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PLAYER’S HANDBOOK 3 DEBUT: THE PSION
By Bruce R. Cordell \

Featuring commentary from the s?&fx tYat worked on the new

psion class, this article sup\o: lhe psion class debut in the D&D
Character Builder and I} @ ompendlum

TU’NAR ®Y OF DEATH
By Robert J. S/ walb

The githyanki city has been profiled before, but visit it for the
first time in 4th Edition. This article supports the Scales of War
Adventure Path in Dungeon.

FAMILIARS OF EBERRON
By Jennifer Clarke Wilkes

The arcanists of EBERRON have their own unique take on familiars.
Explore new options for your artificer or other arcane character.

DISCIPLES OF VENGEANCE
By Robert J. Schwalb

The members of this organization seek justice in all things. This
article features new feats, magic items, and paragon paths for your

retribution specialist.



BESTIARY: LEGENDARY EVILS
By Logan Bonner

It’s often difficult to find more ways to use those Huge
minis in your collection, but this Bestiary focuses on
providing more options for the biggest of foes.

EXPLORE AIRSPUR
By Matthew Sernett

Airspur, city of genasi, is one of the Forgotten Realms’
newest. Learn more about Airspur in the first of a
multi-part series on the city.

lustration by Cyril@r;‘{aegan

EDITORIAL

CLASS ACTS: THE RANGER
By Bruce R. Cordell

The ranger is one of the most popular strikers in
the game. Get some new options for your two-
weapon fighting ranger.

DESIGN & DEVELOPMENT: PSIONICS
By R&D Staff

Learn about the goals and design challenges
involved with 4th Edition’s newest power source.

DESIGN & DEVELOPMENT: EBERRON
By R&D Staff

The new Eberron Campaign Guide is here. Get the
inside scoop on 4th Edition Eberron here.

CONFESSIONS OF A FULL-TIME WIZARD
By Shelly Mazzanoble

D&D’s “Player-in-Chief” shares more of her
wisdom and insight.

RPGA REPORT
By Chris Tulach

The Living FR campaign is in full swing. Learn
more about how to get involved!

AMPERSAND
By Bill Slavicsek

Bill discusses more of the changes in store for
D&D in 2009.
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INSIDER’

It’s an exciting time for D&D Insider. Last month,
Bill revealed that we were releasing the revenant -- a
new PC race -- in June’s issue of Dragon. This was
our first, true D&D Insider exclusive. The thing is,
we didn’t really explain what “exclusive” means. In
terms of our content release plan, “exclusive” means
it won't be appearing anywhere else.

But what does “anywhere else” mean exactly?
Sometimes, we get so excited about an announce-
ment that we just make the assum\ti(Zyou're right
there with us. Allow me to clear -1N1 vy confusion.

Question #1: Does “exclugise” n¥2an the revenant
will not appear in a futurd\t<izt product?

Answer: Yes, that’s ’T@ZL The revenant will only
appear as part of {@Dfn. ider. We're not planning to
pick up thesnécAudical elements of the race for any
print pro%’l Tie revenant article (and the compiled
issue contafffing that article) will be the only places
you'll find this content. However, that does not mean
a print adventure might not feature a revenant vil-
lain or that a novel won't feature a revenant character
down the line, hypothetically speaking.

Question #2: Will content that appears as a D&D
Insider exclusive ever have additional support?

Answer: Yes, and support articles will likewise
be exclusive to D&D Insider. You won't see revenant
feats or paragon paths, for example, appear down the
road in a print product. We already have plans in the
works for an article this fall that features new rev-
enant racial feats, and we’ll treat the revenant like any
other race in the game. As an article warrants, we’ll
provide revenants with new character options.

So we've covered our approach for support for the
revenant and, I hope, allayed fears about the plans
for exclusive content as a whole. But what about the

EDITORIAL
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It’s good to be loved

assassin? For starters, everything I said about the
revenant above is also true of new classes exclusive
to D&D Insider. Plus, we have an ambitious support
plan for the assassin. Since we know there won't be
new assassin powers appearing in a power source
supplement or Player’s Handbook, we're already plan-
ning to support September’s two complete builds
with more support just a few months after. Plus,
early next year, we plan to introduce a third assassin
build. Once the assassin is out and about, we’ll also
be accepting new submissions for the class -- new
class-focused articles, new Class Acts, and so on.

