
The Psimple Psion 

As a psion, you gain the following Class Features. 

Hit Points 

Hit Dice: 1d8 per psion level 
Hit Points at 1st Level: 8 + your Constitution modifier 
Hit Points at Higher Levels: 1d8 (or 5)  + your Constitution modifier per psion level after 1st 

Starting Proficiencies 

You are proficient with the following items, in addition to any proficiencies provided by your race 
or background. 

Armor: Light armor 
Weapons: simple weapons 
Saves: Intelligence, Wisdom 
Skills: Choose two from Arcana, Deception, Intimidation, Investigation, Insight, 
Medicine, Perception. 

Starting Equipment 

You start with the following equipment, in addition to the equipment granted by your 
background: 

• (a) a spear or (b) a mace 
• (a) leather armor or (b) studded leather armor 
• (a) a light crossbow and 20 bolts or (b) any simple weapon 
• (a) a scholar’s pack or (b) an explorer’s pack 

 
Alternatively, you start with 5d4 x 10 gold to buy your own Equipment. 

Table: The Psion (Power Slots) 

 
Level 

Proficiency 
Bonus 

 
Features 

Talents 
Known 

Powers 
Known 

 
1st 

 
2nd 

 
3rd 

 
4th 

 
5th 

 
6th 

 
7th 

 
8th 

 
9th 

1st +2 Spellcasting, Psion Disciplines 3 2 2 -- -- -- -- -- -- -- -- 

2nd +2 Psion Path 3 3 3 -- -- -- -- -- -- -- -- 

3rd +2 Additional Psion Discipline 3 4 4 2 -- -- -- -- -- -- -- 

4th +2 Ability Score Improvement 4 5 4 3 -- -- -- -- -- -- -- 

5th +3 Additional Psion Discipline 4 6 4 3 2 -- -- -- -- -- -- 

6th +3 Psion Path feature 4 7 4 3 3 -- -- -- -- -- -- 

7th +3 Additional Psion Discipline 4 8 4 3 3 1 -- -- -- -- -- 

8th +3 Ability Score Improvement 4 9 4 3 3 2 -- -- -- -- -- 

9th +4 Additional Psion Discipline 4 10 4 3 3 3 1 -- -- -- -- 

10th +4 Psion Path feature 5 11 4 3 3 3 2 -- -- -- -- 

11th +4 -- 5 12 4 3 3 3 2 1 -- -- -- 

12th +4 Ability Score Improvement 5 12 4 3 3 3 2 1 -- -- -- 

13th +5 Additional Psion Discipline 5 13 4 3 3 3 2 1 1 -- -- 



14th +5 Psion Path feature 5 13 4 3 3 3 2 1 1 -- -- 

15th +5 -- 5 14 4 3 3 3 2 1 1 1 -- 

16th +5 Ability Score Improvement 5 14 4 3 3 3 2 1 1 1 -- 

17th +6 -- 5 15 4 3 3 3 2 1 1 1 1 

18th +6 Additional Psion Discipline 5 15 4 3 3 3 3 1 1 1 1 

19th +6 Ability Score Improvement 5 15 4 3 3 3 3 2 1 1 1 

20th +6 Capstone TBD 5 15 4 3 3 3 3 2 2 1 1 

Table: The Psion (Power Points) 

 
Level 

Proficiency 
Bonus 

 
Features 

Talents 
Known 

Powers 
Known 

Power 
Points 

Max Power 
Level 

1st +2 Spellcasting, Psion Disciplines 3 2 4 1st 

2nd +2 Psion Path 3 3 6 1st 

3rd +2 Additional Psion Discipline 3 4 14 2nd 

4th +2 Ability Score Improvement 4 5 17 2nd 

5th +3 Additional Psion Discipline 4 6 27 3rd 

6th +3 Psion Path feature 4 7 32 3rd 

7th +3 Additional Psion Discipline 4 8 38 4th 

8th +3 Ability Score Improvement 4 9 44 4th 

9th +4 Additional Psion Discipline 4 10 57 5th 

10th +4 Psion Path feature 5 11 64 5th 

11th +4 -- 5 12 73 6th 

12th +4 Ability Score Improvement 5 12 73 6th 

13th +5 Additional Psion Discipline 5 13 83 7th 

14th +5 Psion Path feature 5 13 83 7th 

15th +5 -- 5 14 94 8th 

16th +5 Ability Score Improvement 5 14 94 8th 

17th +6 -- 5 15 107 9th 

18th +6 Additional Psion Discipline 5 15 114 9th 

19th +6 Ability Score Improvement 5 15 123 9th 

20th +6 Capstone TBD 5 15 133 9th 

 

Spellcasting 

As a student of psionics, you know and have mastered a limited number of powers from the 
psion powers list. Your powers follow the same rules as spells except as noted below.  
 
