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A psionic character wields the power of the mind,
whether honed by rigorous training or inspired by
wild and uncontrollable impulse. Disciplined monk
and psion, unhindered ardent and battlemind—psionic
characters defend the world against dark threats with
the most potent of all arms, the weapon within.

Psionic characters unlock the unexpected power
of their consciousness, bringing it to bear in the fight-
ing techniques they master or the magical effects
they create. Characters who study the psionics tradi-
tions passed down through generations can transcend
the body’s limits, eventually apprehending the whole
of creation with a single thought.

The history of psionic power in the Dungeons &
Dracons® game dates back to 1976, when the Eldritch
Wizardry supplement to the original DunGeons &
Dracons boxed set introduced a psionics system
that promised to “enliven games grown stagnant.”

The Apvancep DunGeons & DraGoNs game codi-
fied and expanded psionics as a distinct and optional
subsystem of the rules, but it wasn’t until 2nd Edition’s
Complete Psionics Handbook that psionics became an
integrated part of the game.

Psionics came into its own in 2nd Edition’s popu-
lar Dark Sun® campaign setting, which left a lasting
influence on this unique and powerful magic. In
the 3rd Edition DunGeoNs & DrAGONS game, that
foundation was rebuilt and expanded into a complete
system of psionics use and classes.

4th Edition introduced the psionic power source
and four psionic classes in Player’s Handbook® 3. That

book introduced you to what your psionic character
can do. Psionic Power™ is your key to unlocking the
mind’s secrets in the DunGEoNs & DrAGONs game.

USING THIS BooOK

™

Like Primal Power™, Divine Power™, and Arcane Power™
before it, Psionic Power focuses on and is organized
around the four psionic classes—the subtle ardent,
the forthright battlemind, the focused monk, and the
dedicated psion. Each chapter introduces a new class
feature, new powers, and new paragon paths, and
also provides a rich amount of backdrop to enhance
the experience of roleplaying a psionic character.
Chapter 5, “Psionic Options,” contains more than 100
new feats, information on psionics philosophies and
orders, details about psionic backgrounds and blood-
lines, six new epic destinies, and new magic items
particularly suited to psionic characters.

Psionic Power can be used in several ways. You might
want to create a brand-new character using the builds
and powers presented in this book, putting a different
spin on the standard psionic classes. You might use
new powers to customize an existing character, taking
advantage of the retraining rules in the Player’s Hand-
book. The new feats presented here are equally useful
for characters using builds from Player’s Handbook 3 or
the new builds presented in the class chapters in this
book. New paragon paths and psionic bloodlines can
provide unique insights into your character’s develop-
ment, and new epic destinies can set the tone and
goals of your character’s entire adventuring career.
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CHAPTER 1

“My joy is your anguish. My courage is your fear. My path
to victory lies within your mind.”

FOR THE ardent, emotions are more than mere
sensation. Emotion is a weapon you can wield and a
tool with which the world can be remade. You draw
power from your experience, taking advantage of your
joy, your courage, and even your fear. You call on the
power of your psionics by focusing your mental state,
weaving emotion into a complex web or inflaming your
passions through sheer force of will. Just as you chan-
nel this power, you are also a conduit for it. Sensing the
emotions of allies and enemies alike, you manipulate
them to suit your purpose with a deft mental touch.

Those who stand at your side are strengthened by
the power that flows from you. Your enemies find
their own bravery withering, their plans confused
and their hopes shattered by the strength of your
mental resolve. But the psionic power you wield
comes at a price. Fear and doubt, dark thoughts and
anger can all cloud your concentration.

However you master the energy of emotion and
the mind, this chapter contains a wealth of informa-
tion to support your ardent character.

4+ Playing an Ardent: The ardent’s place in the
world, and how this information can enrich your
play.

4+ New Build and Class Feature: The impetuous
ardent rejects the traps of sorrow and fear by sheer
strength of will, overcoming doubt and hesitation
to seize the advantage on the battlefield. Mantle of
Impulsiveness allows you to turn an enemy’s wrath
into renewed resolve for you and your allies.

+ New Powers: You can read your enemies’ fear
and use it as a weapon, or impel your allies to
access unseen reserves of strength. This chap-
ter supports all ardent builds with powers that
strengthen your allies and let you stand against
increasingly powerful foes.

4+ New Paragon Paths: Six new ardent paragon
paths allow you to draw power from raw chaos,
to unlock the full potential of you and your
allies, and to destroy your enemies in body and
mind.
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Fear. Fear so thick, it might as well have been perfume.

Oh, it wasn't just fear. These thugs worked as leg-breakers
and enforcers for the thieves’ guild. And this was their home
turf. Even now, Thalvos couldn’t be certain which of the vari-
ous patrons in the common room were genuine drunks, and
which were hunting him and his companions.

But they were here somewhere. This much he knew. He
felt them. And there, beneath the light spice of exhilaration
and a smattering of anger, the main dish was definitely
fear. They knew that Thalvos and his companions had
already slain a dozen members of their guild, and despite
their confidence, they worried that they might be next. It
would be a shame to disappoint them.

Thalvos coughed into his ale, spraying foam across his
thick beard as he struggled to maintain control, fighting the
urge to giggle uncontrollably. They made it so easy. . ..

Even as he rose from his chair, he grabbed at their fear
like a child catching snowflakes. He swirled it around in
his mind, tasting it, transforming it. And he wondered, as
he cast that emotional energy out as easily as he’d taken it
in, if the thugs would recognize their own terror coating the
blades that would soon be raised against them.

Wants and desires; needs and ambitions; loves and
hatreds and fears. The world is driven neither by
intellect nor belief, but by emotion—and those who
control emotions control the world. Perhaps you are a
child of the streets who learned to read danger in the
intentions of others and to harness the hunger and
fear that were the only weapons you had. You might
be a frustrated student whose breakthrough came
only after your impulses overcame your studies. You
could be the guardian of a primitive tribe, drawing
on powers developed in reaction to the dangers of the
wild. Perhaps you are a wanderer denied a normal
life, determined to reduce the suffering in the world
because you are cursed to feel the suffering of others.

You might have followed one of several paths to
become what you are now. As an ardent, you are
driven and empowered by emotion—and you can no
more change what you are or what you do than you
can cease feeling at all.

MANTLES AND EMOTIONS

You are unique among the psionic classes in your
manipulation of emotion as the source of your
power. Although all psionics users draw strength
from emotion to some degree, they do so largely for
the sake of their own empowerment. You use emo-
tions as a puppeteer uses strings, manipulating the
world around you.

Your powers come from the intensity of the emo-
tion you experience. You sense the feelings of those
around you and add them to your own power. Your
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fear armors you against attack; your anger blasts your
foes with psychic force; your love and concern soothe
your allies” hurts.

Ardents draw on all feelings, but you focus on one
particular emotion—your “mantle.” Although your
powers do not rely on this emotion only, your mantle
is the emotion on which you draw most frequently,
and the one that allows you to control and channel
other emotions.

EmoTioONs BEYOND COMBAT

Ardents absorb the emotions of those around them,
but this ability remains all but unnoticeable in
combat. Although battle inspires potent emotions,

it creates roughly the same combination of excite-
ment, exhilaration, anger, fear, and pain in everyone.
If you're already engaged in a life-or-death struggle,
feeling your foe’s emotions isn't likely to change

your own.

Apart from battle, the ability of an ardent to absorb
emotions becomes more noticeable. You likely take
on at least an aspect of the feelings of those surround-
ing you. In the middle of a boisterous revel, you might
become giddy and high-spirited. You feel grief at a
funeral, even if you've never met the deceased. The
elation felt by a gathering of zealots performing a
ceremonial rite might overcome you even if you don’t
share the beliefs of those present.

Ardents are not only the recipients of outside
emotion—they project their own emotions as well.
People gathered around when you're in a bad mood
grow irate, just as your own good cheer can spread
through the dourest crowd. Neither phenomenon is so
strong as to enforce an instant change in behavior. You
won't turn on a friend because someone else is mad at
her, nor will your own despair cause another character
to abandon an ongoing endeavor. But such emotional
projections can create subtle long-term effects.

History records that the Arkhosian city of Kanrhik
fell to orc mercenaries employed by Bael Turath—but
some historians place the blame on one of Kanrhik’s
psionically inclined noble families. When the patri-
arch’s only daughter fell in battle, the entire family
went into mourning. Several of them were ardents,
and historians believe that their sorrow so infected
Kanrhik’s leaders and soldiers that they failed to
react in time to an assault they should otherwise
have repelled. Among those familiar with psionics, a
sudden change in the behavior of a small population
is often taken as evidence of an ardent’s presence.

Although many ardents shun strong emotion and
avoid large groups so that they aren’t overwhelmed
by the feelings of others, some members of this class
deliberately seek out such experiences. They travel



in the hope of experiencing everything the world has
to offer: the greatest joys, the fiercest fury, and the
darkest sorrow. By doing so, these ardents hope to
learn to control such emotions, to ready themselves
for accidental encounters with strong feelings, and to
harness that energy to empower their disciplines.

YOouR LIFE BEFORE

Ardents are the most seemingly mundane of the
psionic classes. Psions and monks train to become
what they are; battleminds discover their power in
the heat of combat or under physical duress. You, on
the other hand, might have been anyone. Ardents
sometimes learn their abilities from other ardents,
but for most, their powers arise spontaneously. It is
said that no amount of study can create an ardent
from someone who lacks the basic empathic and
psionic capacities.

You might have been wandering the marketplace
when you were suddenly overwhelmed by the feel-
ings of those around you. Perhaps you returned from
a hunt to discover that you had far greater insight into
the people of your village. Or you might have had
an inkling of your power before it fully manifested,
perhaps discovering that your own mood influenced
those around you. You might have taken advantage
of your ability to manipulate moods by becoming a
vendor, a performer, a grifter, or a gambler. Depend-
ing on what sort of person you were, you might have
been popular, making those around you as happy as
you were. Or perhaps you were hated, as your own
anger or resentment was mirrored back by others.

Whatever the case, people rarely appreciate being
manipulated. Many ardents first take up the path of
a wandering adventurer when those around them
become aware of their power, turning against them
and forcing them to abandon the lives they once led.

ROLEPLAYING AN ARDENT

Unsurprisingly, as an ardent, you are a highly emo-
tional person. You react strongly to others, sometimes
overreacting. If something is funny, it’s hilarious; if'it’s
fearsome, it’s terrifying; if'it’s irritating, it’s infuriat-
ing. These extremes come about partly because you
feel echoes of others’ emotions, and partly because
your own emotions run so strongly. They must, after
all, if you're to draw power from them.

You can roleplay this internal conflict to give your
character a strong sense of personality. You might
attempt to wear a mask of stoicism at all times, strug-
gling to repress—or at least conceal—those emotions.
You don’t speak often, and you make every effort to
avoid snap decisions.

You could also choose to go with the flow of the
emotions surrounding you. You laugh loudly, and you
fight fiercely. But if you decide to play your ardent as

boisterous, don’t hog the spotlight. You're a character,
not a caricature, and faking tears because the tavern
doesn’t carry elven wine isn’t dramatic—it’s silly, and
it can take everyone else out of the game.

Consider playing your character’s emotions as
appropriate to the powers you use. When impos-
ing penalties with fear attacks, you might become
vicious and intimidating, blatantly angry. Or you
might become fearful instead, your manipulation of
that emotion making you hesitate to approach your
foes, or forcing you to visibly “talk yourself up” before
taking risks. When healing your allies, allow your
concern for them to show in your voice and your
actions, perhaps acting briefly as a defender as you
stand between them and the enemy. Your powers
draw on your emotions—in a very real sense, they are
your emotions—so if you behave appropriately, you
help reinforce that connection in the minds of the
other players, as well as in your own.

Many ardents are solicitous of others. These
ardents are sympathetic and kind, always quick
with a joke or a shoulder on which to lean. But some
ardents grow jaded to the emotions of others over
time. They wall themselves off, not caring what the
people around them feel. They project their own
emotions onto other characters—perhaps out of a
desire to manipulate, perhaps out of spite. As an
ardent, you are constantly torn between these two
extremes, and only you can decide which path you
ultimately take.

AMBIENT EMOTION

In the same way that you can adjust your character’s
emotional state based on the power you're using, you
might do so based on the people around you. If one
of your companions is upset, you might become so

as well, even if you have no real motivation to do so.
If your party is attending a ball, you might be swept
up in the joy and pageantry when you're supposed to
be keeping your wits about you. Again, don’t take the
emotions too far—this should be a character quirk,
not a means of stealing attention from the other play-
ers or ruining their plans. In moderation, however,
this can provide both an interesting roleplaying chal-
lenge and an obvious hook by which to make your
character memorable.

SPUR OF THE MOMENT

You have little use for intricate planning. You prefer
to act as the urge strikes you in any given situation,
trusting your instincts and your feelings to guide you.
You might grow impatient with others who try to plan
for every possible contingency.

This doesn’t mean you're incapable of forethought,
however, nor does it make you an idiot. You don’t
blindly leap into obvious danger, and you don't take
actions detrimental to your party or your cause
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simply because you're in an irritable mood. More
often than not, though, you base your decisions on
what feels right rather than laboriously calculating
every possible outcome.

FoLLow THE LEADER

Player’s Handbook 3 refers to ardents as “incidental lead-
ers.” Although you might deliberately set out to fill a
leadership role, most ardents don’t consciously choose
to do so. Like so much else, you probably got where you
are by following your instincts and impulses.

Even as a leader, you might not take an active lead-
ership role. Instead, you use your powers to support
your allies and are content to let someone else make
the decisions. When people do follow you, it’s more
likely because you're the first to act and because you
instinctively know that your decisions are the correct
ones. (At least you feel that way at the time; hindsight
might convince you otherwise.) You never insist that
others follow your lead. But, driven as you are by your
emotions, you might be surprised or put out when
they don't.

