benefi t of access [0 the m ant le.

Specia l: Youcan gain th is fear multiple rime s. Each rime
you do , you choose a new mantle [0 access .

THRI-KREEN DISP LACEMENT
[PSIONIC. RACIAL]

You can use you r f1sioJlj( tfislllMC nUtlt psi-like abili ty more
often .

Prerequisites: Thr t-kreen. l'slO uic .lisplarw h'lIf ps i-like
abtliry,



Benefits
Ga in 4 power points to augment dorje's effec ts
Fight with two dorjes at the same time
Deal4d6 damage to te lepath ic aggresso rs
Take 10 on ma nifeste r level checks

A small nu mber offeuts associated wirh pstoni cs are catego
rized as general fears.

Form less enrit ies tha t prefer to be housed in physical flesh
are mys teri ou s in origin, th ough some type s of these enti
ties re fer to th emselves as "quort." O the rs have d ifferent
names for themselves, bu t all are for mless enti t ies that
requi re a bo dy in which to make th eir prese nce kn own in
thi s reali ty. For mless psion ic enti ties att racted by tak in g
hos t feats are ben ign .

HOSTILE MIND, IMPROV ED
You have ment al defenses erected against telepath ic attacks.

Prereq ui sites: Chil lS, Hcstlle Mi nd.
Benefit : Wh enever you are subject [ 0 a power from [he

telep at hy d iscipline (rega rd less of whethe r the power is
harm ful or beneficial to you), rhe man ife ste r mu st make a
Will saving throw again st J DC of to + 1/ 2 your cha rac ter
level ... your Cha modifier,and rakes all addntonal zds point s
of da mage . plus 2d6 points from yO U f Hostile Min d feat,
fo r a to tal of 4d 6 points of damage.

The benefit of thi s fear applies only 10 psionic pO\\'ers and
psi-like abilities. Th is is an exception to the psion ics-magtc
tran sparency rule (EPII 55).

Special : You cannot take or use thi s feat if you have the
ability to use powers (if you have a power point reser ve).

PSIONIC MASTERY
You an: quickund ce rtain in you r cffons 10 de fea t the psionic
defenses and powers of others.

Prerequ isite: Abilit y to mani fest psionic powers or use
psi-like abilities.

Benefits: You can take 10 on rnani fester level checks ( 3 5

if the manlfester level check were a skill check).

DUAL DORjE
You can f igh t wit h two dorjes at the same lime.

Prereq uisi tes: Craft Dorje, Two-Weapon Fight ing.
Benefit: As a full-round action, you can wield and activate

a dorje in each hand (jj you have both hands free), wirh
one designa ted as your pri mary dorje and the othe r as you r
seco ndary do rje. Each lise of rhe secondary dorje expends 2
charges instead of 1.

DORJE MASTERY
Psionic dorjes are more pot ent in your bands.

Prerequisites: Craft Dorje, mam fester level srh.
Benefit: \Vhen you use a dorje , the power man ifes ted is

treated as if ir were augmented by 4- addi tional power point s.
If the power can not be aug me nted . then the DC of savi ng
th rows aga inst the dorje's effec t is increa sed by 2.

Idobiro ims Il'o,."ttl
10haT/leSS bis spud

I f} make ad.liliolUlI all(,~J:i

t:(,ailtS f tsis/(K1

Prereq uis ites
Manifes ter level 9th
Craft Dor je. Two-w eapon Fight ing
Cha 15. Hostile Mind
Able to man ifest power s o r
use psi-like ab ilities

XEPH CELERITY [PSIONIC, RACIAL]
You can use your burst racial trait to gain an extra attack .

Prerequisite: Xeph.
Benefit: As a swift action. you can expend one or more of

your daily uses of bur st granted by your xeph herit age to gain
one extra at tack for 1 rou nd, inste ad of gnining an increase
to your speed. \'Qh ile enjoying your round of celerity, you
make one extra attack each round, using your h ighest base
attack bonu s, when you rake a full attack action .

TABLE 3-3: GE NE RAL FEATS

Feat
Dorje Mas tery
Dual Dor je
Host ile Mind, Improved
Psionic Mastery

XEPH BURST EXTRA
[PSIONIC , RAclAL]

You can use vour burst racial trait more often.
Pn~rt=yu i~ it t= : Xeph.
Benefit: Youcan use the burst ability granted by your xeph

heri tage a total of th ree times per day.
Normal: A xeph's burst ability can be used once per day.
Specia l: You can gain this feat multiple times. Each t ime

you take the fear, you gain an additional two daily uses of
your burst ability.



Host fea ts ca n o nly be taken by a cha racter who is ac ting
as a physical host (0 another psionic entity. Once a creature
accepts a psioni c enti ry and becomes its host, the creatu re and
th e en ti ty are treated as a single c rearlire for all purposes.The
en tity cannot be purged (except through use of the pSrdHi
I't'formatioll power), no r can it choos e to leave.

A creature ca n have as many host fears ;15 ir desir es to take.
Host fears are also consiJereJ psionic fea rs.

In an EBERRO~ campaign. kalashrarand Insp ired are both
considered to be hos ts ro psion ic ent iries, and thus qualify
ro rake hos t feats.

DEFENSIVE SHELL [HOST]
The psionic en tity living in your mi nd e nables you to better
resist atta ck s.

Benefi t: A psionic enti ry rakes lip residence wi thi n your
flesh. Th e en tity g ram s you the follow ing psi-like ability:

P5i· Li'~f Abili ty: l /day-fol'(f S( l"tY ll o r e/llpty mill.' . Mani
fe st er Ieve l f/ z your HD ; save DC 11 + yo ur C ha, Int . or
\'('is modifier.

Speci a l : Yo u ca n use one or the o ther of vour ent ity
granted psi-like ilbi lines once per da v-e-yo u can't lise both ,
Once you use o ne , you can' t lise the o ther for the rest o f
t he day.

Benefits
Mind thrust or psionic doze. l/day
Energy rayor crystalshard l /day
Force screen or empty mind l/day
Use host abi lities 1 extra time /day
Deaden blow o r entanglingectoplasm l / day
Add Cha bonu s to mind blade damage for 1 round
+1 bonus on Will saves while psionical1y focused,
or +S for 1 round when focus expe nded
Mind/inkor detect psiarJics l / day

PACIFIST [HOST]
You hos t a psionic eruitv rhar di sli kes co mba t and provides
you psi-like nbiliries to help you avoid a figh t.

Benefit : A psion ic emi ly takes lip residence w ith in your
flesh. Th e e nti ty g ran ts you th e following psi-like abilit y:

Psi- Li '~i' Ability: l/ d:ly- dCtlllt' l1 blow (see page 82) o r
l'IlttTlIglillg('(/np/tHlII . ..Mnnife srer lev{·1 l/2 your H D; save DC
1t - your Cha, I nr,or \X/is modifi er.

Speci al: You can lIS~ one or the orher of your en tity-granted
psi-like abili ties once per day-you can' t use both . O nce you
use one, you can't usc the other [or the res t of the day.

HOST FOCUS [HOST]
You ca n use J psi-like ability grant ed by a host feat an ex tra
time each dav.

Prerequisite: An y other host fea t· .
Benefit: You can use one of the two psi-like abi lities granted

by your host (ear one extr a rime each day. For exa mple, if
you have th e Telepa thic Affinity~ feat , wh ich gram s access
IO the mi,,,"i,,/: or ,Ida I pS lollicspsi-like abilities , you can use
ml llif li' I '~ tw ice!" l'la ! I1Sio lllCStw ice,o r bot h mintI!inkand lifted
p~ itlll i(s in a single day.

Nor m a l: You can use o ne of rwo psi- like abili ties once
per day.

SPIRITUAL FORCE [HOST]
Your mind blad e is an expressio n of your inner spirit. Your
forceful personalit y all ow s ),ou to deal more damage with
vour blade.
. Prere q u is ites: Any other hos t feM". mind blade class
feature.

Benefit : You can expend your psionic focus to add your
Cha risma bonus (if any) to the damage you deal wi th you r
mind blade.Thi s effect lasts for I round .

STRENGTH OF TWO [HOST]
As the ho st of a fo rmless psioni c en rity. you possess immense
willpower.

Prerequisite: Any other host fear",
Benefit: As long as yo u are psion ical ly focus ed a nd po s~

ses s at least 1 power point. you receive a + 1 insigh t bo nu s
o n wut saves.

As an immediate action, you can expen d your psionic focus
and spend 1 pow er poinr to improve this insigh t bonus to +5
for t round.

TELEPATH IC AFFINITY [HOST]
The entity you host gives you the abili ty to better co mmuni
cate w ith ot her creatures.

Be nefit: A psionic en ti ty takes up res idence with in your
flesh. Th e entity grants you th e fol lowi ng psi-like ability :

Prerequis ites

Any othe r host feat. mind blade
Any other host feat

Any other hos t feat

TABLE 3 -4: HOS T FEATS

Feat
Aggressive Mind
Antagon ist
Defens ive Shell
Hos t Focus
Pacifist
Spiritual Force
Strength of Two

Telepathic Affinity

AGGRESSIVE MIND [HOST]
Th e psion ic enti ty you ho st gives you access ro psi-lik e abil i
ties capable of d isrupting the mi nd of your enemy.

Benefit : A ps ionic entity rakes up residence wi thin your
flesh . Th e entity g rants you [he follow ing psi-like abili ty:

Psi-Li b ' Abdlly: l/ day- IIJ illd I hrll.~ t or l's;mllc1111 :1". Mani 
fester level 1/ 2 your H O; save DC 1[ + you r Cha . ln t, or
\'V'i s mod ifier.

Specia l: You can use 0 11t' o r t he ot he r of yo ur en ti ty
gra nted psi-li ke nbiluies o nce pe r Jay-yuu can't use bot h ,
O nce you use o ne , VOU ca n't use the o rhe r fo r t he re st o f
th e day. .

ANTAGONIST [HOST]
The psionic enti ty you host se eks to c ause d am age and
mayhem. and you have powers to furt her that end.

Benefit: A psionic enti ty rakes up residence within your
flesh.The entity grants you the followi ng psi-like ability:

Pst-Lib· Ability: t/day-t'l1trgy rar o r crystal sht1 nt. Mani
fester Ievel l/2 your HD ; save DC 11 + your Cha , l nr . or
Wl s modifier.

Special : You can use one o r t he o ther of your enn ty
granted psi-like abtltncs on ce per dav-e-you ca n' t use both .
Once vou use one , von can' t us e the o ther for the rest o f
the day. .



Benefits
Gain illithid class skill and a bon us on saves
Convert power points into a mind blast

+1 mantfes ter level and DC for compulsion powers
Manifestatio n grants a bonus on se lect iIlithid skills
Gain a natural tent acle attack
Gain the ability to extract brains with your te ntacles
Gain psioniccharm and read thoughts as powers
known
Gain dispel psionics, psionic dominate as powers
known
Your natura l armor increases by 1

ILLITHID GRAPPLE
You embrace more ofvour ilh thid herit age, and grow at least
one lon g pur pli sh le;ltacle that you ca l; reveal and unfu rl
when you open your mo uth.

Prer equisit es: lll irh id Her itage", one other illi chid teat.
Benefit: You gai n a nat ural renracle anc ck. lf you can use

wcapons, you retain that obili rv, as well as an y other na tu ral
weapons you have. If you are ftght ing wit hout weapo ns, you
can use your tentacle or anot her natu ral weapon as a primary
att ack. If yOll are ar me d wit h a \veapon, you can use you r
ten tacle or your weapon as a prim ary arrack. If you ma ke a
Full att ack , you ca n use the weapon as your primary anack
along wit h you r tentacle as a nat ural secondary arrack. The
tentacle docs no t improve you r na tu ra l reach .

Your ten tacle deal s 1d4 points of dam age, and you can use
you r Dex te ri ty m od ifier in place of yo ur Stre ng th mod i
fie r on auack s with you r te n tacle if you have the \'\'eapon
Finesse feat.

Add itio nal ly,you ga in th e improved grab special ability
t hat you can use only with your ten tacle, allow ing yOll to
ini tia te a grapple as a free action, wi thou t provoki ng armck s
of opportun ity.eac h time you hit with a tent acle att ack. You
can on lyattempt to grapple creatu res withi n one size category
of you w ith you r tent acle.

ILLlTHlD EXTRACTION
Your acce ptanc e of your il lirlu d her itage is so encompa~s

ing that you have lear ned ho w to extract the brain 01 a
helpless vict im.

Prerequisites : lllirhid Heri tage", Il luhid Grapple" (4),
Benefit: You have fu lly embraced your il.lirhid heritage

and have deve loped a taste [or the brain s of other livi ng
creatures. You can extract the brain of a helpless or sru nned
victi m once you have established a hold on its head with all
four of your ten tac les. You mu st begin your (urn w ith all
four tentacles att ached. As a ful l-round action tha t provokes
attacks of opportu nity, you must then ma ke agrapple che ck.
If your g rapple check is succes sful , your victim takes 2d4
poin ts of In tell igen ce damage and gran ts you a number of
tem porary powerpoinrs eq ual to the amount ofI nrel ltgence
damage you deal. Any cre ature reduced to Inrelligeuce 0 by
[hi s attack is instan tly slain.

Temporary power points ga ined with [h is feat last for 1
bour, and power points gra nted by this real do not stack with
eac h other.
Thi~ abili ty is useless against constructs,elerne nrals,oozes,

plants, and und ead. It is not Instantly fatal coopponents with
multiple heads, such as ertins and hydras.

II lithid Compulsion
IlIithid Enthusiast
Illithid Grapple

Jllithid Extraction
Illithid Legacy

Illithid Skin

p~j -LHu AlIi/ i t)': I /d aY- l11 i " t ll lt1 l~ or dd t'C ! r~i o"io.l\-1ani

feste r level t / 2 your HO ; save DC II + you r Ch~l, Ln t, o r
wts mo d ifier.

Speci al: You CGn use one or the other of your entity-granted
psi-like abilitie s on ce per J ay- you can't use both.Once you
use one, you can't use the othe r for th e rest of th e day.

Jll it h id heri tage fea ts ore those [hat a110 \1,.' a cha rac ter to
di scover that he has an iIli rh id ances tor somewhe re in hi s
li ne , and the n to nurture t hat her- itage. As a ch arac ter takes
more and more illirhid heri tage feat s, he becomes m ore
and more like a m ind Hayer in hi s abil it ies , appea ra nc e,
and outlook. Illith id her itage fears are als o cons ide red
psionic feats.

TABLE 3-5 : IlLiTHI D H ERITAC E FEATS

Feat Prerequisites
t1lithid Heritage Power point reserve of 1 or more

Illi thid Blast ll1ithid Heritage, two othe r Hlithid feats,
ma nifeste r level 5th
lllithld Heritage
lilithid Heritage
IJl ithid Herit age, one ot her iII ith id feat
1I1ith id Heritage, Illith id Grapple (4)
lHith id Heritage, one othe r illithid feat,
mani fester level 3rd

lllithid Legacy, Greater Illithid Legacy, one other illithid feat ,
manifeste r level 7th
lllithid Heritage

ILLlTHID ENTHUSIAST
W hen you ma nipulate the mi nds ofother crcn rures, yOll are
heartened and embolde ned by your success.

Prerequisi te: Illirh id Her itage",
Benefit: After y O ll succes sfully affec t a foe wit h a

compu lsion power. you gain a morale bonus equa l to one
ha lf th e number of power points spen t on the power on
the nex t Cc ncen rrarion. Kn owledg e (Psion ics) , Pstcrnfr,
or Sense M otive check vou mak e before the end of the
nex t ro u nd. .

ILLlTHID COMPULSION
You can call upon your heritage and enh ance you r abilit y to

manipula te the m ind s of other creatures.
Prerequisite: l ll ith id Heritage".
Be ne fi t : Your manifesrer level for comp u lsion powers

increases by one . You also add I to t he save DCs of all
ps ion ic powers you man ifest tha t have the compulsion
de sc riptor.

ILLlTHID BLAST
You can conver t your psionic energy into ,1 mind hla ~ t.

Prerequisi tes: llluh id Heritage", two other illnhid fears.
manifester level yth.

Benefit: Once pe r day as ,1 standa rd ac tio n tha t requ ire s
the expenditu re of your psion ic focus, yOll can channel
power points into a 111 ill d{,lllsl, wh ich is a psi-l ike attack in a
i s-foor co ne. Anyo ne caught in rhe cone must succeed on a
\X/ill save (DC to + 1/ 2 your I-I D -r- your Cha modifier) or be
stu n ned for ld 4 rounds,



As n rnan ifester 's knowledge of psionics grows. he can acquire
fea~rs [hat enable him (0 manifest powers in ways sligh tly
different from how th e powers we re origina lly designed or
lear ned. For example, a manifester can learn how (0 manifest
a power so thai it lasts longer th an norm al.d eals more damage
th an normal, or is improved in some o ther way. For more
informa tion on merapsion ic feats, see page 40 of EXl'IHlilrd
PSi(ltl lCS H.mtlhook.

LINKED POWER
(META PSIONIC]
Youean link a powcr rc the power

vou manife st in rhts round so
'that it goes off next round.

Ben efi t:To use this feat ,
you mu st expend your psion

ic focus . Manifest ing a powe r
altered by th is fear means that you

mu st choose two powers - one you in
tend to manifest in th is round. and one you
intend [0 manifes t in the nex t round . The
power th at is manifested in this round is no t
alt ered in any way, nor is the linked power
1hat goes off'in the next round-however, you
do not need to spend ~lT1Y of your act ions or

power points next rou nd to ma nifest th e linked power.
Th e linked power is auto matica lly targe ted on the same

area or targe t as the power you manifest in this rou nd (if the

KNOCKDOWN POWER (METAPSIONIC]
You ca n manifes t powers tha t knoc k crea tu res off their
feet.

Benefit: To use this feat. you must ex pe nd your ps ionic
foc us . Kn ockd own Pow er k noc ks ilny creature caugh t
in it s area prone if th e target fai ls its savi ng throw to
avoi d any or all o f the dam age of th e pow er. It ca n on ly
be ap plied [0 pow ers that a llow Reflex saves and affect
a n area (a co ne , line. bu rst, a nd so on). Powe rs that do

not a llo w sav ing th rows gai n no
advantage if th ey are mad e into

k noc kdo w n powers.
Cre at ures w ith evasion

are knoc ke d prone if t he y
fail their Refl ex saves (cre a
Hires w ith improved ev asion

are nOI knocked dow n if they
fail t heir saves ). Flying creatures af~

fcc te d by a knoc kdown power tha t
fail their savi ng th rows are for ce d

dow n 10 fe et.
For example, ifa creatu re makes

its saving d H OW aga ins t a k nock
down energ y co ne but st i ll takes
half dam age , it is no t k nocked

prone. Jf it fails its save
and takes full damage, it is
knoc ked prone.

Using [his feat increases
th e power point cost by the
power by 2. Th e power 's [O~

tal cos t ca nno t exceed your
manifes ter level. .

Gr(,b Ibl!bltte lw",dnt
if bit flJ I(Jllic p&1I'O' stems f rtnn IF

{vrg,?f:ell Withid /;,..,.ilni,r

Spec ia l: You can ta ke t h is [eat up to four limes. Each
t ime you do so, you ga i n an additional ten tac le. O nce you
have gain ed a ll [our tentac les, t he lower half of your face
transforms to rese mble tha t ofan iIIir h id.

AS :1full-round actio n, you call give up ilny ot her attacks
yo u have to arrack wit h as m arry te ntac les you possess. as
de scribed abov e, and can attempt to in iti ate 3 sepa rate
g rapple with eac h tentacle as a free ac tion. You do not gain
cu mu lative bo nuses fo r each ten tacle alrcadv attach ed (as
an Il lu h ld wou ld ). '

ILLITHID HERITAGE
Somewhere in the deeps of tim e, your blood line was pollu ted
wi th ill ithiJ in fluence. Recognizing this ta int but decid ing
to ma ke th e best of it. you h ave dec ide d to embrace your
co n nec tion with you r Illuhid bloodli ne for the power it can
offer you.

Pr er eq u is it e : Power point reserve of I or more.
Benefit: You ga in l nnmidare as a class sk ill . In add itio n,

you gain a bo n us on savl ng th rows agains t spe lls, powe rs,
spe ll-like abi lit ies , and psi-lik e abil itie s.T his bonus isequal
to one-hal f the numbe r of illhh ld feats you have, includ ing
th is one (round dow n, minimum 1).

ILLITHID LEGACY
You have reali zed g reater psion
ic power t hrough your illtrhid
he r-i tage.

Prerc qui s ite s: Illuhid Heritage",
one other illithid [car. marufesrer
level j rd.

Be n efit: You kn ow more pow·
e rs bec ause of th e i llirh id he ri tage
you possess. Add l'siollfc d lll r ", and
read I/Jil uglils to your list of PO\\'-
ers kn ow n .

ILLlTHID SKIN
Yourskin takeson the glisten
ing, ru bbery, g reen-mau ve
co nsistency of your illirh id
paren tage.

Prerequis ite : Hlirhid
Heri tage".

Benefi t : Your natural armor bonus in
creases by 1.

Sp ec ia l: You can rake th is rear lip to th ree t imes. Each
time. your natu ral armor bonus increases by an other L

ILLlTHID LEGACY,
GREATER

You r knowle dge o f psion ic powe r
has grown even further due to your
illtrhid heritage.

Prerequis it es : I llu htd Lega
cy", anyone other illirhid feat ,
mau ifesrer level 7th.

Benefit : You know more pow
er s bec au se of your i l li rh id
her itage. Add Ilis,;,,' 1-ls;ollicsand
J1SiOIl;( ,lommilfe to your list of
powers kn ow n.



PARAELEMENTAL POWER
[METAPSJONIC]

Whe n ust ng a power th at a llows you 10 choose a rypc of
energy. you have a wider rnnge of possib le choices owing
to your abil ity to mix energy with matter.

Man ifest powe rs that affect tar gets in coexisten t
plan es and extradi me ns iona l spaces

Ga in parae Jementa l choices whe n ma nifesting your
cho se n en ergy powe r
Drains ld6 power poi nts fro m foe ; gives 1 to you
Foes are sh aken wh e n you manifest stygian powers

Be nefits
Powe r knocks target s prone
Man ifest a power; linked po wer go es off next roun d
Permanent ly im prove a psionic power

Prerequ isite: Privileged Energy".
Bene f i t : When you rake th is fea t, yOll mu st choos e th L'

ene rgy ty p e you selec ted wi th your Privil eged Energy
[eat. To use th is fea t. you must ex pend you r psio n ic foc us.
Upon manifesting a damaging energy power that match es
your choice of ene rg y, you ca n access paraeleme nt..rl
ene rgy to furth er enha nce YOUt energy power wit h ice
(cold), m agm a (f ire), ooze (elect r ic ity), or smoke (son ic).
The pa rae lernenrnl pO\ver sti ll po sse sses irs underlying
ene rg y descrip tor.

Target s damaged by paruel erne n tal powers might be
:J. ffecteJ by the addi tional effects noted below. ln th e case
of an ene rgy power that requires a saving throw! targets are
onl y subject to these additional effects on a failed save. A
successful save again st the ene rgy power negates the paraele
mental effect. In the case of an energy power that normally
does not al low a saving th row (such as energy my), <I ta rget
of ,1 para ele me uta l power can attempt a Fortitude save at the
power's DC to negate only the extra effec t.

Icc: As cold energy, bu t also lim its affec ted foes to a sing le
move ac tion or standa rd ac tio n (not bo th) for 1 round as
th ey attem pt to free the mse lves from ice. The power is
cons idered to be in effeer du ri ng th is time and can be
dispelled normally.

Mltgltll1: As fire energy, bur also deals an add itional 2d6
points offire damage on the round following the attac k from
lingering magma. Th e power is conside red to be in effecr
dur ing this tim e and can be dispelled normally.

Ooze:As electrici ty energy. bur the target is also covered in
goo and becomes enta ngled for 1 round. afte r wh ich th e goo
evaporate s. The power is considered to be in effec t du ring
th is rime and can be dispelled nor mally.

Smoke: As sonic, bur targets that brea the spend th e fol
lowing round cough ing, and so are limited ro a single move
act ion or standard act ion (no t both) for 1 rou nd. The pO\\'cr
is considered to he in effect during th is rime and can he
dispelled normally.

Us ing th is fea t in creases the pow er poi nt co st of the
power by 2. The power's to ta l cos t can not exce ed yo ur
man ifes ter leve l.

Sp ecia l : You can ga in this feat mu lriple rim es. Each
time you take thi s feat, choo se another energ y type (cold,
elecrr icity, fire. or son ic) that yOll have also selec ted with
[he Privi leged Energy feat. You can nov,' mani fest that power
with th e m..itching paraelemen ral effect descr ibed above.

PHRENIC LEECH [METAPSJONJC]
Psionic roes da mag ed by your power are also meru al ly
dra ined.

Know two negative energy power s.
Stygian Archo n"

Prerequisitie s

Able to m anifes t ps ion ic powers ,
any other metapsionic feat
Privile ged Energy

Phrenic Leech
Stygian Power

Paraelemental Power

Tran sd ime ns iona l Powe r

METAPOWER [METAPSIONIC]
You can permanent ly modify a psionic pO\\'er you k now with
a metapsion ic feat.

Prer equisites : Abili ty to man ifest psion ic powers, an}'
other metapsic nic fear.

Benefi t : You choos e one power known to you ro become
permanently modified by one metapsionic feat you know.The
cost of modify!ng your chosen power wi th met apsion ic fears
is red uced by 2 power poi nt s (to a min imum extra cos t ofo
power points). \'i::' hen you manifest the mod ified power with
th at rnetapsionic feat, you must still obey any restric tions
of that feat (for exam ple, expend ing your psionic focus).
O nce a metapower is created by raking th is feat, it canno t be
changed. Tho rn erapower can be used norma lly wit h othe r
metapsioni c fears you kn ow

Spe ci al: You can gain this fear rn ulnpl e times. Each rime
you do, you choose a powe r-s-ei ther a ile yOll have already
mod ifie d or ano ther power you k now-s- and red uce the
mcmpsioni c feat COSt of th at power by 1 power points for a
differen t speci fic metapsionic. fe at.

pO\ver you manifest this round has no area or targ et, choose
an area or target in th is rou nd for the lin ked power to affect
in th e next round ). If the same crea ture is tar geted by both
powers . fhe rarger experiences all the effects ofborh po\\'ers
individu ally and receives a saving throw Of appli cab le) for
each . I n some cases, suc h as a psionic dwrm followed by a
lin ked psionic charm, failing both saving throws results in
red undant effects (although, in thi s example, any ally ofthe
target would have to succeed on tWOdispe l att empts to free
the target from the charm effect).

It is possib le that by the time the li n ked power co mes
into effe ct on the follo wing rou nd, th e area where it goes
off or the target that it affec ts no longe r has relevan ce . On
the othe r hand, you arc free on rhe su bsequent round to
tak e ac tions normally.

Usi ng th is fea t increases th e power poin t cos t of the
power mani fested tbts ro un d by a nu mber eq ua l to the
power point cost of the lin ked power .Thus If you man ifest
cncrgystun (3 power poi nts) and mer!:)' blll'st (5 power points)
as th e li nked power! the me tap sionic cost is S. Th e total
of power points you spend in this manner ca nnot exc eed
your man ifesrer level.

T ABLE 3-6: METAP S IONI C F EATS

Fe at
Knockdown Powe r
Linked Powe r
Meta power



Benefit : You must expend your psion ic focus ro use th is
fear.This metaps ion ic alteration ca n be used with an y power
th at target s a s ing le ind ividual and requires a saving throw
ro avoid some or all of the power's effect. ]f rhe subject fails
its saving th row (0 avoid the ph ren ic leeching pov•.er's effect,
it loses Id6 power poinrs . You gai n J po wer point from The
drain. If you already possess full power poirn s, the power
points drained from the target are lost.

Usi ng t hi s feat increases the power point COS t of [he
powe r by 1. The po wer's tot al cos t canno t exceed your
marufesre r level .

STYGIAN POWER [METAPSIONIC]
Psionic powers you manifest th at uti lize negative energ y are
branded with an imprim offear.

Prerequis ites : Styg ian Arc hon , know tWO powers t hat
util ize negati ve energy.

Benefit: To lise th is fear, yOll mus t ex pend your psion ic
foc us. You CJn alte r a styg ian po wer th at deals nega rive
level s to foes so thar an y livin g creat ure thar ga ins a ncga
rive level as a result of th e power also become s sha ken for
1 minu te. Th e target of a stygian pO\ver ca n at te mpt a wu:
save at the power's save DC (even if it doesn 't normally
nllow a save) to resis t th is effect. T h is is o mind-a ffecri ng
fear abi li t v. Creatu res im mune to fea r are nOI immune [ 0

the pr ima ry effect of tilt" pO\ver, bU I th ey an.' immune to the
shaken effect.

~ Using [h is feat in creases the pow er poi n t cost of the
~ po we r by 2. Th e power's to tal cos t can no t exceed your
~ mnnifes rer level.

TRANSDIMENS IO NA L POWER
[METAPSIONIC]

You can manife st powers th at affect targets lur king in coex
isten t planes and ext rad imensional spaces whose entrances
fall wi thin the power's area.

Benefit: You mu st expe nd your psionic focus ro manifest
a t ransd tmensio nal power. A tra nsdi mensiona l power has
its fu ll normal effec t on incorp oreal creatures, cr eatures on
the Et hereal Plan e or the Plane of Shado w, and cre atures
with in an ex rradimensio na l space in th e power's area .Th is
includes et hereal cre at ur es, c rea tu res that are bli n ki ng or
shadow wal ki ng , manifested gh osts, and crea tures with in
the ex tradi rnensional space of a rOl'l' frid"I'0rfabIl' lillIe, or
ot he r po rtable ex tradimens ional space.

You mUST be able to perceive a creatu re to target it with a
rransd im ension a! power, but you do nOTneed to perceive a
creatu re to catch it in th e area of a burst, co ne , em anation ,
or spread.

Using th is feat does not increase the power poi n t COS t of
rhe power.

Normal: O nly force effects CJn affec t ethereal creatures ,
and no M aterial Plane attack affec ts creatures on [he Plane
ofShadow or in an enclose d extra di me ns ional space . There
is a 50'}'oc hance [ha t any powe r o ther th an a forc e effeer fails
agains t an incorporea l crea ture.

K~PT/Z A: tbt:d ,·omi:( !~lldJ an r.' ''~'-g•.r r4.,1"·

into a tr"lISdim~lJS;!Jnal spau to "O<JI G:II a [ oe



any psionic characters are the-sum of the
powers th ey Know. They wield psionic
powers the way warriors handle swords.
an d ma intaini ng a formidable menta l

repertoire of power requires excepti onal
attent ion and exerc ise.

This chapte r pre sents new arid revised psionic powers
for psi on ic characters. Most cif the powers in this cha pte r
are new. :\ handful of th em (including lut ral conslnut,
ourgy missile, t'tI l'Yg y stun, hostile empathic t Yi1 t1~ft'r, and
psionic dill1l'll sion Ifoor) are updated versions of po wers
from Expalltit'ti Psiollics HtHltibook. More than two dozen
are updated ver sions of powers th at appeared in various
older D U S GEOl'S & D R..\ COSS book s. co llec ted here in o ne
place for your convenience. This chapte r also descr ibes
the mantles from which ard enrs and d ivine minds choose
their powers.

In the powe r lists and mantl e lis ts, new powers de scribed
in this book arc marked with an asterisk. An y power not
marked with nn aster isk appears in Expanded 1I, I0l1i o
Hatllll look. An ... appeari ng at {he end o f a power's name
denotes an augme nrable power. An xde notes a pOWl' r with
all XP componem paid by the manifester.

Fina lly, rhis chapter presents new psion ic items, many of
the m de pen den t on the new powers in th is book, along with
psionic locations that confer abili ties on th eir vis itor s.

1ST-LEVEL LURK P.OWERS
Adrena li ne Boost '": Receive a temporar y Srr and Dex

boost.
Burst: G~in ""'l0 ft. to speed thi s round.
Carfa ll ' : Instantly save yourself Irom a fall.
Chamel eon : Gain +10 en ha ncement bonus on Hide

checks.
Com press ion ": Yougrow smaller.
Concea l Thoughts: You conceal your mot ives.
Deaden Blow": A " 'eapon de als nonlethal damage

rathe r {han lethal.
Det ect Psi onics: You detect th e presence of psionics.
D imensi onal Pc ck er '": Transfer objec t to hidden

dimen sion for safekeeping.
Distract: Target has - 4 penalt y on Listen , Search,

Sense Motive, and Spor checks.
Empty 1\.1indA

: You gain +2 on wm saves un til your
nex t action.

Extend Ra n ge'": Increase th e range increment of
a range d or thrown weapon .

Far Hand": Move sma ll objects from a limited
distance.

Float": Buoy you rself in water or other liquid .
Grea se, Psion ic : M akes 1o-Ir. squ~ re or one objec t

slippery.
Know Direction and Locat ion: Youdiscover where

you are and what direction you face.



M ig hty Sp r tn g'": Gai n +10 enhanceme n t bonus on one
Jump chec k thi s round.

Precognition, Defensive": Gain +I insiglu bonus to AC
and saving th rows.

Precognitio n, Offensive": Gain +1 ins ight bonu s on your
attack roll s.

Prescience, Offens tve-: Cain +2 in sight bonu s on roul'
damage rolls.

Sensory Oloom' ": Hamper a chosen sen se on a sing le
creature.

Skate: Subject slides sk ill fu lly along rhe ground .
Synesthcte: You receive Dil l' kind of sen se when another

sense is stimulated.

N O-LEVEL LURK POWERS
Animal Affinit y": Gain +4enh anceme nt to one abi lity.
Btofee dbnck": Gain damage reduction 2/- .
Body Equ ilibrium: You G i n walk on nonsolid surfaces.
Cloud M ind: YOLI erase know ledge of your presence from

target 's mind.
Con cea l in g Amorpha: Quasi-real me mbra ne g rants ro u

concealment.
Detect Host ile I n tent: You can detec t host ile creatu res

wi thin 30 fLof yOll.
Elfsight: Gain low-light vision,+2 bemus on Searc h end SpOI

chec ks, and notice secret doors.
Energy Adaptation, Specified ": Cain resistance 1010one

energy type .
Evade Atmck'": Use an im med iate acrio n to deflect arrack

of opportunity.
Ex tend Reach'o : Sh ift uren your weapon th reatens by 5 ft.
Iden tify, Psionic: Learn the pro pert ies of <1 psion ic itetu.
Knock, Psionic: Opens a locked or psion tcnlly sealed door.
Levitate, Psionic: Youmove up and dow n, forward and back

via mental support.
Mo menr of tn stgbt'": Briefly ignore the effect s of

co ncealment.
Prowess : Instantly gain another at tack of op por tun ity,
Psionic Lock: Secure a doo r, chest, or port al.
See Invi si bi li ty, Psion ic"... : Reveals invisible crea tures or

obje cts.
Stygia n \X.'eapon": Your weapon is imbued with negative

energy.
Thought Sh ie ld": Gain PR 13 aga ins t m in d-affect ing

powers.
Tongues, Psionic: You can commu nicate wit h intelligent

creatures.
Zo ne ofAlermess'": Gain advant ages and Spot and Listen

bonus equal to number of allies in area.

3RO-LEVEL LURK POWERS
Concealing Amorpha, Greate r : Q uasi-real mem brane

granIS you to tal concea1mc ru.
Da ngel' Sen se ": Gain T4 bon us agai nst naps.
Darkvision, Ps io nic: See 60 Fr. in rornl darkness.
Eradicate Invisibility"; Negate in vis ibiliry in 50-(1.bur st.
Escape Detection: You become difficul t 10 detect wirh

clai rsenr tencc powers.
Evade Durst": Yo u take no damage fro m a burst on a suc

cessful Reflex save.
Keen Edge, Psionic: Doubles normal weapon's threat range.
Men ta l Barrier': Gain +4 de flection bon us to AC u ntil your

next acti on .

Spea k with Dead, Pstontc'" : Spea k o r m indlink with a
corpse to ask it question s.

Touch sighr": Your telek inetic field tells you where every·
th ingis.

Ub iqu itou s Vis io n : You have all-around vision .

4TH-LEVEL LURK POWERS
Au ra Sight ....: Reveals creatu res, objec ts. powers, o r spe lls of

se lected align me nt axis.
Death Urge ....; Implant a self-destruc tive com pulsion .
Detect Remote Vie wing: You k now when others spy on

you remotely.
Dimension Door, Pstonics-- Teleporrs you a short distance.
Freedom of Movement. Psionic: You can no t be he ld or

otherwise rend ered immobile.
Miudwipe": Subject's recent experie nces are wip ed away.

bestowing negative levels.
Stead fast Perception: Gain im munity to ill usory effects ,

+ (1 bonus on Spot and Search checks.
Tra ce Teleport" : Learn desti nation of subject's teleport.
\X'all of Ec toplasm: You creare a protec tive barrier,

5TH-LEVEL LURK POWERS
Ad apt Body: Your body auromancall y adapts to ho st ile

env iron menr s.
Cata ps!'' : Psychic static inhibits power manifestation .
Et hereal Agent": Create a psion ic sensor rhar watche s th e

Material Plane from the Ethereal Plane .
Power Res istance: C ra m power res is tance equal to 12

+ level.
Psychofeedback: Boost Srr, Dex. or Ca n ar th e expense of

one or more ot her score s.
True Seein g, Psionic: See <I ll th ings as th ey really are .

6TH-LEVEL LURK POWERS
Aura Alteration :' : Repairs psyche or makes subjec t seem to

be something it is not.
Cloud Mind.Mass: Erase knowledge of your presence from

The minds of one creature per level.
Co n t in gency, Psionic": Sets trigger cond inon for anothe r

power.
DispcllingBuffer: You are buffered from one Llispcl psiOllirs

effect.
Mind Bla nk, Personal: You are immu ne to scrying and

mental effects.
Ret r ieve": Teleport an item you can see to you r ha nd ,
Sus pe n d life: PlU yourself in a state akin to suspended

an imat ion.
Temporal Accelerat ion ": Your time fram e accelerates for

I round.

Ardent s and divin e min ds create their list ofpotential powers
by choosing specific mantles. O nce a mantle is selec ted,
the character can choose from the powers of that manrl e
when selec t ing a new known pow er. Each man tle also has
an associated granted abili ty th at is available to the div ine
mind or ard ent once the domain is chos en.

CHAOS MANTLE
Gran t ed Ability: You can exp end your psioni c focu s 10

deal additional damage to nonchaot lc creatures. You deal



an additio nal Id6 poinr s of da mage w ith a mel ee or ranged
attack or a spe ll thar dea ls dam age.
1 Destiny Disso n ance: Your dissonant touch sickens a foe.
1 Matter Ag itation: You hear a c reat ure o r object.
2 Distract i ng Sh ou t'": Distract oppo ne n ts wit h you r

powerful shout.
4 Personality Para sit e: Subject'S mind calves self-an tagonistic

splint er persona lity for t round/ level.
5 Carapsi: Psychic static in h ibits power man ifestarion.
6 I nconstant Location'": Make sw ift instan tane ous moves

in combat
B c haos Fissure": \v ild surge and wild magic apply fa

psionic powers and spel ls.

COMMUNICATION MANTLE
Gra n ted Ab ility: \'(' hile psionicallv focu sed , you gai n

a +2 competence bonu s on Diplomacy checks and can use
the Diplomacy skill rnorc quickly and skillfu lly tha n o thers.
Whe n maki ng a rush ed Diplomacy chec k as a fu ll-rou nd
ac tio n, you rake only 3.-s penalty on the check.
1 Attrac tion ": Subjec t has an att ract ion you speci fy.
1 Ch ar m , Ps'ion ic ": Makes one person your friend.
1 Mi sst ve": Send one-waytelepathi c message to subject.
1 Tel em pat h ic Projection : AIrel' the subjec t's mood .
2 Mi ss ive, M as s": You send a one-way telepath ic message

[Q an are a.
2 Suggestion, Psionic": Compels subject to fo llow stared

course of anion.
2 Tongues, Psionic: You can com municate with in rcl ligcn t

cre atures.
4 Co rres p on d : Hold mental co nversat ion with an ot her

creature at any d istance.
5 Mcruconcerr": Mental conce rt of two or more increases

the tota l power of the partic ipa nrs.
9 Meta faculry": You learn de tails about any on e c reature.

CONFLICT MANTLE
Gr a nted Ability: You are more in rune w ith ma n iaIcon

cepls and gain rhc Weapon Focus fernas J bonus fear with a
weapo n of your cho ice.
1 Metaphysical \Veapon :' : \Xfeapon gai ns +1 bonus.
1 Prescience, Offensiv e": Gain +2 insight bonus on your

damage rolls.
2 Ps ionic Lion's Cha rge": Youcan make a fu ll arrack in the

same round you charge.
3 D imension Sltde-: Teleporrs you a very sho rt distance.
4 I mmovabtliry": You are almos t impossible to move and

gain da mage reduct ion 15/ - .
5 Psych ic Cr ush ,": Brutally crush subjec t's men tal essence,

redu cing subjec t ro - 1 hit points.
5 Gra ft Weapon: Your hand is replaced senmless ly by your

we apon .
S Sp ir it ofWar'f: Con fer +4 on arrack rolls li nd damage rolls,

"'10 to one save, and confi rm one critical th reat.

CONSUMPTION MANTLE
Gra nted Abil it y: Yo u can exp end your focu s as an im me

diate act ion to guin 5 temporary hit poi n ts when someone
w ithi n 10 feer is wounded. These temporary hi t points last
for up ro 1 minute .
1 Hungry Touch'": You r touch deals td6 d amage wh ile

you he al.
2 Feat Leech": Borrow another's psionic or merapsionic fears.

4 Power Leech : Drai n Id 6 power po im s/ round whi le you
maintain co nce nt ra tion; you gain t /roun d.

7 Po wer Th tefv' : Steal an d qutckly use one power fr om
a ta rge t.

7 Decerebrate: Remove portion ofsubjecr's brain stem .
9 Ap opsi": You delete target's psionic powers.

CORRUPTION AND MADNESS
MANTLE

Gran te d Ability : You r insights in ro corruption and mad 
ness havetouc hed you with insanityand terrible clarity.\'{-'hile
you are psiorncally focused , you cannot be rOlljllmJ.
1 Daze, Psionic'....: Humanoid crenrure of 4 1-1 0 or lower lose s

next actio n.
1 Pr ima l Fear'" : Target is shaken for 1 roun d.
2 Br a in Lo ck ". Subje ct ca n no t move or rake any me ntal

actions.
3 M ental Tu r moi l' ": Preve nt targe t [ro m using abilities

that require mental calm.
4 M indwipe": Subject 's recen t experiences are w iped away,

bestocving negat ive levels.
7 Decereb rate : Remove portion of sub ject 's brain stern.
7 Insan ir y -: Subject is perma nen tly fLlllJust'll.
9 Mlcroco sm '': Creature or creatures live forevermore in a

world of their own imaginations.

CREATION MANTLE
Gra nted Ability: You gain th e Ectopic Form feat (page 50)

as a bonus feat an d learn rhe form of your choice . You musr
meet all the feat 's prerequisites for the form of your choice.
1 As t ra l Co nstruct": Creates astral construc t to fight for

you.
1 M tn or Creat io n , Psionic : Creates one clo t h or wood

object.
4 Fabricat e , Psionic: Tr ansforms raw goods 10 fi n ishe d

it ems.
5 Major Creat ion, Ps io nic: As }ISiOll f( minor creation, plu s

stone and metal.
6 Fabricate, Greate r Psionic:Tran sform s ulorof rawgoods

ro fin ished items ,
9 True Creat ion ": As psiolllC maJor crcaliol1, excepr item s are

compl etely real.

DEATH MANTLE
Gra n te d Ability: You ca n ex pend you r psion ic focus ro

kill a dying creature, as the Iit'n/Ii 'mellspe ll (PH 217).
1 Stygian Discer-nment": Gain Insight to act against detected

undead and negative energy auras.
2 Stygian Ray": BesTOW a negative level 0 11 foe for 1 round.
3 Spea k with D ead, Pston ic' ": Speak or mfn dhuk wi th a

co rpse to ask it quest ion s.
4 Death Urge": Impla n t a sel f-destruc tive compulsion.
S Stygian Domtnton'" : Assume control over the body ofa

mind less undead cre ature.
i Crisis o f Li fe ": Stop subjec t's heart.
S Reca ll Death: Subjec t d ies or take s 5d6 damage.
S Stygian v-u-. You rake on traits of the undead t yp e.

DECEPTION MANTLE
Gra n ted Ability: As an irnmedia te acrton , you can expend

your psio nic focus to d isplace yourself un ti l your next ac tion .
Wh ile you are displaced, <lily attacks that target you have a
50% cha nce to miss you entirely.



1 Cha r m , Psi onic": Makes one person your friend.
2 c lo u d ..\lind: You erase knowledge of you r presence from

target's mind .
2 Concea li ngAmorp h a: Q uasi-rea l membrane grants you

conc ealme n t.
3 Fa lse Se n sory I n put": Subject see s w hat isn't there .
3 Escape Detection : You becom e difficult to detect wit h

clairse n tic nce powers.
6 Clo u d M ind, Mass: Erase knowledge of you r prese nce

from the minds of one creatu re/ level.
8 Bend Real it y": Alters reality with in power limits.

DESTRUCTION MANTLE
Granted Ab ili ty: You have th e Improved Sunder feat as

long as you are pstonically focused . If you expend your focus
as pa n of a sunder attempt, the ha rdn ess of the object you are
sunder ing is treated as +less.
1 Dissipating Tou ch. ' : Touch deals i ds dam age.
2 Dls so lvi ngTouch'' : Your touch deals 4d 6 acid damage.
2 D is solv ing Weapon" : You r weapon deals +d6 acid

damage.
3 D is pel Psionics': Cancels psionic powers and effects.
6 D is integ rate, Psiorri c" : Turns one creatu re or object

to dust.
7 Ultrabla s t" : Dea l t jd e dam age in 15-fl. rad ius.
9 In tellect Bomb": Cause s your targe t'SlW;lt! 10 ex plode .

ELEMENTS MA NTLE
Gr a n ted Abi lit y: \X'hen yon become psionic al ly focu sed,

choose OIl(' of [he [our prim ary elements wi th which to align
you rself (air, eart h, fire . or water). As long ns you rem ain
focused, you gain In associated benefi t. as give n below,

Ai r: You t reat anv fall as if the d istance ",'er e 20 fecr less.
Em-til:You gai n ~ ++bon us on Balance checks and checks

to resist bull rush nnemprs.
Fire: You r melee atrac ks deal an ex tra I poin t of fire

dam age.
Waler: You ga t» a sw im speed equal ro you r base land

speed.
1 Control Flames .... : Take con trol of nearby ope n flame.
1 Elemenral Ste ward'": Summon it sma ll psionic elemental

to p rotect and serve you.
2 Con t ro l Air": You have co ntrol ove r wind speed and

direction.
2 Ea r t h \Valk""": Move casflv in a ll d ire ct ion s while on

earthen surfaces. '
3 Br earh less'": You don 't need ro brea the.
S Adapt Bo d y: You body au ro ru aric ally ad apt s ro host i le

env ironments.
6 Bla cks tone H nmmer'": Tnrger weapo n pet rifies those

it sn-ik es.
') To r n ado Bla st ": Vortex of air subjects you r foes to 17d6

dam age and moves them .

ENERGY MANTLE
Gran te d Ab ili ty: You (;111 expe nd your ps ion ic focus [0

gain resistance 5 again st one en ergy t yp e fo r <1 nu mber of
rou nd s equa l to 3 + you r \X!is modifi er. At 10th level, you gain
resistan ce to e nergy 10 instead.
1 Energy Ray ' : Dealtd6 ene rgy (cold , electr icity. fire, or

sonic) da mage.
2 Energy Pu sh "; Deal ads da mage and kn ock subject back.
3 En ergy Bolt ": Deal Sd6 energy da mage in 120 ·[ 1. line.

3 En ergy Bu rst '': Deal sdsenergy damage in 40-ft . burst.
3 .Ene rgy Wa ll: Crea te wall of your chosen energy type.
S Energy Mantpu lattorr" : You manipu late a so urce of

energy.
7 En ergy Wave ": Oe:llt 3d4 dam age of}'our chosen ene rgy

typ t' in 120-[1, co ne.

EV IL MANTLE
Gran ted Ab i lity: You can expend your psion ic [O CLIS to

deal add it ional dam age to a non-evil crea ture. You deal an
add itional Ide points ofdamage with a melee or ranged att ack
or a spell that deals damage and target s a single creatu re.
1 Pro tec tion fro m Good , Ps ton tc": +2 to AC a nd saves ,

co unter mind cont rol, hedge Out su mmo ne-d crea tures.
2 Death Knell, Psionic": Kills dying creatu re;you gain Ids

tempora ry hp, "'2 to Str, and +1 level.
4 Pla nar Apot h ec s ts'": Tem poraril y become celesti al or

fi endish (fiendish on lv).
5 Fiend ish Con d u ir'": Launch a bolt of ec toplasm-medtarcd

negative en ergy [rom your fingertips.
6 Planar Embrac e":Temporaril y becom e a half-celesti al or

half-fiend (half-fiend only).
8 Dark D espuir": Yo u gai n a dark aura th at harms good

crea tu res.

FATE MANTLE
Gran ted Ability: O nce per day, you can expe nd your

psionic focus ro add a bonu s on one d20 roll equal to you r
level in the class that allowed you [0 acce ss this abili ty.
1 Precogn ition, Defen si ve'-\; Gain - t insight bonusro AC

and saving th rows.
Precogn it ion, O f fens ive" : Gain +1 insight bon us on your
at tack rolls.

2 Clairvoyan t Se n se: See and hea r a di stant location .
4 Re mote Viewirtg" : See, hear, and potent ially interac t wi th

subjects at a d istance .
6 Precognition, Greate r : Gain +4 insight bonus on one

roll.
7 Fate ofOne": Rero ll any roll you just failed. You also gain

an aug men tation optio n unavailable 10 other maru festers
orth is power,

Augmt'nt: If yOll spend 3 add itiona l power points, you
can reroll a third time. You need not dec ide to spen d the
power points fo r th is augmentat ion un ti l afrer you decide
10 ro ll the thi rJ t i me, bur you mu st spe nd the powe r points
before you know the result of your roll.

9 Metafacult y": You learn details about an y one crea ture.

FORCE MANTLE
Gra n ted Ab ili t y: \'{' h ile psionically focu sed, you gain a

+ I defl ection bonus 10 your Armor c lass.
1 Force Sc r een ": Invisible d isc provides +4 sh ield bonu s

10 AC.
1 De flec t io n Fic ld*; Prov ides c -t deflecrio n bo nus to AC.
2 Con cu ss ion Blas t ": Deal Id6 force damage- to target.
3 Tele kinet ic Fo rce": Move an object w ith the sus taine d

fo rce of your mind . -
3 Et herea l Vol ley": Imbue your missi les with force energy,

milk ing them ghos t [Ouch weapons.
4 Teleki ner ic Mc ne uver":Telekinetica lly bu ll ru sh ,d isarm.

grapple, or [r ip your target.
6 Concu ssive Deronat ton?' : Burst of force darnages targets

in area.



B Tel ekin etic Sphere , Psionic: Mobile force glob e en cap
sula res crearu re and moves it.

FREEDOM MANTLE
Gr a n ted Ab ility: \V'h ile psioni cally focused , you gain :1

- ro -foor bonus to you r speed. You can expen d your focus
to add vo ur mani fester level to a ro ll made to resist being
grappled or to escape fro m a gra pp le.
1 Di m ension H op": Swiftly teleport a short dis tance.
2 H u stle: Instantly gain a 1110ve act ion.
..j. Fly, Psionic : You fly at a speed of 60 Fr.
5 Freedom of:Movement, Psio nic: You can ne r be held or

otherwise rende red immobile.
5 Teleport, Psi onic: Instantly transports you as far as tOO

miles/level.
6 Evade Bur-st": You cake no damage from J burst on a sue

cessful Reflex save.
8 Telepor t , Ps io n ic Greater: As Jlsio ll;c tdeport,bu t wi th no

range limir and no off-targe t arr ival.

GOOD MANTLE
Gra n ted Ability: You ca n expe nd rOllr psionic foc us to

deal additional damage [ 0 a no n-good crenrure. You deal an
extra 1d6 points of damage with a melee or ranged attack , or
a spell tha t deal s damage and targ ets a sing le crea tu re.
1 P ro tect ion from Evil, Ps ton tc": +2 to AC and saves,

coun ter mind control, hedge out su mmoned creatures.
2 E mpat h ic Transfer": Transfer ano ther's wo unds to

vourself
4 Plan ar Apot heosis;':',": Temporar ily become ce les tial or

fiendish (celest ial only).
5 Celest ial Condu it'": l aunch a line ofec toplasm -rnediated

positive ene rgy from your fingert ips.
6 Pla n ar Embrace": Tem porar ily become 3. ha lf-celest ial

or half-fiend (half-celestial only).
B Greater Glory": Good creatu res near you gai n benefits.

GUARDIAN MAN TLE
Gran ted Ab ilit y: You can expen d your psionic focu s as

an immediate act ion to take the damagedea lt to an adjacent
ally by a single melee arrack. You musl declare the use of th is
ability after you know the result of I he arrack roll agai Il S( yOUl'

ally, bur before damage is rolled.
1 Deaden Blow'" : A weapon deals nonlerhaIdamage rather

than lethal.
1 Thicken Skin!' : Gain +1 en han ce ment bon us to "o ur AC

for to mi n.Zlevel. '
2 Da m p Power?' : Variable numer ic effect s ofenemy powers

are m inim ized aga inst you.
3 Dispel Ps io n tcs": Cancel s psioni c power s and effects.
4 Wa ll of Ec top lasm : You create a protective barrier.
5 Protect ion from Pstonics'": Cain +3 insigh t bonu s on

saves agains t powers and psi-like abtltues.
6 Mirrd over En er -gy" : Gai n brief im mu nit y to cho sen

energy ty pe .
S Iron Body, Psionic: Your body becomes jiving iron .

JUSTICE MANTLE
Cran ted Ahi lity: You can exp end your psionic focus as an

immediate act ion to make an att ack of oppor t uni ty agains t
a foe tha t att acks Dill' of your allies.
1 Call \Veaponry'\: Creat e remp ora!"}' weapon .
2 Call Armor'": Transfer chosen type of armor 10 your hand .

2 Incit e Bravery'": You and allies near you become immune
to fear effects for 1 round/level.

2 Zone of Tr u t h , Psf o n tc": Subj ect s w lth in range can
nor He.

4 Aura Sigh t .....: Reveal s creatures, objecrs. powers, or spells
of selected alignment axis.

4 Discer n l ies , Psionic": Revea ls deliberate falsehoods.
5 True Seeing, Psionic: See all things as th ey rea lly are.
6 Perfect Riposte" : Ivtakean atrack ofoppo r tun ity against

a creature wh o just missed YO l!o

7 Reddopsi: Powers targeting you rebound on the manifester,

KNOWLEDGE MANTLE
Gran te clAb il ity: \'('h ile psionically focused,you can make

Knowledge checks as if train ed. You can expend your psionic
focus to gai n a +5 bo nus on one Knowledge check.
1 Call to M ind : Gain addi tion al Knowledge check with +1

competence bon us.
1 Detect Psion ic s: You detect the presence of ps ionics.
1 Det ect Te lepor rut ion": Know when releporr arion pmvers

are used in close range.
Know Direct io n and Location : You discove r where vou
are and what direcr ion you face. '

2 Detect Host il e Intent: Youcan detect hostile creatu res
within 30 fr.of you.

2 Id entify, Psio nic : Learn t he propert ies of a psion ic
i tem .

2 Object Reading ": Learn detail s nbou r an object's prev i
ous ow ner.

3 Touc hstghr' : You r telekinet ic field tells you where every~

thing is.
4 Detect Rem ote View ing: Yo u know when others spy on

you remo tely.
4 Trace Telepor t": Learn destination of subjec t's tclq 1orl.
6 Psycho me t ry" : Read psychic impressions from a given

location.

LAW MANTLE
Grante d Ab ili ty: You can expend you r psio nic focus to

deal add itio na l damage to non lnwfu l crea tures. You deal an
additiona l Id6 points ofda mage with a melee or ranged attack.
or a spell that deals damage.
1 Gr ip of Iron "' : You gain .... ..j. bonus on grapple checks.
1 H ammer ": Melee touch deal s Ids/ rou nd.
2 Psionic l ock: Secure a door, chest, or port al.
3 H eavy Earth?": After gravity locally.
4 I mmovab ility ' : You are almost imposs ible to move and

gain damage red uction t 5/-.
4 Steadfast Perc e ption: Gain immunity ro illusory effects,

+6 bonus on Spo t and Search check s.
5 To wer of Iron \Xlill '\: Gra n t PR 19 agai ns t m i nd

affect ing powers 10 all creatures within 10 ft. until your
next tu rn.

8 I ron Body, Psi on ic: Your body becomes living iron.
9 Timeless Body: Ignore all harmful . and helpful, effects

for 1 round.

LI FE MANTLE
Gr anted Abi lity: I f yOll expend your psion ic focus as a

swift action as you manifest a power from th is mant le. your
manifesrcr level for that power is cons idered 1 hig her (t hus
increasing (he number of power points you ca n spend on
man ifest ing (he power, amo ng other bene fits).
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Touch of H e ult h'": Cha n ne l positive energy 10 cure
damage or deal dam age 10 undead.

2 From the Brtnk'": You stabilize a dyin g target.
3 Hod y Purtfica rton'' : You heal tdi z points of da mage .
4 St ygia n \Vanlil-: C ra ru immuni ty to death spe lls and

negative energy effect s.
5 Psion ic Revtvtfy ' ": Retu rn th e dead 10 li fe befor e the

psyche leaves the corpse.
6 Mend wounds'": Cu re non u ndead of 55 damage, or deal

55 dam age ro undead.
6 Restorat io n , Psion ic : Resto res leve l and abil iry sco re

drains.
B True Meta bol is rrr' : You regenerate 10 hit point s/round,

Unlike other manifcsters or t hi s paWN, yOll gai n a new
augmentat iou option.

Augm cnt: If you spe nd 5 add itiona l power poi nts , you
can affec t one addition aI w iIIing creat u rc roue hed wi rh
rhis power.

LIGHT AND DARKNESS MANTLE
Gra n ted Ab ility: \X' hen you gai n thi s mantle, choose

whether you gai n low-light visio n or dark vtsion out ro 60
fe et. If you already howe bo th. you ca n double the range
of you r low-light vis io n or add 30 feet ro the ran ge of
vour dark vis ion.
i. Co n tro l Llght ' : Adjust ambenr lighr levels. You also gain

an augmenta tion op tion unavailable ro other manife ster s
of rhis power.

AlIgmclll: If you spend 4 addit iona l power point s. you can
crea te th e effect of a , f' Il'li~hl or Iltlr1mrss spell .
E lfs ig ht : Cain low-ligh t vision, +2 bonus on Search and
Spot checks, and notice secre t doors.

1 My Ltghr- : You r eyes emi l zo-n. cone of light.
2 Claws ofDarkn ess'1M: Gain claw attacks and slow gr app led

targets.
4 light Benm'": Deal Sd6 damage in 120-ft. line.
5 Sh adow \\:'a lk, Ps iontc": Step into sha do w to t ravel

rap idl y.
B Ligh t Burst'": Blinds all within 10 Ir., deals 6d6 dam age.

MAGIC MANTLE
Gran ted Ability: You gain Use M agi c Device as a class

skil l. Ifyou pu rchased rank s in Use Magic Device or Use
Psionic Device at th e cross-class rate, you ger addi tional ranks
in Use Magic Device or Use Psionic Device as ifir had always
been a class ski ll for vou.

In addition, you always rrear magic and psloni cs as identical .
Therefore, pOWNSsuch as diSJll'l psionics work for bot h magic
an d psionics. Most ca mpaign s alre ady treat t hem in rh is
man ner , so thi s mantle is mosr usefu l in campaigns where
the y are cons idered dtffcrenr sys tems.
1 Metn phys ic nl W'capon A

; \Veapon gains -rl bonus.
3 Dispel Psionics"; Cance ls psionic powers and effects.
5 Power Rea is tance: Cra nt power res isitance equa l to 12

+ lew I.
6 An alyze Dwcorn er, Pstcntc?': Reveals magical aspecrsof

subject. You also gain an augmentation option un av ailable
ro o ther manifesrers of rhi s powe r.

Augment For every addi tiona l power point you spend,
you can ana lyze an additional object or creature, requiri ng
an add itional rou nd per target.

6 Nu ll Psi onics Field: Crea te a field whe re psionic power
does no t function.

8 Pr o tection f rom Spells. Ps ton tc'": Cain +3 on saves
agains t spells and spell-like abili ties.

MENTAL POWER MANTLE
Gran te d Ab ili t y: For the pu rpose of det erm ining bonu s

power poi nts for the class that g ives you th is mantle, treat
your \Xtisdom score as 2 point s higher tha n its actu al value .
1 M ind Thrus t>: Deal rd ro da rruge.
2 Id Instnuarton": Swtfr tend ril s of rhough r disrupt and

confuse your target .
2 Menml Dt sruprion -: Daze crea tures with in to fee r for

I rou nd.
3 Mind Trap '': Dra in Id6 power points from anyone who

attac ks you wi th a telepathy power.
+ Intel lect Fo r tress": Th ose inside fortress rake on ly half

da mage from all power and psi- like abili ties until you r
next actio n.

5 Psychic Cr ush": Brut ally crush target's menta l essen ce,
reduci ng subject 10-1 hit poin ts.



6 Cr a n ia l Deluge'": Massive phy sical dam age ca n cause
your opponen t's heud to explode.

S Hypercogn it io n : You CJn deduce almos t any th ing.

NATURAL WORLD MANTLE
Gra n te d Abili ty: You gain rhe wild ernparhyclass feature

(PH 35), except the resu lt is determined by tdzo + ma n ifesrer
level + your Cha modifie r.
1 Cha~eleon: Gain + lO en hancement bonus on Hide

checks.
M etaphysica l Claw': You r na tu ra l weap on ga ins + 1

bonus.
Stone :M ind~: Gain bo nuses on Searc h checks while
standi ng on stone or earth.

2 Animal Affi nity"': Gain +4 en ha ncement to one ability.
2 Psio n ic Scent: Gain the scent abi litv.
4 Meramorphosfs : Assume shape of creat re or objec t.
5 Oak Body' : Your body beco mes as hard as oak .
7 Animate Pla n ts , Psionic": O ne or morc plants animate

and fight for you.
9 Ear t hqu ake, Psionic": ln rense tremor shakes S-rl./ level

radius.

PAIN AND SUFFERING MANTLE
Gra ntcdAbili t y: As an immediate action, you can expend

your psionic focus to sha re the pain of th e next melee at tack
rhardeals damage to you.The attacker takes damage equal to
half th e damage it deals you.
t Disable ": Subjects incorrectly believe th ey nrc di sabled.
2 Inflict Pain": Tel epath ic stab gives you r foe - 4 on attack

rolls, or - 2 if he rnakcs I he save.
2 Rec a ll Ago ny' : Foe tak es 2d6 damage .
3 Em pa th ic Tra nsfer, Itosrile": Your touch tran sfers your

hurt to another.
3 Sh are Pain, Forced ": Unwilling subjec t takes some of

your dam age.
4 Empathic Feedback': \X'hen you are h it in melee , your

at tacker rakes damage.
S Psychot ic Break'": Targe ts vicious ly attack cl oses I

crea t ure .
6 Fuse Fles h ": Fuse subjec t's fl esh , crearing a helpless

mass.
9 Affinity Field, Pairt": Negative effects that affec t you also

affec r others.

PHYSICAL POWER MANTLE
Gran te d Ability: As a free actio n , you can expend your

psionic focus 10 gain a ...2 bonus to Srr, Dex. or Con for I
round .
t Adrenaline Boost'": Receive a temporary Str an d Dcx

boost.
t Vigor' : Gain 5 temporary hi t points.
2 Animal Affi n it}.., : Gain +4 enhanceme nt to one abili rv.
3 Gr a ft Weapon: You r hand is replaced scamlesslv by your

\veapon.
S Psychofeedback: Boost Str, Dex. or Co n ar the expense

of one or more othe r scores.
7 Oak Body' : Your body becomes as hard as oa k.
8 Tr ue Metabolism '... : You regen erate 10 hit points/ round.

THE PLANES MANTLE
Grante d Ab il ity: You can expend your focu s to ga in a

+4 bonus on mant fesrer level c hecks made 10 overco me an
ou ts ide r's power res is ta nce. You ca n use this abi li ty in
conju nction with the Power Pen etrat ion or Greater Power
Penetration feat, and the effects stack.
1 Astral Traveler : Enab le yourself or another to join an

llstm! Cltr.n'lUl-enabled tri p.
3 Astral Ca rava n "; You lead an ,Him!Il"l1l'l'Ia -enabled group

to a planar destination.
4 Dimensional Anchor, Psionic: Bars ex tradlmensio na l

movement.
4 Di smissa l, Psion ic : Fo rces a crea tu re to re turn to its

na tive pla ne.
S Plane Sh ift , Psionic: Travel to other pla nes .
6 Planar Cham p ic n v': Call a good Of evil creat ure to do

your biddi ng.
7 Ethereal Jaunt, Psionic: Become ethereal for I round/

level.
9 Etherealness, Psionic: Become etherea l for 1 min.j'level.

REPOSE MANTLE
Granted Ab ility: \,\' hile psioni cally focused, you gain a +2

bonus on Concentration checks. You can expend your focus
as a free ac tion 10 gai n a +5 bonus on a s!ngle Co ncen t ra
tion check.
1 Empty Mind": You gain +2 on \Vill saves unt il you r next

action.
2 Sereni ty?": Pacify a creature and stop if from fighting.
2 Empa t hic Tr ansfe r": Tran sfe r 3nO[I1 (,I" '5 wound s [ 0

yourself.
3 So licit Ps tc rysrnl'' : You r psicrvsral rakes over you r COl1~

cenrratinn powe r.
+ Steadfast Perception : Gain im mu nity [ 0 illu sor y effec ts.

+6 bonus on Spo r and Search checks.
6 Su sp en d Li fe: Pur yourself int o a state ak in to sus pended

animation.
7 .Mi nd Blank, Persona l: You are immun e to scrying and

menta l effects.

TIME MANTLE
Granted Ability: You gain a +2 bonus on iniriarive checks.

In addition,once per day, you can expend your psio nic focu s
as an immed iate action to delay th e onset of one damaging
attack oreffecr. lnstead of raking the damage immediately, as
normal, yOll rake i t t rou nd later.If in the in tervening rurn,
you gain some immunity th at would have protected you from
rhe damage. it does nor prot ect you from the delayed damage.
You are subject to the dam age as ifyou had taken it when the
blow or effec t was struck.
t Decelera tiorr ' : Target 's speed is halved.
2 Sus ten a n ce : Go witho ut food and water for one day.
3 Time Hop": Subjec t hops forward in time 1 round/level.
5 Ant icipatory St rike -IM.: Take your action ou t of initiative

order.
6 Tempora l Accelcrerton - : Your lime frame acce lera tes for

1 round.
S Time Hop. Mass": Will ing subjec ts hop forwa rd in time.
9 Time Regre ssion ": Relive the last rou nd.