Cantrips 
At 1st level, you know three Talents of your choice from the psion spell list. You can prepare 
additional psion Talents of your choice at higher levels, as shown in the Talents Prepared 
column of the Psion table. 
 
Option 1: Power Slots 



The psion table (power slots) shows how many power slots you have to cast your spells of 1st 
level and higher. To cast one of these psion powers, you must expend a slot of the power’s level 
or higher. You regain all expended power slots when you finish a long rest. 
 
For example, if you know the 1st-level power magic missile and have a 1st-level and a 2nd-level 
spell slot available, you can cast magic missile using either slot. 
 
Option 2: Power Points (psipoints) 
The psion table (power points) shows how many power points you have to cast your spells of 
1st level and higher. To cast one of these psion powers, you must a number of power points 
(see Table: Power Point Cost) of the power’s level or higher. You regain all expended power 
power when you finish a long rest.  You can’t manifest a power that costs more than “Max 
Power Level.”  
 
For example, at 1st-level if you know the 1st-level power magic missile and have 4 power points 
available, you can cast magic missile as a 1st-level power by spending 2 power points.  At 
3rd-level if you know the 1st-level power magic missile and have 14 power points available, you 
can cast magic missile as a 1st-level power by spending 2 power points or as a 2nd-level power 
by spending 3 power points. 
 
Use the variant rules from page 288 (“Variant: Spell Points) for this version of the Psion.  

Table: Power Point Cost 

Power 
Level 

Point 
Cost 

1st 2 

2nd 3 

3rd 5 

4th 6 

5th 7 

6th 9* 

7th 10* 

8th 11* 

9th 13* 

*Powers of 6th level and higher are particularly taxing to cast. You can use spell points to create 
one slot of each level of 6th or higher. You can't create another slot of same level until you finish 
a long rest. 
 
Powers Known of 1st Level and Higher 
You know two 1st-level powers of your choice from the psion spell list. 
 
The Powers Known column of the psion table shows when you learn more psion powers of your 
choice. Each of these powers must be of a level for which you have powers slots (or equal to 



your “Max Power Known” if using the power point option). For instance, when you reach 3rd 
level in this class, you can learn one new power of 1st or 2nd level. 
 
Additionally, when you gain a level in this class, you can choose one of the psion powers you 
know and replace it with another power from the psion power list, which also must be of a level 
for which you have power slots (or equal to your “Max Power Known” if using the power point 
option). 
 
Spellcasting Ability 
Intelligence is your spellcasting ability for your psion spells, since the power of your magic relies 
on your ability to project your will into the world. You use your Intelligence whenever a spell 
refers to your spellcasting ability. In addition, you use your Intelligence modifier when setting the 
saving throw DC for a psion spell you cast and when making an attack roll with one. 
 

Spell save DC = 8 + your proficiency bonus + your Intelligence modifier 
 

Spell attack modifier = your proficiency bonus + your Intelligence modifier 
 
Spellcasting Components 
You do not need to use verbal components in your spells, instead you replace any verbal 
components with thought components.  You can’t cast a spell with a thought component if you 
are Frightened or Charmed. 
 
Psion Discipline 
In your mastery of your own mind, you have developed extraordinary abilities linked to your 
psionic powers.  
  
At 1st level, you gain a psion discipline of your choice. Your discipline options are detailed 
below. When you gain certain psion levels, you gain an additional discipline of your choice.  
Additionally, when you gain a level in this class, you can choose one of the disciplines you know 
and replace it with another discipline that you could learn at that level. 
 
Arcane Dabbler  
Prerequisite: 7th level 
At 7th level, you learn three wizard spells of your choice and always have them prepared. You 
can cast these spells as psion powers. The spells must be of 1st through 3rd level. 
 
Divine Dabbler  
Prerequisite: 7th level 
At 7th level, you learn three cleric spells of your choice and always have them prepared. You 
can cast these spells as psion powers. The spells must be of 1st through 3rd level. 
 



Elemental Attunement  
Prerequisite: 3rd level 
When a creature’s resistance reduces the damage dealt by a psionic discipline of yours, you 
can spend 1 psi point to cause that use of the discipline to ignore the creature’s resistance. You 
can’t spend this point if doing so would increase the discipline’s cost above your psi limit. 
 
Immortal Durability  
While you aren’t wearing armor or wielding a shield, your base AC equals 10 + your Dexterity 
modifier + your Constitution modifier. 
 
Memory of One Thousand Steps  
Prerequisite: 3rd level 
You gain the ability to use psionics to recall your steps. As a reaction when you are hit by an 
attack, you can teleport to an unoccupied space that you occupied since the start of your last 
turn, and the attack misses you. Once you use this feature, you can’t use it again until you finish 
a short or long rest. 
 
