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| that details the
| psicrystal’s manifester dies.

| The options presented within this document are
| not intended to entirely replace the standard
| psicrystal, merely to expand the options available

Long has the psicrystal been an iconic
companion to the psionic manifester. Acting as

| an advisor, a companion, a scout, or a foil, this

diminutive aspect of the manifester’s psyche
gives a unique ability to manifesters. Yet for all
their form and splendor, the variety of psicrystals
still only come in one form, granting different
manifesters virtually the same benefits with only

| minor differences.

Presented below are new options for psicrystals,
both in their creation and ways to supplement the
power of the crystalline companion. Each entry
also discusses how it interacts with both the
typical psicrystal and the alternate psicrystal
options presented herein.

In addition, a new psionic creature is presented
creature left behind when a

with the typical psicrystal.
Alternate Psicrystals

The Awakened Psicrystal

Introduction

When a manifester forms a psicrystal from a
shard of their own personality, that essence can
be enhanced to the point where it begins to
manifest psionic powers by itself. These
psicrystals are called 'awakened' psicrystals
because their phrenic potential has been aroused
within them. This awakening also stirs their
intelligence and strengthens the connection
between the manifester and the psicrystal; these
psicrystals therefore tend to become more
proactive, acting on their own instincts or ideas
unless commanded otherwise by their masters.
Some hatch plans and become co-conspirators
with their masters and stories are whispered of
awakened psicrystals who outsmarted their

masters and in turn became the controlling force
in the relationship between manifester and
psicrystal. Regardless of these stories, some
manifesters choose to enhance their psicrystals
and awaken their inner talents to better aid them
in the world.

Requirements
You need the Psicrystal Affinity feat and the
Awakened Psicrystal feat to awaken a psicrystal.

Interaction with psicrystals

A psicrystal or psicrysmal (presented later) can be
awakened at any time in its life cycle, regardless
of its manifester’s level, immediately gaining the
bonuses when its master takes the Awakened
Psicrystal feat.

An implanted psicrystal can also be awakened,
but in this case the master must expend one of his
own standard actions to manifest one of the psi-
like abilities presented below, since the implanted
psicrystal has no actions of its own. The same
applies to an awakened psicrystal weapon: the
owner must expend their own standard actions to
activate the psi-like abilities, since the weapon
has no actions of its own.

Effects

The awakened psicrystal immediately gains a +2
bonus to Intelligence and accompanying effects
such as extra skill points. The range of its
Sighted, Telepathic Speech and Sight Link
abilities are doubled (e.g. the Sighted ability
extends to 80 feet instead of 40 feet). It also
learns how to manifest a group of powers as psi-
like abilities, with a manifester level equal to 2
its master’s character level (minimum 1). Save
DCs are based on Intelligence.

Choose one from the following groups for the
awakened psicrystal:
o Firestarter (Ps): 2/day - energy ray (only
fire), matter agitation, control flames
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e Cold Soul (Ps): 2/day - energy ray (only
cold), psionic grease (as ice), skate

e Beast Warrior (Ps): 2/day - claws of the
beast, bite of the wolf, expansion

o Telekinetic (Ps): 2/day - inertial armor,
control object, far hand

e Inquisitive (Ps): 2/day - call to mind,
know direction and location, elfsight

e Hardened (Ps): 2/day - biofeedback,
thicken skin, vigor

o Slayer (Ps): 2/day - hammer, dissipating
touch, stomp

e Mage Hunter (Ps): 2/day - detect
psionics, entangling ectoplasm, disable

e Temporal Manipulator (Ps): 2/day - deja
vu, deceleration, psionic daze

e Crystal Lord (Ps): 2/day - crystal shard,
attraction; 1/day - swarm of crystals
(becomes available at ML3)