1ST-LEVEL PSJON/WILDER POWERS
Astral Traveler: Enable yoursel f or anothe r to join :lI1l1dl'"(l1

Cl1 rt1vI1I1-enabled tr ip.
At rractio n '': Subject has an attract ion y O ll speci fy.
Bolr ' : You cre ate a few enhanced short-lived bolts, arrows.

or bullet s.
Ca ll to Mind: Gain addi t ional Kno wledge check wit h t+

competence bon us.
Carfal l ' : In stantl y save yourse lf from a fall.
Con ce a l Thoughts : You conceal YOU T moti ves.
Co n t rol Fla m es ": Take contro l of nearb y open flame.
Con t ro l Light: Adjust ambien t liglu levels.
Create So u n d: Create the sou nd you desire.
Crystal Sha rd ': Ranged touc h ·attack for Id6 poirus of

pierc ing da mage.
Daze, Psion ic": Huma noid creatu re of 4 H D or fewer loses

next acrion .
Deceleration .\ : Target 's speed is halved.
De flec t ion Fie ld'l.': Manipu late a field of energy [ 0 pro tect

you from attacks.
Deja Vu A

: Your target repeals his last action.
Dcmoralt zc- : Enemies becom e sha ken.
De tect Psionics: You detect the presenc e of pston tcs.
Disable!": Subjec ts incorre ctl y believe th ey <Ire disabled.
D iss ip at i ng Touch·' : Touch deal s '1 d6 da mage.
D is t rac t : Target has - 4 pena lly on Lis ten , Search, Sense

Moti ve, and Spot checks.
Ec to Pror ccr iorr ' : An astra l. cons truct gains bo nus against

tfim lls~ t'cloplaslII .
Eidet ic Lock'": Memorize an image or passage completely.
Em pathy ' : You know the subjec t's su rface emo tions.
Empty M tnd': You gain +2 on Wi ll S:3VCS until your next

ac tion.
Endure Elem en ts. Psio n ic": Exist comfortably in hot or

cold environments.
EnergyArc~': Energy of a type }'ou choose shoo ts fro m your

outstretche d fingertips in a sho rt cone.
Energy R ay': Deal Ids ene rgy (cold , electrici ty, fire , or

sonic) damage.
En tangli ng Ec toplas m : You en tangle a foe in sticky goo.
F3r H and ' : Move small objects from a lim ited d istance.
Floar": You buoy yoursel f in water or othe r liqu id.
Force Sc reen .... : In visible disc provides +4 shield bonus

to AC.
Grease, Psionic: Makes 10-[1. square or one objec t slippery.
Hammer ' : Melee rouch attack deals ids/ round.
Inertial Arme r": Tangible field of force provides you with

+4 armor bon us [Q AC.
Know Direction a nd Location: You discover where vou

are and what d irec tion vc u face. .
M atter Agi tation: You heat a crea ture or object.
Mind Thr u s t" : Dcal td tn da mage.
Missive ' : Send a one-way telepath ic message to SUbjl~CI.

My light": Your eyes emit zo-n.cone of light .
Precognit ion , Defensive": Gain +1 insight bonus to AC

and saving d H OW S.

Precognit io n. O ffensive' : Cain +t ins ight bon us on your
arrack rolls.

Prescience, O ffensive": Gain +2 ins ight bonus on raul'
damage rol ls.

Pri ma l Fen r?' : Target is shaken for 1 roun d.

Se nsc Link': You sense whar the subj ec t senses (single
sense).

Slow nrearlung' ": Gain a ++competence bonu s on saving
throws agains t alti tude sickness.

Ska te : Subjec t slides skillfu lly along the ground.
Stone Minds" :Gain bonuses on Searc h checks while stand

ing on stone or ear th.
Stygia n Dtscerruncnr": Gain insight TO an against detected

un dead and negative energy auras.
Sync h ron icity'": Ready an action and use ir when you

choose.
Synesthete: You receive one ki nd of sense when ano ther

sense is srimu lared.
Tcle m pat h ic P rojection: Alter the subject's mood,
Ur ban Srr tderv' : Move across uneven surfaces or rhrough

crowds with ease.
Vigor~: Gain 5 temporary hit pa int s.

2ND-LEVEL PSION/WILDER POWERS
Bes tow Power": Subject rece ives 2 powe r points.
Biofeedback": Gain da mage reduction 2/-.
Body Equ ili b r iu m : You can walk on nonsolid surfaces .
Cloud Mind: You erase kn owledge of your prese nce fro m

target's mind .
Co nc eali n g Amor pha: Q uasi-real membrane gr ants you

concea lme nt.
Co nc u ss ion Blast": Deal Id6 force da mage to targe t.
Con t ro l So u nd : Crca re ver)' specific sounds.
Cr vs ta ls to r m'": Crys ta l spray deal s 2d4 da mag e + Id4

Ca n damage.
Damp Power' ": Variable numeric L'f1"cls of enemy powe rs

are min imized aga ins t y Oll.

Detec t Hostile Inte n t : You can detect host ile creat u res
wit h in 30 ft. of vou.

Ea rt h \xralk'1:~' : Sl~ve easily in all direc tions wh ile on earthen
surfaces.

Ego W h ip' : Deal td-t Cha damage an d daze for 1 rou nd.
Elem en tal Stewa rd '": Sum mo n a sma ll psionic elemen tal

to protect and serve you.
Elfsig h t: Gain low-l igh t vision.c-j bonus on Searc h and Spot

checks, and not ice sec ret doors.
Energy Adaptation, Specified": Gain resistance Io againsr

one energy type.
Energy E rnanat ion'": Deal Id6 points of chosen ene rgy

damage to surro unding creatures.
Energy PushA: Deal ::!d6 da mage and knock subjec r back.
Energy Sru n' ": Deal ld6 damage and SH ill target if it fails

both saves.
Fea t Leech ": Borrow another's psionic or me raps ionic

fea ts.
Id Ins inuation": Swirl tendri ls of tho ught disr upt and

confuse your target .
Id entify, Psion ic : Learn the propert ies of a psionic item.
I nflict Pain ....: Telepathic stab gives- your foe - 4 on attack

rolls. or ~2 if he makes rhe save.
Knock, Psionic: O pens locked or psionically sealed door.
La rva l Fla yers'": Summo n Id4+1 larval flayer s to aid you,
l evitate, Psionic: You move up and down, forward and back

via mental support.
Mental Dis rupt ion ": Daze creatures wi thi n 10 feet fo r I

round.
Mi ss tvaMas s ' : You send a one-way telepath ic message [Q

an area.



Psio n ic Lock: Secure a door. ches t. or portal.
Psych ic S cimita r~''''': Crea te scirui tnr of th e mind tha t

at tacks foes.
Psychoport ive Shelter?": Cr eate an ex r radime n sio nal

she lte r.
Recall Agony....: Foe takes 2d6 damage.
Se nse Lin k , Forced : Sense what subjec t senses.
Seren ity" : Pacify J creature and stop it from figh ting.
Share Pain: \Vill ing subject lakes some of your da mage.
Stygian Ray": Bestow a negative level on foe for 1 round.
Su s te na nce: Go withou t food and water for one day.
Swarm of Crysta ls ": Crystal shards spray fort h, deali ng

3d4 slashing damage.
Though t Shield ": Ga in PR 13 aga ins t mind -affect ing

powe rs.
Tongues, Psion ic : You can communicate with in tell igent

crca t ures.
Zone of Alertness" .... : Cain advan tages and Spot and Listen

bonus eq ual to number of all ies in area.

3RD-LEVEL PSION/WILDER POWERS
Body Adjustmen t ..... : You heal td 12 points of damage.
Body Pur-iftcat io n " : You re store 2 points of ability

da mage.
Cerebral Phant nsm' ": Ter r ifyi ng in te rnul hor rors take

shape and arrack your opponent.
Da nger Se nsei' : You gain +4 bonu s against traps .
Darkvisio n. Psionic: See 60 fr. in total d arkness.
Dime nsion Tw is ter?": Telepor ts foe sho r t distan ce and

deals 5d6 damage.
D ism iss Ectop lasm: Dissipates ectoplasmic ta rget s and

effects.
Dispel Psiontcs" : Cancels psioni c powers and effects.
En ergy BoltA

: Deal Sds energy damage in l20-fl.l in e.
Energy Bu rst ....: Dea. I Sd6 energy damage in 40- ft. burst.
Energy Lance" : Lance of energy deals Sd6 hp + secondary

e ffec t based on energy type.
Energy Reror r": Ectoburst of energy automatically targets

your at tacke r for 4d6 damage once each round.
Energy W a ll : Creme wall of your chosen en erg y type.
Era dicate I n visibili ty .... : Negate invisibi lity in 50-ft. burst.
Ex ha la t ion of t he Bro nze Dragon'": Exha le a cone of gas

that unsettles you r enemies for ld 4- rounds.
Gly ph of Warding. Ps ton ic'": Se t a psionic t rap to prorecr

a chos en area or opening.
Heavy Eart h' ,' : Alter gravity locally.
Keen Ed ge , Psion ic : Doubles norm al weapon's t h reat

range.
Mental Barrie r ": Gain +4 deflection bonus to AC unt il your

next action.
M ind f ir e'": You infl ic t the di sease mi ndfi re upon your

foe.
Mi n d Trap-: Drain Id6 powe r poi nts from anyonc who

crtacks you wirh a telepathy power.
Psionic Blast: Stun creat ures in 30-ft. cone fori round.
Psych ic Co n ta i n m enr?": Temporarily disallow (he use of

pstomcs for a slngle creature.
Rea li zed Porentta l": Target gains + 1 on att acks and saves

and +2 on trained skill checks.
Sh are Pain, Forced" : Unwilling subjec t [;1kes some ofyour

dam age.
Solici t Psic rysta l ' : You r psicrystal rukes over you r concen

[Ta tion power.

Telekinetic Forc e": Move an object with the sustained force
of your mind.

Tele kinetic Thrust "; H url objec ts with th e force of you r
mi nd.

Time Hop": Subjec t hops forward in lime 1 round / level.
Touchstght": You r telekinetic field tell s you where every

th ing is.
Ub iquitous Vision : You l-ave all-aro und vision .

4TH- LEVEL PSION/WILDER POWERS
Au ra Sig ht !': Reveals crea tures, objects, powers,o r spell s of

selec red alignment axis.
Co rrespon d: Hold ment al conversation with another crea

tu re at any distance .
Death Urge ": Implant a self-des tructive compulsion.
Det ect Remote View ing: You know when others spy on

you remotely.
Di mension Door, Psion ic?' :Telepc rts you a shor t distance.
Div inat ion , Psio nic: Provides useful adv ice (or speci fic

prop osed act ion.
Ec topla s mic Swar m 's': Summo n a swarm of crystall ine

spide rs.
Empat hic Feed back ": \'(' hen you are hit in melee , you r

at tacker takes damage.
Energy Adap tatt on ": Your body converts energy to harm

less light.
Energy Flash-!;.' : Tou ch deals 5d6 of chosen energy damage

to foe.
Freedom of Movement. Psionic: You canno t be held or

otherwise rendered immobile.
Intellect Fo rtress": Th ose ins ide fortress lake onlv half

damage from all powers nud psi-like abil ities until you r
next act ion .

Mi n d wipe': Subjec t 's rece nt exper iences wi pe d away,
bestowing negati ....e levels.

Personali ty Parasite: Subjec t's mind calves self-aruagonist ic
splinter personali ty for 1 round/ level.

Plana r Apotheos ts'": Temporari ly become celesnal or
fiendish.

Power Leech: Drai n l d 6 power poi nrs/round whi le you
maintain concen tra tion; ga in 1 point/round.

Psychic Re format io n ": Sub ject can choose skills. fears.and
powers anew for previous ievels. .

Shadow Eft~"" : Sum mo n a shadow eft ro aid you.
Sugges t io n, Implanted")": plant suggesrion [0 be triggered

later.
Telek in etic Maneuver":Teleki neticall y bul l rus h, disarm,

grapple, or tr ip your ta rget.
Trace Teleport": Learn dcstinano n of subjects telepor /.
\'(Tall of Ectoplasm : You create a protectiv e barrier.

5TH-LEVEL PSION/WILDER POWERS
Ad apt nod)': Your bod y aut om arica llv adapts to h ost ile

environ me nts.
Ant ic ipuro r- y Str ike": Takl' you r action ou t of in itiat ive

order.
Ce ta p st-: Psych ic static in hibits power ma nifestati on .
Celest tal Condntr'" : Launch a bolt of ectcpl asm-medta red

positive energy from you r Gngertips.
Crania l Dcluge'": Massive physical damage ca n cause your

oppone nt's head to explode .
Detai n Ec toplasm": Dismi ss constructs and use liberated

ecto plasm to bolster your rneracrearivity powers.



Ectoplasm ic Sh a m b le r: Foglike predator deals 1 point of
damage/ two levels each round ro un area.

Etherea l Age n t": Create J psion ic ~C l1 S0 1 111u( wareltes the
Mater ial Plane from the Ethereal Plane.

Incarnate": Make some powers permanent.
Leech Field e\: Leech power point s eac h rime you make a

saving th row.
'M ajo r Cr eat io n, Psionic: As }'5io ll; ( lIIill or cr t'll I IlHI . plus

stone and metal.
Pla ne Sh i ft , Psionic: Travel to ot her plan es.
Power Resis tance: Gran r PR equal to 12 T level.
Psychic Cru sh" : Brutally cr ush subject's ment al esse nce.

reducing subject ro -I hi t points.
Psychotic Breaks' :Targets viciously attack closest creature.
Sh atter Mind Bla nk: Cancels target's f1l illtI Mtmk effec t.
Stom p, Creurerv' : Psychok ine tic ; hoc k \ V:l\'C deals damage

and knocks creatures down.
Stygian Do m in ion" : Assume control over th e bod y of a

mindless undead creatur e.
Sup p ress Sc hism '": Block dual minds and schis ms.
Tel e k i ne tic Bu ffer'": Usc releki nesis to force creatu res

away from you.
Towe r of Iron \Vill ": Gra nt PR 19 against mrnd-affccn ng

powe rs to all creatures within 10 fr. unt il your next turn.
True Seeing, Psionic: See all th ings as (hey reall y nrc.

6TH-LEVEL PSION/WILDER POWERS
Au ra Alte ration": Repairs psych e or makes subjec t seem ro

be something it is not.
Breath o f (he Bla ck Dra gon": Breathe acid lor I ld6

dama ge.
Clou d Mind, Mas s: Erase knowl edge of you r- presence [rom

th e minds of one creature/level.
Co n tingency, Psionic": Sets trigger condition for another

power.
Co-opt Co ncen t ra t ion :Take control of foc's ccnccntrarion

power.
D is i n tegra te , Psiontc'' : Turn one c rea tu re or objec t (Q

dust.
Energy Barrage" : Decimate foes wit h a barr age of l'nergr

explosions.
Energy Null ificat ion Field'": Suppresses psioni c powe rs

wirh chosen energy desc riptor.
Ethereal Abducrton'": Force ano rhe r crea tu re onto the

Etherea l Plane.
Fuse Flesh"; Fuse subject's flesh , creating a hel pless mass.
Inconstant Locarion'": Make swi ft instanta neous moves

in comba t.
M ind over En ergy" : Gain brief im mu n it y to chos en

energy type.
Overland Flight, Psion ic : You fly at :1speed of 4 0 ft. and

can hu stle over long dista nces.
Psyc hometry" : Read psyc hic im pressio ns from a given

locat ion.
Remote View Trap: De:J! 8d6 points clecrricit y damage to

th ose who seek [0 view you at a d istance.
Rerrlevc ': Telepor t to your han d an item you ca n see.
Stygia n Bolt"M: Enem ies in a 120·ft.l in(' gain lu .J. nega t ive

levels.
Suspend Li fe: Pur yourse lf in a Slate akin to suspe nded

an lmano n.

Tem pora l Acceleration "' : YOllT rim e frame accelernres for
t rou nd.

7TH-LEVEL PSION/WILDER POWERS
Decerebrate : Remove portion of subject's bra in ste rn.
Divert Teleport: Choose dest ination for an other's trlcport.
En ergy Claw 'il-A: Cre ate claw of energy th at grapples and

damages foe.
En ergy Co n vers io n: Offensively cha n nel energy you've

absorbed .
En ergy \~lave), : Deal 13d4 damage of your chosen energy

rvpe in t20 -fr. cone.
Eva de Burst": You take no damage from a burst on a suc

cessful Reflex save.
Eyes ofthe Basilisk.f;.:Turn one creature per round 10 stone

with a glance .
Insa nit y": Subjec t is permanent ly ((I nf1,sl',l.
Mind Bla nk. Perso nal: You are im mu ne ro sc ryi ng an d

menta l effects.
~loment of Prescience, Psionic : You gain insigh t bonus

on single att ack roll, c hec k, or save.
Oak Body": Your body becom es as hard as oak.
Phase Door, Psion ic: In visible passage th rough wood or

sto ne.
Planar Champion" :CJIl a good or evil creatu re ro do your

bidding.
Sequ ester. Psi on ic": Subject invisibl e 10 sight and rem ote

view ing; renders subject comatose.
Ulrrublas r'' : Dl":lI 13d6 damage in 15-f(. radius .

8TH-LEVEL PSION/WILDER POWERS
Bend Reali ty": Alter s rcaluy with in pov..'er lim its.
Iron Body, Psionic: Your bod y becomes living iron.
Matter Manipularto n": Increase or decrease an object 's

base hardness by 5.
Mind Blank, Psi onic: Subject immune 10 menral/emorional

effects, sc ryi ng, and remote viewing.
Planar Em brace"; Tem porar ily becom e a half-celestial o r

half-fiend.
Recal l Death: Subject d ies or takes Sd6 damage.
Shadow Bod)' : You become a living shadow (not the creature).
St ygia n Veil "!!': You take on traits of the undead type.
Teleport, Psionic Grea ter: As psionii tdcpl1rl. bur no range

limit and no off-rarger arrival .
True Metabolism: You regenera te 10 h it poin ts/round .

9TH-LEVEL PSION/WILDER POWERS
Affinity Field: Effects rhar affect you also affec t others.
Ap opsf": You dele te target 's psionic power s.
Ass imilate: Incorpora te creatu re into your ow n bod }"
Et h erea ln ess, Psionic: Become ethe real fo r 1 mi n.f level.
Microcosm e\: Crea tu re or creatures live foreve rmore in a

world of th eir own imaginat ions.
Real tt v Revisi on": As itft,,1 n'alrtl', bu t fewer lim its .
Sryg ia"n Conflagrat ion'": Pill ar of black flame bestows

uegarive level s on those in its path.
Timeless Body : Ignore all harmful and helpful effects for

t rou nd.
U rge Extermtnarton'": Kill one liv ing crea tu re wi rh 90

or fewe r hr.



EGOIST (PSYCHOMETABOLlSM)
DJSCIPLfNE POWERS

1 Th icken Skin": Cain +1 en hancement bonus to YOUT AC
for 10 mtn.Zlevel.

2 AnirnalAffinity ' : Gain +4 enh ance me nt [ 0 one abili ty.
Ch a m e leon: Gain +10 enhanceme nt bonus on Hi de
checks.
Em pat h ic Transfer': Transfe r ano the r's wounds to
you rse lf.

3 Ectoplasm ic Form : Yougain benefits ofbeing insubsta n
tin] and can fly slowly,
H ust le : Insta ntly gain a move action.

oJ Metamor-phosis: Assume shape of crea ture or object.
Psychic Vampire: Touch att ack drains 2 power points/
level from foe.

s Ps io nic Re vivify" X; Retu rn the dead to life befo re the
psyc he leaves the corpse .
Psychofeedback: Boo st Sir. Dex, or Con at the expense
of one or more other scores.
Res to re Extremity: Return a los I digit , limb, or other
appenda ge [0 subjec t.

6 Re s toration, Ps io n ic: Restores level and abil ity score
d rains.

7 Fission: You bri efly duplicate yourse lf.
S Fuston": You combine you r cbili ries an d form w lrh

ano ther.
9 Mctu mcrph osis, Creatcr ": Assume shape of any non 

unique crea ture or object each ro und.

KINETICIST (PSYCHOKINESIS)
DISCIPLINE POWERS

1 Co n t ro l Obj ec t : Telekinetically ani mate a sm all object.
2 Co n t ro l Air''': You have conr ro l over wind speed and

directi on .
Energ y Missf le'": Deal 3cl6 ene rgy da mage (0 up (Q five
subjects.

3 En ergy Cone": Deal sd6 energy da mage in so- Ir, cone.
Teleki netic uoornerc ng'": Object returns to your hand
im mediately.

4- Co n t ro l Body": Take ru dimenta ry contro l of your foe's
limbs.
E n ergy Ba ll ": Deal 7d6 energy dam age in zo-n, rad ius.
Inertial Barrier: Gain damage reduction 5/- .

S Energy Cu rre nt": Deal 9d6 dam age to one foe and half
to ano ther foe as long as you conce ntra te.
En ergy Nu llification Field": Suppress psionic powers
wi th chosen energy descr iptor.
Fie ry Discorporarion': Ch eal death by di scorporating
into nearby fire for one day.

6 Dispelling Buffer: Subjec t is bu ffered from one "isr"
r~ioni(~effect.
Nu ll Psionics Field: Cre ate a field where psio nic pO\\'t.~r

does not func tion.
7 Rcddopsi: Powers targeting YOli rebound on the marufesrcr.
S Telek i net ic Sphere. Psionic: Mobile force globe encap

sulares creatu re and moves it.
9 Torna do Blns t '': Vortex of air subjec ts your foes 10 t7d6

da mage and moves them.

NOMAD (PSYCHOPORTAT10N)
DISCIPLINE POWERS

1 Bu rst: Cain +10 ft. to speed this round ,
Det ect Teleportation ": Know wh en teleportation powers
are used in close range.

2 Dimension Swap" : You and ally or lWO all ies sw itc h
posit ions.
Evade Arrack'": Use an immediate action [0 deflect atta ck
of opportu ni ty.
Levi ta te, Psi onic: You move up and down. forward and
back,via ment al support .

3 Astral Caravan": You lend <l nl1stml lnll'di'r-e n::l bll'd grou p
to a planar dest in ation .

4 Dimensional Anc h or, Psionic: Bars exrradime nsional
movement.
Di sm issal, Psionic: Forces a cr ea tur e to retu rn to its
nat ive plane.
Fly. Psionic: You fly at a speed of 60 fr.

5 Bale ful Teleport": Destructive telep ort de als 9d6
damage.
Teleport . Psi onic: In stantly transports you as far as 100
mi les/leve l.
Teleport Trigger: Predeter mined eve nt tr iggers td t'ptlrl.
Temporal Rei terat ion" ..: M an ifcsrcr conserves 1 round
of effects ' duration.

6 Banishment. Psionic": Bani shes extraplana r creatures.
7 Dream Travel ": Travel 10 other places th rough dr eams.

Et hereal Jaunt . Ps io n ic: Becom e et he real for 1 rou nd/
level.

S Time Hop , Ma ss ": \Y./i lling subjects hop forward in ti me.
9 Te leport at io n Circle, Psioni c: Circle telep ort s any

crea tu res inside to desig nated spo r.
Time Regresstcn": Relive (he last round.

SEER (CLAIRSENTIENCE)
DISCIPLINE POWERS

De st inv Di ssonance: You r di ssonant touc h sickens
a foe . .
Precognition: Gain +2 insigh t bonus on one roll.

2 Cla ir voyan t Se nse: See and hea r a distant location.
Object Reading": Learn derails about an object's previous
owner.
Se ns it ivity to Psych ic Impression s: You ca n find OUI

abou t an area's past.
3 Escape Det ection: You become difficu lt to detect with

clairsentie nce powers.
Fat e Link": You link the fates of lWOtargets.

i- Anchored Naviga t ion ": Establi sh a mishap-free ttlt~}l{l r l

beacon.
Re mote Viewi ng ' : See, hear, and potentially interact with
subjects at a distance.

S Cla ir -ra n gen r Hand": Emulate fa r 'lima <It a d ismnce.
Second Chance : Gai n a rercl l.

6 Precognition, Greater: Gain +4 insight bonus on one
rol!.

7 Fate of One: Reroll any roll you just failed .
S H yp ercognition: You ca n deduce almos t any th ing.
9 Metafacu lty": You learn de tails about any on e crearu re.

SHAPER (METACREATIVITY)
DISCIPLINE POWERS

Astral Construcr '": Creates astra l co ns truc t to fig ht
for you.



Minor Cr eat ion, Psionic : Creates one clorh or wood
object.

1 Psionic Re pair Damage: Repai rs construct of sds hit
po ints +1 bp/level.

3 Concealing Amorpha, Greater: Q uasi-real mem brane
grant s you rotaI concealment.
Ectoplasmic Cocoon ": You encapsulate a foe so it can't
move.

4 Burrowi ng Honds~: Crvstalhne bonds deal j de damage
plu s Id6 damage for I rou nd/ level.
Fabr ic ate. Psionic: Tra nsform s raw good s to fin ish ed
item s.
Quintessence : You collapse a bir of rime into a physical
subs tance.

S Hail of Crys ta ls:' : A crystal explodes in an area, dealing
9d4 slashing damage.

6 Crys ta ll ize: Turn subjec t perman en tly to crys tal.
Fabricate, Greater Psionic: Transform s a 101 ofraw goods
ro fini shed items .

7 Ec toplasmic Coc oon , Mass : You e ncapsu late all foes in
a 20·ft. rad ius.

B As tra l Seed : You plant the seed of your rebi rth from the
Astral Plane.

9 Cencsts": You in stigate a new dem lplane on the Astral
Plane.
True Creation":As psionicIIIL1jor cmliiOll , except items are
completely real.

TELEPATH (TELEPATH Y)
DfSC IPLlNE POWERS

Char m , Psion ic'... : Makes one person YOlJr fr iend.
Mindl fnk'' : You forge a limited mentalbond with another
creature.

2 Aversion "' : Subject h35aversion you speci fy.
Brain Lock": Subject cannot move or take a ll)' mental
actions.
Read Thoughts: Detect surfa ce thou ght s of creat ures in
range.
Suggestion , Psfontc": Compels subject 10 foI1O\,,' stated
co urse of action.

3 Cris is of Breat h "': Disrupt subject's bre athi ng.
Empat h icTransfer,Hostile'l<=\: Your rouch transfers your
hurr ro ano ther.
False Se n sory Inpu t" : Subject sees wh at isn't th ere.

4 Dominate. Psionic'...: Control target telepathically.
.Mindlink, Thieving ": Borrow kno wledge of a subjec t's
power.
Modify Memory, Psionic: Changes 5 minutes of subjecr's
me mories.
Sch ism : Your parti t ion ed mind ca n man ifest lower-level
powers.

5 Meraconcerr-: Mental concert of two or more increases
the total power of the part icipants.
Mind Probe: You discover the subjec t's SC'CfC[ th oughts.

6 Min d Switch?": You switch minds wit h an other.
7 Cr is is of Life" : Stop subject's hean.
S Mi nd SeedX: Subject slowly becomes yOll .

9 M ind Sw itc h, Tr ue ": Perma nent ly swap brains .
Psychic Cht r u rge ry": Repair psychic damage or imp art
knowledge of new powers.

PSYCH IC WARRIOR
- - - --'POWERS.
1ST-LEVEL PSYCHIC WARRIOR
POWERS

Adren aline Boosts": Receive a temp orary St r and Dex
boost.

As tra l Traveler: Enable yourseltor ano ther to join an cnm!
camm ,,·enabled tri p.

Biofeedback": Gain damage reduction 2/- .
Bite of the Wolf: Gain bitt" arrack for ids damage.
Burst: Gain ~10 ft . to spee d [h is round .
Ca ll Armor'": Transfer chose n type of ar mor ro your hand .
Call Weaponry' : Create temporary weapon.
Carfa ll- : Jnstan rly save yoursel f fro m a fall.
Cham eleon: Gain +10 enhancemen t bonu s on H ide

checks.
Claws of the Beast": You r hands become deadly cl aws.
Co m p ress ion "': You grow sma ller.
Co ncea l Thoughts: You conceal your motives.
Dead en Blow'": A weapo n deals non lethal da mage rather

than lethal.
Detect Psionics : You detect the presence of psionics.
Deflection Fie ld '": M anipulate J field of energy to pro tec t

}'Oll from at tacks.
Dissipa ti ng Touc h ": Touch deals Id 6 damage.
Di stra ct: Target has - 4 penall y on Lis ten , Searc h, Sense

Motive, and Spot che cks.
Elfsight: Ga in low-light vision, +2 bon us 0 11Search and Spot

checks, and noti ce secret do ors.
Empty M ind: Gain +2 on \Xlill saves until your next action.
En d u re Ele men ts , Psion ic": Exist com fortably in hOI or

cold environ ments.
Exp ans torr' : Become one size category larger.
Exten d Rcnge' ": Increase the ran ge increment of a ran ged

or th rown weapon.
Float" : Buoy you rself in water or othe r liqu id.
Force Sc reen": Invisible di sc provi des +4 sh ield bonus

to AC.
Grip o f Iron-: Your iro n grip gives +4 bonus on grapp le

chec ks.
Hamm er ": Melee touch arrack deals ids dmg/rounJ .
iner t ial Armor-' : Tangible field of force provides you with

+4 ar mor bo nus to AC.
Inspire Mounr" : Increase the speed of you r mount. an d

its abi lity to avoid att acks.
Metaphysical Claw ': Your natu ral weapon gains +1 bonus.
Metaphysica l weapon": 'X/eapon gains +1 bonu s.
Mighty Sp r ing'": Gain +10 en ha nce ment bonus on you r

jump this round .
M y Li ght·",: You r eyes em it 20·f[. cone of light.
Precognition, Defens ive '': Gain +t ins ight bonu s to AC

and saving throws.
Precogn it ion , O ffen sive:' : Gain +1 in sigh t bonus on you r

att ack rolls .
Prescience, offensive ": Gain +2 in sight bon us on your

dam age rolls.
Prevenom .... : You r claws gain a po ison coa ting.
Prevenom \'('eapon '''' : Your weapon is mildl y venomous.
Pr im a l Pear'": Target is shaken for I rou nd.
Slow Bre.n htn g'" : Ca in a t 4 competence bonus on saving

throws agains t alt itud e sickness .
Skate: Subject slides skillfully along th e ground.



~b\t"a¥EL PSYCHIC WARRIOR
Claw of Energy: Your claws deal addition al energy dam age.
Dim en sion Door, Psiorric?": Teleports you sho rr d istan ce.
En ergy Adaptation": Your body converts energy to ha rm -

less lig ht.
Free d om of Movement, Psionic: You can not be held or

otherwise rendered immobile.
Im movab ili ty....: You are alm ost impossible to move and

gain DR 15/ - .
I ner tia l Barrier : Ca in DR 5/- .
Pla n ar Ap ot h eosis?": Temporar ily beco me celestial or

fiendish .
Psyc hic Vampire. Touch atta ck dra ins 2 power po ints/level

from toe.
Psyc hok in et ic \Vea pon'·'A; Anima te a weapon to fight of

its own volit ion.
Steadfast Percep tion: Gain im munity to ill usory effec ts,

+6 bonus on Spot and Search checks.

St ygian Er as u re?": Remove negat ive levels.
Stygia n weapon": Your weapon is imb ued with negative

energy_ _
Suste n an ce: You can go without food and water lor one day,
Thought Shie ld-... : Gain PR 13 again st mi nd-affect ing

powers.
\Vall \Valker : Gra nts ability to walk on walls and ceil ings .

3RD-LEVEL PSYCHIC WARRIOR
POWERS

Claws of the Vampi re: Heal half of you r cla w's base
damage.

Con cea lt n g Amorph a, Greate r : Q uasi-real membran e
grants you total concealme nt .

Danger Sen se:' : Gain +4 bonus against traps.
Dimension Sli de": Teleports you very shor t dis tance.
Duod ime nstonal Claw: Increases your n atural weapon's

threat range .
Bctoplasm ic Form :You gain benefits of being insubstant ial

and can fly slowly. .
Em pathic Feedback ": When you are h it in melee, your

att acker takes dam age.
Empathic Tran sfer, Hostile'": Your touch transfers your

hurt to ano th er.
Esc ap e Detection: You becom e difficu lt to de tect with

clairsenr ience powers.
Eva de Burst": You take no damage from a burs t on a sue

cessful Reflex save.
Exhalation of the Black D r agon": Your acid breath deals

3d 6 damage to a close targe t.
Exh ala tion of t h e Bronze Dragon": Exh ale a cone ofgas

that un set tle s your ene mie s for ld4 rou nds.
Gr af t Weap on : Your hand is replaced seamlessly by your

weapon .
Keen Edge, Psionic : Doubl es no rmal weap on's t h reat

range.
Mental Barrier ' : Gain +4 deflect ion bonus on AC u n ti l

your next action .
Stygia n Barre": Your weapon takes on the bane qu ality.
Tel ek i n et ic Boomereng'" : Objec t rerurris to your hand

im med iately.
Ubiqu itou s Vis ion: Y OLI have all-around vision.
Vampiric Blade: You heal halfofyour base weapon damage.

Sto m p ": Subj ec ts fall pro ne an d take ld4 nonle tha l
damage.

Stone Mind'" : Gain bo nuses to Search ch ecks wh ile stan d
ing on stone or earth.

St ygia n Discernment*: Gain insight to act against dete cted
undead and negative energy aur as.

Synesth ete : You receive one kind of sense whe n anot her
sense is sti mu lated.

Thicken Sk i n ": Gain +'1 enhancement bo nus to your AC
for 10 rnin.j'Ievel.

Urban St r-ider"... : Move ucross un even su rfaces or th rough
crowds wi th ease.

Vi gor ' : Gain 5 tempora ry h it poin ts.

2ND-LEVEL PSYCHIC WARRIOR
POWERS

Animal Affintry". Gain +4 enhanceme nt to one ability.
Body Adj u stmen t ": Heal td t2 poi nts of dam age.
Body Equ ilibrium: You can walk on no nsolid sur faces.
Body Purification": Restore 2 poi nt s of abili ty damage.
Con ceali ng Arnorpha: Quasi-rea] membrane grants you

conc ealmen t.
Damp Powe r" ... : Variable nu meric effec ts of enemy powers

are m in im ized against you.
Darkviston, Ps ionic: See 60 fr. in total darkness.
Detect Hosti le In te nt: You can detect hostile crearu res

within 30 ft. of you.
Dimension Swap": You and en ally switch position s.
Dissolving Touch ": Your touch deals 4d6 acid damage.
Dissolving Wea pon": Your \veapon deals 4d6 acid

damage.
Dist.ractlng Sli ou rv' : Distract opp onen ts wit h your pO\\'er

ful shout.
Ea r t h Walk'''': Move easily in all d irections while on earthen

sur faces.
Em pathic Tran sfer ":Transfer another's wounds to yourself.
En ergy Adaptation, Specified": Gain resistance 10 to one

ene rgy type .
En ergy Emanation!':'>' : Deal '1 d6 points of chosen energy

damage to su rrounding creatures .
E t h ereal volley". Imb ue your missiles with force ene rgy,

making them ghos t [Ouch weapons.
Exte n d Reach": Sh ift area your weapon t hreatens by 5 ft.
Feat Leech": Borr ow another's psionic or rnetapsionic feats.
Hustle : In stantly gain a move acti on.
In ci te Braverv'" : You and allies near you become im mune

to fear effe cts for 1 round/ level.
Lev it at e, Psionic: You move up and down, forward and back,

via mental support.
Moment of In stght '": Brie fl y ig nore th e effec ts of

conc ealmen t.
Pa infu l St r -ik e": Your nat ura l weapo ns deal an ex tr a Id6

nonleth al dam age.
Perfect Arch ery'": Ranged fire does no t provoke att acks

of opport u ni ty.
Power Claws?': Your natur al weapo n deals force damage.
Power Weapon": Your weapon deals force damage.
Prowes s : In stantly gain an othe r arrack of opportu nl ty,
Psi onic Sce n t : Gain th e scent ability.
Psionic Lion 's Charge": You can make a full attac k in the

same round you charge.
Stren gth ofMy Enemy": Siphon a\vayyour enemy's strength

and grow str onger.



Stomp, Grea te r?": Psychok ineric shoc k wave deals dam age
and kn ocks crea tures dow n.

Stygia n Disruprlon": YOUf weapon lakes on the un dead
disrupt ion quality.

Tr uevenom : You r natural weapons an' cove red in horrib le
poison .

Truevenom Weapon: You r weapon is horr ibly poisonous.
Weapon of Energy: \'V'eapon dea ls addi tiona l energy

damage.

Tilt' SU'I'I.'! 5Cfflt offrl'shly(Ilt gra ssdlld tIll'
fllSllt- Ilf h ' lll 'I' S htmld tIll' kinl't;cforce y fl ll

lJlsIIU ill Iwillg ,IIa llI5.

POWERS.
YO Il illdimtc theohjccl, and lV illl a ['right
.niIS!1(II Ughl, vou 1ll1dcrstlllld i f.

ANTICIPATORY STRIKE
Psychoport arion
Level: Pslon/wilder 5,Time 5
Dis play : Aud itory
Mnntfest lng Time: I imrnediare acrion
Range: Personal
Target : You

As c1J ILd)' Zt' tl lt'l' o me r (PH 197), except as
noted here.

ANIMATE PLANTS,
PSIONIC

psychoki nesis
Le'vel : Natura l \'\!orld 7
Displ ay: Auditory and olfac tory
ManifestingTime: I standard action
Range: Close (25 ft. + 5 f(./2 levels)
Target s: One Large plal1t/3 levels or

all plants with in range; see tex t for
111IJlllllh' pll1llls

Duration: I round/ levelor 1 hour/ level;
see text for animall' plmlts

Sav ing Th row: No ne
Power Resistance: No
Power Points : 13

As 11111 "11111' f"tlll ls (PH 19 9), except as
noted here.

6TH-LEVEL PSYCHIC WARRIOR
POWERS

Blackstone H arnmcrv' : Targe t weapon petrifies those it
strikes.

Breath of the Black Dragon ": Breathe acid for I Id6 damage.
Dispe lling Bu ffe r: Youare buffered from one ilisJlt'lpsionics

effec t.
Form of Doom A: You transform into a fr ightening tentacled

beast.
Inconsta n t Locarton'": Make swift instant aneous moves

in comba t.
Mi nd Blank, Personal : You are immune ro serving and

men tal effects.
Mind over Energy": Cai n bne f immurury to chos en energy

tl'pe.
Rage of t h e Rcmorhcz'": Your body becomes searing hot ,

damaging th ose who touc h you.
St yg ia n Touc h?': Your touch bestows negative levels and

transfers life force ( 0 vou.
Suspend Life: Put yoursel f in to a stare akin to sus pended

ani mat ion.

This abi li ty func tions as th e a{li"ily
{idtl power (El'H 75). except rhat you
can op t not to include certai n crea tu res
that are in the-area , and on ly negative
con di tions are shared. Those with in
th e feed back loop take all damage
(incl ud ing abiliry damage) rhar you
lake, bUI rhev gain no benefi ts from any
healing you receive. Spells Ot powers
that impose penalties are share d: th ose
that grant bonuses are not.

YOIII' c)'n; 1111 nl lvi t li 1111 i, l t l' lI5 f f CII g lOB'.

and fllr 11 lIl ol1h' nl both yO Il a/ld YO I.r
! a r~rt lllYsllt'll lhctl in a tnllls luCt'IIt rt'd
S " ' ~Il Illi.'r.

Duration : I rou nd/ level (D)
Savi ng Throw: For titude negates
Power Resistance: Yt'S
Power Points : 17

ANALYZE DWEOMER,
PSIONIC

Clai rse ntie nce
Lev el : Magic 6
Display: Visual
Mant fesr tn g Ttme: I standard an ion
Range: Close (25 ft. + 5 f1. /2 levels)
Ta rget: O ne objec t or creature
Duration: 1 round
Saving Throw: None or \'(' ill nega tes;

see text for J1flllln:c d lt'COIJh'Y

Power Resis ta n ce: No
Powe r Poi nts: II

pbtt-a¥EL PSYCHIC WARRIOR
Ad ap t Body: You r body autornauc al lv adapts [Q host ile

envi ronrnenrs,
Ca ra ps!": Psychic static inh ibits power rn anifesrauon.
Em powe r \Veapon~: Store a power in your weapon.
Living Arrow": Semisenrienrarrows can followfoes around

corne rs.
Meraconcer r': Mental concer t of two or more increases the

total power of the part icip ants.
Oa k Body': You r body becomes 3S ha rd 3 S oak.
Perfec t Ri poste '": Make arrac k of oppor tu ni tv against

crea ture who JUSt missed you.
Psychofeedback: Boost Srr, Dex, or Can at [he expense of

one or more other scores.

AFFINITY FIELD, PAIN
Psychom erabolisrn
Le ve l: Pain a nd Suffer ing 9, psionl

wi lder 9
Display: Material and vis ual
Manl festtng Ttme: 1 standa rd action
Range: 20 ft.
Area: zn-Ir.-rad ius emanation, centered

on you

A ~"arp, mt'tlllli( ", us1~y sCt'nt lll'l'rwhdm~

)'(I I1.for ~l 1lI0fllmt 115 )' 11 1lr bOlly i ~ cllagi:ctl
by lite J't1l\'rr(lf ro" I' multI.

Th e powers he rei n are presented in
alphabet ical order.

You can increase your physical prowess
and reaction spee d unri l th e begin
ni ng of your nex t round. You receive
a +2 ins ight bonus to Str engt h and
Dexter ity.

Augment : For ever y 3 add itional
power points you spend , th e bonus
increases by 1.

AD RENALINE BOOST
Psychomet abolism
Level: Lurk I, Phvsical Power I,psych ic

warr ior I
Di splay: Olfactory
M anifesting Ti me: I swifr action
Range: Personal
Ta rget : You
Duration: I round
Pow er Points : I



BURROWING BONDS
Meracrearivn y (Creation)
Level : Shaper 4
Displa y: Auditory and mate rial
Man ifesri ng Time: I standard action
Range: Med ium (100 ft. . 10 fl./lew l)
Target : O ne Med ium or sma ller

c reatu re
Durat ion ; I round/ level (0 )
Savi n g Throw: Reflex negates
Power Re sistance: No
Powe r Poin ts : 7

The crys talli ne bonds deal 3J 6 poi nts
of dam age when they fi rs t cnrwl ne
and pierce the ta rge t's fles h , and td s
poi nts of pie rcing damage (see t he
Meracreativity and Damage Redu ct ion
sidebar, below) ever>' round therea fter
as they continue to writhe and bur row.
tighten ing their g rasp.

A target ca ug h t by t he bonds can
attemp t pu rely me ntal an ions, suc h
as manifest ing a power. However, the
burrowi ng nature of the bon ds requ ires
that a man ifester make a Concenrrarlon
check for each power attemp ted with a
DC of20 +half the conrinuous dam age
last dealt . (The cont inuous damage is
that da mage dealt in each round after
the in it ial rou nd of the effec r.)

Th e target can break loose by spend
ing 1 round an d making a DC 20

Power Res istance: Yes (harm less)
Power Poi n ts: 5

Eclopll15t11 Clwns )'0111' mouth.

You alt er your body so that you no
longer need to breathe. You can no t
be harmed by in hal ed subs tances
and can func tion wit ho ut fres h air
(even underwater) for the- duration of
the power.

Augmen t: Ifyou spend 2 addi riona l
power polnrs, this power can affect one
add itiona l touched crea ture.

A pcaling chim(' acco lJlpan ies thl' 111'1It'ar
11I1 C(' of a (OHg, 5(t'l1L!a , IlwIl Cl1b1e siUl fl of
crys tal. 1/ elltwilles your.fol' ill i /5 Ioops,
piercing 11;; .n l' 511mil l holdltlg IiiHI bOll l ld.

You alter t he nature of one weapon
and imbue it with (he abili ty to petr ify
those it s tr ikes. Alt hough the base
damage of the weapon is unalrered, the
weapon deals bludgeoning damage for
the duration of the power.

If a creature snuck by a weap on
affec ted by {'/,1c'-shlllC hamm er fails
its savi ng throw, it (along with all its
carried gear) is tu rn ed into a m ind less.
inert sta tue of dark sto ne. Str iking a
creature wit h the weapon di sch arges
the pov-o'er. If a statue result ing from
th is power is broken Dr damaged, the
sub ject (if ever retu rned to flesh) has
sin';i1ar damage or deform ities, The
crea ture is no t dead. bur neither does
it seem ro be alive when viewe d with
spells such as flt'l1t ltwlllch.

O n ly c reatu res made of fles h are
affected by th is power.

Au gment : For every ... add it ional
power po i nts >'OU spend, you ca n
invest t he weapon wit h an add itional
charge. Each additional charge allows
the \W~lrOn to be used one more time
be fore the blL1Cl.:stt1lu hlllJ1H1 t' r effec t
is discharged.

Thf l\'fI'lIOIl )'oulOllch nltHf 'l!yshilifS IVIIII

111Iitle.gl(lwillg' lghL

Display: Visual
M an tfes t fn g Time: I sta ndard act ion
Ra n ge: Touch
Target: Melee weapon touched
Durat ion : I round/ level o r until

d ischarged
Saving Throw- :S-one (object, harmless)

or Forti tude negates; see text
Power Resist ance: No (object, ha rm

less) or yes; see text
Power Points: 11

METACREATIVITY AND DAMAGE REDUCTION
Any damage-dealing rneta creativity powe r tha t s peci fies pierci ng, s lash ing, o r blud
geoni ng dam age does not au tom atically ove rcome a creature' s d am age red uctio n.
Such powers include crystal ,hard (EPH 89), hailaJcrystal, (EPH 111), ,warm oJcrysto/s
(EPH 134). burrowing bonds (page 79). and crystolstorrn (page 81).

BREATHLESS
Psvchornetabolism
Le'vel : Elements 3
Displa y: Material
M anifest tng Time: 1 standard act ion
Range : Personal; see text
Target : You; see text
D u rat ion: 10 mtn .ylevel
Savi ng Throw: None

BLACKSTONE HAMMER
Psvchornerabolism
Level : Elements 6 , psychic warr ior 6

Coalescing eclopll1S 111 tab's thl' form YOIl

ti (' ~,re.

ASTRAL CONSTRUCT
.Metncreariviry {Creation)
Level: Creation 1, shapcr 1

Display: Visu al
M anifes t i ng Time: 1 round
Range : Close (25 fl. + 5 ft./21e,<els )
Effec t : O ne cre ated astral cons rruc r
Duration: I round/ level (.D)
Saving Th ro w: None
Powe r Resis tance: No
Powe r Points: 1

As 11~lrll' ronslnul (EPH 77), except as
no ted here .

You ca n have only one ast ral co n
str uct sha pe d at any' one rime . If you
shape another astral construc t, any
previous const ruc t d issipates. (The
excep tion is ifyou are a yrh-level ecto
pic ade pt, whic h gives you the abi lity
to crea te anot her astral cons truc t wh ile
you have one acuve.)

TIlt' mr IvvfYbemles wllh ." 1t'age l"IJwu us
rour movt'tlIcub 'lick up sped.

Du ration : Instan tan eous
Pow er Points: 9

You take your normal action for the
round at th e ti me rhar you man ifest
th is power. rather than wailing for
your turn [0 come up in the in itiative
sequence. In subsequent rounds. you r
place in the initiative order does not
change- you change the lime when
you act for this round only.You can take
a standard acti on and a move acrion , or
a full-round actio n, just 3S you could
if you were taking your action at your
normal place in in it iative orde r. You
can't activa te this power if you're flat
footed . and you can't use th e pow er a
second rime un til after your nex t tu rn
has passed .

For exa mple , if you no rma lly act on
init iative cou nt 15, you cou ld use t his
power 10 act again on ini ti ative count
12, bu t t h is mea ns that you woul dn't
be ab le to ac r on the next ro und at
i nit iativc co u n t 15 (since yo u've
a lready used that (U rn's ac tions), and
you wouldn 't be able to use the power
agai n limit after your next turn (t hat
is. a fter th e next rou nd 's in iti at ive
cou n t 15).



You haul a horror lurking
beneath the target 's protecti ve sanity

into realir y and th r ust Ir i nt o her
wa k ing mind. Everyone sees some
thing different. bUI many witness a
n ightmare of eyes. ten tacles. d ripping
slime, and gnashing mouths all scream
ing atonally, Everyone other than the
target sees on ly a vagu e sh ape thai
lurches forward and envelops her. Ifrhe
target fail s her \~'i11 saving th row. she
takes 3d 6 poi nts of nonlethal damage
and is dazed for Id4- rounds, though
she co mi nues to scream, cry. and froth
during th at tim e. If the target makes
her \x.'ill save, she takes no damage and
is not da zed.

Aug m en t : For every 2 addit iona l
power po ints you spend. rhe power's
save DC increases by L

the con nec tion made. vou i ns rantlv
guide a massive charge of posn lve
ene rgy from your psyche in to the
mat erial world . channeling it along a
burning ectoplasmi c line that ext ends
from you r oursrretched hand s. Anyone
caugh t in th e area takes 9d6 points of
damage . Undead caug ht in the area
take 2 add itional points of damage per
d ie. A cons truc t or in animate object
takes on ly Scl6 points of damage from
this power. This power is a po sitive
energy effect.

Au gment : For ev ery addi tional
power point you spend, the power deals
an addit iona l Id6 points of damage
(ld6+:2 against undead). and the power's
save DC increases by 1.

CEREBRAL PHANTASM
Telepathy [Fear, Mi nd-Affec ti ng]
Level: I'ston /wt ldcr 3
Display: Visual
M anifest tng Ttme: I standa rd act ion
Ran ge: Medium (100 fl. + 10 ft./levell
Target: One creature
Du rat ion: Instan taneous
Savin g Throw: \X' ill ncga tes
Power Re si s ta n ce : Yes
Power Point s: 5

CHAOS FISSURE
Telepath y !C om p u ls io n) [Mind

Affe cn ng]
Level: Chaos oS

Di splay : Auditory and visua l

1. For every 4- additional power points
you spe nd, I he item 's en hancemen t
bonus ro Armor Class improves by I.
For example, if you spend 15 power
point s. you call a shie ld or a su it of
armor with a +3 enhancernenr bonus
to Armor class.

2. If you spend 4- add itional power
points, you can alter the substance of
the armor to make it rrurhral. If you
spend s addi tiona l power points. you
ca n make it adamnrm ne.

Cr) S!'llIiJl t! Ilfltld; hoM and bm.,.o,,'
{1)rfJ:/1.h {Ix ".'iain:'~.flr!b

Reachi ng across the planes. you for m
a moment ary link between you rse lf
and rhc Positive Energy Plane. \'(l ilh

YOIII" 111111115 so-tu 10 ~ h i ft lHlt l dll111ge 11110

1'"l"e cclol'Iil5111 ,1 S It S' l"t'lltli of radiant
t'Il I'!'!U' pI/1St' !' Ll u h t'lll"il f lW Il Ihc1t1.

A IIL1l·h .nash ill Ihc (()I'IIt' 1" of )'0111" SII l1(On~

SciOIlSJIIt'almls ill ll t'r ,lc IHOIlSoftile hl rgd 's

~0~~:::;~~~ millii. YOIl IHld others ~ I'C (lilly 11
IJ m glh' shar f as" IlIrdlcsfonvilrd

11Iltll'11vdOl'S Ilu' litrgi'l.

CELESTIAL CONDUIT
Psych okinesis
Level: Cood s, psionfwi lder 5
Display: Mate rial and visua l
M an ifes t ing Time: 1 standard action
Range : 120 fr.
Area : 12o-fr. lin e
D urat io n : Instant ane ou s
Savi ng Th row : Reflex half
Power Res is ta nce : Yes
Power Poi n t s: 9

Strengt h che ck or a DC 25Escape Arti st
check. Alterna tively. cu tring or darnag
ing the bonds can free a vict im. Th e
crysta l ha s AC 5. hardness 12, and 30
h it poin ts.

Augment: You can augment (his
power in one or more of the foll ow
ing ways.

I . For every :2 additi onal power points
you spend. (hi s power's save DC and the
De s to break loose increase bv 1.

2. For every zadd ition alpo\\'~rpoints
you spend, this power can affect a target
of one size catego ry larger.

3. For every :2 addition al power point s
you spend. the continuo us damage
increa ses by Id6 points.

Anl101" ,1rJ1t'ars0 11 rOllr hOlfr,
,1Il S1VCnll~ YOllr mell tal mil.

You call a su it of ar mo r or a
sh ield to you, seemi ngly irom
th in air. (ACTU ally, it is a real item
sna tche d fr om some other random
location in space and time.) You don't
have to see o r know of the irern to call
it. I n fact, you can't ever call a spec ific
item; you jus t specify the kind (chain
sh irr , full plate. bu ckler. and so on).
The item is made ofordinary materi als
appropriate for irs kind. Armor appears
co rrectly donned, and a shield appears
on the prop er arm. Armor-and sh ie lds
gained by (1111 urmor are di sti nctive due
to thei r astral g limmer.

Jf a ca lle d suit of armor is ever off
yo ur bod y o r you re linquish your g rip
on a called shield for 2 or more consecu
tive rounds. the object automa tically
re turns 10 Irs poi nt of origin. (For
this purpose, you're considered 10 be
wearing armor whe n you're don ning
or shedd ing i r.)

Au gment : You can aug ment th is
power in one or bot h of th e foll ow 
ing ways.

CALLARMOR
Psychoportntion (Teleporranon)
Level: Ju st ice 2, psychic war-

rio r I
D isp lay: Material
Ma nifesti ng Time: 1 round
Range: 0 fl.
Effect : One suirofarmorcr

sh ield; see tex t
D u rat io n : 1 min.ylcw l (D);

see rexr
Saving Throw: None
Power Re si s tance: No
Po we r Poi nts: Justice 3.

psychic warrior I



every add iuonal zds po ints of dam age,
the power 's save DC increases by 1.

Razor-sharp crystal shards shoo t from
your hand , T hese crystals are super
natura lly sha rp and lacerate flesh. You
mus t succeed on a ranged touch atta ck
wi th th e my to deal damage to a target.
Th e ray deals 2d4 point s of slashi ng
damage (see the Meracreativity and
Dam age Redu ction side bar, page 79)
and causes a living large r [Q gu sh blood ,

/\ ~i t't'p, fllll i, IOl l5 tO/lL' blllldsnuo f1 lnaticl ell
ing (cl[()p llOlIy. Will'll Ilu a llot's Llb rupHy
CCIHt.', your.ftlc'shl'lld af tollates.

CRYSTALSTORM
Metacreativitv (Creat ion)
Level: Psion/ wilder 2
Di splay: Mater ial
Ma n ifes t ing Ti m e: 1 standard action
Range : Close (25 fr. ..;- 5 ft./2 Ievels;
Area: Ray
Duration : Instan taneous
Savi ng Throw : For titude pa rt ial; see

(ex t

Power Resista nce : No
Power Po in ts : 3

T/wlI Sl1 llds oJ rII zlJ r-shl1 rp crystill sllllrd5
sJ.-l m),ill alhid, myjro m yoII I' IJawj tOH'lwd
jnnrJOL'.

Gras ping th e biofeedback controls of
your foe's brain, you begin to force his
head to prod uce a deluge of cran ial
flu id . At rhe begin ning of your next
t urn , whe n you fi ni sh ma n ifes t ing
(he pow er, you r foe mu st succeed on
a Fort itude save or rake 1s d 6 points of
damage from cranial swelling . If you r
foe is reduced [ 0 0 or fewer hit points
by th is power, h is head explodes.

Acreature tha rdies from cmnil1 [d ch r~l'

can be resurre cted but no t ra ised . ~
Au gment : For every 2 addirtcnal

power po in ts you spend, the pow er's
SJ \'e DC inc reases by L

CRANIAL DELUGE
Psvchomernbol tsm
Lc'vel : Mental Power 6, psion/ wilder 5
Di sp lay: Aud itor y and vis ua l
Ma n ifest mg Tim e: t round
Ra n ge : CIa," (25 ft. + 5 fl./ 2 levels)
Ta rget: O ne creature thar has an 1ntel-

ligcucc score of S or high er
D urat io n: In stan tan eo us
Saving Th row: Fort itude negate s
Po we r Re si stance : Yes
Power Po i n t s : Mental Powe r 11,

psion/ wilder L)

Large
ld8
2d6
Jd6
4d6
5d6
6d6

Claw Damage
Small Medium
1d4 Id6
1d6 IdS
1dS 2d6
2d6 Jd6
Jd6 4d6
4d6 5d6

Power
Points
J
5
7
11
15
19

A IOlld,t'dwi llg b OO1t1l1(COHlJlIHl irS tll f tut rst
OJ f ll l'CC yO ll (rw tt'.

not ga in any addit ional attacks-you
simply have t wo claw "trac ks ar yo ur
normal attack bonus.

If yo u g ra pple an o pponen t, yo u
deal cla w da mage wi th each success ful
grap ple check, and the grappled target
is u nder th e effect of a slow spell for as
long as yOll maintain rhe grapple u nless
the opponent make s a Forti tu de save
(DC 12 + key ab ili ty mod ifie r).

As a sw ift ac tion, you ca n extend
the claws up to 6 feet, wh ich increases
your reach by 5fee t, g iving a Sm81lo r
Med iu m cre ut ure a reach of 10 feel
and an upright Large crearu re a reach
of 15 fee t.

Augment: You ca n au gment this
powe r in one or both of the fo llow
i ng ways.

r. By spendi ng additi onal po we r
point s, you ca n create larger, sha rpe r,
and more deadl y claws, as show n on
the tab le below..

Ever y 2 udd inona l powe r poin ts you
spen d to increase damage also increases
the For titude save DC bv l.

2. If you spe nd 6 addi rio na l power
po int s, you can man ifest th is power as
a swi ft action.

You create a massive burst of teleki netic
fo rce t hat deals 6 u6 poi nt s of fo rce
damage to all cre atu res and unatrended
objects in irs area.

~\.llgment: for every add itional power
point you spe nd , rhc detonati on deals
an addutonal Ids points of damage. For

CONCUSSIVE
DETONATION

Psych okinesis [Force]
Level : Fo rce 6
D is play: Aud itor y
M anifesting Time: t standard action
R ange: Medi um (100 fr. + 10 fr.jlevel)
Ar ea: zu-fr- rad ius bur st
Du r at ion: 1nstantanecus
Sav ing Throw: Reflex half
Powe r Re sistance : Yes
Power Points : 11

YO ll dnw ' material (rom the plf1 /lt' o(
SllildOll'. Your h l1lld s a;ld J~l n'a rm5 d(l l1 gf1 1~'
IHli i clltlngt' shape into fCll lllrdt'ss ciait's of
in"y bJI1CbIC5S.

\'V"hen you manifest th is power, com
plete chaos prevails in the affec ted area.
All psionic powers are rnaru fesred as
if using th e wilder's wild surge class
feature (EPH 31) with the poss ibiliry
of psyc hic en ervation. The wild magic
pla nar tr ait (DMG 149) is app lied to all
spells cast and spell-like abili t ies used
in rhc area.

TIH' llrt'll you indiccllt' ro ilswilli/Ill'JOl'ft'of
clII1DS. The air shil'cn withpasht'5of [Iglrl
alld 1Il0llHS ll'ill1.lisconll1t11 Ilol es.

You gain tWO natur al atracks with your
cla ws, each dealing Id4 poin ts of cold
da mage {or Id6 point s ifyou are Large,
or lcl3poirus if you are Small) plus your
Strengrh bonus.

Your claws are natural weapons. so
you are considered arme d wh en attack
ing with them, and th ey can be affected
by po wers, spell s, and effec ts rbut
en hance or improve natural weapon s
(such as the magicfaug spell), You can
not cho ose to deal a onlerbnl damage
with your claws.

You r claws work JUSt lik e the natu ral
weapons of m any mo ns ters. You can
make an arrack with one claw or a full
attack with tw o claws at vour normal
at tack bon us, replacin g your norm al
att ack rou rine. You rake no pen alties
for two-weap on figh ting, and neither
attack is a secondary arrack. If your
base attack bon us is +6 or higher, you do

M an tfesrtng Time: 1 stand ard action
Ra nge: Cl ose (25 ft. + 5 ft./2 levels)
Area: zo-fr- radius em anation centered

on a crea tu re, object, o r point in
space

Du ration : 1 ro und/ level (D)
Saving Th row: wi ll neg ates or none

(objec t); see [ext
Power Re sis tan ce: Yes or no (objec t);

see tex t
Power Po ints: t 5

CLAWS OF DARKNESS
Psvcbomerabolism [DarknessJ
Leve l: Light and Darkn ess 2
Display: Visual
.Manifestin gTime: t standard action
Range: Person al
Target : You
Duratio n : I round/ level (D)
Power Poin ts: 3



deali ng an addi tion al l d4 points of
Cons titut ion dam age on a failed Forti
tude saving th row,

Augment : You ca n aug ment thi s
p o\ver in on e or bot h of th e follow
ing W<Jy S.

1. For ever y additional power po int
you spend, the shards deal an addi tiona l
td4 po int s of dam age.

2. For every 2 additional power points
yOll spend, the shards deal an addi tional
poi nt of Co ns titution da mage on J

failed For titude saving throw.

DAMP POWER
Psvchomerabolism
L~vel : Gu ardia n z, ps ion/ wil der 2,

psychic warri or 2

Display: Visual
Manifesting Time: 1 immediate action
R an ge: Person al
Target: You
D u ration : See text
Power Points: 3

AtJlll1'l/Jer l1 11 m qLlic!dysprl'ad~overYOllr baLiy,
111adl'ratil1g HIL' cffertsof the t'11Vi rOlHJ lfllL

when you mani fest this power, you
are protected from the vagar ies o f
de st ru ct ive energies direc ted agains t
you. All variable num eric effec t s of
the next power, psi-like abili ty, spell, or
spell-like ability rhar affects you before
the end of you r next rum is decreased
to irs minimum possible value.

For instance, ifyotl are struck by an
C11C'l'gy myaugme nted ro deal Sd6 points
of dam age wh ile pr ote cted by damp
power, you wou ld rake on ly 5 poi n ts
of damage.

I f th e powe r, ps i-like abilit y, spell,
or spell-like abil ity affects an area
<I S does ellt'rgy ball (EPn 100) , for
example-c--its effect is only minimized
for you. O ther creatures in the area are
aff ec ted no rma lly.

Ben eficial numeric effec ts are like
wise damped wh en you man ifes t th is
po wer.

Au gment: If you spend 4 addi tiona l
power poi nts, the next power, psi-like
abilit y, spell, or spell-like abilit y rhur
affects you and also affects an area is
min im ized for all creatures yO ll desig
nate within irs area (no t jus t [or you).

DARK DESPAIR
Psychom etabolism [Evil]
Level: Evil 8
Display: Audi tory
ManifestingTime: I standard actio n
Range: 10 ft.

Effec t: t u-ft-radius em an ation, cen-
tered on you

Duration : 1 round/level
Sav ing Throw: See text
Power Resistance: Yes; see text
Power Poin ts: 15

Good foes ncar .1'0 11 IH'a r lilt, aill'I;: It'llilil1g
of Insl s1111 1s_

\'7hen you manifest this power, you
gain a da rk aura t ha t con fers several
ben efits, espec ially while fight in g
good cre ature s.

A creature that enters the areaofyour
aur a is wracked with despair and mu st
make asuccessfu l \xriIlsave or take a - 2
pena lty on attack rolls, saving th rows,
ability checks,skill checks.and weapon
damage rolls. Power resistance applies
to th is effect;vou rnalee vour rnanife ster
level chec k e~ch time; creature with
pO\ver resistance enters the area of your
aura (whether due [Q your movement or
th e creature's).

Good creatures mu st endu re addi
tion al hardship fro m exposure to the
dark energy surroun ding you. A good
crea ture th at en ters th e area of your
au ra rakes lcl 6 points of damage, plu s
1 additiona l point per manifesrer level.
It cont inues co take this damage at
th e beginning of each of its rums if ir
rem ain s in the area of your aura.

Fin ally, you gain a +2 in sigh t bonus
to vou r Armor Class and on saves
against th e attacks, powers, and abili
t ies of good creatures.

DEADE N BLOW
Metacreativitv
Level : Gu ardian 1, lurk 1, psych ic

warrior '1
D isplay: Material
Manifestin gTime: 1 swift action
Range: Close (25 fr. + 5 fr./ 2 levels)
Target: One we<l p o ll

Duration: 1 round/ level
Savin g Throw: \X' ill negates; see text
Power R esist ance: Yes; see text
Power Poi nts: 3

Eclnplll sm issncs.ft1rtIJ fromyourjiIlgniips,
slli'arll ing tIl t.' Wt~aJ10 11 yOll fMld l i ll a rub
bery gray COCOOll.

A sing le ma nufactu red weapon is
sheat hed in rubber y ec toplasm . The
ect op lasmic sheuth transforms the
damage dealt by rhe weapon from lethal
to no n lethal damage. Un att en ded
weapons or weapons in your possession
are automat ically sheathed.

If you manifes t th is power on an
att ended weapon, the possessor of the
weapon is allowed a \Vi ll saving throw
to resist th e arrem pt.

Augment: If you spend 2 addi tional
power points , thi s powe r can effe ct a
natu ral weap on. (The weapon is con
sidered to be att ended, wh ich means
thar its possessor is allowed a save.)

DEATH KNELL, PSIONIC
Psychometabolism [Death, Evi l]
Level : Evil 1-

Di splay: Auditory
Manifes t ing Time: 1standard anion
Range: Touch
Target: One living creatu re touched
Duration: In stanr an eous/r o minutes

per H D of subject; see text for ticall1
)",,11

Saving Throw: w ill negates
Power Resistance: Yes
Powe r Points: 3

A lolling llt'll sOll ndsaIllIH'ral tO l1 l'.

As deal!!J;:ud l (PH 217), except as noted
here.

DEFLECTION FIELD
psychokinesis [Force]
level: Force 1, pston/w tlder 1, psychic

warrior 1
Display: Auditory and visual
Mantfesn ng Ti me: 1swift action
Range: Persona1
Target: You
Duration : Concentration + J rou nd .

up to 1 min/level
Power Poin ts : 1

A shimmering hand of t'llergy hums ns i t
spins IlIltf twirls, ]Jnl tcctillg y Oll from each
iU(OtIl illg attack.

A sh im mering band of ene rgy spins
aro u nd you, deflec t-ing attack s aw ay
while you continue to con cen t rate .
~.rhile your con cen tration remains
unbroken. and for 1 round after you
srop concentrating, you gain a +4 deflec
lion bonus to your Armor Class.

DETAIN ECTOPLASM
.Meracre at ivir y
Level : Pston/wtlder 5
D is play: Auditory and visual
Manifesting Time: 1 standard action
Range: Medium (100 fr. + 10 ft.jlevel)
Area : 30-ft.·ra diu s burst
Duration: Instan taneous and 1 rou nd!

level; see text
Savin g Throw: w ill nega tes; see rexr



Power Res is t a nce: No
Pow er Points: 9

TIlt.' (rcI l h m.'s-, objects,anti effec lsi ll thean'a
diSlll'l't'llr tvil ll 1111 ,m lliltlt' roJ'.

As 11isI11 iss CctOph1S Hl (EPH 94), except
th at wh en you do away wi th creatures ,
objec ts, or effects composed of ccto 
plasm, you psio ni ca llv reserve the
cons tituent ectop lasm for later l ise wtrh
your own rnetacreativity power s.

An ec top lasm ic creature thai [ lils its
\x/ill saving throw dissipates into con
sriruenr ec toplasm that streams 10 y Oll

and either adheres to an object you hold
or takes up orbit around your head.

A creat u re under th e effec t of the
ecl op/llSHlic fo rm pov,:er that fails its
saving th row is des troyed outrigh t, and
you de tai n its constituent ectop lasm.

Other ongo ing powers that cre ate
ec to plasmic objects or effect s, such
as ectoplasmic cocoon, are det ai ned if
you succeed on a man ifesre r level
c heck (1d 20 + yo u r mani le stcr level,
maximum +15) against a DC of 11+ the
power's ma nifesrer level.

