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Introduction
While Psionics Unleashed does a great job of 

implementing psionics in the Pathfinder Roleplaying 
Game, there were a lot of things that could have been 
done for psionics that just did not make it into the final 
version of Psionics Unleashed.

That’s where Psionics Expanded comes in.  
The goal of this book is to implement all of those 

advanced psionics concepts that were left out of Psionics 
Unleashed from lack of time, space, or resources.  Psionic 
healing, new prestige classes, a true system for psionic 
talents, a true psionic tank, and psionic versions of 
options found in the Pathfinder® Roleplaying Game: 
Advanced Player’s Guide are all included in Psionics 
Expanded, as well as a host of new player options.

who Is It For?
Where Psionics Unleashed contained information 

for both the player and the GM, Psionics Expanded is 
aimed primarily for players.  With new classes, feats, 
character options, powers, prestige classes, and psionic 
items, everything in this book has been developed with 
the player in mind, although game masters can also find 
new options to use for notable individuals, recurring 
enemies, or to give some additional variety to the cast of 
characters in a game world.

what’s In the book?
This book is organized in much the same way as Psionics 

Unleashed, with each chapter containing rules grouped 
together by theme for ease of reference. Presented below 
is a brief overview of each chapter and an excerpt of the 
new rules and options you can expect to find within.

Chapter 1 - Races: This chapter expands upon all of 
the races found within Psionics Unleashed, giving new 
racial traits to customize your character’s abilities to 
reflect their unique background, as well as new favored 
class bonus options and ideas to help get started playing 
particular race and class combinations.  In addition, 
favored class options for the core races from the 
Pathfinder RPG Core Rulebook are also given.

Chapter 2 - Classes: This chapter introduces six new 
base classes.  These base classes are equal in power and 
fully compatible with to the core psionic classes from 
Psionics Unleashed and the core classes found in the 
Pathfinder RPG Core Rulebook.  These classes provide 
new abilities and ways to approach game play and the 
interactions between members of the party.  The aegis is 
an armored warrior who customizes his suit to his needs.  
The cryptic sees the world as an interconnected series 
of patterns that can be interpretted and manipulated.  
The dread uses fear as his weapon of choice, weakening 
the resolve of even the bravest soldier.  The marksman 

is a ranged combatant who strikes from afar using 
a combination of physical and psionic abilities.  The 
vitalist is a psionic healer who joins others into a mental 
network capable of sharing thoughts and healing energy, 
while the tactician is a student of combat, grasping the 
intricacies of battle and directing his allies into the right 
course of action for any particular scenario.

In addition to the six new psionic classes, this chapter 
also includes a wide array of new class features and 
variant rules for all 10 of the psionic classes, as well as 
some psionic options for several of the core classes from 
the Pathfinder RPG Core Rulebook.  These options help 
alter a character to best fit a particular concept, from the 
shielded blade soulknife to the bombardier psion, these 
options expand the choices for character design.

Chapter 3 - Feats: This chapter contains new feats that 
can be taken by any character, including new psionic 
feats, metapsionic feats that allow manifesters to alter 
their powers in new and unusual ways.  Many of the new 
classes and core class options from Chapter 2 use the 
new feats in this chapter.

Chapter 4 - Advanced Rules: This chapter contains 
rules for implementing psionic talents that give psionic 
characters low-power abilities comparable to spellcaster 
cantrips and orisons.  After talents, character traits are 
presented of a psionic nature to allow the addition of 
minor traits that are selected at character creation to 
help make a character more unique and properly reflect 
their heritage and individual story.  Finally, new display 
options are presented to alter the way psionic powers 
look and feel.  These displays do not alter the mechanics 
of powers, but can help to make each manifester a unique 
wielder of psionic power.

Chapter 5 - Psionic Powers: This chapter introduces 
a host of new psionic powers for all manifesting classes.  
Full power lists are provided for the new manifesting 
classes presented in Chapter 2, as well as new powers for 
the core psionic classes.

Chapter 6 - Prestige Classes: This chapter provides 
nine new prestige classes to further focus and develop 
your character into a specific role.  The included prestige 
classes are: the adaptive warrior, the body snatcher, 
the metaforge, the metamorph, the mystic archer, the 
psicrystal imprinter, the sighted seeker, the soul archer, 
and the telekinetic weaponmaster.  Some of these prestige 
classes are designed specifically for the new classes in 
Chapter 2, but most can be taken by any character that 
meets the prerequisites.

Chapter 7 - Psionic Items: A wide variety of new 
psionic items are detailed in this chapter, including a 
brand new type of psionic item - crystalline focus items.  
These items are designed specifically for characters like 
the soulknife who gain weapons or other items from 
class abilities and offer an alternative way to modify 

Sa
m

pl
e 

file



drEamscarrEd PrEss

2

and improve these items.  In addition, new weapon and 
armor abilities and new universal items are presented.

playtesting
Like Psionics Unleashed, all of the material in Psionics 

Expanded was playtested by you - the players.  Players 
across the world used this material in their own games, 
giving sometimes harsh feedback about the new 
mechanics.  It is our belief that by including the psionic 
players in the development process, the final product 
ends up being of higher quality, better balanced, and 
simply more fun.  