o Telempath (Ps): 2/day - missive, mind
thrust, telempathic projection

The Implanted Psicrystal

Introduction

Not all psions see their psicrystals as expendable
scouts, but rather as cherished friends and trusted
advisors - after all, they are listening to a facet of
themselves and who could be more loyal to you
than yourself? Some of these psions and a few
psychic warriors choose to embed or implant
their psicrystals into their own bodies, making the
psicrystals nearly indestructible from outside
forces and giving them a trusted advisor in social
situations or an extra mind to handle what
happens on a battlefield. These psicrystals exhibit
an even closer connection to their masters and,
while they cannot deliver touch powers, fly or
scout an area, they enhance their masters in
different ways. They share their telepathic sight

| and power resistance with their masters and offer

a more comprehensive helping hand in most
situations, although the manner in which they

offer aid is dependent on their differing
personalities. Some psions have their psicrystals
implanted into their spine or at the base of their
skulls to hide the crystal, while others implant the
crystal shard in their forehead, forming a
mythical "third eye." Some warriors tend to have
them implanted into the hand or chest, often
sporting custom-made armor to show off the
crystal to their enemies.

Requirements

You need the Psicrystal Affinity feat to have the
psicrystal required to implant. Implanting a
psicrystal also requires the expenditure of 100
experience points from the master and the
character performing the implant must have either
the Fleshcraft feat (detailed later) or 10 ranks in
Heal. If the character chooses to have his
psicrystal implanted from the start, this cost is
effectively waived.

Interaction with psicrystals

Implanting an existing Psicrystal is an extended
process which replaces all previous benefits the
psicrystal had with the one presented below. The
process takes 1 day for each point of hardness the
psicrystal possesses, during which time the
implanted must be present for 8 hours daily and
cannot do anything strenuous during the rest of
the time. The psicrystal looses all skill points and
feats it previously had.

Effects

All implanted psicrystals have special abilities (or
impart abilities to their owners) depending on the
level of the owner, as shown on the table above.
The abilities on the table are cumulative. It is also
important to note that an implanted psicrystal
cannot be targeted in any way and all effects
which affect the owner affects them both equally.
This means an implanted psicrystal heals when its
master heals, takes damage when its master takes
damage and so on and so forth.
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Implanted Psicrystal Special Abilities

All implanted psicrystals have special abilities (or
impart abilities to their owners) depending on the
level of the owner, as shown on Table 1 - The
Implanted Psicrystal. The abilities on the table are
cumulative.

Table 1 - The Implanted Psicrystal.

| Owner Init Int

Level Bonus Adj. Drecial

Alertness, personality,
telepathic link

| 3rd-4th  +1 +1 Sighted

| 5th-6th +2 42 Telepathic Speech

. 7th-8th +3  +3 Focused Personality
9th-10th  +6  +4

. 11th-12th  +7  +5 Power resistance

| 13th-14th  +8 46

S e e R o

| 17th-18th  +10  +8

| 19th-20th +11 49

i Ist-2nd  +0  +0

Initiative bonus (Ex): The number noted here is
an improvement to the master’s Initiative score,
| as the psicrystal helps them react and act faster
than would be otherwise possible.

. Intelligence Adj. (Ex): Add this value to the
| psicrystal’s Intelligence score. Psicrystals are as
| smart as people (though not necessarily as smart
| as smart people). Once per day, the master can re-
roll any skill check which is based on
| Intelligence, using his own ranks but the
Intelligence modifier of the implanted psicrystal.

Alertness (Ex): The presence of a psicrystal
sharpens its master’s senses. As long as the
| crystal is functioning its owner gains the
| Alertness feat.

Personality (Ex): Every psicrystal has a
personality. See the Psicrystal Personality table
presented in the Expanded Psionics Handbook.

Telepathic Link (Su): The owner has a
telepathic link with his psicrystal. The owner can
communicate telepathically as if the psicrystal
were the target of a mindlink power manifested
by the owner. Because of the telepathic link
between a psicrystal and its owner, the owner can
react to events which the psicrystal perceives
(illustrated in the Initiative bonus above).

