Craft Crystal Capacitor [item creation, psionic]





Prerequisites	9th Level Manifester.


Benefits	You can create a crystal capacitor that stores a number of power points equal to or less than your base power points for your highest manifester level.  The nature of power point storage, at least in conjunction with this feat, allows a maximum of 17 power points to be stored in a single crystal capacitor.  Moreover, a crystal capacitor’s maximum is always an odd number.  Note that during use, a crystal capacitor very often contains even numbers of power points, just not when fully charged.


		Crafting a crystal capacitor takes one day for each 1,000 gp in its base price.  The base price of a crystal capacitor is equal to the highest-level power it could manifest using all its stored power points, squared, multiplied by 1,000 gp.  To encode a crystal capacitor, you must spend 1/25 of this base price in XP and use up raw materials costing half this base price.





Craft Dorje [item creation, psionic]





Prerequisites	5th Level Manifester.


Benefits	You can create a dorje of any psionic power of 4th level or lower that you know.


		Crafting a dorje takes one day for each 1,000 gp in its base price.  The base price of a dorje is its manifester level multiplied by the power level multiplied by 750 gp (treat 0-level powers as one-half level).  To craft a dorje, you must spend 1/25 of this base price in XP and use up raw materials costing half of this base price.


		A newly created dorje has enough power points to manifest its primary power fifty times.


		Any dorje that stores powers with an XP cost also carries a commensurate cost.  In addition to the cost derived from the base cost, you must pay fifty times the XP cost.





Craft Psionic Arms and Armor [item creation, psionic]





Prerequisites	5th Level Manifester.


Benefits	You can create any psionic weapon, armor, or shield whose prerequisites you meet.  Enhancing a weapon, suit of armor, or shield takes one day for each 1,000 gp in the price of its psionic features.  To enhance a weapon, suit of armor, or shield, you must spend 1/25 of its features’ total price in XP and use up raw materials costing half of this total price.


		You can also mend a broken psionic weapon, suit of armor, or shield if it is one that you could make.  Doing so costs half the XP, half the raw materials, and half the time it would take to empower that item in the first place.


		The weapon, armor, or shield to be enhanced must be a masterwork item that you must provide. (Its cost is not included in the above cost.)





Craft Universal Item [item creation, psionic]





Prerequisites	3rd Level Manifester.


Benefits	You can create any miscellaneous psionic item whose prerequisites you meet.  Crafting a miscellaneous psionic item takes one day for each 1,000 gp in its price.  To empower a miscellaneous psionic item, the psionic character must spend 1/25 of the item’s price in XP and use up raw materials costing half of this price.


		You can also mend a broken universal item if it is one that you could make.  Doing so costs half the XP, half the raw materials, and half the time it would take to empower that item in the first place.


		Some universal items incur extra costs in materials components or XP as noted in their descriptions.  These costs are in addition to those derived from the item’s base price.  You must pay such a cost to create an item or mend a broken one.





Encode Stone [item creation, psionic]





Prerequisites	1st Level Manifester.


Benefits	You can create a power stone of any power that you know.  Encoding a power stone takes one day for each 1,000 gp in its base price.  The base price of a power stone is the level of the stored psionic power multiplied by its manifester level multiplied by 25 gp (treat a 0-level power as one-half level).  To encode a power stone, you must spend 1/25 of this base price in XP and use up raw materials costing half of this base price.


		Any power stone that stores a psionic power with an XP cost also carries a commensurate cost.  In addition to the costs derived from the base price, you must pay the XP when encoding the stone.





Scribe Tatoo [item creation, psionic]





Prerequisites	3rd Level Manifester.


Benefits	You can create a psionic tattoo of any psionic power of 3rd level or lower that you know and that targets a creature or creatures (see Special, below).  Scribing a psionic tattoo takes one day.  When you create a psionic tattoo, you set the manifester level.  The manifester level must be sufficient to manifest the power in question and no higher than your own level.  The base price of a psionic tattoo is its power level multiplied by its manifester level multiplied by 50 gp (inscribing a 0-level power costs 25 gp).  To scribe a tattoo, you must spend 1/25 of this base price in XP and use up raw materials (special inks, masterwork needles, and so on) costing half of this base price.


		When you create a psionic tattoo, you make any choices that you would normally make when manifesting the power.  When its wearer physically activates the tattoo, the wearer is the target of the power.


		Any psionic tattoo that stores a power with an XP cost also carries a commensurate cost.  In addition to the costs derived from the base price, you must pay the XP when creating the tattoo.


Special	All Psychometabolism powers are an exception to the target criteria, and may be scribed into a tattoo despite the fact that they are personal powers.





