Ikon (Ikonian)

The Ikonian Order was an old mystic society of “knights” that wandered the world.  They are all but forgotten.  They where well respected during the time they lived.  They where the ones who kept the peace until they where betrayed.  They had a strict code of conduct.  This code was known as the Five Rings.

Hit die: d10

Alignment: Any Non-chaotic

Requirements:

Base attack: +5


Base power points/day: 5+ (not including bonus)


Skills: Concentration 8 ranks and Knowledge (Psionics): 4 ranks


Feats: Psionic Weapon, Mental Leap, Speed of Thought, Weapon Focus in the weapon that will be the Ikon's soul weapon

Skill points: 2 + Int modifier 

Skills:  Autohypnosis (Wis), Balance (Dex), Concentration (Con), Diplomacy (Cha), Heal (Wis), Jump (Str), Knowledge: Psionics (Int), Psicraft (Int), Ride (Dex), Sense Motive (Wis), Stabilize Self (Str), Spot (Wis) and Tumble (Dex).

Weapon and Armor Proficiencies: All simple and martial. 

	Level
	Attack 
	Fort
	Ref 
	Will 
	Power points 
	Powers Discovered
	Special

	1
	+1
	+1
	+0
	+1
	+3
	-/-/-/-
	Know Alignment, Smite Enemy 1/Day

	2
	+2
	+2
	+0
	+1
	+5
	-/-/-/-
	Aura of Courage

	3
	+3
	+2
	+1
	+2
	+5
	-/-/-/-
	Soul Weapon

	4
	+4
	+3
	+1
	+2
	+5
	1/-/-/-
	Smite Enemy 2/Day

	5
	+5
	+3
	+1
	+3
	+7
	2/-/-/-
	Close Mind 1/day

	6
	+6
	+4
	+2
	+3
	+7
	2/1/-/-
	

	7
	+7
	+4
	+2
	+4
	+7
	2/2/-/-
	Weapon Specialization: Soul Weapon

	8
	+8
	+5
	+2
	+4
	+9
	2/2/1/-
	Smite Enemy 3/Day

	9
	+9
	+5
	+3
	+5
	+9
	2/2/2/-
	

	10
	+10
	+6
	+3
	+5
	+9
	2/2/2/1
	Close Mind 2/day


Class Features:
Psioinc Powers (Su): As a Psychic Warrior.

Know Alignment (Su): at will, as a psionic-like effect

Smite Enemy (Su): Once per day, an Ikon can add his Charisma modifier to the attack roll, and his Ikon level to the damage

Aura of Courage (Su): The Ikon is immune to fear and all allies within 10 feet receive a +4 morale bonus to resist fear or fear like effects

Soul Weapon (Su): At third level, the Ikon can create a psionically powered weapon.  This weapon contains a Psicrystal that operates much like the Psion's psycrystal.  The Ikon must quest to find the crystal that will become a part of his weapon, and the nature of the quest will be related to the fragment of his personality that the psion imbues into the weapon.  To use a Soul Weapon’s powers the Ikon must have +2 more than the weapon.  If not he can only use powers up to his intelligence +2.  The weapon increases in power as the Ikon gains levels, as indicated by the table below.

Close Mind (Su): An Ikon can “turn off” his or her psionic powers a will.  This lasts for 30 minutes per level.  This renders him undetectable with psionics as well as gives him or her the non-psionic bonus in psionic combat.  Note this ability block commutation with the Soul Weapon.

	Ikon Level
	Soul Weapon Intelligence
	Special

	3
	6
	Sighted, Empathic Link, +1 enchantment bonus, store 1 power point

	4
	7
	Telepathic Link

	5
	8
	Self-propulsion, +2 enchantment bonus, store 3 power points

	6
	9
	Speak with other creatures

	7
	10
	Invisibility, +3 enchantment bonus

	8
	11
	Power Resistance, store 5 power points

	9
	12
	Sight Link, +4 enchantment bonus

	10
	13
	Channel Power, +5 enchantment bonus, Store 7 power points


Enchantment bonus: the soul weapon operates as a magical weapon.  At third level, it is equivalent to a +1 weapon, and progresses in power as indicated on the table.

Intelligence: The soul weapon is intelligent as indicated on the table.  Note that it's personality colors all empathic, telepathic, and verbal interaction.

Sighted: A soul weapon can telepathically sense its environment as well as a sighted, hearing creature.  Darkness (including supernatural darkness) is irrelevant, as are areas of supernatural silence, but it still can't discern invisible or ethereal creatures.  The soul weapon can "see" out to 40 feet.

Empathic Link: The Ikon has an empathic link with his soul weapon for a distance of up to one mile.  An Ikon cannot see using the weapons sighted ability, but CAN communicate empathically -- emotions only.

Telepathic Link: The Ikon has a telepathic link with his Soul weapon for a distance of one mile.  He still cannot see through his weapon, but it can relay the information it detects through a mental dialog.

Self-propulsion: If the Ikon expends one power point, the soul weapon is capable of self-propulsion.  This propulsion takes the form of a slow levitation.  The Ikon can boost this ability by expending an additional power point.  Each combat round the Ikon expends a power point, the soul weapon can act as a dancing weapon (fighting on its own, using the Ikon's base attack bonus).

Speak with other creatures: The soul weapon can communicate with any creature within 60 feet in any language the Ikon knows.

Invisibility: By expending a power point, the soul weapon can become undetectable by any normal, psionic, or magical means short of a wish or divine favor.  The Ikon must expend one power point per hour to keep the invisibility up, and any action that would cancel an invisibility spell, cancels this effect (and requires an additional power point expenditure to reactivate.)

Power Resistance: The soul weapons Power Resistance equals the Ikon's level plus 5.  To affect the soul weapon with a power, an enemy manifester must make a manifester check (1d20 + manifester's level) at least equal to the PR of the soul weapon.  Spell resistance equals Power resistance

Sight Link:  The Ikon can now sense through his Soul weapon, for a total period of one hour per day, at a range of up to one mile.

Channel Power: The Ikon can now channel any of his powers through the soul weapon, at a range of up to one mile.

See the Psicrystal personalities for personalities and special powers granted by the soul weapon.