O nce you have successfully used th is
power, you have an ectoplasm ic reserve
u ntil th is power's dura rion e lapses or
un t il you use up th e reserve. If you
ma nifes t any rneracrent iv ity power
wh ile you ma in ta in an ectop lasm ic
reser ve, you manifest rhar power as if
vour manifesrer level we re one h igher
~ han normal. ...

O nce you use tip you r ec toplasm ic
rese rve to inc rease the mantfe srer level
of <1 meracreati vit y power, the d uration
of [h is power ends.

Agai ns t co ns tr uc ted psion ic ite ms
th at appear ro be mere ec toplasm,such
as a ny of the psyrl10acl ivl' skrus, th is
po we r me rel y suppresses th e ite m's
abi li t ies for td-l rounds (jus t as occurs
with the aismis5l'cfo}' /l1 sl1I power).

DIMENSION DOOR,
PSIONIC

Psychopor tation (Teleportatiou)
Level: Lu rk 4, psion/ wild er 41 psych ic

warrio r 4

Di spla y: Visual
.M an ifes t in g Tim e: 1 s tandard action
Ra n ge : Long (400 ft . + +0 ft./level)
Target : You and touched objec ts o r

othe r tou ched wil lin g creatu res
Durati on : Instantaneou s
Savi ng Throw: None and \x'i11 negates

(object)
Power Resi st an ce: No and yes (object)
Power Points: 7

)'(11/ step 'H /O 11 blarl~ spIJeriCl1 l l1ohf; whl'''
y OIl stcfl Oil /' you 11 f t 50IHl'll' hcrc else.

As dim clI5ioll door (PH 121): excep t 35
noted here.

Au gmen t : This po\ver appear s in
Expau.ied Psio llics Hl1t1.-fhoo'~ (page 92),
btu it has bee n upd ated he re wi th IlC\V

aug me n tarion opt io ns. A ch ar ac ter
w ho already k nows the pow er also
knows th ese new augmentat io ns,
wh ic h can be ap plie d ind ividua ll y or
il l! at once.

1. If you spend 2 points less than th e
g iven powe r poin t cos t, you man ifest
this powe r as a fu ll-ro und act ion .

2. If yo u spend 2 points less than
th e g iven powe r poi nt cos t, you rele
port yo u rse If and couche d objec ts o r
ot her touche d wi lling crea ru res up
to 20 feet.

3. If you spend 2 add itio na l powe r
point s. the visua l dis play of the pow er
is particu larly dazzling. Th e brig h t
na sh left be h ind when you vacate an
urea dazzles all rema ining crea tu res
wit hi n a rn -Ioor raJ ius of your previ
ous posit ion.

4. If you spe nd 6 additional pmver
po in ts, yOll can manifest th is power as
n move action. T h is option cannot be
used in conjunctio n with augmenta 
tion option I.

DIMENSION HOP
Psychop ortat ion (Teleportat icn)
Level: Freedom 1
Di splay: Audi tor y
M a ni fes r ing Time: 1 sw ift action
Range: 10 feer
Ta rget : You
Durat ion : Instant aneous
Pow er Poin t s: I

\Vilh (! $0.(1C!lilllc,yOH tliSilppt'L1r lm d ffll Jl

pCil r Il ca l'by.

You instantly mov e to an unoccupied
square up to 10 feet away within line
or sig ht.

Augment: For eve ry addi tio nal
power po inr you spend, you can move
an add itional 5 feet.

DIMENSION TWISTER
Psychopor rarion (Teleporration}
Level: Psionf wild er 3
D isplay: Visual
Ma ni festingTim e: 1 STandard action
Ra n ge: Close (25 ft. + 5 ft ./2levels)
Target: O ne Me di um or sma lle r crca-

rure. or one obje ct we ighing up to

300 lb.

Durat io n : Instan taneous
Saving Th row: \X'il l negates
Pow er Res is tan ce : Yes
Power Poin ts: 5

YOllr f l1l' ili SlId i Cll thH V/1 tl l' o r lt' :<of slum
HltTi l1 g silva l' l1t'rg y, OI1/Y 10 appear at

tl J1l'llrll\' location, hllrl and lu'isted by
flu pa Hllgt'.

The subjec t of the power is violent ly
d isplaced in space. In effect, the subjec t
appe ;'l rs ro be Slicked dow n a vortex of
sh im mering silver energy, only to be
in stantly spat our in the new loca tion ,
in the direction YOLI specify (wi t h in
range). Th e subjec t reappears in the
sam e or ien tat ion as before. H owever,
t he r ift in space }'O U c reate to enable
th is movement is cru dely rendered, and
th e target takes Sd6 points of damage
in rhe transition .

If the space int o whi ch the sub ject
reapp ear s is occup ied , he appears in
the closest unoccupied space, still in
his or iginal or ientation. Determ ine the
closest spnee rando mly if necessary.

Augmen t : You can augment t h is
power in one or m ore of the fol low
ing \ V:1YS.

I. For every 2 addit io na l power
points you spe nd, you can affec t a
creat ure of one s ize category larger,
or doub le the weig ht of an object to
be affected.

2. For every 2 addinonal power points
yo u spe nd, the subjec t is moved an
add itional 5 feet.

3 . Fo r eve ry 1: add it ion al p ower
poin ts you spe nd, the subje ct takes an
addntonal ids poin ts of damage .

DIMENSIONAL POCKET
Psychopon anon
Level : Lurk 1
Di spla y: Visual
Manifesting Time: I standard action
Range : Touch
Target : O ne un attended object , weigh-

ing up to I lb.ylcvel
Duration : 1 houri level (D)
Saving Throw: None
Po wer Resist ance : No
Power Points : I

Willi 11 10l/(11 of jnnr hand, 11 s lr lll lJ olJjcct
i ~ sellt iuto li,lld\('t'pillg.

Your touch transfers an una ttended
objec t to an extradimensio nal pocket
hidden in the palm of you r hand. The
d imen sional poc ket is inv isible and
weigh tless, regard less of its contents.



\XThen th e powe r end s or is dismi ssed ,
the object returns to your han d (or nex t
to your hand ifyou can not hold it).

You can man ifest this power again
beforeits duratio n elapses,in which case
th e stored objec t remain s stored and
the dura tion rese ts to 1 hour/Ievel.

Au g m en t : You can augment this
power in one or both of the follow
ing ways.

1. For every addit ional power point
yotl spend, rO ll can store an add itional
pound per leve l (but sti ll on ly one
object).

2. If you spend 2 additional power
points, you gain the abili ty to dism iss
this pmver as a swift action.

DfSCERN LIES, PSIONIC
Clairsemience
Level:Justice +
Display: Visua l
Mantfesr tng Time: 1 standard action
Range: Close (25 Fr. +5 Fe!2 levels)
Targets: One crenture/ Ievel. no tWOof

whic h can be more tha n 30 ft. apart
Duration: Co ncentrat ion , up to 1

round /level
Saving Th row: '\I.Ti ll nega tes
Power Resista nc e: No
Power Points: 7

A III ill blue nud gold strand COlllltyt5 your
forrlll'lldH,jrl l thllt nf yO UT torget.

As dlSCcm lies (PH 22't), except as noted
here.

DISTRACTING SHOUT
Psychomerabolism [Mind-Aifecring ]
Level : Chaos 2, psychic 'warrior 2

D isplay: Auditory
M anifes t ing Tim e: 1 standard action
Ra nge: 15 ft.
Area: 15-[t. cone
Duration : Instantaneous
Saving Throw: \Xrill nega tes
Power Resistance: Yes
Power Poin ts : 3

The POlVl'l' of y ll II I' car-splitti ng war cry
echoes ,lCl'oss IIJ r bll/tlcljeld.

Your sham dis tracts your enemies .
Starting from your square, the power
of your shout extends in a 15-foot cone.
Any creature caught in the area rha r
fails asaving throw is momentarily dis
trac ted. Affected creatures are subjec t'
to attacks of opport un ity if any foes
th reaten th e dis tracte d subjects. If you
threa ten a distracted subject, yotl can
also make an attack of opport un ity.

Augment: Ifyou spend 4 additional
power poinrs, the are a of [he power is
transformed into a Is-foot burst.

EARTH WALK
Psvchomerabolisrn
L~vel: Elements 2, psion /wi lder 2 ,

psych ic warrior 2
D isplay: Visual
Manifesting Time: t STa ndard action
Range: Personal
Target : You
Duration: 1 min.ylevel
Power Poi nts: 3

You ,U(('IHI lit e 1I'11/1 a5 if il IVere level
ground.

You creare a perfect menta l bond with
stone, al low ing you to move over it
with un can ny ease. W'h ile this power
is in eff ect, vou can climb stone and
ear then su rfaces at your cur rent base
speed, including moving across ceil
in gs, overhangs, an d other slanted
or vertical sur faces without mak ing
Climb checks. \X/h ile climbing in this
111 3 n »er, you do not have to make a
Climb check to avoid losing your gr ip
when you take damage.

In add ition, you can cling to a stone
sur face easily with jus t one limb,allow
ing vou ro attack without restricti on,
m; ,; ifest powers norma lly, and retain
YOll r Dexrerity bonu s to Armor Class
while climbing.

Augment : If you spend 6 addi tional
pmver points . you can manifest this
pmver as a swift action.

EA RTHQUAKE, PSIONIC
Psych okinesis
Level: Nat ural World 9
Dis play: Auditory
Manifest tug Ttme: 1 standard action
Ra nge: Long (400 ft. + 40 ft.llevel)
Area : so-ft-radiu s spread (S)
Duration: 1 rou nd
Saving Throw: See text [or carthqlltl f;e
Power Resis tance: No
Power Point s: 17

A hass rrmlHillgfn1tJI dCtp withill theI'llI'll!

builds into 11 rcrr ofSOl/llt!.

As l'a l'f hqllalu (PH 225), t"xcepras noted
her e.

ECTOPLASMIC SWARM
Merucreativiry (Creation)
Le vel: Psion/wilder 4
Display: Visual
Manifesting Time: 1 round

Range: Close (25 fr. + 5 [t .!2 levels)
Effect : O ne ectop lasmic swarm
Du ra t io n : Co ncent ration + 2 rounds
Savin g Th row: None
Power Resis tance: No
Power Poi n ts: 7

Ahigh fflash oI ligf1t Ilf:mlds tIJe 'l rr i l '111oJ
11 5l1'Ilrll'l ofshill)'ja tlr spider5, surging on!
i ll 11 It' I1t'C of legs ~H1 d clichi llg mandi bles.

You summon an ectoplasmic swarm
(page 129) thar att acks all other crea
tu res within its urea. If no livin g
creatu res are with in its area, the swarm
at tacks or pursues the nearest creature.
You have no con tro l over its target or
direction of travel.

Augme nt: Ifyou spend 2 additional
power point s, you can ca ll th e swarm
so tha t it shares a space wi th creatures
already presen t.

EID ETIC LOCK
Telepath y (C om p u lsion) [Mi n d-

Affect ing ]
Level : Psicn/wilder 1
Display: Men"]
M an ifesring Time: 1 standard action
Range: Touch
Target : L willing creature
Durat ion: 1 dav/Ievel
Saving Throw:\Vill negates (h arm less)
Power Resistance: Yes (harmless)
Power Poin ts : 1

The mC lltal image (If II large mdl1llic
dl'adboft slil1ing into place isaccomplHl icl!
hy tl rcsoll lldillg /11rm taf dicl~ .

You can telepathically embed an image
or a short passage of text into the long
term memory of a si ngle c re ature.
The crea tu re ca n , an y t im e withi n
the du ration of the powe l'l thoroughly
describe the image or recite th e pas
sage verbatim. The lim it to th is ability
is an im age of a single nonm oving
figu re. or a passage of a non mngtcal or
nonpsionic natu re of up to 500 words.
If the creature has artistic skill (5 or
more ranks in Craft [pai nting ]), it can
also reproduce the image on canvas.
If th e creature can't read the language
in whic h a passage is written bu t has
skill in ca lligraphy (5 or mo re ranks
in Craft [calligraphyj), it can reproduce
rbe passage. If the creature can read the
language in which a passage is written ,
it can rep rodu ce the passage wit hout
needing the Craft skill.

Augment: Ifyou spen d 4 addit ional
powerpoints. the dura tion ofthe powe r



becomes instantaneou s. The inform a
tion beco mes perma nently lock ed in
the creature's mind .

ELEMENTAL STEWARD
Psycho porra tio n [see tex t)
Level : Elements 1, psion/ wilder 2
Display: Visual
M an tfesting Ttme: I round
Range: Close (25 ft. + 5 ft./ 2 Ievelsl
Effect : O ne sum moned creature
Du rat ion : 1 rou nd/ level (D)
Saving Th row: None
Power Resistance: No
Power Poin t s: 3

A S/11l1 11 rt'1l 1ClJlpcars in tilt' fld'r icof SI'ilCl"
11tla through it stepsa small fl1l111 a1Witl,
surrolHlt'll'tf by 11 11illlhus orWl'rgy.

Choose one of th e fou r kinds of ele
menta l stewards (page 130): emberhng
(fire), geodire (son ic), arc rine (cold), or
rcmpestan (elec rriciry). T he kind you
choose appears where }'O tl desig nate
an d ac ts immediatel y, on your tu rn.
It at tacks your opponents to the bes t
of its abi li ty. If you can co m rn u nica re
w it h the e lem e ntal s te wa rd, vo u
ca n d irect it no t to arrack , [0 att 'ack
pa r t ic u lar enemies, o r co pe rfo rm
ot her act ions.

Elemental stewardscan be summon ed
only in to an area th at can suppo r t them .
For examp le, you can no t summon an
emberlinginto an aquatic environ ment.
The typ e of eleme nta l steward you
sum mo n dere rm ines rhe sub type of thi s
power, Fo r exa mple, dl'll lt'lIlar stclllarli is
considered to be a fire power when you
summon an emberling,

Augmen t: For every 2 add itio na l
power points you spend. yo u have
a chance to su m mon one add itio nal
elemental sreward. Eac h nddit ionu l
steward you atrernpr to summo n has a
50CV, chance of appea ring. All elemen tal
stewa rds must be of the same ki nd.

EMPATHIC TRANSFER,
HOSTILE

Telepathy [Mind-Affecring]
Level: Pain and Suffer ing 3, psych ic

warrior 3, releparb 3
D isp lay: Auditory and mate r ial
M a nifes t ingTime: 1 standa rd action
Range : Touch
Target: Cre atu re touched
Du rat ion: 1 round or until d ischarged
Saving Throw: w ill half
Power Resi stance: Yes
Power Points : 5

i\ shmllO"')' llf ~lt1il1 splits tf1l' 111rl1S YOllr wOlillds
tli ~ l l I'flt'I1r al111 rt'llprear 011 your target.

YOlI rransfervour hu rr to another. \X/hen
you manifes~ this power and ma ke asuc
cessfu l touch attack!you can tran sfer up
to 25 points ofdamage from yourse lf to
the touc hed creature. You cannor trans
fer more poi nt s than the da m age you
have already [ <Iken. You immedi ately
rega in hit points equ al to th e am ount
of damage you transfer. You cannot use
th is pmver to gain hit poin ts in excess of
your full normal rotaI.The tran sferred
dam age is empa th ic in nat ur e, so
powers and abili ties th e subjec t might
have (suc h as dam age redu ction and
rege neration) do not lessen or cha nge
t his damage. Th e dam age transfer red
by this power has no type, so even i f
[he subjec t has im munity ro the type of
damage you originally took.the transfer
occu rs normally and deals damage to

the subject.
Au g ment : You ca n augment t h is

po we r i n one or bo t h of the fo llow
i ng wavs:

1. Fo~ ~very addi tio nal power po int
you spe nd, you can transfer an add i
t ion al S points of dam age.

2. For ever y 2 add it iona l power
po in ts y O ll spe nd, you can affec t on e
addirionnI target w ith in 2D feel ofyou.
Stnr t iug wi th the crea t u re tou ch ed
an d co nti nuing to the next closes t
cre atu re, each targe t rakes half the
dam age th is pow er wo uld dea l (w ith
a \X!ill save to further red uce t he
dam age) u nt il eac h targe t has ta ke n
damage or you have been restored 10

maximum hit points.

EMPOWER WEAPON
Psycbomerabolism
Level : Psvchtc warrior 5
D ispl ay: 'Visua l
M a n ifesting Time: to minutes
Ra n ge : Touch
Target : O ne weapon touch ed
Du ration : Pe rmanent u nt il d is-

cha rged (O )
Sav ing Th row: W ill negates (object)
Pow er Resi stance : Yes (object)
Power Po int s: 9

Tilt· Mildt' nIYLlur IV{'IIJ'OIJ frl lus01111 cJ"ys l'll
IiJl (, IJI/(IJity. sf! i1lI11gfi. illtiYaspsydlicPOWl'r
((1 l1vals il in lo 11 vc,~c1 ofpo u'cr;

You can store one powe r tha t you can
manifest in a weapon of your choice.
Only one suc h power can be stored in
a wea po n at a time; you can no t have

more th an one empowered weapo n at
any gi ven lime. You can sto re a power
costing up ro your manifes rer level
mi nus 4.

VO LI expend the power points for
the stored po wer. i nclud ing aug
me ruations. when you empowe r the
weapon in it tally (i n addit ion to those
spent ro man ife st empower Ivcapol1).
Once th e powe r is stored , you can
man !fes t (h e po wer from [he \veapon
\vithout e xpend ing pmver po int s from
YOUt own reserve. You can man ifest
th e power sto red wit hin the weapon
as yo u s tored it, com ple te w ith its
chose n aug me ntations.

For exa m ple, (he t-tth-level ps ych ic
war r ior Rngnara knows both CIl1~'O H't'Y

Iw apOIl and o l1 l~ body. She ma nifes ts
l'mJ'o lllt'r I\1(' ClJ'011 and chooses to srore
Ot1'~ /lOll )' aug mented \.... irh 1 power
poin t (t he max imu m allo we d at he r
m anifc srcr level minus 4). At th e tim e
she ma n ifests l'lIlpower Wt'11POH and
stores oak hOI1.\', she spends 19 pow er
poi nts (9 fo r elllpowcr ll'l'apOII a nd 10
fo r [he aug mente d (la J~ botly). Several
J ays late r, when she man ifests t he
sto red power, she does so wit ho ut any
power polnt expend trure .

~~IB~U: ELEMENTS,
Psvchomerabolisui
L~vcl : Psion/ w ilder 1, psychic wa r-

r ia l' I
Disp lay: Visua I
M ani fes t ing Time: I standard act ion
Range: Touch
Targe t : Creatu re touched
Durat ion : 24 hours
Savi ng Throw: \Xlill negates (harm less)
Power Res istance: Yes (har m less)
Power Po in ts: I

A/I lll ll ba nnru (l l lld~ lr spreads over
yr urr hntlYI moderating the effects of till'
l'IlVrrOIl Hll'11 /.

As clld l/n' d CHIl' l1ls (PH 226 ), except as
no ted 11{'n~.

ENERGY ARC
Psyc hokinesis [sec text]
level : Psion/ wii dcr 1
Di sp lay: Audi tor y
M an i fes ti ng Tim e: 1 standard action
Area: 15-rt.-conc
Dura ti on : Inst ant an eous
Saving Throw : Reflex half (objecr)
Power Resi sta nce : Yes
Power Poi nts: I



YOll ClYtlt c II Sll1l1i llg c111W of clu rg}' ,11 111
semi II togmh YOllr l flc.

You target one opponent within range
10 be gra ppled by a Large claw made 01

energy (cold, electr icity, fire, or son ic).
An clurg)' d Ill\' ge ts one grapple attack
pe r rou nd . h has a +12 bonus on its
touch arrack and a grapp le check
modi fier of 17 + your l nt modifier.
The claw deal s 3cl6 points of en ergy
da mage (of th e appropr iate typ e) to a

creature it successfu lly grap ples
each ro und.

An f1It" rg y ciait' is sus
cep tib le 10 dispell ing and
is sup pressed in areas of
null ps ion ics. Directi ng a
claw ro change targe ts is a
move action. It does not get
a flanking bonus nor help a
combatant ger one.

ell /Ii: A claw of rh is ene rgy
rvpe deals s t point of cold dam

age per die when grappling a
target. Th e claw takes 1-1/ 2 times

the norma l da mage fro m fire .
E/cdrlClty: A cla w of th is en ergy

typ e provid es a +2 bo nus on mani
fester level chec ks for th e purpose

of overcomi ng power resistance.
The claw takes 1-1/ 2 limes the
normal dam age fro m acid .

fi re: A claw of th is en ergy
typ e deals +1 point of fir e
damage per d ie w hen grap
pling a target . Th e cla w
takes 1-1/2 rimes the norm al
damage fro m cold.

50"'e: A cla w of rhts
energy type deals-a po in t or
sonic damage per die when

grappling a target .
Thi s power's subty pe is the

same as the type of e ne rgy you
manifes t.

Augmen t : For every addi
tional power point you spend, th e claw
gains 3 + I bonus on its touch attac k
and grapple chec ks. For every 2 Pcwe"
points you spe nd, the ene rgy damage
dealt to a gra ppled oppo nenr in creases
by Id6 point s.

ENERGY EMANATION
psychok inesis [see tex t]
Le vel : Psion /wilder 2, psych ic war-

rior 2
Di splay: Visual
Manifest tn g Tim e: 1 standard act ion
Range: 5 [t .
Target: S-fl.-rad ius ema nation , cen

tered on you

ENERGY CLAW
Meracrearivity (Crealion) [see text]
Level : Pslon/wilder 7
Display: Vis ua l
Ma n ifest ing Time: 1 standard action
Range: Med ium (tou ft. + to fIJ Ie\·el)
Effec t : 10-ft. claw
Durat ion: 1 round/ level (D)
Savi ng Throw: None
Powe r Resistance: Yes
Power Points: L3

S',wd 1(1() dr.!r- If. .\ flvl1I and y,;,'/I fi-t'~::;~ u:

tbe grip 0/ his ( II ,?' "!..l' I'm'lth/fio"

+ 10 feet per level ), Th e explosions can
overlap each other's areas. Any creature
cnuglu in mult iple explos ions must
make J Reflex savi ng th row for eac h,
wh ich me an s th at il is possible for a
sing le creat ure to be required to make
up to th ree savi ng th rows.

Th is power's subtype is the same as
the type of energy you manifes t.

Augment: For every 4 addi tiona l
power points you spe nd , each cxplo
sia n deal s an additio na l Id6 poinrs
of damage, and the powe r's save DC
increases by 1.

"
.:.

EN ERGY BARRAGE
Psych okinesis [see text]
Level : Pston/ wtlder 6

Di splay : Aud u orv an d
ma terial

Manifesting'Tirne: I standard
action

Range: Medium (100 II. + 10
ft /level)

Area: Th ree 10-ft. spreads; see
text

Duration : In stan taneous
Saving Throw: Refl ex half;

see text

Powe r Re sis ta nce : No
Power Poin ts: II

A shrill Il'lI istll' p,act's the tIl-T, fo /lo lwll
hr t lm'c t'xI11t>s ltJ tlS tlwI tl t'tOfhl te H'lt" 11

(acophmlom rollr.

Upon mani festing th is power, you
choose cold , elec tri city, fire, or sonic .
A cone of th e chose n type of ene rgy
shoots fro m your fin ge r tips. An y
crearure in the area of effect rakes Id4
points of dam age.

Cold:An arc of this energy type dea ls
+1 point of da mage per die.

Electricjty: Manifest ing an arc
of th is energy type provides a
+2 bonus on the save DC and
a +2 bonus on manife srer level
checks for the purpose ofover
coming power resistance.

fi re: An arc of th is energy
typ e deals +1 point of damage
per d ie.

SOllie:A bolt of this ~ l1ergy

type deals- l point ofda rnage
per die and igno res an object's
har dness.

Th is power 's subrype is the
same as th e type of energy you
man ifest.

Augment: For every 2 additional
power points you spend, the power
deals an addit ional Id4 poin ts of
da mage,and rill' power'ssave DC
increases by 1.

Upon mani fes ti ng th is power, you
choose cold, elec tricity. fire , or sonic.
You create th ree explosions ofenergy of
the chose n type. Each explosion deals
Sd6 point s of damage ro every crea ture
or object wirhi n each specified area.
The explosions tT i.' ;HP almos t no pre s
sure. All the areas yO ll choose mu st be
in range ofyou and each orher (100 feel

TIlt' tlJ r Il r01U1t1 }'Oll cmck/t's as yo u tlnll t '

cllt'rgy from it IOllI11 t"1S1J in 11 jOCllscdarc.



Durat ion : 1 rou nd/ level
Savi ng Throw: N one
Powe r Resistan ce: Yes
Power Points : 3

A gloll 'i /'lg Ihllo of t'1It'l'gy 5t11Tl1WltlS yo u,
domaging all U'/l0 stmllJ 1'00 ncor.

You expel co ncen tra ted energy from
you r bod y, dea ling Id6 po in ts of
ene rgy dam age to all creatures wtrh!n
the area every rou nd . The en e rg y
ema nated is chosen by you whe n you
fir st ma n ifest the power: cold , electr ic
ity, fi re, or son ic. O nc e chosen . yo u
ema na te th e same ene rgy type for the
powe r's du ration.

Colc/: This energy typ e deals +1 point
of damage per die.

Electrieity:This energy type provides
a +2 bo nus to th e seve DC and a +2
bonus on man ifesrer level checks for
th e purpose of overcoming power
resis tance.

Fire:This energy type deals +1 point
ofdamage per die.

SO lli e: Th is e nergy type dea ls - I
po int of damage per d ie and ignore s
an object's ha rdne ss.

T his power's subtype is the sameas
the type of ene rgy you manifest.

Au g m e n t : Fo r every 3 additiona l
power po int s you sp e nd , the powe r
de als an add itional t0 6 po ints of
da mage. For every rwo ex tra d ice of
da mage, th e power's save DC increases
by I.

ENERGY FLASH
psychok ines is [see text]
level : Psion/ wi lder 4
D ispla y: Visual
M anifes ti n g Tim e: 1 standard action
Ra n ge : Tou ch
Ta rget : Touch ed cre atu re
Dura tion : Instan taneous
Savi ng Throw: Fortit ude half
Power Resis tance : Yes
Power Point s: 7

Your IJI t' JTst loueh ngain51your Joe.nashcs
wil" potellt energy.

O n a successfu l touch attack, you dea l
sd6 po ints of da mage IO rhe creatu re
touc hed, do ing cold, elec tr ici ty, fi re.
or son ic damage. In addit io n ro th e
ene rg)' d amage, the target is da zed
for 1 ro und on a failed Forti tude save
(the same save that determines full or
hal f damage).

Cold-This energy type deals +1po int
of damage per die.

Elt'l tri eil )'; This ene rgy type pro 
vid es a +2 bon us IO the save DC and
a +2 bo nus on marufes rer level chec ks
for I he pu rp ose of overc oming power
resistan ce.

Fire:Thi s energy type deals -t-1poi nt
of damage per die.

SOllie: T h is energy type deals - 1

po int of d amage per d ie and ig nor es
:111objec t's hardn ess.

T h is power's sub ty pe is th e same as
the type orenergy you mani fest .

Augmen t : For every add it ion al
power po int you spend, the powe r- deals
an nddi t iou al tds poinrs ofdamage. f or
every 2d6 additio na l point s of damage,
rhe power's save DC increases by 1..

ENERGY LANCE
Psych ok in esis [see text]
Level : Pslon/ wt lder 3
Di splay: M aterial and visual
M anifesting Time: 1 standard action
Ran ge : Close (25 it. + 5 it./2 levels)
Target: One creatu re or objec t
Durat ion: Instan tan eous
Sav in g Throw: Forti tude halfl objen);

see text
Pow er Resistance: Yes
Pow er Po ints: S

YOIl fosJlirJrl 11 Imlce co mjloml of SCCHlillg
cllrrgy IIIHI release it like 11 b'l lli5l'a ho ll ,iI
your Io('.

Upon man ifes ring this pow er, you
choose co ld, elec tr icity, fire, or son ic.
You release a focused lance of imen se
en ergy of the chosen type at a target ,
deali ng it Sd6 poi n ts of dam age.

Cola: T hi s energy t ype ch ills t he
larger and stiffens its join ts in addition
to dealtng damage. If the target fails its
Fort itude save, it mus r give up irs next
move actio n.

[ Icd riell )': Th is ene rgy type jo lts
and dis or ienrs the target in addi tion
to dea li ng damage. I f th e rargcr rail s
its Fort itude save, it take s a - 2 pe nalt y
on ~ II \Vil l saves and Wisdom-based
che cks fori round.

Fin': Thi s energy type scorches the
rnrger with pain in additio n to de ali ng
damage. If the target fails its Fort itud e
save, it takes a -2 penalty on 3U3 Ck rolls
and Reflex saves for 1 round.

SO/lie:Th is energy type deals - 1 poin t
of damage per die. The subject takes a
- 2 pen alty on all Forti tude saves and
Concentrat ion chec ks for 1 round. The
lance ignores an objec t's ha rd ness.

Th is power 's subtype is the same as
th e ty pe of energy you manifest.

Au g men t : For eve ry 2 ad di tional
power po ints you spend, t h is pow e r
dea ls an addi tiona l rds points of
dama ge.

ENERGY
MANIPULATION

Psychoki nesis
leve l: Ene rgy 5
Display: Men tal
Mani festi n g Tirne: 1 standard action
R ange : C lose (25 ft. +5 fr.!2 levels)
Effect. Alter ene rg}' effect
D ura ti on: 1 round
Savi ng Th row: None
Po we r Re sistan ce : Yes
Power Poi nts : 9

You ll(Ct'5$ a sourrc ofellergy as il appears ~

11 11t.'r illgit 111 JllIldlltHt'ullll H'll)'5occonfillg
toyour whim .

You can ma nipulate an exis ti ng source
of ene rgy or an ally's abi li ty to dea l
en ergy damage (co ld, f re, elec rn cit y,
or so nic). Once you have m anifested
th is power!yO li C3n trigger the power 's
effec t 3 S :1ll im med iate action at an v
po int du ring its dur ation. \'{Then lb~
power's effect is tr iggered, yO ll can par
tially suppress or en hance th e ene rgy
nhilitv of u creature w it h in range th at
ex h ibits any ma g tca l or psion ic vari
ab le damagiug energy effect (suc h as
a ! irc[ltlll spell, an l' ll l' rgy lII issi/(· pO\\ler,
o r a red d ragon 's breat h weapon) by
S dice.

For example! you man ifest cuergy
l1I an ipllla lioll, and rhe n an ally ps ion
manifests energy burst. T hat power
no rmally deals Sd6 poin ts of damage,
bur you enhance the power so (hat tr
dea ls IOJ 6 po ints of dam age of rh c
chose n energy type.

A lte r nat ive ly, if a you ng ad ul r red
d ragon used irs breath weapo n during
the d ur ation of your I'fl erg)' l1liwip ld.O
Iion, you cou ld t rigger its effec t to
suppress the damage. T he dragon's
breath weapon woul d deal Sd 10 po in ts
of fir e'damage instead of ioaiop oin ts
(provided y Oll were able ro overcome
th e d ragon's spell resistance).

Either wnv, the power's dura tion ends
once you trigger (he effect.

Augm en t : Ify ou spend 6 additional
pow er po in ts. you can m an ifes t and
n igge r th is ahi l iry <I S an i mmedi are
action ins tead of as a standard action
(thus el iminati ng the need to man ifest
the power and use it w ith in the fe llow
ing rou nd).



YOHsendn missiit' llfcllt'l'gy IlOlVlillgtoward
your J~1t'.

[ lUll p ifil' oJ lHllmwlitioll touched is cov
l'n'd J1I a d1l'llth ofJlilnl ectoplasm, tahillg
011 a 1111ft: hll/l' l r ilm lll Cl'I'l[ l"

ETHEREAL VOLLEY
Psych okinesis [Fo rce]
Le vel: Force- 3, psyc hic warrior 2
Display: Mate rial
Manifesting Time: 1 standard act ion
Range: C lose (25 ft. + 5 ft./2 Ievels)
Target: 50 project iles, all.ofwh ich mus t

be in contact w ith eac h orher at the
time of man ifes tation

Duration: 10 rnin.ylevel
Sav ing Throw: None
Power Rcsistance . Xo
Power Po ints : 5

You create an ethereal psion ic sensor,
vaguely human oid and ominous in star
ure. th ai relays visual in formation.

You can su m mon an rtlIerea! agt'lll a t
any point you ca n see. II then i~me·
diarelv re-for ms on the Ethereal Plan e
and can travel beyo nd your line of sigh I

wit hout hindra nce. Even while out side
your line of sigh t on the Eth ereal Plan e,
it explores accordi ng to your ment al
direc tion s. The agen t [ravels ar 40 feer
per rou nd (400 feet per m inute) if view
ing an area ahead as a huma n wo u ld
(p r im arily look ing at rhe 1100r) or !O
feet pe r rou nd (100 feet pe r mi n ut e)
i f exam ini ng the ce iling and walls
as we ll as the floo r ahea d. The agent
travels in any d irec tion as long as the
pOWl'r lasts.

You must concentrate to use an
ct l lcn'111 11 gl'IIl. If you do nor conc e n
trate , th e agen r sra rid s inert. Once
your concen tra t ion lapses, th e power
ends aft e r 5 rounds u nless Val! renew
your co nc ent ra tio n. An elh'ert'a/ agellt
ca n pass th ro ugh solid objects, but
it ca ll never leave the Ethereal Plane. 11
can be seen and at tacked by any th ing
that can see a nd attack an ethereal
creat ure. It ha s an A rmor Class eq ual
ro 1-1- + your Dcx rertry mod ifier and
can take to poin ts of da mage befo re
being destroyed .

An clhl'rl'll! clgt' llt ca n see norma lly
bur also h as da rkvis ion our ro 60 fee t
and blinds ens e out to 30 feet . It use s
its ow n senses [ 0 v iew its s ur round
ings. Becau se t he age nt resides on
the Ethereal Plane, t he perception
of th e co rpo real world it re lays to you
is so me what bl urred; you can make
Spot and Search checks th ro ug h the
eth ereal agen t while maintaining you r
conce n trurion on it, but those checks
ca rry;] - 2 pena lty.

ETHEREAL AGENT
Clairsenrience
Leve l: Lur k 5, pston / w ilder 5
Display: Visua l
M anifcs tingTime: 10 minutes
Range: Unli mited
Effe ct : Psionic sensor
Duration: Con centration .... 5 rounds,

lip to 10 min.Zlevel (D)
Savi ng Th row: Non e
Power Resis ta n ce: No
Power Po ints: 9

T i ll' l' llgllCoutlilleof 11 Jllll king sllarl' S ll l l ll~

mcrs into {'i elVb(.t~lI'f tllSIl J1 PCl1 r irlg outo IfIt'
[flll'rcal plll/h'.

Atl.11r It' l! dnl ~ mll"Cfrom IlLlI l'hcl't, !O I-l'1'I1Jl
t /1C111 Sdl! CSIl rolllltl )'OHr 0PPOIIl' III, tl m ggll lg

/J im incxomh/y ill to cJllcl'Ctll iIIJllipily.

As wag)' ~ t1 111 (EPH 104), exce p t as
noted here.

Th is power's subtype is the same as
the ryp c of energ y you manifest.

Augment: For eve r y addi tio nal
power poin t you spe nd, the pmver
deals all addi tional Id6 points of
damaue. Fo r each addi tio na l 2d6
p oin ts of damage, the power's save DC
increases by 1.

You can for ce anot h er creatu re an d its
equ ipment onto th e Etherea l Plane.
Unti I [he Juration expires, the creature
is stuck on the Ethereal Plane un less it
has an other wa? ofleaving. You can also
lise th is power while on rho Eth ereal
Plane to pull a creatu re (Q you from rhc
Mater ia] Plane . For all othe r purposes,
th is power fun cnons Like r ml/1ic d lltTt'lll
.il1l lllt (EPH 105).

Au gment: Foreverv adduional power
poi n t yOll spend , y Oll can affect 0 11('

addi tio na l creatu re .

Power Re sist ance: Yes
Power Poin t s: 3

ETHEREAL ABDUCTION
Psychop orta tion
Level: Psion/wilder 6

Di splay: Visua l
Manifesting Time: 1 standa rd action
Range : Clos e 125 ft . + 5 ft./2 levels)
Ta rge t : One creat ure
Duration: 1 round /level
Saving Throw: \Xrill negates
Power Resistan ce: Yes
Powe r Poi n t s: t 1

A marillg 11'1100s1I ~OIIll Lh Ihrough IIII'air 115
YOIl galher rlclIIi'lltaJ cllergy to yOllrselj:

An invisib le field ofenergy sur rounds
you. This pmvcr func tions like a Il ufl
p5fonies field , b ut it ap plies only to
powers with th e cnerg v descrtproryou
choose when yOll first manifest th is
power : cold, elecrricity, fire, or sonic.

Augment : For eve ry 4 addi t iona l
power poin ts yO ll spen d, the radius of
th is power's area increases by 5 feel.

~t~irIW)CATION FI ELD
Psychok in esis
Level: Kineti cist 5 ~ psion/wilder 6
Display: Aud itory
Manifesting Time: I standard action
Range:! 0 ft.
Area: Iu-It-rndius emana tion, cen tered

on you
Duration: to m in./level (DJ
Sav ing Throw: No ne
Power Resi stance : No
Power Points: 9

YOHiOlIfCll tmtct1l1d llrl' 1"t' H'l1t"cll't! hr11 lour
h UIlI oJ protrrtion.

As energy miss ile (EPH 102), except as
noted here.

Th is power's subty pe is tilt' same as
the t ype of ene rgy you manifest.

Augment: For evcry add ru oual
power point }'Otl spend. the power dea ls
an add itional ids poin ts ofda mage. For
eac h addi tiona l 2d6 po in ts of damage ,
the power's save DC Inc reases by I.

ENERGYSTUN
Psych okin esis [sec rext ]
Level: Pstc n/ wtklcr 2
Di splay: Aud itory
Mantfesr tng Time: t standard action
Range : Close (25 ft. ~ 5 ft.!2 levels)
Area: 5·[r.·radi us burst
Duration: ln sran raneous
Sav ing Throw: Reflex hal f

ENERGY MISSILE
Psychok inesis (see rexr]
Level: Kine ricis r 1
Disp lay: Visua l
M anifes tin g Time: 1 standard action
Range: M edium (100 ft. + to ft.(level)
Targets: Up to live crea l ure s or object s,

no tv..-o of wh ich are more rh an 15
f r. apar t

Duration: Instan tan eous
Saving Throw: Reflex half
Power Resistance: Yes
Power Points : 3



Proje ctiles (such as arrows and bolts )
transform in to missiles of pu re force
as the y are launched at your opp one-nts.
Each projectile is treated as [hough it
were a ghost touch \',:eapon.

EVADE ATTACK
Psychopcr tation
level : Lurk 2, nomad 2
Display: Visual
Marrifestf.ng Time: 1 im mediate action
Range: Personal
Target : You
D u r ation : Instan taneous
Power Points : 3

A siJ imllH'ri ng, trrtJl sluCt'1l1 blue sphere
blf/'l'~ s intoexistem earotllHi yOH, t"t'Hlailling
intactjHsl lOl lgCIlOllgJl to defied 11 11 attack
oJ opporh l1l ity.

You warp spac e, br iefly creating a
shimmer ing, tran slucen t blue sph ere
around yourself tha t deflects one attack
of oppo rtunity you provok e with your
move action.

Augment : If you spend 4 additional
power poi nts. you can arternpr to avoid
one suc cessfu l regular att ack made
against you (instead ofan attackofoppor
[unity). To successfu lly evade a regu lar
attack,vou must ma ke a manifesrer level
check (i dzo + your manifesrer level,
maximum +10) against a DC of 15. [f
you succeed, the attack mi sses.

EXH ALATION OFTHE
BRONZE DRAGON

Te lepatbv (Com p u ls io n) [Mi nd 
Affecring]

Level: Psion/w ilder 3, ps ychic wa r-
rior 3

Display: Visua l
M anifes ttng Ttme: 1 standard action
Range: 30 [r.
Area : 30-ft. co ne
Durat ion: In stan taneous
Saving Throw: \X'ill negates
Power Resi stance: Yes
Power Poi nts: 5

1'111.' spi.·ctml imageofahrollzc dragonC11com
pa~"SfS YOl/rt'llhrebodY l1s)'011open YOl lr lllolllh
il li d exhalead0111i (If shimmery breath.

You r mouth spews fort h a gas tha t
repul ses targets. Creatu res within the
cone must succeed on a will save or
be compelled to do noth ing bur move
away from you for td+ rounds.

Augme n t : For every 2 add it ional
power poinrs you spend, the powe r's
save DC increases by 1.

EXTEND RANGE
Psych okinesis
Level : Lurk 1, psychic war rior 1

Di spla y: Visual
M a nifestin g Time: t swift actio n
Ran ge: Touch
Target: One th rown or ranged weapon
Durat ion : 1 rou nd/level
Power Points : 1

Your ranged weapoll leallcs CJ1 ergy trails
that propel it unerri ngly through tht'ail'.

When us ing a ranged or thrown
weapon , you ca n empower [he weapon
to provide a telekinetic t h rust so that
it travels fu rther with greater accuracy.
\X!hen man ifest in g extend range, you
can doub le the range increment of a
weapon you ho ld . If used on a thrown
weapon , the weapon irselfisaffected by
the pO\ver. I f used on a ranged weapon
that uses ammunition, the ammun ition
is not affected, bur the weap on (such
as a crossbow) is en ergized by your
psio nic im pulse.

Augment: For every 4 add itional
power points yo u spend, yo u can
increase the base range in cremenr of
th e ,v'eapon by another 100 percent.
For example, if you spend a tot al of 5
power points, yOll can triple th e rang e
increm ent of a weapon . For a total of 9
power poi n ts, you can quadruple the
range increment .

EXTEND REACH
Psychokin esis
level: Lurk 2 , psychic war rior 2

Display: Visual
Mantfesttng Time: '1 swift action
Range: Touch
Target : O ne me lee weapon
Dur ation : 1 round
Power Points: 3

Yo u r melce WCl1}10 l1 warps lll h l extends
its rCtlch.

You cause a telek in et ic ex te ns ion [Q

form as y Oli strike w ith you r wea po n ,
grant ing y O ll greater reach in combat.
when you man ifest th is power , your
weapon be comes a reach weapon,
ext en ding it's reac h by 5 feet. If your
\veapon is already a reach weapon, th is
pmver extends irs reach an add it iona l
5 feet.T he weapon no longe r threa ten s
all the sqU<l res that it previously threat
ened, bur in stead threa ten s those that
are 5 feer farther away. For exa mple, if
you mani fest t'xtmd reach wh ile us ing
a bastard sword. you canno t attack an

adjace nt opponent, but you can attack
one 10 fee t away. If you are using a gui
snrm e (a polearm with <1 m -fcor reach),
you do not th reaten an opponent 10 feet
nway, but ~IOU do th reaten an oppo nent
15 feet away,

Augment: f or eve ry add itiona l
power poi nt you spe nd , the durat ion
increases by 1 round.

EYES OFTHE BASILISK
Psvchomerabclism
L~vel: Pston/wilder 7
Di sp lay: Visual
Man ifes ting Time: 1 standard action
Range: 30 fr.
Target: O ne creature with in 30 fr.

per rou nd
D u ration: 1 ro und /level (D)
Saving Th row: Fort itude negates
Powe r Resi sta n ce : Yes
Power Points: 13

Yourcyi'S glow H! itlJ11 pillegreen incandcs
cel/CC, bill tillg at wl1ccntmtctl lila/icC'.

You r look rums one creatu re per round
to stone permanently,Once each round,
you can choose to look at a creature as
a sta nda rd action. The creatu re must
succ eed on a Forti tude saving throw or
be tu rned to sto ne.

Creatures can avoid the need to make
a saving th row by not looking at you .
On its turn: a creature ch ooses whet he r
it is looking at you normally, averting
its eyes, or looking away.

Averting Eyes: Your opponent can
atte mpt to avoid look ing at yot lf face,
and instead look at VO Ll r body, watch
your shadow, track yo u in a r~ l1ect ive
surface, and so on. Each ro und, an
oppo nent has a 50'?6ch ance to avert its
eyes in this manner, avoiding the need
to make a saving th row agains t your c}'~s

oJthe 1 1ll s il isl~ powe-r. However, 'lOll gain
concealmen t again st that opponent.

l oobllgAI-Imy: An opponent can look
away or cover its eyes (such as wi th a
blin dfold) so tha t it canno t see you at
all. Yougain total conc ealment against
th at opp onent.

FIEN DISH CO NDU IT
Psvchokinesis
L~vel : Evi l 5

YOllr hands shift 11l1d dl1lHgf i nfo pl/rf

ectoplasmasastream Dfdi1rl~ ellergy p l~l sc s

olltlVllnlfromtllel11.

As cdestil1l colldllit(page 80), ex-cept t he
link yOll form is berv..ecn yourself an d



the Ne gat ive Ene rgy Plane, and th e
ectoplasm ic line formed is com pose d
of negative ene rgy . Th e power hea ls
u ndead creat ures of 9d6 point s of
damage, and deals 9d6 poi nts ofdam age
to all oth er creat ures .

Augment: For evcry additiona]power
poin t you spend, the power heals undead
of an add itional Id 6 poi nrs ofd amage,
or deals an additiona l Id e. poinrs of
damage to a11 other cream res.

FROM THE BRINK
Psych ometaboli sm (Henlt ng)
Le vel: life 2
Displa y: Materia l und rnenrnl
M antfesring Time: 1immediate action
Ra n ge : Close (25 fl. + 5 fl./ 2 levels)
Target : O ne dying creature
Durat ion: Instantaneous
Saving Throw: \X/ill nega tes (harmless)
Power Resis t an ce : No
Power Points: 3

YOIl exer t YO llr l'0lt'C r 10 pri.'vcll l a cr('o
!lI re from slcpping illto IllC next lI'orld,
anchoring it tt'llllO usly 10 its depld t'tl, 1111 1
stoble, hod)'.

\X' hen you mani fest thi s power, you
aut om atically stabili ze the target.

Augme n t : For every addiu onnl
pow er point you spend, th e targe t
regains I hit point, restoring ir up to a
maxim um of 1 hit poi nt. For exam ple,
Kalar sees hi s al ly Phe n n d rop in
combat, reduced to - 5 hit points. Kaler
can mani fest t his power to sta bil ize
Phen n at a distance, and can augmen t
the power with up to (. pOWN points ro
heal Phen n (hringing h im back lip 10 I
h it point ).

GLYPH OF WARDING ,
PSIONIC

Merncrearivity
l evel: Pston/ wilder 3
D isplay: M ate rial and visua l
1\.Ianifesti ng Ti m e: to mi nutes
Range: Touch
Target: Object touched or IIp to 5 sq.

ft./ levd
Duratio n : Pe rm ane nt un ri l d is

ch ar ged ( D)
Saving Throw: No (objec t) or yes: sec

text for glyph llJ Iva nlillg
Power Re sistance : Yes
Pow er Poi nts: 5

A JlLlle glow iSSl U'S from II IIlil1 Inh'cl"y of
silvtTyrdorll1slII, I'l id dow" fa1'11 1I"<1 Jl 111051'
whoenter tflt' I1Yf,T.

As glyph ofIvanilflg(PH 236 ), exce pt as
noted here.

Augment : For ever y 2 add itio na l
power poi nts you spend, the power
deals an additional td 10 points of
dam age. Fo r eac h add itio nal 2d lO
poin ts ofdamage. the power's save DC
increases by 1.

GR EATER GLORY
l'sychomerabolism [Coed ]
Level: Good S
Displ ay: Visua l
M anifestin g Timc: 1 standard action
Ra n ge : 20 ft.
Ta rge ts : O ne good creature/ level in a

zo-fr-radrusburst cen tered on you
Du ra tio n : 1 round/ level
Savi ng Throw: See rcxr
Powe r Res is ta nce: Yes
Power Points: 15

YOIl ( LI Il Se p llrr liglll III S U rYLJ !Uh~ gooa
crcalureSllt'llr jon, bathing fllml ill a holy
n1l"I' I1 11((, IhLll g 'vc~ themgrm t pO lVer IPill' ll

cLl lH ha lillg Jltc fo rces o.fw i!.

\X/hen y Oll man ifest [hi s pO\\'er, you
give any good creatu res near you the
ability to combat evil more effectively.
Th is power has severa l benefi ts.

Eac h affected creature ga ins the
ahiliry to smite evil. The smile attack
(;111 be used once during th e dura tion
of the pO\ver. Creatu res using the smite
attack gain a bon us on their dam age
rolls equ al to your man ifesrer level.

GreLlla glory block s an}' att empt
by a nongood crea t ure to po ssess the
warded crea tu res (by a l1!(1gic jar attack,
fo r exam ple ) or to exercise meni al
contro l over the creatu res (includ ing
ch arm s and compulsions).Th e protec
rion does no t preve nt such aue rnprs
from target ing the creature. but ir sup
presse s t heir effects for the duration of
~rca tt' ,. f; /ory.

Each ereatu re under the effec t of
!: rclllc r g/orr gai ns a +2 insi gju bo n us
to Armor c lass and on saves agains t
(he attacks, powers, and abilities ofevil
crea tures.

Finally, evi l cre atures tha i at tac k a
crea tu re benetit in g fro m grl'll/a glory
must make Fort itude saves or be nause
ared for td-t rounds.

HEAVY EARTH
Psychometabolism
l evel : Law 3, psion /wt lder 3
D isplay: Visua l
Man ifes ri n g Ttm e: 1 standard action
Range: 20 fr.

Area: zo-Ir-rad tus burst, cen tered on
you

Duration : Lnsran taneou s
Sav ing Th row: Fortitude negates
Power Resi stance: Yes
Power Point s : 5

Lrgl l l !'XpIOl /cs from YO llr form ana scl tlcs
w lil lhi' l'Llrtlt, infusing i t willl m cm 11t.:' )'olld

usnonn.

You crea te an area of st range , other
worldly g ravity,causing the ear th itsel f
10 pull creatu res downward. Creatu res
in the affe cted area rhar fail (heir saving
th rows fall pro ne. In add irion , these
creatures are slowed (as the slott! spell )
as long as they rema in prone and for 1
round nfrer rh ey stand up. Creatu res
tb ar succ eed on th eir saves are not
knocked down, bur they are stili slowed
for I round . Creat ures that are al ready
prone and fatl their saves are slowed
as long as rhey remain prone and for 1

round after th ey stand up.
Creatu res w it h mult ip le legs or

stability (such as adwarf) havea bonu s
on this save as if they were arrempring
a Stre ngt h check to resis t a n ormal
Hip ..m empr.

Since y O ll arc in the are a of h eovy
g ravi ty, you are slowed just 3 S o ther
n eil rII resare, bur von are never knocked
prone whe n you 'manifest th is power.

Augmen t: If you spend 4 addition al
power poi n ts, yo u are not s lowe d by
rnnnife st iug this power.

HUNGRY TOUCH
Psvchomet abol tsm
Le·ve1: Consumption 1
Display: Mental and olfactory
Manifesting Tim e: t standard act ion
R:U1ge: Touch
Target : O ne creatu re
Du rat ion : Instan taneous
Sav i ng Th row: Fortitude ha l f; see

rex r
Power Resista n ce: Yes
Power Poin t s : I

r\ .fd icllJll s scm l wll{ls through the air 115

your h111 Ch ~ tl'tl ls 11 SIll Ll /! portio" of thc life
('SS('II((' of 1I/IOI IIa crrn tnrc.

O n a successfu l touch attack, you deaI
ld6 po in ts of damage to t he target
creature and gain temporary hi t po ints
equa l to the amo unt of da mage dealt .
T he targe t can atte mpt a Fortitud e snve
to take halfda mage and negate your h it
pai ne gain. The temporary hi t poi nt s
last for up to 10 mi nutes.



Augment: For eve ry 2 add iti onal
power po ints you spend, the powe r
deals an add itio nal Id6 poi nt s of
dam age, and the power's save DC
in creases by 1.

INCITE BRAVERY
Telepa t hy (Comp ulsion) [M ind -

Affecting]
Level : Just ice 2, psychic warri or 2
Di splay: Auditory
.M a n i fes t i ng Time: 1 swift action
Range: 20 ft.
Ar ea : z u-fr-rad ius spread , centered

on vou
Duration : 1 round/ level
Saving Th row: \Vill negates (harmless)
Power Resistance: Yes (harmless)
Power Point s: 3

TrulJll'd s blare!llld dn llllS crash, inspiring
yOIl anti YO llrallies to ad so.fbraver}'.

You an d yo u r al l. ies with in 20 fee t
become immune to fear effects.

Augment: If you spend 4 additional
power poiru s, yo u ca n increase the
duration of th is power to "to m in utes
per level.

INCONSTANT
LOCATION

Psychoport ation (Teleportarion)
Level: Chaos 6, psion/wilder 6,psychic

warrior 6

Display: Visual
Mantfes ttng Ttme: 1 standard action
Range: Persona l
Ta rget: You
Duration: 1 mi nute
Power Poi nts: U

Your .framc sec/lis to shimmer, its ollflillC
vaglldy blnrredns}'o~j disa ppearal'lll fl' l1P
pM!" tlrDW1d the battit-fi el d.

You teleport yourself aro und the ba ttle
field , mak ing it hard for you r enemies
to pin you down. At the beginni ng of
each of vour turns. as a swift action,
you can teleport yourself to any other
space to wh ich you have lin e of sight,
as long as that space is no farther than
you could m ove in one normal mo ve
action . You ca n br ing along objects
as long as th eir weight doesn't exceed
you r max imum load .This transp or t is
in stan taneou s and does not provoke
attacks of oppo rtun ity. O nce you
teleport, you can tak e your actions for
the ro ll nd normally.You do no t have to
adjust your location each round, but the
dur ation counts dow n just the same.

Augment: For every addition al
powe r poi nt you spend, the dur ation
of thi s power is exte nded by 1 round.

INSPIRE MOUNT
Psych ornetabolism
Level: Psychi c war rior 1
Display: Visual
Ma n ifesring Tirne: 1 standard action
Range: Touch
Target: O ne willi ng rnount

Du r ation: 1 min / level
SavingThrow: \Vill negates (harmless)
Power Resistance: Yes (harmless)
Power Points: 1

You r n1O W1 ! is enveloped ill 11 golden mdi
L1 t1CC llS yo II.infuse it Hli t)1strenglh,stal1 lil1 l1,
aud Spt~cd.

While your mount enjoys th e benefit
of this power, its speed increases by 20
feet. Fur thermore, you can make a Ride
ch eck [0 negate a h it on your moun t as
th ough you had [he Mounted Combat
feat. I f you alre ady possess this feat,
you receive a +10 competence bonus
on your Ride check when attempting
to negate a hit on your mount. \""{lben
you attempt ro nega te a h it on your
mou nt (whether success ful or not), th e
power ends .

Augment: You can aug ment this
power in one or both of [h e fel low
in g way s.

1. If you spend 6 additional po\ver
points, you can manifest this power as
an im me dia te acti on.

2. If you spend 6 additional power
points, you can increase this pov...-er's
du ration to 10 m in utes per level.

INTELLECT BOMB
Psychokinesis
Level: Destruc tion 9
Display: Visual
Manifesting Tim e: 1 stand ard acrion
Ran ge: Close (25 fr, + 5 fr./2 levels)
Target/Area: O ne living creatu re with

a n Intell igen ce score an d zo-rr.
radius bu rst

Durat ion: In stantaneous
Saving Throw: \'(li ll nega tes and

Reflex half; see text
Power Res is tance: Yes
Power Points : 17

Ytl ll r targe t's hClld sill! eldershrif.tly11/1da 11

trell/clido11 5 ba rrageofdt'struCtiVf uteI'Jtat
power. thcHexplodes ilf ll hurst offllerg)'.
TflL' hMh/rlsh of lhe ~ ,'qdosiol1 assailIts
the minchof 11 t'llI'by Cl'l' ll t Hl'f'S, tearing at
their sj-ns pscs.

\X/hen you ma n ifes t this po wer, you
GlUSe the target creature's brain-c-or
whatever neu ra l or ma gical net work
function s as it s brain-to explode
u n less th e target makes a successfu l
\Xlill save.Th is explosion instantly k ills
(or destroys, in the case of in te ll igent
undead) th e subject.A creature without
an I nt elligence score is immune to
th is pmver.

The expl osion causes a backlash of
deva stnt ing ps ionic energy to fl ood
the area around th e crea ture in a 20
foot-radius burst. This energy de als
dama ge equ al to 1d6 points x the ta rget
cre atu re's I n te ll ige nce score to all
creatures in the area and causes them to
become dazed for 1 round, regardless of
whe ther th ey have Intell igence scores.
Affec ted creatu res can atte mpt Reflex
saves for half damage and ( 0 negate th e
daze effec t.

LARVAL FLAYERS
Psyrhop ortarion
level: Pslon /wilder 2
Disp lay: Audito ry
Ma n lfes rtng Time: 1 rou nd
Ra nge: Close (25 Fr. + 5 fr./ 2 Ievels)
Effect: Id 3 sum moned larval [layers
Duration: l round/ level (D)
Saving Throw: None ; see rexr
Power Resistance: No
Power Points: 3

A s i cl~ it'l1 ri l1g noise heralds Iftc arri vaf
of several eyeless, Sq lligglillg creatures
tl1 at ycsctHIJ II' tL1 dpolcs, each 11 full 2
feet in It'ngth. Tllei!" small, la tllprey l il~c

mOll/ h) nre obsClI rl'tl by II disq uietillg mass
of tClT t(l cics.

This Power calls 1d3 psionic crea ru res
know n as larval f lavers (page l 33).
The larval {laver s appear whe re you
desig n ate and act immed iately, on
yo u r ru rn. (As Tiny c reatu res, they
initi ally appea r together in th e same
squure.) They arrack your oppo ne n ts
to the best of [heir ability. If you can
commu nicate wi th th e creatu res, you
can d irect them not to arrack, to attack
par t icu lar enemies, or to pe rfor m
other act ions.

Augment : You con aug m en t thi s
power i n one or bot h of th e foll ow
ing ways.

1. For every 2 addition al powerpoints
you spend, you can call one addition al
larv al flaver.

2. For ~very 2 addit ional power points
you spen d, one of the lar val [layers you
call appears already attached to a foe



in range that yOll specify and can lise
its brain sap ab il iry (page 133) unless
the selected foe succee ds on a Reflex
saving th row.

LIGHT BEAM
Psychoki nesis [see text}
Level: Light and Dark ness 4
Display: Visual
Mantfest tn g Ttrne : I standard action
Range : 120 fl.
Area: t zu-fr. Hnc
D uration: Instantaneous
Savi ng Throw: Reflex ha lf
Po wer Resista nce : Yes
Pow er Poin t s: 7

A rib{lo' l of .flllSJlillg light or i (}rIHflI fjll g

.larlmessfliesfrt1ltl you r Il,ml

Upon manifesri ng [his po\.ver , you
choose ligh t, shadow,or dark ness. You
release a powerful lin e of rho chos en
type that deals Sd6 points ofdamage 10

every creatu re or object wi th in the area.
The bea m begi ns at your fingert ips.

Light: A beam of rhis type dazzles
oppone nts that failt hcir saving throw,

SI1l1d(l w: A bea m of th is rypc dea ls
- I poin t of d amage per d ie, bu t
damages erhere nl creatures wi tho u t
a miss ch ance.

Darkness:A beam of this type tleals +!
point of da mage per die in conditions
of shadowy illumination or darkness.

Th is power 's subtype is t he same as
th e type of beam vou ma nifest.

Augmen t: Forevery add itiona l powe r
poi nt you spend, t h is powe r deals an
addirtoual tds poin ts of damage.

LIGHT BURST
Psvchoktnesis
Le'vel : Light and Dark ness $

Display : Visua l
M arrifesttng Time: t standard action
Range : l ong (400 1"1. - +0 ft./ levcl)
Area: So-ft-rad ius burst
Duration : lnsraru aneou s
Sav in g Th row : R('l1ex part!al:see text

for :HlIl hurst
Power Resistance : Yes
Power Poi n ts : t5

YOJ.lI'0i ll t t1n ti l1 l1riglJlj]IHh ll.f light.rrI15 till'
art'll yo n indicaIt'.

As sul1!J] m f (PH 2~9 ) , except as noted
here. Liglll hms l deals l sd e. points of
dam age to undea d creatures.

Augme n t : For ever}' add in c ns l
power poin ryou spend, the power deals
an add itional tds poi nts of damagc. For

each addino nal zds poin ts of dam age,
the power's save DC incre ases by I.

LIVING ARROW
Meracreativirv
Level : Psvch i~ warrior 5
Di splay: Auditory
M ani festing Time: I sta nda rd action
Range : Tou ch
Target: Projectile weapon touched
D u ration : I roun d/level (D)
Sav ing Throw: \Xli II negates (object)
Pow er Resis tance: Yes (objec t)
Power Points: 9

1\ /1'1 1/ of sound llldimtcs IIll' pro.il'cll1 t·
yodl.'t' jllst 1l111 cllt'd blH het'll gmntrd II h it'!,
prra l1!orl' hl1 lj-1i.ft"

Wh en you manifest IlI'i llg 1IrrOH', you
give a semblance of life to the pro
jectiles y Oli shoot ar your foes (often
ar rows fired from a bow, but cross bow
bolts!sling stones, and oth er project ill'
weapons are also subject to [h is power).
The power affects the fi rst projectile
you fire each round ,granting it limi ted
sen tience and the nbtlt rv to alte r its
COli rse in m id-f ight. .

You can lau nch :1 Ii lli ll g arrow ar
a target known to y O ll w irhin t he
maximu m range of the \vca po n. Th e
living ilr ro!t' tra vel s to th e targ e t. even
a round co rners. O nly an una voidable
obs tacle or (he limit of t he a rr ow's
range prevents the ar row fro m reach 
ing irs targe t. A closed door thwar ts
a living MYtHV. as does an otherw ise
se:l l (' d~hambe r. A Iwing 11 r rOll ' ignor es
a ny cover or concealment its target
might h ave, but th e a tt ac k is o rher
w ise ro lled norm all y. T he ar row
re tains any mag ical propert ie s it
otherw ise would have, suc h as an
e nha nce me nt bonu s from the bo w or
the projectile i tse lf.

Au gment : You can augme n t th is
power in one or bo th of the foll ow
in g W 3YS.

I. For every 3 additi onal po wer
point s you spend , you ca ll lau n ch a u
uddiriona ] living arrow eac h round
(assumi ng you have mul tiple utrncks
per rou nd with that ranged weapon).

2. If you spend 2 additional powcr
points. r Oll gain a brief vision of your
mrger from the arr ow's poinr of view, as
if you had mani fested d llirt'o)'ant St' 1Ht'

(EPIr 83). You see (he target for on ly a
fraction of a second. The vision ends
"...'hen the arrow either strikes the target
o r fails ro reach it.

MEND WOUNDS
l'sych ometnbol ism (H ealing)
leve l: Life 6
D isp la y: Material
Manifesting Time: 1 standa rd act ion
Range : Tou ch
Ta rget : O ne creature
Duration : Instan taneou s
Savi ng Th row: Will negates (ha rm

less) or Will half
Power Resis ta n ce: Yes
Power Poi n ts: II

r OI/ r tOl/ch IllpS11co l Id1I il of !lositi l'l.' c/lagy,
ht'l1 li"g tile 111rgd of its uouuds.

\X'irh a touch, you can channel posit ive
energy an d cure a targe t creatu re of up
ro 55 points of da mage. If used again st
an und ead crea ture. mella ll'OlllJ ds
instead dea ls 55 po in ts of damage. An
und ead crea tu re can attempt a ~/i l l SJ\'e
for half damage.

Au gm ent: You can augment t h is
power in one or bot h of follow ing
wows.

1. For every add it iona l power poi nt
r Oll spe nd, yo u he al an add itio nal 5
po in ts of damage or deal an add itional
5 pOiIHS of damage to an u nd ead
c rea tu re .

2. If you spend 4 addi tion al powe r
poin ts, y O lI con heal all cr ea tu res
w ith in 20 feet of von.

MENTAL TURMOIL
Te lepat hy (Co m p u ls io n) [M ind

Affectmg]
Level: Corruption and Madness 3, Pain

and Suffer ing 3
Display: Ment al
Man lfes rtng Time: 1st anda rd act ion
Ran ge : Close (25 fr. + 5 ft ./2 1evels)
Target: O ne crea ture
Du rat ion : td4+1 round s
Savi ng Th ro w: \Xliii negates
Power Resi s t a n ce : Yes
Power Po in ts : S

rour tl1 rgt'l ·s {lOlly slif(t'lH Q5 i t fedsyou 5d
11,IIT;ITSillsi.le its II l l ll d.

YOLI set a men tal bar rie r in the target's
rn i nd. preventi ng it from using abili ties
[h al requi re men tal calm. \X/h ile under
the effec t of thi s powe r, t he target
ca nnot lise any Charisma-, Dex ter ity-,
o r In telligence-based sk ills (except
for Balance, Escape Art ist, Lnrimidate,
and Ride), the Concentration skill , or
any abilities that require pa tience or
conceurraric n. In add itio n, the target
can' t cas t spe lls, mani fest powers, use



\\?hen you mani fest th is power, yOli
choose bet ween celes tial apotheos is

You form a perfect bon d with your
melee weapon. Once per roun d, as long
as you hold the \veapon with whic h you
have bonded, yOll can mak e an attack
of opportunity agains t any creature
tha t att acks you wit h a melee \\'eap on
or natural atta ck and misses, pro vided
that the attac king crea ture is with in
'lo ur threatened area.
. You must be hold ing a melee weapon
in your hand when you manifest th is
pow er.

Augm en t : If you spend 6 addit ional
powe r point s, you can man ifest th is
powe r as a swift actio n.

A silwr (or Mluk) 111110 nppt'l1 fSahovcYOIlT

hcad, rl' t,t'tll illg yoIII' rouncrt .on to tl l f
Outerrll1l 1{'s.

PLANAR APOTHEOSIS
Psychomerabolisrn [see text]
Level: E\' i14. Good 4, psion/ wilde r 4,

psychic war r ior +
Display: Visual
M anifesring Tirne: t standard action
R ange: Personal
Target: You
Duration : 1 rou nd/ level (D )
Power Points: 7

YOII 1!.1/U 011all ominolls glow.

Target: You
Duration: 1 round
Power Points: 3

Wh ile th is power is manifested, you do
not provoke atta cks of opportun ity for
fir ing rang ed weapons,

Augment : Forevery additlonal power
point you spend , you can increase this
power's duration by 1 round.

PERFECT RIPOSTE
Clairsen tien ce
Level: Just ice 6, psychic warri or 5
Display: Visual
Manifesting Time: 1 standard act ion
Range: Touch
Target: Melee weapon touched; see text
Duration: t round/ level
SavingThrow: None (object, harmless)
Power Resistance: 1':0 (ob jec t,

harmless) . .
Power Poin t s: t 1

Your Stt'ift Ihoughlprott~c l s )'0 11 from rt' fll 1i

alion asyo u fire )'ollrYatlg t'd urnpon Il miLi
tht' chaos ofhattie.

PERFECT ARCH ERY
Clairsenrieuce
Level: Psychic warrior 2
Di spl ay: Ment al
Manifesting Ti m e: 1 swift actio n
Range: Personal

I f th e target fails her saving throw, she
contract s mindfire. The disease has no
incuba tion period: the victim Immedi
ately takes td+ points of Intelligence
damage. Each day thereafter. the victim
mu st succeed on a Fortitude saving
throw (DC equal ro the manifested
power's DC) or rake anothe r ld+ po ints
of Inrelltgence damage.

If th e victi m makes her Fort itude
save for two days in a row, she fig hts
off m in d fire and recovers, lak ing no
more dam age.

Augment: For every 3 add it ional
power poinr s you spe nd, [he diseas e
dea ls '1 addit ional poi nt of Intelligence
damage.and the save DC (for the power
and the disease) increases by 1.