We truly appreciate all the time, effort, and feedback 
that the psionic community has given for this project.  It 
has helped to improve the quality and value of the book, 
as well as helped to get the word out to more people, 
expanding the recognition and acceptance of psionics in 
the gaming community.

definition of terms
Below are definitions of some of the common terms 

used in this book.
Augment: An optional cost in power points that can 

be paid during manifestation to improve certain powers. 
The total power point cost is equal to the base power’s 
cost plus any power points spent on augmentation; this 
total power cost cannot exceed the character’s effective 
manifester level.

Character Level: The sum of a character’s class 
levels.

Class Level: The level of a character in a particular 
class.

Key Ability Modifier: The ability score modifier 
for the character’s key ability score.  For psions, this 
is Intelligence, for psychic warriors it is Wisdom, and 
Charisma for wilders.

Manifester Level: Generally equal to the number of 
class levels in a given manifesting class. Some prestige 
classes add manifester levels to an existing class. 
Manifester levels from multiple base classes do not stack 
(they are tracked individually, akin to how sorcerer 
and wizard caster levels are tracked individually). A 
character with psi-like abilities, but no class levels in 
any manifesting class, does not have a manifester level 
for most purposes, including feat and prestige class 
requirements.

Metamorphosis Powers: One of the powers with 
metamorphosis in its name.  Specifically minor 
metamorphosis, metamorphosis, major metamorphosis, 
and true metamorphosis.

Power Point Reserve: A character’s personal store of 
power points. A character with a power point reserve 
gains the psionic subtype and can gain psionic focus, 
even if the power point reserve has been depleted.

Psi-like Ability: A psionic effect which can be 
manifested without paying a power point cost. When 
manifesting a psi-like ability, the creature’s effective 
manifester level is equal to its hit dice unless specified 
otherwise. Some psi-like abilities duplicate existing 
psionic powers; unless specified otherwise, such psi-
like abilities are manifested as if the psionic power 
were augmented to the limit of the creature’s effective 
manifester level. Psi-like abilities are subject to power 
resistance and dispel psionics. They do not function in 
areas where psionics are suppressed or negated (such 
as a null psionics field). Psi-like abilities can be dispelled 
as normal. A creature with psi-like abilities gains the 
psionic subtype. 

Psionic Class: Any class which requires or grants 
psionic power points.

Psionic Focus: A psionically-empowered state of 
mind. Some abilities can only be used while a character 
has psionic focus. Some abilities can only be used by 
expending psionic focus; only one such ability can be 
used when psionic focus is expended.  Gaining psionic 
focus is a full-round action that provokes attacks of 
opportunity.

a note From the authors
It has been roughly a year and a half since the release 

of Psionics Unleashed, and the changes we’ve seen at 
Dreamscarred Press are overwhelming.  The support 
we’ve received from fans, other publishers, and the 
Pathfinder Roleplaying Game community as a whole 
has exceeded even the wildest of our expectations.  We 
have gone from a little-known, but respected, publishing 
company, to virtually the household name in psionics.  

Since its release, Psionics Unleashed has not only 
become the de facto psionic ruleset for players of the 
Pathfinder Roleplaying Game, but even other publishers 
are now using it and support it to offer more psionic 
options and for psionics in their campaign settings.  
Some of those new options are even included in this 
book thanks to the Open Game License and we’d like to 
thank folks like Owen K. C. Stephens, Steve Russell, and 
Louis Porter, Jr. for using Psionics Unleashed as their 
psionic ruleset for their own Pathfinder Roleplaying 
Game products with psionic content.

For two guys doing this in their spare time, we 
couldn’t possibly convey just how amazing that is to us 
as gamers first, publishers second.  It is our hope that 
we can continue to provide quality psionic support for 
the gaming community, getting more people interested 
in using psionics in their game and increasing the 
acceptance of this oft-ignored rule system.