Sighted (Ex): Although it has no physical
sensory organs, an implanted psicrystal can
telepathically sense its environment as well as a
creature with normal vision and hearing.
Darkness (even supernatural darkness) is
irrelevant, as are areas of supernatural silence,
though a psicrystal still can’t discern invisible or
ethereal beings. A psicrystal’s sighted range is 40
feet and at 3rd level it shares this trait with its
master.

Telepathic Speech (Ex): If the owner is 5Sth level
or higher, the implanted psicrystal can
communicate telepathically with any creature that
has a language and is within 30 feet of the
psicrystal, and can act as a mindbridge between
its owner and the target of telepathic speech -
allowing the owner effective use of this ability.

Focused Personality (Ex): If the owner is 7th
level or higher, the implanted psicrystals
personality becomes empowered by its long
connection to its master and the bonus granted by
the personality shard increases by +1. This
increase effects all personalities in an implanted
psicrystal.

Power Resistance (Ex): If the owner is 11th
level or higher, the psicrystal gains power
resistance equal to the owner’s level + 5, which

also effects the owner. To affect the psicrystal or -
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the owner with a power, another manifester must
get a result on a manifester level check that
equals or exceeds the psicrystal’s power
resistance.

The Cognizance Psicrystal

| Introduction

Conserving power has always been a problem for
manifesters. No matter where they come from or
what devotion they follow, sooner or later
everyone runs dry and it is at such times that a
cognizance crystal is useful. But cognizance
crystals have one deep flaw, you can channel
your psionic energy reserve into them, but you
cannot channel it out of the crystal, only expend
it. The cognizance psicrystal, on the other hand,
holds an ever expanding storage which can hold
the psionic power within the manifester, making
it available to the manifester at a later date.
Because of the intense connection their telepathic
bond provides and the fact that they are really the
same person even if one shard only has a certain
facet, the cognizance psicrystal can channel
power back to its master.

Requirements

As a standard psicrystal; to create a cognizance
psicrystal, you mneed the "Craft Cognizance
Crystal" feat and need to expend 100 experience
points to fuel the ritual which bonds the master
and the psicrystal together.

Psicrystals Expanded '

Interaction with psicrystals

Any kind of psicrystal or psicrysmal can become
cognizant, but a psicrystal weapon cannot have
the power storing special ability if it is also a
cognizance psicrystal.

Effects

The master of a cognizance psicrystal can store
his manifester level in power points inside the
psicrystal and either use them to fuel a power
(just like normal for a cognizance crystal) or refill
his own power point reserve. This is an exception
to the rule that you can not refill the power point
reserve with another source like this. Once the
manifester reaches 21st level, the psicrystal can
also use these power points to fuel his own
manifestations of powers. To channel power
points into our out of a cognizance psicrystal, the
master and crystal need to be touching each other.
The cognizance psicrystal is treated in all other
ways as a standard psicrystal.

The Psicrysmal

Introduction

The crysmal is a psionic earth elemental creature,
taking the form of a crystalline spider or scorpion.
It lives to consume gems and crystals but when
they are destroyed they shatter into hundreds of
small crystal shards and gem pieces. Once in a
while, when a crysmal is defeated, the body
leaves a large enough shard to be used for a
psicrystal, imbuing the psicrystal with the

Psicrystal Death

Originally presented in Untapped Potential: New Horizons in Psionics, the following expanded entry for the Psicrystal

Affinity feat details the results of a psicrystal’s death.

PSICRYSTAL AFFINITY [Psionic]

This feat originally appeared in the Expanded Psionics Handbook. 1t is expanded here.

Prerequisite: Manifester level 1st.
Benefit: As in the Expanded Psionics Handbook.

Special: If your psicrystal is destroyed, you may create a replacement (or restore the pieces of the old one, there is no
mechanical difference) after 24 hours have passed by spending 100 XP. The new psicrystal has the same personality
type as the lost one originally did (although it may look different), and any feats or features that modify your psicrystal
affect the new one normally.