Agm tofwarm airIm,Fts theodorofSi(~ncS5

tlthi ti~a rh 11crOS5the area.

Mantfesring Time: I standard action
Range : Touch
Target: Liv i ng cre ature touched
Duration: Instant aneous
Saving Th row: Fortitude negates
Power Re si stance: Yes
Power Po in ts : 5

A faintglow i1fwllilttltt"St ' lt' holloit'sof YO ll r
eyes, gi l' i ' lg yOIl dllrily ofvision sufficicnt
10 fllll y tidc(1(o/lcl'a lea fOis .

For th e duration ofth is power, you can
ign ore t he effects of concealment, but
nor im/isibilily,enjoyeJ by anycrcnrurc
within 30 feet. Whatever effec t is
crea ting concea lmen t-suc h as fog,
shadow, or absolu te dark ness- you
can see th rough it to your target for
JUSt one moment .

Augmen t : For every 2 addi ti onal
power point s you spe nd, you can
inc rease th e duration of this power by
1 round.

MOMENT OF INSIGHT
Clairsentience
Level: Lurk 2, psych ic warrior 2
Di spla y: Visua l
Marufesring Time: 1 swi ft action
Range: Personal
Target: You
Duratio n : 1 round
Power Points: 3

Tlu ~Oll l /d of 11 co llaJlsllIg lI1 et,11coil orrotn
11t1nics )'011 1' lcal' and rcverlvmtesasyou're
Jlropdlcd tllrougl1tile 11 ir.

MINDFlRE
Psvchomerabolisrn
Le'vel : Psiou /wt ldec 3
Display: Materia l and olfactory

MIND OVER ENERGY
Psvchom eraboltsm
L~vel : Gua rd ian 6, ps ion/ w llder 6,

psyc h ic \v-a rr tor 6
Display: Visual
.Manifesting Time: 1immediate action
Range: Personal
Target: You
Durati on: 1 rou nd/ level
Powe r Poin t s: 11

W'ith a telekinetic boost, you can jump
higher [han nor mal. You receive a +10
en ha nce me nt bonus on on e Jum p
check th is round.

Au gment: f or eve ry 2 addit ional
power points you spe nd, you can add
an additional ...5 to rhe en hanceme nt
bonus.

YOll ronrcutm te, and your form's h ue
brcomcs 1'11rtil1lly salumlt·J willt 11 color
rcla tfd to tilt'mag)' you d JOost'.

You mental ly rein force your living
tissue with pure psionic will, gain ing
im mu n it y to th e ene rgy type you
choose for th e dur ation of the power:
cold, ele ctri ci ty, fire, or sonic .

spe ll-like or psi-like abiliries,or activate
magic items that require a comma nd
wo rd , :1 spell trigger (such as a wand),
or spell co mpletion (such as a scroll) to
function . Th e ta rget can use an y [eat
it has exce p t Co mbat Expertise, item
creation feat s, metamagic feats, and
me rapsion ic fears.

Augmen t: For every 2 addi tional
power points you spend, the power's
save DC increases by 1 and the power
ca n af fec t an addi tional target. Any
add itional target must be within 15 feet
of ano ther target of the power.

MIGHTY SPRING
Psychokinesis
l evel : l urk 1, psychic warrior 1
Di splay: Aud itor y
Mantfesttng Tim e: 1 swift action
Range: Persona l
Ta rget : You
D urat ion : 1 round
Power Po ints: 1



or fiendish apotheosis. The powe r
gains th e good or ev il descr ip tor,
respectively. If you are good-aligned,
you mu st choose cele stial, and if you
are evil-aligned, yO ll mus t choose fiend
ish . If you r align ment has no goo d or
evil componem, you can choose either
version of the power.

You psion ica lly reac h across the
pla nes and for m a tenuou s bond with
a plane appro pr iate to the chos e n
apo theosis. Fro m this bon d, you gain
the following eff ects .

Darkv ision out to 60 feel.
Power resista nce equa l ro 5 + your
man ifester level.
If you chos e ce le stia l apo theos is,
you ga in resist ance to acid t O,
co ld 10 , an d electr icity 10 , as we ll
as t he abili t y [ 0 sm ite ev il once,
dea ling additional da mage equa l
to your manifcs te r level aga in st an
ev il foe.
l[you chose fiendish apotheos is, you
gain resistance to cold 'to and fire [0,
as well as the ability to smit e good
once , denling additional da mage
equal to your mani fester levelagainst
a good foe.
Augment: Ifvou spend 6 additiona l

po wer po in ts, you ca n inc rease the
duration to to minutes per leve l.

PLANAR CHAMPION
Psychoporration [see text]
Level : Psion/wilder 7
Displa y: Visual
Manifesting Time: 1 round
Range: Close (25 fl. + 5 fl./2 levels)
Effec t : O ne sum moned creature
Duration: 1 round/level (D)
Saving Throw: None
Power Re sistance: No
Power Points : B

Tile Silimtll l'l"of 11 Silv!?r tlllm Cor 11 cloud of
fOl I! gray sllIone) hl'mlth til t' arrival of 11

fantastic cx/mE,IIHlar [Icing.

W hen you manifest this power, you
mu st choose whet her to call a ch am
pio n ofgood (a stbylhc guar dian, page
'135) or achampion of evil (a cerebnhrh ,
EPH 193). The power gains rhe good
or evil descriptor, respect ively. If you
are good-aligned, you must ch oose <I

siby llie guardian, and if you are evi l
aligned, you must choose a ccre bri lirh .
I f your alignrnenr ha s no goo d or evil
co mpo nent, you can choose eith er
version of the power.

The champion )'O U choose
appears where you designate
and ac ts irnmed ictelv, on
your turn. It atta ck s ' you r
opponents to the best of its
abili ty. If you can com m un i
cate with [he champion, you
can direct it not ro at tack. to
attack par ticular enemies,
or to perform oth er actions.
A planar cha mpion called
wi th th is power does not
have its summoning abil-
it y, if an y.

Augmen t: For ever y 6
additiona l power poi nt s
you spend. you summon
one addi tional champion
of th e same type.

PLANAR
EMBRACE

Psyc homc raboli sm [see
tex t]

Level : Evil 6, Cood 6, psion/
wilder 8

Display: Visual
M anifest ing Time: 1round
Range : Personal
Targe t: You
Durati on : I round/ level (D)
Power Points: 15

A silucr (or IlllHld 1111/0 ilpJ-lCII l"S
abovt' your ht'tlti, (I ud wllite
{C tlt11 cl:e.l (or blM!: /catJ1i' ry)
'w ings $pr0 1J t fro m your bark, rrt'Ct11i 1lg II
powerful CO lHlt'rtio l1 tn tIlt' O uter Plant's.

\)?hen y Ol l manifest th is power, you
mu st choose whether to rece ive abili
tie s from [he half-ce lestial template
(M M 1++) or the h alf-b end template
(l\JA·1 1+7), The power gains the good
or evil descri ptor, respe ctively. If you
are good-align ed, you mu st cho ose half
celest ial, and if you are evil-aligned,
you mu st choose half-fiend. If your
alignment has no good or evil compo
nen t, you can choos e either version of
the power.

You psionicallv reac h across rhe
plane s and form a bon d \v-irh a plane
appropriate [ 0 the chos en templa te.
From this bon d, you gain th e foll ow
ing ef fect s.

You receive spell-like abili t ies
appropria te to a half-celes tial or
half-fiend rhar has Hir Dice equal to
one-half your manifesre r level. For
in stance, 'i f you're a rjrh-level psion,
yOLl receive spe ll-li ke abili tie s as if

A psio!J o!.io)"S tbc c"festiaf ~mpf)·7I1L-n1li:11t

ofa pfdllflr embnu'(

you were a 6 HD creature wi th the
appropr iate template .
If you c hose li alf-celest tal, you
gain wi ngs and a fly speed equal to
twice your base land speed (good
maneuverability) .
If you chos e h alf-f iend : you gain
wings and a fly speed equa l to
you r base lan d sp eed {average
rna neu verabiIit y).

POWER CLAWS
Psychokinesis [Force]
Level: Psychic warrior 2

Di splay: Visual
.Man ifest in g Ti me: 1 swtfr action
Range: Persona l
Ta rget: You
Du rat ion : 1 rouud/ Ievel or unt il

dis charged
Power Point s: 3

Y·(l1I 1" Illl l llm l WCllpon lahcs Oil 11 deadly
glealJl.

You encase one of your na tura l weap
ons in te leki ne tic force . The next



As you touch the creature, tIJi' SlIUtl of
burtled paper .fiUs the l1i l·.

YOl/r largt'lglolt's wllh 11 mfllight; 11 ~ig hi llg

sOllnd is hl1 rrly lludible, and thenfade~.

YO ll grolll {I crea tliYe great ill5 igllt mtc its
sllrro1l11dings, enabling it to better avoid
IJll rmfl l/ p5io l1ic ll1 a ll ifc~ tll t io l1 s .

You r target glows with a rcd ligllt, alia a
grat iug sOll l1 d is lu ard.

Power Resi s tance: No ; se e te xt for
protection fro m evil

Power Points : 1

As ps ionicprotectiollfrom evil (see above),
except as noted here.

As protect ion from evil (PH 266) , except
as noted here.

PROTECTION FROM
PSIONICS

Clairse nrience
Level : Guard ian 5
Display: Mental
Mentfest tn g Time: 'l standard action
Range: Tou ch
Target: O ne crea tu re
Durat ion : 10 min.jlevel
Saving Throw: \ViUnegates (harmless)
Power Resistance: Yes (harmless)
Power Points : 9

Th e subjec t gai ns a +3 in sigh t bo nus
on saving th rows against powers and
psi-like abilities (bu t not agains t super
natu ral and ext raord inary abilit ies).

Au gm e n t : For every 3 additio nal
powe r points you spe nd, yO lI increase
the bo nus by 1.

PROTECTION FROM
SPELLS, PSIONIC

Psvchome tabolism
L~vel : Magic 8
Di splay: Olfactory
Man lfe sring Ttme: 1 standa rd action
Range: T OlICh

Target : Creat ure touched
Duration: 10 min. / level
Saving Throw: will negates (harm

less, object)
Power Resistance: Yes (h arm less,

objec t)
Power Points : :1 5

PROTECTION FROM
GOOD, PSIONIC

Telepa th y
Level: Evil t

Wh cn yOll 100/, ,It your for, images of
ICHor blosmtlJ ill its mind- images only
it Cl1l1 see.

PrimolIt'llI'slips past the target's mental
defenses to blast his subconscious m ind
wi th pure visceral ter ror. The victim
ca n't even describe wha t he saw, but
he is shaken for 1 round , Thi s ef fect
does n't stack with ot her fear effec ts.

Augment: For every additional
power poi nt you spend, you can desig
nate an addi tio nal target for the spell.

PROTECTION FROM
EVIL, PSIONIC

Telepathy
Level : Good 1
Dis p la y: Audi tor y and visual
Manifesting Time: t standard action
Range: TOlJCh
Target: Creature touched
Duration : 1 min.jleveJ(D)
Savi ng Th ro w: w ill negates (harm less)

YourwellpO ll ftll,cs 011 11 dfll dlygli'L1/1 1.

PRIMAL FEAR
Telepathy [M i nd-Affec ting]
Level : Corruption and Madness 1,

psion/wilder 11 psychic warrior 1
Disp la y: Mental
Manifesting Time: 1 swift action
R ange: Medium (100 ft. + 10 fr./level)
Target : O ne livi ng creature wit h an

Intell igence of 3 or higher
Duration: 1 rou nd
Saving Throw: \V'ill negates
Power Resistance: Yes
Power Poin t s : 1

This power fu n ct ions like pcu'er clll W S

(see above), except as n oted h ere.
Instead of your na tura l weapo n. you r
mel ee or th row n weapon de als force
damage.

before you must use it or lose access
to it.

POWER WEAPON
Psychok ines is [Force]
Level : Psych ic wa rrior 2

Display: Visual
Manifestin g Ti m e: 1 swift action
Ra n ge: Touc h
Tar get: M elee or t hrown weapon

touched
Dur at ion: 1 round/level or unt il

d ischarged
Saving Throw: Non e
Power Resist an ce: No
Power Poin t s: 3

POWER THIEF
Telepa t hy (C om p u ls ion) [Min d-

Affect ing]
level: Co nsu mption 7
Display: Menta ]
Mantfesrtng Time: 1standard action
Ra n ge: Close (25 ft. + 5 ft./2 levels)
Target : One crea ture
Du r ation: Instantaneous; see text
Saving Th row: Wi ll nega tes
Power Resista nce: Yes
Power Points: 13

When you use th is power, you steal
one of th e subjec t creatu re's available
powers, but you mus t use it quic kly or
lose it. If the ta rget fails its save, you
gain th e use of on e of its powers, and
it loses Power poims equal to its rua n i
feste r level minus 2. You must then
activate the stolen power before the end
of your next tu rn , or it fades away and
is lost to you. The subject regains th e
stolen power after 1 minute.

Th e level of th e stolen po wer is
on e lower than t he h ighe st level of
po\ve r rhe target knows. For example,
you steal a 5th- leve l powe r from an
11th-level psion. The spec ific power
stole n is de term ine d randoml y. You
can manifest th e power once <IS a psi
like abi lity.

Au g m ent : For every add itional
power pa int you spend, you can retain
the stolen powe r for 1 additional round

YOIl rcach illtv 11 psionics-using creature's
mind L1mi cx!mct the ImOlvledge of011 1.' oJ
ils lwaf/ able Jlt1It!l' l"S.

successfu l arrac k wi th that natural
weapon deals force dam age instead
of regular d am age. Th is has a n um ber
of effec ts: Th e natu ral weapon does
nOI suffer a miss chance aga inst
incor poreal crea tures, and the da mage
from th e natura l weapon overcomes
damage reducr ion as if it were a spell
and no t a wea po n attack. On ly the
base nat ura l weapon damage, magical
en hancement bo nuses, bon us damage
from Stre ng th, and oth er bonu ses on
the natural weapon itself are changed
to force damage. Bonus damage dice
fro m any sourc e, suc h as sneak att ack
or th e flam ing weapon qu ality, dea l
their norma l type of da mage.

Au gment: For every 2 additiona l
power poin ts you spend, you can invest
rhe weapo n wi th an add itiona l cha rge.
Each additiona l charge allows th e
weapon to be used one more time before
the P0H..'l' l"dmvseffect is d isch arged.



As l1roh'Ctj0l1 fro Jl1 spells (PH 266), excep t
as nored here.

Au g men t: For every 4 addi tional
power point s you spend, you can pro
tee t an additional creat ure.

PSYCHIC
CONTAINMENT

Telepathy (C om pu ls ion) [J-,lind ·
Affecting]

Level : Psionfwilder 3
Di splay: Men tal
Manifesting Time: I standard act ion
Range: Close (25 Fr. + 5 h ./2 levels)
Target: O ne psionic creat ure
D u ra ti on : 1 round/ level
Sav in g Throw: \V/ il l negates
Power Resis t an ce: Yes
Power Points : 5

A fceling (If hopeleSSIll'H (lvercomes your
enemy asyOIl erect t1 bll rriLT in his IHill d .

You ca n temp orar ily prevent a psionic
creat ur e from using irs psiuni cs or psi
like abi lit ies. Reaching into its mi nd,
you build a wall between its ego and
the rest of its psyche. (Any powers
al ready active contin ue to work un less
concentration is requ ired, but the
target can't man ifest ne w power s for
th e du rarion.) Bach ro und, as a ful l
rou nd act ion on its turn, the subjec t
can att empt anoth er saving th row to
break the containment and resume
usi ng it s psionic abili ties. If the save
is succe ssful, the duration of psyclli c
(on! ll iIlIl1 Cllt ends.

Augm ent: for each additional power
pa ine you spend, you can affect one
addition al psionic creatu re.

PSYCHIC SCIMITAR
Psvchom erabolism
Le'vel: Pston / wildcr 2
Display: Visual
M anifesting Ti m e: 1 standard action
R ange: Med iu m (100 ft.+ 10 ft./level)
Effec t : One psychic blade
Durat ion : 1 min.Zlevel (D)
Saving Throw: Non e:
Power Re sis tance: No
Power Poin ts : 3

A lII ra ilhlilu ,glolvingscimittu shaped fro m
your psychic I1J igft l llll1 trrfl1 lizes anti mO th' S

as you at'sire.

You can cre ate an imrnater ial scim itar
that allows von to arrack enemi es
or deliver 100'\'~lpvel tou ch powers at
a distance. \X/ hen vou mani fes t the
power, you lose 2 I ~telligence points

(an d any assoc iated bonus powe r
points) t hat retu rn w hen th e pov..·er
e nds (even if it is ne gat ed ), bu t not if
the sci m ita r is destroyed . In this lat ter
case. treat the lost In tell igence poi n ts
as abiltrv damage.

Th e scimitar appears in you r hand
when first manifested. Direc ting the
scim itar takes a standard act ion. O nce
di rec ted to arrack an ene my withi n
ran ge, it d isappears and then reappears
i n me lee wi th th at cre atu re; thus,
you can use :1 psyclJiC5cinlaar to attack
enemi es at a dis tanc e. Attacks with a
psych ic scimill1r are melee tou ch attacks.
The power gives you 3+2 bonuson your
melee touch arrack roll.Attacking with
a psychif scimifar counts norma ll y as
an at tack . You can choose to red irec t
the scirnirar to arrack a new opponent;
doing so requires an addi t ional stan
dan] an ion.

The blade deals ld6 points ofdamage,
Sin ce t he blade is im mater ial, you r
Stren grh modifier does nor apply to rhe
damage even if you wield the blade in
your hand. If yO ll wield the scim itar in
your hand, you are treated as profic ient
even if you lack pr oficiency with the
scimita r. Orher creatures canno t wield
your psychic still/ila!".

A psych ic5cimilar ahvays str ikes from
your direct ion. The blade ca nnot flan k
targets ;1S a creature ca n. The blade is
incorporeal and thus canne rbe harm ed
by normal \vt'3pons. It has im proved
evasion , vour savebonuses, and a base
Armor Class of 22. Your Intell igence
mod ifier applies to [he blade 's Ar mo r
Class as ifir were rhe scimi tar's Dexter
ity modifier. A psychic scimi tar ha s 4
h ir point s.

You can a150 use yo ur sci mirar co
del iver the effect of any power of 4rh
level or lower with ;l range of (Ouch
rhar you can manifest . If you ma ke a
successful arrack w ith the blade, the
power is manifested on the targe t as if
you had manifested if yours el f.

Af ter It delivers a power, or if the
blade goes beyond range or moves Out of
your sight, th e blade returns to you and
hovers un til given fur th er di rect ion.

Au g m e nt: For every 2 add it ional
powe r points yo u spe nd, th e psychic
scim iiln deals 1 addi tiona l poi nt of
damage.

PSYCHOKINETIC
WEAPON

Psychok inesis
Level : Psvch ic wartior -t
Displ ay: 'Visu;:I l

Man ifes nng Ti.me: 1 standard action
Ran ge: Close (25 fr. + 5 [1./2 levels)
Target: O n e ,vcapon
Duration: 1 rou nd/level
Savi ng Th row: Yes (o b}ec t)
Power Resis tance: Yes (object)
Power Poin t s : 7

TIle blade tlallCes 11 11 t1 Iivirls llt'fore yen,
!lfCOlJ1 illg 11 l\'hi rlil1g scythe of dmtll I1 S it
movesof ils ow n accord.

You anima te an u nat rended weap on
or weapon in you r possession . caus ing
it to attack foes see ming ly of its own
voli tion. Once an imated , the weapon
at rncks your oppo ne n ts to the be st
of irs ab ilit y an d psychoktnertcally
mimics a fly speed of 2 0 fee t (per
fect). T he weapo n atta cks usin g your
base arrack bon us modifi ed by you r
Wisdom mod ifier , plus ::my addit ional
bonuses the weap on mi gh t po ssess.
Th e \veapo n de als dam age n orm all y,
[hough rhe da m age i s modified by
vou r W isdo m mo difi er rather than
)'our St re ng th mod ifi er .

Au gme n t : You can augment t h is
power in on e or bot h of t he foll ow
in g ways.

L For every j add inona l power points
you spend. you can add a + 1 in sight
bonus to the psychokinenc weapon's
attac k bonus.

2. For ever y addition al po\ver point
you spend, you can in crease the weap~

on's fl y speed by 5 feet.

PSYCHOMETRY
Clairs entience
Level: Knowle dge 6, psion /wi lder 6
Di spl ay: Visual
Manifesting Time: 1 minute
Range: 10 it.
Area : t u-ft-radius em anation,centered

on you
Durat ion: Co ncentrat ion, up to 1

min .ylevel (D)
Saving Throw: None
Power Resistance: No
Power Points: 11

Belll'lltll till' scru nn y of yoII I' IJ1cilSll rill g
eye, illlllgCS oJ tite past sfrea1Jl across tile
wllvcrillg ImHlsmpc.

You can see images of creat ures that
have come into th e area in the recen t
past. Upon ma nifesting this po wer in
a given area, you can see all rh ar h as
happened in t he recent past.

You gee 3 gene ral feel for who has
be-en presentat the location an d what



they were do ing there. You migh t be
able to tell when the crea tures in que s
tion I~[{ the area and how long they had
been there before depa rt!ng,determine
a roug h esti mate of their numbers, and
d isce rn strong emanations of chaos ,
evi l. good, or law.

The amount of infor rnation revealed
dep ends on how long you study the
location in ques tion.

lsI .\ ti lll~te: Th e number of crea tu res
to las t pass through the <I rea (group or
individu al).

2",1Minute:Th e type ofcreatures ro
pass through rhe area.

3rd Afilllltt7: Th e length of rim e th e
creatures were in the area (up to th e
dur ation studied).

4th Millllle:The gen eral alignment of
[he creatu res that were in the area.

5th Minute: \'Vhat d irect ion the crea
tures came from to get to the area.

61h M inute: W hm the crea tu res did
wh ile they were in the area .

i /It Minute: \'(lhat d irec tion th e creu
tu res wen t whe n th ey left the area.

8111 -r .\Jimtfc:The next-to-last grou p
of crea tu res in the area (repeat cycle
\virh each previous group ofcrea tures
u n ti l co nc entra tion fails or duration
elapses).

Creatures enjoying the benefit of l1lillcl
hlt1ll1~ or doud mind (or similar effects)
are not detected by psychometry.

Augment :For every additional power
poi nr you spend, you can increase the
radi us of the area by 10 feet.

PSYCHOPORTIVE
SHELTER

Psycho por ration
Level : Pslon/wilder 2
Disp lay: Visual
M anifesrfng Ti me: 10 minutes
Ra nge: 10 i t.
Effect : Extradime nsiona] space
Du ration: 1 hou r/ level (D)
Saving Th row: None
Power Res is tance: No
Powe r Points: 3

A tlislortiflll in the5!ll1 Ce flrolf/ul you 1l l'mld5
tilt'crt' tl tion of 1111 exIradi /lieIlsional pod~c I
whosecutmncc ,1ppl'llrSasCl faml slnuuuer
III tht'1111:

You mentall y grab an adjace nt bubble
of empty exrrad irnensio ual space and
stretc h ir so thai it co nnects locally.
The shel ter has a single entrance on
th e plane on wh ich ir was created.
Th e en try point looks li ke a fain t
shim mer in rh e ai r that is 7 feet in

diameter. You and orhe r cre arures can
enter the shelter at will. Th e shelter
holds up I U :;evC:I1 creatures of Large
or sma ller size.

From in side th e shelte r, you can
look out of the en t rance as if you
were look ing through a w in dow.
However, creatures in the shelter are
hidd en, beyond th e reach of powers
(including clairsenuenr probes), unless
those powe rs wo rk across planes.
Poevers cunne r be mani fested across
the ex tradimen sionnl interface, nor
can area effect s cross it.

Once in side th e shelter, you can take
a sran dnrd action to will the ex te rior
entrance ro becom e invisible on rhe
plan e on which it was crea ted . You
ca n sti ll se e out of the en t ran ce , but
creatu res on the plane of origin can't
see in . even if the y're able to di scern
the sh im meri ng ent rance itself.

\Xl hen th e power en ds, anyt h ing
in side th e shelter is expelled.

Augm ent : For every eddi ti onul
pow er poinr y O ll spe nd , th e shelte r
can hold one addit ional crea t ure of
any size.

PSYCHOTIC BREAK
Telepa thy (Co mpu lsion) [M ind

Affecting]
Level : Pai n and Sufferi ng 5, psion/

wilder 5
Di splay: Visu al
M anifes t ing Time: 1 standard action
Range: Medium (100 ft.+ 10fl./ le\'el)
Ta rgets :AlIcreatures in a 1s-fl.-radius

bur st
Du r at ion: 1 round/ level
Saving Throw: \X'ill negate s
Power Resistance: Yes
Power Points: 9

r\ hmlll-l1l'lla illg hurst of swirling Ughl
t1C tOlll1tl'Solin your fOt' s.

You broadca sr a telepathic cacophony
calculated to snap the mind s of those
caug ht within the area. Affe cted sub
jects unde rgo a psych ot ic brea k and
begin to attack the ne arest cre at ure
(fo r rh is purpose, a psic rysral doesn 't
co un t as a creat ure) . An y psych oric
character who is att acked automat i
callv attac ks its lasI attacker on its next
rur n . as lon g as (he durati on cont inues.
A psych otic chara cter will nor ma ke
at tacks of opport uni ty agains t an y
creatu re th at it is nor alrea dy devoted
(a attacking (either because of its most
recent action or because it has JU S!

been attacked ).

Augmen t : For ever y 2 ad di t iona l
power poi nts you spend, the po wer's
save DC increas es by 1.

RAGE OFTHE
REMORHAZ

Psych ometaboli sm
Level : Psychic war rior 6
Disp lay: 'Visual
Ma n ifest tng Ttme: 1 standard action
Ra nge: Personal
Ta rget: You
Du rat io n : 1 round/ level
Power Po ints : 11

YOIl 5Jdl111111scs wilh 11 red glaH'.

You r ski n pulses, gencr ming a heat so
int en se rhar anything touch ing your
body takes 4d6 poin ts of fire damage.
Crea tures striking you with natural
atta cks or unarmed attacks arc subject
to t h is dam age as we ll . Crea rures
strik ing with melee weapons do not
rake damage from your heat, but th eir
weapo ns do take damage.

You an d your po ssess ion s are
immu ne to your own heat (but you are
not resista nt or immune to hear from
other sources).

Augmen t : For ever y 2 addi tional
power poi nts you spe nd, th e power
dea ls an additional h l6 poi nts ofdam
age. For each addinonal jde poinrs of
damage, the power 's save DC increases
hy 1.

RE ALIZED POTENTIAL
Clairsen ue nce
Level: Pslon/ wilder 3
Display: Mental
Mantfes t tng Time: J standard act ion
Range: Touch
Target: Crea ture touched
Durat ion: 1 round/level
Savi ng Th ro w: w ill negates (harmless)
Power Resi stan ce: Yes (harmless)
Power Poin ts : 5

YOH10l/C" ,1 erell/ urI't1nd InrllSe it Ivrlll Ihe
j)lltt'1Jlft1llo n'111i::cits l1s p ir~ IiOl J~ .

Th e rurgcr receives a vision of her own
future. ga ining deeper insigh t into he r
abili ties , bur on ly temp orarily. For the
du rat ion of this power, the character
gains a +1 competence bon us on arrack
roll s and saving throws, nnd o +2 com
pere nce bo nus on skill checks made
usin g sk il ls in whic h th e c haracte r
has ranks.



SEE INVISIBILITY,
PSIONIC

Clatrse nrtence
Level: Lurk 2
Display: Visual
Mantfesnng Ttmc: 1sta ndard action
Ran ge: Persona l
Target: You
Duration: 10 min.Zlevel
Power Poi n ts : 3

Your Cr t'S lal,('VII 11 gt1ldCI I IlIle, glowing
brightly ItSYOIlY visionJ'itTccs t lu~ veil oJtile
il1l'is ihlt' lllla dll l'lTtl1.

As SCI' invi sihllilr (PH 275), except as
noted he re.

Augment : For every 2 add itlonal
power points you spend, you can
include one add itiona l w illing c rea
lure, allowing it to sec what you see.
You m UST be ro nching the addirtonal
subjec r(s) whcn you man ifest t his
aug mented vers ion.

SENSORY GLOOM
Psvchomernbolisrn
L~vel: Lurk t
Di splay: Materia l
Manifestin g Tim e: 1 standard action
Range: Close (25 f.. + 5 rt. /2levels)
Target: O ne c reature
Duration: t rou nd/ level
Saving Throw: Fortitude negates
Power Re si stance : Yes
Power Points : I

Gmyish cctt11'11I SIIl Cl"IlPts f rom the 5 '~ i ll

of your Cll fll1 y's[ace (or hody), inl1ibiling
itsreuses.

You overr ide your target's nervou s
system and parr iallv shu t down one of
its sense s. You choose which sense 10
affec t when manifesting th is power.
Each ob scured sense ha s a d ifferent
effec t on th e foe.

Sight: The target's vision is hampered.
It sees irs sur roundings as if th rough a
dense fog. Creatures th at are adjacent to
the target seem blur ry. and an y attac ks
made aga inst an adjacent opp onent are
made as if th at oppo nen t had concea l
men t. Creatures more th an 5 fee r aW3\,
fro m t he target have the benefi t df
tota l concea lment.

HCl1l'illg: Th e rarger is temporar ily
deafened (PH 307).

Sccll tjTl1 s!t' : T h e targe t c an no t
sme ll or tast e anyt hi ng . Crea rures
rh nr nor ma lly benefi t fro m th e sce n t
ahili ry (.\1.\ 1 314) no lon ger do so for
the dura tion of th e pm.ver. Cha racte rs

wh o try to ascertain t he prope r tie s of
a po tio n by taste auromutically f<l il in
th e ;I U t' lllpl.

Touch: The ta rge t can no t feel the
ground (as ifns li,;bs had fallen asleep)
or assess its position in relatio n to the
ground accurately. The target must
succeed on a DC 5 Balance chec k each
rou nd ro keep from fall ing prone. If
the target falls prone, it must succeed
on a DC 10 Balance check to stand up.
Creatures th at nor ma lly be nefit from
th e trcm orsense abili ty no longer do
so for the dura tion of the power.

Augment : You can augme nt this
power in one or both o f t he follow
ing ways.

I. For every 2 addit ional power
po in ts you spend, you can affect on e
ndditionnl sense simulta neous ly. You
can affect a roraI of four senses.

2. For every 2 add itio na l pow er
poi n ts you spend, [he powe r's save DC
i ncreases by 1.

SERENITY
Te lepathy (Co mp u lsio u) [Mind-

Affecting]
Leve l: Psion/ wiIder 2, Repose 2
Displ ay: Olfactory
Manl festing Ttme: 1 sta nda rd action
Range : Medium (100 ft , + 10 fr./ level)
Target : One creature
D u ra tion : Conce n tr ati on , up (0 1

round/ level
Savi n g Throw: \x'ill negates
Power Resis tance : Yes
Power Points: 3

1')11' m'l'd, wlmingSCCIl I oJjomlllli' /ingfY5
I II JIll' rnr;

You can reach in to th e mi nd of one
cre at u re and ca lm its agi ta tion. You
do no t gain cont rol over the creature,
bu t you can Stop it from lighting. Th e
target cannot rake violent actions or do
an ything destructive. However, it can
defend itself. An y aggressive act ion or
damage dea lt to an affected c reatu re
breaks your comp ulsion and allows [he
creature (0 act normnllv.

T h is power suppress es nil mora le
bonuses an d immedi ately bri ngs a
barbarian out of rage. It also suppresses
fear effe ct s and rem oves [h e COIl(IHCd

co nd ition . \\7hen Sl'rI' l1lty'S durat ion
elapses, the original power, spe ll, or
effect take s ho ld of th e creatu re again ,
prov ided rbar its du ration 11:Is not
ex pired in the meant ime.

Au g m ent: For every 2 add itio nal
power points you spend , yo u ca n

affect one addi t iona l creat ure, no
two of whic h C Ol l1 be mor e t han 30
feet a ~)a rf .

SHADOW EFT
Psych opor tanon IEvil]
Level: Pslon / wtlde r 4
Di splay: Auditory and visual
Man tfestfng Tirne: 1 ro und
Range: Close (25 fr. + 5 fr./ 2 levels)
Effect: One sum moned shadow eft
Duration : I round/level (D)
Sav ing Throw: No ne
Power Res istance: No
Po wer Po ints: 7

A L1eql hlllf prl'sclgcs 'he 11!'!1('{lraIlCC of
1111 11wful shape mllde half of bone alltl
halfof 11 111d~ 50 CMlicnt rated if fillS t L1 J~ (, 11

0 /1 .form. II /001-5 Iih 11 .faCflc5s, IVi n gll' ss

denton. lis (1011)' cI il1\!SareIong IlIlt! til'pt'd
willi file {lo i.l.

Th is power ca ll s a creatu re know n 3 S

a shadow efr (page 134). The shado w
eft appears where you designate and
ac ts immed iately, on your turn. It
att acks your oppo nenrs to rhe best of
its abilit y. ]f yO ll can co mm u n icat e
wi t h t he eft, vou can di rec t it not to
arrack , ro arta'ck par rtc ula r e nemies.
or (Q per form othe r unions .

Au gmenr : You can augmen t th is
power in one o r bo t h of the fol low
ing ways.

1.For ever y -I- additional powcrpor nrs
y Oli spend, yO ll summon one additional
shadow efr.

2. For every 2 add itio na l power
poin ts y Oll spe nd, one shadow eft you
call appears already h idi ng in a shadow
~'O ll spe cify (see the cre atu re's h ide in
shadow ability). However, foes gain an
immediat e SPOt chec k to de tec t the
hidden eft ,

p~(~~9~ WALK,
Psychoportatio n
Level : Light and Darkness 5
Displa y: Visual
Manifesting Time: I standard action
Range : Touch
Target: One touched creat ure/ level
Duration: 1 hour/level
Saving Throw: \'<' ill nega tes
Power Resista nce: Yes
Power Poin ts: 9

YOll lllltJJllf(l'l' ,llllrcsyou tOllCli are SIII'Oll d l,a

with dL1d~ tmal'ils thaI w r i t/lC llro Ulld
YOll r l'(lairs.



As ~ i1a do lV willi;: (PH 277), exc ep t as
noted here.

SLOW BREATHING
Psychometabclism
Le ve l : Psto n /wt lde r 1, psych ic war-

rior 1
Display: Visual
Man ifes ring Ttme: I standard action
Range: Personal
Ta rget : You
Duration: 1 hou r/ level
Power Points: I

rOll ((lIlCCJl tratr, t1 lld yo ur sbll mdiatc5 (1

hCll ltlJy, J'osyglol\'.

You redu ce th e need for oxygen in your
body, increasing your ability to become
accl ima red to the thi n ai r of h igh
alt i tu de s. You ga in a +4 co mpetence
bonu s on saving throws against alt itude
sickness (DMG 90).

Augment: If you spe nd 4- addit ional
powe r points, you become immune to
altitude sickness.

SPEAK WITH DEAD,
PSIONIC

Clairse nt ience
Level : Death 3, lur k 3
Display: Aud itor y and mater ial
Ma nifest ing Ttme: 10ruinures
Ran ge : Touch
Targe t : One dead crea ture
Durat io n : 1 mfn/level
Saving Throw: \X'ill negates: see text

for spt'ak 1-I.1itil dead
Power Resis t anc e: N o
Power Poi nts: 5

A d,'11 111 Im ell rings lJI ollrnf llJly 11Iltl 11
brl1Cki ~t l ('c toplasm H'CJ1~ from ),ourfingers,
dr i}lping011 the corpse )'011 S('(· ~~ to llllfr )'.
Thefll/id is quickly tl hsorbcll ill tothccorpsis
roftillgfonn, Mill " gronus.

As i l't'll '~ wit J1 dt'11d (PH 281), except as
noted here. You can ask lip to five qu es
tions, un less you augm en t the power.
Thi s is conside red a negative energy
power for th e purpose of the Stygian
Archon feat (page 57).

Augment: For every 4 add itio nal
power points yOll spe nd, you can ask
one additiona l question .

SPIRIT OF WAR
Telepathy
Level: Confl ict 8
Di spla y: Menta l
Manifes t ing Ti me: '1 standard actio n
Range: 40 Ft,

Ar ea: 4o-rr.~radius emanation, cen tered
on yOli

Duration : 1 round/ level
Power Po ints: 15

YOli d lll/Hu'I /11t' raw spirit of II'l1 r, giVing
lIl'arll )' allies im l'L,dible bl1ttlc prowess.

You ema nate an aura that grant s you
an d your allies with in the area severa l
ben efits.

First , affect ed creatures ga in a +4
competence bonus on att ack rolls and
damage ro lls.

Second ,each affected creatu re gains
a +10 insight bonus on J single saving
th row that it can use once at anv lime
dur ing the dur at ion of the power.

Finall y, each crea tu re can autom ati
ca lly co nfirm a cri tical hit once du r ing
th e dura tion of the PO\Vcr.

STOMP, GREATER
psychokinesis
Lev el : Psion/ wilde r 5, psychic war-

rior 5
Display: Visual
Mantfe srf ng Time: 1 standa rd action
Range: 120 fl.
Area : 120-ft. line
D u ration: ln sta ntuneous
Sav ing Th row: Reflex negates
Power Res istan ce: No
Power Poi nts: 9

TJ1fell1'1II spJiIs t1IuI cl'tlcb 11S a III ill d llts tl1

SIlt1 lu sacmS.1i Ih t' art'll, .fasl llS lighhl illg.

Your foot stomp precipitates a psycho
kinetic shock wave that travels along a
n aIT O\\ ' channel i n the ground.spreading
in to creatures and objects in (he area.
Creatu res rhar rail their saving throws fall
pr one and take 7d6 points of da mage.

Augment: For eve ry 2 addi tiona l
power pointsyou spend, the power deals
an addi no nal tds poim so f damage. For
each add it iona l 2d6 po ims of damage.
th e powe r's save DC increases by 1.

STONE MIND
Psvchomeruboltsm
Level: Natu ral \"'<'orld I, psion/wilder

1, psych ic warrior 1
Dis play : Visual
Manifesting Time: 1 standard action
Range: Person al
Targe t : You
Durat ion : I rnin ./level
Power Points : I

YOll r fII I1II JIl'stl1tiOIJ g ivc ~ yoIII' cyt' S the 1/11('

L'f honiders11Hli your skitl titr dll sty lexlurc

of il crealurr of lilt' acep C'arth, sigl1 i!yjllg
your t'Ill1l1 11 ccd 1~1 1(11\1/ t'l lgc of !Ilings beloB'
IIl l' grolll lli .

\X/ hen you mani fest th is pm.ver, your
min d becomes as the earth. and the
eart h becomesyour mind. You gain a +4
bonus on Search checks while stand ing
on asurface ofearth or stone (includ ing
a worked stone floor).

In add ition, you gain :I further +2
bonus on Search chec ks TO no tice
unusual stonework. Th is bonus stacks
with the regula r +4- bonus on allSearch
check s from th is power and with the
+2 bonus to not ice unusual stonework
[rom the stonec un n ing racial rrair.

Augment: If )'OLI spend 6 add itional
power po int s, you can manifest this
power as a sv..i ft act ion.

STYGIAN BANE
Psychometabolt sm
Leve l: Psych ic warr ior 3
Di splay: Visual
Manifesttng Ttme: '1 standard action
Range: Touch
Target : \X'eapon touc hed
Duration: I min ./ level
Sav in g Throw: \)?i ll negates (h arm

less. object)
Power Resistance: Yes (harm less,

object)
Powe r Points: 5

Aserenegm)' mdlntlCl', rO l/gh/r aj hright as
11w lldl/s flamt', t'Iwcl0J's rom- weapon.

You give a weapon t he undead bane
special ability in add ition to any ot her
properties it has. Against undead, your
weapon's en hancement bonus (if any) is
+2 high er than normal, and it dea ls an
additio nal 2d6 po in ts of damage. The
power has no effect if manifested upon
a weapon th at already has the undead
bane qua lity.

Alterna tively, you can affect up to 50
arrows, bolts,or bullets.Th e proje ctile s
must be of the same kind and they have
( 0 be together, such as in th esam e
quive r. A projectil e (but no t a th row n
weapon) loses th e spec ial abili ty after
it is used in a ll att ack.

The weapon is cons ide red good
aligned for the purpose of overcom ing
damage reduction.

STYGIAN BOLT
Psychomerabolism
Level: Psion / wilder G
Display: Materi al and visual
Manifes tin g Time: 1 standard action



Negative levels stack. Power point losses for each subseque nt
stacked negative level are calculated from the effective (lowered)
level each time.

Furthermore, a spellcaster loses one spell or spell s lot from
the highest spell level available to him. If two 0 ' more spells
fit this criterion, the caster decides which one becomes inac
cessib le. The lost spe ll becomes available again as soon as the
negative level is removed, providing the caster would be capable
of using it at that time.

creature must make a Fortit ude saving
th row (DC equal to the stygian (O I1.na

gmnou's save DC) for each n egat ive
level. If t he save succeeds, that nega
tive level is removed. If th e save fail s,
th e negative level st ill goes away, bur
one of t he subjec t's character levels is
perman ent ly drained.

An undead creature in th e area gains
Id4x5 temporary h it points that last for
up to 1 hour.

Augment : For ever}' 2 add itiona l
power points you spend , the powe r
bestows one additional negative level,
and affected undea d gain 5 additional
temporary hi t poi nts.

S!)'gi(lIJ bolu stao as (111 e1/~mf.s l ift fo ra

STYGIAN
DISCERNMENT

Clairse ntience
level: Death 1, pston/ wt lde r t, psych ic

war rior 1
Di splay: Auditory and visual
Mantfesnng Time: 1 standard action
Range: 60 [t .

You psion ically reach across th e planes
to form a temporary bond wi th the
Negative Energy Plan e. Draw ing
deep ly on your link. you ignite a pillar
of black flame th at rises from the
grou nd into the sky. Eac h c rea ture
caught in the area of effect gains ld4
negative levels.

There is no sav ing t h row to avoid
gaining the nega tive levels, but 24
hours after gaining them, an affec ted

An exhalation of the t10id enf}ltsf rom flu
grounda ' lL l amlltl l~ tileh CllVt.' 1I5ill theform
of,1 ~ O-rOol-I,,1I 1',11<1, ofbl",!;[lm"c.

Di splay: Visual
ManifestingTime: 1standa rd actio n
Range: Medium (100 ft. + 10 ftJ leve!)
Area: Cylinder (15-ft. radius, 40 ft. high)
Duration : In stantaneous
Saving Th row: Fort itude partia l; see

tex t
Power Resi stance: Yes
Power Points: 17

Reach ing across th e
planes, you form a me
menrary link be tween
yoursel f and the Keg
al ive Ene rgy Pla n e.
Drawing on your tempo
ra ry stygi an channel, you
d ischa rge a powerful bolt
that exte nds from 'lo ur
outstre tched hand.Anyone
caught in the area gains t d4
negative levels. Thi s is a negative
energy effect.

If the subjec t has at least as man y
negati ve levels as it has Hit Dice, it
die s. Assum ing the subjec t survives,
it regains lost levels after a number of
hou rs equal to your mani fes ter level
(maximu m 15 hour s). Negative leve ls
usu al ly have a chance of pe rm anently
d rain ing the vict im's levels , but t he
negative levels from stygian bolt don 't
last long enough to do so.

Unde ad affected by aslygi<1 I1 I'oltgain
2d 4-x5 temporary hit points that last fo r
up to 1 hour.

Augment: For eve ry 4- add it ion al
power points you spe nd. t he power
bestows an add it ional Id4 nega tive
levels, and affec ted undead gain 2d4x5
add itional temporary hit points.

Blac~ liglltningallplsfrom
YOIll·{ingr rtll's .1I1d stabs
,,1lit, lif, force of 1'0 11'
curuucs.

NEGATIVE LEVELS
Many stygian powers described in this book deal with negative
levels. A quick primer on negative levels follows.

Each negative level gives a creature a - 1 pen alty on attack
rolls, saving throws, skill checks, and ability checks; deals 5
po ints of damage; and gives a - 1 penalty to effective level {for
dete rm ining the duration, DC, and other details of powe rs or
special abilities}. Additional ly, a psionic mantfesrer loses a
nu mber of power points equal to his original man ifester level.

Ra nge: 120 ft.
Area : i zu-ft. Hne
Durat ion: Ins tantaneo us
Saving Throw: Reflex

negates
Power Resistance:

Yes
Power Points: t 1

STYGIAN
CONFLAGRATION

Psych om et abolism
Level: Psion/ wilder 9



A l1 alo oJ dCll il gray m crgy tl lights upon
rOll !" 11nJI-V as it soft moan is 'Icanl in tl1 ('
dislana. .

A 5iluflr W/J itr CII rtai ll encompasscs you,
s('emillg to rise up frolll tllf grolllld f1lld

s!rL'tcl1 towardthe /UIll1CI1 S.

ali gnment>and men tal ab ili t ies (as
we ll as p sion ic po we rs). Th e bod y
reta in s its St reng t li , Dext eri ty, Co u
stitution, hi t po int s, natural abili t ies ,
and speci al ab ilitie s.

As a sta ndard act ion, YOU can sh ift
from the undead creatu re to your body
if it is wit hin range, rel in qu ishi ng
control of the undead crea ture. Doing
th is causes the power to end.

If th e u ndead creat ur e is destroyed
whe n your body is beyon d the range
of the power,both y Oll and th e undead
creature die. Any li fe fo rce w ith
nowhere to go is treated as slain.

If the power's duration expi res whi le
you are in th e un dead creat u re's body,
you retu rn to your own body in stant ly
(un less you r bo dy is our of range or
destroyed, in which case you die).

Au gm en t : If you spend 2 addi 
tiona ] power poi nts, you can attemp t
to assu me co ntro l of an in tell igen t
undead. In th is easel th e un dead gets a
\Xrillsaving th row to resist th e attempt.
If the save fail s, you con t ro l th e
undead's body,bur its mind rema ins in
the body you assume control over, and
it ca n atte mpt anothe r saving rhrow
every ld4 rou nds to force you back into
your own body (which means you could
die i f your body is out of range at the
time of a successful save).

\X'hen you ma nifest th is po we r, you
for m a tem pora ry bo nd wit h th e
Positi ve Energy Plan e [hat removes
one negative level you possess . Stygiall
Cn1 SlH'C doe s not restore lost levels.

Augmen t : For ever y 2 addi tiona l
power points you spend,you can remove
one additional negative level.

STYGIAN RAY
Psycbome rabolism
Level: Death 2>psion /wilder 2
Display: Visual
Manifesttng Ttm e: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)

STYGIAN ERASURE
Psychometabol tsrn
Level : Psychic warrior 2
Di splay: Visual
M anifesting Time: 1 standard action
Range: Person al
Ta rge t : You
Durat ion : Instantane ous
Power Points: 3

A massive surge of bril lh1 !1 Ilt'hite lig/lt
envelops YO I/r l\'fapOll.

You can assu me control over th e body
ofa mindless undead creature, such as
a ske leton or zombie. You can target
<my creatur e whose Hit Dice are eq ual
to or less than your manifesrer level.
When you tak~ cont rol of the mi nd
less undead creatu re, you leave your
body emp ty of sentience a nd min d ,
but it still breathes. The pO\ver ends
wh en t he undead bo dy is destroyed ,
you leave the undead body to assume
co nt rol of your own body. th e dur a
tion of t h e pO\ver ends , or some ot her
force (suc h as dispd psiollics) d ri ves
you out of the un dead body and back
to your ow n.

While in the body of th e un dead
creature, you retain your Int elli genc e,
Wi sd om , Ch arism a, level , cl ass, base
atta ck bonus> bas e save bon uses ,

Yenr hod}' drops lifelcssIlSjonrWl lSciOltsllcss
travel si ll au arc of cmcklil!g block cllcrgy to
/l.SSlH llCcMltrol of all ul1dead vessel.

You give a wea pon th e disrupt ion
specie1ability in addi tion to any other
propert ies it has. A weapo n of dis rup
ti on is t he ba ne of all undead. Any
undead creat ure struck in combat mu st
succeed on a \\7i11 saving th row or be
de stroyed as its lin k ro the Negat ive
Energy Plane is seve red.

STYGIAN DOMINION
Psychometabolism
Level : Death 5, psion/wilder 5
Display: Material and visual
M anifes t ing Ti me: 1 round
Range: Medium (100 ft. + 10 ft./level)
Ta rget : O ne undead creatu re
Du ration : 1 h our/level o r un t il you

return to your body
Savi n g Throw: Non e; see tex t
Power Resis tance: Yes
Pow er Points : 9

STYGIAN DISRUPTION
Psychom et aboll sm
L e vel : Psychic warrior 4
Display : Visual
M anifestin g Time: 1standard act ion
Range: Tou ch
Target: O ne blu dgeon ing weapon
Dur ation : 1 round/ level
Savin g Throw : will negates (harm

less, objec t)
Pow er R esistance : Yes (ha rm less ,

object)
Power Points: 7

Strength
Faint
Modera te
Strong
Overwhelming

HD/Spell
or Power Level

0-1
2-4
5-10

11 or higher

You can detect the aura that surr ounds
undead creatu res. Furrh erm ore, you
can de recr th e aura t hat ema n ates
from negati ve energy effects, whether
instantaneous or ongoing. The amoun t
of in forma tion revealed depends on
how long you study <I. particu lar area .
If you fully stu dy a location , you gain
benefits against the th reats your power
m igh t have revealed.

1st Round: Presence or absenc e of
undead or negat ive energy auras.

2nd ROllnd: Number of undead or
nega tive energy auras in th e area and
the strength of the strongest such aura
present. If you are good-aligned , the
stro nges t unde ad or negative energy
aura's streng th is over whelm ing (see
below), and if th e creat ure (or neg a
tive energy effect) has Hit Dice (or is
of a level) equal to at least tw ice your
ch aracter level, you are stunned for 1
ro und and th e power ends .

3rd Rouml:The streng th and location
of eac h undead or negative en ergy
aura. H an aura is outside your line
of sigh t, you discern its d irection bUT
not it s exucr loca ti on . U pon spend
ing 3 ro u nds studyi ng a part icu lar
ar ea with stygillH drscem mcn t, you r
en ha nc ed knowledge provides you
wit h a +2 in sigh t bon us th at you cun
apply toward your n ex t attack roll >
savi ng throw, or th e save DC of the
ne xt power you manifest that affects
(he undead cre at ure you have located
usin g th is spel l.

Aura Stren gth : The st rength of
an un dead or negative energy aura is
determined by the Hit Dice (or spell!
power level) of th e undead creature (or
negative energy effect), as shown on the
following table:

Area : Cone-shaped emanat ion
Duration : Co ncent ration, up to 1

mtn.ylevel; see text
Savi ng Th row : None
Power Res is t a nc e: No
Power Poi nts: 1



Effect: Rav
Duration:' 1 round
Savin g Throw: None
Power Resistance: Yes
Power Points : 3

A blCld~ my of etJe rgy springs{rollt )'Oll t

outslretched hal/a 10 strike you r L'1'll'ltly.

You form (I momenta ry lin k between
you rself and the Negative Energy
Plane, allowing you to release a black
ray that suppresses the life force ofany
livi ng creature it strikes.

You mu st make a ranged couch arrack
to h it. Ifth e att ack suc ceeds, th e subject
gains ld4 negat ive levels for 1 rou nd
(see the Negative l evels sidebar on page
100). If the subject has at least as rna ny
negative levels as it has Hit Dice, it is
st un ned for I round instead.

On the following round, th e subject
regains lost levels. Usually, nega tive
levels have a chance of permanently
draining the vic tim's levels (or ki lling
creatu res with Hit Dice equal ro or less
than the numb er of negative levels
gai ned ), but th e ne gative levels from
stygilUI ray don 't last long eno ugh [0

do so.
An un dead creature struck by the ray

gains 5 temporary h it points that last
for lip to 1 round.

STYGIAN TOUCH
Psychomerabolis m
Level: Psychic warrior 6
Display: Visua l
Manifesring Ttme: 1 standard action
Range: Touch
Target : O ne crea tu re TOuched/level
Duration : Instantaneous
Saving Throw: Fort itu de negates
Power Resist an ce: Yes
Power Points: 11

YOI/t · fillgertips dad.ell 11l1 til tlley arc
stained 115 tlJllcl~ llS tfle Lloid.

You form a momentary li nk be tween
yourself an d the Negative Energy
Plane, allowing you to suffus e your
hand s wi th negat ive energy so that
your touch wea kens th e life force of
living crea t ures. Each tou ch cha n ne ls
negati ve en ergy t hat besto ws one
negati ve level on th e ta rge t and grams
yO ll 5 tempora ry hit points. Both the
nega tive level and th e temporary hi t
poi nt s last for up to 1 ho u r. A suc
ces sful Fort itude save negates the
n egat ive level an d pr e\'ems you from
gainin g the rempora ry hit po in ts. You

can u se th is melee [Ouch att ack once
per manifes ter level.

An undead crea ture yuu Touch gain s
5 tem porary hit points tha t Iasr for up
to 1 hour, and you lose 5 hit points
(no save).

Augment: For every 2 additional
po\ver poin ts you spe nd, a negat ive
level you bestow on a par ticular melee
touch attack thatvou designate lasts for
24 hours. ' ...

STYGIAN VEIL
Psychometabolism
Level: Death 8, ps ion/wflder 8
Display : Visual
Mani festi ng Time: 1 standard action
Range: Personal
Targe t: You
Duration : I min.ylevel
Power Points : 15

\'(11/1' s/? fn pal es ilnli your eyes tiarJ~ eH to
amd-blnd: orbs.

You form a mom entary link between
yoursel f and the Negati ve En ergy
Plane th at all ows you to gain ma ny
of th e tr aits co m mo n to undead
creatures. You are immu ne to mind
affecting spe lls and abi li ties , poison,
sle ep e ffec ts , paral ysis, st u n n ing,
disease , death effec ts, extra dam age
fro m cri tic al hits, nonlethal damage,
death from massive damage, abili ty
d rain , en erg)' dr ain , fati gue, exha us
ti on , an d da mage to physical ab ili ty
scores. You ar e immune to any effect
requir ing a Fortit ude save unless it is
h arm less or affects obj ect s. You need
n ot bre at he, eat, or sleep.

For the duration of the power. you
have no Cons titu tion score (- ). You
lose any bonu s hit poinr s gained from
having a Const itu tion bo nus (though
this can't reduce your hit points to less
than I per H it Die). If you r Con st itu
tion modifi er isnorm ally a pena lty, you
don't gain any hirpoinrs by manifesting
th is pow er.

Lik e an undead crea tu re , you are
damaged by positive energy effects and
healed by negative energy effec ts.

You don't actually gain the undead
type by man ifesting this power.

STYGIAN WARO
Psyrh ometnboiism
Level: Life 4
Display: Visual
M anffe sr tng Tim e: 1s tandard action
Range : Tou ch
Ta rget: Living creat ure tou ched

Du r at ion : 1 m in./level
Savi ngTh row: will negates (harm less)
Power Re sistance: Yes(harmless)
Power Point s : 7

You toudl )'our tl1rgd , Clnd rt grrcn mdimlcc
begillS tocover it , sprmding out from your
paintofcoute d.

As tlt'lltfl ward (PH 217), except as noted
here .

STYGIAN WEAPON
Psychom etabo lism
Level : Lur k 2, psychic warr ior 2
Display: Visua l
Mamfesttng Time: t swi ft action
Range: Touch
Target : O ne weapo n touched
Duration: 1 round
Sav ing Throw : No ne (object)
Power Res istance: Yes; see text
Power Points: 3

Teudnls of cmcl.l illg blacl. t'1Jergy course
fro m you illtoyour H'rl1pOtL

You form a momentar y link be tween
you rself a nd the Negative En ergy
Plane : allow ing you to empower your
weapon with fell energy,

One melee att ack VOll make in this
roun d is infused with negati ve ene rgy.
On a succ essful att ack , yo ur foe is
treated as if struc k wi th a stygiall ra y
(page 101). That creature's power res ts
ran ee (if any) applies to thi s arrack.

SIMUGpLGENSTTIEOON,A
Telep at hy (C om pu lsio n) [Mind-

Affecti ng]
Level: Psion /wilder 4
Displa y: Mental
Manifesting Time: 1 standard act ion
Range : Close (25 fr. + 5 ft.j2 Ievels)
Target : O ne creatu re
Duration: I day/ level or unti l completed
Savin g Throw: Will nega tes
Power Res istance: Yes
Power Points : 7

Y Oli give 11 sharp, r l?l1 l'tmling l ao'~ ot YOll r

tLl rget, implllllting a COl"rl/llilflti Hllt lJi ll i ts
milhl, jllst tt'l1itf"g to t11a/~c itsdf fell.

Th is power is nearly identical to
SlIggl's tial1 (PH 285), with a few im por
tant differences. \Vhen th is power is
manifested, you implant a telepath ic
suggestion in th e mind of the subject
and establish a ser of circu ms tanc es
that trigger the suggestion. You mu st be



A telek inetic field su rro u nds you.
appearing between you and other crea
tu res. You decide the size of the bu ffer
at the time of man ifestation (eithe r 0

feet,S feet, 10feet , or 15 feet). A buffet
radius of 0 feet mean s crea tu res ca n
arrack you (though you still gain the
cover note d below).

Thi s buffer moves with you, regard
less of wh ere you go or how an
oppo nent tri es to circumvent it, provid
ing cover (+4 bonus to Arm or Class)
for you against oppon en ts.Th e buffer
cannot push through walls or othe r
barr iers.The radiu s at which the buffer
surrou nds you remains co nsta nt for
the duration , which mean s you will
be slowed to ha lf your normal speed if
you move down a narrow corr idor too
small to contain the field easily.

Wave"ofazureenergy surgetJ utwtlnl fro m
}'OIl , pll5hitlg 1111 crl',lfures.from )'011 1" ~lll t" .

Target: O ne thrown weapon
Duration : 1 round/ level (D)
Saving Throw: \X'i ll nega(es (objec t)
Power Resistance: Yes (object)
Power Points: 5

The objt'Ct you touch glistt'lls Hojth silvt'I")'
1II0tes.

You can imbue a th rown weapon wit h
an unusually fasr-acring version of
th e return ing weapon special abili ty.
H alfli ngs wit h psion ic powe rs often
use telekinetic boomerangon daggers or
th rowing axes.

Unlike a weapon with the return ing
special ability (DMG 225), a throw n
weapon imbued with lelddllctic boo
merang retu rn s to the thrower's hand
immed iately after the arrack is resolved,
allowing the weapon to be used again
on the same turn.

Augment: For every 2 add iti on al
power points you spend}you can imbue
an addition al th rown weapon with th e
benefit of telfb nctic l,oomcnHlg.

TELEKINETIC BUFF ER
Psychok inesis
Level: Pston/wtlder 5
D isplay: Visual
Manifes t tng Time: 1standard action
Range: Up to 15 ft.
Effect: Emanation of lip to 15-ft. radius,

centered on you
Duration : 1 round / level (D)
Saving Throw: None
Power Resistanc e: Yes
Power Points: 9

You gain ~I brief glimpse into the future
th at allows }'OU to arrange a coinci
den ce of eve nts . \Vhen you manifes t
this power, you ca n ready a standard
act ion (without spe ndi ng an action
to do so) and use it when ever you
choose before you r next turn. Unl ike
the normal use of readied actions, you
need not specify the condition under
wh ich you rake you r readied ac tion.
If you do not perform your readied
action before your nex t tu rn, you lose
that action .

Au gment: If you spend 2 addit ional
power points,you do not need to specify
the standard action you are readying. In
effect, you can take your norma l move
action and then take anysrandard action
atsome later point in the round,depend
ing on how events unfold.

¥O IIYeyes jl l1 ,, /1wilh visi(J t1S ollly yun «in
truly mnlu lHi I.

power, includ ing the effe ct s of the
schism power (EPH 130) and any of
the various host fea ts (page 59-60).
In the EHERRONsetting, this effect works
against bot h an Ins pired's dua l m ind
abili ty and a kalashrar's +2 bo nus on
saving throws agains t min d-affecting
spells and abilities.

Ifthe target is possessed, the possess
ing mind mu st make a save or beco me
suppressed for the power 's du ration,
in which case the target creature can
acr normally.

For the d~rat ion of the power, if th e
target atte mpts to man ifest a telepathy
power, he mu st make a manifesrer level
check (DC 11 + your manifeste r level)
or fail to man ifest the power.

Augment: For every 2 additional
power points you spend, the DC of the
\v ill save in creases by 1.

TELEKINETIC
BOOMERANG

Psychokinesis
Level: Kinc ticist 3, psychic warrior 3
Display: Visual
ManifestingTime: t swifr action
Ran ge: Touch

SYNCHRONICITY
Clairsent ience
Level : Psion/ wilder 1
Display: Visual
Manifesting Time: 1 standard action
Range: Personal
Target: You
Duration: 1 round
Power Po ints: 1

able co describe the trigger in no more
than t\VO sentences. Example triggers
include "M id night tomorrow evening ,"
"\X' he n Lord tr 'Daza mentions the
weath er," or "Wait two days. th en as
soon as you see the king." . .

\Vh en th e t rigger event occurs,
the subjec t se nses the implanted
suggest ion and acts accordingly.The
suggest ion is telepathic and is not
language-dependent; the victim will
not be able to explain later why he acted
the way he did.

All.... sight (EPH 79) reveals the pres
ence of a latent imjJlanted suggestion,and
l1Im1 alteration ([ PH 78) can be used to
remove it. If the duration of the power
expi res before the suggestion is trig
gere d, it fades away harmlessly.

Th e target makes hi s saving th row
when the power is man ifested, so you
kn ow whether your sugges tion was
placed successfully.

Augment: For every 2 additiona l
power points y Oll spend, this power
can affect an additional ta rget. Each
addit ional target must be with in 15
feet of another target of the pov.'er. All
targets must receive the same tr igger
ing inst ruc tions.

A dnuu bell ts lhre,lteniflgly alld the l igfl!
Mound your foe turns dar'~ 11S yo II cut ),our
Jot' offfrom its extcntied l1lind.

Suppress sch ism int er fere s with powers
and effects from th e telepath y disci
pline. \Vhen you manifest this power,
you make a d ispel check (idzo +
vour man ifester level, maximum +15)
agains t each ongoing telepathy power
in effect on th e target crea tu re . The
DC for this di spel chec k is I I + the
powe r's man ifester level. If you suc
ceed on a part icular check, that power
is di sp el led ; if you fail , th ai pow er
remains in effec t.

In addition, if the target fails a w ill
save, any for m of dua l mi nd effec t
is d isru pted for th e du rario n of th e

SUPPRE SS SCHISM
Psychokinesis
Level: Psion/wi ldcr 5
Display: Auditory and visual
Man ifes t ing Time: 1 standard action
Range : Close (25 ft. +5 ft./ 2Ievels)
Ta rg et: One creatu re
Duration: In stantaneous + t round/

level
Savin g Throw: will part ial; see text
Power Resistance: Yes
Power Points : 9



An y crea rure of l arge or sma lle r
size rhar rr ies to move th rough th e
field is slowed to half its no rm al speed.
The field ca n not reduce the sp eed of
a crea tu re of Huge or larger size, bu t
the buffer st ill pro vides cover from
suc h creatu res .

Augment: You ca n augme nt this
power in one or both of the fo llow
in g ways.

1. For every 4 additional power points
you spen d, you inc rease th e size of
creat ure that ca n be affected bv this
powe r by one size category. .

2. If you spe nd 4 additional power
points, you can push an opponent back.
Each rou nd, as a standar d action, you
can choose one creatu re with in the
field to he subjec t to a hull ru sh with a
Streng t h check resu lt of 30.

I f th e cr eat ure succeeds on it s
op posed chec k, it remains wh ere it
is, bur since it is st ill w ith in th e field ,
it can not rnove closer wit hout strain
ing (see abo ve). If the c reature fail s
its opposed chec k, it is pushe d bac k
5 feet + an add itiona l 5 Feet for eac h
5 points by wh ich the po wer's check
result is greater than th e defe nder's
check result.

TEMPORAL
REITERATION

Psychopor tation
Level : Nomad 5
Display : Visual
.Ma n ifest ing Ti m e: 1 swi ft act ion
Ra n ge : Personal
Target : You
Du rat ion: Inst antaneous
Power Poi n ts : 9

A fctnpomJ f ire enco mpasses YOLlrbody.
Wit h in itslimc-defyillg .nt1l11l'S, yO Il gaill
11 moment of stas is.

Th e past round does not counr as time
spent fro m the du rat ion of ongoing
effects on you such as rage, spe ll
du ra t ion , an d poison. Mnn ifest tng
t his power effectively increases their
durat ion for you by 1 roun d.

Augmen t: For every 4 add itiona l
pow er poi nts you spend, y Oll can share
the power 's effec t with on e addit ion al
person who is wit hin 30 feet ofyou at
th e ti me you manifest [he power.

TOUCH OF HEALTH
Psvchornetabolism (Heal ing)
Level : li fe 1
Display: Audi tor y and material
Mnn tfesrin g Ttme: 1 standard action

Ran ge: Touch
Target : On e crea tu re
D uration: I nstan tan eo us
Sav ing Th r ow: Will negates (harm

less) or w ill half
Power Res ist an ce : Yes
Power Poin t s: I

A delicate clJiJJJL' n'50 IHli'ls 115 y01l 1' touch
IH'11 15rt (rel1lurc's minor H!olllhis.

\V ith 3 touch , yOlI chan nel pos iti ve
energy to cure 2 po ints of da mage to
a target cre at ure. If use d agai ns t an
undead creature, touch ofhcnlth in stead
deals 2 point s of dam age. An un dead
creat ure can att empt a \'Vill save for
half damage.

Au g m en t : For every addi tional
power point you spe nd, you ca n cure 2
addit ional points of damage to a target
creature, or deal 2 addi tion al points of
damage to und ead.

URBAN STRIDER
Psychomerabolism
Le vel: Psion jwil der 1, psych ic war-

r ior 1
Displ ay: Visual
M antfest tn g Time: 1 standard action
Range: Personal
Target : Yoll
Duration : I rnin.jlevel
Power Poi n ts : 1

YIHn IfgSI1pl't~l1r to Icngthell alld ftl /ie 0 11

more graceful /illes,pmll1 isiJrggrell/n fm h
Cif spced llna ag ility.

You en ha nc e vour ab il ity to mo ve
rapid ly throug h ci ty srree rs a nd
across roo ftops. You gain a +5 co m
pet ence bonus on all Bala nce and
Jum p ch ecks. You do n ot need to
make Balance checks wh en run n ing
or ch arg ing across a slo pe d surface .
Yo u au tom atic ally succeed on all
Ju mp chec ks to c lear a horizonta l
distance of 5 feet or le ss, and you
ca n m ake standing long jum ps ~ nd
h igh jumps as if t hey were ru n ni ng
lon g jum ps end h igh ju mp s. You
ca n move or your full normal speed
through c rowds.

Au gm ent: If you spend 8 addi tional
power points, you can walk norma lly
on nny city surface as if it were level
grou nd. This inc ludes perfectl y ver
tical walls, g lass windows, and even
clotheslines. Your spee d rema ins un 
cha nge d, even when wal king straight
up a wall.

URGE EXTERMINATION
Telepath y (Com pu ls ion) [M ind-

Affe ct ing]
Leve l: Psion/ wilder 9
Display: Auditory
Mani fes t ing Tim e: 1 standard action
Ran ge: Close (25 ft. +5 ft./2 levels)
Target: O ne living creature with 90

or fewer hp
Duration: In stan taneous
Saving Throw: No ne
Power Resistance : Yes
Power Points : t 7

ASi/lg/C indeci}lhembJesyllableeruptsfroll!
tile lipsofyour oppO l1 e/lt l1S it colla pscs lifeM

less tp tileground.