Finally, we’ve noticed a number of conversations
about the necessity or value of the assassin class to
a game that already features a strong rogue option.
I've now seen the assassin first hand, and let me tell
you: this is no rogue. The assassin plays, looks, and
just fundamentally feels different from any other
class in the game. We try to avoid introducing a class
that steps on the toes of another or, worse, makes
a party experience untenable (assassins don’t need
to be evil). The shadow power source opens up new
play options for future design, and you’ll soon see for
yourself how the assassin taps into these concepts.
The class is inextricably linked to shadow magic. I'm
so stoked about the new class that I actually started
plotting my character’s demise, just so I could roll up
my next character: a revenant assassin.

Now that you know the shadow power source is
on its way, what other classes or races do you think
fit that concept? And what’s your vision of the per-
fect assassin?

Send your feedback to dndinsider@wizards.com!
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Debut Content
PLAYER’S

HanDBOOK 3
L -

THE PsionN

Mechanical Design by Bruce R. Cordell

Commentary by Andy Collins,
Bruce R. Cordell, Mike Mearls,
and Stephen Schubert

Welcome to the first official debut article featuring
content drawn from Player’s Handbook® 3.

Most of the world must wait until March 2010
to learn the secrets of the psion class. As an Insider,
however, you can start playing a psion today . . . eight
whole months before the book hits the shelves!

But we're not stopping with a single class: Over the
next several months, Insiders like you will see over
100 pages of debut content taken from Player’s Hand-
book 3. Next month it’s the githzerai race (including a
racial paragon path and several racial feats), and then
we're on to more class, race, and feat debuts until Feb-
ruary of 2010.

TM & © 2009 Wizards of the Coast LLC. All rights reserved.
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THE PPsiON

This article—and future debut articles—follow a
different format from those you're used to seeing on
DuNGEoNs & DraGoNs® Insider. Rather than simply
presenting entire sections of text verbatim, we've
blended book content with commentary from the
designers, developers, and editors who worked on it.
Think of these entries as the commentary tracks for
your debut content.

For this article, we have commentary from Player’s
Handbook 3 Lead Designer Mike Mearls, Player’s
Handbook 3 co-designer (and all-around psionic guru)
Bruce Cordell, Player’s Handbook 3 Lead Developer
Stephen Schubert, and Andy Collins, manager of
D&D® development and editing (and part of the
Player’s Handbook 3 development team).

Purely mechanical items, such as powers and
feats, appear only as list items accompanied by brief
descriptions and/or flavor text; the mechanics of
these items appear in the D&D Character Builder
and D&D Compendium.

Let us know what you think of this article, and
how we can make future debut articles more infor-
mative and entertaining by sending feedback to dnd-
insider@wizards.com.

PSION  ~—

“I can bend the desires of mortals and immortals to my

will.”

CLASS TRAITS

Role: Controller. You can mentally influence the
actions of your foes, and you can toss your enemies
around the battlefield with psionic force.

Power Source: Psionic. You direct psionic energy
from within your own mind, focusing that power
through meditation and contemplation. Your magic
works on the minds of others or manifests your will as

a physical force in the world. \6

Key Abilities: Intelligence, Charis\ad, Wisdom

Armor Proficiencies \tn

Weapon Profic@s; Simple melee, simple ranged
Implements@ ¥, staffs
Bonus @2y 1'%se: +2 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 4
Healing Surges per Day: 6 + Constitution modifier
Trained Skills: From the class skills list below, choose
four trained skills at 1st level.

Class Skills: Arcana (Int), Bluff (Cha), Diplomacy
(Cha), Dungeoneering (Wis), History (Int), Insight (Wis),
Intimidate (Cha), Perception (Wis)

Class Features: Discipline Focus, Psionic Augmenta-
tion, Ritual Casting

COMMENTARY

Andy Collins: The psion entered our discussion of
classes way back in the early days of 4th Edition design.
A theoretical “telepath” class shows up in an internal
document entitled “Building a Party” dated June 3,
2005—only a few weeks after concepting for the new
edition began—as an example of a potential controller.
We knew even then that the psionic power source was
unlikely to appear in the initial Player’s Handbook, but we
realized that we had to think early about where the game
was going after 2008.

Mike Mearls: This role decision was perhaps the easiest
part of the class’s design. The most traditional and iconic
manifestations of psionic powers in D&D and lore match
up perfectly with the controller role. Whether your psion
controls the minds of your foes—like the telepathic psion
detailed in this article—or psychically slides them around
as if they were toys (using the second build, which you'll
see in Player’s Handbook 3), you're acting exactly like a
controller.

Andy: While the psion is the second class we’'ve shown
that uses the psionic power source—the monk, appear-
ing in playtest form in Dragon #375, was the first—this is
the first class to embrace a key new mechanic shared by
most psionic classes slated to appear in the game: psionic
augmentation.