*
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elemental essence of the crysmal it once was. It
still remains a loyal follower of its master, part
and parcel with the personality shard used to give
life to the inanimate object, but it also gains a
slight hunger for crystals, gems and jewelry, since
it isn't a normal construct like its regular

| psicrystal brethren. It does not have the same

abilities or powers as a normal psicrystal, but
rather becomes a symbiosis of the normal
psicrystal essence and the aggressive crysmal
elemental essence.

Requirement

| You need the Psicrystal Affinity feat and you
| must dismiss or destroy your current psicrystal (if

any) and reimbue its essence into a crysmal shard
large enough to fit into your hand. As normal, the

| experience cost for recreating a destroyed
| psicrystal is 100 xp and can be done after 24

hours has passed since its destruction. (See
Psicrystals Death on page 4)

Interaction with psicrystals

As stated above, a normal crystal cannot be
"enhanced" into a psicrysmal, instead it must be
destroyed and reimbued. A psicrysmal cannot be
implanted either, since it has a far more active
personal psyche which would render implantation
dangerous. Finally, there are no psicrysmal
weapons.

Effects

| The following table and information completely
| replaces that of the previous psicrystal. A

psicrysmal is an elemental, not a construct. See
the Psicrysmal monster entry for exact details.

Psicrysmal Special Abilities
All psicrysmals have special abilities (or impart
abilities to their owners) depending on the level

! of the owner, as shown on Table 2 - The

Psicrysmal. The abilities on the table are

cumulative.

Table 2 - The Psicrysmal

Owner Natural Int

Level mor . 5 Special
bonus

Hit dice,
1st-2nd +0 +0 personality,
telepathic link

3rd-4th +1 +1
5th-6th +2 +2
7th-8th +3 +3
9th-10th +6 +4
11th-12th  +7 +5
13th-14th  +8 +6
15th-16th  +9 o !
17th-18h +10  +8
19th-20th  +11 +9

Burrow

Damage reduction
Size increase
Electricity resistance
Power resistance
Psi-like abilities
Size increase
Immunities

Psi-like abilities

Natural armor bonus (Ex): Add this value to
the psicrysmal's natural armor score. Enhanced
by the psionic energies coursing through them,
psicrysmals are hardier than normal psicrystals.

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

Hit Dice: For every level in a psionic class (any
class which grants power points or psi-like
abilities) the psicrysmal gains 1 hit die (1d8 as
normal for an Elemental) and all benefits
associated with gaining HD.

Personality (Ex): Every psicrysmal has a
personality. See the Psicrystal Personality table.

Telepathic Link (Su): The owner has a
telepathic link with his psicrysmal. The owner
can communicate telepathically as

if the

*
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psicrysmal were the target of a mindlink power
manifested by the owner. For instance, a

| psicrysmal who sneaks into a distant room could

relay the activities occurring in that room.
Because of the telepathic link between a
psicrysmal and its owner, the owner has the same
connection to an item or place that the psicrysmal

| does. For instance, if his psicrysmal has seen a

room, the owner can teleport into that room as if
he has seen it too.

Burrow (Ex): If the owner is 3rd level or higher,
the psicrysmal gains a burrow speed of 20 feet.

Damage Reduction (Ex): If the owner is 5th
level or higher, the psicrysmal gains Damage

| Reduction 5/bludgeoning

| Size increase: If the owner is 7th level or higher,
| the psicrysmal increases in size from Diminutive

to Tiny. If the owner is 15th level or higher, the
psicrysmal increases in size to Small.

Electricity Resistance (Ex): If the owner is 9th
level or higher, the psicrysmal gains electricity
resistance equal to the owner's level.