You issue a psychic com mand that
instantly kills one creat ure of 'lour
choice by shut ting dow n its ~i nd .
Creatu res with more than 90 hi t points
are unaffected by tlrge e.\'ft!rminat ioll.

Augment: For every addit ion al
pO\ver point yOll spend, yOll ca n affec t
a crea tu re with 10more h it point s. For
examp le, if you spend 20 add itional
power points when manife sting Hrgc
extennillatio ll, yOll can affe ct one livin g
crea tu re with 110 or fewer h it poi nts.

ZONE OF ALERTNESS
Telepat hy (Comp ulsion) [Mi nd-

Affecting]
Level: lurk 2, psionj wilder 2
Display: Ment al
M anifesting Time: 1 standard action
Ra nge : 10 ft.
Ta rgets : You and all all ies with in

10 ft .
Duration: 1 min./ level
SavingThrow:~lill negates (har mless)
Powe r Resistance: Yes (harm less)
Power Points : 3

1\ call f(lr Imi.~Cl1 t io /'1 extends from y OIl

acrosstIle ment.1l plane,offe ring YOlir allies
tile llC llCfits Ofll lil1 hecl co m c1OIlSll CSS.

If you or anyally within to feet of you is
aware of a part icu lar danger, you all are.
1f one person inclu ded in th is power
is not flat-footed, none of you are. You
and th e allies you select gain a bonu s
on Spot and li sten ch ecks equal to the
number of lin ked all ies in range.

As long as your allie s stay withi n 10
fee r of your position, th ey co nrinue
to gain the benefits of [his pQ\.ver. As
soon as they move more than 10 feet
3\ v·ayfrom you, the effect ends for them
and em be regained only if th e powe r
is manifested on them again .



Cost
1,620 gp
1,620 gp
1,620 gp
1,620 gp
1,620 gp
1.620 gp
1,620 gp
1.620 gp
1,620 gp
1.620 gp
4,050 gp
4,050 gp

Cost
2,000 gp
6.300 gp

11.000 gp
47.530 gp

Cost
1,400 gp
5,400 gp
6,000 gp

10.000 gp
15,750 gp
15,750 gp
23,700 gp
25.000 gp

As W 'h' of Ir ulh (P I! 303), excep t as
noted here.

YOII (m1ft'llI l arC,1i"J"sd withasoft.goltit·11
light II I which Dilly trllth call (1(' spokcn.

Man i fesring Time: 1standard action
Range : Close (25 fl. + 5 ft./ 2 level s)
Area: 20-ft.-radius emanat ion
Duration: t mi n.flevel
Savi n g Th row: \XliII negates
Power Resist an ce : Yes
Power Poi n ts: 3

Psionic Bands
Bands of extended range
Bands of the blazing arc
Bands of mindfire
Bonds of ethereal abduction

Other Universal Items
Crystalline spiderbead
Saddle ofthe inspired mount
Sandalsofspringing
Crys tal anchor ofalertness
Quj~er ofenergy
Quiver ofetherealness
Shroudofoblivion
Elemental effigy

Stacked Psionatrixes
Psionatrix ofaircontrol
Psionatrix ofanimal affinity
Psionatrix ofthe chameleon
Psionatrix ofclairvoyont sense
PsiO'latrix ofdamage repair
Psioru nrix of dimension swap
Psionatrix of levitation
Psicr unrix of psychic sensitivity
Psionatrixofstunning energy
Psicnatrix of thought reading
Psionatrix of concealing amorpha
Psicnotrix offalse sensory input

manifested ). On the following ro und, if the characte r succeeds
on a secon d Psicraft check (DC 15 + the power's level), he can
ma nifest the power as if it were a known power, applying aug 
me ntat ion , me ta psionic feats, and the cha racter's manifesrer
level and abi lity scores for the purp oses of determining the
power 's effect and DC. Knowledgeof the power fades when used,
o r after 1 round if not used .

Us ing a powe r sto ne in this way expe nds the power within
th e stone.

WEAPONS
Th e followi ng psionic weapons are types that are foun d
th roughout the planes.

Cost
75,900 gp
80,43 8 gp

Cos t
3.000 gp

10.000 gp
10.000 gp
10.800 gp
48.00 0 gp
48.000 gp

Cost
12,300 gp
14.800 gp
30,705 gp
40.000 gp
50.308 gp
52,500 gp
98, 315 gp

Cost
5,400 gp

10,800 gp
16.200 gp
23,760 gp

120,00 0 gp
120,000 gp

4. For every 2 additional power points
you spend, you can extend the range by
5 feet.

5. For each additional power point
you spe nd , you can increase the bo nus
o n Spar and Listen checks by 1.

~~I~~?<! TRUTH,
Tel ep at hy (C o m pu ls io n) [M i n d

Affect ing]
Level: Justice 2
Display: Visual

Psychoactive Skins
Skin ofectoplasmic armor
Skin ofthe celestial
Skin of'he fiend
Skin ofPoW€(damping
Skin ofcelestialembrace
Skin offiendish embrace

Psicrowns
Stygian diabolist
Gossamerassailant

Cryst al Masks
Crystalmask ofterror
Crystal mask ofvisual insight
Crystal mask of otherworldly gaze
Crystal mask of psychometry
Crystal mask ofdeluded perception
Crystal mask ofentrenched psyche

Augmen t : You ca n augme nt th is
power in o ne or more of th e follow
ing ways.

1. If you spend 4 additional power
points, you can increase the du ration
of this power to 10 minu tes pe r level.

2. If you spend 6 add itional power
poi nts , you can specify that no one in
the range of this power is conside red
flanked unless you all are.

3. I f you spe nd 6 addi ricna l power
points, you can man ifest th is power as
3 swift action.

MANIFESTING POWERS FROM POWER STONES
Expande.d Psionics Handbook discusses how a psion ic characte r
migh t attempt to manifest a power from a so urce other than
his own knowl edge, includi ng temporarily learn ing a power
from a power stone (EPH 64) . The updated rules below replace
those rules .

To mani fes t a powe r learned from a power stone. a ps ionic
character must spend a full round in physica l and mental con
tact with the stone, which provokes attacks of oppo rtunity and
requires a Psicraft check (DC 15 + the level of the power to be

\,\:hileapsionic character relieson her powersre achieveher ends ,
she also relieson special items suffused with psion ic power.This
section details many new psionic items avai lable for-characters
to use and enhance their effectiveness on adventu res.

TA BLE 4-1: NEW PSIONIC hEM S

Weapons
f orth hamme r
Lifequencher
Chain ofconvolution
Ethereal reover
Quietus stiletto
Sou, in iron
Ffayer



A chain of COII,,'(o lra irm grants if! uliddt:r
limi/ed td ek,,,!'/; t" prr1l't'l"

Descri p tion : An eHIt'Yt'tll rCl1 th'r is a +2 lcugsword . Irs
blade appea rs ro be co ns tr uc ted of a ghostly, et hereal sub
sta nc e, t hough it is as hard as stee l. The pommel and hil t
are cons t ru cted of adamant in e and wo rked t hrough w ith

inla id pla ti num .
An clherl'L1 1reuvc r emits a low hu m when drawn. Its

blade leaves a trail of wispy smoke in the wake of its
swing. When acrivated , the bla de emanates a d im
silvery g low as it pu lses to Iife.

Act iva t io n : As a sta ndard action, upon co m,
maud, ,111 d ilt' relll n't!Vrr is she athed in a di m silver

glow that illuminates a S-foor-rad ius area. An
l'l iJe l"cr11rrru'rrcan be deactivated by ano ther

co mmand, also as a sta nda rd act ion.
Effec t : \X/hen activated, an et!J rn'lll

ITI1l'LT allows yOll to see OntO the E the
real Plane, as th ough under t h e effec t

of t he power PS iOll lCsec invisihifity (p age
98 ). You ca n attack any creatu re that ex
ist s on th e Ethereal Plan e as rhough it
were on th e Materia l Plane. Likewi se,

if you are on th e Ethereal Plane, vc u can
arra~k any creatu re tha t exists on the Ma re
ri al Plane within the area vou th reaten, as

though it were on the Eth ereal Plane wi th you.
While t he blade of th is weapon ex ists on both planes, the

pommel and hilt exi st only on the plane where rou currently
reside . So, while YO LI can be di sar me d by an opponen t on
a plane opposite your ow n, the foe could no t pick up th e
l't!It'J"{'ll l 'Ylltla.

Aura/M a nt fcs rc r Level: Mod erat e psyc hopor ratl on .
Mi 7th.

Con s t r u ct ion: Cra ft Psionic Arms and Armor, p5io/lic SCt'

illtli5ilHlilr, 20,000 gp, 1,600 X P, 20 days.
Weig ht : 4 110.
Pri ce : 40,000 gp_

Flayer
This heavy flail po ssesses a sha ft of ada mant in e, to which
fou r greeni sh -mau ve chains are attac hed. T he tentacl e

like chains ca n remove the brains of
unlucky foes.

Descrip tion: A fJaycr is a +2 It (~.w}'

)ll1il with some visual embellishme nts.
The wicked-look ing weapon ap pe ar s to

be a heavy flail who se ch ains are designed
so t h at each re sembles art icul ated mind

flayer tentacles. The cha ins somet imes seem
to writ he and move of their own volit ion.

Ac t ivation: Using th is we<l p on is as simple
as wie ldi ng it. To act ivate the 'weapon's

special e ffe ct, you m ust roll a n atu ral
20 on an at rnck ro ll , foll owed by a sue
ces sfu l roll to co n fir m rhe cri tical hi t.
T he special effect of [h e \ve<l pon is ef
fecuvc only agains t liv ing creatures t hat

possess a bra in.
Hlithids, half-il lttlud s (see Fi,,,d Folio

page90),and those with the Illit h id Heritage
fear (page (2) are automatically proficient
wi th a jlll)'t'T.

Effect: If th e speci al ef fect is ac rivat
ed. the four chai ns of th e flail str ike like coord inated asps ,

A n ctbereai rt'{r.:er exi sts
OI l botb tbe J.Jau,-i,,! (Iud tbe

E:bt'''~II! 'P:,WfJ Jim uJ! il neGwl;'

Chain of Convolution
This powerfu l spiked chain can be used ro tr ip or di sarm an
opponent fro m a distance.

Description: A elwin of(Olll/olulion is a +2 sp i1~cd dmm. It
is a cr ystalli ne spiked chain th at is as hard as
steel and pu lses with a red glow from
w ithin. \'(' hen th e weapon 's tele
kinetic abil ity is act ivat ed wh ile
attacking, th e red glow appears to
leap :JW 3Y in arcs and rays as the
weapon is whipped about.

Activation : A elwin of ((ljJllolutiO/l
always benefits from its base qualities.
A standard actio n and a ment al com
mand is requi red to act ivate the chain's
teleki netic abili ty, whic h G Ill be activate d
twice per day.

Effect : \'Vhe n acti vate d , a c!JIl in ofcollvolutioll
grants you the benefi t of td l'bnl'fic IIICl1H'lll'e r (EPH
135). H owever} you can pe rform on ly the bull
rush , di sarm, and trip ma neuvers w ith
rhe weapon.

Au ra/Manifester Level : Moderate
psychokinesis. Ml, t n h.

Con s t ru ct ion : Craft Psionic Arms re nd Armor, !dd~ illftf(

I1hHJeUl'l~ li 15,350 gp, 1,216 X P, 40 days.
Weight: 10 lb.
Price: 30,705 gpo

Earth Hammer
Th is \",eapon can create a powerfu l psyc ho kinetic shock wave
that tra vels along the ground.

Description: An l'arlJl/ l~l/1 J /Il l' r is ,1 +11Jlll/ltler illg wild /all l

mer. It app ears as an int ricate wnrh ammcr wuh a large green
crvsralembedded on each side of the hammer's head. Circular
lines etched in to the stee l ex tend ou t from th e cr ystals, as
th ough de pic ti ng r ipp les in water. W hen the we3pon is
activated , the green crystals create an arc of psychoki ne tic
energy that me ets over the head of th e hammer, crackling
and sp itting.

Activa tion: w hen you w ield an t'l1r lh J1L1l1l11lt'T, you can
activate rhe stomp power (EPH l33) by'strik ing the eart h with
th e wea pon as a standard ac tion .

Effec t : This +1 Ilnmda illg H'ltrhllt/1lI11T produces th e
effec t of the st011l1'power as augmen ted by a Srh-level
man ifesrer. Any creature stand ing on th e ground
in D 20-foo t cone-shap ed spread mu st succeed
on a DC 11Reflexsave or be kn ocked pro n£'
and rake Sd4 points of nonlethal damage.

Aura/Manifester Level : Fain t psycho
kinesis. ML 51h.

Con stru ct ion : Craft Pslon ic l\ rms and
Armor, stomp, 6,150 gp , 492 XP, 7 days.

Weight: 5 lb.
Pr ice: 12,300 gpo

Et herea l Reaver
This ghostly longsword ex ists on
borb the Mater-in ] Plane and rhe
Et hereal Plan e simu ltan eously,
g ran ti ng its w ielder th e ability [0

see into one plane from the o th er
and attack creatures on eithe r plane equally.



PSICROWNS
A psicrown is a psionic headband that allows the wearer [ D

acce ss stored psionic powers accord ing to hi s or her ow n
psionic ability. Un like othe r sorts of psion ic items, (he wearer
Gin lise his or her ow n marnfester level ifit's h igher than the
mant fesrer lev el of the pslcrow n. For de tai ls on pstcrowns,
see page 169 of £',(pt1 llara Psi(ltl icsHl1lldhoD'~ .

firm a cri tica l hi t to determi ne if (he weapon's dest ructi ve
power activates.

Au ra /Ma ntfes ter Level: Strong psychomet abo lis m.
ML 13, h .

Const r uct ion: Craft Psio nic Arm s and Ar mor, stygian
d im lptiolJ, 25,308 gp, 2,OL2 X I', 51 days.

Weigh t: 2 lb.
Price: 50,308 gpo

Gossamer Assailant
A gOS5ClI/lt'Y liS5l1i1 fT llt psicrown a[lows th e wearer to trap, slow,
or tr ip opponents.

Description: This psicrown is con structed from small jade
crys ta ls an d ectoplasm, giv ing it an alm osr et hereal look. 11
appears as an intricately woven band tha i fits co m forta bly
over [he te mples. The strands of ec to plas m g lis tc n in t he
lighr, g iv in g the psicrow n a pea rlesceru appearance. The
crystals rlia t decorate rhc psicrown are clus tered in fro m ,
vaguely remin iscent of the eyes on a large hu nting spide r.

Activat ion: You can ac tivare [he psicrown as a standa rd
action and use anyone of (he psion ic powers listed below.
Using a d iffere nt p ower, or th e same one in suc ces sion ,
requires ano ther standard action .

Saul in Iran
T his greatsword has psioni c qua lities as well as <1 per ma ne nt
conduit to the Positive Energy Plane.chan neling [he energy
int o a br ight. su nlike au ra (hat damages u ndea d creatu res.

Description:A sOHI in rro» is a +2collisiou lmtifCl d baJJ egrCi1 f
suord.Th e weap Dnglows \v ith a white, sunlike radia nce. To
a living cre ature, rhts aura of energy has a warm,com for ting
feeling. Undea d creatures arc uncomfort able even lookin g
at the ene rgy.

Activation: The base weapon qualities (collision and und ead
ban e) are always. act ive. As a standard actio n, up on command,
you can shea the the weapon in a brill ian t white rad iance that
illuminates a 30-foot-rad ius area. This glow can be deact ivated
by ano ther co m ma nd, also as a S1 ~mlard action.

As a sta ndard action, Y DU ca n call on th e effec ts of the
stygiall t' mS lln' Power (page 10 1) once per day, removing up
ro four negative levels you possess.

Effec t : \X"hen rhe we"pon stri kes any creat ure, its colli 
sion special ability (EPH 165) deals an addir ton al j po int s of
damage to the target. The grenrsword's undead ban e qualtty
g ram s it a toral en hance me nt bonus of +4 agains t undead.
and the weapon deals an nddit ional zds points of dam age
to u nd ead foes. W he n comm anded , bri llia n t whi te li gh t
illum inates a j n-foor rad ius. \X1hen comma nded , you ga in
the benefit of stygia l1 cmsurc and remove up to fou r negative
levels you possess (if any) once per day.

Aura/Man ifesrer Level : Moderate psychornerabolism.
ML 9,h.

Construction : Crafr Psionic Arms and Armor , sl. yg irl l1
t~ I'l15 11rC, 26,250 gp, 2,100 x r,27 days.

Pr ic e: 52,500 gpo

penetrat ing th e skull of rhe target and drawing out rhe brain,
killing the target instan tly.

Au ra/ M a n ifestcr Level: Stro ng psychomerabo lis m.
:-'IL 18t h .

Co n s t r u ct ion : Cra ft Psionic A rm s and Armor, creator
must be an illtrhid, holf -t llithtd,or someone with the III irhid
Heri tage feat, 49,158 gp, 3,933 XP, 50 days.

Weight: 4 lb.
Pr ice : 98,315 gpo

Lifequencher
This bastard sword has psionic qual ities as wel l as a penna ncIlI
co nduit 10 the Nega tive Energy Plane .

Descr ip tion: A Jifl'qllCll chcr is a +1sUlldc ri "g bastard sH'ord.
Its blade is blacke ned, and light withi n 1 foot of it see ms [Q

sw irl along its surface and disappear.
Ac tivation : The base quality of t he weapon is always

active. As a sw ift action, you can imbue [he blade w ith the
effect of the slygiiT ll weapon power (page 102) th ree t imes
per day.

Effec t : You ca n atta ck a foe's wea po n as if you possessed
the Improved Su nder feat. \X' hen stygil1l l \l!CCl POIl is act ivated
in co nju nc tion w ith a success fu l stri ke , the foe gains Id4
nega t ive lev el s for I rou nd in addiricn to tak in g damage
norma lly. If rhe foe has ut leasr as many negat ive levels as
ir has Hit Dice, i t is st un ne d for 1 round inst ead . O n the
fo llow ing ro u nd, th e subjec t regai ns lo st levels. Usuall y,
nega tive level s have a chance of per man ently d ra in ing the
vie t im's level s (o r killi ng creatu res wit h H Ir Dice equ al to
o r less than (he number ofnegat ive level s gained), b UI [he
negat ive level s from st)'gialJ weapon don 't last long enough
to do so .

Au ra/Mantfesrer Level: M oderat e psychome tabolism.
M L 9Ih.

Cons t r uct ion : Craft Psionic A rms and Armor, strg-ilHl
ll't' Cl ptllJ , 7,400 gp, 592 X P,S days. . ~

Price : 14,800 gpo

Quietus Stiletto
T his w icked-look ing kuk ri is used to send the un dead (Q

their fina l rest, d isrupting th e flow of negative ene rg y that
keeps th em going.

Description:A tjuicJ usstilettois a +1 '~ l't'l l Iw b"i with a blade
co ns truc ted ent ire ly ofjade. The ivor y hand le is in laid w ith
golden runes in th e [crgotren language of 'Tn laire. In rhat lost
tong ue , th e runes spe ll our "quietus s rtlet to ," hintin g ,I( [his
sac red blade 's purpose.

\X1hen drawn, the blade of th is kuk rt sh im mers sltgbrly.
BlU when one or more undead are w ithin 60 fee t, a pale,
b lue-g reen light dances along its razo r edge, an d th e blade
em its a th reatening hum that gro ws loude r as (be undead
move closer ro you.

Ac ti va t ion: The ligh t and h um of the weapon ate always
act ive. An experienced \...·ielder can gauge the proxi m ity of
undead by the volume of the blade's dron e.

Effec t: When a quirtlf5 stilettoscores a critical h it on undead
creat ures, it can sever th eir con nec t ion to the Ne gative
Energy Plane . curting th em off from th at source of powe r
and instan tly destroying them . Intell igen t undead receive
a DC 20 wut save to resist the effec t, but a quietus sfilelfo
automa tic ally severs the link of mindless un dead, suc h as
skele tons and zombies. This weapon does nor deal ex tra
dama ge to undead on a cr itical hit , but you sti ll roll to con-



./1 I/J'l.ilw d iabolist p,in'o1IiJ1 grim !J

i t r 11't' (ln: ,. st:,;el"fll S'.l·,,i.llI (Jbifi:ir:s

resizes to fit any size he ad . Nonpsioni c creatu res can wear
The mask, bUI it has no effect on them. 1['S im possible to place
th e mask on :1 resisting cre atu re.

Effect: Ifthe wearer ma kes a DC J5 \X'illsav ing th row,
the mask deals Id 6 poi nts of damage as it rries ro adhere ro
his face and fails, fa lling away.

If the wearer fails the save, the c rys li, l ltl l1 s l~ of r llln'lId/eli
psyclwaffects him as the psychiccOlltaill1 llL' llt powe r (page 96).
The victim is immed iately cut off from his psion ic abi lities .
inc luding ps i-like abilities and man ifested powers , as well as
any racial ex traordi nary and sup erna tural ab ili ties that are
psio nic in nature.The viet i III also rakes ld Gpoi nts of da mage
<I S the m ask begins to graft ro his face.

If th e weare r donned the mask accidentally (as oppos ed
[ 0 having it fo rced on him), he ca n attempt another saving
throw 1 rou nd later. If th is seco nd save succeeds , th e mask
falls away,burirs residual effect conti nues to block his psionic
abilities for 5 more roun ds. I f th e second save fail s, he rakes
an addi tio na l Id6 poi nrs of damage as rhe mask set tles pe r
manen tly inro place.

O nce the mask is in place , the wea re r ca n rem ove i t by
dealing enough damage to t he m ask

ro des t roy it. Unfortunate ly, t he
wea rer takes as much da m

age as the mas k does an d
d~esn' t ben efi t from t he
mask's hard ness. The mask
has hard ness 10 and 50
h it point s. A lternatively,

the mask ca n be rem oved
w ith po we rs su ch as psyc hic

dr ir l/rgery (EPH 126) and be nd
l', alil ,,(EPH 80),

Aura/ M an t fes tc r l evel: S trong
telepathy. ML tSrh.

Co n s t r u c t ion : Crnfr Un ive rsa l It em ,
psychic cO'llllillll1e,,1, 60, 0 0 0 gp, 4 ,8 0 0 X P,
60 days.

We ig h t: 1/ 2 lb,
Pr ice: 120,000 gp.

Cryst al Ma sk of Delud ed Percept ion
T h is crys tal mask traps u creatu re in a world of it s own
imagi n ing.

Descri p t ion : When in itially donned , the mask gi ves offa
sharp cra ck ofenergy accompanied by the stink of burning
flesh as rhe mask atte mpts LO grafr itself to th e wearer.

Activat io n : As a standard action, the mask can be applied
to a he lpless psionic humanoid (or a creature wit h a human 
o id like head, such as an Illirhid). The mask aurorna tical lv
res izes to fi l ,my size he ad. No npston ic creat ures ca n wea r
th e mask, bu r it has no effec t a ll [hem . It 's impossible to place
th e mask on a resist ing creatu re.

Effec t : l f th e wearer makes a DC 15 \Xlill saving th row,
the mask deals tds points of dam age as it tries to ad he re ro
her face and fails, falling away,

If [he wea rer fails [he save, the crrs' 11 111l11s1~ ofdcJl/(ld JllT
(CpJiOI1affects her as ccrdnal J.' /Il1 nt'lSt11 (page 80). The victim
begins to see horrors dredged lip from her own subconscious.
She also takes lJ 6 points of dama ge as th e- mask begin s IO

graft to her t~1 CC .

If the wear er don ned t he mask acctde rucllv (as opp osed
to having it forced on her), she can atte mpt another saving

Effect:This psicrown has 550 powe r points and allows the
use of rho follow ing powers.

catapsi (El'H 82)
cdop/amli( ((l[001l (£ PII 97)
ectoplasmicSU'11nJ! (page 84)
Cl l10l1glillg cclop/oml ([ PH 104)
Au ra/Ma nifes rer l evel: Mo derate met ncrentiv iry. J...1L

i i rh .
Construction: Craft Pslcr own , (11 IiTl'si, t'ctop/aSII1IC cocoon,

cctopJamlic jWltrlll , CIIIltllgli ll ,g l'ch1plI1SI1l, 40,219 gp, 3,:218 XP,
81 days,

Weigh t : 1/ 2 lb,
Price : 80,438 gp,

ty gian Diabolist
The stygiall ditlho/ist psicrown taps in to the Negative Energy
Plan e. sapping th e streng th and life force fro m th e wearer's
ene mies.

Desc ription: Thi s psicrown is ca rved from obsid ian
and bears a single large ru by, mou nted in fr on t. \v'hen
used , the ge m pu lses wi th blood -re d energy and the
w ielder 's fea tures become mome n ta r- i ly d raw n
an d emaciated ,

Ac tivation : You can ac
ti vate the psicrow n as a
s ta ndard ac tion and use
a ny one of th e psion ic
powers listed be low. Us
ing a d iffe rent power, o r
the same one in su cces
sion, requi res ano th er
standard action.

Effect : This psicrown
has 550 power po int s and
allows rhe use of th e foll ow
ing powers.

slygitl/l holt (page 99)
st)'gil1l l cJoltT illioti (page 101)
sl)'giall 'u )' (page 101)
Aura/Manifester l evel: Moderate psvchometabolism.

.\IL i uh.
Cons tr uct ion: Craft Psicrow n, 51)'g illIl hlllt, stygillll dO/1l in

ion. slygiall my, 37.950 gp , 3,036 XP! 56 days.
Weight: 1/2 lb.
Price : 75,900 gp,

Crystal Mask of Entrenched Psy che
Th is crystal mask prevents :l psion ic creat ure from usin g its
psion ic or psi-like abil ities.

Desc r ip ti on: When in itially donned, the mask gives oHa
sharp crack of energy accompanie d by the st ink of burn ing
flesh as the mask attempt s to graft ttselrto the wearer.

Act iva t ion : As a standard action, [he mask can be app lred
to a he lpless psionic hum ano id (or a crea ture w ith a human
oid like head, such as <I n Il lnludl .The mask auto manca llv

CRYSTA LMASKS
A crystal mask is a psionically charged EKe mask of clear
crystal that grams irs wearer a particular ability.The exampl es
desc r ibed below ap pear muc h th e S3 111 e as an y crys ta l
mask-tran sparen t and blurring the weare r 's featu res. A
crys tal mask is a type or universal item . For detai ls on crys tal
masks, see page 173 of £.\J'IHl tieti PSIOllics 1-lilIlal1llo/;.



throw 1 ro und later. If this second save succeeds, the ma sk
fall s away, but sh e is dazed for 1 rou nd. I f the secon d save
fail s, she' takes an addit ion al id s points of dam age as the
mask se ttles per manemly into place.

O nce th e mask is in place, the vic ti m's senses are overlaid
with hor rible images that daze her, though she contin ues to

scream, cry, and fro th un til exh aust ion forces unconscious
ness. \'{!hen the wearer wake s the nex t morni ng , it is only to
ano t he r day of dre adfulness .

The wearer can remove the mask by dealing it en oug h
dam age to destroy it. Unfor tuna te ly, she takes as much
damage as the mask does and doesn't be nefit from the
mask's hardness . The mask has ha rdness 10 an d 50 h it
po ints. Alre rna nvely, the ma sk ca n be rem oved wit h
power s such as psychic cJl irurgery (EPH 126) an d bella t"rlTli ty
(EPH 80).

Aura/Mani fester Level: Strong telepathy. ML 15th .
Co nstru ct ion: Cra ft Universal Item , cerdJl"ill phantasm,

60,000 gp, 4,800 XP, 60 days.
Weight: 1/ 2 lb.
Price : 120,000 gp o

Crusta I Mask of Otherworldly Gaze
This crystal mask <'I U OWS you to view oth er location s on the
Materia l Plane as if yOll were on the Etherea l Plane.

Descr ipt ion: Wh en rhe mask is donned and activated, a
wavy,silvery sphere rises from the center of the fore head on
the m ask , tben quickly disap pears onto t he Et hereal Plan e.

Act ivat io n: You can activate the worn mas k once per day
as a stan dard action.

Effect: \Vhen a crystill mas'?ofothenl'orldlygazeis activated.
it c rea tes a sens or that duplicates the effect' of t he elhcrC(l l
agenfpower (page 88). YO LI mus t concentrate on the sensor to
maint ain it. Ifconcentration lapses, the sensor stands inert;
it fades aft er 5 ro unds u nless you renew your concentration.
You can maintain your concentratio n up to a maxi mum of
90 minutes before the effect ends.

Aura/ Mantfester Level: Modera te clai tsenrie nce . t....Il,
s th.

Con st r uct ion : Craft Unive rsal Item , etherea l. agent, 8,100
gp, 648 XP. 9 days .

Weig h t: 1/ 2 lb.
Price: 16,200 gpo

Cr ystal Mask of Psychometry
This cr ystal mask a11O\\'s you to view the recen t pasr of th e
spo t upon which you stand.

Descript io n : \Vhe n the mask is activated, the eyes of th e
m ask g laze over ...virh an inky black fi lm. obscuring your
pre sent sigh t so tha t yOlI can bet ter-view the past.

Act ivat ion : You can activat e the wor n mask once pe r day
as a standa rd action,

E ffect: \Xlhen a ( r }' 5 f il l I11I1S I~ of!lsydlOmefry is ac nvared ,
you ca n see images of events that occu r red within the local
area in the recent past, as th e psydlometrypo\-ver (p age 96)
ma ni fested bv an 1t t h-level munifesrer.

Aura/ Man ifesrer Level : Moderate clairsenrien ce. Ml.
t irh .

Con st r u ct ion: Craft Universal Item, psyrllOmetrYI 11,880
gp, 950 XP. 12 days .

Weigh t : 1/2 Ib.
Price: 23.760 gpo

Cr ysta l Mask of Terror
This crystal mask projects an aura offear that affects everyone
but the wearer.

Descr ipt ion : \'(Then a crysta l Hlasf;: of ter ror that you wear
is activated, your feature s seem to rnelr and distort in to an
awful, horrifying mess of fl esh. wor m s, mouth s, and other
fr ightening elements.

Act ivat ion : You can act ivate the worn mask once per day
as a standard acti on.

Effec t: \'(Then a crystal1t1i1sh of terror is activated, one target
within 100 feet , who is chosen by you and to which you h ave
line of sight, is affec ted as if bv the cerehra l plla lltnSl'n power
(page 80). If the target fails a DC 15 Will saving throw, she
sees the horror lurking in her subconscious on the face of the
mask, takes 3d6 points ofno nle thal damage , and is daze d for
ld+ rounds, though she continues to scream, cry. and froth
during that time. Ifthe target makes her \X!ill save, she takes
no damage and is not dazed.

Au r a/Manifester Level : Strong telepath y. },IL 16t h.
Const r u c t ion: Craft Universal It em , rercbml plw l'ltasm,

2,700 gp, 216 XP, 3 days.
Weight: 1/ 2 lb.
Price : 5,400 gp o

Cr ystal Mask of Visua l Insight
This cry stal mask allows you to bri efly ignore the conceal
men t of any nea rby creature.

Des cription: \XThen the mask is donned and activated: the
eyes of thi s mask lighr lip, glowi ng with a blue radiance.

Act ivation: You can activate the worn mas k three time s
per day as <1 swift act ion.

Effect: \XThe n acrystl1 1lllash ofvlswll imight tha r yOll wear is
activated,you can ignore the effec ts of concealment (but nor
illuisibil ity)enjoyed by any creature wi th in 30 feet for 1 round.
Regardless of what effe ct is crea ting concealment-such as
fog, shadow, or absolute da rkness-you can see through it
to any targe ts in range for a brief moment.

Au ra/ M an ifes ter Level : Stro ng clairsentience . M l, i grh.
Co n st r u ct ion : Craft Universal Item, mOlll entof insight,

5,400 gp, 432 XP, 6 dol'S.
Weight : 1/ 2 lb.
Pr ic e : 10,800 gpo

PSYCHOACTIVE SKINS
A psychoactive skin is a psion ically cbarged mass ofectoplasm
tha t grows to cover irs wearer 's body, forming a second skin
that grams a speci fic psionic ability . A psyc hoactive skin is
a type of u niversal item. For details on psycho active ski ns)
see page 175 of Expalltlrd Psiollics HiHhibooJ;,.

Skin of the Celestial
A $/;:il'l of fhecelestialallows yOll to take on the celestial temp late
for a short per iod of rlme.

Descrip tion:At first sight, thi s skin appears to be a whi te
glob of'ectoplasm approximately 6 inch es in diamet er. W hen
donn ed, it me lds over your skin, becoming a srain less wh ite
epidermis complete with a shimmering golden halo.

Act ivation: As a standard action, you can activate the skin
by projecting a command thought, causing it to spread over
your body. The ski n's effect lasts for 7 rou nds , after which it
automatically remove s itselffrom you arid sh rinks back dow n
to its qu iescent state (a sm all glob of ectoplasm). A skill of the
a ll?sfial ca n be activated once per day.



Effect : The ski n gra nrs you the be nefi t of th e celes tial
template (AL\-' 31). Each ti me the ski n is activated , you gain
the template for 7 rounds.

Aura /Manifest er l evel : Mode rate psychomerabohsm.
},IL10th.

Cons t r uct io n : Craft Universa l Item, pla/lIlr apotheosis,
5,00 0 gp, 400 X P, 10days.

Weight: i ll.
Pr ice: 10,000 gpo

kin of Ce les t ial Embrace
The skin of CCIt:Sti ITll' /Il/Jrtl(t' allows yo u to rake on th e half
celes tial templ ate for a sho rt' period of time.

Des cript ion: At fi rst s ight, t h is skin appen rs to be a
pear lescent glob of ec toplasm approxi mately 6 inc hes in
diamet er. \'{Then donned. it melds ove r your skin, becoming
an i ridescen t wh ite epiderm is com plete w irh a shim mering
golden halo.

Activation: As a standard action , vou can activa re [he skin
by project ing a command thought , causing it [Q spread over
your body. The skin's effect lasts fo r 15 round s, after which
it automatically remove s itself fro m you and sh r in ks back
down to its qu iescent state (3 small g lob ofectoplasm). A ~bl1

of cdestill/l'mbracc can be act ivated once per dar.
Effect :The skin grants you the benefit of the half-celestial

templ ate (.\ .JM 1+1-). Each ti me the skin is activated, you gain
the templa te for 15 rounds.

Au ra/ Man ifester l evel: St rong psvch omeraboli sm.
M L 15th .

Construct ion : Craft Universal ltern, pllll1ar t' lIl hmcl.'. 24,000
gp, 1,920 XP, 48 days.

Wei ght: I lb.
Price: 48.00 0 gp.

Ski n of Ecto pla smi c Armor
A sbll of fcltlplc lS lIJic armorcovers you in a suit of protective
ar mor.

De scription:At firsr sight, this skin :.1 ppears to be a silver
ball ofecropl asm approximately 6 inches in diameter. \'Vhen
do n ned . it app ears as a sui t of silvery, ectoplasmic full plate
armor. The armor feels soft ro the touc h. though it immedi
ately becomes as hard as iron at the exac t spot of contact if
struck with any kind of force.

Activa t ion: As a standard action , you can act ivate the
sk in by projecti ng a command thought, caus ing it to spread
over your bod y.Th e same command th ough t causes the skin
to shri nk back down to its origina l form . The skin can be
activated at will.

Effect: A sb ll o{l'c!l111111 smic .munr g ives you a +8 armor
bon us (wh ich does not stack with ;1r 111or bon uses prov ided
by other ar mo r, pO"':l'rs, spe ll s, o r effects). Th e sk in is
som ewhat bul ky end pe nulizcs yOll w ith a +2 maximum
Dexter iry bonus, an armor check pe na lty of -6, and a 25 ~'<~

arcane spe ll failure chance. The skin does not pe nalize your
speed. Successfu lly dispel!ing th is psvc hoacnve skin causes
it to shrink back to its o rig inal for m and rem ain in ert for
ld4 rounds.

Au rn / Man ifesrer Level : Mode rate me tac rea rivit v.
ML 9th. .

Construc t io n : Craft U niversa l Itcm , 1,500 gpo 120 XP,
15 days.

Wei ght: 1 lb.
Price : 3.000 gpo

Skin of t he Fien d
A ~ki lT ofthefielldallows you to take on the fiend ish template
for a short period of tim e.

Descrip tion : At fir st sig ht, th is sk in appears to be a
red glob of ec toplasm approximately 6 inches in diameter.
\X'hen donn ed, it meld s over your skin, becom ing a dee p red
epid erm is complete with riny horns on the forehead,

Act iva tion : As a stand ard action, von can act ivate the skin
by pr ojecting a command though t, causing it to spread over
vour bodv Th e skin's effect lasts fo r 7 rounds, after wh ich it
automat ically removes Itself from you and shrinks back down
to its qu iesccn t stare (a srnnIIg lob of ectoplasm). A sI~ i ll of tI le
fictl d can be activated once per day.

Effec t : The skin grants you the ben efit of the fiendish
template (.\-JM 107). Each time the skin is activa ted. you gain
t he templa te far 7 rounds.

Au ra/Ma n tfes tc r Level: Moderate psychom et abolism.
},IL inrh.

Const r u c t ion: Craft U n iversal Ite m. pll1llarapotheosis.
5,000 gp, 400 XP, 5 days.

Weight: I lb.
Pr ic e : 10,000 gpo

Sk in of Fiendish Embrace
A -,killof fil' l liil ~ 1J r1llimur allows vou ro take on the half-fiend
template for a sho rt period of ti;ne.

Descripti on: At first sight. this skin appears to be a dull
reddish-brown glob of ectoplasm approximately 6 in ches in
diameter . \Xl hen do nn ed, it melds over you r skin, becoming
a glis tening, blood-red epide rm is complete. with h orn s on
the fore head th at are the color ofbloodied bones.

Act ivat io n: AS'1 s ta ndard ac tion, yo tl can act ivate t he
skin by projec tin g J com mand rho ug h r. causi ng it to
spread over your body, The skin 's effect lasts for 15 rounds,
afte r which it aurom an cellv re moves itsel f fr om you a nd
sh r in ks back down to its quiesce nt s tate (a sma ll g lob of
ecto plasm). A sb ll oJffl'tltlisho nbracc can be act ivated once
per day.

Effect : The skin grams you [he benefit of the ha lf-fiend
templa te (MAt 1-1- 7). Each time the skin is act ivared, you gain
the templa te for 15 rounds.

Aura/Man ifcs tc r Level : Strong psvchomerabolism.
ML 151h.

Cons t ruc t ion : Craft Universal Item , plalll1 rcmbmcc,24,000
gp, 1,920 X P, 48 days.

Weigh t: I lb.
Price: 48,000 gpo

Skin of Power Damping
A sbn ofPlllWfIllll11Jl illg protects you fro m the full brunt of
damagi ng (or beneficia l) powers.

Description: At first sight, th is skin appears to be a blue
ball ofectop lasm app roxi mately 6 inc hes in dia meter. \X'hen
donned, it me lds over you r skin, becom ing <1 translucent
blui sh epider mis.

Act iva t io n : As J standard action, you can projec t a com
mand though t, causing the skin to spread over your body.The
skin's true effec t is not always active. To activa te the effect,
you rake an immediate action wh ile wearing the sk in . Th e
skin C::1I1 be activated three tim es per day.

Effect: \'(fhen th e skin is activated, you are prot ect ed for
1 round from [he vagaries of force directed agains t you , All
var iable, numeric effects of any pmver, psi-like ability, spell,



Psionatrix of t he Chameleon
As pa nofa psion arrix stack , this crys tal di sc
g ra nt s you th e use of dhlmelt'OIl ( EPH 82).
T his disc has an affini ty fa r the psyc home
tabohsm di sci pline.

Effect : \Vhe n th is disc in th e stac k is
activated , you gai n the benefit ofcham eleon as
if ma nifested by a j rd-level man ifester.

Aurn/M amfesrer Level: Faint psycho rne raboli sm.
ML j rd.

Const r uc t ion: Craft Universal hem, clhlfJl t'lt·OIl. 810 gp,
65 XP, 1 day.

Weigh t: 1/ 6 lb. (per d isc in stac k).
Pr ice: 1,620 gpo

Psiollies Handl,oo}, ; the base psionat ri x doesn't have to ma tch
the aura disc ipline of a stacked psiortatt-ix. As a sta nda rd
action , th e owner-of a stacked psionatrix ca n ro tate [he dis cs
to generate each specia l effec t. The effect of each psion atrix
in th e stack can be genera ted once per day.

Psionatrix of Air Cont rol
As part ofa ps iona rri x stack, this crystal di sc gra nts you the
use of controlair (EPH 86). This d isc has an affini ty for the
psychokinesis d iscipline. '

Effec t : \"'hen this disc in th e stac k is ac tiv ated , you
gain th e be ne fi t ofconlrol 11ir as if ma nifested by a j rd-level
manifester.
Aura/~lanifester Leve l: Faint psychokinesis.Ml, 3rd .
Co nst ru ct io n: Craft Unive rsa l h em , cOlltroll1l l", S10gpo 65

XP, I day.
Weight: II. lb. (per disc

in stack).
Pr ice : t ,620 gpo

Psionatri x of
Animal Affinity
As parr ofa psiona tri x
stack, th is crystal d isc
gran ts you the use of
animal 4fillit)' (EPH

76). Th is d isc has an
affi n ity [or [he ps ycho

me tabolism discipli ne.
Effect : 'Whe n th is d isc in

the stack is activated. you gain the
ben efit of cillima /l lffinit y as if manifested
by a grd-level rnanifesrer.

Au r n/Mantfestcr Le vel: Fai n t
psych omerabolism. ML jrd.

Co ns t r u ct ion : Craft Un iversal
Item, lltlilJlalllffill;ty, 8 10 gpo65 XP,

t day.
Weight: 1/ 6 lb. (per d isc in s tack).

Price: 1,620 gpo

Psionatrix o f Clairvoyant Sense
As part ofa psionat rix stack. th is cr ystal di sc g rants you the
lise of c1tl in 'o)'c1nt ~l'II ~t' (EPH 83). This disc has an affi n ity for
th e clairsentience discipl in e.

Effect: \'(!hen this di sc in th e stack is activated, you gain
th e benefit of dc1irvo)'11 11 1 St" IISt"as if manifested by a j rd-level
manifester.

pi i l)nri triceJ an:
loJt!Ja~d, II "JlllCk~d

PSir,J/lI tr :X'"is!rw1IZt-d

or spe ll-Itke abili ty rha r affe ct you are dec rea sed to th ei r
minimum poss ible va lues. For ins tance, if you are s tr uck
by an ctl£'l"gy rll)"(£ 1'11 ion augmented to deal ode poin ts of
da mage, you take only 5 points of dam age. You are lik ew ise
shie lde d from be neficia l effects.

If th e pow er, pst -b ke ahil iry, spell, or spell -like ab ility
affec ts an area-t'lIC rg)'l'llll (EPH 100), for example-its effect
is minim ized on ly for you. O ther creatu res in the area are
affected no rmally.

Au ra / M an tfesre r level: Faint psychomet ab oli sm.
M L 5t h .

Constru ct ion : Cra ft Universal Item , JilinI' powcr, 5,400
gp, 432 X P, 6 days.

Weight: 1 lb.
Price : 10,800 gpo

STACKED PSIONATRICES
A psionatr ix is a mulnfacered cr ysta l worn as an amulet .
O ne basic psiona trix ex ists for each of the six ps ion ic
disciplines. Each of th e six basic psionarri ces described
on page 175 of E"'pl1 11lft·tl Psionics HlllltlhooJ, g rant s a +1
enhance me nt bo nus ro save DCs of a part icular disc i
plin e of powe r.

Th ere is more to learn about pstonarrtces,
[h ou gh. Eac h one appears as a slen der,
di sc-shaped crystal w ith a hole at the
cen te r. \'(!hile most use rs of these
ps ion ic item s ru n all amulet chain
th rough the ho le, th e open ing
is pri mar ily usefu l as a guide
for st r ing ing more th an one
psionntr ix toge th er . \X' he n
two or mor e psio natr ices
are stac ked in thi s fash
ion (e it he r on rhe sui ng
of an am u le t o r wi th a rig·
id w ire), th e cr ystal discs
adher e to eac h ot her, in
effec t c rea ting a s ing le
psion ic ite m with vari
able power out put.

When you wear a stacked
pstona tr tx. you can access
its power by spen d in g a
sta ndard act ion to ro tate t he
discs in rh e stac k to a new
configura tion . In effec t,
you ca n gain the benefits
of several psionic items while on ly raki ng up one space
on your body [ 0 wen all of th em .

Up to six pslon atrices call be stac ked together to form a
sing le Slacked psionotrtx. None of the six basic psionat rices
described in Explllllit'li P~io ll ics HtHltf"Ol,f. can be stacked
together. Instead, each of those serves as th e foundation of
its own stack.

Descrip tion: Each ps io na tri x descr ibed bel ow appears
as a clear crys ta l d isc w ith no di s ting u ish ing ma rk s.
An y psioni c cr ea t ure o r character w ho holds a d isc can
det erm in e [he psionic discipline to whic h the di sc has
affi ni ty. \X' hen activated , thi s d isc glows with th e radi ance
of, ca nd le.

Activa t ion : Each psion atrix described below is inert until
stacked with anyone of the base psiona tri ces from EXptll1 clcl1



Aum/Mani fe srer Lev el: Fain t clatrsen rienre- M L jrd.
Co ns t ruc t ion : Cra ft Univers al lrem. d ain 'oYllIIf 5t'II5£', S10

gp, 65 XP, I day.
Weight: l(6 Ib. (per d isc in stack).
Pric e : 1,620 gpo

Psionatrix of Concealing Amorpha
As part of a psionatrix stack. th is crys tal di sc grants you the
use of gmlla CO /l((111ing aUlt1rpha (EPH 85). Th is di sc has an
affin ity for the meracreat ivit y d iscipline.

Effec t : \'(.lhen this disc in th e stac k is activated , you gain
th e ben efit of greala cOllCl'jllillg l11Jlo rpha as if mani fested by
:1 yth-level mnrufester.

Aura/M anifester Leve l: Faint rnetacrearivi ty M l. 51b.
Cons truction : Craft Untversa l It em . grl'll lt'r c0I1Cl'.1 Iing

IUJ1orpha, 2,025 gp, 161 XP, 3 days.
Weight: 1( 6 lb. (per dis c in stack).
Price : 4,050 g po

Psio natrix of Damage Repair
As pan of a psiona trix stack, th is crystal di sc g rants you rhe
lise of P510tl/Crt'J'llir J amagi.' (£Pl l I26). Thi s di sc has an affinity
for the metacreativir y disci pline.

Effect: \'('hen th is d isc in th e stack is act ivated , you gain
the benefit of PSiilll ic n'11£l ir lfa t1111gt' as if man ifest ed by a jrd
level man ifester.

Aura/Mani fester Level: Faint metncreativ itv. .ML 3rd.
Construction: Craft Universal Item, PSiOllii n'fll1 ird tlllll1f!t',

810 gp, 65 Xl', I day.
Weight: 1( 6 lb.(per d isc in stack).
Price: 1,620 gpo

Psio nat rix of Dimension Swap
As pan of a psionarrix stack, th is crystal di sc g ra nts you th e
lise of tfll1H'Il~iL111 Sl llall (EPH 93).This d isc has an affin ity for
the psychoponarton d iscip line. '

Effect: \'Vhen th is d isc in rhe stack is acnvured, you gain
th e ben efit of tlimCllsiolJ swap as if manifested lry a jrd-level
manifesrer.

Aura/xtan ifesrer Level: f aint psyc hoporrau on . ML 3rd.
Constru ct io n : Craft Universal Item. •lil1l fll SiclIIswap,810

gp, 65 XP, 1 day,
Weight: 1( 6 lb. (per di sc in stac k).
Price: 1,620 gpo

Psionatrix of False Se nso ry Input
As pan of a psion atrix stack, th is crys ta l d isc grams you th e
use of fIlls.: s1I150ry i/ll'ut (EPH 106). Th is di sc has an affinity
lo r the telepathy d iscipline .

Effect : \X' ~en th is d isc in the stack is activated , you gain
th e benefi t offilfsl' seltSory illl'lir as if manifested bya yth-level
manifester.

Au ra/M anifester Lev el : Faint tele pathy. M L 5rh.
Const r uc ti o n : Craft Un iversal h ern ,fll lst' stmo ry iUJlll!'

2,025 gpo 162 XP, 3 days.
Weight: 1/6 lb. (per disc in Slac k).
Price : 4,050 g po

Psio riat rix of Levitat io n
As pan of a psionatrix stack, th is crystal d isc g ra m s you th e
use of PSlOtll C 't'L'illllc (EPH 11+). Th is d isc has an affini ty for
rhe psych op orration discipline.

Effect: \,\'hen thi s di sc in the stack is activa ted . yo u gain
th e bene fit of IlsiOlJlc It'l'lhl te as if man ifested by a grd-level
m arufes ie r.

Au raf).'1anifes te r Level: Fain t psychopo rtation. ~1 L jrd.
Constr u ct io n : Craft Uni versal Item, pSlol1 ic It~ (I /la t £' , 810

g p_65 XP, [day.
Weigh t: 1( 6 lb. (pe r di sc in Slack).
Price: [,620 g po

Psionatrix of Psychi c Sensitivity
As part of a psionat rix Slack, this crys tal d isc gra n ts yo u th e
use of st'/Isit ivit y to ps)'chic imprcssions(f PH 131). This d isc has
an affin ity for rhe clairsentience d iscip line.

Effect : \'(Then th is d isc in rhe stack is activated , you gain
the ben efit of 5t~nsJli V"~' torsyclllc Itnprt'ssionsas if man ifested
by a j rd-leve l rnan ifesrer .

Au ra/.Man i fes te r Level : Faint clairsentience. ML Srd.
Co n struct io n : Craft Universal Ite m, sC lisit iL, jty fa psychic

nuprrssrcus, 810 gp, 65 XP. 1 day.
We igh t : [( 6 lb. (pe r dis c in sta ck).
Price : 1,620 gpo

Psionatrix of Stunning Energy
As parr of a psionatrix stac k, thi s crys tal d isc gra n ts y Oli rhe
use of energy stlm (page 88). Th is d isc has an affin ity for th e
psyc hok inesis d iscipli ne .

Effect: \X'hen th is di sc in the stack is activa ted, you ga in
th e be nefit of ('Hag)' Sl ll ll as if man ifes ted by a Srd-level
11l:111 ifester.

Aura/Man i fester Level: Faint psychokines is. ML j rd .
Co n st ru ct io n : Craft Universal Itern, cllerg}' stun,810gpo

65 XP, 1 dav.
Weigh t : 1( 6 lb. (per d isc in Slack).
Pr ice: 1,620 gpo

Psionatrix of Thought Reading
As part of a psion at rix stack, this c rystal d isc g rams you the
use of n-ad 'h"uglll' (EPH 128). Th is d isc has an affinity for
the telep ath y d iscipli ne.

Effe ct : \X'hen th is di sc in the st ack is ac tiva ted, you gain
th e bene fit of I't'tl.l lhollghts as if man ifested by a Srd-level
rnan tfester.

Au ra/Mant fes re r Lev el : Fain! telep athy, Ml, 3rJ .
Co n s t ru ct io n : Cra fr Universal h em, read thoughts,810gp.

65 XP, I day.
Weigh t : 1( 6 lb. (per d isc in Slack).
Price: 1,620 gpo

PSIONIC 8ANDS
Psionic bands co me in pairs;one is worn on each hand . Each
pai r of bands described be low tak es up space on the body as
a pair of gloves o r gaun tlets.

Ba nds of the Bla zing Arc
This pai r of met all ic ba nds is capable of proje ctin g fire in a
sma ll, cone-shaped burst.

Description: The se meta ll ic bands are fi nely cr a fted.
Eac h bears a sma ll red crysta l that re sts across the rop of
th e knu ck les. f lames etched in to the s teel g ive th e ba nd s
a fiery appearan ce.

\X1hen th e bands are activate d, eac h band 's cr ystal g lows
brightl y as waves of seari ng heal project our fro m the wearer 's



Descr ip t ion: Th ese metallic band s
are finelv crafted. Each bears a sm all

vio let cr ystal that rest s across th e top
of th e knuc kle s. \'\!hen activ ated,

the crystals gene rat e a pu rpli sh
au ra that encompasses the wear
er 's hand s.

Acti vat ion : To activate the
bands, you need only pu t them
on .

Effect : \Vhenever you wear t he
bands an d lise a th row ing weapon

(classified as a weapon t ypically ca
pable of bei ng thrown), the band s
give the weapon a telek inet ic pu sh ,
doubling its range increment as if
you enjoyed the effect o[c.xtcJlli rallge
(page 89).

Au ra/ Man ifes ter level: Fai nt
psychokine sis. Mi SIb.

Con st r uct ion : Craft Universal Item,
exlm .! mltge, 1,000 gp, 80 X P, I day.

Weig ht: 1/ 2 lb.
Pr ice: 2.00 0 gpo

Bands of Mjndfire
Th is pa ir of metal lic bands al lows you to in flict a me nt ally
crippli ng d isease upon those you touc h .

D escriptio n : These me ta llic band s are fin ely cra fted .
Each benrs u small amber crystal t hat rest s ac ross the
top of [he kn uck les. Th e band s app ear to be p ined an d
dec ayed , even th ough [he meta l t hey arc composed of is
quit e so und.

\\:' hen th e bands are activated , t he crysta ls g low br igh tly.
A sic kly, g rayi sh-brown aura encom passes [he hands of
th e wearer.

Act ivation : To activ are the ban ds, you give a men ta l
command wh ile simultaneously bringing bo th worn band s
together so they [O uch (a standard action), The ban ds ca n be
activated once per day.

Effect: \X'h en activate d , th e ban ds projec t a t S-fo o r
cone-shape d burs t of men tal s ick ness th at has a c hance
of aIfecn ng t hose in the area with the m indfire d isea se. A
DC 1+ Forti tud e saving throw negates th e effect . Creatu res
that fai l their saving th ro ws contrac t a viru lent form of
min dfi re.

Mi ndfi re has no in cubat ion period; a victi m immedi
at ely takes Id 4 poin ts of Intell igence damage. Ea ch day
there aft er, rh e vic t im mus t succ eed on a DC 1+ For t itude
saving t hrow or tak e ano ther l d4 po in ts of In tell igence
da m age. If th e vict im makes her Fort itude save fo r two
days in a row , she fights off mindfire and recover s, taki ng
no m ore damage .

Aura/M nn tfesrer Le vel : f ain t psvc home rnbo lisrn .
Mi 5th .

Cons truct ion: Craft Un iversal Item . l11i lldJlrc, 5,500 gp,
440XP, 6 days.

Weigh t : 1/ 2 lb.
Pr ice : 11,000 gpo

Bands o f Ext en ded Ran ge
This pair of metall ic bands allows you to increase the range
of thrown \VC <l pons.

T be bfl ll ds of the fhl/ udaillf, art
r f'!m J( ,t !pJ'flJ 0/ SOllie enc:rg)'

wbell fix 11'0,.11 bands tJl'~

IJrOllgbf logefber

outstretc he d hands. A faint aroma ofbrr mstone is pre sen t
aft er activation .

Act iva t ion : To act ivate the band s, you gi ve a rucnt nl
com mand while sim ultaneou sly bringing
both worn ban ds together so they touch
(a standard act ion).The band s can be
activated three times per day.

Effec t : \Vhen activated, the
bands project 3 1S-foot cone
shaped burst of flame th at
deals -I-d4+-4 po in ts of fire
damage to anyt hing caught
in the area. A DC 14Reflex
saving th row redu ces th e
damage by half.

Aura/Man ifesrer Level:
Mod e rate psychcktnestaM l,
7th.

Const ructi on : Craft Univer
sal Item,cJJ agyarc,2,835 gp, 22(')
XP, 3 days.

Var ian t s : Bands have be en created
fo r th e other energy types co m mon to
psion ic energy powers. BIHltisof theelectric
M ( de al -I-d-l- poi n ts of electrict ry damage
wi th J save DC of 16, 1111l1l h ofthefrau " (l r(
deal -l- d-l- 'i'--I- po ints of cold damage w ith a
save DC of 14, and 111111115of the tJllItltlcrfllg
arc ignore hardn ess and deaI 4d4- -I- points ofso nic da mage
w ith a save DC of 14. Th ese var iants hav e no change in
cos t or aura.

Wei gh t: 1/ 2 lb.
Price: 6,300 gpo

Bands o f Ethereal Abductio n
Th is pa ir of me tallic bands allows you to send trou blesome
foes onto the Ethereal Plane.

D esc rip t ion: Th ese met allic bands are fi ne ly crafted .
Each bears a sma ll clear crystal that rest s across the top of
the knu ckles. Th e bands nre th in and alm ost translucen t in
bright light. \Vhen activated, the crysta ls glow wit h a pale
white ligh t.

Ac t ivat i on : To act ivate the bands, you give a m ent al
co mmand while simultaneously bringing both worn band s
toge ther so they [Ouch (<1 standard action). The bands can be
activated once per day.

Effect : \Vhen acti vated. [he bands project a I s-foo t cone
sh aped burst tha t has a cha nce of sending foe s tumbli ng
head long onto th e Eth ereal Plane. A DC 19 W ill saving
th row nega tes t he effe ct. Creatures th at fail t heir saving
th rows are forced temporarily onto the Et hereal Plane along
w it h their equ ipme nt. Th ey re mai n there for 1 J ro und s
un less they have ano t her W:lY of leaving. The ba nds can
also be used fro m th e Eth ereal Plane agains t a targe t that
exis ts on t he M ateria l Plan e , pull ing th e targe t [0 your
erhe rea l locan on.

Au r a/ M an ifester Level: Moder ate psychoporration.
M], 1t rh.

Cons t r u ction : Craft Universal It em, ethereal (I/Jdl/(!iOIl,
23,760 gp, 1,900 x r, 24 days.

We igh t : 1/ 2 lh.
Price: 47,530 gpo



OTHER UNIVERSAL ITEMS
Un like pstcrowns. crysta l masks. psyc hoac tive skins. and
ot her ite m s, lUany types o f ps io n ic ite m s d o n o t follow a
general pattern of erearion. This sec t ion desc ribes a number
of miscellaneous universa l psion ic items.

Cr ysta l Anchor of Alertness
W hen planted in rhe ground, this crystal an chor grams all
creatures in the affected area an e nhanced abil ity to see and
hear. For details 0 11 crystal an ch ors, see page 172 ofExptlllded
Psiouics Ha llabook.

Description : i\ er)'sllll llllr/l0ro.fa lat l1t!SS is a sha ft of tr an s
parent cr ystal a feet in len gth, with a sharp ened, spenrlike
head on one end .Th e cr ystal anchor bus Armer Class 7. 15 hit
points, a hardness of's, and it break DC or20 . \'(/h en activated,
the shaft burns with a clear ligh t. providing illum ination
equal to th at of a lante rn .

Activation :The crystal anchor is activated by plunging the
sharp head into the ground, leaving th e shaft freesta nding
(a standard action). Th e effec t is deacttva red by pulling the
shaft our of the ground .The anchor can be used any number
of times per day.

Effec t : \\Then cct ivared, a crys llll lll ld lOl' llf ll/cr lllcssradiates
a field ofalertne ss such that all creat ures within 30 feet of the
anchor gain a +5 bonu s 0 11 their Spot a nd Listen checks.

Au ra/Man ifester Level: Fain t te lep athy. Ml, yth.
Co nst ruction :Cra ft Un iverse li tem , W ile pfalert11m , 2,500

gp, 200 XP, 3 days.
Weigh t : 1/ 2 lb.
Pric e: 10,000 gpo

Crysta lline Spider Bead
A crysta lJillc spitler bl'lilf cun er up t to unleash a swarm of
ectoplasm ic spiders upon an yone in th e area.

D es cr iptio n : A ( rphl Il JJ1 I~ spitler ht'at! is a sma ll spider
carved from crys tal, about+inches in dia meter. A faint amber
light shines from with in [he bead. Close observers can not ice
th at th e eyes on th e crys/(l llilh' spider 11Clld appear to move to
follow those nearhv,

Afte r being thro"wll and activated, a crystal/illt' sl'i.Ja bmtl
explodes (and is destroyed), unleash ing an ectoplasmic swarm
(page 129)- a sparkling swarm ofgem-encrusted spiders that
attack the nearest creature.

Activat ion : As a standard action. von sho ut the command
word and th row the crystallitlc s J1 i d~' t' 11t'Lll11O a point with in 30
Ieerwhere youwould like the svv'arm to appear.The com mand
word is what activates the item, wh ich mea ns the bead can be
placed in advance and triggered with the command word by
anyone standing with in 30 feet of the item. At the beg inning
ofthe activator's next round oractions, the bead exp lodes and
unleashe s an ectoplasmic swarm. Th e ectop lasmic swarm
remains acti ve for 7 rou nds before di snppcnri ng back onto
th e Astra l Plane .

Effect: A fr )'stn/lillc spider [lj'lld calls an ec toplasmic swarm
that attacks the neares t c reat u re in th e round after it is
ac tiva ted. I f the vic tim d ies o r is t rap ped w it h in an ecto
plasm ic cocoon, th e swarm moves on to atta ck t he nex t
closest creatu re, and so on until it di sappears, ret urn ing to
the Astral Plane.

If you have one or more (l"}'stallillc spitla hl'atls, keep the
st atistics for an ectoplasmic swarm ha ndy,along with det ails
regarding the {'clopll1smic « vcou power.

Aura/ Manifeste r Level: Moderate psychoporranon.
ML 7th .

Const ru ct ion : Craft Universal I tem, eetor/liSllI ; ' 5Wllrtll l

700 gp, 56 X P, 2 da ys.
Weight: 1/ 4 lb.
Price: 1,40 0 gpo

Elemental Effigy
An dl'lIll~111 l11 effigy beco mes one of the four kin ds ofe lemen 
tal stewards (page 130)-arct ine , emberling , geo d ire , or
tempestnn -c-fo r a shor t time , as det ermined by the carving
of th e effigy itself

Descript io n : Each of th e fou r kinds of c1cnH'1I /11 1ejfigy
appears to be a miniat ure starue rre of an elem ental stew ard
abo ut 3 to 5 inc hes high. Th ough carved fro m stone, eac h
effigy has its ow n un ique feel. The em berl ing ef.fi.g~· is warm
to rh e touch . whi le the arc ti ne effigy is cool. The gccdire
effigy em irs a ver y low hum th at can be heard if the statuette
is held up to th e ear, while t he rempestan effigy is prone to
sta t ic electr ic d ischarge.

\Vhen activated , a n~dc Jtlc lll ll ' effigy becomes an elemental
steward of the appropr iate type and serves [he owner of the
effigy for a brief period . The stewa rd always consi ders th e
crea ture tha t activa ted th e dO/It'lllal ef~g)' to be the item's
owne r, which might or migh t not be true.

Activation: Asa standard acti on , ),ou set the effigy on the
ground and utter the com mand word (typically, [he n ame of
the elemental steward),

Effect: O nce act ivated , in the following rou nd the effigy
grows in to the appropria re elemen tal steward of regu lar
size . The eleme ntal steward obe ys and serves th e owner of
the ef figy.

ifan de Il1 L'/II,, 1ef.figyi s broken or des troyed in irs s tatuette
for m. it is forever ruin ed and has no more magic or pO\\1er.
If th e elemen tal steward is slain. it reverts to statuette for m
and can be used again at a larer ti me (though no soon er than
one week).

An de llll.' lIta! effigy ca n maintain its steward form for up to
12 hours per day, but the duration need not be conti nuou s.

If )'Oll have an t'Jcl1ll'1ltal effigy, keep the statistics for the
appropriate elem ental steward handy.

Aura/Mant fcs ter Level: Stro ng psychoportarion. l\-1L
16rh .

Con s t r u ctio n : Craft Universal Item , d l't1It' lltal steH' l1 rti..
6,000 gp, 240 X P, 6 days.

Weigh t: I lb.
P r ice : 25,000 gpo

Quiv e r of Energy
Arrows or bolt s placed in to th is quiver d eal extra energ y
da mage wh en drawn forr h again . Each qui ver is associ 
ated w it h J specific energy type (cold, elec tr ic i ty, f ir e,
or so n ic).

Descrip tion: Th is quiver , cons t ructed of sup ple tan
leath er, is large enough to hold up to 20 arrows or bolrs. Each
quive r is em broidered in a way [hat calls to mind rhe energy
rypc associated wnh [he quiver. Ravaging bolt s of ligh tn ing
decorate an elecu- iciry quiver's exte r ior, silver embroidery
covers th e ent ire surface of a cold qui ver , a fire qu ive r is
inlaid with golden embroidery, and a sonic quiver is devoid
of orna me n tation.

No nmagica] arr ows an d bolts placed in [h e qu ive r are
cha rged with [he associ ated energy type. \'(lhen drawn



Shro ud of Obli vio n
Th is shroud gives you the appeara nce and abili ties of an
undead creatu re.

Description :A 5111'01ulofnbl/tl ;ol1 isa diap hanous burfal veil
that can be worn over th e entire body. Wh ile unworn, th e
shro ud appe:lrs di ngy and blood stained. \'{!hen you wear it,
it becomes transluce nt , but your featu res and form becom e
part ially obscured hy shadows.

Act ivat ion: To activa te a shroud, it musr be pulled over
the head of a psionic creature and 4 power poi nts mu st be
expended, all as part ofa standard act ion. A shroud changes
size to accommodate the creatu re that wears ir. A shroud can
be activated once a day fora pe riod of 13 minutes.

You must possess at least 4 power points ro activate this
psionic item successfully. Nonpsionic charac ters can use a

A sat/dIe of the ills!'ired II/olln l au rom au cal lv adjust s to

fit any size mou nt . The sadd le does not COU nt rew ard the
c rea tu re 's encumbrance, sin ce it is extraordina ri ly com
fort able to bea r. It even con forms to fit both standard an d
exot ic mount s.

Ac tivat io n : Th e sadd le's po wer is u tggered by mental
com man d as ::I standard action . The saddle can be activa ted
three times pe r day.

Effect : When a 511ddle of flIt' itlspirctl l110 1ll1t being \v·orn by
your mount is ec tivu red , the speed of your mount inc reases
by 20 feel. Addirionully, yOll can atte mpt ro nega te a h it on
your mou nt as though you possessed the Mounted Combat
Ieat. If you already have the Mount ed Combat feat, the sadd le
instead gra n ts yOll a + 10 co mpetence bo nus on your Ride
check whe n att em pt ing to neg:lre a h it on your mount. Th e
effect of the sadd le lasts for 5 roundsonc e activated. bur it ends
immediately afrer you arrernpr a Ride check to negate a hit on
your mount. regard less or whether the check succeeds.

Aura/ Ma ntfes te r Lev e l: Fai nt psychometabolisrn.
]\ lL 5th .

Con st r u ction: Craft Universal Item, inspire mOllnt, 2,700
gp,21 6XP, 3 days.

Weig h t: 30 lb.
Price: 5,400 gp o

Sa nda ls of Springing
These sanda ls allow you to make extraordina ri ly long
ju mps.

Description:S/tlll/lllsof 5pl'illgillgappear ro be exceptionally
well-made leather sandals wi th laces that \\'fap aro und the
weare r's calf. A large . smoo th, hemispher ical blue crysta l,
inset in to a silver clasp, bi nds the laces at the rop of the shin,
lust below the kn ees.
. The sandals grow or sh rink to fit any creatu re from size
Small to size Large,Th ey are ex treme ly comfortable to wear,
even while walking long di stances.

Activation : T he sanda ls are act ivate d by use . Y OLI need
only jump, an d a power ful tel ekin et ic field propels you
through th e air, creati ng n clo ud of dust (as appropr ia te)
with each jum p.