Psionic Investigation 
Prerequisite: 3rd level 
You can focus your mind to read the psionic imprint left on an object. If you hold an object and 
concentrate on it for 10 minutes (as if concentrating on a psionic discipline), you learn a few 
basic facts about it. You gain a mental image from the object’s point of view, showing the last 
creature to hold the object within the past 24 hours. 
 
Psionic Leap 
You also count as running for the purpose of calculating how far you can jump.  The distance of 
your long and high jump is doubled.  
 
Psionic Resilience  
Prerequisite: 3rd level 
Your psionic energy grants you extraordinary fortitude. At the start of each of your turns, you 
gain temporary hit points equal to your Intelligence modifier (minimum of 0) if you have at least 
1 hit point. 
 
Psionic Talent 
You learn an additional talent. 
 
Soul Knife  
You gain the ability to manifest a blade of psion energy. As a bonus action, you create 
scintillating knives of energy that project from both of your fists. You can’t hold anything in your 
hands while manifesting these blades. You can dismiss them as a bonus action. For you, a soul 
knife is a simple melee weapon with the light and finesse properties. It deals 1d8 psion damage 



on a hit. As a bonus action, you can prepare to use the blades to parry; you gain a +2 bonus to 
AC until the start of your next turn or until you are incapacitated. 
 
Surge of Health  
Prerequisite: 7th level 
You can draw on your psion power to escape death’s grasp. As a reaction when you take 
damage, you can halve that damage against you. You can’t use it until you finish a short or long 
rest. 
 
Wall Run 
Prerequisite: 7th level 
You can can move along vertical surfaces as if you had a climb speed equal to your walking 
speed.  You must end your turn on a flat surface or fall.  
 
Ability Score Increase 
When you reach 4th level, and again at 8th, 12th, 16th and 19th level, you can increase one 
ability score of your choice by 2, or you can increase two ability scores of your choice by 1. As 
normal, you can't increase an ability score above 20 using this feature. 
 

Psion Path  
 
Kineticist  
Your innate power focused around moving and shaping your environment.  You can lift objects 
with your mind as easily as others walk or run.  
 
Mind over matter 
At 2nd level, you learn the Mage Hand talent.  You may cast and use this power as a bonus 
action.  Additionally, the amount you can lift and move is equal to 5 times your psion level and 
you can move objects up to 10 additional feet for every level you gain in this class. 
 
Whenever you cast a powers, your speed increases by 10 feet.  
 
At 2nd level, you gain proficiency in one of the following skills: Athletics or Acrobatics.  
 
Bonus Powers 
1st - Shield 
2nd - Levitate 
3rd - Fly 
4th - Resilient Sphere 
5th - Telekinesis 
 



Psionic Deflection 
Starting at 6th level, you can use your reaction to deflect or reflect the missile when you are hit 
by a ranged weapon attack. When you do so, the damage you take from the attack is reduced 
by 1d10 + your Intelligence modifier + your psion level. 
 
If you reduce the damage to 0, you can spend 1 point from your psion to make a ranged attack 
with the weapon or piece of ammunition you just caught, as part of the same reaction. You 
make this attack with proficiency, regardless of your weapon proficiencies, and the missile 
counts as a monk weapon for the attack. 
 
Evasion 
Starting at 10th level, your instinctive agility lets you dodge out of the way of certain area 
effects, such as a blue dragon’s lightning breath or a fireball spell. When you are subjected to 
an effect that allows you to make a Dexterity saving throw to take only half damage, you instead 
take no damage if you succeed on the saving throw, and only half damage if you fail. 
 
Mentalist  
Your power allows you to understand, control, and alter the minds of others.  

 
Awakened Mind  
At 2nd level, your mind gives gives you the ability to touch the minds of other creatures. You 
can communicate telepathically with any creature you can see within 30 feet of you. You don't 
need to share a language with the creature for it to understand your telepathic utterances, but 
the creature must be able to understand at least one language.  Additionally, you know the mind 
link cantrip.  
 
Expanded Mind  
At 2nd level, you gain proficiency in one of the following skills: Animal Handling, Insight, 
Intimidation, Persuasion, Deception, or Performance.  
 
Bonus Powers 
1st - Charm Person 
2nd - Detect Thoughts 
3rd - Clairvoyance 
4th - Compulsion 
5th - Dominate Monster 
 
Strength of Mind 
Starting at 6th level, you can use your reaction when you made an Intelligence, Wisdom, or 
Charisma saving throw and spend power points equal to your level (or a spell slot) to reroll your 
save. You can do this after you’ve made the roll but before you know whether the save 
succeeded or failed.  