This system, described in more detail below, allows a
psion great flexibility in determining the precise effect
of his or her powers. This is a throwback to previous
editions of D&D, but the new system addresses the short-
comings of a purely point-based power system as you'll
see below.

Bruce Cordell: We wanted the psion to have class
skills that befit the class’s story concept as a practitioner
of esoteric skill and also demonstrate their talents of
discernment. These skills also complement the psion’s
primary ability scores.
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THE PPsiON

Psions are the quintessential manipulators of psionic
power. Psions unleash the potential locked within
every conscious mind, move objects with just a
thought, and assume command of even the least
desire of their foes. Psions manifest their secret
wishes when others can only dream about them.

You know the mental pathways that lead to amaz-
ing edifices of altered reality. You could be a brash
human youth flush with your mental ability’s first
flowering, a tattooed cenobite enrolled in a secret
psionic academy, a fey enchanter using ancient tech-
niques to beguile your foes, or perhaps a specially
trained inquisitor who has learned one secret too /
many.

A flare of mental energy warms you, the thoughts
of friends and foes glitter like stars all about you, and
your thoughts themselves are weapons half sheathed.
If a god can reshape the world and you can enthrall a
god, what does that make you?

PsioN CLASS FEATURES

Psions have the following class features.

/

DiscipLINE Focus

Psions focus their studies and meditations toward
perfecting or understanding a particular concept or
manifestation of psionic power. You choose a Disci-
pline Focus, one of which is presented here.

Telepathy Focus: You gain the powers distract
and send thoughts.

PsioNIC AUGMENTATION

Through discipline and careful study, you have
mastered a form of psionic magic that offers greater
versatility than other characters command. You know

COMMENTARY

Bruce: This class draws its primary inspiration from
the class of the same name that appeared in the 3rd

Edition DUNGEONS & DRAGONS gamg@n turn was

based on a mixture of real-world “CN\INC™alents and
fictional representations of peopl s\&h mental talents.
The previous version of th p@had six flavors (think
“builds”) of psionic pOW’ Yor Player’s Handbook 3,

we chose to focus onANsN\E2 two most iconic builds
of mental abilitieN TNe Mr¥, telepathy, debuts here;
\J®

the second W% cuses on force-based effects, will
appear i%e. 4 Handbook 3.

X

Andy: These two powers appear in the D&D Character
Builder. The first draws the attention of an enemy at a key
moment, while the second allows short-range telepathic
communication. (If you're thinking that the telepathic
psion makes a great addition to your stealthy strike team,
you'd be correct.)

Mike: We've found that, in play, the wizard’s cantrips are
a great way to get across the power he or she wields outside
of combat. Spells like mage hand are useful in a variety of
situations, and they really highlight that you're dealing
with a character who doesn’t just use arcane magic, he or
she commands it.

For the psion, we wanted to do something similar. Psions
don’t just use psionic magic in combat. They master a
number of subtle abilities used as part of their daily lives.
Some of these manifest as the Discipline Focus.

a broad array of at-will attack powers, each of which
is a channel through which you can pour as much

or as little psionic energy as you choose. You chan-
nel psionic energy into a reservoir of personal power,
represented in the game as power points, that you can
use to augment your at-will attack powers, replacing
the encounter attack powers that other characters use
and giving you greater flexibility in combat.

As a psion, you acquire and use powers in a slightly
different manner from other classes. You do not gain
encounter attack powers. Instead, you gain at-will
attack powers that can be augmented by spending
power points.

At-Will Attack Powers: At 1st level, you choose
two at-will attack powers and one daily attack power
from your class, but you don't start with any encoun-
ter attack powers from your class. You can instead
augment your psion at-will attack powers using power
points. These powers (and certain others, notably the
encounter attack power you gain from a psion para-
gon path) have the augmentable keyword, which is
defined in the sidebar on page 8.

You gain new psion at-will attack powers, instead
of new encounter attack powers, as you increase in
level. At 3rd level, you choose a new psion at-will
attack power. At 7th, 13th, 17th, 23rd, and 27th level,
you can replace one of your augmentable psion at-will
attack powers with another one of your level or lower.
The power you replace must have augmentations.

Power Points: You start with 2 power points. You
gain 2 additional power points at 3rd and 7th level, 1
additional power point at 13th level, and 2 additional
power points at 17th, 21st, 23rd, and 27th level. If
you gain power points from another source (such as
your paragon path), add them to your power point
pool. You can use your power points to augment any
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