Effec t :These sandals g rant you a+15 enhanceme nt bonus
on Ju mp checks.

Au ra/Man lfester Leve l: Faint psycho kinesis. Ml, 3rd.
Constru cti on: Craft Universal h em ,lIliglily 5prillg,3,00 0

gp, 140 XP, 6 days.
Weight: 1 lb.
Price: 6,000 gpo

from th e quiver, the projectiles shower sparks of elecrti city,
trail steamy vapor, d rop fiery sparks, or emit a low hu m, as
appropr iate to the ene rgy rype. \Xlhen fired , rhey leave a d ts
stpartng trail of energy in [heir wake.

Ac tiva t ion: To act ivate rhe power of a quiver, [he projec
riles mu st be left to rest within it fo r <It least I round prior to
wi thdrawing them .

Effect : Arrows or boils placed wit h in a quiver of CJ1i:'I"gy
and left there for at least 1 round deal an extra ld6 points
ofdamage when they successfu lly hit. This dam age is of th e
energy type associated with the qu iver, Th e qu iver can hold
a maximum of 20 arrows or bo lts (or anyco mbina t ion of the
two adding up 10 20). A projectile loses the speci al ability
afte r it is used in nn arrack.

Aura/Manifester Le ve l : Mod erate psych ok in esis.
!>IL 7t h.

Const r u ct ion : Cra ft Universall tem , energy Illissile, 7,875
gpo 630 XP, 15 days.

Weigh t : lib. (3 lb. when full).
Price: 15,750 gpo

Saddle of th e Inspired Mount
\Y/hen a mount is equipped with [h is sadd le, its speed increases
and its rider can negate hi ts mad e agai nst her mo u nt .

Description: This sadd le is co nstructed from rhe fin est
leather, dark and rich ly appoi nted in a severe mil itary sty le.
The leather is i n laid wit h ro unded pieces of glossy black
obs id ian , and the buckles and st ir rup irons are fashioned
from solid mithra l.

Ou iver of Etherealness
Arrows or bol ts placed into this quiver affect creatures on
th e Ethereal Plane when drawn for th again.

D escription: Th is quiver, con structed of supple blac k
leather, is large en ou gh to ho ld up to 20 arr ows or bolt s.
Spidery silver embroi dery covers the entire sur face of
the quiver. The si lver webs see m to fade in and O U I while
under observation, gi ving the qu iver an othe rworld ly look
in strong light.

Ar rows and bolts placed in the qu iver are imbued w ith a
misty,ghos tlike quality,becomi ng almost transparen t. \Xlh en
drawn from the quiver, the projectiles maintain thei r ghos tI}'
qu ality, leaving swirling mist tr ails in th eir wake wh en rhey
are fired.

Ac ti vat ion : To activa te the power of a qu iver, the projec
tiles must be left to rest with in it for at least 1 round prior to
withdrawing them .

Effect: Arrows or bolts placed wit h in a quil't'I' o{etht'l'('(l !1I 1'5S
and left there for at least 1 rou nd can th en be u sed to arrac k
an ethereal crea ture wh ile still on th e Ma te ria l Plane. The
qu iver can hold a maximum of 20 arrows or bol ts (o r an y
combination of th e two adding up 10 20). A project ile loses
the special ability after it is used in an atta ck .

Arrows or bo lts removed fro m a Ij/lil't'r o[ t,then'al'h'S5are
also treated as if po ssessing the ghos t to uch weapon special
abilit y, and th us are po ten t aga in st in co rp o real creat u res
as well.

Aura/ M a n ifesrer Level: Modera te psycho kines is. 1·1 L
7th.

Con stru ction: Craft Uni ver sal It em, dlJl'n~l1 l vllllq, 7,875
gp, 630 XP, 15 days.

We ig h t: l Ib. (3 lb. when full) .
Price: 15,750 gpo



shtowl al oblivioll on ly by mak ing a successful Use Psionic
Device check to emulate a class featu re.

Effec t : \Vhen activated, a 5f,r(l ud of oblivloll gives you the
benefit of slygia t1 veil (page .102).

Aura/ M anifesr er l evel: Fain t psychometaholism. .:\tL
5, h.

Const ru ction: Craft Universal Item. stygilltl vt'il , 11,850

gp, 9+8 XP, 12 days.
Weight: 1/ 2 lb.
Pr ice: 23,700 gpo

PSIONIC LOCATIONS
Chapter 7 of DtmgcOI'IAIIlstr r's Guid e II presenrs th e idea of
magical loca tion s that con fer special abili ties. Nat urally,
some locati on s are li kewise imbue d vv ith psion ic power
availa b le for the taking. Th e loc ati on s descr ib ed in this
sec t ion pr ov ide un ique psion ic abil ities ro t he fir s t who
can claim th em, as long as those individuals meet certain
requ irement s. Creatures gain these abi li ties for free and
don' t need ro expend a feat slor. M osr of the locations
confer abil it ies tha r are usable on ly for a specific peri od or
nu mber of uses.

Psionic locations never occur as parr of a rand om treasure .
The DM must deliberately place th em with in th e campa ign
and decide whether or not the y are wi th in reach . It is possible
for a ch aracter being created at 3 leve l higher tha n 1st to
include abilit ies confer red bya psion ic locat ion as parr of his
overall wealth, but this is always subject to D~1 approval. JUSt
as the DM contro ls access to psionic items by determ in ing
wh at is for sa le in an y given cit y or shop , th e DM has final
sa}'over whe re, when, and how the se psion ic locations occur
with in a campaign.

In gene ral. psionic locarions can be suppresse d by dispel
PS iOl1 ics (EPH 94) as if they were psioni c item s conrnini ng a
power manifested by a ruth-level ma m fesrer wi th an objec t
\Xfill save bonus of +15. Psion ic locations are usually mera
physically ried to an area, so destroying buildings, wal ls,or
other physical structures in an d arou nd a psionic location
will not eli minate the site's abili ty to confer its po\,,.'er.

Lim itat io n s : No ch arac ter can gain th e benefit of a
conferr ed powe r of agiven psionic locat ion more than once.
Once the abilit y fades or is used up, re turn ing ro the psion ic
location doesn't allow the character to regain th at abilit y.

Each of the psionic locations described below indicates the
amou nt of time it takes to regenerate its power to confer an
ability after it has already conferred the ability on a crea ture
or chara cter . Th is per iod vari es fro m one day to one year,
un less the recipient of the ability is killed. If that occurs, the
psionic location is in stant ly ren ewed, and it can confer its
abili ty again im mediately. If a location can confer Irs ability
on more th an one ta rget, all who currently enjoy the ability
must die to renew the location . Some con ferred abilities fade
away before th eir location can renew irs power to confe r.
Even if the recipient of an abilit y can no longer ma ke use
of that abil ity, slaying that creature is en ough to renew th e
location im mediately.

Ea ch ps ionic location cont ai ns th e following k inds of
information .

Lore: I nfor mation that characte rs can learn abou t th e
location , in clud ing relevant Knowledge check DCs or bardic
knowledge DCs.

De sc ri ption (Typ ical): A physical descr iption of a rypical
psion ic locat ion of the appropriate kind.

Prerequis ite: Requi rem ents (if any) that must be met
befo re th e loca tion's special abili t ies can be confer red , An
actual visit to the location is also necessary.

Locat ion Act ivation an d Effect : The ru les for gaining
the special abili ty granted by the location.

Sp ec ia l Ab il ity Act ivation an d Effect: The r u les for
using th e spec ial ability gra nted by the location .

Au ra : The type of psionic aura around the location.
Abi lity Value : The value in gold pieces of the conferred

abil ity. Alrhough these abili ties can never be bough t or sold,
th is number allows the DM ro track th e abi li ty's value as
part of a ch aracter 's overall wealt h. By adding this value to
an estimation of th e value of the cha racter's equipme nt, the
Dlvt can monitor the character's wealth compared to Table
5-1: Charac ter Wealth by Level (DMG 135).

C r ys t a l Node
Th e earth gives up its secrets gua rdedly, or not at all. Some
believe that the veins of oil running th rou gh the miles of
str ata below are manifestations ofth e eart h's blood. If so, the
veins of pure mineral are th e world's nerves.

In ra re in st ances, pure crys tal veins int erse ct wi thin
a cavernous grana. These nod es are li t wit h th e slow
trickle of psion ic power sw irling th ro ugh th e ear th its elf
in un kn owabl e te lluric currents. Suc h gro ttos are ca lled
rr}'stl1 / nodes.

·l ore: A crys tlllllt1de is a psionic location imbued with excess
psionic energy. (DC 15 Knowledge [psion ics])

A er}'sllli node C3n g ran t some of its except ional power
to a ski lle d ps ionic ch aracter wh o man ages to brave the
da rk tunnels lead ing to it s loca tio n. (D C 20 Kn owledge
[psion ics])

A psionic character wh o mas ters the p ower of a erys/ill
/lodi' swe lls the bo unds of hi s own mi nd . For a long rim e
afterward, the charac ter has daily access to more power points
tha n is normally possible for a charac ter or his level. (DC 25
Knowledge rpsionics] )

Description (Ty p ica l): A wide cavern is li t by d im ly
glowing mineral veins. Crys tal sralag mires and stalactites
punc h up through the floor and hang down from the ceiling
with angular perfection . A particularly large crystal pu lses
slowly at the cen ter of the chamber. A faint sou nd resona tes
th rough th e air, so deep in pirch tha t only a bit of the muc h
larger sound is audible to most creatu res.

Prerequisite : To access the power con tai ned wi thin a
crystal no.ie, L1 creature must have 1 or more powe r points,

l ocation Activa tion and Effec t : A crystalll(lde confers
its power upo n a creatu re that stands before th e largesr
crys ta l in rhe center of the cavern an d expends its p sioni c
focus wh ile touc hi ng the crys tal. Each crystal Jwdecan affec t
up to five creatu res, d imm ing more wi th eac h co n ferral ,
be fore irs psion ic charge is deple ted for one year. Af ter
a year's period of re newa l, it is once again able TO confer
its abi li ty.

Sp ecia l Abilit y Activat ion and Effect (Ex): A ch arac ter
who mee ts the prerequisites and activates the effec t gains
the confe rred ability: an enla rged power point reserve. The
recipien t is treated as if his power poi nt reserve were 5 points
high er than normal.The extra power points retu rn wi th h is
regular pQ\\'er point s each day after rest- for all inten ts an d
purposes, th e cha racter simply has more power points pe r



dar The conferred en larged power point reserve lasts for one
year before it fades.

Au ra: Strong psychometabolism.
Ability Value: 4,500 gp per affected creature.

Emergent Caldera
A geologic upwell ing of red -hot magma, coupled with
an accide nt al intersec t ion of a large vei n of pure crystal,
some ti mes spontaneously gen erates an emergent caldt rn.
Th ese psionic loca tions arc th ick wi th heat and geo logi
cally generated psion ic energy. Given that regu lar volcano
ca Ideras are rare, emergent caldt'ms are all the more difficult
ro d iscove r.

Lore : An fHl(' rgellt ((llderll is a ps ionic loca tion imbu ed
with psi on ic pyromant ic poren rial . (DC 15 Knowledge
[psion ics])

The psionic essen ce of fire contained in location s k nown
as t'lllc rgcl1t CIt /dt'nJs can augmenr fire-based psionic pO\vers.
(D C 20 Knowledge [psionicsj)

Manifesters ofsufficieur skill who journe y ro such a loca
tion can pull some of th is essence into themselves,en hancing
their own fire powers. (DC 25 Knowledge [psionics])

Description (Typ ic al) : A wide, smok ing basin
rest s deep with in the heart of a mou nt ain , perhap s
or iginally un covered by an abando ned mine. Jagged
sha rds of redd ish crysta l pro trude here an d th ere
from th e basin of the caldera, glowing all the redd er
for the internal heat th ey coma in . A haze hangs
in th e air, obscuring th e ce nter of the calde ra as it
smolders with a violen t orange light.

Prerequisite: To access the pow er contained
within an f tIJ f rgrn t caldera, 11 cha racter must be a
man ifesrer of Srh level or higher, with kn owledge of
one or more psychokinesis energy powers.

Lo cation Activation and Effect: Wh en a
manifesrer who meets the prerequisites climbs into the
caldera and plunges int o the haze at the center of the
volcano (braving mere fire,or perh aps facing creatures
or other guardians of the area jealous of its conferre d
abi lit ies), he can elec t to expe nd 1 power poin t as a
standard act ion that provokes attacks of opportunity,
In response , the visible crystals all arou nd discharge
what appears to be fiery lightning,and each bolt une rr
ingly strikes the character.The boIrs deal no dam age;
instead, the mani fester gains the special ability of the
emergent calaera ,

Each emergent caldera can affect on ly one man i
fester before its magic is suppressed for one year's time.
Afrer a year of renewal, the locat ion is once again able
to con fer its abilit y.

Sp eci al Ability Activation and Effect (Su ):
\Vben a ma ni fesrer who has drawn the power of the
clJlagenl caldera into h imsel f man ifests a power with
the fire descriptor, he is treated as if h is man ifester
level were one h igh er than nor mal. Fur th ermore,
the powe r man ifested gains an add itio nal vi sua l
display-the m nnifesrer seems to catch fire and wear
a flaming nimbus th at qu ickly fades.

Th e con ferred abil ity lasts for one year before
it fade s.

Aura: Strong psychokines is.
Ability Valu e: 3,000 gpo

Psigat e
Apsigateis a unique location imbued with the psionic imp etu s
of n avel. Created by ancient psionic arch itects, psigl1 tes gram
psionic creatu res that pass th rough [hem the ability to travel
to a stared destina tion. A psigate is most often found in ruins
ora mong::ln ancient circle of stones on a h igh mountaintop,
Psigatcsoften lie undisturbed for ages before being discovered,
and dur ing th is time, srrnngc creatures somet im es pass
thro ugh the area.

lore : A psiglltc is a psionic locat ion imbued with the power
of travel, (DC 15 Knowledge [psion ics])

Int elligen t creature s tha t enter the areacomaining a PSfglltc
gain an effective but fleeting ability to communicate with a
creatu re in another location . Th is ability can be used once.
(DC 18 Knowledge [psionicsj)

Psionic creatures that expend power poin ts can energize
a j1s igatr and use it to step rhrough to a new location. Thi s
ability can be used on ce. (DC 21 Knowledge [psion icsj)

Description (Typ ica l): A welter of ancient corridors in a
buried ru in gives W 8Y to a clear, rou nd space bordered by a
circle ofweathere d obelisks. Some stand,some lean,and some
have fallen over completely. In the past, arche s conne cted



every standing stone in ,I great circle, but tim e has roppled
all but one arch. Th ree clear crystals are se t in the span of
[he remaining arch.

Pre r equisit e: To be affect ed by th e lesser ab il iry of a
psigll le, a character must have an Int elligence score of 8
or high er and mus t srep inro th e cen ter of th e arch. To be
affected by the grea ter ab il ity of a psigllfL', J character must
be ps ionic.

Location Activatio n and Effec t (Lesser): A character
who wishes to gain a psigalt"s lesser abil ity mus t step into
the center of the arch and succeed on a DC 1'l Psicrafr check.
Once the lesser abilit y has been conferred, a pS igllfe takes a
full week to regenerate irs power to confer :Iny ability,

Location Act ivat ion and Effect (Greater ): A character
who wis hes to gain a pSig(lk's grea ter abili ty mu st step into
t he cenrer of the arch and expend 9 power points. Doing th is
causes the crys tals in the vici nity to glow. O nce the greater
abili ty has been conferred, a r5i.~ll l t' rakes aweek 10 regenerate
its power to confer the abillrv again.

Special Ab il ity Activation and Effect (Lesse r) (Ps): A
crea ture that meets the prerequisites and activates th e lesser
effect gains the abili ty to manifest CO ITt'spond (EPH 88) once
during the nex t day with a mani fe ster level equal to h is Hit
Dice. The ( O!TCSl ' IJll d power gra nted by the gate is a psi-lik e
ability usable on ly once.The abi lit y must be used wit h in 24
hours, or it is lost harm lessly.

Spec ia l Ab i lity Acti va ti on a nd Effect (Grea t e r)
(Ps): A crea ture th at meets the pr erequis ite s an d ac t ivates
th e grea ter effec t gain s the ability to m an ifest psionic
pll1 l1t' sldf l (EPH 12+) with a rnanifesrer level equal to
the crea tu re 's H it Dice . The mani fes rer an d any othe r
tar get ed crea tures mu st walk th roug h the arch to 'use the
power. Th e J1siollic p/(lIlt' shift power granted by the arch
is a psi-lik e abilit y usable only once. The abili ty mu st be
used wit h in 24 ho urs of walking th rough the ar ch , or it
is los t harm lessly.

Au ra: Moderate telepathy and psychcpo rrat ion.
Abi lit y Value: 2,500 gpo



· i
his~ cl1ap~er introduces severa l new'psion ic crea
ture,{';nd ~rei:usromized3,5rral constructs that will
prove-most\lseful toapsionic characterwhoknows

any of rhe'various sl.l mmoning powers given in th is
book or the lHl raI com tmcl power in conjunct ion
with th e Ectopic Form feat. .

Detail ed explanation s ofspecial attack s an d specia l quali
ties fou nd in the creat ure entries are fully describ ed in the
M(llls!er Afll llUllf glossary.This chapter uses that info rmation
to describe new psionic creatures, but also relies on the
psionic subtype and the {\VQ new types of special attacks
(psionic powersand psi-like abilities) introdu ced in Expanded
Psionics Handbook.

Psioniccreatureshaveeither psi-like abilitiesor psionic powers
(or sometimes both) as if they posse ssed a psionic class.

MONSTERS WlTH PSIONIC POWERS
Some creatures that possess psionic powers are no t un like
crea tu res with racial spellcas ting ability. Creatu res wi th th e
abili ty to lise powers are subject to the same rules fo r mani
fest ing powe rs that ch aracters are, bu t t hey are no t act ually
members of a class and do no t gain an y class ab ilities un less
ot he rwise spec ified.

C reatu res w ith psio nic powers ge nerally em ulate th e
manifesting abili ty ofa par ticu lar psion ic class. For example,
a m ind flayer mani fests powers as a s th-level psio n . W he n
suc h a creatu re takes"levels in th at same class, it can stac k

'its innate p~ionic , p6wer~ a na its class power progress ion
together. For example , if a mind n ayer adds five levels of
the psion class: beco mj nga 5th -level mind Hayer psio n, it
has the psionic abi lity (power poin ts, power s known, an d
manifesrer level) of a 14rh· level psion.

Creatures with psionic powers that take levels in <I class
othe rthan th e one they emulate combine their two power
point reserves into a sing le reserve, but they ma nifest
powers from eac h psio n ic class separately. For example,
a m ind flayer with six levels of psych ic warrior has the
power points of a m ind Hayer plus those of a s rh-level
psychic wa rr-io r, but it manifests its psio n powers as a
srh-level manifesrer and its psychic warrior power s as
a e th-Ievel man ifester.

CREATURES WITH
PSI-LIKE ABILITIES

Each of a creature's psi-lik e abi li ties has a m an ifesrer
level.Each ability that allows asaving th row alsogives
asave DC in paren theses follow ing th e power name.
Un less othe rwise noted , the save DC of a psi-like
ability is Char isma-based.

Some creatures might have part icular powers that
are man ifested <It a higher or lower level than thei r
normal manifesrer Ievel. 111 such cases, th e mani
fester level is given in the par enthetical in formation
follow ing the power name;
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Using th e Ectopic Form feat (page 50; , 'I psion ic character
can crea te a predefined astral cons tr uc t with abilit ies beyond
th ose cr eated us ing a5tml collstnut alone. Th ese precon 
strucred astral cons tructs provide cha racters w ith ready-made
construc ts that can be used at a moment's noti ce,presuming
th ey've taken th e Ectopic Form fear. c haracte rs who take
the ectopic adepr prestige class gain Ectop ic Form multiple
times as bonus feats, in add itio n to ot her en hancements to
their astral cons tr ucts.

BASIC ASTRAL CONSTRUCTS
Th e statis tics block s for standard cons truc ts, minus thei r
menu cho ices as shown on page 185 in EXpl111lfed PSiOllfcS
Hal1d bool~ , are given below for ease of reference.

Th e various Ectopic Form cons tructs are present ed fol
lowing the basic astral constructs.The ir statis tics block s are
truncated so tha t th ey prov ide on ly the characrens ncs then
are different from , or in addition to, those of a basic astral
construct of a given level.

1 ST-L EVEL A ST RAL CONSTRUCT C R 1/2
N Sm all co nstruct
Init +2; Senses darkvision 60 ft., low-ligh t vis ion; Listen +0,

Spot +0

AC 18, touch 13, flat-foote d 16
hp 15 (l HD)
Fort +0 , Ref +2, Will +0

Spee d 30 ft. (6 sq uares)
Melee s lam +3 11d4+3)
Space 5 ft .; Rea ch 5 ft.
Base Atk +2; Grp - l

Abilities Str 15, De, 15, Con - , Int - , Wis 11 , Cha 10
SQ co nstruc t t raits
Feats -
Skills Liste n +0, Spot +0

2ND -LEVEL ASTRA L CONSTRUCT CR 1
N Medium con st ruct
Init +2; Sen se s dar kvision 60 ft., low-light vision ; Li s ten +0,

Spot +0

AC 18, to uch 12, flat-footed 16
hp 31 (2 HD)
Fort +0, Ref +2 , Will +0

Speed 40 ft. (8 squa res)
Melee slam +4 (l d6+4)
Space 5 ft.; Reach 5 ft.
Base Atk +3; Grp +4

Abilities Str 17, De, 15, Con - , Int - , Wis 11 , Cha 10
SQ co ns truc t t raits
Feat s -
Skills Liste n +0, Spot +0

THE PSIONIC SUB1YPE
The ps ionic subtype applies to creat ures that can use psio nic
powers or abilities or that have the ab ility to mani fest powers. It
a lso app lies to creatures from ot her book s (s uch as the Mom ter
Manual) that have s pell-like abilities labe led as "ps tonics."

3RO-LEVEL ASTRAL CONSTRUCT CR 2
N Medium co nst ruc t
Init +2 ; Sen ses da rkvtsfon 60 ft ., low-light visio n; Lis ten +0 ,

Spo t +0

AC 20, to uch 12, flat-foo ted 18
hp 36 (J HD)
Fort +1, Ref +3, Will +1

Speed 40 ft. 18 squares)
Melee s lam +7 (l d6+7)
Space 5 ft.; Reach 5 ft.
Base Atk +4 : Grp +7

Abilities St r 21, De, 15, Con - , Int - , Wis 11 , Cha 10
SQ const ruct tra its
Feats -
Skills Listen +0, Spot +0

4 T H- LEVEL A STRAL CONS TRUCT CR 3
N Medium co ns truct
Init +2: Se nses darkvisio n 60 ft ., low-light vision ; Liste n +0 ,

Spo t +0

AC 22, touch 12, flat -footed 20
hp 47 (5 HD)
Fort +1, Ref +3, Will +1

Speed 40 ft. (8 squa res)
Melee slam +10 (l d6+1 0)
Space 5 ft.: Reach 5 ft .
Base Atk +5; Grp +10

Abilities Str 25, Dex 15, Ca n - , Int - . Wis 11, Cha 10
SQ construc t tra its
Feats-
Skills Listen +0, Spot +0

5TH-LEVEL ASTRAL CONSTRUCT CR 5
N Large constr uct
Init +1; Sen ses darkvis ion 60 ft ., low-light visio n: Liste n +0,

Spot +0

AC 23. touch 10, nat-footed 22
hp 68 (7 HOI; DR 5j magic
Fort +2, Ref+3, Will +2

Speed 40 ft. (8 squa res)
Melee 2 s lams +13 (l d8+9)
Space 10 ft.: Reach 10 ft.
Base Atk +7; Grp +18

Abilitie s Str 29, Dex 13, Can -, Int - , Wis 11 , Cha 10
SQ construct t raits
Feat s --
Skills Li sten +0, Spo t +0

Characters who have levels in any class that gran ts the use of
psiorucs, or who have psi-like abilities as racial traits , automa ti
callypos sess the ps ionic su btype . The ps ionic s ubtype is a usefu l
grouping for creatures an d characters in the event they are the
subjec ts of powers or spe lls of beneficia l or ha rmful effect tha t
preferentially affect psio nic targets.



AC 29, to uch 10. flat-footed 28
hp 118 (16 HD); DR 15jmagic
Fo rt +5, Ref +6, Will +5

AC 27, to uch 10, flat-footed 26
hp 101 (13 HD); DR 10jmagic
Fo rt +4, Ref +5, Will +4

AC 33, touch 8, flat-footed J3
hp 144 (19 HD) ; DR 15j m a gic
Fort + 6, Ref +6, Will +6

Abilities 5t r 43 , Dex 11, Con -, Int - , Wis 11, Cha 10
SQ co nst ruct tra its
Fea ts -
Skills Lis ten +0 . Spot +0

This creatu re ca n only be
co nstruc te d bysom eone
who possesse s the astral
rcnstrurtpowera nd rheEc
topic Form (Agile Loper) "',
fearon page SL An agile ,~
loper astr al const ruct is rz
aground-based fight
ing construc t w ith
enhanced speed.

Agile topers are ;'1Ct'fdibl;'faii

Init +0; Se ns es darkvision 60 ft., low-light vis io n; Liste n +0 ,
Spot +0

Speed 50 ft. (10 sq ua res )
Melee 2 slams +28 (2d6 +16)
Space 15 Ft. : Reach 15 ft.
Base Atk +16; G rp +38

unle ss it also wor ks on ob ject s or is harm less. It is not subject to
extra damage fro m cr itical hits , nonlethal da mage , abil ity damage,
a bility drai n , fatigue, exh au stion, o r en ergy d rain . It ca nnot hea l
da mage, bu t it ca n be repai red .

AGILE LOPER
A ram/ike head, perfect fo r butting fo es into jeJly, crowns the
ectoplasmic, equine body of this creature. Its four legs arestrong
with fo ng, clean lines, and its hoovesflash with silver light.

CR10

Abilit ies St r 39, Dex 13. Con -, Int - , Wis 11. Cha 10
SQ co nstruc t trait s
Feats -
Skills Lis ten +0 , Spot +0

Abilities St r 35, Dex 13, Con - , Int - , Wis 11, Cha 10
SQ co ns t ru ct tra its
Feats -
Skills Listen +0. Spo t ...0

Speed 40 ft. (8 squares)
Me lee 2 slams +20 (ld8+12)
S pac e 10 ft .; Re ach 10 ft .
Base Atk +11; Grp +25

9TH -LE VEl A STRAL C O N STRUCT
N Huge construct

CON STRUCT TRAITS
An astral co nstruct has im munity to poiso n, sleep, paralys is, st un
ning , dis ea se, de ath effects, necrom ancy effects , m ind-affect ing
spells and abilities (charms , co m pulsio ns, phantasms, pat te rn s,
and mo rale effects) , and any effect that requ ires a Fo rtitude save

Speed 40 ft. (8 sq uares)
Me lee 2 slams +25 (ld8+14)
Sp ac e 10 ft. ; Reac h l Oft .
Base Atk +14; Gr p +30

Abilities Str 33, Dex 13, Con - , Int - , Wis 11, Cha 10
SQ co ns t ruc t traits
Feats -
Skills li sten +0, Spot +0

Speed 40 ft. (8 squares)
Me lee 2 s lam s +17 (l d8 +11)
S pace 10 It.: Reach 10 ft.
Base Atk +9; Gr p +22

AC 25 , touch 10 , fla t-footed 24
hp 85 (10 HD) ; DR lOjmagic
Fo rt +3, Ref +4, Will +3

8TH -LEVEl AS TRAL C O NSTRUCT CR 9
N Lar ge con st ruct
Init +1; Senses darkvision 60 fr., low-light vision ; Listen +0 ,

Spot +0

7T H -LEVEL AS TR AL CO NSTRU CT CR 8
N Large const ruct
Init +1; Senses darkv ision 60 ft ., low-light vision ; Listen +0,

Sp ot +0

6T H -LEVEL ASTR AL CONS TRUCT CR 7
N Large const ruct
ln it +1; Se nses darkvision 60 ft., low -light vis ion ; Listen TO,

Spot +0



CR 10

ALABASTE R A ERIAL, 3 RO LEVEL
CR 9 AC 21, touch 13, flat-footed 19

Speed 40 ft. (8 squares), ny 20 ft . (average)
SQ deflection

CR 7

CR 1

CR 3

CR 5

CR 2

CR 1/2

ALABA STER AERIAL, 6TH L EVEL
AC 29, to uch 14, flat-footed 28

ALABASTER AERI AL , 5TH LEVEL
AC 27. touc h 14, flat-footed 26
Speed 40 ft . (8 squares ), ny 30 ft . (average)
SQ heavy defle ction

ALABASTE R AER IAL, 4 TH LEV EL
AC 26, to uch 16, flat-footed 24
Speed 40 ft. (8 squares), ny 30 ft. (average)
SQ hea vy de flec tio n

Str at egies and Tactics
In irs simplest construc tions (i sr- j rd level s), an agile loper
can move faster tha n most other astra l cons tr uc ts , an d its
Mobillry feat allows it to move be tween opponents quick ly,
at a reduced risk to itse lf and greater ris k [0 others . In its
mid-level const ructions (4th- 6th levels), an agile leper's speed
increases even more because of its celerity specia l qualit y.
The higher-level cons truc tions (7th-9th levels) of an agi le
lope r possess th e abili ty to tram ple foes, wh ich means th at a
leper can use its speed to run over one o r mo re targets each
round me rely by moving thr ough their squares.

ALABAST ER AERI AL , 1ST LEVEL
AC 19, touch 14, n at-footed 17
Spee d 30 ft. (6 squares), fly 20 ft. (avera ge)
SQ deflection

This creature ca n only be constr ucted by someo ne who
possesses th e l1 slm r COllst ruct power and the Ec topic f o r m
(Alabaste r Aer ial) fea r on page 5 L An alabaster ae ri al is a
fligh t-based construc t [h at can be used to defen d a p sio nic
cha rac te r agains t att ack s fro m the sky. It has an addi tion al
defl ect ion bonus to its AC that mak es it more difficul r
to hi t.

ALABASTER A ERI AL, 2N D L EVEL
AC 19, touch 13, flat-footed 17
Speed 40 ft. (8 sq uares) , ny 20 ft . (average)
SQ deflection

ALABASTER AERIAL
Thiscreature appearsas a muscularhumanoid composed entireiv
of silvery-white ectoplasm, with wings instead of arms. Strong
legs end in clawed. raptorJikefeet.

Celer it y (Ex): An agi le loper with this ability ba s , ba se
lan d speed 10 feet faster than normal.

Trample (Ex); An agj le le pe r of at least 7d l level has
the t rample abi li ty. As a standard ac t ion during its turn
each roun d. the cons truc t can lit erally run over a smaller
oppone nt. It merel y has to move over the opponent to de al
th e given bludgeoni ng da mage. Th e target can at te mp t a
Reflex save to negate the damage,or it can inste ad choose to
make an arrack ofopportuni ty at a - 4 penalty (see Trample,
.\ ,,\ , 316).

CR8

CR 1

CR2

CR 5

CR7

CR3

CR 1/2

AGILE LOPER, 9 TH L EVEL
AC 33, tou ch 8. flat-footed 33: Mo bility
Init +4
Speed 70 ft. (14 squares)
Special Actio ns trample 1d8 +16 (DC 35)
SQ cele rity
Feats Mobilit y"

AGILE LOPER, 1ST LEVEL
AC 18, touch 13, flat-footed 16; Mo bility
Init +6
Speed 50 ft. (10 squares)
Feats Mobility·

AGILE LOPER , 4TH LEVEL
AC 22, tou ch 12, flat-footed 20: Mobility
Init +6
Speed 70 ft. (14 squares)
SQ ce lerity
Feats Mobility·

AGILE LOPER, 6TH LEVE L
AC 25, tou ch 10. flat-footed 24 ; Mobility
Init +5
Speed 70 ft. (14 squares)
SQ cele rity
Feat s Mobility'

AGILE LOPER, 5TH LEVEL
AC 23, tou ch 10, flat-footed 22: Mob ility
In it +S
Speed 70 ft. (14 squares)
SQ ce ler ity
Feats Mobility"

AGIL E LOPER, 7TH LEVEL
AC 27, tou ch 10, flat-foo ted 26: Mobility
lnit +5
Speed 70 ft. (14 squares)
Special Action s trample l d8+12 (DC 28)
SQ celeri ty
Feats Mob ility·

A GILE LO PER, 2 N D LEV EL
AC 18, touch 12, flat-foot ed 16: Mob ility
Init +6
Speed 60 ft- (12 squares)
Feats Mob ility!

AG ILE LO PER, 8TH LEVEL
AC 29, touch 10, flat-footed 28: Mobi lity
Init +5
Speed 70 ft. (14 squares)
Special Actions tram ple ld8+14 (DC 32)
SQ cele rity
Feats M obi lity<l

AGILE LO PER, 3RD L EVEL
AC 20, tou ch 12, flat-footed 18; Mo bility
Init +6
Speed 60 ft- (12 squares)
Feats Mobil ityB
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well. enabling the construcr to hamper an enemy bydeali ng
Consti tu tion damage.

This creature can on ly be construc ted by so meone who
possesses the 11 5tral cons truct power and the Ectopic For m
(Amber Tunneler) feat on page 51. A n ambe r tunneler is a
ground-based figh ting construct that can be used to surprise
an en emy thro ugh the judicious use ofits burrowi ng ability.
nor to mention its tenacity and grea t streng th .

AMB ER TUNNELER, 6TH LEVEL
hp 100 (10 HD)
Speed 40 ft . (8 squares), burrow 40 It.
SQ improved buff

AMBER TUNNELER, 1ST LEVEL
hp 20 (1 HD)
Speed 30 ft. (6 squares) , burrow 30 ft.
SQ buff

A MBER TUNNELER, 5TH LEVEL
hp 83 (7 HD)
Speed 40 ft. (8 squa res) , burrow 40 ft.
SQ improved buff

A MB ER T U N N ELER, 2ND LEVEL
hp 36 (2 HD)
Speed 40 ft. (8 squares), burrow 40 ft.
SQ buff

AM BER TUNNELER
A large, bug /ike amber qu adrupe d th at vaguely resem bles a
sleek ect oplasm ic badger, this creature has the powerf ul legs of
a burrower.

CR 8 AMBER TUNNELER, 3RD LEVEL
hp 41 (3 HD)
Speed 40 ft. (8 squares), burrow 40 ft.
SQ buff

AMBER TUNNELER, 4TH LEVEL
hp 62 (5 HD)

CR 9 Speed 40 ft. (8 squares), burrow 40 ft.
SQ improved buff

CR 10

AlllbaSlcr ar:rial! possess the gift offlight

ALABASTER AERIAL, 8TH LEVEL
AC 33, touch 14, flat-footed 32
Speed 40 ft. (8 sq uares ), fly 40 ft. (average)
Melee 2 slams +25 (ld8+14 plus poison)
Atk Options poiso n touch (DC 18)
SQ heavy deflec tion

A LABASTER AERIAL, 9TH LEVEL
AC 37, touch 12, flat-footed 37
Speed 50 ft. (10 squares), fly 40 ft . (average)
Melee 2 slams T28 (2d6+16 plus poison)
Atk Options poison touc h (DC 19)
SQ heavy deflection

Speed 40 ft. (8 squares), ny 30 ft. (average)
SQ heavy deflection

Deflection (Ex): An alabaster aeria l of1sr-3rd level has a
+1 deflection bonus to AC.

Heavy De flec t ion (Ex): An alabas ter aertal ofat least -uh
leve l ins tead has a +4 de flection bonus to AC.

Poison Touch (Ex):An alabasteraerial ofat least 7th level can
del iver a poison with a successful melee attac k. A target struc k
by the construc t's melee attack must make a Fortitude save or
take 1 point ofConstirurion damage.One minute later,the target
must save again or rake idz points ofConstit ution damage.

Strategies a nd Tacti cs
An alabaster aeria l can tlyat all levels, allowing it the freedom
of move me nt necessary to arrack other air bo rne creatu res.
Its natural agil ity also gran ts it the ability to deflect blows,
be-ginn ing with a +1 deflection bonus at t sr level and increas
ing to +4 ar-uh level.The h igher-level constr uctions (7th-9th
levels) of the alabaster aeria l have the poison touch ability as

ALABASTER AERIAL, 7TH LEVEL
AC 31, touch 14, flat-footed 30
Speed 40 ft. (8 squares). ny 40 ft. (average)
Melee 2 slams +20 (1 d8+12 plus poison)
Atk Opti ons poiso n touch (DC 16)
SQ heavy deflec tion



AMBER TUNNELER, 7TH LEVEL C R 8
hp 116 (13 HD)
Speed 40 ft. (8 squares) , burrow 40 ft .
Me lee 2 slams +22 (1d8-1 4)
Base Atk _11; G rp +27
Abilit ie s 5tr 39, Dex 13. Con -, Int - , Wis 11, Cha 10
SQ im proved buff. muscle

AMBER TUNNELER , 8TH LEVEL C R 9
hp 133 (16 HD)
Speed 40 ft . (8 sq uares), burrow 40 ft.
Melee 2 s lams +27 (l d8 _16)
Bas e Atk +14; Grp +32
Abilit ie s Str 43, De ' 13,Con -, Int - , Wis 11, Cha 10
SQ improved buff. muscle

AMBER TUNNELER , 9TH LEVEL CR 10
AC 33, touch 8, flat-foo ted 33
hp 159 (19 HD)
Sp eed 50 ft. (10 squares) , burrow 50 ft.
Melee 2 s lams +30 (2d6+18)
Base Atk +16; Grp +40
Abilitie s Str 47, De' 11, Con - , Int -, Wis 11, Cha 10
SQ improved buff, muscle

Buff (Ex) : An amber tun neler of up [0 jrd level has an
ex tra 5 h it points.

Im p roved Buff (Ex): An ambe r tunneler of 4-t h level or
higher in stead has an extra 15 hit poi!lIS,

Muscl e (Ex): An amber tunneler of ar least 7th level is
stronger than other astral COl1s t r UC[SI and has a +4 bonus to
irs Stren gt h score.

Strategies and Tacti cs
At all levels. an amber tunneler can bu rrow, allowi ng it to
gain a stra tegic advan tage over opponents th rough posit ion
in combat. Add it ionally, it has J greater nu m ber of hit points
th an a ty pical as tral const r uct, m aking a n amber tu nneler
more durable.The higher-levelconstrucr tons (7th-9th levels)
have the muscle abi lity as well. giving them the ability to
deliver devastat ing slam attacks in combat.

ANATHEMIC CARAPACE
The carapace ofth is monstrous beetle shim mer s with a threaten·
ing scarlet hue.

This creature can on ly be consrrucredbysomeone who possesses
th e .n tm!construe! power and the Ectopic Form (Anathernic
Carapace) feat on page 51.An anathenuc carapace is a ground
based fighn ng co nstruct th at detona tes when defea ted , o r at
t he command of the psion wh o cons rruc red it.

ANATHEMIC CARAPACE, 1ST LEVEL CR 1/2
Atk Option s Improved Bull Rush
Sp ecial Actions a nathemic detonat io n (2d6 fire da mage,

DC 10 )
Feat s Im pr oved Bull Rush "

ANATHEMIC CARAPACE , 2ND LEV EL CR 1
Atk Optio ns Improved Bull Rush
Specia l Ac tions anathernic d eto nat io n (3d 6 fire damage,

DC 11)
Feat s Im proved Bull Rush"

ANATHEMIC CARAPACE , 3RD LEVE L CR 2
Atk Options Imp roved Bull Rush
Special Actions anathernic deto nation (4d6 fire damage ,

DC 11)
Feats Improved Bull Rush '

AN AT H EM IC CARAPACE, 4TH LEVEL CR 3
Atk Options Improved Bull Rush , Power Att ack
Special Actions anathemic de to nati o n (6d6 fire damage ,

DC 12)
Feats Improved Bull Rush", Power Attack"

ANATH EMIC CARAPACE, 5TH LEVEL CR 5
Atk O pt ion s Improved Bull Rush , Power Att ack
Special Act ions anathemic detona tio n (8d6 fire damage.

DC 13)
Fea ts Improved Bull Rush ", Power Attack"

ANATHE M IC CARAPACE , 6 TH LEVEL CR 7
Atk Options Improved Bull Rush, Power Attack
Special Actions anathem ic detonation (l1 d6 fire da ma ge ,

DC 15)
Feats Improved Bull Rush", Power Att ack"

ANATHEMIC CARAPACE, 7 TH LEVEL CR 8
AC 31. to uc h 14. flat -foo ted 30
Atk Options Im proved Bull Rush, Power Att ack, sm ite l Jday

(+13 dam age)
Spe cia l Ac tions an at hemic det on atio n (14d6 fire damage ,

DC 16)
SQ hea vy defl ect ion
Feat s Im proved Bull Rush", Po we r Attack"

ANATHEM IC CARAPACE, 8TH LEVEL CR 9
AC 33, to uch 14, Flat-footed 32
Atk Option s Imp roved Bull Rush , Power Attack, s m ite l j day

(+16 dam age)

AN anatbrmic carapdce
visits fa ,.ible ·~· ellgl.'a1!Ce

f;l/ those wbo drft,u it
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CR 5

CR 7A STRAL AQUAN, 6TH LEVEL
Resist co ld 5
Speed 40 ft . (8 sq ua res), swim 60 ft.
Melee 2 slams +17 (2d 6+ 11)
SQ improved swim . imp roved sla m attack
Fea ts Im proved Natur a l At tack"
Skills Swim +19

A STRAL AQUA N, 5TH LE VEL
Res ist co ld 5
Speed 40 ft . (8 squares), sw im 60 ft.
Melee 2 slams +13 (2d6+ 9)
SQ im proved slam attack , im proved swim
Feat s Im proved Natu ral Att ack '!
Skills Swim +17

A STRAL AQUAN , 4TH LEVEL
Res ist cold 5
Speed 40 ft. (8 sq ua res ), sw im 60 ft.
Melee sla m +10 (l dS+lO)
SQ im proved slam attack, im proved swim
Fea ts Improved Natural Attack'!
Skills Swim +15

ASTRAL AQUAN , 2ND L EVEL
Speed 40 ft . (S squares) , swim 60 ft .
Melee sla m +4 (ldS+4)
SQ im proved s lam attack, improved swim
Feats Im proved Natural At ta ck"
Skills Swim +11

A STRAL AQUAN, 3RD LEVEL
Speed 40 ft . (8 squares), sw im 60 ft.
Melee slam +7 (ldS+7)
SQ im proved s lam at tac k, im proved swim
Feat s Im proved Na tu ral Attack"
Skills Swim +13

/111 aUral afjlfrl1t it tl J7/.'ift rtoimmrr

C R 1/2

Strategies and Tactics
At all levels, an anathemic carapace can de ton ate whe n
destroyed or on comma nd, which it typically doe s in con 
junc tion wi th its Im proved Bull Rush fear. In its mid-level
construc tions (qrh-erh levels), an anathe rnic carapa ce gains
Power Atta ck . allowing the construc t to deal even more
damage against a target before it detonates.The highe r-level
cons tructions (zrh- erh levels) possess a smite ability for even
more power on its initial attack prio r to detona tion .

This creature can only be construc ted by someone wh o
possesse s th e astral construct power and the Ec topic Form
(Ast ral Aqu an ) feat on page 52. An astral aquan is a water
based fighting construc t that can be used to defend a psion ic
character agains t attacks under water. It has a superior swim
speed, even at lower levels.

Specia l Action s a na the rnlc detonat io n (17d6 fire damage ,
DC 18)

SQ heavy defl ec t io n
Feats Im proved Bull Rush", Powe r Attack'

ASTRA L AQUAN
This creature appears as a giant eel with a pair of/ong tentacles
protruding jrom its mouth. Composed entirely ofsilvery-blue
ectoplasm, it propels itselfthrough the waterat great speed, and
uses its tentacles to pummel its enemies.

Anathemic Detonation (Su) : An anath emi c carapace is
bri mming with latent energ y that exp lodes in a des truc tive
burst if the const ruct is destroyed, deali ng a maxi m um of
Ld6 points of dama ge plus an addirion al t ds per Hi t Die to
every adjacent c reature, Reflex save (DC to + t / 2 H D) for h alf
For example, a -ith-level anathem ic carapace can de tonate
and deal 6d6 points of damage if it is destro yed in the first
round of an encounter. For each rou nd thereafter, the damage
potentia l is red uced by Id6, so that if the example construct
is destroyed in th e th ird rou nd, the detonation deals 4d 6
point s ofdamage .

The creator of an anathemic carapace call use a standard
action to detonate the constru ct prematurely.

Smite (Su ): O nce per day, an annrhe m ic carapace can
make a sin gle att ack th at deals ex tra damag e equal to its
H it Dice.

H eavy Deflection (Ex): An ast ra l aqllan of at least 7th
level has a +4 deflect ion bonus to AC.

ANATHEMIC CARAPACE, 9TH LEVEL CR 10
AC 37, touch 12, Flat-footed 37
Atk Options Im proved Bull Rush. Power Att ack. sm ite l / day

(+19 damage)
Special Actions an athemic detonatio n (20d6 fire da mage,

DC 19)
SQ hea vy de flect ion
Feats Improved Bull Rush", Power Attack"

ASTRA L AQUAN , 1ST LEVEL
Speed 30 ft. (6 squares) , swim 60 ft.
Me lee slam +3 (l d6+3)
SQ im proved slam attack, imp roved sw im
Feat s Imp roved Natur al Att ack'!
Skills Swim +10



EBO NY STINGER
Venomous liquid shimmersfrom the barbed tail of thisglistening
black spider.

CR2

CR 1

CR 5

CR 8

CR 7

CR 3

EBO N Y STINGER, 2ND LEVEL
AC 18. touch 12, flat-footed 16
Speed 50 ft. (10 squa res)
Melee slam +4 (ld6+4 plus po ison , DC 11)
SQ ce lerity

EB O N Y STINGER, 3 RD LEVEL
AC 20, touch 12. flat-footed 18
Speed 50 ft. (10 squares)
Melee s lam +7 (ld6+7 plus po ison , DC 11)
SQ celerity

EBO NY STINGER, 4TH LEVEL
AC 22, touch 12, flat-footed 20; Mob ility
Speed 50 ft. (10 squa res )
Melee slam +10 (l d6+10 plus poison, DC 12)
SQ ce lerity
Feats Mobility~

EBO NY ST INGER, 7TH LEVEL
AC 31, touch 14, flat-footed 30 ; Mo bility
Speed 50 ft. (10 squares )
Melee 2 slams +20 (l d8+12 plus po iso n, DC 16)
SQ cele rity, heavy de flect io n
Feats Mobili ty"

EBO NY STINGER, 6TH LEVEL
AC 25, touch 10, Flat-footed 24; Mobil ity
Speed 50 ft. (10 squares)
Melee 2 slams +17 (ld8+11 plus poison , DC 15)
SQ celerity
Feats Mobilit y"

EBO N Y STINGER, 5TH LEVEL
AC 23, touch 10, flat -footed 22; Mobility
Speed 50 ft. (10 squa res)
Melee 2 slams +13 (ld8+9 plus poison, DC 13)
SQ celeri ty
Feats Mobility"

CR8

CR9

CR10

CR 1/2

ASTRAL AQuAN, 7TH LEVEL
Res ist cold 5
Speed 40 ft. (8 squares), swim 60 ft .
Melee 2 slams +20 (2d6+12)
Atk Options improved grab
SQ improved swim, improved slam attack
Feat s Im proved Natu ral Atta ck"
Skills Swim +20

ASTRAL AQUAN, 8TH LEVEL
Resist cold 5
Speed 40 ft, (8 squares). swim 60 ft .
Melee 2 slams +25 (2d6 +14)
Atk Opt ions improved grab
SQ improved swim , improved slam at tack
Feat s Improved Natura l Att ack"
Skills Swim ...22

ASTRAL AQUAN , 9TH LEVE L
Resist cold 5
Speed 50 ft. (10 squa res) . swim 60 ft.
Melee 2 sla ms +28 (3d6+16)
AtkOptions improved grab
SQ improved swim, improved slam attac k
Feats Improved Natural Attack"
Skills Swim +24

Th is c rea tu re can only be constructed byso me one wh o pos
sesses the lutralcomtrurt powe r an d the Ectopic Form (Ebony
Stinger) fear on page 52. An eb ony sringe r is a g rou nd -based
lig hti ng co ns truc t with a poi son st ing, whose speed and
mobility allo w it to move q uickly be tween en emie s.

Improved Grab (Ex): An astral aqua l1 of atleast 71h level
has the improved grab ability.To use thi s ability, the construct
must hit an oppo nent smaller th an itself with its slam attack
It can then attempt to starr a grapple as il free action without
provoki ng an attack of opportu nity.

Ski lls: An as tra l aquan h as a +8 rac ial bonus on any Sw im
check to pe rform some special acrion or avoid a hazard . It can
alwa ys cho ose to take l Oon a Swim ch eck , even ifdi st racted
or enda nge red . It can use th e run action wh ile sw imm ing,
provided it sw ims in a stra ig ht line.

EBONY STINGER, 1ST LEVEL
AC 18, touch 13, flat-footed 16
Speed 40 ft. (8 sq uares)
Mele e s lam +3 (ld4+3 plus poison, DC 10)
SQ ce lerity

Strategies and Tactics
At all levels, an astra l aqua n can sw im. a llow ing it rhe free dom
of movement ne cessary to at tack ot her aquatic creatures. At
th e m id-level construct ion s (4th- 6t h) , an asrral aqua n ga ins
resistance to co ld. The h igher-level co ns t ruc tions (7th- 9th
level s) h ave improved grab as well , a llowing th e cons t ruc t
to grapple its oppo n enr wi thout provoki ng an attack of
opportunity.



This crea tu re can on ly be constru cted by someone who
pos sesses the astml construct power and the Ectopic Fo rm
(Emerald Cy re) fear on page 52. An em era ld g rre is a good
example of a ground-based fighti ng con struct tha t packs
a punch .

CR 7

'".-"~
CR 8 t:;

;>
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CR 9

CR 3

CR 5

CR 1

CR 2

CR 10

CR 1/2

EME RALD GYRE, 6TH LEVEL
Speed 50 ft . (10 sq uares)
Atk Op tions improved grab , tri p
SQ cele rity

EMERALD GYR E, 8TH LEVEL
Speed SO ft. (10 squares)
Atk Opt ion s improved grab, pounce. trip
SQ cele rity

EM ERALD GYRE, 7TH LEVEL
Spee d SOft. (10 sq uares)
Atk Options improved grab, pounce, trip
SQ cele rity

I m p ro ved C rab (E x) : An emerald gyre has the improved
grab ability. To use thi s ability, the construc t must hi t an
opponent smallerthan itselfwi th irs slam attac k. It can then
attempt to stan a grapple as a free action wit hou t provoking
an arrack ofoppor tunity.

Trip (Ex) : If an emerald gyre hits with a slam or claw attack,
it can attempt to trip the opponent as a fre e act ion without
making a touch attac k or provoking attacks of op porrunity.
I f the attempt fails, the opponent cannot react to tr ip the
eme rald gyre .

Pou n ce (Ex) : An emera ld gyre of at least 7th level can
make a fu ll arrack if it charges a foe.

EMER ALD G YRE, 9TH LEVEL
Speed 60 ft. (12 sq uares)
Atk Op tion s improved gra b. pounce. trip
SQ cele rity

EMER ALD GYRE, 5T H LEVEL
Speed SO ft. (10 sq uare s)
Atk Op tion s imp roved gra b, trip
SQ cele rity

EMERAL D GY RE, 3RD LEVEL
Ark O ptions improved grab. t rip

Strategies a nd Tactics
In its simplest cons truc tion (151-3rd levelsj. nn emerald
gy re rapid ly ro tates as it arrack s in melee. br in g ing it s
rh ird ar m int o th e fray to g ive it an improved gra b abili ty.
It also uses trip to forc e an ene my pron e. after which it

EMERAL D GYRE, 4TH LEVEL
Spee d SO ft . (10 squares)
Atk Option s im proved grab, tr ip
SQ cele rity

EMER AL D GYRE, 2 ND LEVE L
Atk Option s improv ed grab, trip

CR 9

EM ERALD G YRE, 1ST LEVEL
CR 10 Atk O ptions im proved grab, tr ip

Cel e r ity (E x): An ebony stinger has , base land spe ed 10
fee t faster th an nor mal.

Poi so n (Ex): An ebony stinger's slam attack deals I point
of Consn rurion damage un less the victim makes a Fortitud e
save {DC 10 + 1/2 H D). There is no secondary damage from
th is po ison.

Heavy Defl ecti on (Ex): An ebony stinger of 3 1 least i lh
level has a +4 de flection bon us to AC.

A,: n m:ra!d t..Jrt"s 11lbidilfg at/ad: bring s all its fIrms ra beill'

EMERA LD GY RE
This creatureappearsas a powerfulhumanoid composedentirely
of emerald ectoplasm. Two powerfulmusculararms extendfrom
its broad shoulders, with Q third arm extending from the middle
ofi" back.

Strateg ies and Tactics
In irs simples t const ruc t ions ( t sr-j rd levels), an ebo ny
sti ng er ca n deliver poi son w it h its attack. In it s m id-level
cons truc tion s (4 t h-6th level s), an ebo ny stinger h 35 the
Mobili t y feat , all owin g the co ns t ru c t to move bet wee n
oppo ne l1ls qu ickly, at a redu ced r isk to itse lfand g rea ter risk
[0 ot hers. The h igh er-level constructions (7th-9th levels)
possess heavy deflect ion, providi ng further pro tection from
reta l iatoryat tack s.

EBO NY STI NGER, 9TH LEVEL
AC 37, tou ch 12, Fl at-footed 37; Mobi lity
Speed 60 ft . (12 squares )
Melee 2 slams ~28 (2d6 +16 plus poison, DC 19)
SQ cele rity. heavy deflection
Feats Mobility"

EBONY STINGER, 8TH LEVEL
AC 33, touch 14, flat-footed 32; Mobility
Speed SO ft. (10 squares)
Melee 2 sla ms +25 (1d8+1 4 plus poison, DC 18)
SQ celerit y, heavy deflection
Feats MobilityB



CR 1 IRIDESCENT SERPE NT, 9TH LEVEL CR 10
Resist cold, f ire, e lec tricity, o r so nic 10
Melee 2 sla ms T30 (2d6 +18 plu s l d6 co ld)
Base Atk +16; Grp T40
Atk Option s im proved grab
Abilitie s Str 47, Dex 11, Con -, lnt - , Wis 11, Cha 10

CR 2 SQ muscle

IRIDESCENT SE RPENT, 5TH LEVEL CR 5
Resist cold, fire, electrici ty, o r sonic 10
Melee 2 slams +13 (l d8+9 plus ld6 cold)
Atk Option s imp roved grab

IRIDESCENT SERPENT, 6TH LEVEL CR 7
Resist cold, fire, electricit y, or sonic 10
Me lee 2 s lams +17 (ld8+11 plus ld6 cold)
Atk Options improved grab

IRIDESCENT SERPENT, 7TH LEVEL CR 8
Res ist co ld, fire , electricity, o r sonic 10
Melee 2 slams +22 (ld8+14 plus ld6 cold)
Base Atk .,...11 ; Gr p ..27
Atk O ptions improved grab
Abilities Str 39, Dex 13, Con - ,I nt - , Wis 11, Cha 10
SQ muscle

IRIDESCENT SERPENT, 8TH LEVEL CR 9
Resist cold , fire, electr icity, or son ic 10
Melee 2 slams +27 (ld8+16 plus ld6 cold)
Base Atk +11; Gr p +32
Atk Options improved grab
Abilities St r 43, Dex 13, Can - . Int -, Wis 11, Cha 10
SQ muscle

St rategies a nd Tactics
At all levels, an iridescent serpent can deli ver de vastating
slam at tac ks th at include additional cold damage. In its
simplest construc tion ( l sr- 3rd levels), it gain s the Cleave
feat to capitalize on these attacks. At m id-level const ruc t ions
(4th-6th), this con struct can anempt to grap ple an opponen t
with a successfu l slam attack and continue to dea l ene rgy
damage as a part of the gra pple. The h igh er-level construc
t ions (7th- 9th levels) have a hi gher tha n average streng th .
maki ng them more leth al grapplers.

Energy Res istanc e (Ex): An i ridescen r serpe nt has resis
tan ce 10 to a type of energy (cold. fire , electrictry, or sonic )
specified by irs crearor when it is created.

Improved Gr ab (Ex): An iridescen t se rpe n t of at least
CR 3 4t h level h as the improved g rab abil iry. To lise th is ab ili ty,

the con srr ucr mus t hit an opponent smaller th an itself with
i tS slam attack. It can then attempt to start a grapp le as a free
action without provoking an attack of opport unity.

Muscle (Ex): An iridescent serpent of at least 7th level is
stronger th an other astral con structs , and has a +4 bonus to

its Stre ngth score .

CR 1/2

Thi s creatu re ca n only be co nstructed by someone who
possesses the ustm! const ruct power and the Ectopic Form
(Ir idescent Serpent) feat on page 52.An iridesce nt serpent is a
grou nd-based fighting cons truc t thai begins asa lethal melee
combatant and is in nately resistant to energy damage.

con rinues IO pum mel th e foe as we ll :15 fak ing auack s of
oppo rtuni ty sho uld th e foe stand . The m id-level construe
t io n s (4 th- 6 th leve ls) of an emera ld gyre lise ce le r ity to
q uick ly ap proach an ene my and the n tr ip lO keep it at a
disadvantage.The higher-level constructions (7th- 8th levels)
have th e pounce abili t ~r as well, allowing th e cons truct IO

tak e full advan tage of its superior spe ed and sti ll make 3

fu ll arrack.

RIDESCENT SERPENT
This large blue serpent has a clubbed tail that can deliver a blow
charged with icy cold. This creature Iooks capable of hand ily
bea ting enemies into subm ission.

IRIDESCENT SERPENT, 1ST LEVEL
Resist cold, fire , elect ricity, o r sonic 10
Melee sla m +3 (ld4+3 plus ld6 cold)
Atk Options Cleave
Feat s Cleave"

IRIDESCENT SERPENT, 4TH LEVEL
Resist cold, fire. elec tricity, o r so nic 10
Melee s lam - 10 (l d6+10 plus l d6 cold)
Atk Option s improved grab

IRID ESCENT SER PENT, 2ND LEVEL
Resist co ld, fire, ele ctricit y, o r sonic 10
Melee sla m +4 (l d6+4 plus 1d6 cold)
Atk Opt ions Cleave
Fea ts Cleave"

IRID ESCENT SER PENT, 3 RD LE VEL
Resist co ld. fire, electricity, o r sonic 10
Melee slam +7 (l d6+7 plus 1d6 cold)
Atk Options Cleave
Feat s Cleave"



A sparkling swarm ofgem· encrusted spiders surges and pulses,
leaving a visible trail of ectoplasmicgoo if! it::; wake.

ECTO P LAS M IC SWARM CR 5
N Diminutive ma gical beas t (psion ic, swarm)
Init +8; Se nses darkvision 60 ft.: Lis ten ...0, Spot -;.-4
Lan gu ages none

AC 18, to uc h 18. fia t-footed 14
hp 40 (9 HD)
Immune weapon damage
Fort +5, Ref +10, Will +3

Sp eed 20 ft . (4 squares) , climb 20 ft.
Me lee swarm (2d6 plus ecto plasmic co coo n)
Space 10 ft.; Reach 0 ft .
Base Atk +9; Grp -
Atk Options d istract ion (DC 14; MM 316)

Abilities Str 1, Dex 19, Ca n 8, Int - , Wis 10, Cha 14
SQ sw ar m t raits (MM 315)
Fe at s Im prove d Init iat ive
Skills Climb +12, Liste n +0, Spot +4

Ecto plas mic Cocoon (Su) Upon dealing its da m age, a n
ec toplasm ic swa rm att empts to fo rm an ectoplas m ic
cocoon (as th e powe r) , caus ing the vict im to make a
DC 16 Reflex savin g throw to avo id be ing wrapped up in
e ctoplasm. A give n swa rm ca n atte m pt to enca ps ulate
on e creature in an ecto plas m ic cocoon once pe r day. The
save DC is Charis ma -based.

Sk ills An ec to p lasm ic swarm has a +4 racia l bo nus o n Spo t
checks an d a +8 racial bonu s o n Clim b che cks . It use s
it s Dex teri ty modi fier instead of it s Stre ngt h mod ifie r
for Climb checks. An ectop las mic sw a rm ca n always
choose to ta ke 10 on a Climb che ck, even if rushed or
th re ate ned .

An ectoplasm ic swarm is co mpo sed of a rar e bree d of
spide rs n ative ro th e de epes t regions of th e Ast ral Plane.
The spiders on ly goals are to feed and rep rod uce . The
de tr itus of these p rocesses produ ces mass ive quan t itie s
of raw ectoplasm.

Strategies and Tact ics
An ec toplasm ic svvarrn seeks to surrou nd and attack any
living prey it encounters, cocoon ing its prey unci then eati ng
it alive. A swarm deals 2d6 points of damage to any crea tu re
whose space it occupies at th e end of its move as pa rt of
its swarm attack.

Ecolcqu
In th e dee pest regi on s of the Ast r al Plan e, gr eat sp in ning
ectop lasmic webs srrerch across boundless expanses, teth ered

ECTOPLASM IC SWARM LORE
Ch a racte rs with ranks in Knowled ge (ps ionic s ) or Kno wledge
(th e planes) can Jearn m ore about ectoplas mic swarm s. When
a cha ract er m akes a skill che ck, the following lo re is revealed,
includ ing information from lower DCs.

Ectoplasmic swan ns can
be Ct~lIed Up 01Jf or aid

oy kmm'ledgt!flble PSI()J!S

on nothing but cen tr ipetal force.The webs snare unwary prey
in gooey ectop lasmic tendrils.The y are th e natu ral habitat of
the spiders [hat make up an ectoplasmic swar m.

In th e Astra l, th ese spiders work busily to ens ure [h eir
survival, ho ping to snare the occasional astral crea ture or
traveler.The Astral Plane can be an empty p lace , however
some tim es months can go by with out a catch. During such
peri ods of fami ne, the spiders enter a state of hibernation
where they can exist without need for food or movement.
A rug at their spinning web strands wake s the m from [heir
hibernating state in ld4 rounds,however, ravenously hun gry
and ready to feed (and reproduce),

A typical swarm is made up of thousands of Diminutive
creatures, though in certa in rare cases, individu al spiders have

DC Res ult
15 Ecto plas m ic swa rms possess typica l tra its of swarms ,

though they do not co me from the Mate rial Plane
o rigina lly.

20 Ecto plasmic swa rms pos se ss a s mall a mo unt of ps ion ic
en ergy that they use to c reate cacoo ns of ectoplasm.

25 Ectoplasmic swarms ca n be fou nd in large qua nt ities in
the deepest pa rts of t he Ast ra l Plane.



grown to sizes rivaled only by th e largest d ragon s. Th ese are
typically found unmoving or the web's ce nte r, tending and
ex tending it.

Typ ical Ph ysica l Character is t ics : A typical ectoplasm ic
spider that exists within rhe swarm is approxirnarely6 inches
in d iameter and weigh s less rhan t/ 2 pou nd .

Typical Treasure
Summoned ectoplasmic swarms possess no treasu re, though
it is rumored rha r th e vas r ec top lasmic webs in t he As tra l
Plan e hold riches from past vict ims who have bee n caught.

Elemental stewards devote themselves ro lives of servitude ,
compering with one ano rher to be called [ 0 serv ice in the
hope that one day a psionic charac ter m ight call them to
serve permanent ly as an elem ental envoy (see th e Elemental
Envoy feat , page 52).

Th e fou r varieties of elemental steward are arc tine (cold),
emberl ing (li re), geod ire (son ic), and rernpestan (elec t ric
ity). Cre atures of each variety ack nowledge the orhers on ly
nom inally, bel ieving themselves to be the exemplars of living
energy. It is unclear how the link was forged between psionic
creatu res and elemental stewards, though the en ergy types
used by psych ok inet ic powers might have so met h ing to do
wi th the connection . In fact , sagac ious psion ic characters
beli eve that elemenral stewards are merely the produ ct of
psion ic in tent .

Elemental stewards are some times cal led (by th e rlrutru 
tar stcward power, page 85) to serve a psion on t he Materia l
Plane, At other times they serve as elemental envoys for
an ex te nded period of rime (see th e Elem en tal Envoy feat,
page 52).

ARCTINE
ColdvaporrteamsJrom the ice-white, translucent bodyoJ thislittle
human oid-shaped elemental. Its enormous eyes appear as large
pools ofsnow.Jed water. across which ripplesconstantly play.

ARCTINE CR 2
N Sm all e lem ental (cold, ext raplan ar, psion ic, water)
Init +0; Sense s dar kvis ion 60 ft. ; Li sten +0, Spot +0
l anguages Common, Aquan

AC 17, tou ch 11, flat-footed 17
hp 16 (3 HD)
Immune cold
Fort +4, Ref el. Will+1
Weak ness vulnerability to fire

Speed 30 ft. (4 sq uares) , swim 20 ft.
Melee slam +5 (ld4 +3)
Spac e 5 ft .: Reach 5 ft .
Base Atk +2; Grp +0
Atk Options Power Att ack, quench
Psi-Like Abilities (ML2nd):

2fday-energy ray (cold, +2 ranged touch, 2d6+2
damage), psionic grease (DC 12), skate

Abilities Str 14, De' 10, Con 13, lnt 12. Wis 11, Cha 12
SQ ele men tal t raits (MM J08)
Feats Com bat Manifestation , Imp roved Natur al Attack".

Power Attack
Skills Con centration +7, Hea l +6 . Liste n +0, Psicraft +7, Spot

+0, Swim +10

Quench (Ex) An arctine 's touch put s out to rches , cam pfires.
exposed lant ern s . and ot her open flame s of nonmagical
origin up to size Large. The creatu re can disp el magical
fire it touches as dispelmagic (cas ter level equals the
arctine's HD).

Skills An arctin e has a +8 racial bo nus on any Swim check
to pe rform some special act ion o r avoid a hazard . It
can always choose to take 10 o n a Swim check. even if
d istracted or en dangered. It can use the ru n ac tion while
swimm ing. provided it swims in a s traight line.

Arctines inhabit the Element al Plane of \'(1ater, where they
inhabir naturally occurring icebe rgs that float th rough the
end less plane of wate r. The y part icula rly enjoy traveli ng.
th ou gh such travel is largely co nfined to the na tu ral drift of
the iceberg th ey inhabit as it is push ed alon g by currents.

Strategies and Tact ics
Arcnnes seek to first slow th eir oppo nen ts by using psioll ic
gT£'Ll~C before len mg offa cold salvo in the form of th eir cllcrgy
ray. If all else fails, they close for melee, at which time they
ca n call upon Powe r Arrac k for ex tra damage again s t an
easy-to-h it opponent.

Ecology
Arctines dwell together in small communi ties carved into the
sides of gargantuan icebergs.They gel along wirh most orher
water elem ental cre atures. Arctines are caregivers , moving
abo ut their ele menta l plan e wi th ease, assisring fri endly
creatures they f nd in need .

Typ ical Physic al Characte r is t ic s: An arc tine is about
3-1/ 2 feet ta ll and we igh s from 35 to 45 pou nds.

EMBERLl NG
Flame wreathesthe tool-block skin oJ this little human oid-shaped
elemental. Its eyes burn with a whiter flam e, cycling between
Jerocity and serenity.

