Mental Master

 
	Mental masters are individuals who focus on expanding their minds to levels well beyond the norm.  They may be geniuses, wise men, or just someone who resonates with presence.  In addition to having superior mental attributes, mental masters tend to be very perceptive and resistant to attacks against the mind.  Mental masters who are spellcasters gain some extra benefits thus clerics, sorcerers, and wizards (and psions) are obvious candidates to become mental masters.  Bards, druids, and rogues (and psychic warriors) can also benefit by becoming mental masters.


 
 
	Requirements

Feats: Alertness, Iron Will
Skills(Ranks): Concentration(8), Knowledge[Any](4), Plus 4 ranks in any other two skills listed below

	Hit Die: 1d6

	Skill Points: 4 + Int modifier

	Class Skills

Alchemy (Int), Appraise (Int), Autohypnosis (Wis)*, Bluff (Cha), Concentration (Con), Craft (Int), Decipher Script (Int), Diplomacy (Cha), Disable Device (Int), Disguise (Cha), Forgery (Int), Gather Information (Cha), Heal (Wis), Innuendo (Wis), Intimidate (Cha), Intuit Direction (Wis), Knowledge [all skills, taken individually] (Int), Listen (Wis), Perform (Cha), Profession (Wis), Psicraft (Int)*, Remote View (Int)*, Scry (Int), Search (Int), Sense Motive (Wis), Speak Language (None), Spellcraft (Int), Spot (Wis), Use Magic Device (Cha), Use Psionic Device (Cha)*, Wilderness Lore (Wis)
 
* Described in the Psionics Handbook


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+0
	+2
	Mental Training, Caster Level Improvement

	2
	+1
	+0
	+0
	+3
	Mental Training, Bonus Spells (1)

	3
	+2
	+1
	+1
	+3
	Greater Perception

	4
	+3
	+1
	+1
	+4
	Greater Iron Will

	5
	+3
	+1
	+1
	+4
	Mental Training, Bonus Spells (2)

	6
	+4
	+2
	+2
	+5
	Mental Training, Bonus Spells (3)

	7
	+5
	+2
	+2
	+5
	Greater Knowledge, Skill Focus

	8
	+6
	+2
	+2
	+6
	Towering Iron Will

	9
	+6
	+3
	+3
	+6
	Mental Training, Bonus Spells (4)

	10
	+7
	+3
	+3
	+7
	Mental Training, Bonus Spells (5)


 
	Class Features

Weapon and Armor Proficiency: simple weapons, light armor
 
Mental Training - The mental master may increase one of his ability scores by 1.  He may only raise his Intelligence, Wisdom, or Charisma.  This is in addition the ability increases that the mental master normally gains every 4 levels.
 
Caster Level Improvement - If the mental master has levels in a spellcasting class (such as cleric or wizard) then the mental master’s level stacks with those of the spellcasting class to determine his caster level.  For example, a wizard 8/mental master 3 would have a caster level of 11 when he casts one of his wizard spells.  If the mental master has psionic abilities then his manifester level is affected in the same way.
 
Greater Perception - The mental master gains a +2 bonus to Innuendo, Intuit Direction, Listen, Remote View, Scry, Search, Sense Motive, and Spot checks.
 
Greater Iron Will - The mental master gains an additional +2 bonus to Will saving throws.  This stacks with bonus already gained from the Iron Will feat.
 
Greater Knowledge - The mental master gains a +1 bonus to all Knowledge checks.
 
Skill Focus - The mental master gains the Skill Focus feat for free.  The feat must be applied to one of the mental masters class skills.
 
Towering Iron Will - The mental master gains an additional +2 bonus to Will saving throws.  This stacks with the bonuses already gained from Iron Will and Greater Iron Will.
 
Bonus Spells - If the mental master has levels in a spellcasting class (such as cleric or wizard) then the mental master gains the listed number of bonus spell slots each day.  These spell slots can be used to cast spells from the mental master’s other spellcasting classes.  The spell’s level determines the number of spell slots it takes up.  For example, a 9th level mental master has 4 bonus spell slots that can be used for one 4th level spell, four 1st level spells, or any combination of spells that add up to 4 spell levels.  If the mental master has psionic abilities then he gains 2 additional power points.  If the mental master has both spellcaster abilities and psionic abilities then he must choose one or the other (one spell slot or 2 power points) each time this ability is gained.