You might find yourself'in a position of leadership
only under specific circumstances. For example, if
you play your ardent as a sharp-tempered, tactically
savvy character, you might find your companions
happy to follow your lead in battle but hesitant to
let you speak (or stand too close) during diplomatic
negotiations.

MANIFESTATION

Your disciplines visually manifest in an aura of color
that swirls around you, its hues and intensity vary-
ing based on your emotions. If you're interested in
individualizing your character or stretching your
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creative muscles a bit, consider modifying your
ardent’s manifestations.

If your character is grim and despondent, your
corona might contain elements of swirling gray and
deepest black, mixed with whatever colors represent
your current feelings. Alternatively, your corona
might take on recognizable shapes. If you're a zeal-
ously religious character, your corona might become
a winged silhouette reminiscent of an angel. A mili-
tant, bloodthirsty ardent’s corona might resemble a
weapon forged of light.

Your corona might change based on the power
you're using. Defensive powers might manifest in
a form resembling armor or a shield. Teleportation
powers could manifest as a brief image of a rearing
horse or flapping wings.

ARDENTS IN THE WORLD

In a world accustomed to all manner of magic,
ardents are imperfectly understood. Because their
powers arise spontaneously, and because they repre-
sent a relatively new form of psionics, less is known
about ardents than about monks or psions. (Moreover,
in the grim aftermath of the fall of Nerath, those who
do understand ardents have difficulty disseminating
that knowledge.)

Many people—including those well versed in the
arcane arts—don’t yet recognize ardents as possess-
ing a fully realized, variant form of psionics, seeing
them only as peculiar individuals who have an odd
smattering of powers. In isolated regions, they remain
subject to lingering traces of superstitious suspicion
that have largely faded from more civilized lands.
Because of'this, ardents have left only a light footprint
in the world to date.

THOMAS DENMARK



RisINnG EMOTIONS

Ardents represent the youngest—or at least the most
recently recorded—tradition of psionics. Although his-
tory is replete with individuals who might well have
been ardents, the first confirmed ardents appeared
only within the last few centuries. The Bael Turathi
general Insalanda led the tiefling armies against the
forces of Arkhosia for years, turning her enemy’s own
fears against them. Although several bloodlines of
Arkhosian dragonborn also produced ardents, Insa-
landa is the first historical figure who contemporary
sages agree was an ardent of real power.

Since Insalanda’s time, the population of ardents
has increased—some say faster than any other type
of psionics user. But the sages cannot agree on why
ardents first appeared, or why their numbers are
increasing so swiftly. Supporters of various theories—
such as the belief that psionic energy is a reaction to,
or is caused by, aberrant incursions—point to ardents
as evidence that the Far Realm’s influence is grow-
ing. Those who have religious viewpoints believe the
increase is the result of conflict between Ioun and
Vecna, which has allowed psionic energy to grow
uncontrolled. Those who cite the theory of phrenic
planes (page 91) suggest that the physical and mental
planes are coming into alignment. (See “The Origin
of Psionics,” page 118, for more on these theories.)
But every argument is hypothetical at best, and no
faction has offered proof. All they agree on is that
the spread of ardents suggests that psionic energy is
indeed growing more prevalent in the world.

ARDENTS AND WITCHCRAFT
A common theme during the early years of the
ardents’ emergence into the world was the extreme
mistrust and persecution they faced. Although the
great empires treated ardents as any other user of
obscure energy, smaller communities often revived
ancient charges of witchcraft that had otherwise been
largely forgotten in an age of widespread spellcraft.

The common folk, after all, have a vague idea of
what arcane and divine magic are supposed to look
like. When lone individuals appeared among them,
manifesting strange coronas and unfamiliar powers,
a certain level of distrust and fear was unavoidable.
The nature of the ardents’ power amplified this initial
distrust, often with horrifying results. An ardent’s
ability to magnify ambient emotion meant that a
people’s suspicion and an ardent’s own fear would
mix and reflect back from the ardent like a dark tide,
resulting in a vicious cycle of escalating terror and
rage. In many communities, ardents were persecuted
or killed. In others, they used their powers to become
petty tyrants.

Although it is not a widely held belief, some his-
torians attribute the fall of Nerath in part to ardents.
They maintain that the social turmoil that devastated

the far-flung reaches of the empire was caused by this
kind of emotional feedback, centered on a small but
growing ardent population.

Many early ardents were driven into various
fringe organizations and faiths, including a number
of diabolic cults. Commoners who already attributed
ardent energy to an evil influence quickly drove such
characters into the arms of those who would accept
them, even as devil worshipers sought to take advan-
tage of the ardents’ strange new powers. The fact
that many early ardents arose among the Asmodeus-
worshipers of Bael Turath also contributed to this
association.

ARDENTS IODAY

In recent years, as the number of ardents has
increased, the folk of the humanoid realms have
grown more accepting of them. A few isolated com-
munities still express distrust, but in most regions, an
ardent can expect a welcome no different from any
other psionics user.

That said, ardents are still the least understood of
the psionic classes. Ardents rarely form groups larger
than the occasional cabal, and they lack the larger
guilds and colleges that make wizards and psions
readily identifiable to the populace. Ardents operate
freely in many regions, although not because of any
growing acceptance. Rather, the average commoner
has no inkling that such characters even exist.

Even other psionics users sometimes look askance
at ardents—not denigrating their abilities, but ques-
tioning their level of discipline. Monks and psions,
who train hard to master their powers, view the emo-
tional and impulsive ardent as a wild card, lacking
the self-control to master the power with which he or
she plays. In particular, because many psions value
intellect and logical process over instinct, members of
the two classes often end up on opposite sides of lively
philosophical debates.

Battleminds are more accepting of ardents’ abili-
ties, since they, too, operate largely on an instinctive
level. But a focus on the physical leads many battle-
minds to shut themselves off from emotion in a way
that ardents cannot understand.

Such conflict between the classes is rarely seen
within adventuring parties, where a character’s
actions and commitment to his or her allies speaks
louder than words. Moreover, as the number of
ardents increases and people become ever more
aware of their capabilities, these general attitudes are
slowly but surely shifting toward a measure of grudg-
ing respect.

CHAPTER 1 | Ardent



This section introduces a new ardent build for use
alongside the builds presented in Player’s Handbook 3.
The build includes a new mantle that you can choose
when you create your ardent character.

IMPETUOUS ARDENT

Iffear, sorrow, and hatred invite madness and defeat,
the only certain method for protecting oneself from
their toxic effects is to jettison them from the mind alto-
gether. So-called intelligent creatures are vulnerable
to such emotions when they cloak themselves in intel-
lectual loftiness and hide behind certainty and belief to
shield themselves from the uncomfortable world. You
reject these notions and seek out your true nature.

Sifting through the layers of experience and learn-
ing imposed upon you by your people and culture, you
uncover the iron core at the heart of your being. By
retreating behind its stiff walls, you silence all doubts
and misgivings, acting without hesitation or fear. Even
if the results are not immediately beneficial, you do not
second-guess yourself. Some might call you reckless,
but you follow your true nature—a hardened warrior
who offers no apology for your aggressive ways.

The battlefield is your home, and you destroy
those who would seed the world with darkness.
When so engaged, your eyes grow dark, and your face
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becomes impassive as you become a true instrument
of destruction. The fear you might once have felt now
manifests in your foes, shattering their resolve as you
cut them down like wheat before the scythe.

NEw CLAss FEATURE
When you choose your Ardent Mantle, you can
choose Mantle of Impulsiveness instead of another
option, such as the ones in Player’s Handbook 3.
Mantle of Impulsiveness: When an ally within 5
squares of you is targeted by an opportunity attack, that
ally gains a power bonus to damage rolls equal to your
Constitution modifier until the end of his or her turn.
In addition, each ally within 5 squares of you gains a
+2 bonus to Endurance checks and Intimidate checks.
You also gain the ardent eruption power.

Ardent Eruption Ardent Feature

Your pain bleeds from you in a wave, touching your allies and
lending new ferocity to their attacks.

Encounter 4 Psionic

No Action Close burst 5

Trigger: You are bloodied by an attack

Target: Each ally in burst

Effect: The target gains a +2 bonus to his or her damage
rolls until the start of your next turn.
Level 11: +4 bonus.
Level 21: +6 bonus.

Ardent Surge: When you use your ardent surge
power, the target also gains a +2 bonus to speed until
the end of your next turn.

SUGGESTED OPTIONS
Impetuous ardents have little use for caution or careful
planning, and they allow their natural talent and fate
to guide their actions. As an impetuous ardent, your
secondary role is striker. Choose powers that deliver
punishing damage, improve your allies attacks, or
strip away your enemies’ ability to protect themselves.
Any power that can help to quickly remove an enemy’s
threat reinforces your preferred tactics. This said,
wading through enemies places you at great risk. To
mitigate the dangers arrayed against you, be sure to
invest in feats and powers that help you last in combat.

Charisma should be your highest ability score.
Look to your Dexterity score next to let you act sooner
in the round and to keep your Reflex high. Round out
your defenses and hit points by making Constitution
your third highest ability score.

Suggested Class Feature: Mantle of Impulsiveness*

Suggested Feat: Deft Eruption*

Suggested Skills: Athletics, Endurance, Heal,
Intimidate

Suggested At-Will Powers: impetuous ruin’, part
the fog*

Suggested Daily Power: battle flow*

*New option presented in this book
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The new powers presented in this chapter add to the
range of powers already available to ardents. Many
of these new powers are tailored to the Impetuous
Ardent build, but ardents of any kind can find useful
options here.

LeveL 1 AT-WiLL DISCIPLINES

Impetuous Ruin Ardent Attack 1

Your strike hobbles your enenty’s impulsiveness, preventing it
from reacting in the heat of combat.

At-Will ¢ Augmentable, Charm, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and the target
cannot make opportunity attacks against any creature
other than you until the end of your next turn.
Augment 1
Hit: 1[W] + Charisma modifier damage, and the target
cannot make opportunity attacks until the end of your
next turn.
Augment 2
Hit: 1[W] + Charisma modifier damage, and the target is
dazed until the end of your next turn.

Karmic Bond Ardent Attack 1

Your strike ensures the enemy reaps what it sows by forming a
bond between it and the creature it attacks next.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. Until the start of
your next turn, when the target deals damage with an
attack, it takes extra damage equal to your Constitution
modifier on the next attack that hits it before the end of
your next turn.
Augment 1
Hit: As above, and until the start of your next turn, if the
target saves on its turn, one ally within 5 squares of you
can make a saving throw with a power bonus equal to
your Constitution modifier.
Augment 2
Hit: 2[W] + Charisma modifier damage. If the target hits
with an attack before the start of your next turn, it takes
extra damage equal to your Constitution modifier from
each attack that hits it before the end of your next turn.

CORONA’S GLOW

Optional Rule: At your Dungeon Master’s discretion, the
corona that manifests when you use your powers casts
a visible light. Whenever you use an ardent encounter
or daily power, you also shed dim light to a range of 4
squares until the start of your next turn. During this time,
anyone in the area can see normally, but you take a =5
penalty to Stealth checks.

Part the Fog Ardent Attack 1
Your attack clears the way for an ally to unleash fury against
your foe.
At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. One ally adjacent
to you or the target gains a +2 power bonus to attack
rolls against the target until the start of your next turn.
Augment 1
Hit: As above, and the target cannot benefit from
concealment or invisibility until the start of your next
turn.
Augment 2
Hit: 1[W] + Charisma modifier damage. The next ally
within 5 squares of you to miss the target with an
attack before the start of your next turn can reroll the
attack roll.

Wave of Fatigue Ardent Attack 1

A wave of lethargy follows your strike, hampering your foe’s
ability to effectively counterattack.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. The target is
slowed until the end of your next turn.
Augment 1
Hit: As above, and the target takes a —2 penalty to
opportunity attack rolls and damage rolls until the end of
your next turn.
Augment 2
Close burst 1
Target: Each creature you can see in burst
Effect: Until the end of your next turn, enemies take
a penalty to damage rolls equal to your Constitution
modifier while adjacent to you, and any creature that
starts its turn adjacent to you is slowed until the end of
its turn.

LeveL 1 DAILY DISCIPLINES

Battle Flow Ardent Attack 1

Your attack draws strength from a foe to fuel the movement of

you and your allies.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage, and one ally you
can see shifts 2 squares as a free action. In addition,
whenever the target takes a move action, you or one ally
you can see shifts 2 squares as an immediate reaction
(save ends).

Miss: Half damage, and one ally you can see shifts 2 squares
as a free action.
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Foretaste of Death Ardent Attack 1

Your attack causes a foe to be overcome with a vision of its own
death, hindering its effectiveness in combat.

Daily 4 Illusion, Psychic, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage.

Effect: The target has visions of death (save ends). While
under this effect, the target cannot gain combat advantage,
cannot flank with its allies, and grants combat advantage.

Aftereffect: The target takes 10 psychic damage.

Lingering Fury Ardent Attack 1

You smash your enemy aside, leaving it shrouded in a lingering
fury that grants power to your allies.

Daily 4 Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier psychic damage, and you
push the target 1 square.

Miss: Half damage.

Effect: The target is affected by a lingering fury (save ends).
While the target is affected by this lingering fury, allies
gain a +1 power bonus to attack rolls and a +2 power
bonus to damage rolls while adjacent to the target.

Recursive Emotions Ardent Attack 1

Your foe’s attempt to shake off the emotional onslaught of your
attack harms other enemies while it restores vigor to your allies.

Daily 4 Psychic, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier psychic damage.

Miss: Half damage.

Effect: The target takes ongoing 5 psychic damage (save
ends). Whenever the target makes a saving throw against
this effect, one enemy you can see takes psychic damage
equal to your Wisdom or Constitution modifier, and one
ally you can see regains the same number of hit points.

LevEL 2 UTiLITY DISCIPLINES

Close Wounds Ardent Utility 2

Flesh knits, wounds stanch, and strength returns for a time.

Encounter 4 Psionic

Minor Action Ranged 5

Target: One bloodied ally

Effect: The target gains temporary hit points equal to your
Charisma modifier.