E MBERLING CR 2
N Small elemental (extraplanar, fire , ps ionic)
Init +6; Sen ses darkvision 60 ft .; Li sten +0, Spo t +0
l anguages Co mmo n, Ignan

AC 16, touch 13, flat-foote d 14
hp 13 (3 HD)
Immune fire
Fort +1. Ref +4, Will +3
Weak nes s vulnerability to cold

Speed 30 ft. (6 squares)
Melee slam +5 (l d4 plus 1d4 fire)
Space 5 ft.; Reach 5 ft.
Base Atk +2; Grp -2
Atk Option s burn
Psi-Like Abilities (ML Znd] :

2/day- energy ray (fire, +4 ranged touch , 2d6+2
dam age). matter agitation, psionic daze (DC 12)

Abilit ies Str 10, De' 15, Con 10, Int 12, Wis 11, Cha 12
SQ elemental tra its (MM J08)
Feat s Com bat Manifestat ion, Imp roved Initiative", Improved

Natural Attack". Iro n Will, Weapon Ftnes se !
Skills Concentrat ion +6, Intimidat ion +7, li s ten +0 , Psicraft

+7,Spo t +0

Burn (Ex) An embe rling 's slam att ack dea ls b lud ge oni ng
damage p lus fire da mage from the emberl ing 's flaming



body. Those hi t by an em berllng 's s lam attack must
a lso succeed on a DC 11 Reflex save or catch o n fire .
The flame burns for ld4 rounds . A burni ng c reature
can ta ke a move act ion to put ou t the flame . The
save DC is Constitution-based . Creatures hitting an
em be rling with natu ra l weapons o r un ar med attacks
ta ke fire damage as though hit by the em berl ing 's
att ack, and also catch on fire unless the y succeed on a
Reflex sa ve as ab ove.

Emberlings in habit the Elemental Plane of Fire, where th ey
e njoy steady contempla tion of the infi nite varia tion in the
sha pe. color. opaci ty. and temperature of flames. Q u ick to
anger but just as quick to forgive, these mercurial elernemals
delight in phys ical contests and combat as well as philosoph i
cal debat e.

Strategies and Tact ics
An emberli ng moves quic k ly th ro ugh combat, light ing
oppo nents on fire with its slam atrack as a conseque nce of its
fi ery nature. Against tougher opponent s, an emberling first

Em /l""ling and geodilt'

uses its t'l h' rgy my (fire) before closing for melee. If an oppo
nent seems particularly resistan t to its fire-based attacks, an
emberling falls back on its psionic (lazepsi-like ability and seeks
further assistance from allie s. The victim of an emberh ng's
l'sionic ,1,1:t' spends rhe rime contemplating names that seem
to dance befo re its eyes.

Ecology
Embe rlings dwell together in small communit ies. They get
along well with mosr other elemenrals with the fire subtype.
Ember lings thrive and take susrenance from heat , receivi ng
aday's nourishment by standing for 10 minutes wit h in a fire
at least as hot as a torch .

Typica l Physica l Charact e r ist ics: An emberl ing is about
3-1/ 2 feet tall and weighs from 30 to 35 pounds.

GEODITE
Crystal veins run through the granite body ofthis little humanoid
shaped elemental. Its crysta{(ine eyes pulse in time to a rumbling,
barely audible beat.

GEO DITE CR 2
N Sma ll elemental (earth, extraplana r, psion ic)
Init - 1: Sen se s darkvis ion 60 It .: Listen +0, Spot +0
language s Commo n, Terran

AC 17. touch i o, flat -footed' 7
hp 16 (3 HD); DR 5/-
Fort +4, Ref +0, Will + 1

Speed 30 ft . (4 sq uares). burrow 10 ft.
Melee slam +6 (l d4+4)
Space 5 ft.; Reach 5 ft.
Base Atk +2; Grp +1
Atk Options Power Attack
Psi-Like Abilities (ML 2nd):

2fd ay-energy ray (sonic, +2 ranged touch , 2d6-2
damage), create sound, stomp (DC 12)

Abilitie s Str 16. Dex 8, Con 13, Int 12. Wis 11, Cha 12
SQ elemental traits (MM 308)
Feats Combat Man ifestation, Imp roved Natur al Attack ".

Power Attack
Skills Con centration +7, Crart (stonemaso nry) +7. l isten +0.

Psic reft +7. Spot +0

Ceodir es in habit the Elementa l Plane of Earth. where they
enjo y slowly burrowing th rough all the mi neral var ie ties
of stone with shaped so nic bursts . Ceoditcs have an inbo rn
talent for spatial mapping,and it is said they can never become
lost while rhev stand on stone.

Strategies and Tactics
t\ geodu e relie s on its fJIl'rgy my (son ic) power fi rst , then
use s slol1lp to slow its oppone nts do wn before closing for
melee. if po ssible. It uses its abili ty to burrow to escape
th e not ice of foe s, on ly to pop up a round or tw o later in
an unexpected spo t to ambush a foe or set lip flan king for
its alli es.

Ecology
Geodi tes dwe ll toge ther in small comm unities. They ge r
along well with most other eart h elemental creatu res. They
enjoy creati ng complex dwelli ngs of spiraling tunn els with
long galleries, g reat ho llows, and small. doorless nodes in
the ear th.



Typ ical Physica l Ch aracter is t ics: A geodtte is about
3-1/2 feer tall and weighs from -f.0 to 50 pounds.

TEMPESTAN
Storm-dark douds whirl in wind-whipped streamers around ihe
angular gra y body of this little humanoid-shaped eleme ntal. its
eno rmous eyes spark with electrical potential.

TEMP ESTAN CR 2
N Sm all elemental (air, ext raplanar, ps ion ic)
Init +7; Sens es darkvislon 60 ft.: Listen +0, Spot +0
l angu ages (amm on, Auran

AC 17, touch 14, flat-footed 14
hp 13 (3 H D)
Fort +1, Ref+6, Will +1

Speed fly 30 ft . (pe rfect) (12 squ ares); Flyby Att ack
Melee slam +6 (1d4)
Sp ace 5 ft .: Reach 5 ft .
Base Atk +2; Crp - 2
Ps i-Like Abilities (ML 2nd):

2/day-energ ~' ray (elec tricity, +5 ran ged tou ch , 2d6
da mage), control air (+/-30 mph wind sp eed) ,
dem oralize (DC 12)

Abilit ies 5tr 10. Dex 17, Con 10, Int 12, Wis 11 , Cha 12
SQ elemental trai ts (MM 308)
Fea ts Combat Man ifest at ion , Flyby Attack, Im proved

Inttte tlve". Improved Natural Attack", Weapon Finesse"
Skills Concent rat ion +7, Gath er Information +7, Li st en - 0,

Psicraft +7, Spot +0

Tempesrans inh abit the Elemental Plane ofAir, where the)'Hit
fro m place to place, gather ing and redis rribu ting the energy
of rhe stor m. Ofall the elemental stewards, temp esrans are the
most "elemental" in demeanor, bein g who lly conce rned with
(he exu ltation of air and storm and less so wi rb commun ity,
in teraction, or mann erly conduct.

Strategies and Tacti cs
Tempesrans can be fearsome opponents when provoked. If
rhey are able [Q begi n comb..H unsee n and [rom above, they
begin wi th a dt'llllll'llli:cpower followed byellergym)' (electric~

itv). If necessary, a rernpes tan ut ili zes its Flyby Attack [eat
to close to melee.

Ecology
Tempestans live most ly apart from thei r fellows. They pass
their time in lone contemplation of the gr eat sto rms tha i
pass t hrough the plan e.Th ey h ave ver y lit tle to dowirh orh er
atr eleme nrals.

ELEM ENTAL STEWARD LORE
Characte rs with ranks in Knowledge (the pla nes) can lea rn more
about elemental stewards. When a cha ract e r makes a skillcheck,
th e fo llowing lo re is re....e ale d . includ ing info rm ati o n fro m
lower DCs.

DC Resu lt
15 Eleme ntal stewards are elemental c reatures some times

called to se rvice by psio nic characters.

Typi cal Physical Characterist ics :A tempest an is about
3-1/2 feet tall and weigh s from 15 to 20 pounds.

Typical Treasure
Called elernenral stewards have no treasure. Those enc oun
ter ed n atu rally on the elemental plane they inhabit usually
wear jewelry with an average value of 500 gpo

DC Result
20 Some elemental stewa rds are not pure ly co mp osed of

the e lement of the plane the y inhabit- for instance, the
ternpestan inhabits the Elemental Plane of Air, bu t is a
creature of e lec tricity.

2S El emental stew ards ca n become ind is pensable
co mp anions of some ps ionic characte rs , servi ng as
the ir en voys , if the ps ion s posse ss the knowledge to
acco mp lish this task .



---.--_....,......,.....,....-JLARVA lIlAYER
Thisrretlfurt· loob lib:- a tiltlpole,a!thougJI it isa f ill! two.fut ill
ltugtll. It is tTclesj; itstall isaStluigglitlg mass offOll r tentacles lhll !

p'lrtia flyObSrtlTt' ,1 'Itnlflrt')'I l!,c l1Iouth.

LARVAL F LAYER CR 1
LETiny aber rat ion (psionic)
Init +8: Senses blind slght 30 ft. ; Listen +1, Spot +1
Languages te lep at hy 30 ft .

AC 18. touch 16. nat-footed 14
hp 11 (2 HD)
Fort +2, Ref+5, Will+4

Speed 15 ft. (3 squa res). climb 5 ft.
Melee tent acle to uch ...6 (ld3 a nd att ach)
Space 2.1/ 2 ft.: Reach 0 ft.
Base Atk ~1; Crp +5 (+7 when att ached )
Atk Options attach, bra in sa p
Psl-Like Abilities (ML 3rd):

3fday-burst, psiofl ic levitate, dimension hop (20 ft. )

Abilities St r 10. De, 18. Con 13. Int 4. Wis 13. Cha 12
Fea ts Improved Initiative". Stealthy", Weapon Finesse
Skills Clim b ...11, Hide +14, Lis ten "" , Move Sile nt ly +8,

Spot +1

Attach [Ex] If a larval {layer hits a Small or larger creature
with a touch attack, it uses its four proto -tentacles to
latch onto the opponent's body (us ually the head). An
att ached larval f1 ayer is effect ivelygrapp ling its prey.
Larval f1a yers have a +12 racial bonus on grapple checks .
An atta ched larval f1a yer can be st ruck with a wea pon
or grappled itself. To remove an att ached larval flayer
thro ugh grappling, the opponent must achieve a pin
against the larval flayer.

Brain Sap {Exl A larval f1 ayer eats gray matter, de aling l d4
points of Intelligence damage each roun d it rema ins
att ached. Once it has dealt 4 points of Intelligence
da mage . it deta ches and slithers off to digest the mea l.
A larval flayer can reduce its victim to 0 Intelligence in
this fashion . killing the victim. If its victim reaches 0
Intelligence before the larval Hayer's appe tite has been
sa ted, the larval flayer deta ches and se eks a new target.

;\ larval [layer's blossoming psionic abil ity, co mbined with
its i nborn ne ed to feed on gray mat ter. makes it a th reat
no crea tu re wa nts to come across u naware. In the fulln ess
of rim e, larval [l aye rs grow Inro neot he lid s (EPH 204),
but most are sla in by their su ndered kin: illi thid s. M ind
f layers view the unrestrained growth of th eir larvae as
their darkest taboo.

Larval flayerscommunicate throu gh rudimentary telepathy,

Strategies and Tacti cs
Larval flavers lurk in shallow underground pools or near a
well-traveled tu nnel. They first hide from their prey, hoping

LARVAL FLAYER LORE
Char acte rs with ranks in Knowledge (ps ionics ) or Knowled ge
(dungeonee ring) can learn mor e about larval I la ye rs . When a
cha racter makes a skill check. the following lo re is revealed .
including information from lower DCs.

to surpri se their victims. then use either PSlOillC lt t'itate or
tIim t'ITSlOIl hop to clo se in on their prey, or ru sh a creature
with a hnrs t-ass ts ted ch arge arrack. As Tiny creatu res, larval
Ilayers are able to use tfimt'1ls ioll lio}1to enter a Med ium or
larger creature's squa re; doing so does not provok e attac ks
of opp ortuni ty.

A larval Ilaver att acks by jumping on a vict im , finding a
vulne rable SPOt: and plun ging its stubby tentacles into the
flesh . Th is is a touch attack and can target on ly Small or
larger crea tures.

Sample Enco unter
Larval flayer s are most often encountered in group s of two to
five as 3. resul t of the !.lTl'lll flayers power (page 9 1).

Ecology
Mind flayers are said to reproduce through a process called
ceremorphosis.This gruesome method involves the implanta
tion of larva l-srage mind [layers (also called ilji th id tadpoles)
in host creatures. If tadpoles grow roo large fo r implantat ion
they are destroyed , but sometimes they esc ape th e br in y
pool of their birth. Even after growing jus t a lit tle bit. larval
flayers are dangerous.

Larval Ilayers squiggle and skulk through dar k runnels
underground, search ing for their nex t chance to suck down
a tasty meal of brain.

Typic al Physical Characteristics: A larval flayer is about
2 [0 2-1/2 feet long from tip to tentacle and weighs between

DC Resu lt
13 Larval flayers are hunted by real mind [layers, even

though the y are somehow related.
18 Larval [layers are mind flayer larvae that have escaped

the sta ndard mind f1a yer life cycle. If not slain, they are
destined to one day grow into neothelids .



Shadtntl efts 'ITt'

dra7vIJ thTGllgh

conduit! 0/d4r1meJ:i
I I) pre.." I1f{; 1.'

semiOtl m i1ld!

act ua lly hide beh ind. It cannot , howeve r. hide in its
own sha dow .

DC Result
16 Shadow efts are a race of psionic mo nste rs that dwell

between worlds.
21 Shadow efts heal the ir own flesh as they po ison the

minds of thei r enemies .

Ecology
Shado w efts are a race of psionic monste rs thar normally
lhvell betwe en worlds (on rbe Plane- of Shadow), subs isri ng
on psychic res idue . So me times, t rau ma tic events ca use
em oti ons so intense [hal shadow efts are drawn through
condu its of dark ness, where they are able to prey direcrly
upon sentient minds . The ir popula tion on materia] worlds
swells on rhe darkest night
of th e year,

A shadow ef JppeJrs as a large demonic humanoid, wi thout
features except for fused bon e and solid ified shadow.

Shadow dI S can no t sp eak, th ou gh they understand a
vari e ty of languages, including Com mo n.

Strategies and Tacti cs
A shadow eft prefers to strike from hiding, readying itse lf
with offensive psionic powers, th en chargi ng forward us ing
its psionic /io/l's d ltl rge.

Sample Encounter
Shadow efts are most ofte n encountered as solitary agent s
bent on attack ing [h at wh ich it first encounters as a resu lt
of th e s11~ltfo l\' fit power (page 98).

30 and 50 pounds. Larger speci mens exist, ;IS those few rhar
survive grow toward th eir apotheosis: neo t belids .

Venom ofthe Mind (Ex) Whenever a shadow eft
uses its truevenom psi-like ability, it heals 5 hit
points by psychic transference for eac h 1 point of
Constitution damage dealt to its victim. no
matter the sha dow eft's spatial or planar
se paration from the victim.

Aversion to Daylight (Ex) Shadow efts
are creatures of the night and loathe
light. If exposed to natura l daylight (not
merely a daylight spell), th ey take a - 4
penalty on all attack rolls, saving throws .
and skill checks .

Hide in Shadow (Su) A shadow eft ca n use the Hide
sk ill even while be ing observed . As lo ng as it is
with in 10 feet of some sort of sh adow , a shado w eft
can hide itse lf in the open without having anyth ing to

All IlH'.fu i s'1I1pr ll tlUS [r(lm the /light. It is {Ol"lJlt'L! halIof bOIlt'

t1 IHf half Of ll l1/ach soabsolult' that it P 0SSt' SSfS IUl lll1/ sllhstanu. 111

sill,olld lt' it IS /ihe II fan'less, winglessIfWI(lIl,lfs l'oll)' da n's long
11IIti tip/It'd with illl;y/lIeu/mess.

AC 20, touch 14, flat-footed 23; Dodge, Mobility
hp 45 (6 HD); venom of the min d
PR 15
Fort +8, Ref +6. Will +7
Weakness aversion to daylight

SHADOW EFT LORE
Cha racters with ranks in Knowledge (ps ionics) or Knowledge
(the planes) can learn more about shadow efts. When a charac
ter makes a skill check, the following lore is revealed, including
inform ation from lower Des.

Abilities Str 19. Dex 13. Con 17, Int 1' , Wis 14, Cha 16
SQ hide in sh adow
Feats Dodge, Mobility, Spring Attack
Skills Balance +10, Climb +13, Hide s-s (Hide +17 in

dark areas) , Jump +13, listen +11, Move Silently
+10, Sense Motive +11,Spot +1 1

Speed 50 fl. (10 squares) : Spring Attack
Melee 2 c1aws .9 (2d6 +4) and

bite +4 (4d6+ 2)
Space 10 ft.: Reach 10 ft .
Bas e Atk +6; Grp +14
Psi-Like Abilities (ML6t h):

3/ day-duodime nsional claw, psionic lion's charge,
truevenom (ML 7th )

1fday- shodow body (ML 15th)

Typica l Treasure
Larval flaye rs do not have or seek treasu re-they might do
so afrer the y becom e neothe lids .

SHADOW EFT CR 5
NE Large out side r (evil, extraplanar, psio nic)
Init +1; Sens es blinds ight 60 ft.; Listen +11, Spot +11
Languages (unde rstand but never spe ak) Abyssal. Comm on,

Celest ial



Aura of Menace (Su) A righ te ous a ura s urro unds s ibyllic
gua rd ian s th at fig ht o r be come ang ry. Any hos t ile
c reature within a zu -fc ot rad iu s of a s ibyllic gua rd ia n
m us t succeed on a DC 19 Will s ave to re sis t its effects .
Those who fai l ta ke a - 2 pen alt y o n a t tacks . AC, and
sa ve s for 24 hours o r u ntil th ey s uccess fully hit th e
stbyll ic gua rd ia n that ge ner ated the aura . A creature
that ha s res is ted or broken the effect ca nnot be
affected agai n by the same si byllic gua rd ian's aura fo r
24 ho urs .

Magic Circle aga inst Evil (Su) A magic circle aga inst evil
effect always surrounds a slbyllic guardian. Cas ter leve l
9t h. The defe nsive benefits fro m the circle are not
included a bove .

Tongues (Su) All siby llic guardia ns ca n speak with an y
creature tha t has a language, as though using a tongues
spell (cas te r level 14th) . Th is ability is always act ive.

Sibyl/ic gtlilrdi",n <lIT d~diCtlh'd 0ppOlJents

of (":,'iI in ,til ih f orms

Spell-Like Abilities (CL 9th):
At will- aid. cont inualflam e, detect evil. me ssage

Abilities Str 18, De> 16. Con 20. lnt 16, Wis 16, Cha 20
SQ ma gic circle again st evil, outsider traits (MM 313)
Feats Greate r Ps io nic Weap o n, Improved Initiative. Psion ic

Meditat ion. Ps ionic Wea pon
Skills Autohypnosis +17, Con centratio n +17, Diplomacy +19,

Gathe r Infor mation +17, Jump +16, Knowled ge (psionics)
...17. Knowledge (th e planes) +15, lis ten +15, Ps icraft +17,
Sens e Motive +15, Spot +15

Blood-n'el glyphs orhif till' i vor}'- sl~ i I1 JlC tl form of 11 l ll ll t-I ll/ w ill

11'011\(111 . TIlt, ll 'Oll fLlI l' S !It' ll d is ( 111 )' I' MUll fly hiddt' /J lI ll da II

.nolV illg ttllllltll', her pupiflcHeyes of t' lI lpjTl'l1 f blnc shilling oul
fro", 1I11tJenicafl,. A ~h i rt i ng grcafs H'onJ rests comfortably i ll
Ill'r gm sp.

Typical Treasure
Called shadow efts do nor possess treasure. Shadow eft s
encountered naturally possess normal t reasu re values for
their C ha lle nge Rarin g.

A Typical shadoweft. when encoun tered natu rally,carries
th ree pot ions in slender bone-carved vials: c1isplllCt·ml'lll.CIlrl'

StTlOm ucn nds, and prott'ctiol1 from fIlTO [ I'~.

Society
Shadow efts see themselves as individuals who have found
the perfect niche in which to hunt for easily obtained mental
energy.They know their predations harm sentien t creatures,
bur they feel thai it is the natural order. Though they some
times cooperate. they are more apt to see other shadow efrs
as po ten tial competitors.

Shadow efts exist in a loose confed eracy, with each eft
a powe r unto itself. They all beli eve th ar the "Un merciful
Void" (Iheir pe rsonifica tion of th e sum of all shadow and
darkness everywhere) somehow warches over for th em
and provides rher» with the opport uni ties they need to
fin d sustena nce .

the winter solstice- when the night has her grea tes t dom in
ion over all th e ear ths. When they find their way o n to the
M ater-ia l Plane (if not psionl call y ca lled ), they prefer drear y,
shadowy. cold forests.

Typical Physica l Character is t ics : A shadow eft stand s
s feet tall and weigh s: about 300 pounds.

AC 25, to uch 13, flat-footed 22
hp 85 (9 HD): DR 10/evil
Immu ne electricity. pet rificat ion
PR 20
Fort +11 (_15 aga inst poiso n), Ref - 9, Will +9

Speed 30 ft. (6 squares )
Melee +2 great, ward +15/+10 (2d6+8/19-20)
Space 5 ft.: Reach 5 ft.
Base Atk +9; Grp +13
Atk O ption s Psion ic Weapon, Greater Psionic Weapon
Psi-Like Abilities (ML 9th) :

At will-broin /ock (any nonmind less , DC 17)*, detect
hostile intent , detect psionics, ego whip (2d4, DC 19)*,
m indlink, psionic teleport (se lf plu s 50 lb. of objects)

3jday-dispel psionics, ectoplasmic cocoon (DC 19)*,
psionic fl y

l /d ay-second chan ce
*Includes augmentation for the sibyllic guardi an's
man ifester leve l

SIBYLLIC GUAR DIAN CR 10
l G Medi um outs ide r (archo n, extraplanar. good . lawful,

psionic )
Init +6; Se nse s da rkvts ton 60 ft., low-ligh t vision ; Listen +15,

Spot +15
Aura menace (20 ft ., DC 19)
languages Abyssa l, Auran , Celestial, Commo n, Inferna l;

tongue s



Resist cold 10, electricity 10
Fort +3, Ref +5, Will +9

Result
Sibyllic gua rdians hail fro m the Seven Mou nti ng
Heavens of Celes tia an d possess bot h magical and
ps ion ic abilities , as well as a me an sword ar m .
Sibyllic gua rdians be lieve a final war is o n the
horizon, a war that only they and other powerfu l
ps ionic oracles can sense. Divinations cannot
confirm the sibyllics ' bel ief in any approaching,
ultimate confl ict.

Ene rgy Drai n (Sui Living c reatures hit by a spectr a l
sav an t's s lam attack (o r any othe r natura l weapon the
spectra l savant might possess) gai n o ne nega t ive leve l.
For each negative level bestowed, the s pe c t ral s ava nt
ga ins 5 temporar y hit points that last fo r up to 1 hour.
A spectral savant can use its energy d rain ability once
per ro und .

Siphon Power (Su) A spectral savant ca n make a touch
attack once per round and dra in a number of power
points from a living ps ion ic charac te r or creature, equal
to its HD o r lower. For creatures tha t possess only psi
like ab ilit ies, the spectral savant drains one us e of the
highest-level ab ility ava ilab le to that creature, gaining
a number of power points appropr iate to the ab ility
plus an y augmentations , based on the mani fester
level of the crea ture. If the number of powe r poin ts
that the spectral savant would receive exceed s 11, the
rema ining power po ints are los t to the spectral savant.
A s pectral savant cannot attempt to d raw more than its

Abilities Str-, Dex 14, Con - , lnt 23 , Wis 14. Cha 16
SA energy dra in. siphon power
SQ turn res istance ..;..4 , incorpo real t raits, undead trai ts
Feats Combat Manifestation. Craft Cognizance Crysta l, Craft

Dorje, Imp rint Stone, Power Penet ration , Psio nic Body,
Psio nic Endowment , Psionic Medi tatio n

Skills Concentration +17, Diplomacy +19, Hide +10,
Knowledge (psion ics) +20 , Knowledg e (the planes ) +20,
List en +10, Move Silent ly +10, Psicraft +20, Sea rch +14,
Sense Motive +24, Spo t +10

Speed 30 ft. (6 squares)
Melee touch +5 (ld6 cold plus energy drain and siphon

powe r)
Space 5 ft.; Reach 5 ft.
Base Atk +5; Crp +5
Atk Options energy d rain, siphon power
Power Points/ Day- ; Psion Powers Known (M L 11th):

6th-mind switch (DC 22) '
5th-metaconcert, power resis tance, psychiccrush {DC

21)"11', tower ofiron wiJJ
4th-energy adaptation, psionic dimensiondoor, psionic

dominate (DC 20) 11-, trace teleport
3rd-body adjustment, dispel psionics , energyburst (DC

19)' , hostife empathic Iransfer (DC 19)' ;
2nd-brain lock (DC 18)' , ego whip (DC 17)~. energy push

(DC 18)*, psionic tongues
1st-crystal shard, detect psionic», inertial armor, mindlink,

psioniccharm (DC 17)*;
"The save DCs for these powers might increase with the
use of augments

25

DC
20

SIBYLLIC GUARDIAN LORE
Cha rac ters with ranks in Knowled ge (the planes) can learn
more about sibyllic gua rdia ns. When a cha rac ter makes a skill
check, the following lore is revealed, includ ing information from
lower DCs.

DC Result
15 Sibyllic gua rdians are power ful ps ionic arc hons

called by the mos t powerful psion ic characters to
do battle ag ains t evil.

A sibylltc gua rdian ap pears as a ra il, beautiful woman
wie lding a m assive grearsword , Guardians sometimes
serve as sen rinels ro goo d-aligned psions who pos sess
enough psionic skill (see rhe pla'"lt" d llllt1l'ioll power, page
9+). Sibylltc guard ians are d ed ic at ed o p ponents of evil
in all it s fo rms. \'(l it h an arse nal of psionic and magical
ca pabilities plus g rea t ski ll at arms, a sibyllie guardian
strikes fear into the hearts of eve n the vi lest creatures
o f th e Abyss .

trategies and Tactics
A sibyllic guard ian begins co mba r by arrempnng to waylay
its opponents wi th po wers suc h as b Yil j Jl lo"~ and utoplas
mi( COCOOI1 . If t hese attemp ts are unsuccessfu l, a stbylltc
gua rdian is an adept wa rr ior and has no qualms about
wad in g into battle wi th grearsword in h and . Against
tougher opponents , a sibyllic guardia n employs the
oracular vision gra nted by the s('(0,1I1 chance power to gain
th e upper hand .

Astbylltcguard ian's natural weapons (as well as an y weap
ons she wields ) are treated as good-aligned and lawful-aligned
for th e pu rp ose of overcomi ng damage reduct ion.

Ecology
Sibyllic guard ians mostly inh abit the Seve n Mou nt ing Heav
ens ofCe lesria, where rhev dwel l wi th all ma n ner ofarchons
in prepara tion for th e co m ing war.

Typical Physica l Cha rac te ris tics : A stbylltc guardian is
about 6 feet tall and weig hs fro m 180 to 200 pou nds. These
creatu res are ageless and always female in appearance .

A silhouette ofwhat once walked as a man now UJalks in perma
nent shadow. Its eyes burnfrom the darkness with a compeJling.
ravenous hunger.

SAMPLE SPECTR AL S AVAN T CR 13
Male human telepath 11
LG Medium un dead (incorporeal , augmented huma noid)
Init ...2; Sen se s darkvlsfon 60 ft.: Listen +10, Spot +10
languages Celes tial. Common, Dracon ic. Dwarven, Elven

AC 20 (inco rporeal) . touch 20, flat-footed 18
hp 71 (11 HD); DR10/ magic
Imm une undead immunities , nonmagica l attacks

Typical Treasure
Called sibyll ic guard ians G IffY no treasure othe r than the
blades t hey wield.



A sp,·etrill sa",,·(l1/l is ,I psionic cimrnctev 1lJ!;O bas discovered
fIg mram /0 e'xu"d his life Im1Jt1(IH·tll~1

Attack A spec tr al savant has a touch attack that it can use
once per round. Th e touch att ack deals td s points of cold
dam age, an d affec ts th e v ictim wit h en e rgy drain and/ or
(against a psionic foe) siphon power.

Fu ll Attac k : As above.
Sp ecia l Att ack s: A spec tral savant retains all [he special

att ack s of the base creatu re and gains those de scribed below.
Saves have a DC of 10 + 1/2 spec tral savant's H D + spectral
savant's Cha modifier unless otherwise no ted .

Energy Drain (511): Living cr earu res
h it by a spectra l sava nt 's sla m arrack

(or any other nat ura l weapon th e
spectral savan t m ight possess) gain
o ne negative level. For eac h ncga

rive level be stowed, th e spectra l
5aV3m gains 5 temporar y h it points that
last fo r up IO 1 hour. A spect ral savan t
can use its energ y d rain ability once
per round .

Si}lliotl Power (Su): A spectral sa
vant can make a rauch arrack once

per round and drain a number
of power poin ts from a living
psionic cha racter or creat u re ,
equa l to irs HD or 100,,·er. For
crea tures that possess an i)' psi
likeabilit ies, the spec tral savant
drain s on e use of the highes t
level ahi lirv available to [h at

creature . ga in ing a number of
ps ioni c powe r poin ts app ro priate

to the ab ili ty p lus any aug men 
ta rion s, based o n the m nn ife srer

leve l of the cr eat ure . For example,
if a spec tral savan t were to d rain the

sing le use of lIli1hl 111I' llSf th at a cereb
r il ith receives in a dav, it would recei ve

9 powe r point s, s i ~ce th e ce rebri l-
ith mnnifesrs that pO\ver at 9 th

level (normally requiring 9
power points to do so). If t he
numbe r of power poinrs that
th e spectral savan t wou ld re
ceive exceed s its max imum
(spectral sava nt 's HD). the

remai ning power po ints are los t 10 the spec tra l savant. A
spec tra l savan t ca n no t att em pt ro draw mo re [han its HD
i n power po in ts in a sing le att ac k. frorn a creature that n or
mally uses power points, sim ply to make rhem unavailable
to that creatu re .

DC Result
l S Spectral savants are undead mon st ers.
20 Spectra l savants are capable of d raining psionic ene rgy

from the ir victims .
25 Spectral savant s are not au tomaticallyevil (tho ugh

more are evil tha n are not ).
30 Spect ral savant eye color is determ ined by alignment :

good (s ilve r), neu tra l (jad e), evil (green).

HD in power points in a single attack, from a creature
that no rmally uses power points , simply to make them
una vailable to tha t crea ture.

A spec rra l savan t is an un dead psion who has d isc overed
th e means to ex tend h is life un nat urally. \'(Ihil e spect ral
savan ts re tain the po\vers they had in life, th ey no longer
h ave a pool of power points to draw upon . They m ust
in stead, siphon power points from Iivi ng psionic charac ters
and c reatu res.

SPECTRAL SAVANT LORE
Characters with ranks in Knowledge (ps ion ics) o r Knowled ge
(religion) can learn more abou t spectral savants . When a char
acte r makes a skill check, the following lo re is revealed. including
information from lower Des.

Strateg ies and Tact ics
Any given spect ral savant has a n
a maztng ar ray of psio nic powers
and abi li t ies at it s d isp os al. Si nce
each sp ec t ral sava n t is unique ,
tactics and st rategi es in corn
b at vary. H owever, a tried and
true strat egy for th ose w it h
telepa thic co m pulsion pow
ers is ro e n t rap the minds
of th eir v ic t im s, rh en orde r
[hem to sran d srill as [h ey
si phon life and power poinrs
(i f any) away.

CREATING A
SPECTRAL SAVANT

"Spectral sava n t" is an ac
q ui red templa te t ha t ca n
be added to any h uman oid
c re at u re (referred to here
after as [he ba se creature),
provided it can co m ple te
the tran sfo rm atio n r itua l
(see bel ow).

A spec tral savant has all
[he base creature's st atistics
an d special abili t ies except
as no ted her e.

Siz e an d Typ e: The crea
ture's type changes to undead.
Do nor reca lcu late base at
tack bonus, saves, or sk ill
po ints. Siz e is unch an ged.
Th e cr eatu re ga ins th e in corporeal subtype.

Hit Dice: Increase all current an d future H it Dice ro dt as.
Ar mor Cla ss: A sp ec tra l savan t has a deflection bonus

to A rm or Class equal to 5 + its C har isma m odi fie r.



Special Qualities: A spect ral savant retains all the base
creature's special qu alit ies and gains those describ ed below.

Rcststuurcs (Ex): A spectral savant has resistance to cold 10
and elect ricity "10.

'Iuru ResistatJce (Ex):A spec tral savant has h i m resistance +4.
un dead' Tmrts: A spec tral sava nr is i mm une to mind

affecting spells and abilities, poison, sleep effect s, paralysis,
stunning,d isease, death effects, and any effect th at requires a
Fort itu de save un less it also works on objects or is harm less.
It is not subject to extra dam age from crit ical h its, non let hal
dama ge, abi lity dam age to its physical ability scores, ability
drain , energy drain, fatigue, exhaus tion, or death fro m mas
sive damage. It cannot be ra ised,and remrrcch oll wor ks only
if it is will ing.

Ab ilities: Increase fro m the base c rea t ur e as follows:
Dex +2, l nr +2, \Vis +2, e h a +4. As an undead in corporeal
crea tu re , a spec tral sava nt h as no Stre ng th sco re and no
Co nstitution score.

Sk ills: Spectralsavants havea +8racial bonus on Hide.Listen.
Move Silently, Search, Sense Motive, and Spot checks.

Environ ment: Any, usually same as base creature.
O rganization: Sol itary, pair, or troupe (1-2 plu s 3- 5

psion/psychic warrior pupils).
Challenge Rating: Same as base creat ure +2.
Treasure: Standard.
Align men t : Any.
Advancement: Bv character class.
LevelAdjustme~t: Same as the base crea tu re +4.

SPECTRAL SAVANTS
AS CHARACTERS

The process of becoming a spectra l savant on pur pose is
extraordinarily taxin g. No good-aligned creatu re undertakes
the process wi lli ngly.Sometimes sp ectral savants spon rane
ously arise when a psion is killed in a particularly egregioius
fashi on, or wh en a ps ion is killed prior to accompli sh ing an
important que st. \,\' hen savants arise in this fashion, th ey are
not automatically evil. If they dr ain energy or siphon psion ic
power from three or more good-alig ne d creatures, however,
their alignme nt sh ifts to evil .

A spectra l savant retains all class abilities it had in life,except
it can no longer recover power point s simply by rest ing.

THE TRANSFORMATION RITUAL
The tran sfor mation ritu al first requires th at the psion or
erudite (page 153) obtain or create a cogllizr1l1 (t' crystalcapable
of sto rin g 17 power points, plus acquire a number of mun
dane crys tals whose co mbined value is no less than 10 .0 0 0
gpo Th e cha rac ter mu st also be able to man ifest s rh-level
psionic powers. Once the prerequisites are met, th e ch arac ter
can begin the ri tu al. O nce the ri tual beg in s, [he mundan e
cr ysta ls are des troyed over rh e cou rse of one n ig ht and the
mgniztl J1Cf crj'stlll is subsumed into the body of the character.
The cha racter also expends +,50 0 X P to comple te rhe r itual.
W'hen rhe character finishes th e ritu al, he arises <I S a spec tral
savant, at which time his power points are fat ally expende d.
He mu sr find ano ther psion ic charac ter or creature to gain
add itional power poinrs as described above.

ECOLOGY
Spec tral savant s exist in all man ne r oflocatio ns and planes,
eac h on e seek ing to fulfill its own am bitions. As undead
creat ures, they are tech nically immortal until slain..

Typica l Physical Ch aracteristics: Height and weight
varies from crea ture to creatu re,depending on what race th e
creature was in life.

SOCIETY
\,(li thin the scope of{he game, a spectral savant has a num ber
of pote nt ial roles . A no n-evil spec t ral savant can serve as
a g uide to a livi ng psionic cha rac ter, sipho ning off powe r
points (and withhold ing its energy drain) only after making
a deal with t h e c ha rac te r ah ead of rim e. Some spec t ral
sava nts even agree to in st ruct lesse r psions or erudites in
return for daily po we r point tran sfers. O n the ot her h and ,
ev il spec tral savan ts seek o ur o th er ps ion ic c reuru re s an d
ambush th em , sipho ni ng off their power points and k ill in g
them simultan eously.

Alignmen t :A spec tral savant's alignment var ies, but rncs r
are (or become) evil.

TYPICAL TREASURE
Spectral savants carry no treasure with them , though on e can
have a cache or treasu re appropriate to its Challenge Rating
in the home it had while living.



f'you playa psioniccharacter or run a game that features
one or mote psionic player characters , you've accepted
the "psionic par:ldigm."l\fter all, ifone psion ic charac ter
exis ts, m ust th ere nor be more? If psionic cha racters
exis t, why not psion ic in stituti on s, gui lds.Ioca ucns ,

infras truc ture, legends, deities, and terr ibl e threats, too?
This chapter seeks to provide just those sorts of element s,
whic h allow the psionic expertence of the game ro grow all
the riche r.

This chapte r int rodu ces severa l op rions for characters,
including a subrace of naturally psionic humans, :1 new
psionic race called the svnad, racial classes for standard
psion ic races. pSIOOICgurlds.a variant pston called the erudite,
epic versions of the new classes presented in Chapter 1, and
new epic feats.

Some races are known fortheirpsionic abilities,wh ile others
are not. From rime to time, however,even the so-cal led "non
psionic races" can prod uce individuals who possess psion ic
abflin esMoreovcr, un known to most , a secret conclave of
hum an s have long bred psionic abili ty tr ue wit hin th eir
families. Th ese humans are referred to as the Six Hidden
Houses (described in the next section). though few believe
the houses (Q be more than a legend- or a footnote 10 his
tory, at most.

Besides the nonpsion ic races and natu rally psion ic
humans, other lesser-known psion ic races exist as well.This

sec tion int roduces the synads, hu man oid c reatu res with
threefold min ds.

NEW PSIONIC RACE: SYNAD
Synads seem un social to the naive. In truth,each synad is a
group un to himself, composed of three fully independent
minds th at are fuse d into a cooperat ing wh ole. W hil e
most races suffer th e crushi ng lonelin ess of a wholly
closed-off mi nd, synads reap the benefits of combined
thought ,cooperative plann ing, and multiple viewpoints
on each new task or topic.

Personali t y: \'('hile syno ds have wil dly varying
person ahnes, rherr th reefold minds gtve the race
recogni zable personali ty traits.

A synads threefold mind is composed of parts th at
areofren referred to as the overmind, the collective,and
the oracle. In most acriviries, the overmind controls the
svnad 'sactions. However, sometimes the collective or
the oracle-the pans known as the submind-rises
(Q the surface. ei ther bypassi ng th e overmi nd or
mentally adv ising it on topics the subminJ is more
sui ted to understand .

Physica l Descr ip t io n : In th e bri gh t light of
day, a syna d passes for a tall, slim hum an . 1n d im
ligh t, however. OU I of the corner of an obse rver 's
eye, a syn ad sometimes appea rs as a huma noid with
three heads.The normal head appears bracketed bytwo
ghostl y heads co mplete lydevoid of hair, eyes, ears,
mouth , or nose, Th is hap pens only if the synad has



J;.lladJ ill'1' cf mare Ibl1n om' m ind

mind can wirhsrand menta l effec ts (such as charm pcr501l

and tiomilwft- prrsou) that mi gh r leave an other creature
drooling or subser vien t, the race ha s a reputation for great

roughness of m ind .

Synad Racial Traits
Aberration: As aberra t ions, eve n

though theycan appear human: synads are
not subject to spe lls or effects that affect
only humanoids.

Medium Size: Synads have no
special bonuses or penalt ies due to
th eir size.

Darkvision: Synads can see in the
dark ou t ro 60 feet.

Speed: Synad base land speed is
30 feel.

Naturally Psionic: Synads ga in 3 bo
nu s power points at i sr level . one each for
rhe overmind , rhe collective, and t he or acle .

This does not grant syn ads the abilirv to
m ani fes t power s un less they gain rhar
abili ty rh rou gh an other source , such as

level s in a psionic clas s.
Threefold .\lind (Su ): The th reefold

sy nt hesis of mind,controlled by the- over
mind, grant s synads an advantage when
resisring mental attacks. They gain a +2
bo nus on \X!ill saving th row s.

Oracle (SII): Th e part of a svnad's
mind k nown as the ora cl e g run ts him a
daily precognitive edge.Th is rran slares
int o 3 +2 insight bo nu s th ar th e synod
can apply at any time to an in itia tive
check, arrack ro ll, or saving throw.
In rhe case of an arrack roll o r savi ng
throw. the syna d can eleer to apply
[he bo nus ro the roll or save after he
de termi nes wh ether h is unmodified

roll mi sses.A sy nad can apply only one
precogn itive edge per day.

Col lecnve (Su) : The part of a syn ads
mind know n as th e collec tive all ows him

to tap into a racial net wo rk of knowledge and informat ion.
A synad ca n spen d t power-point as a free action to gain a +1
bo nus on any Knowledge or Psicra f chec k he makes .

Multitask (Su ): A svn ad's th reefold mind can temporaril y
separ ate, allowing him ro rake more than a single mental

A character from a nonpsionic race can also choose to take
the Wild Talent feat {fPH 52}, which gran ts the character a few
power po int s an d the ps ion ic s ubtype . That s ubtype is the all
impo rtant ingred ien t necessary to qual ify for the various psion ic
feat s. inclu ding those that requ ire ma inta ining or expending
one 's ps io nic focu s. For inst an ce, mon ks are often inclined to
take Wild Talent, jus t so they can later take Psionic Fist and the
feats tha t follow.

exhausted all its power poin ts for th e clay. For this reason.
most synads avoid draining their power point rese rve, lest
their true nature be revealed .

Synads typ ically standJUS l over 6 fe-et tall and weigh about
t70 pounds, wtrh males somewhat taller and heavier th an
females . Synad s are rypieally hairless.Th ey have pale skin,
large. dark eyes, and long, expressive fingers.
They dress commonly but enjoy impressive,
flam boyanr headwear.

Rel at ion s: Synad s mix with mem 
bers ofother races, espe cially humans.
So me times th ose rel atio ns change
sudden ly when ano ther crea ture gains
insight into a synad 's true nature, so
sy nad s try to avoid dim light wh en
poss ible, or else th ey prepare their
comrades by revealing the truth about
their heritage.

Ali g n m e n t : Sy nad s do not tend
toward an y par ticular alig n rne nr.
The be st and the worst are found
among t hem.

Synad Lands : Synads hai l
from a par allel world accessible
t h rough the Plane of Shadow.
The few who dwell on the Mate-
rial Plane pre fer ro forger their world of
orig in, cla im ing th at mons rrostrtes of
th e m ind roam there unhindered .

Rel igion: Synmls often wor ship
Fhut laugh n. drawn ro his asp ect as
<1 tr avel er. Th ose wh o have esc ape d
th eir homeworld g ive cred it ro the
de ity for showing rhe m a way
t h rough.

Lang u ag e : Synad s spea k
Common an d th ei r own un ique
language,

Name s: Sy na d nam es var y
gre arly, ma in ly because syna ds
have thrown off th eir or ig ina l ways
and adopted human cultu re. Th ey draw
thei r names fro m the names of humans
in t he area wh ere rhev have sett led, Synads who mare and
produce ch ild re n ofte n name th em afte r local hero es or
great leader s.

Adventurers : Synad advent u rers H e aki n ro hum ans
in th eir daring and amb ition. Becau se a sy nad's threefold

NON PSIONIC RACES
The well-known psio nic races include dromites , clans, maenads ,
githyanki, half-gia nts . and so o n. Of co urse , creatures of other
races can als o be ps ion ic. but tho se races as a who le aren 't
known for that cha racterist ic. While ps io nic elves. dwarves. and
humans do exist. it is also true that elves, dwarve s , and humans
are generally mind blind.

Individuals of these races who become psionic do so by taking
a psio nic clas s, which represents exten s ive train ing on to p of an
unrea lized personal talen t fo r psionics th at is read y to s pring to
light with proper nurturing.
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HOUSE ADON
Tcmpcn'd hy.name.

Symbol: Green flame again st a silver backgrou nd.
Crysta l: Emerald.

attention through ahi liry, deed , or other talen t. The ruler
of each house bears the n tle of Paragon and is chosen from
the house elde rs to ru le for li fe. Paragon s are like fami ly
patriarchs and matria rchs ,with power over the en tire family
and the authority to nego tiate with the elders and paragons
of other houses.

Each of the Six Hidden Houses has its own symbol that ;J.p
pears on a member's skin either at birth or sometl rne within
the first few years of life. Each house is associated with a par
ticular gems tone tha t members commonly use for psicrvs rals
and as part of other psionic items they craft.

As humans,Talaire have the usualbonus feat, but they must
choose \X'ild Talent - or. more preciselv.a version of w'ild
Talent speci fic to each house. For reasons lost in the mists of
time. each house has a particula r talent for pstontcs. whic h
mea ns [hey focus on a specific discipline. An individ ua l
Talaire, ho wever, ca n choose a class th at specia lizes in any
discipline. For instance. it is not un known for members of
House Novar TObecome shapers or releparhs (although more
become seers).

PLAYER AND OM OPTIONS
The Six Hidden Houses provide both players and th e DM
with new game options.

For Players : Because of the difficult ies endured by the
Talaire in their tr ansition from their old homeworld to the
new, many members now live- sunde red from the Six Hidden
Houses.They don't know the SOLIrce of their st range powers of
the mind or the mean ing of the birthmark that seems odd ly
like a symboL Sometimes, the psion ic talent and symbol
reappear only every few generations. The di scovery ofa lost
birth right becomes the goal of those humans who are fina lly
welcomed into their own forgorten house (or, if found first by
a quarreling house, brutally hunted and perhaps murdered .
all in ignorance). Player charac ters who survive their first
encounters with members of their sunde red house migh t
finally learn the tr uth of [hei r heritage.

For the DM: At the min imurn.nn Nrc or two with strange
tattoos and psionic power can prove an interesting mystery to

the playercharac ters. Perhaps a hi reling or cohorr reveals her
true status to the characters by using her power in a time of
dire need. It's never something revealed or discussed casually,
unless the pes are rrusred complete ly.

Ifone of the players decides that his
background is Talai ran (or if the DM

decides for h im), perhaps th e sym-
bol that appea rs on all Talair ans
was merely long delayed on the
character. After some tr igge ring
event (even a dream), th e svm
bol appears, and th e PC wakes to
psion ic power.This means he must
give up a feat and take wild Talent

in stead , unless his particu lar \X' ild
Talent feat is gained as part of his nor

mal feat progression.

H &w t> Adoll i)'lnhol

T
Among the humans who belong to the Six H idden Houses.
psionic power comes natura lly at bi rth. Their own legends
speak of ances tors who came ro th e world from a far place,
a realm they rule d, but which ended in cataclysm brought
on by an evil power known only as the Enemy. Not even the
house elders know the entire tru th .

\X'halever th e reason , the refugees from that lost place,
called Talaron. chose to hide thei r psionic ability when they
came to th is world. Memb ers of the Six H idden Houses
who refer to rhernselves as Talai re-c-therefore lake pains 10

blend into regular human socie ty. masking th eir presence
for hundreds of yeats.

According ro Talaire legend) each of the houses descends
from a noble house that once ru led in their lost world. Each
hou se is a type of ex tended clan. and members are related
by blood. marriage, or adoption. \X'hen a Talnire marries a
regula r human, the ch ild always breeds true with psion ic
abilitr. The spollse of a Talaire becom es pan of a part icular
ho use in name, but the ch ild of such a un ion becom es a
member of the house in facr. (Children of Talatre and elves
do not breed true with psion ic power.)

The T:Ilaire are interspersed th rough reg ular human
society, and have homes, businesses, interests, and ad
ven tures as reg u lar humans. However , they also owe a
cultural and psionic allegiance to thei r own H id-
den House and to the Talaire in general
(though some houses are deadly en
emies). Each hou se kee ps a secret
location th at serves as th e nexus
of its interests, lore. and direc
t ives (if anv ). Those locat ions
are not necessartlv perma nent,
shifting if the secrec y of th e
house threatens to become corn
promised. One rumor says that
there were originally eight hous
es, bur misfortune and feuding over
the centu ries has reduced th e cur rent
number to six. Anorher clai rns [he seventh
and eighth ho uses haw become so secretive
tha t even th e other Talair e no longer know
of them. Eith er W:l Y, they're calle d the Two
Lost Houses.

Most Talaire never learn the location of their own house's
secret fort ress , unless they ri se ro th eir house elders'

acrion duri ng his rum . Once per day, a synad can spend I
power poinr £0 gain a swift anion that he can use to rake
an)' purely menta l action, Examples include manifest ing
a psionic power or maki ng a Knowledge. Psicrafr, or other
check requ iring only mental cogitation. However, a synad
can use his extra mental action to manifest a power only if
the nor mal actions allowed to him during the round do nor
also involve manlfesung a power.

Automatic Languages: Common and Synad .
Bonus Lan gu ages : Any (other than secret languages.

such as Druidic). The portion of a svnad's mind known as
th e collective exposes him to a \v-ide range oflanguages.

Favored Class: Any.A mulnclass synad's first chos en new
class does not cou nt when determining whe ther he takes an
XP penalty for mu luclass ing (PH 60).
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HOUSE COGITARE
The sun Sft'S Ill/.

on them while they t ravel and, even worse.
know the tru th abou t rh e ir stolen homeworld
bur refuse to come forward with t his knowl
edge for some reason. Acci denta l meerings

be tween Ce larans an d Novarans ofren end
wir h bloodshed. O n the other hand, mem

be rs of House Ce lnre feel mOS I fr iendly
10 members of House Ince ndar, with

whom they have all ied from rime
to time.

w il d Ta len t (c d are ): Instead
of a free bo nus fear, Talui re of
House Celare have the \X!"i ld Talem
(Ce lare) fear.

Bfllt.fit: You gain the psionic
subtype. As a psion ic charac ter, you

gain a rese-rve of I power po int an d
qualify for psionic feats. me tapsion ic

fears. and psio nic ite m c reatio n fea ts. In
add it ion, you gain the psi-like abil iry to

use bllrst{EPH 8 1)once per day (ma nife ster
leve l 1st + half rhe number of psionic class
levels gained).

Sy m bol: A rising sun over a da rk blue sea.
Crvstal: Amb er.

. Cha r ac te r is t ics : Mem be rs of House
Cogi rare are masters of rbe disciplin e of telepa
rhy, \'\Ihile Novarans look inr o the past for
th ei r ans wers, Cogt rara ns look into the very

minds and sou ls of livi ng creat u res, gaini ng
insight and giv ing commands. They also follow

a trad iti onal mandate that they use th eir power
on ly for "t he grea ter good." Typica l Cogtrara ns

. stand ju st shy of 6 feet tall, wi th fai r ha ir
and gray eyes.

The elders of House Cogita re con-
sider themselves rhe most noble of all

the survivi ng Hidden Houses. This
is due (0 the be lie f rhar pr io r 10 the
Enemy 's comi ng, Hou se Cog irare
was at t he ascension of irs cycle and
th erefore ruled th e losrTalatre home
world , including the ot her houses.

Afrer all. their talents arc most sui ted
to uncovering decei t and ensuring tha t

proper behavior is en acted by the otherw ise
unlawful. To rhts end, some enterprisin g

members of House Cogirare even now seek
[0 increase their power base by su rrepti
tiously gaini ng in flue nce amo ng gre at
leaders of the world, JUS t in case it becomes
necessary to "step in,"

Many of th e orher ho uses suspect th at , over the cen
turies , pow er over the minds of orhers has corru pted a
house once k nown (or lege ndary ju dges , peacemakers .
and di plomats who wo uld never th in k of using the ir
coe rcive abili ties for selfish gai n. Indeed , while most
Cog u ara ns st ill abide by th e srri ctu rc , o the rs believe

H CIJtS( Cogildl '(" J)'m bol

-c- House Celnre mott o

Ch aracteri st ics: lvtembers of House Aden
have a pre dilec t ion for mer ac rearivit y, th e
abih ry to fashion objects from nothing oth 
er than th eir ow n desire to crenre. They are
the renowned builders and crafrers of theTa
latre . Thl' typ ical Adonan is tall and broa d
shouldered. wit h brow n or sandy ha ir and
green eyes .

Eld ers of Hou se Arion beli eve rh ar
th eir house once possessed a singular
artifact, called rhe Making Stone, that
en abled its wie lder ro fash ion entire
worl d s if he we re ta lented e no ug h.
In the background ofall th eir other
pla ns . t he elders seek th is legend
aqr item.

Man y houses dist ru st House Cog i
rare. bUI none mo re t han House Aden.
Past be traya ls still burn between th e two
houses (tho ugh the spec ifics are forgo rren].
and they ofte n cla sh . Members of House
Adon are mos t willing to wo rk and a lly with
House Nava r.

W ild Ta le nt (Ad o n ): I nstead ofn fret.'
bonus feat . Tala ire of Hou se Adon h ave th e
w ild Talent (Ade n} fear.

BCflt'Jit: You gain the psionic su bty pe, As a psion ic char 
acte r, you gain a reser ve of I power po int and qu al ify (or
psionic (ears. rnempsionic [eats, and ps ioni c item crea rion
fears. In addit ion, you gain the psi-like Jhilil y to lise p$;(lllic
lII il10l"CrClll iofl (El'H 121) once per day (nm nffesrcr
level t sr + half the num ber of psionic class
level , ga i ned).

Symbol : An arching bridge across a
bl ue field.

Crys ta l: Opa l.
Ch aracter istics : Due to th eir in

born talent of psychoponano n.
membersof House Celare are known
for their abiluv ro find their way
[Q any location, regardless of wearh
er or dist ance. Th e typical Celaran
stands about 5 feel S inche s [all, with
da rk complexion, da rk hair, and
srartl ingly blue eyes.

Elde rs of House Cela re beli eve th at till'
Talatre homeworld was n OI des troved. bur
merely hidden away in secret by rh~ Ene my,
1':0 o ther house shares thi s belief, but
that doesn't S lO p Celarans from tra vel
ing and sea rching for clues in far places.
A[ o ne time or ano ther, m OSI Celarans
take up the quest to find their hidden homcworld. So far they
have not found any evidence 10 subs rannate thei r belief but
rhey have discovered many sccrer and wond rous thi ngs in
thei r travels.

House Ce lare ha s along-s ta nd ing feud wit h Hou se No
V3r, Ce lnruns bclieve th at rhe e lders orHouse No var spy

HOUSE CELARE
TIlt' pafil iS1I0t losL
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HOUSE NaVAR
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- House Navar mono

Sym bol:A blue eye on astarry black
background.

Cr ys t al: Sapphire.
Ch a r ac te ris t ics: Me mb ers of

House Novar have a k n ack for c lair
sentience, the ability to see and sense beyond
the talents of the m ind blind. They are the
renow ne d seers of the Talaire. The typi cal

Novaran has raven-black hair. pale skin, and deep, sapp hire
blue eves.

Eld~rs of House Nova r see k to look back into the di s
tant pa st to discover what cata clysm forced [h eir ances tors
into their cu rrent state and who (or whar) is ult ima tely re-

spons ible. Discovering the ident ity of the
Enemy is the one pledge each new Paragon
of Hou se Navar makes. Unfo rt unately.
none has yet made good on it.

House Novar has a long-standing
feu d with House Celare.Celarans are dis

trusted , and accidental meetings between
th e two hou ses ofte n end in bloods he d.

On th e other hand, those of House
Novar fee l most friend ly to members
of Honse Adon , w ith whom t hey h ave
all ied from ti me to lime.

W ild Ta lent (No var): Instead of a
free bo nus [cat, Talaire of House Nova r

have the wild Talent (Novar) feat.
Ht'lle./il:You gain the psion ic sub 

type. As a psionic charac ter, you
gain a reserve of 1 power point and
qua lify for psion ic feats, metapsion
lc feats, and psionic item crea tio n

fea rs. l n addition . you ga in the psi
like abi lit y to use prt'Cogll it ioll (EPH 124) once

per day (rnan ife srer level 1st + h alf the number of
psion ic class levels gaine d).

House Incendnr dis trus rs Navar and Adon for what it con
siders un wan ted meddling in Incendur policies. No cla shes
have broken our ope n ly, but teristons co nt i nue to rise. In
cendar has good relation s wit h the other houses . especi ally
wi th Hou se Cel are , with whom they've allied from time

to time.
Wild Ta len t (I n ce n d ar): Ins tead

of a free bo nus feat, Talaire of H ou se
Incendar have the \xrild Talent (Incen
dar) feat.

Bt'I IL'pt : You gain th e psion ic sub
type. As a psionic character, you gain
a rese rve or I power point and quali
fy for psionic feats, merapsionic feats ,
and ps ion ic item crea t ion feats . In ad
di tion , you gain the ps i-like abili ty to
use [011l1'tl1ohject (E PH 88) once per day
(rn an ilesrcr level i sr + half t he nu mber
of psionic clas s levels gained).

Hottsc' Inccndar symbfJl

- House Incendar morro

Sym bol:The palm of an open red hand
on a white background.

Crysta l: Ruby.
Char acterist ics: Members of Hou se

Jnc endar are masters of the di scipline of
psychokinesis, the povver ofcomma nding
energy in all its various form s. They are
known for the ir mastery of the physical
world th rou gh m en tal manipulatio n,
thou gh some prefer to work wit h o the r
manifest at ion s of energy. The rypl cal l ncen daran stand s
about 6 feer [all , w ith a fair comp lexion. blond hair, and
pale blue eyes .

The elders of House lncendar a re psychic researchers
of the first order. Thei r h idd en lodges are places of psion
ic stu dy and exper imenratio n into menta lly
ge ne rated or modified manifestat ions of en-
ergy. Incendaran researchers beli eve th at
jus t as one mind can tap its own psion ic
ene rgy and a group of coope rati ng psion 
ic cha rac ters can lap a greate r reser voir,
rapping [he collective unconsciou s of all
psionic creatu res everywhere would make
a vaseand in exhaustible supply of psionic
energy available. O ther houses are some
wha t suspicious of th is belief, and borh
House Novar and House Aden have
warned Ince ndarans agai nst pursu ing
this research, fearing mental cataclysm
th ro ugh some m isstep. The elde rs
take these warn ings in to account, bu t
research conti nues.

House Incendar is uni que in it s
belief tha t some frag men t of it s
famil y fleeing the or ig in al hom e
world washed up in a complet el y separate
rea lm, far from any of th e Six Hidden Hou ses. Mem
ber s seek [h is fragmen t of Inceudur, but so far none
of irs sea rc hes (physical and psychic) have yie lde d
any t hi ng.

Ir merely a qu aint re lic of hi sto ry. Of all th e hou ses,
House Ad on knows beyond a doubt that ar least so me (i f
not all) Cogita ran s have abandoned the s tri ct ure. Thus.
members of Aden and Ccgtrare are usu ally at eac h others'
th roat s-menta lly spe aking.

w'ild Talent (Cogit ar e): Instead of a free
bonus feat, Talaire of Ho use Cogtra re have
rhe Wi ld Talent (Cogrrare) feat.

Benefit: You gai n the psionic subtype.
As a psionic character, you gain a reserve
of I power po in t and qua lify for ps ionic
feats, metapsion ic feats, and ps ion ic item
crea t ion fea rs. In add ition, you gai n
the psi-like abi li ty to use psionic d l l l1"l11

(E PH 82 ) once per day (manifesre r lev
el ts r + hal f th e nu mb er of ps ion ic cla ss
level s gained).

HOUSE INCEN DAR
\X' iJl is pO lVe r.



DUERGAR RACIAL CLASS
Th e du ergar, or gray dwarves, lead lives of neverend in g
toil in great underground foundry-ci t ies . They are a cou
rageous und determ ined pe ople, defeat ing ob st acl e afte r
ob stacle in their quesr to t hr ive. No obstacle de ters a gra y
dwarf who has settled on a goal. Duergar mig ht not have
mu ch loyalt y IO anyone other than them selves, but they
never leave a job half done.

On th e o ther han d , th eir d ifficult live s h ave broughr
ou t a nu mber of predatory aspe ct s in their cu ltu re. The
average duergar is avaric ious, quic k to anger, sull en, and
violent. Gray dwarves ne ver forget a slight or an in jury.
\X'ith in their soc iety, m ight makes r ight. They have no

can not choose those races. To alleviate this problem, this
secrion provides racia l classes for th e five ps ion ic races in
ExpalJderlPsionics H(t llcibool~ that players no rmally can't beg in
playing" isr level.

Level adjustments for all races de termine the base crea
rure's effect ive charac ter level (E Cl ), which is the sum of
the c reatu re's level ad justme nt and its H it Dice. H owe ver,

yo u don' t ne ed to worry abo ut such ca lcu
lat ions to use these racia l classes- thev

h ave been const ruc ted to inc orporate
that in formation already.

The racia l classes described
be low i n tegrat e levels of any

s tanda rd class with racial lev
el s. A racial leve l m igh t or
might no t grant a level of a
stand ard cl ass. It m ight or
mi gh t no t grant H it Dice in 
depen den t of the character's
cla ss, depending on th e race

in question. Un de r norm al cir
cu ms tanc es, once yo u begin a

cha rac ter using th ese racia l cla ss
rules, you can' t take a level in an-

orher racial cl ass. H owever, you still can
rake level s in one or mo re standard ch arac

ter classes with in the larger confi nes ofyour
racial cl ass. c lass levels are sub jec t to no rmal
multiclassing res trict ion s. .

Th e on ly way to take a leve l of a racial
class is to be a me mber of th at race. For exa mp le, a
dromite can't ta ke duerga r levels , and a huma n ca n't take
githvan ki levels.

Class Level: The table for each race in cludes a Class
Level column that indicates whet he r a characte r of that
race gains a srand ard cl ass level at any given racia l level.
Some racial levels pr ovide a srand ard class leve l, some ra
cial leve ls provide a rac e-sp ecific abil ity, an d some grant
both. Class levels gram all t he benefits normally associated
with a level increase. Th is includes ano ther Hi t Die, advance
ment in base arrack bonus, base saves, and abi lity scores; and
other clas s abilities.

Specia l : Th e Special colu mn of each table in d ica tes
th e racial abilities a charac rer of that race ga ins at each
level, along with t he progressio n of feats and ability score
increases . A c haracter gains a bonus fear at 1st level and
every three level s thereafter, and also gains an ability
score increa se (+1 to a singl e abilit y score) at every Hit
Die divisible by 4.

Symbol: A gray wolf's he ad on a purple background.
Crystal: Amethyst.
Ch aracteristics : Members of Hou se Vaymin honed

th eir talent fo r psycho merabolism in the
hi gh mou ntains of th eir lost homeworld.
They are known for their contro l of
bod y and mind and for their fel
lowship with wild creatu res.The
typ ical Vaymin stands about 5
feet 10 inc hes tall, with sin
ewy muscles that are hard
and defined, dark brow n
hair, and dark brown (n ear-
ly black) eyes.

Elders of House Vaymin
beli eve that theirs is the
house fated ro produce the
Ultimate Scion- he or she
whose power of mind and body
is perfectly balanced and wh o can
de fea t the u nkn own Ene r nv t ha t de
srroyed their homeworld. \Y/irh that in mind,
co mpe t itive games are part of Vaym in life .
Proving yourselfin combat is import an t, and
weighty decisions can be based on the resu lt
of a confl ict.

The elders of House Vaym in kee p copies of a rome
ca lled the Tala ir ic Codex. Those w ho st ud v t he Co dex
learn several tenet s, collect ive ly kno wn as chains of war.
As students master one chain, rh ey open themselves ro
learn t he next chain in the serie s. This process h as pre·
served know led ge of the war m ind pr es t ige cla ss (EPH
155) in the wor ld en d sec re tly disse mi na te d it beyond its
Tala ira n roots .

House Vaymin tries to keep tics wi th the other hou ses <IS

clear of [ro ubl e as possible. Its mem be rs believe that only
cro ssbreeding wi th members of eac h h ou se will let them
produce the Ultimate Scion . As suc h, th ey sometimes serve
as intermediaries bet ween hou ses, and can be counted a ll [0

be impart ial.
w ild Ta lent (Vaym in ): In st ead of a free bonus feat,

Talai re of House Vaymi n have the w ild Talen t (Vaym in)
feat.

Benefit:You ga in the psionic subtype . As a psionic char
ac te r. you gain a reserve of 1 power poi nt and qual ify for
p sion ic feats, metapsionic feat s, and psionic item creat ion
fears. In addition. you gain the psi-like abili ty to lise vigor
(EPH 140) once per day (manifesrer level i st + ha lf [he
nu mber of psio nic class levels gained).

- H ouse Vavrnin morro

HOUSE VAYMIN
Pllf i!y andstrellgth.

PSIONIC
---:::---:---:--:--;-R AClALCJ ASS E5.

Severa l psion ic races described in Expanded Psionics Hlilldhoo l~

have level adjustments of 1 or higher: the duergar, girhyanki,
githzerai , half-giant, and thn-kreen .Th ese races posse ss abili
ties beyond rhose of other starting psionic races,giving them
a strong allure for players. However, level adjustments above
+0 mean that players req uired to roll LIp f st-level characters



dep th, sensing h is approxima te depth und ergrou nd as
natur ally as a human ca n sense which way is up. Duergar
have a six th se ns e about st o ne work, a n in nate ability th at
they haveplenty of opportun ity to practice and hone in their
underground homes.

Stability: Duergar are except ionally stable on their feet. A
duergar receives a +4 bonus on ability checks made to resist
being bu ll ru shed or tripped when standi ng on the ground
(bur not when climbing, flying, ridi ng, or othe rwise not
standing fir mly on the gro und ).

+2 racial bon us on saves agains t poison . Th is ability is
superseded by a 2nd-level duergar's imm uni ty to poison.

+2 racial bonus on saves agai ns t powers, spe lls, psi-like
abilities, and spell -like effects.

+1 racial bonu s on arrack rolls aga inst orcs (incl ud ing
half-orcs) and goblinoids (including goblins , hobgoblins,
and bugbears).

+4 dodge bonus to Armor c lass against creatu res of th e
giant type (such as ogres, troll s, and hill giants).

Light Sens itivity (Ex): Duergar are dazzled in sun light or
within the radi us of a ifl1ylight spell.

Duergar have a +4 racial bonu s on Move Silent ly checks
and a +1 racial bonus on Listen and Spot checks.They have a
+2racial bonus on Appraise and Craft checks that are related
to srone or metal.

Automatic l anguages: Common , Dwarven, Undercom
man, Bon us Languages: Dracon ic, Giant, Gobl in, a re,
Terran.

11lothiug !tamls bet1Vt'/!1I a dm," 'gar (lml bis gMt

Special
Duergar base tra its , naturally ps ionic, feat ,
darkvision 60 ft.
Bon us power points , psi-li ke ab ilities
(l / day- expansion, invjsibi(ity), immunities ,
darkvision 120 ft.

1st2nd

3rd 2nd
4th 3rd Fea t
5th 4th Ability sco re increase
6th 5th
7th 6th Feat
8th 7th
9th 8th Ability score increase

10th 9t h Feat
11th 10th
12th 11th
13th 12th Ability score increase , feat
14th 13th
15th 14th
16th 15th Feat
17th 16th Ability sco re increase
18th 17th
19th 18th Feat
20 th 19th

pity for those who are roo weak ro defend themselves or
their property.

Fur m ore deta ils on duergar, see page 8 ofExpand ed I 'siou irs
Halldbook.