 
Psion Reading  
Starting at 10th level, you can focus your mind to read the psionic imprint left on an object. If 
you hold an object and concentrate on it for 10 minutes (as if concentrating on a psionic 
discipline), you learn a few basic facts about it. You gain a mental image from the object’s point 
of view, showing the last creature to hold the object within the past 24 hours. You also learn of 
any events that have occurred within 20 feet of the object within the past hour. The events you 
perceive unfold from the object’s perspective. You see and hear such events as if you were 
there, but can’t use other senses. Additionally, you can embed an intangible psionic sensor 
within the object. For the next 24 hours, you can use an action to learn the object’s location 
relative to you (its distance and direction) and to look at the object’s surroundings from its point 
of view as if you were there. This perception lasts until the start of your next turn. Once you use 
this feature, you can’t use it again until you finish a short or long rest. 
 
Clairvoyant  
  
 
Egotist  
 
 

PSYCHIC POWERS 

  



Talents (0 Level) 

Guidance 

Mage Hand 

Mind Link 

Mind Thrust 

Minor Illusion  

Energy Ray 

Resistance 

True Strike 

 

1st Level 

Animal Friendship 

Charm Person 

Comprehend Languages 

Command 

Cure Wounds 

Detect Magic 

Disguise Self 

Expeditious Retreat 

False Life 

Feather Fall 

Floating Disk 

Heroism 

Identify 

Invisibility 

Jump 

Longstrider 

Mage Armor 

Magic Missile 

Sanctuary 

Shield 

Silent Image 

Sleep 

 

2nd Level 

Aid 

Alter Self 

Blindness/Deafness 

Blur 

Calm Emotions 

Darkvision 

Detect Thoughts 

Enhance Ability 

Enlarge/Reduce 

Hold Person 

Invisibility 

Lesser Restoration 

Levitate 

Locate Object 

Mirror Image 

Misty Step 

See Invisibility 

Shatter 

Spider Climb 

Suggestion 

 

3rd Level 

Blink 

Clairvoyance 

Detect Thoughts 

Dispel Magic 

Fear 

Fly 

Gaseous Form 

Haste 

Hypnotic Pattern 

Major Image 

Nondetection 

Protection from Energy 

Sending 

Slow 

Tongues 

Vampiric Touch 

Water Breathing 

Water Walk 

 

4th Level 

Arcane Eye 

Compulsion 

Confusion 

Dimension Door 

Freedom of Movement 

Greater Invisibility 

Hallucinatory Terrain 

Locate Creature 

Phantasmal Killer 

Polymorph 

Resilient Sphere 

Stoneskin 

 

5th Level 

Animate Objects 

Arcane Hand 

Awaken 

Dominate Person 

Dream 

Geas 

Greater Restoration 

Hold Monster 

Legend Lore 

Mass Cure Wounds 

Mislead 

Modify Memory 

Scrying 

Seeming 

Telekinesis 

Telepathic Bond 

Teleportation Circle 

Wall of Force 

 

6th Level 

Disintegrate 

Find the Path 

Globe of Invulnerability 

Guards and Wards 

Irresistible Dance 

Mass Suggestion 

Move Earth 

Programmed Illusion 

True Seeing 

 

7th Level 

Etherealness 

Forcecage 

Mirage Arcane 

Plane Shift 

Prismatic Spray 

Project Image 

Reverse Gravity 

Simulacrum 

Teleport 

 

8th Level 

Antipathy/Sympathy 

Clone 

Demiplane 

Dominate Monster 

Feeblemind 

Maze 

Mind Blank 

 

9th Level 

Astral Projection 

Foresight 

Gate 

Prismatic Wall 

Shapechange 

Time Stop 

Wish  



 

NEW POWERS  
 

Blade Meld  

Talent  

As a bonus action, a one-handed melee weapon you hold becomes one with your hand. For the next 

minute, you can’t let go of the weapon nor can it be forced from your grasp. 

 

Energy Ray 

Talent  

As an action, you target one creature you can see within 90 feet of you. The target must succeed on a 

Dexterity saving throw or take 1d8 acid, cold, fire, lightning, or thunder damage (your choice). The 

talent’s damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level 

(4d8). 

 

Mind Meld  

Talent  

As a bonus action, you can communicate telepathically with one willing creature you can see within 

120 feet of you. The target must have an Intelligence of at least 2, otherwise this talent fails and the 

action is wasted. This communication can occur until the end of the current turn. You don’t need to 

share a language with the target for it to understand your telepathic utterances, and it understands 

you even if it lacks a language. You also gain ©2017 Wizards of the Coast LLC 28 access to one 

memory of the target’s choice, gaining perfect recall of one thing it saw or did. 

 

Mind Thrust  

Talent  

As an action, you target one creature you can see within 120 feet of you. The target must succeed on 

an Intelligence saving throw or take 1d10 psion damage. The talent’s damage increases by 1d10 when 

you reach 5th level (2d10), 11th level (3d10), and 17th level (4d10). 

 

 