Dull Pain Ardent Utility 2

You respond to an enemy’s attack by dampening your ally’s

ability to feel pain.

Encounter 4 Psionic

Immediate Interrupt  Ranged 5

Trigger: An ally within 5 squares of you takes damage from
an attack

Target: The triggering ally

Effect: Reduce the damage the target would take by your
Wisdom modifier. The target also gains a +2 power bonus
to saving throws until the end of his or her next turn.

Healing Bond Ardent Utility 2

You strengthen the bond between two allies, so that when one

prospers, they both benefit.

Daily 4 Healing, Psionic

Immediate Reaction  Ranged 5

Trigger: An ally within 5 squares of you spends a healing
surge

Target: One ally other than the triggering ally

Effect: The target regains hit points as if he or she had
spent a healing surge.

Psionic Charge

When your ally springs into motion, you channel psionic power
to lend him or her additional strength and speed.

Ardent Utility 2

Encounter 4 Psionic
Minor Action
Target: One ally
Effect: When the target charges before the end of its
next turn, it gains a +2 power bonus to speed and a
power bonus to damage rolls equal to your Wisdom or
Constitution modifier on the charge attack.

Ranged 10

THE ROLE OF EMOTION

If you’ve chosen to roleplay your ardent as an emotionally
driven or impulsive character, you might consider altering
the way you behave in combat to match. For instance,
when you are surprised, when you feel particularly threat-
ened, or when you're first bloodied, you might react with a
daily power, the use of an action point, or both—even when
these options are less than tactically sound.

If you're interested in trying something different, con-
sider this: What’s it like to literally feel someone die?
Adventuring is a violent way of life. Creatures such as aber-
rants and demons are alien and innately evil enough that
their deaths don’t bother you, and constructs and most
undead don’t project much in the way of feelings. But
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what about a dragon? An orc? For that matter, what about a
human or dwarf mercenary? What does it do to you to feel
their emotions at the moment of death? Do you spend a
few moments, or hours, in a despondent state after combat?
Do you throw yourself headlong into the next adventure,
hoping it’ll make you forget the last?

Because the rules of the game make it relatively easy to
defeat a foe without slaying it, you might refuse to kill your
enemies—again, making exceptions for particularly vile
creatures—regardless of the difficulties that might result.
You should first make sure that other players around the
table are okay with this. Not everyone enjoys regular
“What do we do with the prisoners?” discussions.



LeveEL 3 AT-WILL DISCIPLINES

Cloud Mind Ardent Attack 3

Your attack clouds a foe’s mind to let an ally slip past without
fear of reprisal.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and one ally adja-
cent to you or the target can shift as a free action.
Augment 1
Hit: 1[W] + Charisma modifier damage. One ally within 5
squares of you gains combat advantage against the target
until the end of your next turn.
Augment 2
Hit: 2[W] + Charisma modifier damage. Until the end of
your next turn, any ally more than 1 square away from
the target has concealment against it.

Guarded Prison Ardent Attack 3

You constrain the target’s mind, making it imagine walls on all
sides each time it tries to move.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and on its next
turn the target cannot use move actions to walk or run.
Augment 1
Hit: As above, and if the target shifts before the start of
your next turn, each ally adjacent to you gains a +2
power bonus to all defenses until the end of your next
turn.
Augment 2
Hit: 2[W] + Charisma modifier damage. If the target will-
ingly moves or shifts before the start of your next turn,
one ally adjacent to you or the target can make a basic
attack against the target as an immediate interrupt.

Unsteadying Rebuke Ardent Attack 3

Your enemy’s attack inspires a savage psionic rebuke, letting you
shift the battlefield’s perspective in your favor.

At-Will ¢ Augmentable, Psionic, Weapon
Immediate Reaction  Melee weapon
Trigger: An enemy targets you with a melee attack
Target: The triggering enemy
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and you slide the
target 1 square to a square adjacent to you.
Effect: You lose your standard action on your next turn.
Augment 1
Hit: As above, and one ally adjacent to you can shift to
any unoccupied square adjacent to the target’s new
position as a free action.
Augment 2
Hit: 1[W] + Charisma modifier damage, and you slide
the target a number of squares equal to your Wisdom
modifier. You then slide each enemy now adjacent to the
target 1 square.
Effect: You do not lose your standard action on your next
turn.

Withered Technique Ardent Attack 3

Your attack scours your enemy’s mind and instincts, hobbling its
most potent attacks.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. Until the end of
your next turn, the target takes a —2 penalty to attack
rolls for any attack that is not a basic attack.
Augment 1
Hit: 1[W] + Charisma modifier damage. If the target
makes an attack that is not a basic attack before the
start of your next turn, you can slide the target a number
of squares equal to your Constitution modifier as an
immediate reaction.
Augment 2
Hit: 2[W] + Charisma modifier damage. Until the end of
your next turn, the target deals half damage with any
attack that is not a basic attack.

LeEveL 5 DAILY DISCIPLINES

Decelerating Slash Ardent Attack 5

When your strike lands, light flashes from you to drain away

your enemy’s momentum.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 3[W] + Charisma modifier damage, and the target is
slowed (save ends).
First Failed Saving Throw: The target is immobilized

instead of slowed (save ends).

Miss: The target is slowed (save ends).

Each Failed Saving Throw: One ally you can see shifts as a
free action.

Invitation to Defeat Ardent Attack 5

You raise your weapon and force your enemies to approach you,

inviting them to certain defeat.

Daily 4 Psionic, Psychic, Weapon

Standard Action Close burst 5

Target: Each enemy in burst

Attack: Charisma vs. Will

Hit: You pull the target 5 squares. Any target pulled to a
square adjacent to you is weakened (save ends).

Effect: Until the end of your next turn, enemies are
weakened while they are adjacent to you. In addition, until
the end of your next turn, any enemy that takes damage
while adjacent to you also takes psychic damage equal to
your Charisma modifier.

Sustain Minor: The effect persists.
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Meteoric Charge Ardent Attack 5

Your attack provides allies with an emotional surge, setting up a
series of furious charges against your foes.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage.

Miss: Half damage.

Effect: Until the end of your next turn, any ally who starts
his or her turn within 5 squares of you gains a +2 power
bonus to charge attack rolls and a power bonus to charge
damage rolls equal to your Charisma modifier.

Special: When charging, you can use this power in place
of a melee basic attack. If you do so, you gain a +1 power
bonus to the attack roll.

Specter of Doubt Ardent Attack 5

Your attack plants a seed of doubt in your enemy’s subconscious.
As it grows, it infects other foes, robbing them of their will to

fight.

Daily 4 Fear, Psionic, Psychic, Weapon

Standard Action Melee weapon

Primary Target: One creature

Primary Attack: Charisma vs. Will

Hit: 1[W] + Charisma modifier psychic damage. Whenever
the primary target makes an attack, it takes 10 psychic
damage (save ends).

Miss: Whenever the primary target makes an attack, it takes
5 psychic damage (save ends).

Each Failed Saving Throw: You can make the following
secondary attack as a free action.
Secondary Target: One creature within 3 squares of the

primary target

Secondary Attack: Charisma vs. Will
Hit: The secondary target is dazed (save ends).

LEvEL 6 UTILITY DISCIPLINES

Escalating Fury Ardent Utility 6

Your pain girds allies against the threats looming on all sides.

Encounter 4 Psionic

No Action Close burst 5

Trigger: You take damage from an attack

Target: Each ally in burst

Effect: The target gains temporary hit points equal to 3 +
your Charisma modifier.

Opportunity Seized

When a foe slips past you or your ally, it opens up new opportu-
nities to attack.

Ardent Utility 6

Encounter 4 Psionic

No Action Close burst 3

Trigger: You or one ally in burst misses with an opportunity
attack

Target: The triggering creature

Effect: The triggering creature repeats the opportunity
attack against the same target or a different one.
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Rapid Calculation Ardent Utility 6

You quickly assess the threat before you and help your allies to

properly prepare for the fight.

Daily 4 Psionic

No Action Close burst 5

Trigger: You roll initiative

Target: Each ally in burst

Effect: You slide the target 3 squares, and the target gains
a +2 power bonus to all defenses until it takes its first
action during the encounter.

Shared Momentum Ardent Utility 6

You link two allies with psionic energy, letting them match each
other’s movements in battle.

Encounter 4 Psionic

Immediate Reaction  Ranged 5

Trigger: An ally within 5 squares of you moves or shifts

Target: One ally other than the triggering ally

Effect: The target shifts a number of squares equal to your
Wisdom modifier.

LeveL 7 AT-WIiLL DISCIPLINES

Accelerated Maneuvers Ardent Attack 7

You open your mind to your enemies’ intentions, using that
knowledge to maneuver your allies into position.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Effect: Before the attack, one ally adjacent to you can shift 1
square as a free action.
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage.
Augment 1
Effect: Before the attack, one ally adjacent to you can shift
a number of squares equal to your Wisdom modifier.
Augment 2
Hit: 2[W] + Charisma modifier damage.
Effect: Until the end of your next turn, each ally who
starts his or her turn within 5 squares of you gains a
+2 power bonus to speed and can shift 2 squares as a
move action.

Fatal Attraction Ardent Attack 7

Your attack prevents an enemy from ignoring your presence on

the battlefield.

At-Will ¢ Augmentable, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage, and you mark the
target until the end of your next turn.

Augment 1 (Psychic)

Hit: As above, and the first time the target hits any of your
allies, the target takes psychic damage equal to your
Wisdom modifier.

Augment 2

Hit: 2[W] + Charisma modifier damage, and you mark
the target until the end of your next turn. Until the end
of your next turn, the target grants combat advantage
to allies adjacent to you.



Stolen Strength Ardent Attack 7

Your attack leaves a foe reeling, sapping its strength as it tries to

fight back.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] damage. Until the start of your next turn, the
target rolls twice when it makes a damage roll and must
use the lower roll.
Augment 1
Hit: 1[W] + Charisma modifier damage. The target’s basic
attacks deal half damage until the end of your next turn.
Augment 2
Hit: 2[W] + Charisma modifier damage. Until the end of
your next turn, the target takes a penalty to damage
rolls equal to your Constitution modifier.

Trailblazing Assault Ardent Attack 7

Your attack opens up the battlefield, letting an ally surge for-
ward to attack.

At-Will ¢ Augmentable, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage. One ally within 5
squares of you gains a +2 power bonus to speed until the
end of your next turn.

Special: When charging, you can use this power in place of a
melee basic attack.

Augment 1 (Healing)

Hit: As above, and the ally regains hit points equal to
your Constitution modifier if he or she hits with a
charge attack before the end of your next turn.

Augment 2 (Healing)

Hit: 1[W] modifier damage. One ally you can see charges
with a power bonus to the attack roll equal to your
Constitution modifier. If the ally hits with this attack, he
or she gains a +2 power bonus to all defenses until the
start of your next turn and can spend a healing surge.

LEVEL 9 DAILY DISCIPLINES

Cerebral Worm Ardent Attack 9

Your attack lodges in your foe’s mind like a parasite, hindering

its ability to attack.

Daily 4 Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Fortitude

Hit: 2[W] + Charisma modifier psychic damage, and the
target is affected by your cerebral worm (save ends).
While the target is affected by the worm, the first time
the target makes an attack roll on each of its turns, it
must either take 10 psychic damage or make the attack
roll twice and use the lower roll.

Miss: Half damage, and the target takes 10 damage the next
time it makes an attack roll before the end of your next turn.

Emotional Wellspring Ardent Attack 9

Your attack drains a foe of its resilience, and allows allies to

claim that resilience for themselves.

Daily 4 Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Will

Hit: 2[W] + Charisma modifier damage.

Miss: Half damage.

Effect: The target takes ongoing 5 psychic damage (save
ends). In addition, each ally who hits the target can choose
to gain temporary hit points equal to your Charisma modi-
fier or make a saving throw with a +4 power bonus. This
effect lasts until the end of your next turn, or until the tar-
get is no longer taking ongoing damage from this power.

Spatial Anomaly Ardent Attack 9

Your focused thought punches a hole in reality, drawing your
enemy into position for your allies’ attacks.

Daily 4 Psionic, Teleportation

Standard Action Ranged 5

Target: One enemy

Effect: You teleport the target 5 squares. One or two allies
adjacent to the target at the end of the teleport can each
make a melee basic attack against the target as a free
action. Each ally who hits the target also gains temporary
hit points equal to your Charisma modifier.

THE COURT OF SORROWS

The most infamous of the small number of ardent enclaves
scattered across the world is the so-called Court of
Sorrows. This company of a dozen ardents dwells in a com-
munal home in the isolated wilderness, but its members
spend their time traveling throughout the region’s major
communities. The court offers its services to any who can
pay, and specializes in manipulating the leaders and gov-
ernments of communities.

Rather than using overt, short-term, and easily detected
methods such as domination powers, the ardents of the
Court of Sorrows instead covertly gather in large numbers
near government buildings and emote in unison. With so

many ardents gathered together, the feelings that they
project can have a subtle yet substantial impact on the
mind set and emotional state of all people nearby. The
effect is not capable of forcing a local duke, baron, or
mayor to make any given decision. But it does render
such characters susceptible to negotiation, intimidation,
or deception, and makes it more difficult for them to make
tactically wise decisions.

Although the ardents of the Court of Sorrows are paid
well for their services, they have no obvious use for the
funds they gain. As a result, the order’s true goals remain
unknown.
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Spur the Battle Ardent Attack 9

As you attack, mystical light shrouds your nearby allies, speed-

ing them into battle.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Effect: Before the attack, you shift 1 square.

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage.

Effect: After the attack, each ally adjacent to you can shift 1
square or move his or her speed as a free action.

LeveL 10 UtiLiTy DISCIPLINES

Force of Will Ardent Utility 10

You throw off an affliction with such force that nearby allies are
protected by your power.