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

Psi-like abilities (Ps): If the owner is 13th level
or higher, the psicrysmal gains access to the
following psi-like abilities: At will - control
sound, detect psionics, empty mind; and the

| following: 1/day - psionic dimension door. If the

owner is 19th level or higher, the psicrysmal also
gains the following psi-like abilities: At will -

control object, mind thrust; he also gains an
additional two uses of his psionic dimension door
power. The manifester level of all of these psi-
like abilities are 2 the manifester level of the
master and all save DCs are based on
Intelligence.

Immunities (Ex): If the owner is 17th level or

higher, the psicrysmal gains immunity to fire and
cold.

The Psicrystal Weapon

Introduction

A psicrystal weapon is a fragment of a psionic
character’s personality, brought into physical
form and a semblance of life (via the Psicrystal
Weapon feat). A psicrystal weapon can appear in
the form of any kind of weapon, albeit of a
crystalline nature. Because it is an extension of its
creator’s personality, a character’s psicrystal
weapon is in some ways a part of him. That’s
why, for example, a psionic character can
manifest a touch power through his weapon,
rather than through his own hands.

Requirements
To have a psicrystal weapon, you need the
Psicrystal Weapon feat.

Interaction with psicrystals

You cannot transform an existing normal
psicrystal or psicrysmal into a psicrystal weapon,
but you can transform a normal crystal or deep
crystal weapon into a psicrystal weapon by taking
the Psicrystal Weapon feat. :

Effects

A psicrystal weapon is treated as a construct for
the purposes of all effects that depend on its type.
A psicrystal weapon grants special abilities to its
owner, as shown on the Psicrystal Weapon

Special Abilities table below. Psicrystal weapon

A
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abilities are based on the owner’s levels in psionic
classes (any class which grants power points or
psi-like abilities). Levels from other classes do
not count toward the owner’s level for purposes
of psicrystal abilities. A psicrystal weapon can
speak one language of its owner’s choice (so long

| asitis a language the owner knows). A psicrystal

weapon can understand all other languages
known by its owner, but cannot speak them. This
is a supernatural ability. A psicrystal weapon is
treated as a masterwork weapon made out of
crystal, as well as a construct.

| Hit Dice: For the purpose of effects related to
| number of Hit Dice, use the owner’s character

level.

| Hit Points: The psicrystal weapon has one-half
| its owner's total hit points (not including

temporary hit points), rounded down, regardless
of its actual Hit Dice.

Abilities: The psicrystal weapon has Intelligence
10, Wisdom 10 and Charisma 10.

Skills: The psicrystal weapon cannot use any
skills except for Spot, Listen and Search (but only
for noticing secret doors) at which time it uses its
master's skill ranks and its own ability modifier.

| Psicrystal Weapon Special Abilities

All psicrystal weapons have special abilities (or

| impart abilitigs to their owners) depending on the
' level of the owner, as shown on Table 3 - The

Psicrystal Weapon. The abilities on the table are
cumulative.

Hardness Adj. (Ex): This number noted here is
an improvement to the psicrystal’s natural armor
bonus (normally 0). It represents a psicrystal’s

| preternatural durability.

Table 3 - The Psicrystal Weapon

Hardness Int
Adj. Adj.

Owner ;
Level Special
Alertness, sighted,

lsemel 0 0 e Tk

Deliver touch
powers,
empathic link

3rd-4th +1 +1

5th-6th +2 +2 Telepathic speech

7th-8th 3 3 Improved telepathic
link

9th-10th +6 +4 Deep Crystal

11th-12th +7 +5 Power resistance

13th-14th +8 +6 Sight link
15th-16th +9 +7 Material Mastery
17th-18th  +10 +8 —

19th-20th  +11 +9 —

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

Alertness (Ex): The presence of a psicrystal
weapon sharpens its master’s senses. While a
psicrystal weapon is in his hands or on his body,
its owner gains the Alertness feat.