Class Features
The foll owing featu res are ga ined by characters wh o take
du ergar racial levels tha t are int egrated with a standard
class .

Class Level :The Class Level column of the due rgar racial
class table indicates whether a duergar gains a standa rd class
level at any given rectal level. Some racial levels provide a
standard clas s level, some racial levels prov ide a duergar
specific ability, and some gran t both . Class levels grant all
the benefits normally associated with a level inc rease, This
includes gran ting anorber Hit Die,gaining ot her class abili
ties, and advance ment in base arrack bonu s, base saves, and
ability scores.

Duergar Bas e Traits: Duergar have the following base
racial tr aits.

+2 Cons titu tion, - 4 Charisma.
Medium size: Duergar have no special bonuses or pena lties

due to the ir size.
Duergar base land speed is 20 feer.Cray dwar ves can move

at th is speed even whe n weari ng medium or heavy ar mor
or whe n car ryi ng a medium or heavy load (un like oth er
creatures, whose speed is reduced in such situations).

Stonecu nning: This ability grants a duergar a +2 racial
bonus on Search checks to notice unusual stonework, such
as sliding w311s, stone work, traps, new constr uc tion (even
whe n bu ilt ro match the old), un safe stone surfac es, shaky
stone ceili ngs, and so fort h. Someth ing that Isn't stone but
that is disguised as stone also counts as unusual stonework.
A gray dwar f who merely comes with in 10 feer of unusual
stonework ca n rnnke a Search check as ifhe were actively
searc h ing, and a d uerga r ca n use the Search sk ill to fi nd
sto nework t raps as a rogu e can. A duergar ca n also int u ir

TABLE 6-1 : THE DUERC AA RACIAL CLASS

Racial Class
Level Level

1st 1st



Feat

Specia l
Git hya nki bas e t rait s , natu rally ps io n ic,
ps i-like ability (3/d ay-Jar hand), feat
Bon us pow e r po ints, +2 Co ns t itution,
psi-like ability (J/ day-psianic daze)
Psi-like ability (l / day- cancealing
amorpha)
Powe r re s ist a nce, ps i-like ability
(2{day-conceaJing amo rpha)
Psi -like ability (3/d ay- concealing
amorpha), feat
Ps i-like a bility (l/day-psionic dimension
door). ability sco re increa se
Ps i-like ab ility (2/day- psionic dim ension
door)
Psi-like ab ility (3/day-psionic dimension
door), feat
Psi-like ability (l /d ay-psianic plane shift,
telekinetic thrust)
Psi-like ability (2/ day- t , Je kinetic thru st) ,
ab ility score inc rease
Psi-like ability (3/d ay-tel' kinetic thrust) ,
feat

Ability sc o re increase , feat

Fea t
Ability sco re inc rease

2nd 1s t

Jr d 2n d

4th 2n d

5t h 3rd

6th 4th

7th 5th

8th 6t h

9th 7th

10th 8t h

11th 9th

12t h 10th
13t h 11th
14t h 12th
15t h 13th
16t h 14th
17th 15th
18t h 16th
19t h 17t h
20 th 18th

C ithyanki base land speed is 30 feer.
Darkv rsion Ollt ro 60 fee l.
Automatic Languages: Common , Cith. Bonus Languages:

Abyssa l, Celest ial, Dracon ic. In fe rnal, Undercom mon.
Favored Class: Fighte r.
N at u r a lly Psionic : At l SI level, git hyanki gain 1 bonus

power poin t. Th is ben efit does not granr th em th e abili ry to
mani fest powers unless they gain that ability th rough anot her
source, such as levels in a psion ic class. Power point s do allow
a cha racter to make use of psion ic fears and att empt ro gain
psion ic focu s.

Fea t : like every other charac te r, a g ithyanki ch arac ter
gains one fear at 1st level and another at every Hir Die divisible
by 3.These feats are in add ition to any bonus feats gr an ted as
class featu res or any other bonus feats.

Fa r Hand (Ps) : Ar 1st level, a g it hyan k i gains [h e lise of
flUhlHlii (EPH 10 6) as a psi-li ke abili ty th ree times per day
(man ifester level equal to 1/ 2 H it Dice, min imum f st).

Bon u s Powe r Poi n t s:At and level,githyan ki gain 2 bon us
power points.

+2 Con st itutio n :At 2nd level, girhyanki gain a +2 increase
to th eir Consti tu tion abili ty score.

Psionic Daze (Ps ): A[ 2nd level, a githyan ki gains the use
of psiollic cl aze (EPH 90) as a psi-like abili ty th ree tim es per
day (DC to + 1/ 2 H D + Cha mod ifier). M an ifesrer lev el eq ua l
to 1/ 2 H it Dice (m inimum Isr).

Concealing .Amor ph e (Ps): At j rd level , a g it h ya n ki g ain s
the use ofcOll ceafingfllllorpfta (EPH 85) as a psi-like ability once
per dayfma nifesrer level equal to 1/2 H it Dice, minimum l st).

TABL E 6 - 2 : T H E GITHYAN KI RACIAL CL ASS

Racial Class
l evel Leve l
1st 1st

Favored Class : Figh ter.
D arkv isic n: At 1st level, du erga r gain darkvision out to

GO feet. A d ue rg a r who takes the 2 n d due rg a r rac ia l level
increases the range of his dar kvision abtltry to 120 fee t.

Nat u rally Psion ic: At i sr level, duergar gai n I bonus
power poin t. Th is benefit does not gran t them th e abil ity to
man ifest powers unless they gain that ahi liry th rough anothe r
source, such as levels in a psionic class. Power poin ts do a11m\'
a cha rac ter to make use of psion ic feats and attem pt to gai n
psionic focus.

Fe at : like every othe r character, a du ergar charac ter gains
on e [eat at tsr level and another at every H it Die d ivisible by
3. These fears <I re in add it ion to an y bonus feats gra nt ed as
class featu res or any other bonus feats.

Bonus Power Points: At 2nd level, a duergar gain s 2 bonus
power poi nts.

E xpansio n (Ps): At 2nd level. a d uergar gains the lise of
explul sioll (E PH 105) as a ps i-like abili ty on ce per day (m an i
feste r level equal to 1/2 Hit Dice, min imum t sr).

Invisibility (Ps): At 2nd level, a duergar ga ins rhe use of
invisibility as a psi-lik e ability onc e per day (man ifester level
equal to 1/ 2 Hit Dice, min imum rst).

Im m u n it ies:Ar 2nd level, <1 du ergac gain s full immunity
to paralysis, ph anta sms, and poison .

Ability Score Incre ase : Upon at ra i n ing an y Hi t Die
divisible by 4, a duergar cha racter increases one of his ability
scores by 1 point. The player choose s which aliiliry score to
im pro ve. The abil ity improvement is per manent.

GITHYANKI RACIALCLASS
Cirhvankt are an an cien t race ofm art ial h umanoids resid
ing on the Astral Plane. Widely known as planar traveler s,
g ithya n ki vent ure to al l corners of the m ult tverse in search
of pow er and weal th . Git hya nk i are widely perceived as
rapacious ma raude rs who revel in warfare and conquest.
Tr ue , th ey CLl11 be arrogant, and some ti m es view ot her
humanoids native to the Materi al Pla n e wit h contempt.
O ther gi rhyanki are more open-mi nde d, however, and can
wo rk wi th ot her rac es tow ard m ut ua l go als . Regardless,
eve ry g ithyanki is co nv inced of her abili ty to h and le any
kin d of trouble that mi ght ar ise on w ha tever plane she
h appens to be traveling.

For more details on g trhva nki , see page 10 of Expand ed
PsioUICSHI1/ldboolo:.

Class Features
The follow in g featu res are gained by charac ters wh o rake
githya nki racial levels that are integ rated wi tb a standard
clas s.

Cla ss Level: The Class Level column ofthe girhyankt racial
class table indicates whether a g irhyan ki gains a sta ndard
class level at any given racial level. Some racial levels provide
a sta ndard class level, some racial levels provide a githyan ki
specific abili ty, and some grant bo th. c lass levels gra n t nil
rhe benefits norma lly associa ted with a level increase. This
includes gran ting another H it Die, gain ing other class abtl i
ties, and advanceme nt in base arrack b onus, base saves, and
ability scores.

Git h yan ki Base Trait s: Ci thyan ki have the foll owi ng
base racial tr aits.

+2 Dexter ity, - 2 Wisdom .
Medium size: Cithyanki have no special bonuses or penal

ties due to their size.



Feat

Feat

Feat
Ability score increas e

Ps i-like ability (1{day- psion;, plane shift)
Ability score increase, feat

Ability sco re increase
Feat

Specia l
Githze ra i base traits , naturally ps ionic,
psi- like ability (3/day-ca tf all ), feat
+2 Dexter ity, +2 Wisdom, psi-like ab ility
(3/ day-ps;on;, daze)
Psi-like ability (3/ day-inertia f armor)
Power resistance, +2 Dexte rity, psi-lik e
abi lity (l/ day-concussion blast)
Psi-like ab ility (2jd ay- concu ssion b fast) ,
feat
Psi-like ability (3/d ay- conw ssion blast),
ability sco re increa se

2nd 1st

3rd 2nd
4th 2nd

5th 3rd

6th 4th

7th 5th
8t h 6th
91h 7th

10th 8th
11th 9t h
12t h 10th
Blh 11th
14th 12th
15th Bth
16th 14th
171h 15th
18th 16t h
19th 17th
20th 18th

T A BLE 6-3: THE G ITHZERAI RAC IAL C LASS

Racial Class
Level Level
1st 1st

Class Features
The follow ing featu res are gained by chamcrers who take guh
zerai racial level s tha t are Inregr ared with a standard class.

class Level: The Class Level column of the gi thze rai racial
class table indicat es whether a githzerai gains a standard class
level at :111Ygiven racia l level. Som e racia l levels provide a
standard class level, some racial leve ls provide a githzerai
spec ifi c abi lity, and som e g ra n t both. c la ss level s grant all
the benefits normal ly associated with a level in crease. Th is
incl udes granting another H it Die, gaining oth er cla ss abil i
Ties! and advancement in base att ack bonus, base saves, and
ability sco res.

Githzer ai Base Tr aits: Githzerai h ave th e follo wing base
racial traits.

+2 Dex teri ty, -2 Intell igence.
Medium size: Githzerai have no special bonuses or penal-

ties due to [heir size .
Githzerai base land speed is 30 feet.
Darkvision our to 60 fee t.
Automatic Languages : Commo n, Cit h . Bonu s Languages:

Abyssal, Celestial, Draconic, Slaad, Und ercomrncn .

GITHZ ERAI RACIAL CLASS
The githzemi are attu n ed to the mysteries of the inner self
and are cons idered a race of ascetics who ha rne ss th e powe r
of the mind an d th e spirit .They travel far and wide across
the planes, opposing the sini ster plots of both mind flayers
and their own githyanki k in .

Git hzerai rarely use (1,:"'0 words when one will do. Cyn ical
and suspicious, githzerai don't wast e time on fools, and are
rarely moved to h elp those u np repa red to help them selv es.
They are pragmatic to a fault, slow to give trust, and cautious
in their dealing s with others.

For more detail s on githzerai, see page 11 of Exp auric.i
PSiOllics Hl1J1 cl bool,.

Citb)'fwlciare
fieree enemies

Starr ing at 4th level , a gtrhyan ki can use this psi-like ability
twice per day. Start ing at 5th level, a githyank i can lise this
psi -li ke abilit y three t imes per d ay.

Ability Score Increase: Upon attaining any Hit Die divis
ible by 4, a g irhyan k i charac ter inc reases one of h is abili ty
scores by 1 point . The player chooses which abili ty score to

imp rove.The ability improvement is permanent.
Po wer Resistance: At 4th level, a girbyan ki ga ins power

resis tance equa l to her Hit Dice +5.
Ps io n ic Dimension Door (Ps): At 6th leve l, a girh

yank i gains the use of PSiO llfC duneusron door (page 83) as a
psi-like ability once per day (m ani feste r level equal to 1/ 2
H it Dice, mi nimum ist). Sta rt ing at 7th level, a g ithyan ki
ca n use th is ps i-like abili ty twice p er day. Star ting at 8th
level , a gtt hyanki can u se th is psi-like abil it y three t imes
per d ay.

Psionic Plane shift (Ps ): At 9 th level I a git hyanki
ga in s th e use of psionic plll~lt' shift (EPH 124) as a psi-l ike
ability once per day (man ifester level equal to 1/2 Hit Dice,
m in im um 1St).

Telek in et ic Thrust (Ps): At 9th level!a g trh yan kt gains
the use of td ehinetic thrust (EPH 135) <ISa ps i-like ability once
per day (m an ifesrer level equal to 1/ 2 Hi t Dice, mini m um
i st). Starting at 10th level, a githyanki can lise this psi-like
abili ty twice per day. Start ing at Li th level, a g trhyanki can
use this psi-like abili ty th ree times per day.



Specia l
Half-giant base t ra its, fea t
Powerful build, +2 Strength , psi-like ab ility
(l jday- stomp). naturally psionic

m an aged to rap in to a sp ark of psionic
power wit hin themselves, however, and
used rhar new abili ty to escape and find
their own parhs.

For th e most par t, h alf-giants h ave
human sensibilities.They are curio us,
interested in coope ration en d com mu
nicat ion , and have a genera l tendency
reward kindness.They are quick to pick
up the mo rals, customs , and ha bits of
the areas in which th ey sett le.

For more details on half-grams. see
page 12 of Expaudcd Psiollics HandbooI(.

Class Features
The foll owing feat ures are gained by
characrers wh o take half-gtanr racial
levels th ar are integra red with a stan
dard class.

Class Level : T h e Class Level col
u mn ofrh e half-gian t racial c lass table
in dicares wh ether a h alf-gia nt ga ins
a standard cl ass level at any given ra
cial level. Some rac ial levels provide
a standa rd cl ass level, so me racial lev
el s provide a half-giant-spe cific ability,
and some grant bo rh. class levels gram
all the be nefit s norm all y associated
wit h a level increase. Th is inclu des
grant ing an ot her Hit Die, gain ing oth
er cla ss abilities, and adva nce ment i n

base attack bonus, base saves, an d abil
irv sco res.

. Half-Giant Base Traits: H alf-gtan rs
have the following base racial traits.

+2 Cons titu rion, - 2 Dext eri ty.
Giant: H alf-gi ant s are no t subje ct to

spells oreffecrs that affec t human oids on ly,
such as (hLl rm person or do millnte pa so!! .

3rd 2n d
4th 3rd Feat
5th 4t h Ability score increase
6th 5th
7th 6th Feat
&th 7th
9th &th Ability sco re increase

10 th 9th Feat
11th 10t h
12th 11th
13th 12th Ability sco re increase, feat
14th 13th
15th 14t h
16th 15th Feat
17th 16t h Ability score increase
l&th 17th
19th l&th Fea t
20 th 19th

TAB LE 6-4: TH E HALF·G IANT RACI AL CLASS

Racia l Clas s
Level Leve l
1st 1s t
2nd l st

Gil!Jz "rni 'lppn:dnte tbe gifts
of r-b5Cn.:.1:iQ!I and refiection

Favored Class: Mon k.
Natu rally Psion ic: At Lst level, g irhzerai gain 2 bon us

power poin ts. Thi s benefi t does no t gra n t th em the ability
to man ifes t po we rs unless t hey gain that abili ty through
ano ther source, such as levels in a psionic class. Power points
do a11O\\I a character ro make use of psionic feats and att empt
to gain psionic focus.

Fea t; Like every other character, a githzerai char acter gains
one feat at 1st level and anorher at eve ry Hit Die divisible
by 3. Th ese feats are in addition to an y bonu s feats granted
as class featu res or ~Il1Y other bonus fears.

Catfall (Ps ): At" 1st level , a girhzera i gains th e use OfC ' lt.~l lJ

(EPH 82) as a psi-like ability th ree times per day (rnanifesrer
level equa l to t / 2 Hi t Dice, min imum t sr).

Psionic Daze (Ps) ; At 2nd level, a gi thzera i gain s th e use
of psionic d ille (EPH 90) as a psi-li ke abil iry three rim es per
day (DC 10+ 1/ 2 HD +Cha modifier),Mani fesrer level equal
to 1/ 2 Hit Dice (m inimum Ist).

+2 Dexter it y: Ar 2nd level, a gnhzerai gain s <I+2 in crease
ro h is Dexreriry score. At 4rh level, a gith zerai gains an
add ition al +2 increase to hi s Dexter it y score.

+2 Wisdom: At 2nd level, a githze ra i gain s a +2 increase
to h is Wisdom score.

Inertia l Armor (Ps) : Ar 3rd level, a girhze rai gains the
use of inerfitl[ l1 n1'1or (EPH 1'13) as a psi-like
abil ity th ree times per day (rnanifesrer
level equal to 1/ 2 Hit Dic e, mirri
mu m t st).

Power Resistance: A t ath level,
a gith zerai ga ins pO\,,,'er resistance
equal to his Hit Dice +5.

Concussion Blast ip s): At a th
leve l, a guhzerui gains the u se of
coJ'lClmion Masl (EPH 85) as a psi-like
abili ty once per day. Marufesrer level
equal to t / 2 Hit Dice (minimum tsr).
Starting at Sth level, a gith zerai can
use rhls psi-likeability twice per day.
Start ing at 6th level, a gith zerai can
use th is psi-like abil ity three rimes
per day,

Abil ity Score Increase; Up on
auainlu g any Hit Die d ivisible by 4,
a girhze rai character increases one
of h is abilit y scores by 1 point. The
player chooses whichabiliry score to
improve.The abil ity improvemen t
is permanent.

Psionic Plane Shift (Ps): At 13t h
level, a githzerai gains the use of
PSi Ol'lic plIHH' sf-lift (EPH 124) as a psi
like abilit y once per day (rna n ifesrer
level equa l ro 1/2 H it Dtce, m ini 
mum t sr).

HALF-GIANT
RACIAL CLASS

Hu man-gian t hybr ids, ha lf-gian ts
we re bred by cruel sorcere r-kings
who use d t he m ::J S warri ors and
lab orers in a dry la nd. H alf-g iants
who su rv ived ea rly c h ild hood faced
a li fe of slav ery and suf fer ing. Some



n tbis half1.i'l1Il, ilH·ti:1n/ is 11 !.,wle

/)1' 111t',II1S 10 1l'ill

Class Featu res
The following features are gain ed b)' cha r
acter s who take th r i-k reen racial levels tha t
are integrated wi th a standard clas s.

C lass Level : The Class Level co lu m n
of the thr-i-kree n racial class (able in d icates
whe ther a thn-kreen gains a standard class

level at any given racia llevel. Some rac ia l
levels provide a standard class level,

some racia l level s provide a th ri 
k reen-spect fic ab ili ty, and some

gra nt bo th. C lass levels grant all
the benefi ts norm ally associat
ed with a level inc rease. This
includes g ra n ting ano th er
H it Die, ga ini ng other class
abilit ies, and advancement in
base attack bonus, base saves ,
and ability sco res.

Racia l l-lir Dice: is r-level
and 2nd-level rh n- kreen do
not possess class levels. In
stead , they have 2ds racial
H it Dice,ga ining one at 1st
level and one at 2nd leve l.

At is r level, the rhr t
k reen's firs t racial H it Die

gram s 8 hit poin ts . a base
att ack bonu s of +1, and base

saves of Fotri rnde +0, Reflex +2,
an d \X' iII +2. A t sr-leve l th r i-k reen gains a
number ofskill poin ts equal to 2 .... ln7modi

fier (m in im um 1). Its racial sk ills are Balan ce, Clim b, H ide,
Jum p, Listen , and Spo t.

At 2nd level, a thri-kreen gains an add ino nal rds hi t points.
a base attack bo nus of +2, and base saves of For tirude +0,
Reflex .;.3 , and \X'i ll .;.3. A znd-level th rl-krecn gains a nu mber
ofadditiona l skil l points equa l to 2 + lnt modi fier (minimum
t} that it can spe nd on racial sk ill s.

Th r i-Kreen Base Traits: Thri-krcen have the follow ing
base racial traits.

+2 Strength , - 2 1nt el ligen ce, +2 W isdo l11, -4 Cha risma .

Abtltry Sco re Increase: Up on an atntng nny Hit Die divis
ib le by 4, a half-giant character increases o ne of h is abili ty
scores by 1 poi n t. Th e player chooses wh ich abtli ty sco re (0

improve. The abilit y improvement is permanent.

THRI-KREEN RACIAL CLASS
Fierce hunters and fau lt less tra ck er s. the thr t-kreen are a
race of insec rfo lk so me times known as "mant is warriors."
Th ey a re ins cruta b le, alien crea t u re s; th o se wh o d o nor
k now them well believe them to be bloodrhirsrv monsters.

Noma d ic folk who spend th eir br tef ltve s roam
in g vas t di sta nces of the dese rt s, scrublands .
and savan nas of the sout h, rb r t-kreen are near
perfect hunters.

Each rhri-kreen forms deep at tac h men ts
w ith a handful of other individuals, regard ing

them as cknch mares. compa nions to be de fend 
ed w ith one's own life if need be .

For more details on rhri-kreen, sec page
l4 of Expanded Psiollics Hll llllhook.

Mediu m size : Half-g iants have no special bonuses o r
penalties due to the ir size.

Half-giant base land speed is 30 feer.
Levv-Lighr Vision: A half-g iam can see twice 3S far as

a human in st arlight , moonligh t, torchlight , and s im ilar
co nd it io ns o f poor illumination . He retains th e abili ty to
d ist ingu ish color :1I1d detail under these conditions.

Fire Accl imated : Half-gianrs have a +2 racial bo nus on
sav ing th row s agains t all fire spells and effects. H al f-gi ants
are acc ustomed to enduri ng high temperatu res.

Auto ma tic Language: Common. Bonus Languages: Dra
con ic, Giant, Gno ll, lgnan.

Favored Class : Psych ic warr ior,
fea t: Like every ot he r cha racter, a hal f-giant

character ga ins one feat at tsr level and an
other at everv Hit Die div isible by 3.These
feats are in addi tion 10 any bonu~ feats
gra nted as class features or anyother
bo nus feat s.

Powerful Build (Ex): Ar 2nd
level, a half-gian t reaches his
full growth. The physical
srarure ofa fully grownhalf
gia n t let s hi m fu nctio n
in ma ny ways as if he
we re o ne size ca tego-
ry larger. whenever
a half-gianr is sub
jeer to a size modifi er
o r spe ci al size mod-
ificr for an o pposed chec k
(such ns duri ng grapple checks,
bul l rus h att em pts, and t rip ar-
tempts). the hal f-gian t is treated
as one size larger if doing so is ad
van tageous to him. t\ half-gian t
is also cons ide red [Q be one size
large r wh en de termi nin g wh eth -
er a creature's spccial an acks based
on size (such as im proved gra b or
swa llow whole ) can affect hi m . A
half-giant can use weapons de
sig ned for a crea ture o ne size
larger w it hou t penalt y, How-
eve r, h is space and reach remain
those of a creature of h is ac tua l
size. The benefit s of thi s racia l trait
stack with the effect s of powers, abili
ties, and spe lls tha t cha nge the subject's
size ca tego ry,

+2 Strength: AI 2nd level, half-giant
c ha rac ters gai n a ... 2 increase to their
Strength abi li ty score.

Nat u ra lly Psionic: At 2nd level. half-giant ch aracte rs gain
1 bonus power points.This benefi t does not gra n t th em the
abi lity to manifest powers un less they gain [hat ability through
anothe r source, suc h 35 levels in a psionic class. Power point s
do allow a character to make use of psionic feats and attempt
to gain psionic focu s.

Stomp (Ps): Ar 2nd level, a half-gianr gain s the use of
, 1"11I1'(£1'11 133) as a psi-like ability once per day (DC 10 + 1/ 2
1-10 + e ha mod ifie r). Mnnif esterlevel equa l ro L/ 2 H it Dice
(m in imum tst),
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ro any bo nus feat s g ra nted as class features o r any ot her
bonus fea rs.

Deflect Arrows: Ar znd level. rh rt-k reen cha rac te rs gain
Deflect Arrow s as a bo nus feat.

l eap (Ex): At 2nd level, th rt-k reen cha rac rers fu lly master
rheir abiliry to excel at jumping.The y gain a +30 racial bonus
on Jump checks.

Natura lly Psionic: At 3rd level , a th ri -k reen's latent
poten tial for psion ic power suddenly reveal s irself.g rannng
rhe cha racter 1 power poin t. Th is benefi r does no r grant hi m
the abiliry ro manifest powers unless he gains that abili ty
throug h ano ther sou rce, suc h as level s in a psionic class.
Pow er po inr s do allow a charac te r ro make use of ps ion ic
fears an d auempr ro gain psionic focus,

Know Direct io n and Location (Ps): Ar Srd level, a rhri
kreen gai ns the use of k"oU' din'd ion anil lomt ioll (EPH 114) as
a psi-like abili ry th ree rimes per day (man ifester level eq ual
ro 1/ 2 Hit Dice, mi n imum 1St).

Poison (Ex): At 4rh level, tbrt-kree n characters learn how
to mus rer rheir naturally occurr ing venom in a quan tity
sufficient to in flict one poisono us bite per day. The poison
delivered by th e bire has an in it ial da mage of 1d6 Dex, bu t
the seco nda ry damage paralyzes victims for 2d6 minutes (DC
11 + Can modifier).

Cha meleo n (Ps): At 4t h level, a thn-kree n gains th e use
of ,ham, l,oll (EPH 82) as a psi-lik e abil ity thre e t ime s pet
day (m an ifeste r level eq ual to 1/ 2 Hit Dice,
m in imum lsr).

Feat

Feat

Ability score inc rease. feat

Speci al
Racial Hit Die (l d8), thri -kreen base t raits,
natu ral armo r +1, natu ral attacks , feat
Racial Hit Die (2d8) , leap, na tural armor
+2, Deflec t Arrows
Naturally psion ic. psi- like ability (3/ day
know direction and location). feat
Poiso n, ps i-like ab ility p/day- charneleon;
1/day-metaphysical claw)
Ability score increase
+4 Dexte rity, ps i-like ability (l /day- greater
concealing amorpho), na tural arm or +3

Feat
Ability sco re increase

Ability sco re increase
Fea t

2nd 0

3rd 1st

4th 1st

5th 2nd
6th 2nd

7th 3rd
8th 4th
9th 5th

10th 6th
11th 7th
12th 8th
13th 9th
14th 10th
15th 11th
16th 12th
17th 13th
18th 14th
19th 15th
20t h 16th

Med ium size: Thr i-kreen have no spec ial bonuses or penal-
ties due to thei r s ize.

Thri-kreen base land speed is 40 feer.
Darkvision our to 60 fcer.
Athri-kreen has a +4 racial bonus on Hide check s in sandy

or ar id settings, '
Immunity to mag ic sleep effects.
Multiple limbs: Thri-kree n have four arms and can take

the M ulrlweapon figh ting a nd Mul tian ack feats (,\1."1304).
T hese are nor bonus fears,

Weapon Fam iliar ity: The gyt hka and cha tkcha (EPH (4)
are m artial weapons for thr i-kreen.

Automar ic Langu ages: Co m mo n, Th ri- Kreen. Bonus
Languages: Ehren, Giant, Gnoll, Gob lin, Halfltng.

Favored Class: Ranger.
Natural Armor (Ex): A rh rt-kreen 's exoskeleton is rough

and resisranr to blows.A: tst level, a rhri-k ree n has a +1 natural
armor bonus. At 2nd level, a rh n -kreen's natu ral ar mo r bonus
inc reases ro +2. At 6[h level. a th ri -k rce n's natu ral armor
bonus increases ro +3.

Natural Attacks (Ex): Th r r-k ree n can arrack w ith four
c laws and a bite . Th e cla ws deal hJ 4 point s o f damage, and
rh e bite is a second ary arrack that also deals Id ol poi nrs
o f damage. A rhri-k reen can arrac k w it h a weapon (or
mulriple we ap on s) at irs no rm al attac k bo nu s, and make
ei ther a bit e or cl aw arrac k as a seco ndary arrac k. For
exa m ple, a rhri-k reen w it h th e M ul riweap on Fighri ng
feat w ho is ar me d w irh th ree shor t swo rds co u ld at tack
wi t h all th ree swo rds at a - 2 pen all y (the no rm al penall y
for fig hr ing wi th multip le weap ons wh ile us ing light
\...-eapo ns in its off hands) and also ma ke a bile at tack
ar a - 5 pen al ry,

Feat: l ike everv other charac te r, a th r i-k re en
cha racte r gai ns o ne fea r at t st level and ano t he r at
every H ir Die di vi sibl e by 3. T hese feats are in add it ion

TABLE 6-5: TH E T H RI·KREEN R ACI AL CL ASS

Racial Class
Level Level

Is t 0



Meta p hysical Claw (1'5): At 4th level, a tht i-kreen gain s
the lise of met£1l1hysiwf elf1Il' ( [ PH 118) as a psi-li ke abilit y
on ce per day (rnan tfesrer level equal to 1/2 Hi t Dice, min i
mum t st).

Abili ty Score Increase: Upon atrain ing any Hi t Die divis
ible by 4. a rhrt-kreen character increases one of his ability
scores by 1 point. The player chooses which ability sco re ro
im prove. Th e abi li ty improvement is permanent.

+4 Dexterity: At 6th level, rhri-kreen charact ers gai n a ++
increase to their Dexterity score.

Gr eater Con cea li ng Amorpha (1'5): At srh level, a rh r t
kn..'e n gains the use of gn'lltt't" cOHallljng IHlIOr I11h1 as a psi-like
abi lity once per day (m an tfesre r level equa l to 1/ 2 Hi t Dice,
mi nimum tsr),

_.,--_---:-:-'esJ0 NIe GU1lD.S.
Erudires, psions , wilders, and other psionic ch aracters do
not spend all their time match ing their mi nds agains t o ther
world ly creatures and extracting the riches of bygone eras
from curse-guarded tomb s. All adventures end , or at least
pau se, in whatever locat ion or communit y the charac ter s
call home.

City walls do not ensure an end to threats, though. Factions
go to war with one another, nemeses come calling. and events
in the city can capture a psionic character's attention. In th e
face of urban con fusion. ,v'hat better bast ion can a psion ic
character cl ing [Q than 3 psion ic guild?

DIAMOND KNIGHTS
Psion ic warr iors wh o fight lon g eno ug h event unIly learn
of the p restig ious organ izat ion of Diamond Kn igh ts, who
bau le th e ene m ies of right with th e might psionics has
bestowed upon th em. Th e Diamo nd Knights h.1VC chap
ters in several areas, inclu ding rea lms tha t border up on
dan ger ous lands, highways otherwise plagued by band its,
and other location s where their aid would be apprecia ted .
Each chap ter's gutldhouse is unique , depend ing on wh at
local arc hi tecture all ows. Rega rd less of its appearanc e,
however, eac h ho use promi ne nt ly d isplays th e sy mbol of
th e Diam ond Kn ights alongside th e g uild's mor ro, "Fear
no evi l."

phi losophy: Th e Diamond Knighrs be lieve tha t th eir
ult im ate goal is to bring peace by destroying ev il. Th ey
wander the land se eki ng th e wick ed , check ing in at local
guild ho use s to learn of an y trouble tha t ne ed s q ue ll ing
or pass warnings on to othe r members. Diamond Kn ight s
are part icularly alert [ Of the mi suse of psion ic abil it ies
an d th e ac t ivity of evil psionic crea tures-e-ill ith ids most
of a ll.

Gu il d Lore: The guild was founded cen tu rie s ago
under circumstances now partiall y obscu red by time.

FAVORED IN GUILD
Yo u are an active and valued member of your guild.

Prerequ isite: Membership in a guild.
Benefit: As an active and necessary member of your guild ,

select one ofyour guild's associated skills. As long as you remain
a membe r of the guild, you gain a +2 competence bonus on all
checks made with that skill.

The Diam ond Knights follow a chivalrous cod e, and tha t
is good eno ugh for th e com mon member. Those of th e
Upp!:f eche lon s, however, have evidence {h al the g u il d
actually orig inated with psionic beings from another wor ld
entire ly, a wo rld called Tal (or perhaps Talar , or Tala ron ,
depending o n the part icular an cient text in question).
O n rh is ot he r world, rhe Diamond Kni ghts fought (and
lost) a s trugg le kn own as the M ind \'('ar. The su rvivin g
k nights fle d Tal. and no one today kn ows how to find th at
world aga in.

Leadership: Each indi vidual guild house receives orders
from its Knigh t Comma nder. The overal l organ ization is
in turn gove rned by the Lord Commander, wh o lives in a
guildhouse referred to as th e "Many-Towered Keep."

Symhol: A brill iant diam ond .
Size: Expansive. The Diamond Knights have several

chapter houses in various locations where members can train,
obtain supplies. and recover from wounds.The high est level
guild member of the Diamond Knights is purported to be
18th level.

Associated Classes: Arde nt , psychic warrior, soulknife .
Du es : \X' hen first joi ni ng the Diamond Kn ight s, you

must accep t a minor quest from a Knight Comma nder. After
completing the quest, you mu st pay month ly dues of 20 gpo
failure [Q pay due s on time is cause for concern, bu t as long as
you pay the 20 gp before the next dues ate expected, no thing
lasting comes of it. Failure to pay due s twice in a row brings
a challenge from the Knight Com mander; you mu st figh t
another member to rem ain in th e gu ild (nnd pay your missed
dues as well ).

Ge ner a l Benefits: A Diam ond Knigh t is guarantee d a
safe place ('0 sleep and eat wh ile in the vicin ity of rhe guild,
along wit h a place to practice the milit ary arts of th e m ind
with othe rs of li ke ability. O ther Diam ond Knigh ts are
Iike ly to respond po sitively to your questions. The initia l
am t ude of a fellow knighr is always one step closer to
helpful fro m h is normal starring atti tude (see In fluencing
NI' C Attitudes, PH 72).

Diamond Knigh ts help their own . If you make a Diplomacy
orGather Info rmation check while talking to a fellow knigh t.
you gain a +2 circu mstan ce bon us.

If you fa ll on despera te t imes, you can pe titi on a guild
house for aid . Doing so requires a Dipl oma cy check,
modified by a cum ulative - 2 pena lty for each previous
call for aid you have made . These ca lls for aid are always
answered with th e loan of a psion ic item (usually a weapon)
th at you ca n use for up to one week. Th e ire rn's value never
has a worth h igber rhan 25%of your expec ted total treasure
at your curren t level (DAtG 54). If for any reason the item
is not retur ned, you are expelled fro m the g uild and other
Diam ond Kn igh ts m ighr be sworn to captu re you and br ing
you to justice.

As a additional fringe benefit, you also gain an ab ility relat
ing to your guild's type, as de scribe d in your guild's entry. (See
Dungeon Master's Guide tI page 228 for more infcrmation .]

Normal:To receivebenefi ts from a guild, you must paymonthly
dues. You do not gain any guild fringe benefi ts.
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Ill OSI po te nt of all forces when properly sc hooled a nd
a l lo we d to fl ower. ;'\Xfi ,h th e mind's power alone, eve n a
sing le person cou ld revolu t ion ize and change the face of
t he wo rld."

Gu ild Lore: \X' h ile most lodge mem bers jo in mere ly to
associ ate with o thers ofl ike m ind , th e in ne r circl e of the
Lodge Lum in ou s seeks ro find the One Mi nd-s-the person
wh ose psionic power fl ows wu hou r d istortion fro m the
Psychic Sun. Going by vague, ancien t prophecies, the circle
believes th at w hen the One Mi nd ap pe ars and tran sforms
in to some thi ng calle d [he Cod M ind , the world also will
"move on" into a new pha se. T he luminaries do no t tr uly
know whe ther th is new phas e is good or bad; however, [hey
fee l it is bes t to be prepared.

Leadership: Each individual lodge house is gov erned
by three mem ber s. collect ively called , Triad.The overall
organization is in turn governed by a Grand Triad who live
with in the largest lodge, called the Sun Lodge.

Symbol: A black su n on a wh ite background.
Size: Expan sive. The Lodge Lum inou s has severa l gui ld

houses in a nu mber of large commuu iries whe re me mbe rs
can rest and relax. Th e highest-level gu ild me mber of the
Lodge Luminous is purported to be 18th level.

Associated Classes: An y psion ic class.
Dues : \X!he n first joi ni ng the Lodge Luminous, you must

pay" one-rime fee of 100 gpofollowed by mon thly dues of 25
gpoFailure [Q pay dues on rime is cause for concern, but as
long as you pay the 25 gp before the nex t dues are expected,
nothing lasting co mes of it. Failure to pay dues twice in a
row brings instan t expu lsion fro m t he lodge.

Gen era l Benefit s: A me mber of the Lodge Luminous is
guaranteed a safe place to sleep and eat while in the vicin ity

4

HE LODGE LUMINOUS
World ly travelers have probably heard of th e Lodge Lumi
nous , where those able [0 wield th e unseen power of th e
min d congrega te. Th is organi zut io n bu ild s s trong ho lds
in the hear ts of various large ci tie s usi ng di st in ct ly urban
architect ure. No lodge is constru cte d of any t hi ng o ther
than stone , be it marbl e, basalt , or othe r endur ing earthly
bone. Each lodge is di s t inc ti ve in its wide, h igh faca de ,
cl ean and w indo w less. Ea ch has a Sing le ent rance , plai n
bur fo r a ce n te red symbol of the lodge- a stylized su n
tiled in ob sid ian.

Ph il osophy: lu m in ary ph ilosophy has it rhar psionic
powe r is de r ived from th e Psychic Su n, a f0111 of energy
th at exis ts in the he ar t of eve ry liv ing creature. Accord
ing to t he beli efs of th e lodge , ps ionic ene rgy is the

D ~' fl' l' l

Fin ally, all members of the Diamond Kni ghts gain a useful
contac t within the guildhouse closest ro where they are based
(see below).

Associated s kil ls : Aurohvpnosts. Clim b, Diplomacy.
Jum p, Co ncen tr ation. Knowledge (n obil it y and royal ry),
Know ledge (psion ics), Pstcrnft , Sense Mot ive, Use Psion ic
Device.

Favored in Gu ild Feat Benefit: Your combat tactics mesh
well wi th th ose of other Diamond Knigh ts. \X/ henever you
are adj acent ro ano ther guild membe r, yO ll bo rh gai n a ...1
insight bonus to Ar mor Class.

Sa mple Co n tac t : jal O ruari , yrh-Ievel so ulknife. As a
co ntac t with in the guild, Jal O rnari is friend ly to yOll. He is
w illing to acco mpany you on one (and only one) adventure
of up to one day's leng th. If the adve nt u re last s longer, he
leaves after one full day.



CLASS FEATURES
All the followi ng arc class features of the er ud ite.

\X1eapon and Armor Proficiency: Erud ites are proficient
wit h the cl ub, dagger, heavy crossbow , light crossbo w,
quarte rstaff,and shon spear.They are not proficient wi th any
type of armo r or sh ield. Armor does not inte rfere with the
manifesta tion of po wers. Armor check penalt ies for armor
heavier rhan leather apply to the skills Balance,Climb, Escape
Art ist , Hide, Jump, Move Silen tly, Sleight of Hand, Swim ,
and Tumble.

Power Po ints/ Day: An erud ite' s ab ility to mani fest
pow er s is lim ited by the power points he has avai lable.
H is base dai ly allotmenr o f power po in ts is given on Table
6-6. In addi tion, li e receives bo nu s power po ints pe r day
if he has a h igh Inte llige nce sco re (see Table 2- 1: Abili ty
Mod ifiers and Bon us PO\VN Points, EPH 18). H is race might
also provide bonus power po in ts pe r cl ay, as mig h t ce rtai n
feats and items.

Un iqu e Po we r s p e r Day: An erudi te man ifest s
psioni c powers, paying for eac h manifest ation wi th an
expend iture of powe r pa ints. Unl ike a ps lon, an erud ite
is li m ited to man ifesting a ce rtain nu mber of unique
ps ionic po we rs of eac h level per day fro m t he repe rto ire
of powers he knows, acco rd ing [0 h is clas s leve l. Th us, a
Isr-level e rud ite ca n mani fes t one unique power per day;
however, the roral numbe r of powers he ca n man ifest per
day is li mi ted on ly by hi s da ily po wer poi n ts (t hat is, the
eru dite co uld ma ni fe s t the u n ique power as many t im es
pe r day as he has power poin ts to pay fo r it). An erudi re
simply knows his powe rs ; th ey arc parr of hi s re per to i re.
He do es not need t o prepare th em , thou gh he must ge t
a good night 's slee p ro regain all spe nt power points the
next day.

MAKING AN ERUDITE
An eru dit e's ro le is slightly larger than tha t of a psion, in
that an er ud ite has access to a wid er base of powers and rhus
is even more flex ible. However, th is flexibility comes at the
price of limits in other areas.

Abilities : Int el ligence de term ines the stre ng th of an
erudite's m ani feste d po wers , how h ard t hose pow er s are
to resist, an d th e size of h is power poin t rese rve. See Class
Feat ure s, below.

Races : Those who cho ose th e way of an er udite must
adh ere to a ri gorou s path of s tudy :.111 d p ractice. Am ong
the humanoid races, hu mans seem most apt to follow such
a co urse. Among t he savage a nd mon strou s human oids,
erud ites are rare du e to t he requ ired physical study of
psion ic lore.

Alignment : Studious erudi res tend more toward law than
chaos, but t hey are no t req uired to follow any p arn cul ar
philosoph ica l pa th to lise their abil it ies. Er ud ites are bo th
good and evil in equal measure.

Hit Die: d4.

must choo se whe the r a "uti lity" po wer is wor th ma nifest ing,
wh en eac h new daily po wer rest ricts his late r choices . In this
way, an e rud ite is mu ch more ve rsatile at th e beginning of an
enco unter than at the en d.

ofagu ild house . O ther lodge Lumi no us members are li kely
to res po nd posi tively to your question s.The init ial att itude
of a fellow lum in ar y is always one step cl ose r to he lp ful
from h is n orma l s tarting att itude (see In flu e ncing N PC
Att itudes, PH 72).

Lumina rie s help th eir ow n. Ifyou make a Diplom acy or
Gather In formation check wh ile talki ng (Q a fellow lodge
member , you gai n a +2 circu ms tance bonus on the chec k.

If you fall on desperate times, you can petit ion th e lodge
for aid. Doing so requires a Diplomacy check, mo dified by a
cu mu lative -2 pen alty for each previous COl lI for aid you have
made. Typically, members who requ est aid wan t a monerary
loan . If you do n't pay back the loan wi rh iu the agreed-upon
time (usually one mon th), you arc expelled from the gu ild
and th e loan is absolved.

Fina lly, all me mbers of the Lodge Luminou s gai n a useful
contact within rhe lodge (sec below).

Associated Skills: Aurohy pnos ts, Conce ruunion, Knowl 
edge (psionics), Psicrafr, Use Psioni c Device.

Favored in Gu il d Fea t Benefit : The Lod ge l u minous
subsid izes you r mo netary expe nses when you creare psion ic
items, reducing your raw mater ial cos ts by 5%.

Sam p le Contact: Iuldabode, yrh-leve l ps ion (relepnth). As
a contact within the guild, Ialdnbode is fr iend ly to you. Once
per mont h , he'll use read lhol/glltson an}' pe rson or crea ture
brought to the lodge as a favor to you at no charge,

BEHIND THE CURTAIN: USING THE ERUDITE
A ha llmar k of most psionic classes is the ability to manifes t
a limited num ber of powers . The eru dite breaks from th is to
provide an option fo r cha racters who want to have a variety of
powers at th ei r dis posal. Lim its are s till in pla ce-an erudite

VARIANT PSION:
__~__~~T~ERUDOI

An alternative to th e standard psion class, the erudite is a
psionic ch aracter wh o follows a scholarly and sel f-reflec tive
road ro power, in stead of a merely self-co nscious path like
[he psion follows. An erudite's psion ic powers stem from a
schedule ofaus tere study nnd co mi ruu l pract ice. Th ose who
can masrer the reach ings of erudit e lore eventually ca ll upon
an intern al rese rvoir of psionic power.

An erudite's strengt h lies in his array ofpowers. His mental
abilit ies are th e result of hard work an d pro longed study. As
wi th th e ps ion, an erudi te's aggress ive powe rs do not freely
sca le like [he spells of arcan e an d divine cas ters (though
they can be augment ed), bur he enjoys supreme flexi bility
in accessi ng th ose powers with power points.

Unli ke a psion, an eru dite does no t choose 3 dis c ipline
in wh ic h to focus; h is abili ty to learn select d iscipli ne
powers is somewha t rest tie red. In ad ditio n 10 th e powers
he lear ns for free when gai ni ng a new level , an er udi te can
learn power s as he comes up on th em, wh ich mea ns h is
pot e nti al var ie t y of powe rs is far broade r tha n a psion's.
Addi rional ly, an er ud ite ca n see d a crys tal o r ge m wi th a
fr agm ent of h is pe rsonalit y. crea ting a psicr ystal as a class
feature. A psicrys ral has sp ecial abi lit ies that are helpfu l to

an erudite.
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rhrough srudy, practice, and rhe accu mulation of psion ic lore.
The two free powers mu st be oflevel s th e

erud ite can ma ni fes t, and they ca nno t be
from a se lect di scipline lis t,

[xa ptH1I1 : Ir a cha rac ter wi t h eru
d ire levels ga ins at least as man y levels

in anot he r psionic clas s as he has in hi s
eru dite class, he permanenrly loses the abil
iry to add additiona l powers (above and
beyond rhe tWOgained at each new erud ite

level) to hi s repertoire of powers known.
Learn ing Discipli n e Powers: An erudire

can learn d isci pline powers only by directly
learning a pow er fro m another's repertoire,
learning ir from a power STOne,or taking the Ex
panded Knowled ge fear (EPH 46). In any ca se,
an eru di te can learn a d isciplin e-only power
on ly if ir is up TO I level lower th an th e highest
level power he can man ifest

No matter what rhe power's source, the cha r
acter mu sr firs t make mental contact (a process

simila r ro addressi ng a power stone, requiring a
Psicr af check agains t a DC of 15 -e the highest-level
povverco ntai ned in th e stone or rhe repertoire). He
can make me nial conracronlywith awilling psion

ic character or creat ur e (unconscious cre atures are
conside red will ing, bUI not psion ic ch aracters un der

the effecrs of o ther immobilizing conditions).
Me ntal cont act req uires 1 roun d of physi

ca(cont act. O nce mental con tact is ach ieved ,
the erudite beco mes aware of all [he pow

ers stored in the power stone or all the
powers known by th e rarger up to th e

lughesr level of power the erudi te
kn ows himself (if the powers'
host fails a Wi ll save [DC [3 +
erudite's Inr bonus]).

Next, the erud ite musr
make a Psicraft check (DC rs

+ power 's level) for each power
he is trying to learn to see if he
unde rs tan ds th at power. I f th e
selected power is nor on h is
class list or on any ofthe sele ct
discipline lists, he automatical-

ly fail s rhi s check.
If rhe ch ec k fail s. the

erud ite can no t underst and ,
mani fest. or learn the power. He

canno t auempr to manifest or learn it
again, even if he stud ies it from another

source, un til he ga ins ano the r rank in Pstcrafr . If the powe r
was being learned from a power STO ne, it does nor vani sh
from th e stone.

If the chec k succee ds, th e erudite understands the selecte d
power. He can atte mpt to man ifest th e po\\'er normally on
hi s nex t rurn, as described in EXJ13 11dcd PsiOtlics Handbook.
or he ca n atte mpt 10 permanenrly co m mit the power to h is
ow n repe rtoire.

Com mitt ing the Power to Repe rtoi re: Once an erudite
under stands a new power rh rou gh the procedure ofco n rac r
described above, he ca n learn it, permanently adding it to
hi s repertoire.

An erudite does not choose 3 primary di scipline.
Powe r s Di scovered (Repertoire) : An erudite se lec ts

powers from the same power list th at ps ions and wilders use.
An erudite begins play knowing tvvo tsr-level powers ofyour
cho ice. For each point of Intell igen ce bonus you r cha racter
possesses, he kn ows one additiona l tst-level power when you
begin play. Each time he achieves a new level , he
unlocks th e knowledge of rwo new powe rs of
any levelor levels that he can manifest (accord
ing to h is new level) from the psion/wilJ er
power list.

An erudite cannot automa ticall y
learn powers fro m any of the di sci
pline power lists . However, he
can learn such powers later, as
des cribed below under Lea rn -
ing Discipline Powers.

To learn or manifest a pow-
er, an erudite mu st have an
Inrelligence score of ar least
10+ the powers level. Th e Dif·
ficul ty class for saving throws
against erudite powers is 10 + th e
power's level + the erud ite' s I n t

modifier. An erud ite can later learn
new powers from power stones, from
the minds of ot her will ing psionic
characters, and fro m th e minds of
un wi ll ing un conscious psionic charac
ters (see Adding Powers to an Erud ite's
Repertoire, below).

Psicrysta l: A t 1st level, an erud ite
gai ns Psicrysral Affinir y (EI'Il 49) as
a bon us feat.

Bo n us Feat s : An erudite gains a bo
nus fear at t sr level, St h level. 10t h leve l,
t srh level , and 2o,h leve l. Th is fear mus t
be a psionic feat , <I merupsicnic feat , o r
a psionic item creation fear. • .,

These bonus feats are in addi- . I

t ion to th e feats rhar a cha rac ter
of any class ga ins eve ry three
level s (as shown on Table 3-2: Ex
perience and Level-Dep endent
Benefits, PH 22). An eru d ite
is no r limited to psion ic fears.
merapslonic feats , and psion
ic item creation fear s whe n
ch oosing these other feats.

ADDING p,OWE RS TO AN
ERUDITE S REPERTOI RE

In add ition to learning new powers for ga ining a level like
othe r psionic classes, crud ites can add new powe rs 10 thei r
repertoires th rou gh several oth er methods.

Pow ers Ga i ned at a New Level: Erudtt es an d o ther
ps ion ic cha rac te rs perform a certain amount of per sonal
medita ti on between adve ntu res in a n a tt empt to unlock
latent mental abi lities. Each lime a psionic character atta ins
a new level, he learns add itio na l powers accord i ng to hi s
class schedule.

An erudite learn s two power s of his choice to add to his
repertoi re in rh is fash ion .These represen t powers unlocked



TA BLE 6- 6: T HE ER UDITE H IT 01£: 0 4

Base Power Unique Maximum

Attack Fort Ref Will Points/ Powersl Power Level

Level Bonus Save Save Save Special Day Day Known

1st +0 +0 +0 +2 Psicryst al Affinity, bo nus feat 2 1 1st
2nd +1 +0 +0 +3 6 2 l st

3rd +1 +1 +1 +3 11 2 2nd
4th +2 +1 +1 +4 17 3 2nd
5th +2 +1 +1 +4 Bonus feat 25 3 3rd
6th +3 +2 +2 +5 35 4 3rd
7th +3 +2 +2 +5 46 4 4th
8th +4 +2 +2 +6 58 5 4th
9th +4 +3 +3 +6 72 5 5th
10th +5 +3 +3 +7 Bon us fea t 88 6 5th
11th +5 +3 +3 +7 106 6 6th
12th +6/+1 +4 +4 +8 126 7 6th
13th +6/+1 +4 t4 +8 147 7 7th
14th +7/+2 +4 +4 +9 170 8 7th
15th +7/+2 +5 +5 +9 Bon us feat 195 8 8th
16th +8/+3 +5 +5 +10 221 9 8th
17th +8/+3 +5 +5 +10 250 9 9th
18th +9/+4 +6 +6 +11 280 10 9th
19th +9/+4 +6 +6 +11 31l 10 9th
20th +10/+5 +6 +6 +12 Bonu s feat 343 11 9th

Class Skills (2 + Int modifie r per level , (ts l4 at 1st level): Con centr ation . Craft, Deciphe r Script, Gather Information,
Knowledge (psionics), Knowledge (all skills, taken individually), Profess io n, Psicraft.

PhysiCCl I Requirements:The erudite doesn't need to keep the
power stone or oth er psionic source nearby while he fixes the
candidate power in his repertoire. However,should he manifest
any other power during the time requirement, he loses focus
on the power to be added, forgoing the chance to learn that
power until he gains at least one more rank in Psicrafr.

Time: The process requ ires S hour s, regardl ess of the
power's Ievel. During those 8 hours, the erudite must rema in
in med itatio n.

XPCosl:To permanentl y learn a new power th at is not one
of the powers he learn s nutornatlcally when gatntngn level,
he mu st expend 20 experience point s per erudi te level,wh ich
are deducted from the character ar the end ofrhe med itat ion.
At th at rime, the erudi te perm anently knows the power and
it is in his reperto ire just like anyother power he knows. An
erudite cannot expend so much XP that he wou ld lose a level.
l f he doesn't have enough XP to spend on learn tng a power,
he can't learn it until he gains more XP.

An erudite does not have to p;ly the costs in tim e or XP for
the powers he gain s for free at each new level. He udds them
to h is reperto ire as part of h is ongoing med itation.

O ther Con sidera tions : In most cases, psion ic characters
or creatures charge a fee to crudites for the privilege of learn
ing po\vers from their repe rtoi res.This fee is usually equal to

the power's level x 50 gp, though many jea lously guard their
high er-level powers and charge much more (or deny access
[Q them altogether). Erudites friendly to one another often
trade access to equal-level powers from their repertoires at
no cos t.

If an erudi te learns a power from a psionic cha racter or
creature, the process leaves the target's repertoire un har med.A
power learned from a power Stone disappears [rom the stone.

PLAYING AN ERU DITE
An erud ite adventures to exercise his maste ry over ment al
powers and fulfi..l l his desire ro discover new troves of psionic

lore. Of course, he can also have any of the noble or ign oble
motivation s th at other adventurers have.

Religion: Erud ites sometimes worship deities revered for
their int elligence and wisdom. Erud ites who revere a deity
do not con form to an y par ticular choice.

Other Classes: Erudi tes enjoy travelin g with compan ions
wi th wide ly var ying sk ill s. Th ey prefer to manifest their
powers [rom a pro tec ted flunk, serving either as "art iller y"
or ns SUppOTl to [hei r team.

Comba t : An erudite wins hi s way to victory th rough the
swift and merciless application of psionic powers. Because
of the charac ter's limit ation on the number of un ique powers
per day, it is important to keep in reserve at leasr one Power
that he can use [or offense or defense.

Advancement: An erudi te shares rhe psion's ben efit of
gaining bonus feats every five levels, begin ning with t sr level.
Ifan erudi te decides early that he'd like to rely on metapsionic
feats,a good complementa ry feat to take is Psion icMed itation
(EPH 50), which allows hi m to become psionically focused
as a move actio n.

Unlike a psion, an erudite is not limited by the number of
powers he can know.This is an advantage that an erud ite should
maximize early and often, looking as hard as possible for new
powers ro add to his repertoire. An erudite shouldn't wait for
opportuni ties 10 discover new powers to £111 into his lap.Instead,
heshould activelyseek them bymaking dealswith other psionic
characters, purchasing rare power stones and so on in pursui t
of expan ding the sphere of his psionic mastery.

Human Erud ite Starting Package
Armor: Leat her (+2 AC, ar mor chec k pe nalty 0, speed

30 Ft., 15 lb.).
Weapons : Spear (ld6, cr ir x 3, 31b.,one-handed, piercing).
ligh t cross bow (Ids, cri t t 9- 20/ x2, s o [t., 4 lb., piercing).
skill Selection: pick a nu mber of skills equal to 2 + Int

modifier.



EPIC PSIONIC
---.- ---,..-C::w..;H ARACT..ERS.

The Dungeou .". fL u ltT's Gll ide and E.\ ll<ltldt·t1 PsiolllcsHl1 l1 db(l oJ~

provide ru les for going beyond the 20th -level lim it of regular
play.Th is section oddressessome issues relevant to eric psion ic
characters, presen tin g epic progression s for the new classes in
th is book (arden rs, d ivine m in ds, and lurks), an epic progres
sion fo r rhe eru d ite psion var iant, and new epic fears.

Psychic Au ra : A d ivine m ind 's psych ic aura abilit y con ri11

lies ro ex pa nd in area after 20lh level. At 22nd level and every
2 levels thereafter. the rad ius of the psych ic aura increases
by 5 fee t.

M ant les : A di vine m ind 's abili l )' to wea r more rhan one
mantle si mu ltaneous ly cont inues to im prove. At 30 th level,
he can do n or cha nge a s ingle mantle as a free ac tion. Ar
40 th level, he ca n don o r cha nge two of h is mantles as free
actions. At 50rh level, he can don Of c ha nge all hi s man tles
as free act ion s.

EPIC LURK
The dan gerous th rus ts employed bya lurk become even more
lethal, making the charac ter a true a ngel of death .

H it Di e : d6.
Ski ll Po in t s at Each Addition a l Level: 4 + In t modifier.
Powers : An epic lurk 's manifesrer level is equal to her

lurk level. A lu rk 's base power points and powers k now n
do no t increase after 20lh leve l (except th roug h the lise
of ep ic feats),

Lurk Aug m en t : An epic lurk con tinues to gain add itional
uses of her lu rk aug men t afrer 20 th leve l. H er total number
of aug ments each day is equa l ro he r lurk level +3.

FOc USCl) Sneak Attack: An epic lurk continues to increase
her foc used snea k attack after 20rh level. Ar 22nd level an d
every five levels there after, a lur k's focu sed snea k attack deals
an ndclitio nal ids points ofdam age (+Sd6 at 22nd level, +6d6
ar 27th level, and so on).

Bo n us Feats :An epic lu rk gains a bo nus feat at zznd leve l
an d e\'NYfo ur levels th ereafter (26th , 30th, and so on),

EPIC ERUDITE
The myriad powers of an epic e rud ite converge a nd c rysw
talHz!' in hi s mind , g ra n ti ng h im unpa ralleled depth s of
psion ic mas tery,

Hit Die : d+.
Ski ll Po ints at Ea ch Add it io n al Lev el : 2 + Int modi fier.
Powers : An epic erudite's rnan ifester level is equal to h is

erud i te leve l. An ep ic er udite's base r ower points do nor
increase after 20th level(except rhrough the use of ep ic fears),
Each time an eru di te att ains a new level, he learn s two new
powe rs of an y level or level s that he can manifes t.

Un iq ue Powe rs: An epic er ud ite's number of uniq ue
powers per day cont inues ro increase after 20 th level. but at
a reduced rate. At 25th level and e\'ery five levels thereafter,
an erud ite CJ n man ifest one addit iona l uniqu e power .Thus,
a 25lh-level erud ite ca n ma nifes t twelve u niq ue powers per
day,a juth-level er udire can manifest thirt een uniqu e powers
per day,and so on.

Ps icrystal: An epic erud ite 's psicrysral contin ue s [Q

in cre ase in power. Ar every odd-nu mbered level h igh er rhan
20th (2 1st. 23rd, and so on), a psict ysral's natural armor bonu s
and lntel ligeuce each increa se by I. The psicrys tal 's power
res is ta nce is equa l to an er ud ite's p sion ic class level + 5. At
zIst level and agai n every to level s th ereafter. a psicrystal
gai ns the benefit of the Pstcrysra! Power epic feat (EPH 34)
for a po wer of its master's choice.

Bo nus Feats:An epic erudi te gains a bonus fear every th ree
levels higher th an 20th (23rd, 26lh, and so on).

EPIC FEATS
The feats below are availabl e on ly to epic characters-tha t
is, cha racters of at least zt st level. The versions of the fears

Ability Armor Check Penalty
Con
Int
Int

Cha
W is
Cha
Dex 0
De, a
Int

Wis

Ranks
4
4
4
4
2
2
2
2
2
2

Skill
Concentrat ion
Knowledge [psionic s)
Psicraft
Gather Information
Se nse Motive (ee)
Diploma cy (ee)
Hide (ee)
Move Silent ly (ee)
Sea rch (ee)
Spot [ee)

EPIC DIVINE MIND
An epic di vin e m ind becomes on e of rhe foremost aspec ts of
h is deity. He is a cre atu re charged with psychodelfi c energy.
a divine aspec t in carn ate.

H it Di e: d 10.
skill Points at Eac hAdditio n a l Level : 2 + ln t modi fier.
Powers: An epic d iv ine m in d's man !fester level is equ al to

h is d ivine m ind level m inu s 4. A divine mi nd's base power
point s do not increase after 20rh level (except th rough rhe
use of epic fears),

Fe at: Narro w Mi nd.
Bonus Feat (hu m an): Psioni c En dowm ent,
Bon us Feat (er u d ite): Power Penerrution.
Powers Kn own : EIUrgYl1rl";e, p rin hl lJ~'ll ro/.,'-, l'sio/licdll:e (EPH

90). For each po int of lnt el lige nce bo nus your c haracter
possesses, you know one add iriona I 1st-lcvcl power.

Gear: Backpack wirh warersk in . o ne da y's t rail ra tions,
be d ro ll , sac k, and [lim an d ste el. Ten cand les, ma p case.
Q uiver with 20 bolts.

Gold : 4d6 gpo

EPIC ARDENT
At epic levels , an ardent con t inues to ga in access ro new
mantles, albei t ura much slower rate. repre se nting his devo
rion ro understan ding the myri ad ph ilosophies that make
up th e m ult tverse.

Hit Di e: do.
skil l Points at Each Addition al Lev el : 2 + lnr modifie r.
Powers: An epic arden t's mam fes ter level is equal to hi s

ardent level. A n arden t's base power po in ts do not in crease
afte r 20th level (exce pt th rough t he usc of epic feats). Each
time an arde n t attains a new level, he learns o ne new pov,'er
from an exis ting mantle that he can manifest.

New ..M antles : An arde nt co nr in ues to ga in access to
new man tles at h ig her levels, alt houg h h is rare of accrua l
slows. H e ga ins access ro a new mant le at 21st level and
eve ry seven levels after 20th (o ne at 27th level. one ar 3..I-rh
level. and so on).

Bonu s Feat s: An epic arde nt gains a bonus fearevery th ree
levels hig her than 20th (23rd, 26th , and so o n).



Improved Ove rchannel [Psion ic]
You burn your life force wit hout limi t to strength en you r
powers.

Prerequisite : Overcha n nel, Psicra fr 25 ranks.
Benefi t : \Xo' hile man ifest ing a power , you ca n increa se

your effective rnan ifes rer level to a value up 1"0 twice yo ur
actual manifes ter level, but in doi ng so, you pay a price. For
each level you increase your effecti ve man ifester level above
your actual mnn ifesrer level, you take zdspo ints of dam age.
For example, a 23 rd~level pston could increase h is effec tive
man ifesrer level to 30th to ma ni fest ~1 part icu lar power,
However, as a res u lr of the seve n-leve l inc rease, he wou ld
take u ds point s of damage .

Th e effec tive cha nge in m an ifesrer level increases the
number of power po in ts you can ex pe nd on a sing le po we r
manifestation, as well as increasing all mnnifesrer leve l
dependen t effec ts, such as range, duration , and overcom ing
power resi stance .

No rmal: Your ma n ifesrer level is equal to your to tal levels
in classes that Inan ifesr pO\vers.

Bruce Cordell's design credits include Expanded Psionics Handbook,
Magic ofEberron, Weapons of Legacy, and Libris Mortis. He has
writte n a coup le of FORGOITEN REALMS novels, and is s lated to
write a few mo re. Bruce is already hard at work on his next D&D
project, but in his free hours enjoys rollerblading. reading science
fiction, kickboxing, and sp ending time with his wife and house
hold of affectionate pets.

Psionic charac ters man ifest powers t h rou gh an expend i
ture of their da ily available pO\ver poin ts. Th eir base daily
allotment of pow er points is g iven on the ir respect ive cla ss
rubles. In addition, they receive bonus power points per day
if they ha ve a hi gh key ab il ity sco re (see Table 2-1: Ab ili ty
Mod ifi ers and Bonus Pow er Poin ts, EI' H 18). Th ey mi gh t
gain addition al bo nus power po ints per day from th eir race,
feats. or ite ms .

\Xlh ile this usually works well for player charac ters wh o
can refrain [ro m bu rning th rough all th eir psionic power
point s during the first encounter of the day, the opposite is
true for psionic NPCs. From a rncragnmc perspective, what
reason do they have to hold back? Their first encou nrer of th e
day is probably their last. It behooves them to lise their power
points as quickly as possible, which means th ey might dump
unrealistica lly augme nted and/o r overcharme led powers onto
PCs.Thus, DMs should consider add ing the follow ing var iant
rule when usin g ps ion ic NPCs in an encounter.

Co nserved N PC Power Points (Va r ian t): For any given
enc ounter, tr eat a psion ic NPC as if he had only half of hi s
total power point s to use dur ing th e enco unter. Th is ma kes
the NPC into a more realistic opponent, who believes t har he
will su rvive t he encounrer and porenr tnlly need power point s
for a later al tercation that same day. Mo re im por tant , it help s
alleviate a somewhat u n fair adva ntage rhar all monsters and
NPCs have over player charac ters (whether they are psion ic
or nor), but wh ich is slig htly magn ified when it comes to
the expend itu re of power po ints.

DAILY POWER POINTS

Epic Psioni c Endow ment [Psionic]
You can endow your man ifestations with epic focu s.

Prerequ isites:Greater Psionic Endowment,Psion ic Endow
men t, abili ty to man ifest at least one arb-level pow er.

Benefit: You ca n expend your psion ic foc us and add 1 to
th e save DC ofa power you manifest. This bon us stac ks with
the bo nuses from Psionic Endowment an d Grea ter Psionic
Endowme nt.

Epic Power Pene trat ion [Psio nic]
Your powers are tremendously pote nt , overcoming power
resistance with ease.

Pre requisite: Greater Power Penetration, Power Penetration.
Benefi t: You gain a +2 bonus on manifesrer level c hecks

made to overcome a creature's power resistance. This bonus
Slacks with th e bonuses from Power Penet rat ion and Greater
Power Penetration.

Auto mat ic Quicke n Power [Metapsio nic]
Youcan manifest ::I ny of your lesser powers with a mom ent's
thought.

Pre requisites: Quicken Power, Psicrafr 30 ran ks, ability
{Q mani fest s rb-level powers .

Benefit: You can manifest all i st-level pow ers as quick
ened powers witho ut expend ing your psionic focu s (though
you mus t be psion icall y focused ). Th e nor rna] lim it to
the n umber of quickened powers you ca n m ani fes t per
ro u nd applies. Power s with a mant fesrtn g time of more
tha n t round ca n't be qu icke ned . You st ill m ust pay the
req uis ite n um be r of ex tra power points to man ifest these
quic kened powe rs.

Sp eci al: You can gain th is feat multiple rimes. Each time
you take it, the powers ofyour next level can be quickened
wit hout the expe ndi t ure of your psionic focus. Thus , a
psion who took th is feat twice could qu icken h is lst-level
and znd-level powers with no expendi tu re of psion ic focus.
This feat doesn 't decrease the manifesting t irue for powers
that no r mally req uire a fu ll-ro und action to manifes t in
metamagic form.

ABOUT THE DESIGNERS
Christop her Lindsay is an author and staunch supporter of the
RPGA, tho ugh Compfete Psionic is his first foray into the profes
sional design arena. He lives in Wash ington State with his wife.
Pamela. a ho rde of kids. and a cat tha t is gracious eno ugh to
share the same living space.

Improved Co mba t Man ifest at ion [Psio nic]
You heighten your abili ty to ma nifest powers wh ile threat
ene d without fear of be ing arracked.

Prerequ is ites : Combat M antfesran on , Concen t rarion
25 ranks.

Benefit: You gain a bonus equal to one-half your rna rufeste r
level on Co ncentration chec ks made ro manifest a power,
use a psi-like abi li ty, or achieve psionic foc us wh ile on the
defensive or wh ile y Oll are grappling or pinned.

pri nted here supe rsede any previously pub lish ed versions
by the same name.