Encounter 4 Psionic

No Action Close burst 3

Trigger: You succeed on a saving throw

Target: You and each ally in burst

Effect: The target gains a +2 power bonus to all defenses
until the end of your next turn.

Fostered Talent Ardent Utility 10

You draw strength from an ally’s accomplishment, then share
that strength with other allies.

Encounter 4 Psionic

Free Action Close burst 10

Trigger: An ally you can see succeeds on a skill check

Target: You and each ally in burst other than the triggering
ally

Effect: The target gains a +2 power bonus to the next skill
check he or she makes before the end of your next turn.

Psychic Boon Ardent Utility 10

When an ally’s attack hits, you channel the rush of victory
and return it as increased resilience.

Encounter 4 Psionic

Free Action Close burst 5

Trigger: An ally within 5 squares of you hits with a melee
attack

Target: The triggering ally in burst

Effect: The target gains temporary hit points equal to 5 +
your Charisma modifier.

Vital Summons Ardent Utility 10

When an ally is in trouble, you speed help to his or her side.

Encounter 4 Psionic, Teleportation

Immediate Reaction  Ranged 5

Trigger: An ally within 5 squares of you becomes bloodied
or drops to 0 hit points or fewer

Target: One ally other than the triggering ally

Effect: You teleport the target to a square adjacent to the
triggering ally.
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LeveL 13 AT-WILL DISCIPLINES

Conflicted Emotions Ardent Attack 13

Your attack leaves your enemy unable to tell friend from foe,
wracking it with pain if it comes too close to another creature.

At-Will ¢ Augmentable, Psionic, Psychic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. The target takes
psychic damage equal to your Wisdom modifier if it ends
its next turn adjacent to one of its allies.
Augment 1
Hit: As above, but the target takes the psychic damage if it
ends its next turn adjacent to any creature.
Augment 4
Close burst 1
Target: Each enemy in burst
Hit: 2[W] + Charisma modifier damage.
Effect: Until the start of your next turn, any enemy that
ends its turn adjacent to you takes 5 psychic damage and
grants combat advantage until the end of your next turn.

Essence Conduit Ardent Attack 13

In pressing the attack, you steal a foe’s resolve and bestow it on
an ally.

At-Will ¢ Augmentable, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage, and one ally you
can see gains temporary hit points equal to 5 + your

Constitution modifier.

Augment 1

Hit: As above, and the ally can use his or her second wind
as a free action.

Augment 4 (Healing, Psychic)

Hit: 1[W] + Charisma modifier damage plus 1d8 psychic
damage. One ally within 5 squares of you can spend a
healing surge and regain additional hit points equal to
your Constitution modifier.

Invert Defeat Ardent Attack 13

The psychic energy you steal from a triumphant foe bolsters
your allies as their own strength fades.

At-Will ¢ Augmentable, Healing, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. If the target
bloodies an ally or hits a bloodied ally with an attack
before the end of your next turn, that ally regains hit
points equal to your Wisdom modifier.
Augment 1
Hit: 1[W] + Charisma modifier damage. One bloodied ally
adjacent to the target gains temporary hit points equal to
your Charisma modifier + your Wisdom modifier.
Augment 4
Hit: 3[W] + Charisma modifier damage. Until the start
of your next turn, when an enemy you can see deals
damage with an attack, one ally within 5 squares of
you gains temporary hit points equal to your Wisdom
modifier.



Stack the Odds Ardent Attack 13

Your quick strike grants your allies added strength.

At-Will ¢ Augmentable, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage. Each ally adjacent
to you gains a +2 power bonus to attack rolls until the
start of your next turn.

Augment 1 (Psychic)

Hit: 1[W] + Charisma modifier damage. Until the start of
your next turn, allies deal extra psychic damage equal
to your Constitution modifier with melee attacks while
adjacent to you.

Augment 4

Hit: 3[W] + Charisma modifier damage. Until the end of
your next turn, allies gain a +2 power bonus to attack
rolls while adjacent to you, and enemies take a —2 pen-
alty to attack rolls while adjacent to you.

LeveL 15 DAILY DISCIPLINES

Aggressive Accompaniment Ardent Attack 15

You flash across the battlefield to unleash a devastating attack
in concert with an ally, then grant that ally increased fury
against your common foe.

Daily 4 Psionic, Psychic, Teleport, Weapon

Immediate Interrupt  Ranged 10

Trigger: An ally within 10 squares of you makes a melee
attack

Effect: Before the attack, you teleport to an unoccupied
square adjacent to the triggering ally.

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage, and the target is
dazed (save ends).

Miss: Half damage.

Effect: The triggering ally gains combat advantage against
the target for its triggering attack, and deals 2d6 extra
psychic damage with that attack.

Bloody Resurgence Ardent Attack 15

When you lash out with your weapon, an ally feels its strength

replenished.

Daily ¢ Healing, Psionic, Weapon

Standard Action Melee weapon

Target: One enemy, or two enemies if you are bloodied

Attack: Charisma vs. AC

Hit: 3[W] + Charisma modifier damage.

Miss: Half damage.

Effect: When you make this attack, one ally who can see
you can spend a healing surge. If you are bloodied, the
ally regains additional hit points equal to your Charisma
modifier.

Coordinated Effort Ardent Attack 15

You link minds with your allies, granting all of you the chance to
act in concert before your foes can react.

Daily 4+ Healing, Psionic

Minor Action Close burst 5

Target: You and each ally you can see in burst, to a
maximum of five targets

Effect: You apply one of the following effects to each tar-
get. Each effect can be used only once.

4 The target flies a number of squares equal to your
Charisma modifier as a free action. The target must
land at the end of this movement.

4 The target shifts its speed as a free action.

4 The target spends a healing surge.

4 The target can make a basic attack as a free action.

4 The target can charge as a free action.

Treachery’s Seed Ardent Attack 15

Your mind touches an enemy’s, planting a seed of treachery that
lets you control it through its own attacks.

Daily 4 Charm, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage.

Effect: Until the end of the encounter, whenever the target
hits with a melee attack, you can use an immediate
reaction to force the target to make a melee basic attack
against a target you choose.

LeveL 16 UTiLITY DISCIPLINES

Common Cause Ardent Utility 16

An ally’s recovery lets you channel a temporary burst of resil-

ience to other allies.

Daily 4 Psionic

Immediate Reaction  Area burst 5 within 10 squares

Trigger: An ally within 10 squares of you spends a healing
surge

Target: Each ally in burst

Effect: The target gains temporary hit points equal to 10 +
your Charisma modifier.

Detach Mind Ardent Utility 16

You reach into your subject’s mind to provide a temporary re-
spite from a debilitating condition.

Encounter 4 Psionic

Minor Action

Target: You or one ally

Effect: Choose one effect on the target that a save can end.
The target is not affected by that effect until the end of
its next turn, but it cannot make a saving throw against
that effect at the end of that turn. The target gains a +2
power bonus to his or her next saving throw to end that
effect.

Ranged 5
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Ardent Utility 16

Disbelieve Danger

With a thought, you cause an ally under attack to take on a
spectral form that protects against additional harm.

Encounter 4 Psionic

Immediate Interrupt  Ranged 10

Trigger: An ally within 10 squares of you is hit by an attack

Target: The triggering ally

Effect: The target is insubstantial until the end of his or her
next turn.

Resilient Bond Ardent Utility 16

The bond you forge with an ally ensures that you both make it to
the battle’s end.

Daily 4 Healing, Psionic

Minor Action Ranged 5

Target: You and one ally

Effect: Each target gains regeneration 5 until the end of
the encounter. If a target starts its turn more than 5
squares away from the other target, this regeneration
does not function for the target during that turn.

LeveL 17 AT-WILL DISCIPLINES

Blinding Clarity Ardent Attack 17

Your attack overwhelms your foe, hindering its ability to take
advantage of opportunities in combat.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and the target cannot
make opportunity attacks until the start of your next turn.
Augment 1
Hit: 1[W] + Charisma modifier damage. Until the end
of your next turn, the target cannot make opportunity
attacks and takes a penalty equal to your Wisdom
modifier to any attack roll made as an immediate action.
Augment 4
Hit: 2[W] + Charisma modifier damage, and the target is
blinded until the end of your next turn.

Emotional Flood Ardent Attack 17
Your attack releases emotion that grants vigor to your allies.

At-Will ¢ Augmentable, Force, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier force damage, and you push
the target 1 square. One ally adjacent to you gains tempo-
rary hit points equal to 5 + your Constitution modifier.
Augment 1
Hit: 1[W] + Charisma modifier force damage, and you
push the target 2 squares. Each ally adjacent to you gains
temporary hit points equal to 5 + your Constitution
modifier.
Augment 4
Close burst 1
Target: Each enemy you can see in burst
Hit: 2[W] + Charisma modifier force damage.
Effect: Each ally adjacent to you gains temporary hit
points equal to your Constitution modifier + 5 for each
enemy you hit with this attack.
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Probability Flux Ardent Attack 17

Your strike alters the laws of chance, denying good fortune to
the enemy.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and any critical hit
the target scores until the end of your next turn is treated
as a normal hit.
Augment 1
Hit: 1[W] + Charisma modifier damage. Until the end
of your next turn, any enemy that scores a critical hit
against an ally within 5 squares of you must reroll that
attack roll.
Augment 4
Hit: 3[W] + Charisma modifier damage. Critical hits
scored against any ally within 5 squares of you before
the end of your next turn is treated as a normal hit.
In addition, when an enemy within 5 squares of you
succeeds on a saving throw, each ally within 5 squares
of you can make a saving throw with a bonus equal to
your Wisdom modifier.

Violent Upsurge Ardent Attack 17

You smash your enemy with such force that it is left vulnerable
to follow-up attacks.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. Until the start
of your next turn, whenever the target takes damage
from a melee attack, it takes extra damage equal to your
Constitution modifier.
Augment 1
Hit: 1[W] + Charisma modifier damage. Until the start of
your next turn, whenever the target is hit by an attack,
you gain a +4 bonus to the damage roll for the first
attack you make against the target during your next turn.
This bonus is cumulative.
Augment 4
Hit: 2[W] + Charisma modifier damage, and the target
gains vulnerable 2 to all damage until the end of your
next turn. This vulnerability increases by 2 whenever an
attack hits or misses the target.

LeEvEL 19 DAILY DISCIPLINES

Clarified Pain Ardent Attack 19

The pain your enemy feels from your assault lets you strengthen
your allies” attacks.

Daily 4 Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 3[W] + Charisma modifier damage, and ongoing 10
psychic damage (save ends).

Miss: Ongoing 10 psychic damage (save ends).

Effect: Whenever the target makes a saving throw to end
the ongoing psychic damage from this attack, one ally
within 5 squares of you gains a +2 power bonus to attack
rolls until the end of his or her next turn.



Corridor of Pain Ardent Attack 19
The power of your devastating strike resonates within a foe, let-
ting you continually fling it into optimal position for your allies
to attack.

Daily 4 Psionic, Teleportation, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[|W] + Charisma modifier damage. You slide the tar-
get 5 squares, and it is restrained (save ends).

Miss: Half damage.

Effect: Until the end of the encounter, whenever the target
takes damage from an attack, you teleport the target 5
squares to a destination adjacent to at least one of your
allies.

Mind Rend

Your attack generates a field of psionic energy that tears away
your enemies’ will to act.

Ardent Attack 19

Daily 4 Psionic, Psychic, Zone

Standard Action Close burst 2

Target: Each enemy in burst

Attack: Charisma vs. AC

Hit: 2[|W] + Charisma modifier psychic damage, and the
target is slowed (save ends).

Miss: Half damage, and the target is slowed (save ends).

Effect: The burst creates a zone that lasts until the end of
your next turn. Any enemy that ends its turn within the
zone is dazed until the end of its next turn.

Sustain Minor: The zone persists.

Reactive Jaunt Strike Ardent Attack 19

When you strike your foe, your expanded awareness lets you
leap to the side of an ally in danger.

Daily 4 Psionic, Stance, Teleportation, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 3[W] + Charisma modifier damage.

Miss: Half damage.

Effect: You enter the reactive jaunt stance. Until the stance
ends, whenever an ally within 5 squares of you becomes
bloodied by an attack or drops to 0 hit points or fewer,
you teleport to an unoccupied square adjacent to that
ally and can make a melee basic attack as an immediate
reaction.

LeEveL 22 UTiLITY DISCIPLINES

Awakened Id Ardent Utility 22

You call forth your ally’s innate combat instincts to turn the tide

of battle.

Daily 4 Psionic, Psychic

Minor Action Ranged 10

Target: One ally

Effect: Until the end of the encounter, while the target
is bloodied, he or she gains a +1 bonus to speed, a +5
power bonus to Athletics checks and Endurance checks,
and deals 5 extra psychic damage with melee attacks.

Empathic Recovery Ardent Utility 22

Your ally’s disappointment helps you recover your expended

energy.

Daily 4 Psionic

Immediate Reaction  Personal

Trigger: An ally within 10 squares of you misses with an
encounter attack power

Effect: You regain 2 power points.

Expedite Healing Ardent Utility 22

Your psionic connection to an ally who falls in combat allows
him or her to get back in the fight quickly.

Daily 4 Healing, Psionic

Immediate Reaction  Ranged 10

Trigger: An ally within 10 squares of you drops to 0 hit
points or fewer

Target: The triggering ally

Effect: The target regains hit points as if he or she had
spent a healing surge, and can stand up and shift a
number of squares equal to your Charisma modifier as a
free action.

Sudden Reinforcements Ardent Utility 22

You see an ally in danger and dispatch a waiting ally to help.

Daily 4 Psionic, Teleportation

Immediate Reaction  Ranged 10

Trigger: An enemy within 10 squares of you hits an ally with
a melee attack

Target: One ally

Effect: The target teleports to an unoccupied square
adjacent to the triggering enemy and gains combat
advantage against that enemy until the end of the target’s
next turn.