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

Telepathic Link (Su): The owner has a
telepathic link with his psicrystal weapon out to a

.
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distance of up to 1 mile. The owner cannot see
through the psicrystal weapon’s senses, but the

| two of them can communicate telepathically as if

the psicrystal weapon were the target of a
mindlink power manifested by the owner. For
instance, a psicrystal weapon placed in a distant
room could relay the activities occurring in that
room. Because of the telepathic link between a
psicrystal weapon and its owner, the owner has
the same connection to an item or place that the
psicrystal weapon does. For instance, if his
psicrystal weapon has seen a room, the owner can
teleport into that room as if he has seen it too.

Empathic Link (Su): The owner has an
empathic link with his psicrystal weapon

| whenever he has physical contact with it and is
| psionically focused. Whenever he fulfills these

conditions he gains a +2 bonus to one skill of his

| choice, chosen when he first gains access to this

ability.

Deliver Touch Powers (Su): If the owner is 3rd
level or higher, his psicrystal weapon can deliver
touch powers for him. If the owner holds his
psicrystal weapon in his hand at the time he
manifests a touch power, he can designate his
psicrystal as the “toucher.” The psicrystal weapon

| can then deliver the touch power just as the owner

could. As usual, if the owner manifests another
power before the touch is delivered, the touch
power dissipates.

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

| Improved Telepathic Link (Su): If the owner is

of 7th level or higher, he can utilize his psicrystal
weapons senses by concentrating for 1 round as

long as the weapon is within 1 mile.

Deep Crystal (Ex): If the owner is 9th level or
higher, the psicrystal weapon has become
hardened from the exposure to psionic energy. It
changes type from crystal to deep crystal, gaining
a higher hardness value (reflected in the table
above) and the ability to channel psionic energy.
As a free action that does not provoke attacks of
opportunity, the owner can channel psionic power
into his psicrystal weapon. For 2 power points,
the psicrystal weapon deals an extra 2d6 points of
damage. The weapon will stay charged for 1
minute or until it scores its next hit. Bows and
crossbows bestow this power on their
ammunition. All missile weapons lose this effect
if they miss. However, they may be recovered
and charged again. If the weapon was already
made out of deep crystal, it deals an additional
+1d6 damage when its owner achieves 9th level.

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

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

Material Mastery (Su): If the owner is 15th
level or higher, he can change how his- psicrystal
weapon behaves in relation to damage reduction.
As a free action that does not provoke attacks of
opportunity, the owner can spend 2 power points
to change his psicrystal weapon. Choose
Adamantine, Silver or Cold Iron, the weapon will
penetrate damage reduction as if it was made out
of this material for 1 minute.

A
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NEW FEATS

AWAKENED PSICRYSTAL [PSIONIC]

You have awakened the phrenic potential of the
personality shard inside your psicrystal, allowing
it to manifest limited psionic abilities.
Prerequisite: Psicrystal Affinity or Psicrystal

| Weapon :

Benefit: This feat grants your psicrystal a number
if limited psi-like abilities (See "Awakened
Psicrystal")

FLESHCRAFTING [ITEM CREATION]

You have learned the secrets of manipulating the
flesh, crafting additions, implants and
enhancements out of bone and sinew, crystal and
construct, imbuing them with power and fusing

| them to yourself or others.

Prerequisite: Heal 8 ranks

Benefit: You can create fleshcrafts (including
implanted psicrystals) and attach these to living
creatures, including yourself. Creating a fleshcraft
takes one day for each 1,000 gp in its base price.
To create a fleshcraft, you must spend 1/25 of this
base price in XP and use up raw materials costing
one-half of this base price.

Fleshcrafting

The concept of fleshcrafting will be expanded
upon in High Psionics: Fleshcrafting with a
number of fleshcrafts, a Fleshcrafter prestige
class and more feats and information.

PSICRYSTAL STRIKE FOCUS [PSIONIC]
When you strike down an enemy your psicrystal
weapon can siphon their mental energy to refocus
itself without your assistance.