With that said, there is so much additional content in 
this book that it’s almost as large as Psionics Unleashed 
in size, so let’s get going and explore all the new player 
options in Psionics Expanded: Advanced Psionics Guide!
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races
The starting point to creating your character is choos-

ing your race, and then deciding if your character will 
conform to the standard racial view of that class or break 
with tradition.  Working with racial archetypes can be 
achieved with a bit of roleplaying—whether developing 
a unique personality and style for every character or 
adopting one as clichéd as a surly dwarf fighter with a 
huge axe and a tankard of ale. The seven player charac-
ter races in the Pathfinder RPG—dwarves, elves, gnomes, 
half-elves, half-orcs, halflings, and humans—are no more 
uniform than are humans in the real world. This chapter 
is meant to offer game rules and options for how to re-
flect that diversity of attitude, heritage, and experience 
and how it affects the way the races interact with the 
various adventuring careers presented in the Pathfinder 
RPG core rules.

racial attitudes
The following race discussions describe the general 

attitudes held by each psionic race toward the base 
classes in the Pathfinder RPG Core Rulebook, the four core 
psionic classes found in Psioincs Unleashed,  and the six 
new base classes introduced here in Psionics Expanded. 
Humans tend to fit easily into every class, while other 
races favor some occupations much more highly than 
others, with a handful of classes earning the contempt 

and suspicion of certain races. These expanded looks at 
racial attitudes can help give definition and depth to each 
race and spark ideas for how and why members of that 
race might be inclined to pursue one class rather than 
another, or what challenges they might face in adopting 
a career that goes against the grain of their society.

These attitudes should never be considered restric-
tions on what classes players may choose, regardless of 
their characters’ race, nor are they a prescription that 
demands player characters think or act a certain way 
toward members of a class described as being highly fa-
vored (or highly disfavored) by members of their race. 
As always, players are the ones in charge of their own 
characters. These attitudes instead describe the com-
mon attitudes of typical NPC members of their race and 
the values and attitudes their characters may have been 
raised with. Characters can learn these typical attitudes 
about their class with a DC 10 Knowledge (local) check 
(DC 5 for attitudes of their own race).

racial traits
Unlike psionic traits, detailed later, alternate racial 

traits replace one of the standard abilities of a race 
with a new trait that represents a segment of that 
race’s population.  This trait might be due to geographic 
location, the attitude of a specific population, or even the 
result of an accident.
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You can exchange one or several of your character’s 
normal racial traits, but of course you cannot exchange 
the same racial trait more than once. If a dromite 
exchanges the dromite psionics trait to become either 
a crafter or an excavator, it cannot exchange it twice to 
take both new traits. However, it could choose one of 
those as an alternate racial trait while also exchanging 
its chitin racial trait to gain hive solider.

As with any alternate or optional rule, you must first 
get the permission of your GM to exchange any of your 
character’s normal racial traits for those in this chapter.

racial Favored classes
Each race’s entry also contains a section detailing 

favored class options. This section describes alternative 
benefits for members of the different races taking certain 
classes as a favored class. The normal benefit of having 
a favored class is simple and effective: your character 
gains one extra hit point or one extra skill rank each 
time she gains a level in that class (or a power point in 
the case of the psionic races). The alternate favored class 
abilities listed here may not have as broad an appeal 
as the standard choices. They are designed to reflect 
flavorful options that might be less useful in general but 
prove handy in the right situations or for a character 
with the right focus. Most of them play off racial 
archetypes, like a maenad’s emotional turmoil or 
an elan’s psionic creation.

In most cases, these benefits are gained on a 
level-by-level basis—your character gains the specified 
incremental benefit each time she gains a level. Unless 
otherwise noted, these benefits always stack with 
themselves. For example, a maenad with bard as a 
favored class may choose to gain 1 additional bardic 
performance round per day each time she gains a level; 
choosing this benefit twice increases the additional 
rounds per day to 2, 10 times raises it to 10, and so on.

In some cases this benefit may eventually hit a fixed 
numerical limit, after which selecting that favored class 
benefit has no effect. Of course, you can still select the 
bonus hit point or skill rank (or power point, if a 
psionic race) as your favored class benefit, so 
there is always a reward for sticking with a 
favored class.

Finally, some of these 
alternate favored class benefits 
only add +1/2, +1/3, +1/4, or +1/6 
to a roll (rather than +1) each 
time the benefit is selected; when 
applying this result to the die 
roll, round down (minimum 
0). For example, a dwarf with 
rogue as his favored class adds +1/2 to his trap sense 
ability regarding stone traps each time he selects the 

alternate rogue favored class benefit; though this means 
the net effect is +0 after selecting it once (because +1/2 
rounds down to +0), after 20 levels this benefit gives the 
dwarf a +10 bonus to his trap sense (in addition to the 
base value from being a 20th-level rogue).

As in the previous section, what is presented here is a 
set of alternative benefits that characters of each race may 
choose instead of the normal benefits for their favored 
class. Thus, rather than taking an extra hit point or an 
extra skill rank, players may choose for their characters 
to gain the benefit listed here. This is not a permanent 
or irrevocable choice; just as characters could alternate 
between taking skill ranks and hit points when they 
gain levels in their favored class, these benefits provide 
a third option, and characters may freely alternate 
between them.

As with any alternate or optional rule, consult with 
your GM to determine whether exchanging normal 
favored class benefits for those in this chapter will be 
allowed.
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