LEVEL 23 AT-WILL DISCIPLINES

Concerted Strike Ardent Attack 23

Your straightforward weapon attack inspires your allies to fol-
low your lead.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. Each ally adjacent
to you gains a power bonus to basic attack rolls equal
to your Constitution modifier until the end of your next
turn.
Augment 2
Hit: As above, and each ally also gains the power bonus to
attack rolls for unaugmented at-will powers.
Augment 6
Hit: 2[W] + Charisma modifier damage. One or two allies
within 5 squares of you can each make a basic attack
as a free action, with a power bonus to the attack roll
equal to your Constitution modifier. Each ally makes its
attack against a different target that is not the target of
this power.
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Restorative Smash Ardent Attack 23

The elation you feel from a successful attack fills a nearby ally
with renewed vigor.

At-Will ¢ Augmentable, Healing, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. One bloodied ally
adjacent to you regains hit points equal to your Wisdom
modifier.
Augment 2
Hit: 1[W] + Charisma modifier damage. One bloodied ally
adjacent to you can spend a healing surge and regain
additional hit points equal to your Wisdom modifier.
Augment 6
Close burst 1
Target: Each enemy in burst
Hit: 2[W] + Charisma modifier damage, and the target
grants combat advantage until the end of your next turn.
Effect: Until the end of your next turn, any ally who hits
an enemy with an attack while adjacent to you can
spend a healing surge and regain additional hit points
equal to your Wisdom modifier.

Ruinous Scream Ardent Attack 23

Your weapon attack unleashes a thunderous psionic scream that
rattles your foes.

At-Will ¢ Augmentable, Psionic, Thunder, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier thunder damage, and you
push the target 1 square. The target is deafened until the
end of your next turn.
Augment 2
Hit: 1[W] + Charisma modifier thunder damage, and you
slide the target 1 square. Each enemy adjacent to the
target at the end of the slide takes thunder damage
equal to your Wisdom modifier.
Augment 6
Melee 2
Hit: 2[W] + Charisma modifier thunder damage, and
you slide the target 5 squares. At the end of the slide,
each enemy adjacent to the target takes 10 thunder
damage, and each ally adjacent to you or the target
gains temporary hit points equal to 5 + your Wisdom
modifier.

LEVEL 25 DAiLy DISCIPLINES

Bountiful Portent Ardent Attack 25

When a chosen foe falls, you and your allies can restore your-
selves with its strength.

Daily 4 Healing, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 4[W] + Charisma modifier damage.

Miss: Half damage.

Effect: When the target drops to 0 hit points, you and each
ally within 5 squares of it regain hit points as if each of
you had spent a healing surge.
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Inverted Emotions Ardent Attack 25

Your attack corrupts the target’s emotions, bestowing pain from
its triumphs and increasing the scope of its failure.

Daily 4 Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 4|W] + Charisma modifier damage.

Miss: Half damage.

Effect: The target is affected by inverted emotions (save
ends). While the target is affected by inverted emotions,
the first time on each of its turns that it hits with a melee or
a ranged attack, one enemy you choose adjacent to it takes
10 psychic damage. When the target misses with an attack,
it grants combat advantage until the end of your next turn.
Aftereffect: The target is dazed until the end of your next

turn.

Outpouring of Grief Ardent Attack 25

You channel psionic power through your foe, letting you turn
one ally’s pain into another’s healing.

Daily 4 Healing, Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Fortitude

Hit: 5[W] + Charisma modifier damage.

Effect: Until the target drops to 0 hit points, when an ally
becomes bloodied by an attack while you are within 5
squares of the target, another ally adjacent to you or the
target can spend a healing surge.

Victorious Vision Ardent Attack 25

You channel the emotion of victory to your allies, a confidence

that lets them lash out at your foes.

Daily 4 Psionic, Psychic

Standard Action Close burst 3

Target: One or two allies in burst

Effect: The target can make a basic attack against an en-
emy as a free action. If the attack hits, the enemy takes 5
extra psychic damage and is also dazed (save ends). If the
attack misses, the enemy takes 15 psychic damage and
the target slides the enemy 1 square.

LeveL 27 AT-WILL DISCIPLINES

Falling Sky Ardent Attack 27

Your attack fills an enemy with a momentary sensation of ver-
tigo that leaves it reeling.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and the target is
slowed until the end of your next turn.
Augment 2
Hit: 2[W] + Charisma modifier damage. The next time the
target takes damage before the start of your next turn, it
falls prone.
Augment 6
Hit: 4[W] + Charisma modifier damage. The target chooses
either to be immobilized until the end of your next turn or
to grant combat advantage until the end of your next turn.



Tactical Failure Ardent Attack 27

When you strike, you prevent your foe from responding with its
most potent attacks.

At-Will ¢ Augmentable, Psionic, Psychic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. Until the end of
your next turn, the target takes psychic damage equal to
your Wisdom modifier when it makes an attack that is
not a basic attack.
Augment 2
Hit: 2[W] + Charisma modifier damage. Until the end of
your next turn, the target provokes opportunity attacks
when it makes any attack that is not a basic attack.
Augment 6
Hit: 4]|W] + Charisma modifier damage. The target is
dazed until the end of your next turn or until it takes
damage from an attack.

Unconscious Assault Ardent Attack 27

You take control of a foe’s unconscious impulses, forcing it to
attack at your whim.

At-Will ¢ Augmentable, Charm, Psionic, Psychic

Standard Action Melee touch

Target: One creature

Effect: The target makes a melee basic attack as a free
action against a creature you choose, with a +2 power
bonus to the attack roll. If the target’s attack hits, it deals
extra psychic damage equal to your Constitution modifier,
and the target takes 10 psychic damage.

Augment 2

Effect: As above, and you slide the target 2 squares be-
fore it makes its attack.

Augment 6 (Weapon)

Melee weapon

Hit: 2[W] + Charisma modifier damage.

Effect: The target charges an enemy you choose as a free
action. If this attack hits, the target takes 10 psychic
damage and the creature it charged take 10 extra
psychic damage.

LEVEL 29 DAILY DISCIPLINES

Explosive Summons

You are drawn to the side of an ally under attack, unleashing a
potent blast of psychic energy against your foes.

Ardent Attack 29

Daily 4 Psionic, Psychic, Teleportation, Weapon

Immediate Reaction  Close blast 5

Trigger: An ally you can see is hit by an attack

Effect: Before the attack, you teleport to an unoccupied
square adjacent to the triggering ally.

Target: Each enemy in blast

Attack: Charisma vs. Fortitude

Hit: 3[W] + Charisma modifier psychic damage, and you
push the target 5 squares.

Miss: Half damage, and you push the target 1 square.

Lethal Delusion

Your vicious attack leaves a foe convinced of its own imminent
failure, crippling it in combat.

Ardent Attack 29

Daily 4 Psionic, Psychic, Reliable, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage, and the target is
affected by a lethal delusion (save ends). While the target
is affected by the delusion, it takes a —2 penalty to attack
rolls, defenses, and saving throws. In addition, the first
time the target misses with an attack during each of its
turns, it takes 10 psychic damage.

Vulnerability Revealed Ardent Attack 29

A red corona flares around you, highlighting the vulnerability of

nearby foes even as it grants power to your allies.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 5[W] + Charisma modifier damage.

Miss: Half damage.

Effect: Until the end of the encounter, bloodied enemies
grant combat advantage to your allies while adjacent to
you, and allies gain a power bonus to damage rolls equal
to your Charisma modifier for attacks against enemies
adjacent to you.

FOR THE DUNGEON MASTER: SINISTER INTENT

Although it makes up a huge thematic aspect of the ardent
class, the ability to sense and project emotions doesn’t
have much of a mechanical impact. Many of the ardent’s
powers play off it, but it remains primarily a flavor and
roleplaying tool.

You can use this connection to emotion as a story tool
or an adventure hook, as well. This chapter already offers
examples of how the long-term presence of a population
of ardents can affect a community. On a smaller scale, you
can use an ardent character as a means of introducing
plot points to the party. Suppose the adventurers are in
the middle of a well-attended banquet in the castle of the
local duchy, enjoying the atmosphere, when suddenly the

ardent experiences a sharp spike of murderous rage. What
does it mean? Are murderous plots afoot? Is the duke in
danger? And perhaps most importantly, who among the
hundreds of guests was the source of this sensation?

If you go this route, make sure that your player under-
stands that this is not something over which the character
has control or that can be consistently relied on. An ardent
is not a walking lie detector, and the character cannot
wander past each person in hopes of sensing the emo-
tion for which he or she is looking. If a player wants his or
her ardent character to sense emotions deliberately, use
the Insight skill and augment it with feat and background
choices.
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ANARCHIC ADEPT

“I see the order within uncertainty; I touch the chaos within
law. I stand in both worlds as master of order and disorder.”

Prerequisite: Ardent

As your psionic talent matures, you find yourself
focusing on the disparate nature of the disciplines
you master. Focusing your thought on the edge of
unpredictability in your training, you discover the
latent chaos flowing through your magic. Through
trial and error, you learned to master the chaos latent
within your powers and unleash it against your
enemies. Drawing on the power of chaos can be dan-
gerous, but you are up to any risk you might face.

ANARCHIC ADEPT PATH FEATURES

Anarchic Surge (11th level): When you use
ardent surge, roll a d6. If you roll an even number, the
target of ardent surge can also teleport 2 squares as
a free action. If you roll an odd number, add the die
result to the hit points the target regains.

Chaotic Action (11th level): When you spend
an action point to make an attack, you can choose to
bestow the power of chaos onto one ally adjacent to
you or adjacent to any target of the attack. Roll a d6 to
determine the effect.

d6 Chaotic Action Effect

1 No effect.

2 The ally shifts as a free action.

3 The ally gains a +1 power bonus to attack rolls
until the end of your next turn.

4 The ally gains temporary hit points equal to your
Charisma modifier.

5 The ally gains a bonus to damage rolls on his or her
next attack equal to your Charisma modifier.

6 The ally can make a basic attack as a free action.

Paragon Power Points (11th level): You gain 2
additional power points.

Clarity in Confusion (16th level): You do not
grant combat advantage for being dazed or stunned.
In addition, whenever you are dazed, you can take a
minor action in addition to the single action allowed
by that condition.
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ANARCHIC ADEPT DISCIPLINES

Anarchic Strike Anarchic Adept Attack 11

Raw chaos flows into your weapon as you strike, inflicting your
foe with a temporary battle madness.

Encounter 4 Augmentable, Charm, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage. You slide the
target 1 square, and it makes a melee basic attack as
a free action against an enemy you choose. The attack
gains a +2 power bonus to the attack roll.
Augment 2
Hit: 2[W] + Charisma modifier damage. You slide the
target 3 squares, and it makes a melee basic attack as
a free action against an enemy you choose. The attack
gains a +2 power bonus to the attack roll and the
damage roll.

Chaos Unbound Anarchic Adept Utility 12

As you are pressed in combat, you channel chaos to infect all
those around you.

Daily 4 Psionic, Zone

Immediate Reaction  Close burst 2

Trigger: You are bloodied by an attack

Effect: The burst creates a zone that lasts until the end of
your next turn. The zone moves with you, remaining cen-
tered on you. When any creature within the zone makes
an attack roll, a skill check, an ability check, or a saving
throw, roll a d4. If you roll an odd number, subtract the
result from the triggering die roll. If you roll an even num-
ber, add the result.

Sustain Minor: The zone persists.

Chaos Breach Anarchic Adept Attack 20

You fling a creature through a chaos breach in the aftermath
of your attack, temporarily shunting it off the battlefield, then
controlling its movement once it returns.

Daily 4 Psionic, Teleportation, Weapon

Standard Action Close burst 1

Target: Each enemy in burst

Attack: Charisma vs. Fortitude

Hit: 2[W] + Charisma modifier damage.

Miss: Half damage.

Effect: You choose one creature hit by the attack, then
fling that creature through a chaos breach. That creature
is removed from play. At the start of your next turn, it
reappears in an unoccupied space within 5 squares of
you that isn’t hindering terrain. In addition, the target
is subjected to a chaos distortion (save ends). Until the
distortion ends, when the target ends its turn within 5
squares of you, you can teleport it 5 squares to another
square within 5 squares of you as a free action.



THOMAS DENMARK

AW AKENED VISION ARY teleport a number of squares equal to your Wisdom

modifier before or after the attack.

Paragon Power Points (11th level): You gain 2
additional power points.

Unnerving Vision (11th level): Whenever you
hit an enemy with an unaugmented ardent at-will
power, you mark that enemy until the end of your
next turn.

Instant Adjustment (16th level): Whenever an
enemy marked by you ends its turn in a square adja-
cent to you, you can teleport the enemy to any other
unoccupied square adjacent to you as a free action.

“Many roads lead into the future, but by following the one I
walk, you can find the victory you seek.”

Prerequisite: Ardent

Incursions from the Far Realm have left scars across
the world throughout the ages, so that the material
fabric of the mortal realm is riddled with holes and
fault lines. Your psionic power has made you sensitive
to the damage caused by the aberrant invasion, and
it has given you a talent for using that damage to your
own advantage.

The memories come to you in dreams and

waking visions, instructing you in forgotten fighting
techniques to better combat the invasion from the awning Portals Awakened Visionary Attack 11
Outside. These revelations also grant you a unique Your attac!e binds your enermy to my "‘.“d doorways only S
perspective on the world, allowing you to seek hidden can see. If it seeks to escape, you alter its path to control its

. ’ destination.
pathways through time and space. Through these
unseen scars of ancient battles, you move from place
to place in a flash and can open portals through
which you scatter your enemies across the battlefield.

AWAKENED VISIONARY DISCIPLINES

Encounter ¢ Augmentable, Psionic, Teleportation,
Weapon

Standard Action Melee weapon

Target: One creature

The more destruction caused by the threat of the Far Attack: Charisma vs. AC
Realm, the more powerful you become. Most impor- Hit: 2[W] + Charisma modifier damage, and you mark the
tantly, this knowledge also tells you that the aberrant target until the end of your next turn. If the target moves
menace will one day be defeated. on its next turn, you can teleport the target 2 squares as
a free action at the end of that turn.
Augment 2

AWAKENED VISIONARY Hit: 3[W] + Charisma modifier damage, and you mark the
TPATH FEATURES target until the end of your next turn. If the target moves

Dimensional Action (11th level): When you on its next turn, you can teleport the target a number of

squares equal to your Wisdom modifier as a free action
at the end of that turn.