Prerequisite: Psicrystal Weapon, Psicrystal
Weapon Containment, Manifester level 3rd

| Benefit: If you deal a creature enough damage to

make it fall (typically by dropping it to below 0
hit points or killing it) with your psicrystal, you
drain off a portion of the creature's liberated

mental  energy. The liberated energy
automatically focuses the psicrystal weapon used
to fell the foe as if you had focused it yourself.

PSICRYSTAL WEAPON [PSIONIC]

You have awakened an offensive splinter of your
personality and integrated into your weapon,
creating a Psicrystal weapon.

Prerequisite: Manifester level 1st

Benefit: This feat grants you a Psicrystal Weapon
(See "The Psicrystal Weapon," above).

PSICRYSTAL WEAPON CONTAINMENT
[PSIONIC]

Your psicrystal weapon can hold a psionic focus
for you, acting as a repository for your
concentration.
Prerequisite:
level 3rd
Benefit: You can attempt to psionically focus
your psicrystal weapon. At any time when you
need to expend your psionic focus, you can
expend your psicrystal weapon’s psionic focus
instead, as long as the crystal is in your hands.
Psionically focusing your psicrystal weapon
works just like focusing yourself. The psicrystal
weapon cannot focus itself—only the owner can
spend the time to focus the crystal.

Psicrystal Weapon, Manifester
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5 Psicrysmal

Diminutive Elemental (Earth, Psionic)
Hit Dice: 1d8 (5 hp)

Initiative: +8

Speed: 30 ft. (6 squares)

| Armor Class: 19 (+4 size, +3 Dex, +2

natural), touch 17, flat-footed 17

Base Attack/Grapple: +0/-9

Attack: Sting +8 (1d2-1)

Full Attack: Sting +8 (1d2-1)

Space/Reach: 1 ft./0 ft.

Special Attacks: -

Special Qualities: Elemental traits

Saves: Fort +3, Ref +4, Will +0

Abilities: Str 9, Dex 18, Con 12, Int 8, Wis 10,

| Cha 12
| SKkills: Appraise +6, Spot +6

Feats: Combat Expertise®, Improved Initiative

| Environment: Any
| Organization: With master

Challenge Rating: 2
Treasure: None
Alignment: As master
Advancement: —

A small crystal resembling a spider scuttles
forward, shining gems focusing on you with an
intense stare. You notice that it seems to be
appraising your equipment, especially your
gems and crystals. You get the distinct
impression that it is looking at you as if you
were its next meal. Its master appears and it
retreats to his side, awaiting his command, but

| still seemingto size you up.

A psicrysmal is the merger of the fragment
consciousness of a psicrystal and the body of a
crysmal. It is found only ‘as the creation and
companion of a psionic manifester.

The psicrysmal described here is that of a 1st-
level manifester.

| COMBAT

A psicrysmal’s characteristics depend on its
master and its personality.

Elemental Traits: A psicrystal is immune to
poison, sleep effects, paralysis, and stunning. It
is not subject to critical hits or flanking.
Psicrysmals do not eat, sleep, or breathe.
Psicrysmals do not have the usual elemental
trait of darkvision.

Psicrysmal Granted Abilities: The psicrysmal
described here has the abilities of telepathic
link and personality. :

Skills: Psicrysmals have a +4 racial bonus to
Appraise and Spot

Shardling

Diminutive Construct (Psionic)

Hit Dice: 6d8+4 (31 hp)

Initiative: +3

Speed: 30 ft. (6 squares), climb 20 ft.

Armor Class: 21 (+4 size, +3 Dex, +4 natural),
touch 16, flat-footed 18

Base Attack/Grapple: +4/-13

Attack: Shard +11 (1d2-4)

Full Attack: Shard +11 (1d2-4)

Space/Reach: 1 ft./0 ft.