Clear Horizon Awakened Visionary Utility 12

You and an ally swap places through hidden portals to confuse
your enemies.

spend an action point to make an attack, you can

Encounter 4 Psionic, Teleportation

Move Action Ranged 10

Target: One ally

Effect: You teleport yourself and the target, swapping
positions. Each enemy adjacent to you at the end of the
teleport grants combat advantage to your allies until the
end of your next turn.

Warping Landscape  Awakened Visionary Attack 20

You warp reality to flip yourself, your allies, and your foe across

the battlefield.
Daily 4 Psionic, Teleportation, Weapon
Standard Action Melee weapon

Effect: Before the attack, you teleport yourself and one ally
within 5 squares of you, swapping positions.

Target: One creature

Attack: Charisma vs. AC

Hit: 4[W] + Charisma modifier damage, and you mark the
target (save ends).
Aftereffect: You teleport the target and one ally within 5

squares of you, swapping their positions.

Miss: Half damage, and you mark the target until the end of

your next turn.
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CATALYST

“I am the key to unlocking your forgotten potential.”
Prerequisite: Ardent

Although knowledge and training are great virtues,
sometimes such expertise acts as a barrier. Knowl-
edge can breed complacency, blinding an individual
to a better path. As an individual specializes, time
spent gaining a deeper understanding of the chosen
specialty is time not used to expand his or her knowl-
edge in other areas. Too much focus can narrow the
vision.

Rather than bind yourself to one pursuit and
one belief, you expand your mind and reject your
assumptions. In doing so, you find new possibilities to
explore. The lessons you learn help you overcome dif-
ferent challenges and hardships, and they allow you
to adapt to whatever situation you face.

The liberation you enjoy can also extend to your
companions. Reaching into their minds, you stir their
true selves, shaking them free from the expectations
that bind them. No doubts or fears hold them back.
They are free to strive harder and to push past limita-
tions their expertise places on them. You are their
catalyst, and with a mere mental touch, you effect a
transformation to help them become what they were
meant to be.
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CATALYST PATH FEATURES

Adaptive Expertise (11th level): After each
extended rest, choose one skill in which you do not
have training. Until the start of your next extended
rest, you are treated as if you had training in that skill.

Goading Action (11th level): When you spend
an action point to make an attack and hit with your
first attack roll, one ally adjacent to you can shift as
a free action and a different ally within 5 squares of
you can make a basic attack as a free action.

Paragon Power Points (11th level): You gain 2
additional power points.

Erupting Critical (16th level): When you score a
critical hit using an ardent power, each ally within 5
squares of you gains a +5 bonus to damage rolls until
the start of your next turn.

CATALYST DISCIPLINES

Violent Impulse

You temporarily dismiss the limitations within your allies’
minds, allowing them to undertake a coordinated violent assault.

Catalyst Attack 11

Encounter 4 Augmentable, Psionic, Psychic

Standard Action Close burst 5

Target: One, two, or three allies in burst

Effect: Each target can make a basic attack as a free action,
each against a different creature. If only one target hits,
his or her attack deals 2d6 extra psychic damage. If only
two targets hit, each of their attacks deals 1d6 extra psy-
chic damage.

Augment 2
Effect: As above, and each target deals 3 extra psychic

damage with his or her basic attack.

Serene Mind Catalyst Utility 12

You clear away an ally’s doubts so that nothing can deter him

or her from finding success.

Daily 4 Healing, Psionic

Standard Action Ranged 5

Target: One ally

Effect: Until the end of the encounter, the target has resist
10 psychic, gains a +2 power bonus to untrained skill
checks, and gains a +2 power bonus to opportunity attack
rolls. As a minor action, the target can end this effect and
regain hit points as if he or she had spent a healing surge.

Unleash the Power Within

Your chosen ally’s form flares brightly, then settles into a corus-
cating pattern of light that boosts his or her prowess in combat.

Catalyst Attack 20

Daily 4 Polymorph, Psionic

Standard Action Ranged 5

Target: One ally

Effect: The target assumes the form of unleashed power
until the end of the encounter. While in this form, the
target gains a +2 power bonus to speed, opportunity
attack rolls, and all defenses.

When the target hits with an unaugmented at-will
attack power, he or she can choose to end this effect
as a free action. By doing so, the attack deals 3d8 extra
damage, and the target of the attack is dazed (save ends).

ROBERTO MARCHESI



RALPH BEISNER

INCANDESCENT CHAMPION

“Not even the gods can control the perfect beauty and
boundless power contained in the mortal soul.”

Prerequisite: Any psionic class

Mortals might be flawed creations, given to error
and misjudgment. But all mortals are blessed with

a singular gift: the soul. Psionic energy revealed
your soul’s power, and through long study and intro-
spection, you learned to navigate the labyrinthine
pathways of your being.

This energy suffuses you and surrounds you in a
radiant glow. Although you can dampen your inner
light, you and others around you find its presence
comforting. In time, the light responds to your com-
mands, burning your enemies while bolstering your
allies, or even allowing your soul to eclipse your body.

The more you access your soul’s power, the more
you understand that this essence must be guarded.
Those who would exploit souls, twisting them for
dark ends, and those who would hoard souls on their
journey beyond the body must be destroyed and their
prisoners freed. To this end, you commit yourself
against the myriad villains who use or abuse souls.

INCANDESCENT CHAMPION

PATH FEATURES
Brilliant Overload (11th level): Whenever you
hit an enemy with an augmented psionic at-will
attack power, you can spend 1 power point to have
the power deal 1d6 extra radiant damage.
Luminous Action (11th level): When you spend
an action point to take an extra action, you emit

bright light out to 10 squares until the end of your
next turn. Enemies adjacent to you while you emit
this light gain vulnerability to radiant damage equal
to your Constitution modifier.

Paragon Power Points (11th level): You gain 2
additional power points.

Incandescent Presence (16th level): You emit
bright light out to 3 squares. As a free action, you can
reduce the bright light to dim light or dismiss it alto-
gether. You can resume the light as a free action.

When you score a critical hit while you shed bright
light with this path feature, allies within the light
gain temporary hit points equal to your Constitution
modifier, and each enemy within the light takes radi-
ant damage equal to your Constitution modifier.

INCANDESCENT CHAMPION
DiISCIPLINES

Incandescent Strike Incandescent Champion Attack 11

When you strike, intense light pours from your weapon, leach-
ing all color from the area and blinding your foe.

Encounter ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and the target is
blinded until the end of your next turn.
Augment 2
Hit: 2[W] + Charisma modifier damage, and the target is
blinded until the end of your next turn.
Effect: Each enemy within 3 squares of you takes a —2
penalty to attack rolls until the end of your next turn.

Unbearable
Countenance

The perfection of your soul burns so brightly that your terrified
enemies cannot bear to look upon you.

Incandescent Champion Utility 12

Daily 4 Fear, Polymorph, Psionic

Minor Action Personal

Effect: Until the end of the encounter, any enemy that
makes an attack that includes you as a target takes a —2
penalty to its attack rolls for that attack.

Perfect Incandescent Champion Attack 20

Incandescence

As you attack, your soul’s perfection spills forth, transforming

you into a being of pure radiance.

Daily 4 Polymorph, Psionic, Radiant, Weapon

Standard Action Close burst 1

Target: Each enemy you can see in burst

Attack: Charisma vs. Fortitude

Hit: 2[W] + Charisma modifier radiant damage, and the
target is blinded (save ends).

Miss: Half damage, and the target takes a —2 penalty to
attack rolls (save ends).

Effect: Until the end of the encounter, you are insubstantial
and gain fly 8 (hover). You emit light from your
Incandescent Presence feature out to a number of
squares equal to your Charisma modifier (minimum 3).

CHAPTER 1 | Ardent



PHRENIC INVADER

“Your secrets are mine to use as I see fit.”
Prerequisite: Ardent

You hear everything. Every thought, every idea, and
every internal conversation reaches receptors in your
mind in a confusing din. You have learned to reduce
the cacophony to a muted rumble to maintain your
sanity. You know these thoughts have their uses,
however, and so you focus your concentration, sifting
through the noise to seize the most powerful voices to
aid you.

You are a phrenic invader—a thought warrior who
can slip into any conscious mind and plunder it for
its secrets. It takes only a moment to sift through the
confusing jumble to find what you need, especially
on the battlefield. An enemy’s mind reveals its intent,
helping you anticipate its strikes. You can sense when
another enemy might close on you, shifting your posi-
tion to best receive the attack. The thoughts you steal
help guide your attacks and keep you from harm,
letting you endure in combat to destroy the enemies
standing against you.

PHRENIC INVADER PPATH FEATURES

Opened Mind (11th level): You gain telepathy 5.
If you already have telepathy, you increase its range
by 5.

Paragon Power Points (11th level): You gain 2
additional power points.

Reflexive Action (11th level): Whenever you are
damaged by a melee attack, you can spend an action
point to use an unaugmented ardent at-will power as
an immediate reaction.

Shared Senses (11th level): You cannot be deaf-
ened or blinded as long as you are adjacent to at least
one creature that is not deafened or blinded.

Wary Mind (16th level): You gain a +2 bonus to
attack rolls for opportunity attacks and immediate
action attacks.

PHRENIC INVADER DISCIPLINES

Phrenic Strike Phrenic Invader Attack 11

You fight past your enemy’s attack to deliver a punishing blow
to its body and mind.

Encounter ¢ Augmentable, Psionic, Weapon
Immediate Reaction = Melee weapon
Trigger: An enemy hits you with a melee attack
Effect: Before the attack, you shift 1 square.
Target: The triggering enemy
Attack: Charisma vs. AC
Hit: 1[W] + Charisma modifier damage, and the target
grants combat advantage until the end of your next turn.
Augment 2
Hit: 1[W] + Charisma modifier damage, and the target is
dazed until the end of your next turn.
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Mind’s Bitter Betrayal

Your focused concentration lets you bolster your allies with en-
ergy drawn from your enemies’ uncertainty.

Phrenic Invader Utility 12

Daily 4 Psionic, Zone

Minor Action Close burst 3

Effect: The burst creates a zone that lasts until the end of
the encounter or until you end the effect as a free action
during your turn. The zone moves with you, remaining
centered on you. While within the zone, enemies grant
combat advantage to you, and allies gain a +2 power
bonus to all defenses. Until the zone ends, you are
slowed.

Phrenic Invader Attack 20

Thought Interloper

You lay open your opponent’s mental barriers, ravaging its

mind and reading its every move in combat.

Daily 4 Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage.

Effect: The target is affected by your thought interloper
(save ends). While the target is affected by the interloper,
it takes ongoing 5 psychic damage and its attacks provoke
opportunity attacks from you.

Each Failed Saving Throw: One ally adjacent to the target
can make a melee basic attack against the target as a free
action.

MIKE SCHLEY



BEN WOOTTEN

SIPHON

“Your fears, hates, hopes, and dreams are mine to devour.
My feast will end when only your husk remains.”

Prerequisite: Ardent

Not all vampires are undead, drinking the blood of
the living or draining souls with a touch. Some feast
on intense feelings such as fear and love, anger and
happiness. They are insidious creatures—parasites
that gorge without drawing attention to themselves.
Some might not even realize what they’re doing.
Regardless of whether a siphon is cognizant of his or
her abilities, the effect of such a character’s power is
palpable, as a victim falls into the clutches of lethargy,
becoming torpid and drained.

As a siphon, you use psionics to absorb thought
energy from your victims, drinking deep from their
emotions and feelings to increase your power. Your
mind is a vortex, catching others’ thoughts and using
them to replenish your resources and overcome
your injuries. Once you establish a link with another
creature, you can draw its energy until your prey
is drained and unable to act. You might keep this
energy for yourself or transfer it to your allies so that
they can share its benefits.

S1PHON PPATH FEATURES

Paragon Power Points (11th level): You gain 2
additional power points.

Psychic Vampire (11th level): When you use an
unaugmented ardent at-will power to hit an enemy

that is slowed, dazed, stunned, or taking ongoing psy-
chic damage, you gain temporary hit points equal to
your Wisdom modifier.

Torpid Action (11th level): When you spend an
action point to make an attack and the attack hits,
each enemy within 3 squares of you is slowed until
the end of your next turn.

Draining Surge (16th level): When an enemy
within 5 squares of you drops to 0 hit points or
becomes dazed, stunned, or weakened, if you use
ardent surge before the end of your next turn, the
target of the power regains additional hit points equal
to your Wisdom modifier.

S1PHON DISCIPLINES

Insidious Distraction

Siphon Attack 11

Your weapon attack lets you sink psychic fangs into your foe’s
mind, crippling its ability to think and act.

Encounter ¢ Augmentable, Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier psychic damage, and the
target is dazed and slowed until the end of your next
turn.

Augment 2
Hit: 1[W] + Charisma modifier psychic damage, and the
target is dazed and immobilized until the end of your next
turn.

Feast of Death Siphon Utility 12

You draw on the psychic energy of a dying creature to grant
yourself and your allies a surge of vigor.

Encounter 4 Psionic

Immediate Reaction  Personal

Trigger: A creature within 10 squares of you that you can
see drops to 0 hit points or fewer

Effect: You gain temporary hit points equal to your
Charisma modifier. Each ally adjacent to you gains tem-
porary hit points equal to your Wisdom modifier.

Emotion Leech Siphon Attack 20

Your weapon slips through an opponent’s defenses and opens
a conduit to its mind. As long as the conduit remains open, you
can feast on your foe’s misfortune.

Daily 4 Healing, Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Will

Hit: 2[W] + Charisma modifier psychic damage.

Miss: Half damage.

Effect: The target is affected by your emotion leech (save
ends). While the target is affected by the leech, the
target is slowed and weakened. In addition, at the start
of its turn if you have line of sight to the target, you and
each ally adjacent to you regain hit points equal to your
Wisdom modifier.
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CHAPTER 2

“Magic and steel are a fool’s weapons, for no attack will
ever breach the armor of my mind.”

YOU ARE the invincible warrior, turning aside
an enemy’s attack using only a single thought. You
are the tireless champion, standing fast in the thick
of battle as your foes fall to the power of your mind.
You are the wild berserker, channeling your pain into
a counterstrike that leaves the strongest enemy reel-
ing. You are the battlemind—a warrior of thought and
action, whose physical and mental fortitude are the
equal of any foe.

Your combat prowess alone would make you a
formidable opponent. But it is your mastery of psion-
ics that grants you your edge in combat. You call on
the power within to tear into an opponent’s mind,
unearthing its secrets. You anticipate and avoid your
foes’ attacks, then deliver a punishing response that
batters both body and mind. Psionic power is not
merely an accessory to your armament—it is the foun-
dation of your combat skill.

Each individual battlemind’s training and outlook
are unique. Rejecting formal study, most battleminds
borrow fighting forms from enemies and allies alike,
combining several disparate styles into a single dev-
astating technique. Whatever path your battlemind
character takes, this chapter offers new options to let
you sow discord and destruction among your foes.

4+ Playing a Battlemind: An overview of the battle-
mind’s place at the table and in the world of the
game.

4+ New Build and Class Feature: The harrier battle-
mind shapes time and space in the thick of combat.
Your persistent harrier class feature lets you cross
the field in the blink of an eye, evading attacks and
redirecting the fight against vulnerable foes.

4+ New Powers: A host of new battlemind disci-
plines let you draw on psionic power to shape
your attacks and the state of the battlefield itself.

4+ New Paragon Paths: The five new paragon
paths introduced in this chapter give battlemind
characters the option of honing the speed of their
assault, assuming the strength of ageless stone, or
using the mind to harness the power of the storm.
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Half a dozen lightly armored figures lay scattered across
the sun-baked grass, groaning as they cradled bruised limbs
and ringing heads. Beneath the watchful gaze of Captain
Halmont, half a dozen more battled back and forth across
the field. Five of them gave thanks to Kord and Erathis that
they were fighting with wooden practice blades. The sixth
tried to smother her disappointment.

Imarra swept through her foes like a subversive thought,
her feet scarcely seeming to touch the ground. Her wooden
longsword cracked into one warrior’s ribs as she spun, but
it was far more than the force of the blow that drove him
backward. Imarra felt the power flowing through her limbs,
riding the wake of her own elation. A feeling of ecstasy.

One of the guards raised his blade, but even before he
could begin to bring it down, Imarra had stepped around
him, her own sword grazing the small of his back. He shud-
dered at the touch—not of her blade, but of her mind. As
he collapsed in a gibbering heap, two of the others lunged
at her, but Imarra was already gone, seeming to vanish for
an instant before she reappeared behind them. Two more
quick spins, a leap that should have required wings, a thrust
swifter than sight, and she stood alone on the field.

Casually dropping her battered blade atop the last
fallen guard, she sauntered over to the table at the edge of
the field, stopping to meet Captain Halmont’s dark stare.

“My best soldier couldn’t have done that,” he murmured.

Imarra stooped to retrieve her scabbard where it lay
beside him. She grinned as she turned for the barracks.
“Actually, your best soldier just did.”

Other warriors train themselves to enter combat
believing that death is the ultimate glory. They have
no fear because they have nothing to lose. Not you. As
a battlemind, you leap headfirst into battle without
fear because you believe—because you know—that
you've already won. All you need to do now is make
the enemy understand it.

Combat flows in your soul with the pounding
strength of the blood in your veins and the boldness
at the center of your thought. You might be a profes-
sional soldier who discovered an untapped well of
inner power, a brigand who learned you were des-
tined for something greater, or a city guard whose
oaths allowed you to tap into a force stronger than
mere muscle when you heft your blade. Yet no matter
the differences in your origins and goals, you recog-
nize other battleminds as kindred spirits. For they,
like you, literally live for battle—all of you recognizing
that the only true strength comes from within.
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HEARTS AND MINDS

Battleminds have a reputation for an air of superior-
ity. For many, it is a reputation that is well deserved.
Battleminds carry themselves with a confidence
earned from many victories, their skill and cunning
winning the day over enemies of every stripe. But
their fighting prowess is only part of the story.

Willpower is the core of every battlemind’s
strength, but this willpower manifests in different
ways. Some battleminds carry themselves with a
distinct arrogance. Others center themselves in the
quiet conviction that they are up to any challenge.
The most reckless battleminds evince an inability to
acknowledge defeat that borders on madness. Battle-
minds are hardened warriors, without a doubt. At the
point at which a fighter or a barbarian’s endurance
would begin to ebb, a battlemind’s psionic energy
sees the fight through to the bitter end.

In thinking about your character’s personality,
consider how your resolve manifests in your behavior
and outlook. Are you an ego-driven warrior, gleefully
testing your blade against any foe willing to stand
against you? Are you a shining crusader, embracing
any cause that feels right? And what happens when
you realize that your cause is less just than you had
first thought, or when you take on more foes than you
can handle? Do you learn from your errors? Or do
you mask your failure with greater bravado?

As important as your drive is to your character,
you should never overlook your physical might. Many
battleminds see their strength and durability as the
channels through which their psionic energy flows.
A battlemind’s body is a vessel for psionic power. All
battleminds devote time and training to maintaining
their physical edge, to ensure their bodies are up to
the challenges they face.

THE ART OF WAR

A dedication to perfection is an integral part of your
personality, and it carries over into all other aspects
of your life. Although battleminds might see them-
selves as the pinnacle of the warrior’s art, however,
few are self-centered enough to think of themselves
as masters of every endeavor they attempt. Most
battleminds are unlikely to claim expertise at archi-
tecture, lore, music, or similar pursuits—although
some have no doubt that they could master any of
these with enough time and attention.

It is typically only in combat that a battlemind’s
drive and dedication manifest fully. Battleminds have
a complete conviction of their martial superiority,
trusting in their talents and tactics to defeat any chal-
lenge. If a battlemind suffers failure, it is never more



than a momentary setback, easily overcome with
renewed focus and more training.

What is it about combat that inspires nascent bat-
tleminds to develop their unique abilities? Why does
your boldness not grant you the power to excel in
other areas with as much ease? For the most part, few
circumstances apart from combat inspire the rush
of mental intensity that unlocks a battlemind’s latent
psionic ability. Once that ability has been honed in
the forge of battle, there is no turning back. The fury
of combat becomes inextricably linked with your
psionic powers, and so your mind continually shapes
and hones those powers for the battlefield.

YOouR LIFE BEFORE

A battlemind’s life is steeped in conflict. Even before
their psionic talent manifests, most battleminds live
a warrior’s life. You might have been a soldier or a
guard in service to a noble or a temple. You might
have been a gladiator or a common brawler. Your
psionic power stayed hidden just beneath your con-
scious mind so that you could not exploit its strength.

Your potential need not have revealed itself'in
battle. Any physical exertion might have triggered
your awakening, from the thrill of the hunt to explor-
ing some unknown realm or ruin. Even simple
burglary or a feat of athletics might have been the
trigger that unlocked your power.

Some battleminds learn to harness their poten-
tial by thinking about or yearning for combat. You
might have been a brilliant tactician or an advisor to
anoble or a king, never picking up a sword until your
power manifested and filled you with the hunger
for glory. Alternatively, you might come from a back-
ground disconnected from the arts of war, even as
you spent your life idolizing the legendary heroes of
your people. A yearning to follow in the footsteps of
a champion of your faith or country inspired you for
many years, then finally showed you what you were
capable of.

ROLEPLAYING

A BATTLEMIND

With boldness as the driving force behind many of
your powers, you might consider how that boldness
defines your character’s state of mind. Between the
extremes of simple self-confidence and towering
arrogance lies the wider range of personalities that
battleminds can adopt. Even if your skill and power
do not manifest as ego, you are consistently first into
battle, making sure that your enemies know what

is about to befall them. You take on any challenge,
never worrying about the outcome. Every victory is
earned and deserved; every defeat is but a temporary
setback.

In the end, however, even the most arrogant
battlemind knows when to back down—particularly if
doing so helps keep the party united. Your sense that
you are destined for greater things means that you
can be forceful without causing trouble, confident
without bruising the feelings of your companions.

Although battleminds have a reputation for reck-
lessness, few are suicidally overconfident. Your belief
in yourself and your abilities is the foundation of
your strength, but you recognize that you fight with a
purpose that cannot be served by your meaningless
demise. Some foes have had longer to hone their abili-
ties than you have. Some monsters are too powerful
to be faced without the proper resources. Although
you never abandon a fight, you acknowledge that
some conflicts require a tactically sound retreat.

Many of even the least egocentric battleminds are
attention seekers. They place themselves in a leader-
ship role, steering their companions toward situations
in which their own abilities can prove useful. Be
careful, though, not to steal attention from the other
players around the table.

Portraying a glory-hog without actually becom-
ing one takes a bit of effort. When you are pushing
for something purely in character, make it clear to
other players that this is the case. Keep a close eye on
the line between in-character and out-of-character
reactions. Make sure the other players know that you
won't take it personally when their characters don’t
go along with your battlemind’s desires, and make
it obvious that any objections you offer are solely on
your character’s behalf.

In the end, the foundation of your battlemind’s
leadership lies not only in demonstrating self-assur-
ance in what you can do—it lies in fostering the same
confidence in your allies. Take responsibility for your
actions and attitudes, and use your power and insight
to shepherd your companions to similar success.
Boldness turns to rude, haughty, or arrogant behavior
easily enough. Just reserve those traits for the crea-
tures and characters you fight, not the people who
fight beside you.

DisCoVERING YOUR POWER
If you're starting a campaign at 1st level, or if you're
recasting an existing character by multiclassing
into battlemind, think about playing through the
discovery of your abilities, with the Dungeon Mas-
ter’s permission. Many battleminds do not initially
recognize that their newly discovered potential is
psionic in nature. When these amazing powers first
manifest, you might attribute their effects to physical
prowess, divine intervention, or dumb luck.

Only gradually do you realize that these abili-
ties are innate, recognizing the connection between
your powers and your own strength of will. But a full
understanding of the change being wrought within
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you takes time and self-reflection. By playing through
this process, you can experience your character’s ini-
tial surprise and lack of understanding, followed by
growing comprehension and a swelling of confidence
as you accept the psionic power forged within your
own mind.

INSTINCT AND INTENTION

Your abilities developed more or less spontaneously,
as has your fighting style. You might have had formal
combat training before developing your psionic
powers, but as a battlemind, your continued advance-
ment is based more on instinct and experience than
on discipline.

You are a great believer in natural talent. Formal
instruction might improve the prowess of a great war-
rior, but it cannot create natural ability in one who
lacks it. A character drawn instinctively to battle will
always prove superior to one who takes up the sword
by circumstance, not by choice.

This attitude sometimes puts you at odds with
certain martial traditions—most notably with monks.
The mind set of many monks is built around strict
discipline and ordered instruction. You believe in an
intuitive development that comes only by reacting to
real combat as your instincts demand. Such differ-
ences of philosophy rarely extend to members of your
own party, however. When battleminds and monks
fight side by side, each focuses on demonstrating the
virtue of his or her chosen path.

THE FRONT LINES

As a battlemind, you are a defender first and fore-
most. You stand in the thick of the fight, absorbing
punishment and dishing it out in equal measure. For
some battleminds, this approach to combat is a delib-
erate choice. Such characters feel an obligation to
protect their less robust (or, in the minds of the arro-
gant, less effective) companions. In contrast, many
battleminds fall into the defender role almost by acci-
dent, by following their instincts and impulses.

As a battlemind, you feel the burning need to be
in the center of the action. You might charge ahead
and draw enemy fire not from any sense of tactics,
but because the enemy needs to know that you have
no fear. By immersing yourself'in the battle you crave,
you show your superiority to a hated foe—and give
your companions a chance to fight with increased
effectiveness behind you.

ASPECTS

Within the full range of powers available to battle-
minds, few are more indicative of your approach

to combat than the aspects. When you assume an
aspect, you fix an idealized state in your mind, using
psionic energy to reshape your form to match that
vision. The result is sometimes subtle, with only slight
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alterations to your physical or mental state. Other
aspects are profound transformations into monstrous
creatures that send your foes scurrying in terror.

Although any battlemind with the right mind set
can adopt one or more aspects, not all do. Among
those battleminds who use aspect powers, most focus
on one or two aspects, allocating their additional
resources to other areas that can strengthen their
presence on the battlefield. Some battleminds reject
aspects altogether, taking the fight to the enemy with-
out falling back on “shapechanging trickery.”

These diverse attitudes toward aspect disciplines
stem from a battlemind’s core identity. Like all battle-
mind powers, an aspect transformation results from a
particular state of mind. As a result, the battlemind’s
sense of self'is critical to honing the psionic power
needed to allow an aspect to transform body and
mind.

Battleminds who adopt aspects choose aspect
powers that speak to their own sense of who they are.
A haughty battlemind who sees herself above her ene-
mies might assume the aspect of elevated harmony, her
idealized form made manifest by her mind. A silent
brute of a battlemind might assume the aspect of living
stone to reflect his hard personality and unwavering
dedication. A battlemind who strives for perfection
might find it easy to adopt a range of different forms,
always seeking an ideal but never finding it.

These considerations have little mechanical effect
on your power choices. Aspect powers are a useful
touchstone for roleplaying, however. When picking
aspect powers, think about what each says about your
character and what insights it reveals into his or her
personality.

BATTLEMINDS
IN THE WORLD

No members of any of the character classes are
common in the world, but battleminds are particu-
larly rare—or at least they seem to be. The trouble
with identifying battleminds is that they are hard

to distinguish from fighters and members of the
other combat-focused classes. With the right set of
disciplines, a battlemind might fight in a manner
and style visually indistinguishable from that of a
fighter or a paladin. Only those who become close to
a battlemind learn to recognize the subtle signs of the
character’s power.

Moreover, the number of battleminds—indeed the
number of all characters with an aptitude for psionics—
rises and falls in proportion to the severity of the Far
Realm’s threat to the world. An imminent aberrant
invasion might suddenly trigger the battlemind’s power
and potential in knights of the realm, common thugs,
and everyone in between. If the threat of the Far Realm
ever ends, battleminds might even disappear from the
world, vanishing into myth and legend.
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LORE OF THE MIND-FIGHTERS

Tales inscribed in ancient temples or on the oldest
parchments tell of the first battleminds. These brave
warriors harnessed their powerful will and psionic
gifts to combat the horrors that spilled through
breaches between this world and the Far Realm
beyond. Fighting alone, these ancient guardians
stood as a bulwark against the shadow cast across the
mortal realm. In conjunction with the gods and their
servants, they helped staunch the aberrant tide in
those long-forgotten wars.

Through the ages, battleminds have come and
gone. Each generation, some arise to combat a new
threat, helping to contain the aberrant menace and
safeguard the world from harm. The lack of common
cause and custom between battleminds means that
each such generation of new heroes knows little of
the sacrifices or legends of those who came before
them. What little information can be found is often
apocryphal or misleading, mythologizing the deeds
of only the brashest heroes. As a result, battleminds
are forced to find their own way in the world, only
occasionally discovering others who share their gift
and the boldness that is their birthright.

BATTLEMINDS TODAY

Because of their individualistic nature and spontane-
ous development, battleminds are seldom organized
into formal schools or open alliances. On occasion,
small numbers of battleminds gather into merce-
nary companies or knightly orders. For the most
part, though, a battlemind fights as an individual
champion.

A battlemind might believe that his or her combat
prowess is markedly superior to the skill or training
of others. But even though battleminds forge their
combat skills in their own unique fashion, they are
quick to show their respect for the talents of other
warriors. Fighters and paladins, rangers and wardens,
barbarians and monks all fight with unique styles
that a battlemind can learn from. As a result, most
battleminds pay respectful attention to those who
fight alongside them, watching their techniques to
ferret out new maneuvers that might augment or
perfect their own tactics.

To those battleminds who wholly embrace
the internal discipline of their power, the formal
approach to training favored by monks, psions, and
other classes can be unsettling. In particular, the
carefully honed maneuvers and otherworldly state of
mind of the psion seem alien to many battleminds,
who cannot dream of constraining their own power
in such a formal fashion.

Only the most arrogant battleminds dismiss their
more disciplined counterparts in the psionic arts
without taking what they can from them. In the same
way that battleminds can learn from other warriors’

fighting techniques, they also look to other psionic
characters for the feats and other common ground
they share. Although a battlemind’s disciplines are
markedly different from those of a psion, the raw
power of each is born of the same source.

A battlemind’s relationship with his or her com-
panions depends in part on the characters’ cultural
and historical background, but all battleminds recog-
nize their place and purpose within a larger group. A
battlemind might be outspoken, brash, and supremely
confident, but that confidence is backed up with
unmatched bravery. Like their forebears, battleminds
are the first into the breach, working to contain the
enemy before it can wreak havoc in the world around
them. A stalwart and driven warrior, a battlemind
makes a powerful addition to any adventuring group.
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This section adds a new option to the battlemind
builds presented in Player’s Handbook 3 and the Dark
Sun® Campaign Setting. This build also includes a new
power choice for the battlemind’s Psionic Study class
feature.

HARRIER BATTLEMIND

Time and space are inconstant. The world around
you is mutable and fully within your power to alter
as you need. Even a minor adjustment to the fabric
of reality creates spectacular changes in the heat of
combat, allowing you to move in the blink of an eye
or to slow an enemy’s attempt to raise its weapon
and block your incoming attack. You wield psionic
energy to alter fate and circumstance, darting into
the near future or stepping into the past to shape
the outcome of the moment before you.

As a harrier battlemind, you are unfettered in
combat. You might streak across the field to crash
into your enemies, then dart away before they can
mount a counterstrike. You harry your foes with
such speed that they quickly lose track of you. As
your mastery grows, you can even shape time during
battle, striking, disappearing, then striking again.
Your desperate enemies can only guess where you
might attack from next.

Although many battleminds focus their efforts
against a single enemy at a time, you prefer to strike
multiple foes at once, thwarting their tactics and
sowing frustration to give you and your allies an edge.

New CLASS FEATURE
When you choose your Psionic Study, you can choose
Persistent Harrier instead of another option such as
those in Player’s Handbook 3.

Persistent Harrier: You gain the persistent harrier
power, which reflects the ease with which you can
outmaneuver your opponents.

Persistent Harrier

You slip the bonds of space to strike back at even a distant
opponent.

Battlemind Feature

Encounter 4 Psionic, Teleportation, Weapon

Immediate Reaction  Melee weapon

Trigger: An enemy hits or misses you with an attack for the
first time during an encounter

Target: The triggering enemy

Special: You can attack the target with this melee attack
even if the target is outside your melee reach.

Attack: Constitution vs. AC

Hit: 1[W] + Constitution modifier damage, and you tele-
port to a square adjacent to the enemy.
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SUGGESTED OPTIONS

As a harrier battlemind, you move with ease across
the battlefield, whether taking the fight to your
enemies or falling back to draw them closer to you.
Choose powers that facilitate movement, with tele-
portation powers being the most important. Your
secondary role is controller, which can be strength-
ened by area powers that manipulate or hamper your
opponents. Your feat selection should improve your
defenses and mobility.

Make Constitution your highest ability score. Dex-
terity should be your second-highest score, getting
you into the fight quickly and letting you avoid heavy
armor to keep moving at full speed in combat. A
high Wisdom allows you to improve your battlefield
awareness, and Charisma remains important for the
many battlemind disciplines that rely on that skill.

Suggested Class Feature: Persistent Harrier

Suggested Feat: Harrying Step*

Suggested Skills: Athletics, Endurance, Insight

Suggested At-Will Powers: renewed focus®, world-
slipping advance*

Suggested Daily Power: accelerating strike*

*New option presented in this book.

SEAN MURRAY



The new powers presented in this chapter expand
the available options for battlemind characters. Many
reinforce themes expressed in the Harrier Battle-
mind build, but these powers are equally suitable for
other battleminds.

LeveL 1 AT-WiLL DISCIPLINES

Conductive Defense Battlemind Attack 1

Your attack surrounds a foe with a shroud of crackling light-
ning, threatening retribution for strikes against your allies.
At-Will ¢ Augmentable, Lightning, Psionic, Weapon
Standard Action Melee 1
Target: One creature
Attack: Constitution vs. Reflex
Hit: 1[W] + Constitution modifier lightning damage. Until
the start of your next turn, the target takes lightning
damage equal to your Constitution modifier whenever it
hits one of your allies.
Augment 1
Hit: As above, and, until the start of your next turn, the
target also takes the lightning damage whenever it shifts
to a square adjacent to one of your allies.
Augment 2
Hit: 2[W] + Constitution modifier lightning damage. Until
the start of your next turn, the target takes lightning
damage equal to your Constitution modifier whenever
it hits one of your allies.

BATTLEMINDS AND
THE ABERRANT MENACE

As detailed in Player’s Handbook 3, the prevalence of
psionics in the world corresponds to the intensity of the
Far Realm’s threat. Where breaches in reality allow
the Far Realm’s alien nature to spill into the world, this
nature corrupts and reforms mortal life in its own image.
The natural world recoils from this contact, imbuing
sentient beings with the ability to wield psionic energy.
The way in which the role this history plays in your own
character’s backstory is for you to decide.

In consultation with the Dungeon Master, you might
see it as your character’s destiny to seek and destroy the
aberrant threat, providing a thread that might run through
the entire campaign. Alternatively, you might go your
entire career without ever facing an aberrant creature
in battle. Even a battlemind fully aware of the aberrant
threat can choose to avoid the front lines of that conflict,
focusing his or her achievements on weeding out cor-
ruption or shoring up the strength of a threatened world.
After all, saving civilization from the aberrant menace
does little good if the crumbling foundations of that civi-
lization have already fallen.

Renewed Focus Battlemind Attack 1

By the power of your mind, you shrug off effects that would keep
you away from your foes.

At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Constitution vs. AC
Hit: 1[W] + Constitution modifier damage. You are no
longer marked or slowed, and you cannot be marked or
slowed until the end of your next turn.
Augment 1
Hit: 1[W] + Constitution modifier damage. You and allies
within 5 squares of you are no longer marked or slowed,
and cannot be marked or slowed until the end of your
next turn.
Augment 2
Hit: 2[W] + Constitution modifier damage. You are no
longer immobilized, marked, or slowed, and you can-
not be immobilized, marked, or slowed until the end of
your next turn.

Vicious Cobra Strike Battlemind Attack 1

In your foe’s mind, your weapon takes the form of a hissing
serpent, its strike hindering that enemy’s attacks against you.

At-Will ¢ Augmentable, Psionic, Psychic, Weapon

Standard Action Melee weapon

Target: One or two creatures

Attack: Constitution vs. AC.

Hit: Constitution modifier psychic damage, and you mark
the target until the end of your next turn. If you target
only one creature with this power, the attack deals 1[W]
extra damage.

Augment 1
Hit: As above, and you also mark one enemy adjacent to

the target until the end of your next turn.

Augment 2
Close burst 1
Target: Each enemy you can see in burst
Hit: 1[W] + Constitution modifier psychic damage, and

the target is marked and takes a —2 penalty to attack
rolls until the end of your next turn.

World-Slipping Advance Battlemind Attack 1

You slip unfettered across the battlefield to gain an advanta-
geous position.
At-Will ¢ Augmentable, Psionic, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Constitution vs. AC
Hit: 1[W] + Constitution modifier damage, and you shift 1
square to a square adjacent to the target.
Augment 1 (Teleportation)
Hit: 1[W] + Constitution modifier damage, and you
teleport 1 square to a square adjacent to the target.
Augment 2 (Teleportation)
Hit: 2[W] + Constitution modifier damage, and you tele-
port to a square adjacent to the target.
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LEVEL 1 DAILY DISCIPLINES

Accelerating Strike Battlemind Attack 1

When you surge toward a foe, the momentum of your attack
carries you through the rest of combat.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Effect: Before the attack, you shift your speed. You can move
through enemies’ spaces during this movement.

Target: One creature

Attack: Constitution vs. AC. You have combat advantage for
this attack.

Hit: 2[W] + Constitution modifier damage. Your move-
ment does not provoke opportunity attacks from the
target until the end of the encounter.

Miss: Half damage.

Effect: Until the end of the encounter, you gain a +2 power
bonus to speed. In addition, when you shift, you shift 1
extra square.

Aspect of Bitter Ice Battlemind Attack 1

Your weapon is rimed with ice as you strike. In the aftermath,
you are imbued with a bitter cold that protects you and slows
your enemies.

Daily ¢ Augmentable, Cold, Polymorph, Psionic, Weapon
Standard Action Close burst 1
Target: Each enemy you can see in burst
Attack: Constitution vs. Fortitude
Hit: 1[W] + Constitution modifier cold damage, you push
the target 1 square, and the target is immobilized (save
ends).
Miss: Half damage, and the target is slowed (save ends).
Effect: You assume the aspect of bitter ice until the end of
the encounter. While in this aspect, you gain resist 5 cold
and you can use the following augmentation with your
battlemind at-will attack powers that are augmentable.
This augmentation is in addition to the effects that an
at-will power might have; this augmentation doesn’t su-
persede them.
Augment 1
Effect: Until the start of your next turn, any enemy that
starts its turn adjacent to you is slowed until the end of
its turn.

Battlemind Attack 1

Living Fortress

As you lash out at your foe, a shroud of rock and scree rises from

the ground to protect you.

Daily 4 Psionic, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Constitution vs. AC

Hit: 3[W] + Constitution modifier damage.

Miss: Half damage.

Effect: Until the end of the encounter, you and allies
adjacent to you have cover. As a minor action, you can
end this effect to gain resist 5 to all damage until the
start of your next turn.

Stolen Grace Battlemind Attack 1

Your foe’s movement wracks it with psychic pain in the after-
math of your attack, even as your own mobility is heightened.

Daily 4 Psionic, Psychic, Stance, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Constitution vs. Reflex

Hit: 2[W] + Constitution modifier damage, and the target
takes 5 psychic damage if it moves more than half its
speed when it moves (save ends).

Miss: Half damage, and the target is slowed until the end of
your next turn.

Effect: You assume the stolen grace stance. Until the
stance ends, you gain a +4 power bonus to AC and Reflex
against opportunity attacks and a +2 power bonus to
opportunity attack rolls.

LEveL 2 UTILITY DISCIPLINES

Dimension Slide

Battlemind Utility 2

You bend the space around you to better position yourself and
an ally on the battlefield.

Encounter 4 Psionic, Teleportation

Move Action Ranged 5

Target: You and one ally

Effect: You slide one target 1 square and teleport the other
target 3 squares.

METHODS OF DEFENSE

A battlemind wades steadily into the thick of the fray,
turning aside attacks with heavy armor and shield while
hacking through his foes with powerful weapon attacks.
Another battlemind fights like the wind in combat,
moving so fast that no enemy can track her movements.

Yet another unleashes wild fury as he blinks in and out of

existence, taunting his foes to attack if they can.

Each battlemind approaches combat from a different
perspective. But all members of this class are united by
their primary role as a defender—and by the three powers
on which that role is based.

Battlemind’s demand allows you to mark enemies within
3 squares of you. Because it is a minor action, this power
can be used in conjunction with a standard-action attack.
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