Special Attacks: Psi-like abilities

Special Qualities: Construct traits, hardness 11
Saves: Fort +2, Ref +5, Will +2

Abilities: Str 1, Dex 16, Con @, Int 9, Wis 10,
Cha 10

Skills: Climb +14, Listen +6, Move Silently +6,
Search +2, Spot +6

Feats: Combat Expertise, Wild Talent, Psionic
Fist (B), Psionic Body

Environment: Any

Organization: Solitary

Challenge Rating: Included with master
Treasure: None

Alignment: Often neutral

Advancement: —

Skulking in the shadows a small creature glares
at you with scarlet eyes pulsating with energy. It
scatters out from hiding and seems to seize you

up, as if it was searching for something. Then a *

A
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whiny voice wheezes into your skull - "Master?"
it asks before the eyes flash deep purple and it
begins to back away, the voice inside your head
becoming a menacing growl.

The shardling is what remains of a psicrystal

| when their master dies violently and suddenly,

leaving enough psionic energy in their psicrystal
for it to survive for a short time. It feeds off the

| psionic energies of dying creatures and thus it

| becomes a fearsome predator, often hunting weak

animals which sustain it for only a short while. At
times, these shardlings may turn to greater beasts
or even humanoids as prey, using their diminutive
size to fool their meals.

A single small animal will feed the shardling
for a few days, which makes it a voracious
hunter, using its psi-like abilities to the utmost.
Humanoids can sometimes awaken the hope of

ki
1-’9".1
i

finding a new master, but most often the hunger
for psionic energy takes over, since a medium
humanoid can keep the shardling fed for months
with its dying psionic echo.

COMBAT

A shardling prefers to trick enemies into
believing it to be a harmless creature, using its
attraction psi-like ability to get close to a suitable
target.
shardling strikes with its crystal shard psi-like
ability or by empowering its natural attacks with
its Psionic Fist feat. Against creatures where this
tactic does not work, the shardling will most
frequently seek to climb to safety.

Psi-like abilities: At will - attraction, crystal
shard, matter agitation, mindlink (ML 3rd).

418

il

Once the creature is within range, the |

11
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other com-
puter languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or other-
wise distribute; (d)"Open Game Content" means the game me-
chanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any addi-
tional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, in-
cluding translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or ef-
fects, logos, symbols, or graphic designs; and any other trade-
mark or registered trademark clearly identified as Product iden-
tity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the
logos, names, mark, sign, motto, designs that are used by a Con-
tributor to identify itself or its products or the associated prod-
ucts contributed to the Open Game License by the Contributor
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) "You" or "Your" means the licen-
see in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may
be applied to any Open Game Content distributed using this
License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Corisideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contrib-
uting original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this Li-
cense.

6.Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact text
of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the.ownership
of that Product Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any au-
thorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any ver-
sion of this License.

10. Copy of this License: You MUST include a copy of this Li-
cense with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any  Contributor
unless You have written permission from the Contributor to do
so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or govern-
mental regulation then You may not Use any Open Game Mate-
rial so affected.

13. Termination: This License will terminate automatically if
you fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the ex-
tent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Wil-
liams, Rich Baker, Andy Collins, David Noonan, Rich Redman,
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt,
based on original material by E. Gary Gygax and Dave Arneson.

High Psionics: Psicrystals Expanded Copyright 2007 Andreas
Roénngquist,

o O S



	Cover Page

	Title Page

	Alternate Psicrystals

	Awakened Psicrystal

	Implanted Psicrystal

	Cognizance Psicrystal

	Psicrysmal

	Psicrystal Weapon


	Psicrystal Death

	New Feats

	Awakened Psicrystal

	Fleshcrafting

	Psicrystal Strike Focus

	Psicrystal Weapon

	Psicrystal Weapon Containment


	Monsters

	Psicrysmal

	Shardling


	Open Game License



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize false
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts false
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 600
  /ColorImageDepth 8
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /FlateEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 600
  /GrayImageDepth 8
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /FlateEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /FlateEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice




