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| ntroduction

The dea of psionics has evol ved
temendouby $ne its ntoducton in 1§
Edition asa 'sub-class’. In the days of 1st
Edttion i t was about as common to have a
character with psonics as it was to have a bard
int he party. Since 2nd Edition, the whole
thing has stayed the same, the chance of having
ac haracter with psionics still is the same
chanceof having abard in the party. Luckily
for all of us, b ards have become possible for
chaacesat 1st | evel and the psionicist
character cl ass was a so born, qui te a bit | ater |
admit. The psionicist opens up new doors of
possibility w ith their ability to penetrate any
magic resistance. These characters can quickly
make enemies of any mage foolish enough to
tangle with them. Like mages though, they are
week at lower levels.

One of the biggest problem with psionicistsis
tha thee wee no uvksl aid down for
psionicists or DM's alike to create new powers.
Theonly thing that wasgiven was a whole
book of powers. Luckily, most of the psionicist
supporters have enough brainsto use the given
powers as a guideline and make their own. To
make things easier, | have al so made up rules
for the psionicists e quival ent of 'researching'
| ke a mage researches spells. Since a
psionicists powers come within themselves and
not t he environment and the magic power it
povide, apsonicgtgoesa bout power
'research’ in a different manner. More on that
later in the netbook.

Thisismy first attempt at writing a netbook,
but w hen | f irst heard of t he
netpsinickandbook, | decided to get
involved and put in the dreamer kit | had tried
to submit to Dragon M agazine. (Bloody fools
said i t wastoo long!) But sincethen, the

peopé ¢ ompiling the net.psionics.handbook
have dropped off like proverbial flies. The first
lo$ i nterest, the second (and last) | ost net
access. | was ableto get something of the last
compiler before he lost net access. Hesaid he
would g et it back in the middle of September,
but | couldn'tw ait that long! Call me
impatient, or whatever you want, | have always
loved the psionicist class and use it most often
ina campaignif | can. The Complete
Psionicsts Handbook ( CPH) is the second
AD&D book that | have read cover to cover, no
bre&ks. T he first being The Manual of the
Planes ( Good job Jeff Grubb! | loved it!)
When the CPH first came out, the first thing |

didw as convert 2 monsters from 1st Edition.
The first being a unique creature, who al so
happensto be the creature | took as one of my
aliaes This creature, is of course, Charon,
The B oatman of The Lower Planes, M aster of
TheRiver Styx. (What can | say, when it
comest o my alias, | use the FULL title) |

found its o unfair that such a noble and
powerful psonicig w as left out of the CPH.
Thes e cond monster | converted was his
minions f ormerly called the Charonadaemon,
now cal led the Charonaloth i n accordance with
the renaming of the fiendsin T he Outer Planes
Monstous Conpendium U nfortunately, my
wolk w as in vain on the second, as it was
rekaed, f indly, as Marraenoloth in the
PlaneScape campaign.

After the bmae c ompilers of this book
dropped out of the picture, | began to compile it
myefl, in hopesof keging eveything |
receive asas ubmission for the book, and al so
to emove c onflicts between powers. One
conflict arose when | received the DreamField
power. This wasdirectly treading upon the
powersof a dreamer psionicist. Instead of
axing the power, as it was quite well done, |
addel a notei n to describe the interaction
between a dreamer and the use of this power,
thusavoiding a ny conflict (unlessthe poor
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psionicist using the power issilly enough to try
it on adreamer psionicigt, in which case, let the
conflict arise, it'll make it more fun! :-)

There iso nearea that isslightly different in
appoah. T he idea of magical items for a
psonidd. G enerally, these won't be magical,
and t hus will be missed by any treasure
huntes. H owever, some powers of t he
psonicig (Aura Sight and Obj ect Reading for
exanplé c an detect the psionic power of an
item. Some items will be created by the normal
menss pecified with the Empower power.
Others may be created by more arcane means.
For example, agem may contain the mind of a
long d ead psionicist and have his powers and
PSP. One of the new items | created from the
memoly of a dmla iten in anothergame
sysem ist he multiplier. T hese items will
increase t he PSP pool that a psionicist has to
draw f rom . How thisis doneisdiscussedin
it's description later in the netbook.

| appreciate all the support that | have gotten
in thisfrom everyone who has submitted stuff,
and justs o that everyone knows, NOTHING
wasr gected for this net book. | have hatred
for editors w ho believe themselves superior to
writes a nd axe their work just because they
didn't like it. Half of thejob of editing, in my
opinon, i sto compromise and arrive at a
solution that is mutually acceptable to both the
writer and the editor.

Y ou may notice that no entry i n this net book
has the authors name besde it. That is because
| find it too cumbersome to put the name beside
everything. If you do want to know who did
something in the n etbook, | wish | could tell
you, but the record | had of who did what has
since been k illed by severa moves and a hard
drive crash.

If you have something that would go good in
thenetbook, WHY DIDNTY OU SEND IT
TOM E BEFORE DAMMIT!I | posted
messages eveaal times asking for more stuff
fort he netbook! 1fyou madeit AFTER I

rel eased the netbook, then you have an excuse,
othawise tsk tsk! Anyways, if you do have
somehing prit, senditt ome, it will be
included in the next version.
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New Classes

Ascetic Characters

Allgnment NeutraJ Good

Ability Requirements:Wisdom 14, Constitution
12, Charisma 10

Prime Requisites: Wisdom, Constitution

RacesAllowed: An 'y N otsh uman but

Brahman is everything)
Patron Deity:  Brahman

One of the basic Vedic doctrinesis that in order
toachieve unity with the Brahman, it is
neesay tor elease worldly desires. I n
acodane with hisl ine of thought, many
people shunned worldly pleasures and devoted
thenslvest o meditation, hoping to achieve
some spiritual i ntuition that would allow them
to ] oin the Brahman. Often, they took their
efots t o the extreme, forsaking family,
friends, possessions, and even food. Although
such e fforts may seem peculiar to western
minds, i t must be noted that these “ ascetics’
abieve m any remarkable insights that
allowed them to perform seemingly i mpossible

! A variation from the class/kit described in Legends &

Lore™ p. 125.

featsand produce an incredible understanding
of the true nature of the world.

Playe c haracters who forsake their worldly
possessonsand d evote themselves to spiritual
enilghtementn ay become ascetics A
chaacerw ho wishes to become an ascetic
giveaway all of the trappings (such as
weapons took, nmagi@l omponens, dc.)
saving only the clothing on his or her back®.
The ascetic m ust meditate four hours per day,
cannot p ossess any item other than a begging
bowl and the clothing on his® back, and mug
deny himself all pleasures of the flesh (such as
eating fine food, drinking expensive wines, the
taking of a hot bath, etc.).

Remember, meditation isnot sleep. An ascetic
needst o sleep, as any creature, regardless of
the medi tation. The ascetic can lend items that
are necessaty t o perform i mportant tasks, but
they mug b e immediately returned or given
away, however, or the ascetic loses all benefits
of being an ascetic.

Inr eturn, the ascetic became a mul ticlass
priest/psgonids usng thebettero f each class
regadlesof the race. However, the ascetic
casts wizard spellsinstead of priest spells, and
gains new spellsasif he were a wizard of the
appopiate rank. Thiough his long hours of
spiiitual devotion, the character |earns more
and m ore about the true nature of the cosmos.
He can use this knowledge in much the same
way that wizards use their spells, except that he
never needs material components to cast a spell
and does not need to record the spells he knows
in aspell book. Instead, his daily meditation
serves to refresh these spells in much the same
way t hat a priest's daily prayer r estores his

these items must truly be given away, not merely
entrusted to another member of the party for safe-
keeping.

The text uses “he” but of course you can change to
she. Female ascetics are not strange since women are
part of Brahman too.
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powers. Generally, the ascetic choosesto learn
non-degructivespells and normally speciaize
in di vinations (Divination isthe only school of
magic an ascetic can be specialist).

An ascetic uses wizard THACO table and the
psonicig hit point progression. T he psionicist
clas progesson i sthe same as the norma
psonics and, as a psionicist, the primary
dicgalineo fan accticmuts be
Ps ynomaltocsl i mThe p riest cl ass
pogesioni s presented hereinafter, just to
summarize all changes. Brahman has no priest
int he normal sense, for he is usualy
worshipped through one of his manifestations
asanother god, but all ascetics may be
considered priests of Brahman.

Remember, an ascetic is not awizard. Brahman
isa very “different” god and he does not
directly grant any power. The ascetics are very
intelligenth umans w ho study hard preparing
his mi nd and body to understand the word, so,
theornginof his magic an powersis his
personal e nlightenment and knowl edge about
the nature of cosmos. “They know how things
works and h ow to manage the energies of the
nature to cast spells.”

As asceticsadvanae, t hey earn several other
benefits— and suffer one additional detriment.
First, each time an ascetic advances a level, he
logsa pont of Stengh becaiseofthe
physical deprivationsto which heis subjecting
himself (though he never fallsbelow a Strength
of 3). But he also gains a point to put into either
W sdom Condttubn or Charisma (his
choice). In thisway, an ascetic can raise any or
all of these abil ity scoresto a maximum of 20
(but never more). All the benefits of been an
ascetic are presented in the tables below.

Theu sage of the Reincarnation and Karma
points optional rulesis recommended. Y ou can
finditin Legend & Lore™ (pg. 126). A revised
setof rulesis presented in the end with some
notes about the Brahman as a Greater God.

Role-Playing notes

First, | do not add any anti-munchkin rule snce
thisis not the kind of character a munchkin will
like ( no +10 sword of godslayer, no ring of
etemal stoneskin, etc.). However, an ascetic
ca b every powerful. I recommend an
enforcement o n the role playing aspect. Here
some guidelines.
An agetic is an e xtremist pacifist (remember
Gandhi) and will do everything to avoid afight.
Asceticsm ust al ways avoid killing. His own
death is not enough reason to kill anyone. The
acdicwill only kill someone (an only in
defense of the others) if he consider that person
adistortion or a offense to the nature of the
Behman €.g.:a very evil and powerful
Deiféyr a n Undead or some N azi-like
genocide).
An ascetic will likely to choose pacific psionic
poves a nd spels. (See r ecommend and
forbidden powersb elow.) The ascetic strongly
beleve i n reincarnation, thus, he have no
afraid of the death. He will willing risk hisown
life to help the others or to preserve the nature.
The ascetic should help any creature in danger
and must respect everything “Everything is part
ofB rahman”. An ascetic will become an
adventuer to s earch knowledge or spiritual
enlightenment, to defend the nature or to help a
very important good cause.
The only thing that can be considered an enemy
of the asceticsis the undead. An undead state is
conddeed a great curse, s o, the ascetic must
hel p that poor soul (the undead).
Noble Creature:

“- Look!!! aVampire!!! Run!! Run!!”
The Ascetic:

“-N o! We must help him. Free his poor
soul.”

“-Give him, the freedom to a new
Reincarnation.”

“- Poor vampire...”
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Ascetic Progression Table

Cleic w ith mage spellsup to 20" | evel /
Psionicist up to 20" level.

1 0 1 20
2 1.500 2 20
3 3.000 3 20
4 6.000 4 19
5 13.000 5 19
6 27.500 6 19
7 55.000 7 18
8 110.000 8 18
9 225.500 9 18
10 450.000 10 17

11 675.000 10+2 17
12 900.000 10+4 17
13 1.125.000 10+6 16
14 1.350.000 10+8 16
15 1.575.000 10+10 16
16 1.800.000 10+12 15
17 2.025.000 10+14 15
18 2.250.000 10+16 15
19 2.475.000 10+18 14
20 2.700.000 10+20 14
21 3.000.000 10+22 14

OO OUIOORMRNRAMDNRRAEDRMDNWNNRE
ORIl OTA NRNW®WWRNRN NP

In the 2 0" level the ascetic can choose to start
an aagion tan$omaton ( as described in
Dragon K ings™) or continue as a psionicist.
For DM’ s that do not allow progression to 30"

Olo1 o111 o111 Ol RRDDOWOWWWDNDDN R

Avangion up to 30" level.

Priest Class (The psionicist class progresson i s
equal to normal psonicists)
Level Experience HD (d6) THACO 1 2 3 4 5 6 7 8 9 10

1

2

2 1

2 2

3 3

4 4 1

4 4 2

4 4 2 1
5 5 2 1
5 5 3 2
5 5 3 3
5 5 3 3
5 5 3 3
5 5 4 3
5 5 4 4

W wNhNDN -

4

N e

2

1
1

level an ascetic reach unity with Brahman at

21th (3.000.000 xp).
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Ascetic Saving Throws (Priests/Psionicist)

Paralyzation,

Poison, or Rod, Staff, or
Level Death Magic Wand
1-3 10 14
4-6 9 13
7-9 7 11
10-12 6 10
13-15 5 9
16-18 4 8
19+ 2 6
Psionics

Disciplines L earnable Order:
Ps ly ocan lesd,| mP s ychokiness,
C limenent, T elepathy, M etapsionic,
Psychoportive.

Recommen cedD evotions: A bsorb Di sease,
Cel A djustment, Lend Headth, Martial
T ance, M ind Over Body, L evitation,
Time/Space A nchor, | mmovability, Astral
Projection, Heightened Senses.

Recoman ed & ciencess T elekiness,
Compl ete Healing, Precognition.

Fobd@&nP soncP owers 0O snéga g,
Detonte, L ife Draining, Double Pain,
Death Field, ... Any very aggressive power
(DM discretion) and of course any “only
for evil” power.

Proficiencies

Borus E ndurance, Rejuvenation, Meditative
Focus and Mind Over Métter.

Reconmended Rdigion, S pellcraft, Ancient
History, Languages (Any)

Granted Powers
The ascetic gainsthe following powers. (Mogt
of powers are normal psonic powers)

Petrification, Breath

or Polymorph  Weapon Spell

13 16 15
12 15 14
10 13 12
9 12 11
8 11 10
7 10 9

5 8 7

Level Bonus& Granted Powers
1 Turn Undead. -1 Str/level, +1 Wis, Con
or Cha/level. (Max 20, Min 3)

2 2 bonus devotions (must be of the
recommended devotions list)
6 1 bonus science (must be of the

recommended sciences list)

12 Heal (Self only) (as afast Complete
Healing - 1/day)

13 Automatically learn anew spell:
Reincarnation

15 Ignore Death *

20 Do not physically age

25 Immune a non-magical damage (if not
avangion)

30 Reach unity with Brahman **

* Theagetc ha theability to continue
functioning nomally for 1d10 r ounds after
reaching O hit points. During thistime, any
manner of h ealing magic may be used to
restore the character to life by bringing his
hit points back to a postive value.

** Ascetic characters who attain the 30" level
havea cquired an understanding of t he
univeses o exact that they become one
with the Brahman and are thus retired from
play. A more worthy ornobleend for a
character is hard to imagine.
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Notes About Brahman

B mhnan isalso known as H iranyagarbha,
Praj gpati ( both used in the early Vedic Age),
and m any other names. Here, Hiranyagarbha
and Raapadtare used interchangeably.
Brahman i s the world spirit that enfolds all of
existence and the divine essence that i s hidden
in all beings, and of which all beings are a part.
Everything that exists—the gods, men, animals,
plants e ven rocks—is simply a manifestation
of the Brahman.

Accoding t o legend, in the beginning there
were only t he waters. From the waters was
formed a golden egg (Hiranyagarbha). Praj apati
was hatched from the egg, speaking the sounds
“bhur™ bhuvah,” and “svark,” thereby
foming the e arth, the air, and the sky.
Praj gpatV/ Brahman hase very power that any
god ormortal in the Indian mythos possesses,
for al | things are a part of him. I n histrue form,
Brahman hasa face on each side of his head.
Thee isalso a vacant spot on the top of his
head w here a fifth face was burned off by the
gaze of the god Siva.

Role-playing Notes. Though he sees and hears
all, Brahman is an aloof god and will involve
hinséfi n the affairs of men only when
exsenceitef (i.e.,, Brahman himsef) i s
threatened.

Brahman (Greater God)

Alignment: Neutral
Worship Alignment: any
Area of Control: everything
Symbol: four-faced head.

Brahman’s Avatar
(fighter, wizard, priest, rogue and psionicist 30)
Brahman’s avatar can take any form, but
most often appears as afour-armed, four-faced
man. He can call upon any sphere or school of
magicf or hisspells and he knows all psionic
sciencesand d evotions. In his four hands, he
carriesfour different weapons, each doing 1d10

damage: a scimitar, a dagger, a mace, and a
short sword.

Str:21  Dex:21 Con: 21
Int: 21 Wis: 21 Cha: 21
MV:20 SZ:any MR:50%
AC:-5 HD:30 HP:207
#AT:4 THACO: -1

Dmg: 1d10 (any weapon)+9

Special Att/Def: Brahman's avatar can only
be harmed b y magical spells or weapons. The
attacker al so suffers any damage or spell effect
inflicted u pon the avatar (because the attacker
Is part of the Brahman).

Duties of the Priesthood

Brahman hasn o priests i n the normal sense,
for heisusually worshipped through one of his
maniegaionsas another god. However, all
asdic s eeking true spiritual enlightenment
may b e considered priests of Brahman, so
anybody wishing to worship hi m directly must
beome a n ascetic. The requirements f or
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beoming a n ascetic are discussed in the
introduction to this section.

Notes About Siva

Sivais power incarnate, af ierce ascetic who
repatdly bingg he world to brink of
annhilaion by daacing nfire. He is the
negdive force oft he cosmos. A nything that
Sivat ouches is utterly annihilated and can
never be reconstructed, raised, or reincarnated.

Though determined to destroy all of existence
(al of Bmahman) Sva dos notconsder
himself evil. Heis merely attempting to return
everything to unity with the cosmic spirit. Heis
an i mpersonal god who seldom answers
prayers.

Priest of Siva are noted for their monthly fire
dance. After scouring the countryside in search
i fsacrifices (which includes everything from
fumiture t o living beings), the priests spend
several h ours dancing in huge bon-fire. They
end t he ceremony throwing everything they
collected into the fire.

| couldn’t find anything about an encounter
(B ehnan x Siva) but since Brahmanis
evithing (including Siva) maybe this
encounter never happens a nd Brahman avatar
has one burned face to include Siva as a part of
Him. Another possbility is to show the part of
Brahman tha Sivawere able to destroy (until
now).

O pioral R ule D harma, Karma, and
Reincar nation*

Indian society is founded upon the concepts
ofd harma, karma, and reincarnation. 1f you
widh t o incorporate these concepts i nto your
campaign, you may want to use the following
optional rules.

A PC’'sdharmais a combination of character
clas and alignment. In order to follow his

* Revised version of the rules found on Legend &

Lore™ p. 125-126.

dhama, a c haracter must behave according to
thealignment guidelines given in the Player's
Handbook™ Thest enets must be followed
stialy, or the c haracter will suffer a karma
pendty (seeb elow). For example, a Lawful
Good character who participated in the theft of
a magic sword would b e violating his dharma,
for h ewould be breaching his duty to respect
the laws of the land.

Inaddition to alignment, each class carries
with it c ertain dharmic duties. The duties for
thestandard A D&D character classes are
summa ze below b ut if your campaign
incorporates non-standard or highly specialized
chaacter types, you may have to define your
own dharmic duties:

Figher: Fghesmust always be brave,
neve allowing fear t o dictate their actions.
They must never hide from danger or flee while
afriend or aly fights on.

Range: T he requirements f or Rangers are
thesame as they are for Fighters, but rangers
mug also show reverence to nature, never
killing an animal or plant without reason.

Paladin: T he dharma of a paladinis also
mud the same ast hat of a fighter, but the
paladin m ust never tolerate evil. Further, the
pal adin must aways hel p the weak or poor and
be quick to give alms to beggars.

Wizard Wizadsm ust never passup an
obviousopportunity t o learn about the forces
that shape the world or the magi c with which it
Isinfused.

Specialist: Although basically the same as if
isfor wizards, the specialist gainsan additional
duty of t he DMsdevising that is related to his
or her field of study.

Priest: T he priest must devote himself to the
worship o f his god and must never al low an
insult to his faith to go unavenged. He must try
to r ecruit f ollowers f or his god w henever
posible. Beki cr eligions might place
additional demands on these characters.
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Druid: The druid character must act in away
thai s always complimentary to the natural
woidaround him. He must never harm or
destroy plants or animals without good reason.

Rogue Roguechalctes m ust attempt to
accrue wealth (usually for his own benefit, but
occasonally f or a cause or to help another).
The/ can neverl eave apotenial vicim or
inviting fortune untouched.

T het Thievehave the same dharma as
rogues but nustr ely on cunning, stealth,
trickery or something other than b rute force to
accomplish their goals whenever possble.

Bard A bard must serve to entertain and
enlighten. H e must pursue knowledge in the
form of tales and songs, not in the rigid manner
of awizard. He must pass up no chanceto tell
others of the wonders he has seen and the tales
he has heard.

If asituation occurs w hich pits the dharma
requirements of a character’s ali gnment against
those of his class, violating the requirements of
eitherisstill abreach of his dharma and results
in t he karma penalties outlined below. If a
multi- or dud class ¢ haracter has conflicting
dharma requirements, the same rule applies.

Reincarnation Table

2d6 roll

Karma points 2 3-5 6-8

0 slug table 1 table 2
3-5 table 1  table 2 table 3
6-10 table2  table 3 table 4
11-15 table 3  table 4 human
16-20 table 4  human human(1)
20 + human human(l) human(2)

Slug: The character is removed from play and
the player must roll up a new one.

T albes The c haracter new r eincarnation
should ber olled in the tables below. If the

Eachtime a character goes up a level, he
re@ive a point of karma. In addition, a
character w ho does a truly outstanding job of
roleplayng hisc haracter according to the
dharmar equirements, such as finding a clever
way t o meet the conflicting demands of
alignment and das dhama may receive an
additional point of karma (never more than one
per session). If a character significantly violates
hisd harma (such as a | awful good character
engaging i n theft), he loses a point of karma
(thereis no limit to the number of poi nts that
may be logt in thisway).

When areincarnation spell isused, the player
doesnot r oll up a new character. | nstead, he
consults the row matching his number of karma
points o n the reincarnation table below, then
rols 2 d6 to see what he comes back as
(ascetics modify their roll by +2)

Sometmea fter a character death he/she
should r eincarnate naturaly, but with no
memories of the previouslife and in any place
(can be very far from the start. In any plane, or
any world). This way the character will restart
as a baby, of course.

9-11 12

table 3 table 4
table 4 human
human human(1)
human(l) human(2)
human(2) human(3)
human(3) nirvana

chaacteri s reincarnated as a monster of the
type listed. Seerulesfor creating new PC races
int he Dungeon Master's G uide™. The
Intelligence, Wisdom, and Charisma of the old
chaacter are t ransferred to new one (making
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any n ecessary adjustments for race) and all
other scores are rerolled. Additionally, theDM
ma choo® t o give physical disabilities to
cheacésw i th bad karma, creativity is
encouraged.

Table 1 Table 2
00-05 Dog* Lizard Man
06-19 Kobold Orc
20-27  Troll Centaur
28-39  Goblin Bugbear
40-47  Yuan-ti Ogre Mage
48-59  Hobgoblin ~ Hobgoblin
60-68 Lizard Man  Gnoll
69-78  Bugbear Ogre
79-95 Orc Half-Orc
96-00 DM Choice DM Choice

* or any animal in the same level of
intelligence.

Table 3: Roll in the reincarnation spell
Table 4: Roll for any player character race

H uman T he player transfers his old
c hraects Intéigqece, Wbom, and
Charsna to hs nev daader Alother
attribute scores are rerolled. Character begins
atleve o nein the same classes) as the
previous character. | nany “Human” option the
DM may allowthe p layer to choose between
any player character race.

Hunanl) T he player transfers his old
Intelligence, Wisdom, and Charisma to the new
chaacterand rerolls al | other attributes. The
new chaacterr etains the old one’s cl ass(es),
but begins at 1d4 levels | ower than the previous
character.

Hunan2) T he player transfers all old
ability scoresto the new character, and begins
one levell ower in the previous character's
class(es).

Human(3): The player may add 1d4 points to
any single ability score of his old character (to
maximum 18), and then transfer all of the old
character s s cores to new character. The new
chaacter b egins at the same level as the old
one ad etansthe peviouschaactés
class(es).

Nirvana: The character achieves unity with
theB mhma and is retired from play. A
conpletly new character i s generated to
replacethe o Id one, but the new character
reeive + 1 modifier on all of itsabilities
SCOres.

When a reincarnation spell is used the new
body w ill appear having only vague memories
of his previous life. A Il karma points from the
pevous taaderare lost, and the new
character starts over at O karma. In any case, i f
a raie dealor similar spell is used on the
pagwius ltarcés b ody, both the
reincarnation and the old character dieand are
removed from play.

NPC Ascetic Example

AD&D 2nd Edition

Homwold A ny (Including Dark Sun.
Brahman isnot a“ normal god”. It is a
concept)

Rafiki “ The Ascetic”

16 level Ascetic (Priest/Psionicist)

Alignment: Neutral Good

Str:3  Int: 17 Con: 19

Dex: 3 Wis: 20 Cha 17

Weight: 48 kg Height: 1.68m
Age 48 Eyes Black Hair: None (Black)

De<cription: V ery thin and no hair. Skin like
bronze dressed with a white tunic.
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Wizard Spells 5/5/5/5/5/3/2/1 (+ bonus for
high wisdom: 2/2/1/1)

Psons 5 Dspling, 9 $encs, 24
Devotions, All Defense modes

Graned Powe s Tum U ndead, Hea (Self
only - 1/day), Ignore Death

Saving Thr ows. PP&DM: 4 RS& W: 8 P&P:
7 BW: 10 Spell: 9

P aifeiniseH ardness S ubconscious,
Hypnosis, Geography, H ealing, Endurance,
Reuvenation, M editative Focus, Herbalism,
Mind QrerM atter, Religion, Spellcraft,
Anciet Hdoy, Laguages (Eff, Dwaf,
Halfing) R ead/Writing (Common, EIf),
Somatic Conceal ment, Psionic Detection.

Eagprent A n empowered wood staff
(probably with a magic staff spell cast on it
and/or a semipermanent spell).

Hei s normally caring one (and only one)
empowered staff. This staff can be any of those
kinds listed bel ow. He makes his ow n staff and
sometimes hegivesit to any nobl e creature of
Brahman he meets who proves to be of wisdom
and good will. Later, he will make another staff
to himself. Any staff will have traces of his
own personality, this mean, pacifist, good, will
like to help and heal every creature.

Rafiki’s Staff of Healing
Alignment: NG PSPs: 40
Receptacle: 256 PSPs
Intelligence: 14 Ego: 10
Discipline: Psychometabolism
Sciences. Metamorphosis*, Regenerate
Devotons:C ell Adjustment, Mind Over
Body
Semipermanency: Detect Disease
* this staff can transform itself in any tool.

Rafiki’s Staff Against Undead
Alignment: NG PSPs: 36
Receptacle; 256 PSPs*
Intelligence: 15 Ego: 9

Discipline: Metapsionic

Sciences. Psychic Surgery

Devotons: W ent, Recptakte*, $as
Field

Sempem aency:P b eciton f rom Evil,
Detect Evil, Detect Undead

* this staff can fill its own receptacle.

Rafiki’s Utility Staff
Alignment: NG PSPs: 28
Receptacle: 256 PSPs
Intelligence: 15 Ego: 7
Discipline: Psychokinesis
Sciences: Telekinesis
Devotions: Inertial Barrier, L evitation
Semipermanency: Detect Magic

Rafiki’s Staff of Travel
Alignment: NG PSPs: 44
Receptacle: 256 PSPs
Intelligence: 16 Ego: 11
Discipline: Psychoportive
Sciences. Teleport
Devotns:T i ne/ Bae A nchor, A stra
Projetion, E thereal Traveler, Dimension
Door.
Semipermanency: Tongues

Rafiki’s Staff Against Evil Psionicists
Alignment: NG PSPs: 80
Receptacle: 256 PSPs
Intelligence: 16 Ego: 20
Discipline: Telepathic
Sciences. Psionic Blast, Tower of [ron Will
Devotons:Contat, O I nsinuation, Ego
Whip, Mind Blank,
Mentd B arrier, Thought Shield, Intellect
Fortress
Sempemaiency: D ded¢ Fsionics Detet
Evil

Psionics
218 PSPs
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Disciplines Psychometabolism, Psychoportive,
Metapsionic, Telepathy, Psychokinesis.

Scie @s T elekiness, Energy Contai nment,
Metnaqprhoss Regenat,e T eelpor
E moweS pilt Personaity, Psychic
Surgery, Psionic Blast

Devotions:

Psychometabolic (10). C ell Adjustment, L end
Heath, E nhanced Strength, Mind Over
Body, P hotosynthess, B i of eedback,
Heighaned S enses, Body Equi librium,
Chemica Simulation, Ectoplasmic Form

Psychokinetic(2): Inertial Barrier, L evitation.

Met@sonicd) R eceptacle, Wrench, Stasis
Field.

Psydopotiveg6): T ime/Space Anchor, A stral
Proj etton, E thereal T raveler, T eleport
Lock, Dimension Door, Teleport Trigger.

T éepthyy) H hsnuon, E go Whip,
Contact

Pr eferred Spells

Of course, he will memorize attack spells
when neesay but he will always pent, at
least, one dot in divination (“Any time istime
to mpave my knowledge about the
Brahman”), a nd he will not like to usekilling
spells. I include spellsfrom all levels, thus, you
can change the character to fit your campaign.

Cantrips Compass, Shoo, Polish, Shine, Sort,
Tie, W arm, Clean, Count, Protection from
Sun, Umbrella

1) AmouysE nlarge/Reduce, Detect M agic,
Detet Uhdea, Sleep, Shied, Chromatic
Orb, I dentify, Corpselight, Comprehend
L amguages C opy, Protection from Evil,
Gaze Reflection, Mount, Light

2) Wé, F orget, Continual Light, Strength,
Clo& f rom undead, Detect Evil D eath
Real] D e¢etl nvisibility, Detect Life,

5

Books: PHB, ToM, Dragons kings, Forgotten
Realms, Greyhawk...

HypnoticP atre , De tcet
Invisibility, Know alignment

3) Cliaroyans W izard Sight, Al amir's
fundaranth b e &down, D ispel M agic,
Hold U ndead, Hold Person, Ward Against
Undead, S pirit A rmour, Protection from
Evi, 10’ Radus, W raithform, Tongues,
Suggestion

4) Mwgian irror, L ocate creature, D etect
scrying, Nystul’s Lightburst Nystul’s Radian
Arch, Stoneskin, Fire Aura, Remove Curse,
Minor Spell T urning, Otiluke's Dispelling
Screen

5) Contat o ther plane, Fase vision, Hold
Monser, M agic Staff, Lower Resistance,
Dignisal, Feeblemnd, Advanced Illuson,
Invulnerability to Normal W eapons, Wall of
Force

6) Reincanaion, True Seeing, Legend Lore,
Im porveeH a ste, A nti-Magic S hell,
Contingency ( Stoneskin or Minor Gl obe),
Globe of Invuhenbiiy, Modekaina’s
Luabmtion, Revelation, | nvulnerability to
Magical Weapons

7) Ryrs Phne Tuth, &mpem aency,
Prismatic Spray, Spell Turning, Banishment,
Power Word: Stun, Sands of Time

8) Screen, Sunburst, Serten’s Spell Immunity,
Symbol, Wildzone

9) Wddér F oresight, M ordenkain e B
Digunction, Sellstrike C hain Conti ngency
(AntiMagic Shellor Spell Turning, Invul.
Magical Weapons)

10) Prolific Forestation

Background & Personality:

Rafki b ecame a traveler to search for
knowledge and spiritual e nlightenment. Them
he travel a lot trying to learn and achieve
spirual elightnmat and naybe, i n the
future, to reach unity with Brahman. Today, he
knows lotsof strange and different placesand
races. He can be a great source of i nformation
and will try to help any good creature.

fons,c
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Hew ill appear very poor (only an old man
without hair and with a poor tunic and a wood
staf) but he is very intelligent and have a
amazing wisdom.

He will n ot eat meat or any finefood. He
won't drink alcohol or even soft drinks. He will
fo bid himself any worldly pleasures. (“to
fage achieve unity with the Brahman, it is
necessary to release worldly desires.”) Please,
do not make him airritating fanatic vegetari an.
Of course, hemay eat meat if heisin a place
(ortime) when vegetarians do not exists. He
will n ot offend his hosts refusing everything.
Hemay eat anything but will always prefer
very smplef ood. Fruits, vegetables, water (at
natural temperatures, not cold), milk, are good
examples. He will always eat only afew and he
may pass some days without anything (fasting).

He will be celibate and chaste. He will prefer
tosleep in the floor (stone or wood) and will
spent al his spare time in meditation, at |east, 4
housp er day (but often much more).
Someimes, he will passdays or mouthsin
malitdion OMs s hould read the meditation
section in The Will and the Way accessory).

Rafiki will awaystalk with aca m and slow
voice. He will aways think before he actsand
when he acts he will show hiswisdom. He will
re getcp eople fath (“All Gods are
maiésaion®d f the Brahman, different
agpedsof the same thing’). He will try to
expdin hsp hilosophy and make people
understand the nature of the Brahman, but will
not of fend anybody and will not force anyone.
(“Behmani sthe end of all paths, some
creatures ¢ hoose different paths but sooner or
later they will reach Him”™)

Rafiki talking about his philosophy:

“To reach the unity with the Brahman...”

“Y ou must know the world.”

“Y ou must know how the world functions, how
the natural powers flows.”

“So,go0..., goin The Way of the Knowledge.
Try to understand the world...”

“And thiswouldn’t be enough.”

“You m ust know yourself and increase your
Will.”

“To increas your Will you m ust go on the
Way, The Way of the Unseen.”

“Every creature has the Will but only a few can
follow the Way”

“Tor each the unity with Brahman you must
walk in both ways...”

“You must walk in The Way of The Middle”

Role playing notes:

Rafiki isan e xtremist pacifist and will do
everything to avoid or prevent a fight. He must
aways avoid killing. He will only kill someone
(and only in defense of others) if he consider
this one adistortion or an offense to the nature
of the Brahman (e.g.: a very evil and powerful
Deiféyr a n Undead or some N azi-like
genocide).

Rafki $ongly béi@esi n reincamnation,
thus, he have no afraid of death. He will willing
risk hisown life to hel p others or to preserve
nature.

Rafiki w ill help any creature i n danger and
will regect everything, ‘ cause “Everything is
part of Brahman”, ashe will always repeats. He
should appear on an adventure as a knowledge
sourceor as a help in avery good cause. He
will alwaystry to defend the nature or to help
any good cause.

He may ask a PC to help him in asearch for
knowledge or to help the poor. Hemay give
his empowered staff to any character who helps
him in a good cause, but he will not likeif the
character asks for payment to help the poor. In
this case he may offer his staff but the staff will
do nothing for this character and will probably
be given without charges (0 PSPsor inthe end
of Semipermanency) - remember, heis neutral
good, not lawful good, so justice and goodness
are above law.
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Theo nly thing that can be considered an
enemy to him isthe undead. An undead stateis
conddered a great curse, so he must hel p that
poor soul (the undead).

Rafiki talking about an undead:

“We must help thi s poor creature. Free his poor
soul.”

“Gveh im, the freedom to a new
Reincarnation.”

“Poor vampire...”

Rafiki’s frequently used expressions.

“Everything is part of Brahman”

“Give peace a chance’

“Cam down, violence generates violence”

“Hei san” (*anything*) “but he is part of
Brahman too”

“Poor soul... We must pray now”

“Brahman blessus’ (or you, or him,...)

“Qoh! Poor creaur! PoorSoul! Trapped in
this sate... as an undead”

Rafiki, when referringt oavery evil person

or act:

“Thisg hing is a degenerated creature of
Brahman”

“Thisisadigortion to the nature of Brahman”

Rafiki, when h eisforced to kill a very evil

guy or to destroy an undead:

“Go! corrupted creature of Brahman. Go! and
restart again, maybe you will be better when
you come back, in your next reincarnation”
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TheHand’ s Assassin

| w asin doubt about this name “ The Hand”
since | 'm familiar with the Portuguese version
“Tentaulo”which mang entacle (and it
sounds better to me). | put the original name in
titleonly to avoid any confusion. From this
pointf orward | will use Tentacle. H owever,
thechamlctes (Elekta, P sylocke) are better
references.
Refrences: A ssassins from The Hand, an
organi zation created in Marvel comics.
Biblogaphy:E lektra - A ssassin®, Elekta
lives', Daredevil*, X-Men' 30-32 (Psylocke')
Waming:T his kit does not contain anti-
munchkin r ules, thus, use it carefully, read
thecomcsa nd try to create a similar
character. Thiskit is better asa NPC kit.

® © Marvel Entertainment Group, Inc.

Tentacle Assassin

Alignment: L av b IE vil, Neutrd

Evi (Chaoic G ood -

Renegade)

Ability Requirements: Steengh 1 0, Dexterity
13, I ntelligence 13,

Wisdom 13

Prime Requigites: Dexteity, | ntelligence,
Wisdom

Races Allowed: Human

Tentadei san organization of rental assassins
comandeé by the powful M adan.
Mandam i s the mysterious r uler of this
powerful organizaion and hisp owers are not
totally k nown. Nobody knows the persona
motivations of Mandarin but his organization is
famousfor its efficiency, efficacy and honor to
those w ho can afford it. Every agent obeys a
strictly code of honor (like the Ninjas) and they
can neverl| eave the organization alive. When
an agent r eaches high levels (20 or more), the
olgankzaton n ormally offers a management
job. Fromt his point forward she can deliver
msébsong o0 her subordinates, assuming
responsibilities for any fails.

If an agent doesn’'t fulfill a mission or triesto
abandon the oganizdion, fie is maked &
“renegade” and will be hunted to death. Once
killed, her body comes back to the organization
tob e an example or to be resurrected as a
mindless zombie with full abilities but without
ambitions or desires [Elektralives].

Anagent can become a rebel thanksto an
alignment change, thus, it is possible to find a
chaotic good agent but she probably won't live
to come upon anyone. There are some rumors
of a high level rebel (called Elektra) who was
able to survive all assassnation attempts, but, it
ISjust rumors.
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All agentsare reasonably independents and
are freet o performindividua tasks. However,
when amission is ordered i t must be executed.
Failure m eans death. Good performance in a
mission i s, sometimes, rewarded (with amagic
weapon or any kind of treasure) depending on
mission’s danger and efficacy on results.

The Mandarin has a permanent contact (made
with psionic surgery) with all agentsand he can
useit to locate or punish an agent, or give info
aboutimpotant missions. Some of the area
managers fromt he Hand are able to usethis
mehod ofc ontact to deliver missions to an
agent.

Theh onor of the Tentacle is well known
eveywhee. Ludky i s anyone the Tentacle
consde*” honored”, this mean, M andarin
hinséfconsdes tigp articular individual
(friendor foe) an equal. Thislucky individual
will n ever be molested by an agent and can
only bechalengéd wth theac omplae
ceemony a nd in adequate conditions ( no
special advantages). This grants, at least, afair
fight i n the organization point of view, of
course.

Every agent must look for a local area base
from tmeto t ime for physical and mental
taining. A |l bases are secret and only the
agentsknow h ow to find one. There are one
(and only one) local areabase in every big city
or capital.

Agentsalways | earn martial arts and how to
u<e o riental-like weapons (listed hereinafter).
They mug build oracquire their weapons on
local area bases. They can spend proficiency
slots withoutadditonal c harges, as fighters,
psionicists or rogues.

Below y ou will find a table resuming all
asasins’abilities and the progresson as a
theif mporvee T HACO, attacks/round
(AW#A ) T wo-weapon fight attacks/round
(2WH#AT )w ith sai, dagger or short swords,
natural a rmor cl ass, bonus psionic powers and
abilities n ormal backstab, experience and hit
die. Agentggy ains martial arts proficiency
free.,

Agentscan speidiz (ganing thebonus
listed bel ow) i n one weapon (normally katana)
or in one style of two-weapon fight (sai, dagger
o rs hort sword) s pending two weapon
pofcengslots f or each specidization.
Agentsstart 2 years older than normal due to
the extended martia training time.

Agentsm ust respect three restrictions: 1)
They can never use any kind of armor, or they
will not g ain any bonus and become unable to
use any special abilities. 2) The organizationis
moe i mportant than their lives, they must
fulfill all organization’s desires (no choice, no
negotaion, honoriseveaything) 3) Agens
cawnot attract attention to themselves, thus,
they cannot retains or exhibit weath and they
ca only h ave very few followers (1-3).
Tentad e ggentsare very powerful, thus, the
fewr estriction should be strongly used and
role-played very well.
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Progression Tables
Thief Class up to 30" level / Psionicist up to

30" level

Level Experience
1 0

2 1,250

s 2,500

4 5,000

5 10,000

6 20,500

7 40,000

8 70,000

9 110,500
10 160,000
11 220,000
12 440,000
13 660,000
14 880,000
15 1,100,000
16 1,320,000
17 1,540,000
18 1,760,000
19 1,980,000
20 2,200,000
21 2,500,000
22 2,800,000
23 3,150,000
24 3,500,000
25 3,900,000
26 4,300,000
27 4,750,000
28 5,200,000
29 5,700,000
30 6,200,000

* Save vs. Death of Die
** Savevs. Death at -2 or Die
*** Savevs. Death at -4 or Die

HD
(d6)
1

2
3
4
5
6
7
8

9

10
10+2
10+4
10+6
10+8
10+10
10+12
10+14
10+16
10+18
10+20
10+22
10+24
10+26
10+28
10+30
10+32
10+34
10+36
10+38
10+40

THACO IW#AT

20
19
19
18
18
17
16
16
15
15
14
13
13
12
11
11
10
10

OO ~N~N~J00 000000 WWOWOO

WrRrRPrRPRRPRPP
N

3/2
3/2
3/2
3/2
3/2
3/2
3/2

NDNDN N

5/2

Thief Class Progression Table

2WHAT

2(-2)
2(-2)

WWWWWWWWWWWWNNNNNNNNDNDN

AC Bkst.
10 x2
X2
X2
X2
X3
X3
X3
X3
x4
x4
X4
x4
x5
x5
x5
x5
x5
x5
x5
x5*
x5*
x5*
x5*
x5*
X5**
X5**
-2 xb**
-3 xb**
-3 xb**
_4 X5***
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Special Abilities

Level

L evel
1-4
5-8
9-12
13-16
17-20
21+

BonusPsi. Powers & Abilities
All Round Vision

Two Identical Weapons (hit-2)
Danger Sense
Switch Personality

Two ldentica Weapons

Astral Projection

Can use Wizard Scrollsand Items

The Hand’ s Empower Ceremony
Advanced Domination
Incite Berserker Rage
Raise Dead (Ceremony)
Mental Magic Resistance
Mandarin Level
Saving Throws

Par alyzation,

Poison, or Rod, Staff, or  Petrification,
Death Magic Wand or Polymorph
13 14 10
12 12 9
11 10 8
10 8 7
9 6 6
8 4 5

Breath
Weapon Spell
16 15
15 13
13 11
12 9
11 7
9 5
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Same as thief/psionicist

They recave d| thieving skillsasa norma
thief.

At the 20" | evel the psionicist progression
may be sopped. Onceingde the high cycles,
theagenti s able to learn the f orbidden
cremo@isR aise D e ad, A dvanced
Domindion és1 0" | evel pel — Dragons
Kings), Psychic Surgery, Incite Berserker Rage
(similar to Tensers Transformation - 1/day)
At 2 8" she develops Mental M agic Resistance
(70% + 1 0%/level above vs. mind affecting
magic).

Bonup sionic powers are | earned
aubmaitcHy r egardless of accessto the
repetivedi sipine. | f t he agent al ready
knows the p ower the power score is increased
by 2.

Tentade’s Empowe C eremony is a specid
form of e mpower and enchant an item. The
character can create weapons up to +3 usng the
same rulesfor enchant an item and during this
timet hey can empower the weapon with a +2
bonus to any necessary power score.

Order of Disciplines
Option 1 (Psylocke):

Thought Agent: T1 e fp a c
C ibe @entt i
Me ptosi, i

Ps yh 0 maebtcc| i
Ps lyok icp et
Psychoportive.
Option 2 (Elektra):

Executioner: Tl & h a c
Ps yh 0 maebtcac)| i
Me ptos, i
Ps lyok icp et
C ibe a@entt i
Psychoportive.

Recommended Sciences/Devotions

None Complete Psonics Handbook

(DM) Dragon Magazine #204

(DK) DragonsKings

(WW) The Will and The Way

Telepathic:

Reaommmded S ciences Bonding (DM),
Doming&on, H allucination (WW), M ass
Domitniao n, iMidd k , M dpey
Mindfa e WW, ®RPbe, Upeor
Invisbliy, Switch Personality, Ejection,
Tower of Iron Will

Remmmanded D evotions. A cceptance ( DK),
Amnesa (WW), Attraction, Aversion, Awe,
Conceal Thoughts, Contact, Daydream, Ego
Whip, ESP, Empathy, False Sensory | nput,
Id Insnuaion, ldenity P enetration, Inflict
Pain, Invisibility, Life D etection, Mind Bar,
Mind Thrust, Phobia Amplifi cation, Passive
Contat WW ,) P sychic M essenger,
Repugnance, Send T houghts, Post-Hypnotic
Suggeion, P sychic Cr ush, Psychic
Im psonteon, T elempathic Projection,
Truthear.

Clairsentient:

Recommended Sciences. Aura Sight

Recommended Devotions: Danger Sense, All-
Round Vison, Se S ound, Combat Mind,
Feel Light, Hear Light, See Ethereal (WW),
Sengtive to O bservation (WW), Watcher's
Ward (WW)

Psychometabolic:

R eccm meled S ciences D eath Fidd,
CompéteH alng, E nergy Containment,
Life Draining, Shadow-form.

Remmmaended D evotions. Accelerate (WW),
Biodedbac, A denaln Contal, Body
Contol, B ody Equilibrium, Cause Sleep
(WW, Catdll, D ouble Pain, Enhance
Strength, Graft Weapon, Heightened Senses,
Mind O ver Body, Immovability, Suspend
Animation, Strength of the Land (DK).

M etapsonic:

28 ¢ Net Psionics Handbook



Reommaeded S ciences. P sychic Surgery,
Aua Atrapbn, Split P ersonadlity,
Empower.

R eoan nméed D evotions. Cannibalize,
Cognitive Trance( WW), Iron Will (WW),
Fightng T rance, M agnify, Psionic Sense,
Splice, Psychic Blade (WW).

Psychokinesis:

R @om mded S ciences T elekiness,
Mi orkniess (D M P roject F orce
Telekinetic Flight (WW)

Reommaded D evotions: Ballistic At tack,
Contor IB ody, Deflect (WW), | nertia
Barrier, Levitation, M olecular Manipulation,
Static Discharge (WW).

Psychoportive:

Recommended Sciences. Probability Travel

Reommaded Devotons: A 4@l Rojedion,
Dimasonal B lade (WW), Time Shift,
Shadow Walk (WW)

Related Infor mation

VariousO riental weapons can be found in
PHBR1 (T he Complete Fi ghter's Handbook) on
pagell8, P HBR4 (The Complete Wizard's
Handbookp age 48, and PHBR10 (The
CompeteB ook of Humanoids) page 114.
Reproduang all of these here i s possible, but
will not be done for copyright reasons. If you
need them, asking on the net should get them,
and h as | ess chance of attracting the attention
of sharks.

In addition, the spell that ismention that is in
theD ragon Kings accessory will not be
int¢uded, asit also a copyright violation.
Anywgs, i tis a good accessory, especialy
consdeing howb adly done the rest of the
gameworldis.
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Cerebral Knight

The cerebral knights are a class of characters,
who t rain in both psionics and the art of
warfare. They believe that in order to become
master warrior (or knight) it isjust asimportant
train and di scipline the mind asit isto exercise
and develop the body. Infact, the two must
go h.and in hand, because the body and mind
are one, and must thus be trained together.

Anyonew hois eligibleto become a
psonidg, and has a strength and conditution
of at least 13, may become a cerebra knight.
Thustheability r equirements are: STR 13,
CON 13, INT 12, WIS 15. A cerebra knight
may NOT be multi-classed, and must be lawful
in alignment (thereisin fact avery strict ethos,
whichmust be followed at all times, see
bel ow).

Cerbral knightsadvaneas shown on the
table below. They get d8's for hit diceand are
allowed the fighter constitution bonus as well
asp ercentile strength. They may become
proficient with any weapon, and are allowed to
specializein a single one. They use the fighter
combat v alues and get mul tiple attacks just as
fightersd 0. They may use any magical item
allowed to e ither fighters or psionicigts, but
may never own more than 10 such items. In
addition, they have the same armor restrictions
asp sionicists do (or suffer the same
consequencesif the optional rules about heavy
armor are used).

Cerebral knightsdo not gain aces to the
metapsonic discipling but are free to choose
any of t he others. Unlike psionicists, they do
not gain defense modes automatically, but have
tol earn them (defense modes can always be
leamed, e ven if the cerebral knight does not
havea ccess to the telepathic discipline). In
order to| earn a psionic power, the psionicist
must spend psionic power slots. It costs 1 dot

Level Experience Hit Dice Psionic Power

Points (d8's) Disciplines Slots

1 0 1 1 4

2 3,000 2 1 6

3 6,000 3 1 8

4 12,000 4 2 10
5 25,000 5 2 12
6 50,000 6 2 13
7 100,000 7 2 14
8 200,000 8 2 15
9 400,000 9 3 16
10 700,000 10 3 17
11 1,000,000 10+2 3 18
12 1,300,000 10+4 3 19
13 1,600,000 10+6 3 20
14 1,900,000 10+8 4 21
15 2,200,000 10+10 4 22
16 2,500,000 10+12 4 23
17 2,800,000 10+14 4 24
18 3,100,000 10+16 4 25
19 3,400,000 10+18 5 26
20 3,700,000 10+20 5 27

tol earn a devotion, and two slotsto learn a
science (it ispemitted to save psionic power
slotsa nd spend them in the future). The
cerebral knight garts o ut with 10 PSP'sand at
every level (including first) rollsa d10 to see
how many additional PSP'sare gained. They
do get extra PSP's for high wisdom scores just
aspsionicistsdo. Thisissummarized below

WIS Score BonusPSP's

15 0
16 +1
17 +2
18 +3
19 +4
20 +5
21 +6
22 +7
23 +8
24 +9
25 +10
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A cerebral knight gartsout w ith 4 weapon
and 4 n on weapon proficiencies. New
proficiencies are gained every 3 levels. There
isa -3 penalty for using a weapon without
being proficient init. Non-weapon proficiency

Paralyzation, Rod, Petrification
Poison, or staff, or

Level Death Magic or Wand  Polymorph
1-2 14 16 13
34 13 15 12
5-6 12 14 11
7-8 10 12 10
9-10 9 11 8
11-12 8 10 7
13-14 6 9 6
15-16 5 8 5
17-18 4 6 3
19-20 3 5 2
21+ 2 4 2

Cerebral Knightsb elong to a very strict and
digiplined order. Loyalty to the order, and
strict adheencet o the code of conduct is of
paramount i mportance. T he code of conduct is
summarized below:

1) The Knight owes absolute loyalty to the
order and shall alwaysfollow its commandsto
the best of hig/her ability.

2) The Knight shall obey the commands of
highe orderknights. Highe orderknighs
shall not abuse thisfor personal gain.

3) The Knight shall alwaystreat other Knights
with r espect and courtesy. Fighting between
knigkt( other than for practice or
demonstration) must be avoided at all cost.

4) T he Knight shall never abuse his/her
abilitiesand training, as thisrefl ects badly upon
the order asawhole.

5) The Knight shal be diligent in his/her
training, and shall not look for training outside
the order, nor shall he/she offer to train others
(except as authorized by the order).

slotsm ay be spent on general, warrior or
psionicist proficiencies.

Ceebmnal knightsusethe f ollowing saving
throw table:

Breath
Weapon  Spell
17 15
16 14
15 13
13 12
12 10
11 9
9 8
8 7
7 6
5 5
4 4

Besides those powers already mentioned, the
cerebral k night gains the following as he/she
advancesin level.

4th Leve (Initiate)
-- +1toinitiative
--issurprised only onal or 2 (d10)

8th Level (Knight)

-- +1toinitiative

-- +1 to save vs mind affecting spells
--isonly surprissdonal

-- immuneto 1st level illusions

12th Level (Master)
-- +1toinitiative
-- +2 to save vs mind affecting spells
-- immuneto 2nd level illusions
-- +1 to hit and damage
-- isnever surprised
-- may open his/her own school and
train cerebral knights
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18th Level (Grand Master)

-- +2 toinitiative

-- immune to mind affecting spells
-- +2 to hit and damage

-- immuneto all diseases

All bonuses are cumulative

TheGreat Master is the overall head of the
order of cerebral knights. This officeis aways
conérred Drl ife onto the 'most w orthy
candidate' by a general assembly of all masters.
This'most worthy candi date' is not necessarily
thehighest | evel cerebral knight in the world,
in f act any master may occupy this position,
but t he Great Master has some authority over
(and responghility to) all other cerebral knights
(even those of higher level).
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Jedi
Jedi Class Description

Alignment: Any Lawful

Ability Requirements. Ste it g 1t 2 ,
C otnitsition 12,
Wisdom1 4, Charisma
13 (‘only for the good

side)
Prime Requisites: Stemlygt W dosn,
Charisma (good side)
Races Allowed: Any

Patron Deity: TheForce(Itisnot a
deity, | tis the natural

Force)

W aning: hisk it does not contain anti-
munchkin rules, thus, use it carefully, watch the
movie and try to create a similar character.

| will not explain what is a Jedi since, |
supposg i f you are reading this you had seen
the StarW ars Trilogy. However, for game
purposes a Jedi i salawful fighter that use his
own Will and his mental power to i ncrease his
abillites A mighty warrior w ho follow the
Way of the Unseen, who can reach his Will and
use The Force.

There are two kinds of Jedi, two sides of the
Force: g ood and evil. It ispossibleto be a
Lawful N eutral Jedi but he must choose one
side and hisalignment certainly, gradually be
twisted towards good or evil.

Change sidesis possible, but it means change
aignment. The most common changeis good
to evil, from the hard way to the easy way,
from the right side to the dark side.

Evil t o good changes are possible but very
rare and the evil Jedi will need help from a
good J edi that cares for him. The Evil Jedi,

pobabl, wil die after the change. They
destroy your ow n bodies and can't live without
the dark force.

A Jedi is a psychokineticigt, this mean, his
primary discipline is psychokiness. A Jedi
must learn Telekinesis ashisfirst science, and
mug f ollow the Jedi order when trailing the
Way. Asapsionicist a Jedi cannot wear armor
or hew ill suffer the penal ties described in the
complete psionics handbook.

Ordepo f D isciplines P sychokinetic,
Tdepdhic Clarsentiat, Metgsionic,
Psychometabolic, Psychoportive.

Evey Jedi master the secrets of the
Lightsber T his secret can only be passed
throw the Jedi M aster to his only follower and
only in the 9th levd. If any Jedi betray this
prinaplehe will be punied by his mager.
TheLightsaéberw ill have a weak ego at this
level and may not work in other hands. All
Jedis |eam h ow to make his own weapon, but
hisknowedgei s enough only to build that
particular weapon. The Jedi must providesal |l
thematern d s( metal, etc.) and the necessary
equipment Heu ses his mental powers in the
poceas (somehing similar t 0 empower or
molecularr earrangement), so, only Jedis can
reproduce this method and only J edis can uses
thiskind of weapon. A Jedi can only have one
weapon at atime. He can only make another if
the first was destroyed.

The punishment to betray a Jedi principleis
different ineach side or situation. A good
maerma get he taitorand ea® hs
knowledge with Psychic Surgery or M indwipe.
Int his case the traitor will forget everything
about Jedis and all levels and powers will be
lost. He wouldn't remember that he had been a
Jedi. In dark side betray means certain death
(or maybe worst).
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A dead Jedi (12th level or higher) may appear
to an young disciple or follower to teach him or
give some guidance.

A Jedi can try to master the High Science of
Psy tokiness( M egakinesis) after the 20th
level. (See: The Will and The Way)

A Jedi from the dark side go up on levels
more quickly (+50% in XP) but he loses a point
in comeliness (or charisma) per | evel. Loyalty
ismeadured b y the fear he can make on his
folbwes a nd henchmen (Jedi level in the
chaisna tablg. The evil Jedi sacrifice his
physical appearanceto go upin levels.

All E vil Jedi aredirect or indirect followers
of the Emperor. The Emperor i sthe master of
all evil Jedisand theruler of his own country
(pl met, city-state, solar system, gal axy or
anything theD M wishes). He is a very euvil,

Level Experience HD(d8) THACO Init.
1 0 1 20 -
2 2,000 2 19 -
3 4,000 3 18 -
4 8,000 4 17 -
5 16,000 5 16 -
6 32,000 6 15 -
7 64,000 7 14 +1
8 125,000 8 13 +1
9 250,500 9 12 +1
10 500,000 9+2 11 +1
11 750,000 9+5 10 +1
12 1,000,000 9+7 9 +1
13 1,250,000 9+10 8 +1
14 1,500,000 9+12 7 +2
15 1,750,000 9+15 6 +2
16 2,000,000 9+17 5 +2
17 2,250,000 9+20 4 +2
18 2,500,000 9+22 3 +2
19 2,750,000 9+25 2 +2
20 3,000,000 9+30 1 +3

ugly, c ruel and powerful Jedi (20th level
fighér 3 Oth level psionicist and maybe
something more that nobody knows).

The Empeorapparently do not grow older
(Who isableto know? With that ugly face
aging seems nothing). Some legends told that
he h as more than 800 years. Onethingis
catanly his al ways was the Emperor and
nobody remember when another. He is know
astheE mperor and nobody knows his real
nare ( "if t hat ugly, repulsve, hideous,
revolting, #$%@@ had a name it will not make
any difference").

Jedi Progresson Table

Fighter up to 20th level / P sionicist up to 30th
level

Jedi Fighter Class & Powers Progression Table

Damage AC W.Eq. #AT

- 1
- - - 1
- - - 1
+1 - - 1
+1 -1 +1 1
+1 -1 +1 3/2
+1 -1 +1 3/2
+1 -1 +1 3/2
+2 -2 +2 3/2
+2 -2 +2 3/2
+2 -2 +2 3/2
+2 -2 +2 2
+2 -2 +3 2
+2 -2 +3 2
+3 -3 +3 2
+3 -3 +3 2
+3 -3 +4 2
+3 -3 +4 2
+3 -3 +4 2
+4 -4 +4 5/2
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Thep sionicist progression is the same as the
noma pgonidd. Forget psonicig hit points,
this table include everything, except XP.

Init.: Initiative bonus
Damage: Damage bonus
AC: Armor Class bonus

W.EQ.: ist he Weapon Equivalence of the
lightsaberu se it when deciding what
kindof creaturesit can hit. (e.g. at 9
level t helightsaber i sable to hit any
creature damaged only by +2 or better
weapon to hit.)

#AT:  Number of attacks per round

TheLighdshe Jedi's Weapon Powers
Progression)

Level

1) Theweapon isequivaent to a bastard
sword, The Jedi knight must useit two
handel to g et full bonus, half bonus
(rounded down) if used one handed. No
bonusw ith any other weapon (This
intude Alo f them AC, Damage,
Initiative, ...).

5) The weapon radiate a dim light and al ways
appears to be clean and shining.

9) Atthislevel the Jedi gains accessto all
secetsabout he c onstruction of the
Lightsaber. After one week of training
he c an construct his f irst true
Lightsaber. T heweapon will radiate an
intense light, can reduce it's size and it
iscompamble to a +2 weapon. The
weapon i ntelligence at this level is 6,
with ego equal to 2.

12) Theweapon intelligence increaseto 8 and
ego to 6.

15)T he weapon has the abilities of a
Shapnes. (It isasharpnessin all
game aspects) The intelligence i ncrease
to 12 with an ego equal to 10.

17) The weapon intelligence is equal to the Jedi
with an ego equal to 20.

20)F ighter Level Limit. Use psionicists
pogesionthrow 30th |evel from
Dragon Kings (Dark Sun Accessory).

Jedi Saving Throws (Fighter/Psionicist)

Level PP&DM RSW P&P BW Spell

1-2 13 15 10 16 15
34 13 15 10 16 15
5-6 11 13 9 13 14
7-8 10 12 9 12 13
9-10 8 10 8 9 11
11-12 7 9 8 8 10
13-14 5 7 6 5 8
15-16 4 6 5 4 7
17+ 3 5 4 4 6

Jedi's Recommended Psionic PowersList

Ordeo f D isciplines P sychokinetic,
Tdepahig Clarsentiant, Metgsbnic,
Psychometabolic, Psychoportive.

Compl ete Psonics Handbook = None
The Will and The Way = (WW)
Dragon Magazine #204 = (DM #204)
Dragon Kings - Hardcover = (DK)

Psychokinesis:

Remmmaeanded Sciences. T elekines's, Project
Foce, Mwomkiness DM #204),
Telekinetic Flight (WW)

Reommaeded D evotions: Ballistic At tack,
Delfet ( WW), | nertial B ar rier,
Magnetze (WW) M ass M anipulation
(W W M olecular M anipulation,
Molecular Bonding ( WW), M omentum
Theft (WW), Return Flight (DK), Static
Discharge (WW)

Net Psionics Handbook « 35




Telepathy

R e@aen maed S ciences D omination,
Mindlink, Probe, Bonding (DM #204)

Reommaeaded D evotions: Amnesia (WW),
Attacton, A we, Concea Thoughts,
Contact, D aydream, Empathy, |dentity
Pe nra @ni, | nvincibl e F oes,
Invishbility, L ife Detection, Mind Bar,
My séroudl raveler ( DK), Passive
Concta WW,)
Suggesion, P sychic M essenger, Send
Thoughs, Sight Link, Suppress Fear
(W W T el empathic P r ojection,
Truthear

Clairsentience

R eocm mmded S ciences A ura S ight,
Precogntion, Detecton ( WW), Spirit
Lore (WW)

Reammmended Devotions: A |1-Round Vision,
CombaM ind, Danger Sense, Feel
Light, Hear Light, Know Course (WW),
Know L ocation, Know D irection,
Predegtination (DK), Radial Navigation,
Sad P ath (WW), Senstive to
Obsevaton WW)W atcher's Ward
(WwW)

M etapsionic

Reommaeaded S ciences. A ppraise, Psychic
Surgery, Split Personality,

R eoan nm@ed D evotions. Cannibalize,
Cognitive T rance (WW), Convergence,
Fighmg Tane ( WW), Iron Will
(W W, M artiad Trance, Probability
Manipuaton ( WW), Psionic Sense,
Retrospection, Splice

Psychometabolism

Recommended Devotions: Adrenalin Contiol,
Bieddblkec B ody Equilibrium,
C afal,lE nhanced Strength, Gr aft
W apon, lighened S enses, M ind

® sHty pnot

Over Body, Strength of the Land (DK),
Suspend Animation

Psychoportation

Reommeded Devotons: A 4@l Rojedion,
Dimesion B lade (WW), Time/Space
Anchor

For bidden Sciences (good sde only)

Detonte, C reate Obj ect, Di sintegrate,
Anirta ffinity, Death Field,
Metamormphos s Life Draining, Regenerate
(WW), S hadow-form, Poison Simulation
W W Mndfae( WW), Switch
Personality, Tdepott, T ime Travel (WW),
W amhole ( WW), Summon Planar
Cedue, B anishment, Ultrablast (WW),
Ps yhci ¢ Qohe, V ader's S uffocate,
Emperor'sLightning bolts, and, of course,
al "only for evil" powers.

* The DM can forbid any science or devotion
that he thinks "do not fit". (I recommend you to
get most of the recommended powers).

Jedi's Empowered Items

A Jedi may try to empower hisli ghtsaber with
anotherintreging powes. Thiscan meke
very i nteresting results. Here, | list some Jedi
[tems.
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- Luke's Special Lightsaber
Alignment: LG PSPs: 44
Receptacle: 256 PSPs
Intelligence: 16  Ego: 20
Discipline: Psychokinesis
Sciences T elekinetic Flight (I can go
anywhere)
Devotions: Static Dischage, (+ shock)
Retun Fight, ( go and back)
Inetial Baria, ( stop missiles)
MolealarM anipulation,(create
the breakpoint and cut anything)
Compet (I c an make me
smaller)

- Y odd's Protection Robe
Alignment: LG PSPs: 52
Receptacle: 500 PSPs
Intelligence: 18 Ego: 13
Discipline: Psychokinetic
Sciences T elekinetic Barrier (Wall of
Force)
Devotins:D déletc, fop ataks)
Inetial Baria, ( stop missiles)
M olecular Bondi ng, (auto fixing
robe)D eflection (better A C)
Levitate Others (M aster go up)

- Vader's Evil Lightsaber
Alignment: LE PSPs: 72
Receptacle: 400 PSPs
Intelligence: 17 Ego: 20
Discipline: Psychometabolic
SciacesE nergy Containment, Life
Draining
Devotons: G |aft W eapon, Enhanced
Strength, S trength of the Land,
Adenal C ontrol, Aging
(Damge + Aging), Cell
Adjustment.

- Emperor's Empowered Rod
Alignment: LE PSPs: 116
Receptacle: 600 PSPs
Intelligence: 18 Ego: 29

PSPs
Discipline: Metapsonic

Scieces A ppraise, Suppress M agic,
AuraAlteration (I am LG)

Devotbns:R eceptacle*, Convergence
(I and my master against you),
lron W ill, P robability
Manipuaton, Mati& T rance,
Psonic S ense, Stasis Field,
Magniy, P sionic V ampirism,
Psychic Blade (I can fight too).

* this staff can fill his own receptacle.

+ Ruby: 2 00
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Psionicist Specialists

Specialist Barred Disciplines  Ability Requirements
Clairsentientist Psychometabolism CON 11
Psychokiness INT 15 *#
WIS 16
Psychokinet Clairsentience DEX 12*
Telepathy CON 11
INT 15
WIS 15
Psychometabolist Clairsentience STR11*
Psychoportation CON 16
INT 12
WIS 15
Psychoportant  Psychometabolism CON 15*#
Telepathy INT 13
WIS 15
Telepathist Psychokinesis CON 11
Psychoportation INT 12
WIS 16
CHR 14*

* This ability modifiesthe Psionicigt’'s inherent
potentid | ike INT and CON (usetable 5 of
PHBR5). The DM may rule, that this modi fier
may be used every time a character advances a
new| evel (in addition to the modifier of the
WIS-score).

Example: Clara, a Telepathistin, hasa W IS of
17,aCON of 16, an INT of 12, and a CHR of
16. H erinherent potential is 26 (24 pointsfor
her WIS-score, +1 for her CON-score, and +1
forher CHR-score). If she advances to a new
level, the DM may rule that she gains 13 PSPs
(10 base, +2 for her WIS, +1 for her CHR).

# Qovioust here is a disadvantage f or the
Clarsentientistand t he Psychoportant. T hese
Specilists a dd DOUBLE their modifier for
INT/CON to theri nherent potential. They
poced | ike any other S peciaist when
advancing to anew level.

Exanple T homas, a Psychoportant, has a
WIS of 17,aCON of 16, andan INT of 13. He

has an i nherent potential of 26 (24 for WIS, 2*
+1f or his CON, nothing for his INT). He
advanceso nelevel and his DM gives him 13
additiond PSPs (10 base, +2 for WIS, +1 for
CON).
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Opposition Disciplines CS: Clairsentience
PK: Psychokinesis

Primary Discipline <--> Barred Disciplines PM: Psychometabolism
PP: Psychoportation
TP: Telepath
i

Metasionicsare not opposed by any other
Di sipine, s 0 every Specidigs may learn

PP TP powers from this Discipline without restrictions
(at sufficient level).

Specilstsgain a +1 bonus to their Power

Scoresf or powers of their chosen Discipline

(also their Primary Discipline), but they suffer

a-1 penalty for powers of each other Discipline
(exept M P), and they must not |earn any
power of their barren Disciplines.
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Specialist Power Progresson

Total Total Total Defense
Level Disciplines Sciences Devotions Modes
1 1 1 4 1
2 1 2 6 1
g 1 2 8 2
4 1 3 10 2
5 2 3 12 3
6 2 4 13 3
7 2 5 14 4
8 2 5 16 4
9 2 6 17 5
10 3 6 18 5
11 3 7 19 5
12 3 8 20 5
13 3 8 22 5
14 3 9 23 5
15 4 9 24 5
16 4 10 25 5
17 4 11 26 5
18 4 11 28 5
19 4 12 29 5
20 4 12 30 5
21 4 14 32 5
22 4 16 35 5
23 4 19 40 5
24 4 21 45 5
25 4 23 50 5
26 4 26 55 5
27 4 28 60 5
28 4 30 65 5
29 4 33 70 5
30 4 35 80 5

Herei sa short characterization of the various
Specidists:

Clairsentientist:

He beharesal ittle like a Diviner, al ways
curious of w hat is ahead or behind him (or in
futue and in he pas) With &csesto
Tdepahy and Psychoportation, he may travel
in gace and time to learn and even may read
the thoughts of other p eople. He does not care

too m uch for the matter i tself and what Y ou
candow ithit, nor for the powers within his
body (ho accest o PK, PM) but for learning
and knowledge instead.

Psychokinet:

He b ehaves like a playing child, animating
everything, probing the materials and changing
them. He w ould be content to have a piece of
meal c hanging it in form, animating it,
moving the molecular structure, and just trying
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what i s possible to do withit. He would move
the piece by will, teleporting it and studying if
the structure has changed. He is not interested
in the thoughts and memories of living subjects
(noaccess to Telepathy and Clairsentience),
but w hat he can do with them instead. He
would experiment with the matter of his body
| ike h e had experimented with the piece of
metal .

Psychometabolist:

TheP sychometabolist i s interested in the
union b etween body and mind. What can Y ou
do with Yourbody, what @an Yourmind
change on Yourbody. H e is not so curious
aboutf ar away surroundings but in his
environmentN OW and HERE (no access to
Clasentenceand P sychoportation). He is
content with changing and p robing his body
like theP sychokinet is changing and probing
his surrounding matter.

Psychoportant:

The Pg/chopotant i sn't really there - he is
everywhere, jumping in time and space. He has
no use of Psychokinesis: going there and doing
it himeelf. If Y ou need a shovel: jump home
and fetchit. He usesthe Clairsentience to see
where to go bef ore goi ng there and he uses the
Psydhometbolismto a dopt his body to any
new environment he jumped to.

Telepathist:

Helivesin his mind. Hismain interests are his
thoughts and what Y ou can do with them (or
how to get other people doing it). He is not so
indese in tavelng physialy - just
mentally. H elivesin an home (his body) and
often goes traveling by visiting other 'homes -
contcing o ther mind, seeing through other
eyes, hearing through other ears. He has no use
for Psychokinessand Psychopottaion. Just a
thoughtand Y ou get far away (in mind) and

why t o change and animate matter? Mind is
ruling!
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New Psionicigt Kits

Amazon

Degripton: The description of amazons
here ist he same as in PHBR1, PHBR3, and
PHBR4. There are no special requirementsto
satisfy in tems ofability scores. The only
requiemaet i s that the character must be
female.

Role: A mazon psionicists enjoy high respect
in Amazon society for their strong discipline of
mind a nd body, and the considerable power
theywield. They are particularly prized as
m&es o f psionic weapons via Empower.
Their rolein A mazon society and outside it is
very m uch the same as the Amazon Sorceress
described in PHBR4. One other point is that
Amapn psonicss ae alvgs!| awful in
alignment m uch as the Ascetic Warrior (see
Dragon #191 fora description of the Ascetic
Warrior kit) because of the rigid discipline they
subject themselves to.

Peéred Disipme: A n Amazon
psionicis takes her first di scipline from either
Tl e@lpya P sy c hokiness, or
Psy tilometbolsmb ecause of the offensive
powesi n those disciplines. As a second
dicipline shem ay choose from any of the
oneslisted as acceptable for a first discipline,
or from Metapsionics. After that, she isfreeto
choose as she wants.

Recommended D evotions: Control Body,
Inertial Barrier, Molecular A gitation, Adrenalin
Contol, Biokealback, Body Weapony, Cédl
Adjustment, Displacement, Enhanced Strength,
Flesh Armor, Graft W eapon, Mind Over Body,
Shae Strength, all telepathic attack modes,
InvingebleFoes, Lie Detecton, Mnd Bar
Martial Trance, and Combat Mind.

Recommen @ dS ciencess T dekieiss
Detonte, Pojet F orce, Anima A ffinity,

Domintaon, E jection, Mindwipe, Psionic
Blast, Empower.

Barred Disciplines. None.

Secondary Skills: Required: Groom.

Weampn Proficiendes Required: None.
Recmmmended: Spear, Long Bow (normally
psionicists cannot use long bows, but amazons
are exempt from this).

No navaq@ rP roficiencies Bonus
Proficiencies Riding (Land-Based), Animal
Training, M editative Focus. Recommended:
(General) A nimal Handling, (Warrior) Animal
L oe, A moer B owyer/Fletcher, Hunting,
Running, S urvival, Tracking, (Psionicist)
Harness Subconscious, Rejuvenation.

Eqprent A mazon psionicists m ay
puchaea rmor m ade of padded |leather,
studded | eather, or hide. In addition, they may
ue asmall shield. In weapons, they are
limited to the following: short bow, hand axe,
thowng a xe, long bow, spear, and short
sword.

SpeialBeris: Amaman psonicas
receiveall the specia benefits described for
amazonsin PHBR1, PHBR3, and PHBRA4. In
addtion, similar to the benefit received in
mdee an Amazon psionicist, receivesa +1
bonus to her power checksin the first round of
tdepahicc ombat against any male opponent
from amale-dominated society who has never
encountered an amazon before, or someone like
her Hew ill underestimate her, and be
"sloppy"in hisattack and defense. This only
applesg o the first round of ¢ ombat.
Theeater, t he battle proceedsin a normal
fashion.

Special Hindrances. An Amazon psonicist
suffers all the hindrances described in PHBR1,
PHBR3, and PHBR4 for amazons of other
classes.

Wealth Options. 3d4 x 10 gp

Races Same restrictionsand allowances as
thoe made in PHBR1, PHBR3, and PHBRA4.
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Only h umans commonly take this kit though
because of the low level limits on other races.

Ambassador

Desrpton: A mbassadors are politica
psonicigswho p erform a variety of functions
fora s overeign including negotiations and
detaation wh other nations. A s wdll,
ambassadors may function asp olitical spiesor
even, i f such arole is needed, the one calling
the shots when dealing with aforeign country.
Theminimum requirements are Charisma and
Intelligence of at least 14.

Role: A mbassadors are used mostly in
communi@ton wih othe e mpires, and as
such, are not proneto adventuring. Unless the
adventure has a political nature, thiskit would
be dmog usxles. Ambasadoss are usudly
ued brnegotiating treaties and making
delkaationd o other countries M ost
ambassadors will be n obles of some sort and
will usudly h ave some sort of connections
within t he government. Because a psionicist
hasaaesto m any powers that are not
detectable to magical means, they can do many
things that a normal human c ould not. Inrare
instances, an ambassador may even be used to
t eeptdhizlyt c ontrol another leader or
manipulae t hemin treaty negotiations. This
soit ofaction would not normaly be taken
becaus if it ever were discovered, the next
thing the ambassador would most likely do is
announce a d eclaration of war. Also, because
many oft he powers of a psionicist are not
restri cted by common magical means, they can
get away w ith things not normally done. For
example, an ambassador psi onicist could enter
acastle that is protected from entry vi ateleport
spels. Thiswould albw a ambasdor
psionicist to get more unique and difficult j obs
done.

Preferred Disciplines: For obvious reasons,
the first discipline a psionic ambassador would
takeis Telepathy. However, depending on the
sovereign, Psychoportive powers may be taken
first. Clairsentient powerswould probably also
be a good second or third choice
Psychometabolic might be taken | ater, if more
miitant opeatbns are needed, or just for
smel potetan. Psychokinetic and
Metapsionic disciplines woul d most likely not
be taken till much later, if at al.

Recommended Powers. The powers chosen
willd epend most likely on the type of
anmbasalorcreated. Some good disciplines
would b e ESP, and Truth Ear. As wéll,
Dimension Door and other such qui ck methods
of traveling would be recommended. If spying
missonsare al i n the ambassadors' profile,
then some of the Clairsentient powers like
Clawoyane and Céiaudiene w ould be
invduabe. As weéel, Aura Sight would be
uell indetermining how one should act
around the |leader.

Barred Disciplines. None.

Secondary Skills: Required: Scribe.

Weapn Proficiendes Required: None
Reaeammmeded: D agger (it is small,
concealable, and least likely to be confi scated)

No nevag rP roficiencies Bonus
Proficiencies Etiquete, H eraldry. Required:
Reding/Wtng. Recommendd: Lol
History, Modern Languages, Reading Lips.

Equipment: M ost of the equipment of the
ambassador will be expensive clothing, perhaps
giftsfor a foreign | eader (usually provided by
theambassadorss overeign) scrolls, ink, and
other itemsthat woul d be used in negotiations
ortreaties. Very little, if any, combat or
adventure o riented gear would be needed or
wanted.

Special B enefits: A mbassadors are usually
given speid teatnment by leades. In our
modan w orld, a good example is diplomatic
i mrmuniy, w hich allows an ambassador t o
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avod p rosecution from a crime. This,
however, would most likely not be common, if
in existence at all, because of the very nature of
most medieval countries. Some benefits would
bet hingslike free room and board, free food,
freec lothing, access to such things as baths,
tailors, healers and other high society | uxuries.
Asw ell, ambassadors would have some
influencew ith leaders and would be able to
round up money at a moment's notice, as well
ascol lect on favors. The extent of the benefits
should be decided by the DM.

SpeialH i dr ames B ecause an
anbasao’s j obis to convince and to
persuade, they are often watched carefully. As
well, m ost common folk see ambassadors as
just another rich person with no i nterest in their
weltre. A s well, ambassadors are prime
targetsfor assassinations and kidnappings.

Wealth Options. 3d4 x 100 gp

Races Theeare no race restrictions, as
ambassadors are in almost every government.

Assassin

Degription: P sionicist assassins are very
subtlei n their style, reflective of the options
tha p sionics open for them. This kit is
different from the assassin kit in Dragon #191
though t here i s significant overlap in
poifenea nd psionic powers
recommended. P layers are urged to examine
both kits before choosing o neto use. Thiskit
enhgesu pon the concept of an assassin
p Boniice. There is a | age list of
recommended sciences and d evotions, but it is
not necessary to take all or even most of those
to bea good assassin. Rather, a modus
operandi should first be chosen for the assassin,
the t he powers that best i mplement that
appo &h s hould be chosen. Of c ourse,
examining t he powers first before choosing a
modus operandi can be useful to get afeel for

the options available. For example, one type of
assassin might rely heavily on Psychometabolic
povwes, pehapa sing Metamorphosis t o
disguise themsel ves as a piece of furniture, then
usng something like Death Field to make the
Kill, orLife Draining if the victim fallsasleep
on thep sionicist (thiscould happen if the
psonicsisa bed for example). 1n one
ingance, a player turned himself i nto a bed,
waited till thevictim fell asleep, then quickly
changed i nto a small guillotine, and chopped
thevictim'sh ead off. Another assassin who
preferst elepathy and metapsionics might use
his/her psi onic powers to first capture someone
who haseasy access to a victim, and use
Psyahic S urgery to attach Repugnance to the
person captured i n such a way that the person
will attack and try to ki ll the intended victim on
sight. Anothe possgbility, if the assasin has
an accomplice, isto ¢ apture someone who has
eay acssto the inended vctim, svich
personality with the person captured and have a
henchman keep the captured person now in the
p soniict's eal body captive while the
psionicist goes of f to commit the assassination.
The psionicist could use psychic impersonation
to avoid detection, gain a private audience with
thevictm, ue b ody weaponry to fashion
higher hand into a dagger, commit the crime,
and teleport away.

Almog all psionic disciplines can be useful to
an assassin, but Psychokinesis is never taken
sincei t lacksthe subtle touch, and assassins
mua p refer to avoid combat. There are no
specal #®iliy equiematds o being an
assassin, h owever, assassins are never of good
alignment, and usually are evil.

Role: Thedesrptonof the roles of
asasinsi n PHBR2 and the assassin kit in
Dragon #191 pretty well covers a | the relevant
material.

PreferredD isciplines. P sychometabolism,
Telepathy.
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Recommen dedD evotions: danger sense,
tdepot trigge, dimension door, aging, body
equlibium, b ody weaponry, cause decay,
chanekon p ower, double pain, ectoplasmic
form, heightened s enses, reduction, see sound,
atadion, c onceal thoughts, daydream, esp,
false sensory input, inflict pain, invisibility, life
deecton, p ost-hypnotic suggestion, psychic
I mpersonation, r epugnance, sight link, sound
link, any of the attack modes, splice.

Recomen e ds ciences. c | araudience,
cadivoymace, da&th ield, ilé daining,
m teaawprh ossis hadow-form , t eeport,
d ommiabin, mindiw,ep robe, superior
invisibility, svitch pesondity, apprise auma
alteration, psychic surgery.

Barred Disciplines: Psychokiness.

Secondary Skills Required: None.

Weapn Proficiendes Required: None
Recommended: Dagger.

No navaq P roficiencies Bonus
Proficences Hypnosis, M editative Focus.
Reommmrded: G em Cutting, Harness
Subcongious Rejuvenaton, and aay ofthe
nonweapon po fciacie r ecommended for
thief assassinsin PHBR2.

Equipment: What is normally allowed for a
psionicist.

Special Benefits: Assassin p sionicists may
tkee a ny of t he proficiencies
reommended/equied f or thief assassins in
PHBR2 without h aving to use extra slotsas is
normal when taking proficiencies outside those
groups normally accessible to a character.

SpeialHimrarces A ssassin psionicist
suffer the same reaction r oll penalty given to
thief assassins in PHBR2 with NPCs who know
their profession (-4 p enalty), and an additional
penalty of -2 with non-assassn psionicists who
loathe psionicists that use their pow ers for such
pUrposes.

Wealth Options. Standard 3d4 x 10 gp.

Races. Human.

Barbarian

De<ripton: B arbarians and their society
ae d escribed within PHBR1, PHBRS.
Babaian p sionicigs are, like the others of
their tribe, very warlike with a heavy emphasis
on o ffensive powers. A Barbarian Psionicist
must have a CON of 16 or greater.

Role: Barbarian psionicigts concentrate on
offen®, and makea fomidableaddiion to
babaiansof o ther classes on the battlefield.
Outsde heir socety hey, lke babaian
priests, will always go out of their way to aid
members of their society in trouble.

Peéred isciplines P sychokiness,
Psychometabolism, Telepathy.

Recommended Sciences. A nimal Affinity,

Detona , Dsretcgad, P roject F orce,
Domination, Psionic Blast.
Recomen & dD evotions: A drendin

Conto| Bioée@dback, ldghtene@ Sass
Double Pain, Enhanced Strength, Flesh Armor,
Mind OverBody, C ontrol Body, Mol ecular
Agitation, Animate Object, Ball istic Attack, all
of the telepathic attack modes, Invincible Foes,
Synaptic Static.

Barred Disciplines: None.

Secodary Blls Requied: L ike
babarians of other classes this is detemined
by the main occupation of the tribe.

Weapn Proficiendes Required: None
Recommended: Short Bow, Knife, Cl ub, Hand
Axe, Throwing Axe, War Hammer.

No nwe a@ nP roficiencies B onus:
Me ch MéiF ocus, Rejuv e naton.
Recommended: Harness Subconscious, for the
rest, the recommended li st for barbarian priests
in PHBR3 may be used.

Equipment: Barbarian psionicists may have
| eathe armor, and any of the weapons listed
aboveu nder the r ecommended section for
weapon p roficiencies to begin with. After a
barbarian psonicist has beenin morecivilized
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areas for awhile he/she may buy other types of
weapons allowed for psionicists.

Special B enefits: Barbarian psonicids are
fomidable figues all the more i mpressive
because of their mental powers. Because of the
respect this commands, they obtain (similarto
babaiansofo ther classes) a +2 bonus to
reaction ollsw ith people outside their tribe
(with a n exception noted below), and a +4
bonus to reaction rolls among their own people.

Special Hindrances. Barbarian psionicists,
| ke babaianso fo ther classes. are not
regpectors of authority, and thistogether with
therm ental powers which arouses outright
fear, c auses them to suffer a -4 reaction roll
penalty with any figuresin authority.

Wealth Options: 3d4 x 10 gp.

Races. Human.

Beast Master

De<ripton: A beast master i s one who
comes from a harsh wilderness region, and may
be an escaped slave, or someone who was born
and rai d b eyond the limits of civilization.
The generlly c ome from a tribal societa
structure. These characters have mastered the
meanso f communicating with and controlling
beat of v aiouskindsi ncluding powerful
psionic b easts. Beast masters typically do not
i mmeditdy d irectly engage an opponent in
combat, rather they use the beasts they control
to attack enemies, then they may either attack
an enemy struggling with the beast(s), or not
attack at all if their creature(s) is winning the
fight D emihumans of all kinds who make
their home in wilderness environments may be
beastm asters. T here are no special ability
requirements.

Role: Beast masters are revered among their
tribesmenf or their ability to command beasts
which p rotects the tribe from dangerous
creatures, and allows them to harness the

povero f various beasts f or their own
purposes. Beast masters are greatly feared for
tharability to command powerful beasts by
enemies of the tri be.

Pedmred Dicilmpie: T e lepathy,
Psychometabolism, and Metapsionics.

Required Powers. Beast Mastery (taken at
|l el 1 5 or before, see specia benefits),
Hivemind (taken at level 9 or before), Insect
Mind (taken at level 7 or before), Reptile Mind
(tken atlevé 7 orbebe), Pheomone
Discharge (taken at level 7 or before).

Recommended P owers: D omination, M ass
Domin#on, A we, A ttraction, Repugnance,
Fals Sensory Input, Acceptance (see Dragon
Kings).

WeapnPr oifcia ces R ec ommended:
Hand A xe, Knife, Club, Short Bow, Spear,
Sling.

No nwe a@ P roficiencies B onus
Proficiencies Rejuvenation, D irection Sense,
Endwunce oIS urvival. Recommended:
(Genenal )H eat Protection, Rope Use, Sign
L amguage, Pries)H erbalism, (Psonicis)
M editative Focus, Harness Subconscious.

Equipment: No special requirements.

SpeialB enefits:. A beast master gains
acest o the Anima Tel epathy devotion
without ounting against the allowable
devdtons nd sciences available to the
character. This benefit appliesonly at thetime
thec haracter has learned the prerequisites to
animal telepathy. The second benefit is that a
character may take Beast M astery (see Dragon
Kings) at level 15 instead of level 21.

Special Hindrances. Beast Masters suffer
a -1 p endty on all power checks made in
diziplines outside t hose under the preferred
disciplines list above.

Wealth Options: 1d4 x 10 cp.
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Dreamer

Dexription: The dreamer is a person who
controls the elements of their subconscious and
uncongious mind so as to link it to their
conscious mind. Inlow level dreamerstheline
betweenr eality and Dreamland is distinct and
strong, but high level dreamers can meld the
t vo t ogether so that they are almogt
indistinguishabl e.

Role: A dreamer is a perfect kit for horror
canpagns, sch a s Ravenloft, or settings
whee a normal party is either mentaly or
phydcdly o utmatched. They have the ability
to physcally h amper a person by playing on
ther feas in ther nightmares. In horror
campaignsw here the line between reality and
thecharacta'snightmaresis faint, a dreamer
would fit in marveloudy with little or no effort.
All dreamersmust have a 17 Wisdom to help
themt ell the difference between what is real
and what isn ot, and a 16 intelligence to use
tha k nowledge to its full advantage. A high
congditution will d< h elp the dreamer i n the
tanstion f rom redity to Dreamland. A
dreanerc haracter kit adds 5 years to their
starting age to reflect the extrayears searching
for a dreamer mentor and the extra study time.
A dreamer can only be chosen at 1st | evel and
must always stay adreamer, or lose al | dreamer
poves, incuding thep sionics themselves.
Becaust he entering into anothers dreamsis
not avery moral act, mos dreamers are not of
the good alignment. However, some dreamers
use thar powers forgood pumposes, duch &
helping a p erson with nightmares, but on the
whole, most dreamers are either neutral or evil.

Secordary Skills A ny Secondary skill is
allowed, none are preferred.

Weapon Proficiencies A first level dreamer
gets n o weapon proficiencies unless they are
taken f rom the bonus proficiencies acquired
through i ntelligence. (if that option isused) It
I ssuggested that at least one w eapon

proficiency istaken. A dreamer may also elect
to s pend one proficiency (weapon or non-
weapon) o acquire a dream w eapon
proficiency. A dream weapon proficiency only
wo ks i n Dreamland and can also be
specal zed according to the rulesin the
PHBR1. Thereisno restriction to what dream
weapon poficiecies m ay be acquired since
strength in D reamland is not a problem. As
well, b ecause this is only mental training, the
dreamer m y choose weaponsnow all owed by
hisclass. Dream weapon proficiencies DO
NOT allow t he character any bonuses w hen
using that weapon in red life, asthe dreamer is
training himself to fight with that weapon as he
thinksi t should be wielded, which is almost
always different from how it should be wielded
inreality. However, area weapon proficiency
will also work in Dreamland.

Non-weapon Proficiencies. Bonus: Harness
Subconsious S uggested: Rejuvenation,
Hypnosis, Meditative Focus.

Pdonics: Bonus: Devotions, Dream Travel
Suggesed: Any Bychomeéabolc pover, &
they work more effectively in Dreamland.

Barred Disciplines: None, but Psychoportive
powers are almogt usel ess in Dreamland.

SpeialBerefs: T hey can control their
sleging patenst o go into a deep sleep, a
nomd dee, a light sleep, or even a feign
deah like date. In a deep deg a dreamer
rejuvenates PSP at double the normal rate, but
amost impossible to be awaken earlier than the
specified time. I n alight sleep half norma PSP
reuvenaton t&es lace, but the dreamer
awakens eadly. In the feign death state, the
dreamer will not awaken until a specified event
or time elapses. A ny damage taken during this
time, from anything, will awaken the dreamer.
No P SP rejuvenation is possible during this
state due to the i ntense concentration needed to
mantanit. A dreamer can also switch
betv@nt he three different dream modes
fredy. To switch from one mode to another,
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the dreamer must concentrate for 1 round, after
which the transfer can be made.

Special H indrances. Dreamers are a prime
target f or normal psionicigts as they are fairly
weak & | ower | evels and are easy prey. As
well, mog m ages |oathes dreamer the same
way at roll hatesa good fire. If a mage or
psonid 4 f inds out a character is a dreamer,
theei s likely to be a "witch hunt" on the
horizon. The final threat for dreamers, is the
Dream Demon @.v.) whofinds a dreamer's
mind asu seful as a gnomish invention, but
findst heir physica bodies a great way to
travel. A lso, to top it all off, a dreamer must
chooe d ream powers before selecting any
other power. Due to this, dreamers have only
dream powers and a defense mode at first level.

Races alowed: Humans occasionally become
dreamers, but not often as they are ashort lived
race. Typicaly Elves and hal f-elves become
dreamers. Dwarves and hal flings do not have
the right temperament to become dreamers and
Gnomeshavea hard time controlling their
thoughts to the extent needed.

Her mit

Desrpton: A Hermit could be best
described asapsionicig's version of a druid, or
perhaps to some degree, a druidic version of a
Healer (see Dragon #191 f or a description of
the Healer kit). Hermitslivetheir livesin the
wildenes, devoting heir timeto gudying
thercraft and applying it in various ways.
They are distinguished by their brown robes
and wooden staffs they carry. Not all will
neesaily haethis appearance, but it is
common to see them in this manner.

Hemitsare by nature recluses, and are
seldom seen by travelers, t hough they do have
good relations with druids and rangers that live
inthe same area. Hermits are always of either
Neutal or Neutal G ood alignment. A

character must have a Constitution score of 15
or higher to be a Hermit.

Role: Hermits are defenders of the areathey
livei n, much as druids, further, like rangers,
hemitswill help t ravelersin distressin their
area provided t hey are not of evil alignment.
They w ill often observe travelers, using their
psionic powersto avoid being seen.

PreferredD isciplines: H ermits prefer the
digiplines of Telgathy, C lairsentience, and
Psybometbolama s a first or s econd
dicipline Pyschometabolism is always their
first or second digipline. Psychokinesis is
alwayst he last discipline taken by Hermits.
Metgsbonicsi sf requently taken as a third
digiplineto g ain access to Psychic Surgery
and S plit Personality which greatly enhances
thep ower of a psionicist. Psychoportation is
also f requently taken as a third discipline to
enable the hermit to move more quickly around
his/her domain.

RecommendedD evotions: a ny telepathic
attack modes Attraction, Awe, F alse Sensory
Input, I nvisibility, Mind Bar, T ruthear, Sight
Link, Sound Link, Absorb Disease, Adrenalin
Conto | Body C ontrol, Body Equilibrium,
Chaarloen Poeyr Clel Aj @ st
Heightened S enses, Lend Health, Mind Over
Body, S ee Sound, Danger Sense, K now
Location, and Conceal Thoughts.

Recomen d dS ciences Compl ete
Healing, A nimal Affinity, Shadow-form, Aura
Sight, Superior Invisibility.

Barred Disciplines: None.

Secondary Skills: Required: None.

WeampnP roficiencies. R equired: Staff
(nomdly p sionicists do not use staffs, but
hermits are an exception).

No nwe a@ rP roficiencies B onus
Proficiencies A nima Handling, Herbalism,
Reyvendaton. R ecommended: (General)
Direction Sense, Weather Sense, Fire-building,
Fiding, Wario) A nimal Lore, Endurance,
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Running, Survival, Tracking, (Priest) Healing,
(Psionicist) Musical Instrument.

Eqpnrent Hemiscan w ear |eather,
padded leather, studded leather, or hi de armor.
They m ay buy any of the weapons listed as
| egal f or psionicids to use in the Complete
Psionics Handbook.

SpeialBereis. Hemis receve a+1
bonusto al | power checks for heal ing powers.
Theg al® reeivea +1 bonus b anina
handling proficiency checks.

Special H indrances. Hemits receve a -2
on reaction rollsin civilized areas because of
their awkwardness when not in the wilderness.
Further, ot her psionicists tend to look down on
them, feeling they are inferior.

Weath Optons A s inthe Complete
Psionics Handbook.

Races. Human.

Mystic

Description: A Mysdticis a character whois
totally devoted to the use of " pure" psionics, in
paticuart he disciplines of Clairsentience,
Tdepdhy, and Metapsonis. T hey do not
digdain other f orms of psionics, but they will
always prefer purity. Mysticsare the ultimate
tdepahicw ariosw hen drawn into battle
because of their intense study of that discipline.

To be a Mystic, the character cannot be evil,
norc haotic. Evil is disdained by Mystics,
though t hey do not necessarily feel compelled
tofight for good causes. A Wisdom of 16 or
better i s required to be a Mystic.

Role: Mysticstend to be somewhat reclusive
preferring to gend theirt ime studying and
enhancing their powers. Those that are Neutral
between good and evil seldom if ever intervene
int he affairs of the world. T hose of good
alignment dill prefer to c oncentrate on their
studies, b ut will if they feel the need exists,
come forth to aid the forces of good.

Mystcsare highly respected, and greatly
feaed by t heir enemies because of t heir
formidable mental powers.

Preferred D isciplines: A Mystic's primary
digiplinei s always Telepathy, followed by
Metapsionics. After that, they may choose as
they wish. Indeed, in spite of their preference
forpuint, t hey will often choose
Psychometabolism o r Psychoportation to gain
defensive powers.

Recommen dedD evotions: al | telepathic
atak modes Mind Bar Inensfy, Matid
Trance, Receptacle, and Splice.

Recommended Sciences Ejection, Psionic
Blast, Psychic Surgery, and Split Personality.

Barred Disciplines: None.

Secondary Skills: Required: Scribe.

Weapon P roficienciess None, M ystics are
devoted to the use of ther formidable mental
powers, and never use weapons.

No nwe a@ P roficiencies B onus
Proficiencies. M editative Focus, Rejuvenation.
Recmmmeded: G em Cutting, Harness
Subconscious, Hypnosis.

Equipment: Mysticsnever wear armor, nor
carry weapons.

SpeialB enefits:. M ystics receive a +1
bonust o all power checks in the Tel epathy
digiplineb ecause of their intense study and
meditation in that discipline.

SpecialH indrances. A s described above,
Mysticsare not p roficient with any weapons,
nor do they ever wear armor.

Weath Optons A s inthe Complete
Psionics Handbook.

Races: Human.
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Psi-K night

De<ription: TheP s-knight is a student of
psonics and combat, merging the martial and
mental artsinto a combination both deadly and
my4gical. The disdpline of Psi-knighthood is
specific, d espite being an apparent mish-mesh
of the abilities of fightersand psionicists. They
follow a specific code of conduct, and have a
strict hierarchy among their ranks. To be aPsi-
knight, a psionicist needs a Dexterity of 14+, as
wella s the standard requirements f or
psionicists.

Role: In the campaign, Psiknights are very
secetiveF inding a teacher should be an
adventue i nitself, as most Psi-knights hide
from society. The reason for thisisthat the Psi-
knight Order is very wary of letting others learn
their ways. Whil e most Psi-knights are Lawful
Good or Lawful Neutral, L awful Evil Psi-
knighs d o exist, and an organized force of
them would be a maj or threat to any campaign
world.

Secondary Skills: Any.

W eap nP roficiencies BonusB astard
sword, or katanaif oriental. Recommended:
None.

Non-weapon Proficiencies: Bonus: Religion
(Good, N eutrality, or Evil forces, see The
Compekte Piies'sH andbook), Rejuvenation.
Reommaded: T umbling, Jumping, Blind-
fighting, Meditation.

Eqpnrent ThePsknght aubmatcaly
receives a bastard sword upon compl etion of
hist raining. This sword is of high quality,
adding a non-magical bonus of +1 to hit and +1
to d amage. Psi-knights are prohibited from
wearing armor.

Sp eialB erefs. P si-knights r eceive a
pemanent bonus of +1 to power checks for
powers f rom the Psychokinesis and Telepathy
digiplines, and may | earn the recommended
proficiencies at the normal cost. Additionaly,
the P knight automatically has the Psi-sword

powerat first level. Thisis part of the Psi-
knight's training, and doesn ot count as one of
the powers the psionic chooses at first level.

Special Hindrances: Psi-knightss uffer a -2
reaction p enalty, due to their hermetic nature.
Pstknightan ay never | earn Psychoportive
poves The P si-knight may only gain
proficiency in abastard sword (or katana, again
if Oriental) throughout hislife. He may still use
othew eapons, but at the non-weapon
profideng penalty. And all further w eapon
proficiencies gained through | evel advancement
are LOST.

Weath Optons Pstknightsre®ivethe
standard 3d4x10 starting gold.

Savage

Deesrpiton: S avage Psionicigs are
psonidds found within cultures viewed as
pimtve by most people. Typicaly, the
socidies that Savage P sionicists emerge from
also produce warriors who would be classified
assavages (see PHBRL1 for what this means).
Thesesocieties are already well described in
PHBR1, PHBR3, PHBR4. Savage Psionicists
ae v ery formidable psychometabolists and
tdepahs T o become a Savage Psionicist, a
CON of 17 or higheris required and a WIS of
16 or higher. Role: Savage Psionicists serve
multiple p urposes within their tribe, including
healing of all kinds, ability to help someone get
more in "touch" with themselves using powers
lk e Pykic Sger a nd | ncanation
Aw aenes, ther abilty b deteminethe
truthfulness o f people both within and outside
thetribe, and their formidable combat powers
oftelepathy. They are also greatly val ued
beaus® oft heir ability to boost a warrior's
powesor heath with things |ike share
strength and lend health. Outside their tribe, in
more civilized regions, Savage Psionicists can
(Iike savages of ot her cl asses) be unwashed
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unkenpt p rimitives, or unsul lied heroes w ho
bring a noble (if sometimes naive) viewpoint to
the party.

PreferredD isciplines: P sychometabolism,
Telepathy.

Recommended Sciences. A nimal Affinity,
Compelt &l e aling, Superior | nvisibility,
Psychic Surgery.

Recommended D evotions: P oison Sense,
Absob D eae Adenaln C ontrol, Body
Conobr] Biogddback, de Ajusmant,
Chanelen P ower, Heightened Senses, L end
Heakh, S$hae Strength, Identity Penetration,
Fal® Sensory | nput, Incarnation Awareness,
Life Detection, Truthear, any of the telepathic
attack modes.

Barred Disciplines. None.

Secordary Xills Required: any of the
woodcraft skills, such as
Fishing, Hunting, etc.

Weapn Proficienaes Required: None.
Reommaeaded: S hort Bow, K nife, Club,
Spear.

No nwe a@ P roficiencies B onus:
R egyivenabn, H ypnosis, Direction Sense,
Weathe Sense R ecommended: M editative
Focus, the rest can b e taken from the list used
for Savage Priestsin PHBRS3.

Equipment. Savage Psionicists never wear
any kind of armor, and they may only buy their
weapong rom the list of r ecommended
pofdencesabove since they share other
psionicists disdain for weapons.

Special Ben€fits: Savage Psionicissreceive
Danger Sene and Mind Over Body asbonus
powers.

SpeialH indrances S avage Psionicigs
cannot w ear armor without suffering a penalty
of -3to all dierollsdue to the discomfort and
hindance t hat armor imposes on them. In
addtion, t hey (similar t 0 savages of other
clases) suffer a readion oll pendty of -3
when dealing with civilized peoples.

Wealth Options. 1d4 x 10 gp.

Races Human.
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New Rules

Contact Rules Alter native

Witht he recent discussions of psionics, |
thought some of you may be interested in some
rules modifications | have madefor contact in
theD ark Sun campaign | run. These
modificaionsw ere made because | |ike the
"feel" of the psonicsin the Prism Pentad books
and dueto poblensi mplementing current
tdepahy r ules with respect to nonpsionicists.
So you know where I'm coming from, though |
have modified the rules to some extent, overall
| enjoy both the CPH and the Dark Sun World.

Psionics Contact Revisons:

In order to mesh the tel epathy ruleswith the
Prisn PFenta seies (simiart o the abilities
aquied by Rikus and Salia in the Risn
Pentad), nonpsi onicsts will be allowed a saving
thow vemsuscontat. Theability to resist
psionic contact i mproves with exposure, hence
the saving throw will improve with experience.
Al © since high wisdom provides a greater
chance off ighting off mind based magica
atads, i t will also provide some improved
protection versus psionic attacks. The magical
defensebonus w ill be applied to the saving
throw. In no case may the saving throw be
modified b elow 8. Intelligence of the target
will not increase the cost of contact.

Level Saving Throw
1-3 19
4-6 18
7-9 17
10-12 16
13-15 15
16-18 14
19-21 13
22-24 12
25-27 11
28-30 10

If a psionicis makes a successful power
check and t he target fails his saving throw,
conacti s established without the target
becoming aware.

If a psionicis makes a successful power
check and the target makesh is saving throw,
contact is not established, but the psonicist was
ableto break off the attempt at contact before
the target became aware of it.

If a psionicis makes an unsuccessful power
chek, t he attempt at contact fails and the
target b ecomes aware of the attempt. |f the
t aget c eases al | activity and focuses on
preventing f uture invasions into his mind, he
receivesa +2 bonus on all saving throws as
long & heconcentrates. |f he continuesto
engagein any activitiesafter a failed attempt,
he gains a+1 bonusto his saving throw for the
next 1d6 rounds.

If a p sionicig rolls his power score, in
addiion t o the reduced maintenance cost
outlined in the P sionics Handbook, the target
receives a -2 penalty to his saving throw on
future contact attemptsif theinitial attempt was
thwarted by a made saving throw.
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New Rules for Contacts, Telepathic Combat
and Psychic Contest

Option 1. Simple method

- Everybody has mind blank defense mode.

- Psionic c ombat agai nst mind blank is not
pecepthle ad it $i nstantaneous ( the
psionicist does not |ose the round).

Option 2. More simple method

- Contact does not exist its only areference to
c acudtethe ost Evey power affecs
immediately.

- Put a saving throw to avoid all powers that
do not, originally, have one. M ost people use
Savevs. spell + wisdom bonus. However, Save
vs. petrification + wisdom bonus is considered
a dmangechoicebut it is more fair, since
p sonicssh ave the best numbers there.
Someone may try to invent anew table.

Option 3. Even more simple method

- from" Dark Sun - S hattered L ands’
computer game.

(read the notes about the game at the end)

- Contact does not exigt its only areferenceto
c hcudtethe ost Evey power affecs
immediately.

- A psionicist or everyone that has defense
modes, triesa conteg with his current turned
on defense mode againg the attacker s power to
avoid the effect (only one).

Option 4. The oversimplified method

- Contact has saving throw vs. petrification +
widowbonus. A Il defense modes are useless
and contact does not spend a round.

Option 5. New method
Psionic PowersUsage

- A ll Psionicist gain contact free when they
get the Telepathic discipline.

- A contact ismadein less than a round. The
psionicist can make 1 contact plus one devotion
orscience that list contact as initial cost. A
psonidd cannot m&e coniactas he attacks
physcly (only with split mind thisis
possible). Use psionic powers this way does not
male red contacts, so, this kind of contact
cannot be maintained.

- To make the contact the psionicist must see
the target. The psi onicist may use other powers
(as clairvoyance) to be able to see the target.

- No one can defend a contact. If you want to
defend yoursd f you m ust be a psionicist and
mug start your defense mode before (mind
blank is not aways active and costs 1 PSP.).

- A d efense mode does not have initial cost.
Thelisted initial cost is the mai ntenance cost
per round.

- When attacked a psionicist can try towina
contd aganst he attacker power score to
avoid the attack, try to avoid an attack does not
ocapy ther ound. The contest has one
modificaion: T he attacker gets a bonus (or
penéty)e qual to the difference in | eve
between thep sonicists. T elepathic combat is
another way to contact and attack a psonicigt.

- Some powers should be modified to include
a saving throw. Ego Whip and Id insinuation
have saving throw vs. petrification (+ wisdom
bonus).

Telepathic Combat

- W hen two psionicists want to fight each
other they can choost o enter into telepathic
combat. Frst, apsionicist mug try to contact
the other in a special form calling the other to a
telepathic combat (In game terms: the player or
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theD M says' | want to fight you". The
character hearsthis on his mind). If both ones
want to enter into combat the combat starts. |f
oneof them does not accept the challenge the
combat is impossible and t he psionicist should
try to useany p ower he wants in the normal
way ( described before). I n suchlike situation,
the chal lenger automatically winsinitiative and
the retreata has a -2 ST. penalty againg the
first psionic attack (fear + attacker "next" of his
mind).

- All t elepathic attacks get a bonus (or
penéty)e qual to the difference in | evel
between the psionicists. A psionicist cannot try
to| eave a combat or he automatically looses.
At t he end of the combat the winner can
automaticaly execute any telgpathic power in
loo®r with maximum dfecta nd no saving
throw (power score still required).

- When a psonidd looe a combat, heis
confacted and ¢ annot use any defense mode
until the attacker stops paying maintenance cost
oruntl t he psionicist made a successful
Ejection. O f course, the contacted can attack
the attacker (if he survives the final attack).

- During combat none of the participants can
attack each other i n any non-telepathic way. | f
the psionicist is disturbed, walk or do any non-
tdepahicaction he suffers - 2 penalty (to
anyhing, attack, ST., ...) and can use only
defensemodes in that round. The penalty can
bei ncreased, at DM discretion, when trying a
comliate a ctivity or when strongly
disturbed.

- A p sionicist can telepathic attack (and be
attacked by) more them one person at the same
time. The number of attacks per round does not
incea®, butthe nunberof deensemode
usages are unlimited (but with only one type of
defense mode per round).

- In all others aspectsthe tel epathic combat is
the same described in page 25 of the CPsiH.

Abow "Dak Sun - S hattered L ands"
computer game

The game is very fealty to AD&D stories and
rules, b ut some things were simplified, within
tham thep sionic powers. The game is very
good and gvesm e some new ideas for
adveitues b ut thisis not relevant in the
following description.

In this g ame, contact does not exist. All
powers af fect immediately and depend only on
attacker p ower score and victim saving throw.
Eveaything worksO K and the psionicists are
not m ore powerful than other classes. Not all
psionic powers exist in the game but the critical
onesare there ( Mass D omination, Psionic
Blast, ...)

In one hand, is not obvious the way the game
usesto decide when some power works since
all calculations are automatic. In the other hand
it o bviousthat psionic combat does not exits
(contact doesn ot exit, | never was prompted
for attack or defense mode usage) but since all
defense modesare there they should be useful
in some way. Observing the only two powers
that do n ot have saving throws (ld insinuation
and Ego whip) | see that they do not al ways
work, so, t he defense modes are used in this
case | guess that a successful contest against
thevictim dense m ode is required by these
powers.

Someo f the powers are simplified too and
the game has helpsfor each one, so, | li st some
of them.

- Detonate: " Inflicts 1-10 points of damagein
any creature in the area of effect.”

- Animd affinity: " Allows the psionicist to
bri efly grow c lawsthat inflict 1-10 points of
damage’

- Superior Invisibility: "Makes the psionicist
nearly undetectable in combat. It is dispelled if
the psionicist attacks."
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- Enhanced Strength: "Allows the psionicist
to increase his or her strength to 24"

- Inertial Barrier: "Thisbarrier of "elastic" air
halvesdamage f orm breath weapons, missile,
acid, gasand ice sorms."

- Id ingnuation: "Paralyzes the target for 1-4
rounds”

- Ego w hip: " Target is stunned for 1-4
rounds”

Every psionic power is executed in one round
and the only possible effect for domination like
powers are all dominated characters attack their
own groups.

All other changesd o not affect psionicists
and | will not list them. Two final changes
maybei nteresting: none di stinction between
sciencesand d evotions (only a few of the
devotions are available) and sometimes you can
find p sionic bracelets, these i tems can teach a
new power to one person (like a wizard scroll,
the bracel et disappears when used).
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Dreamland & Dreaming

There are three modes of Dreamland: Travel,
Natual, and True. Travel modeis entered
when a psionicig usesthe Dream T ravel
povwer It is enteed quiteoften by non-
dreamers and i s accessible to only psionicists.
(Dreamersi ncluded) Thisplaceis universa
and i sthe same for everyone. Natura modeis
tha m ode entered when a person has an
extremely strong dream (Extreme nightmare or
dream on the tabl e below). Natural Dreamland
isapersona place and only agod or a dreamer
may enter. Once indde person's natural dream,
viathe Enter Dream power, the dreamer may
then bring othersin with the Dream Magnet or
Waking Dream powers. A character will only
entert rue Dreamland if a god or dreamer is
forcing them in for some reason.

True Dreamland i tself is a reflection of the
redw orld, like travel Dreamland. To
determine how True Dreamland will | ook, first
determine the ali gnment of the area. To do this
figure o ut the average predominant ali gnment.
A p owerful creature tends to tipthe scalesin
the direction of their alignment alot more than
aw eak one (araiding part of orcswould have
no significant influence when a great wyrm
gold dragon isinthe area) If you wish, you can
calculate it with alittle work. For every lawful
creature, take an total with lawful creatures as a
postive H D, neutral creatures as zero and
chaotic creatures as negative HD. Now, divide
by t he total number of HD in the area (no
negatives or zeros, just plain HD) A scoreof 1
islawful, 0.5is neutral with lawful tendencies,
Oi sneutral, -0.5 is neutral with chaotic
tendencies and -1 is chaotic. Since you will
mos$ likely no g et exactly these numbers,
choose whichever i smost appropriate. Do the
same procedure for good and evil creatures and
from that, an alignment can be formed.

To detemine the g eneral appearance of the
| end, y ou should use the two halves of the

algnmmet. The first part ( law/chaos)
determines the organization of the land, and the
othe halfd etermines w hat the shape of the
land will be. A lawful land will be organized,
chaotic will be random and disorganized, and
neutral, a combination of thetwo. A good land
willb e bright, pleasant, and "rounded", a
neutral oneflat and gray, and aevil onewill be
dak a nd angular ( asopposed to being
"rounded") Specific details (trees, roads and
othe minort hings) are | eft up to the DM to
dedde, butare usually very close to the real
land.

Natural D reamland isthat |and created by a
dreaming person. Thisland may look like true
Dreamand (in the case of most ni ghtmares),
thecharacta’'sorigina home, some far away
land, o r even some exotic pleasure palace in
Pewsia (in the case of most dreams of the
extrememagnitude) N atural Dreamland can
look like anything, but it must always reflect
thetype of dream t he person is having. A
person havi ng an extremely bad ni ghtmare will
also b e revealing their worst fears, which is
why most dreamers are so effective.

A c haracter in Dreamland is the same
physcadly aad mentally as they are in the
nomd wotd. Theonly exepton isthe
dreaner A dreamer i s the same mentaly
(Wisdom & intelligence) but the physical skills
(Strength, d exterity, charisma, and movement)
are added togethe and then the dreamea may
distri bute the points among the abil ities as they
seefit. No dreamer can change constitution
because this is a direct changetot he PSP of a
chaacer, and that is forbidden. A dreamer
could end up with av ery high strength and
dexterity, but ugly andslow. T his m akes
dreamers v ery qui te formidable in Dreamland.
Also a dreamer may expend PSP to maintain a
highe scores in statistics. At first level the
dreamer must expend 2 PSP for 1 statistic point
duting t he dreamer’s stay in Dreamland. At
3rd level t he conversion rateis 1:1, 2:3 at 7th
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level,1:2 at 15th level, and 2:5 at 25th level.
Thisisthe best rate a dreamer will ever get or
ever need to get.

The results of death in Dreamland vary on the
type of dream mode they are in. A dreamer in
thetravel dream mode will go back to where
they started (as stated on page 70 of PHBR5).
In natural mode, adeath will result in a system
shock roll. If itisfailed, the person suffers the
resllsof a Dream Magnet power. |ntrue
Dreamand, d eath is very dangerous. They
mug make hree mnseutve wolks, w glom,
intelligenee, and a system shock, to live. A
failed wisdom roll means the character does not
realize it wasonly adream and dies of a heart
attadk. An failed intelligence roll meansthe
characterb elieves he is dead, and goes into a
berserk rage until he i s knocked unconscious as
pert he failed system shock roll. The failed
system shock roll means that the person’s body
thinksi t is dead and the person goes into a

comafor 1d10+10 days.
Some pgonic powers infesd themslvesin a
d ferent m anner i n D r eamland.

Psy bomedbolé p owers are enhanced in
Dreamand. The psonidg rolls their power
score normally but if it is not the actual power
score, i t will be altered in the direction of the
power score by onep oint. This removes the
possibility of rollinga 1 or a 20 on a power
(even wi th bonuses/penalties, these effects will
not manifest themselves) The Ejection power
used by anormal psionicist will not work with
aDream Link. A dreamer can usethe Ejection
powert o get rid of unwanted Contacts or
Dream Links. When using it on a Dream link,
theecan be no harmful side effects for the
dreaner, b ut they can occur to the ejected
being. Tel epathic defense modes are useless
against the Dream Link power.

Natural Dream Table

DieRoll Result

01 Dream: Extremet
02-20 Dream: Pleasurable
21-35 Dream: Good

36-40 Dream: Average
40-60 Neutral dream

61-65 Nightmare: Bad
66-80 Nightmare: Horrid
81-99 Nightmare: Painful
00 Nightmare: Extremet

T Natural Dreamland Entrance

A nightmare of b ad or horrid level or dream
of g ood or average level will not affect the
person'sabilitiest he next day in any way as
they are quite common. A pleasurable dream
will grant a+5% (or +1 on ad20) bonus on any
rollst hat had something to do with the dream
(exanple Hffert he great had a pleasurable
dean tha h e wasdoing extremely well
piking p ockets and the next day he picks a
pocket and receives a+5% to do so because of
thep ositive influence of the dream) A n
extemed ream that takes the person into
dreamland will grant a +15% (or +3 on a d20)
bonusb ecause of the extremely good feelings
tha cone about from it As with &
bonugdpendtiest hat come from dreams or
nightmares, it only affects actionsthat haveto
do with the dream. For painful nightmares, it is
a-5% penaty (or -1) and for extreme
nightmares, it is-15% (or -3).
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RPM (Random PSP M ethod)

I've d eveloped a random method for
detemining a psonicig's PSP, The T CPH
usesam ethod which allows for no random
element to the determination of PSPs.

Something to think about:

"Wouldn't it be awfully b oring if every fighter
gained 8hp (plus CON modifiers) at each level,
every cleric gained 6hp at each level, etc.?"

Comments, discussion, debate, criticism, etc.,
of my RPM are welcome. Flames and harsh
chitiasnare welcome as well, provided the
flanesded with he sibjet mate I've
presented here. Flames of the nature, "AD& D2
p Bonics uck, so your proposition is
wotthless', are not constructive and will be
ignored.

TheT CMH'an ethod for determining a
psonid4'sP SPs has no random element. A
base amount of PSPs are awarded at each level,
along with modifiess forhigh | NT, WIS, or
CON. U sing this method, a psionicist's PSP
totl c an be calculated for any given level,
(baring an ability score change which could
affect the modifiers).

This method is very unsatisfactory, given the
mechanics established for many other parts of
theA D&D game. Not all 4th level fighters
with a 16 CON have the same hit point total;
why should all psionicists of the same level and
identi@l ability scores have the same PSP
total? This method of pre-determination of
PSPt akes away from the player's persondl
invoemeat with hs RC, and emovesan
element o f uniqueness between the PC and
other PCs (or NPCs) of hisclass.

| havedeveloped a method of detemining
PSPs that introduces a randomelement. The

RPM puts the random element in the playe's
hands, so the personal invol vement and control
of the character's fate is returned to the player.
The RPM usesa dice roll that produces a bell
cur et ype distribution of results; this bell

curve generated is centered around the TCPH's
PSPs gained at each level.

Although using RPM offers a player the
chancet o greatly exceed the amount of PSPs
gained p er | evel as compared to the TCPH, it
also o ffers the same chance to fall just as far
below the TCPH's PSPs. However, because the
dice rolls produce a be|l curve digribution of
numbe's, the m gjority of rollswill produce a
numbe of P SPs very close to the number of
PSPs set forth in the TCPH.

Forthoe uné&mlar witht he TCPH's
mechanicsf or determining PSPs (or for those
who d on't have their TCPHs at hand), the
following isabrief outline of how thisis done:

At first level, a PC's starting PSPs are a base
amount (depending on his WI'S), and modifiers
(based upon his| NT or CON). Beyond first
level, the PC receivesabase of 10 PSPs, plusa
modifier (depending o n his WIS). Table 5,
from TCPH page 13, is reproduced below:

Ability Score Base Score Ability M odifier

15 20 0
16 22 +1
17 24 +2
18 26 +3

If alstlevel psi has 16 INT, 18 WIS, and 15
CON, hereceives a total of 27 PSPs (26 base
beause of1 8 WIS, plus 1 modifier for 16
INT). At 2nd level this PC would be awarded
12 more PSPs ( 10 base plus 2 modifier for 17
WIS).
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TheR PM uses a base amount of PSB
awarded at 1st level (based upon WIS), plus
modifiers (based u pon INT or CON), plus the
playersr andomdiceroll. At 2nd level and
beyond, t here i s no base PSP amount; the
amount of PSPs gained is based solely upon the
player's random dice rol | plus amodifier (based
only upon WIS).

The random rol| for 1st level is3d4. For each
INT or CON point above 15, amodifier point is
added to the base and random roll. Base PSPs
and nodifas for 141 evel are awarded as
follows

WIS BasePSPs INT or CON Modifiers

15 13 16 +1
16 15 17 +2
17 17 18 +3
18 19

For 2nd level and up, the random roll i s 4d4.
For each WIS point above 15, a modifier point
isadded to the random roll for the total PSPs
attained.

Thelst level random dice roll (3d4) will
produce a possible range of results of 3-12; the
average (or "probabl€") range (under the center
of the bell curve) is6-9. The 2nd level random
diceroll (4d4) will produce a possible range of
resils of 4-16;the avreage (or " pobadle)
rangeis 8-12.

EXAMPLES

* Example 1: PC has minimum ability scores
necessary to become a psionicist.
+Level 1
Under TCPH: 20.base+0.mod=20 PSPs
Under RPM : 13.base+0.mod+3-12.ran
=> possible range of 16-25
=> probable range of 19-22

+ Leve 2
Under TCPH: 20.1st+10.baset+0.mod=30
Under RPM : 16-25.1st+0.mod+4-16.ran
=> possible range of 20-41
=> probable range of 27-34

* Example 2: PChas16 INT, 18 WIS, and 16
CON.
+Level 1
Under TCPH: 26.baset+2.mod=28 PSPs
Under RPM : 19.baset+2.mod+3-12.ran
=> possible range of 24-33
=> probable range of 27-30
+ Level 2
Under TCPH: 28.1st+10.base+3.mod=41
Under RPM : 24-33.1st+3.mod+4-16.ran
=> possible range of 31-52
=> probable range of 38-45

* Example 3: PC has 18sfor INT, WIS, and
CON.
+Level 1
Under TCPH: 26.baset+6.mod=32 PSPs
Under RPM : 19.base+6.mod+3-12.ran
=> possible range of 28-37
=> probable range of 31-34
+ Level 2
Under TCPH: 32.1st+10.base+3.mod=45
Under RPM : 28-37.1st+3.mod+4-16.ran
=> possible range of 35-58
=> probable range of 42-49

Theimportant statisticsto note in the above
examplesisthe "probable range" of each of the
reauls. T he "possible range" for each may
seem to form a large window around the TCPH
result, b ut keep in mind that the average rolls
willb e "weighted" to the " probable range".
Thew indow that the probable range f orms
around the TCPH PSP total isreasonably tight.

Playas have thec apability to substantially
increase their PC's PSPs above what they could
have been when using the static TCPH rules by
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a sliesof lucky molls (or by a "sott" DM).
They als0 h ave the chance to drop well below
what they might have received under TCPH. A
playerw ho has gained more PSPs using the
RPM system will be proud of his PC, just as a
player who hasrolled alot of 9sand 10sashit
points for hisf ighter. A player who has not
been as fortunate will have something to attain
-- aspecia quest or use of a wish might be
appopratem eans of allowing the PC an
increase in PSPs.

In either t he extreme cases, or the case of
m antening r elatively close to the same
numbe of P SPs as the TCPH prescribes, the
control of the PC's advancement isreturned to
the player. Level advancement, new ps power
achievenent a nd PSP gain now becomes a
much more exciting event for the player.
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Psionic Awareness

Power Check: WIS
Range: 50 yards

Psbnic Avaenasi s termed a " psionic
ability," rather than a"psonic p ower," since it
doesn ot belong to one of the six disciplines,
does not take up a science or devotion slot, and
does not cost any PSPs to initiate or maintain.

Psionicists develop t heir Psionic Awareness
during their early training. (Wild talents do not
deveopt his ability since they undergo no
formal training i n harnessing the power of the
mind.) A s part of the beginning stage of
mentale xercises that devel op a psionicist's
mind i nto a highly focused source of energy
and control, n eophytes are taught how to use
this natural ability. (See page 81 of the TCPH,
second paag@aph u nder "Resistance” in the
Contat d evotion description for a basis on
allowing psoniciststo have "natural” abilities.
Also note that although the five psionic defense
modes are devotions and a science under the
T depahy disiplingep sionicists | earn these
powers as part of their | evel progression and
schooling, without the need to use a devotion
or science dot.)

TheP sonc A wareness ability allows a
p sonic$ t o recognize psionicaly capable
minds when hei nitiates a mental "scan". The
psonidg isable to tell which minds (within
theAraof Effect) are capable of psionic
adivity, w hether these minds are engaged in
any psonic activity at that time or not. The
mark of a disciplined and empowered mind is
the" signature” that allows the psionicist to
re ognize ther psionically-capable minds.
(Wild talents do not have this disciplined mark
on ther minds since they undergo no training
todevelopit to thislevel; therefore, wild

t herstare not recognized by Psionic
Awareness.)

Psonic Avaenssd oes not recognize
psonicactivity or the expenditure of P SPs,
only t hat a mind is disciplined and capable of
such adivity. The Mind Bar power prevents
theP sonic Awareness scan from identifying
that mind as psionically-capable, even though
PSPs are being expended. (Likewise, if the
Psonic C onceament power is a power
availablein your campaign, it prevents the scan
from properly identifying as well.)

Eva though Bbnic Avaenasc osts a
psionicist nothing with regards to PSP expense,
there are other reasons why thi sis a dangerous
ability to exercise. P sionicists not engaged in
physcam elee, psionic activity, or ot her
focused activity will immediately recognize
that hey have been scanned. Further, the
scanned psionicist will be able to tell where the
scan oiginad, t hereby identifying the
psionicist who initiated the ability. Needlessto
say, u tilizing this ability in unfamiliar
su roundingsc an create quite a dangerous
situation.

No psionicist appreciates being "checked out"
by another. Lawful Good and Lawful Neutra
psonid gsw ho recognize that they have just
been scanned will at the very least think it to be
a =ihousbreach of etiquette. Lawful evil
psonicigsare quite likely to launch a psionic
atadk u pon the initiator without asking any
guesions. All psionicists who realize they
havebeen s canned immediately go into a
defensive mindset, and realize that they could
bein store for a confrontational event.

Because a psionicist never knows what high-
level p sonicist they might possibly scan and
thereby make an enemy of, psionicists simply
do not walk down a city street with this ability
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mantaned ad '‘out thee" forallother
psoniddsto pick u p on. Beyond using this
ability in early training to develop a psionicist's

mind, the primary use of thisability isin the

following manne: When a psionicist's party

has already detetrmined themslvest o bein a
confrontational event w ith another party (that

willmos$ cetanly lad to omba}, the
psonidg will use PSonic A wareness to scan

theo ther party members for possible psionic

combatants; (and the psionicist can bet that any

psonicistsin the other party are scanning him

at the same time!)

Finaly, ths aillty caiss psoncissto
recognize other psionicists who are just coming
into thei r mental powers. Thistypically occurs
asayoung psionicis isinvolved in puberty; the
young p sionicist may not even realize that he
has p sionic capability, but as part of all of the
changeshisb ody is undergoing (hormonal,
m etale tc.), his untraned mind is
"broadcasting” its ability. In thiscase, atrained
psoni¢s doesn ot need to make a Power
Ched i n order to recognize the psionically-
cgablem ind in his presence. Likewise,
seveal psonicsswho ecognie a young,
broadading psonicig in their p resence will
not recognize each other as scanning since they
each are not having to initiate this ability -- all
of thesignals are being sent to them without
themeven trying to receive. Traned
psionicists will no doubt want to get a moment
alone with the young pubescent in order to tell
then w hat they are, what they have the
potential to be, and to try to convincethem to
begh taning wtht heir school. Young
pgonid g€swho are never exposed to another
psonics w hile going through this puberty
pefod thatcauesthis m ental broadcasting,
eventually mature and become wild talents.

Compies N ote: This ability would also be
uetil bDrd etermining if an item is the

p sonics equvalet t o a magica item,
atthoughi t would only give an indi cation,
eitherA ura Sight or Object Reading would
determine this for sure.
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Power Discovery Rules

Thei ntroduction of the psionicist character
bringsout m any opportunities for new and
diferent &pereices n the AD&D game
world. The main problem with the character is
thd, unlke m ages and priests, there is no
existing r ules for the creation of new powers.
Theideao f making new powers by players
poses many p roblems. A mage can just go to
the magic guild and study existing spellsto find
similaritiesin the way that the magic is shaped.
A cleric can pray to their g od for a new and
diferent power. But a psionicist's power
comes from within themselves, not from a god
orthemagic power of the world that the
chaacteri sin. Thus, apsionicist is not so
much searching for away to create a new spell
that al| mages can use asthey are searching for
the power within themsel ves and unleashing it.

Because they are searching within themselves
for the power, alot of meditation is invol ved.
Therefore, the meditative focus proficiency isa
requrement. The new power may not fall
within the standard rules of new spellsin that it
cannot d upli cate another power. Since self
dicoveed pows ake unque to ach
individual, i tis possiblefor two psionicists to
dizove a similar power, each with it's own
advatage a nd disadvantages. H owever,
duplicaing o f powers in the CPH should be
disallowed. As wéll, the creation of powers
tha are similar in effect to ones in a barred
discipline, and yet not in that di scipline, should
be disdlowed. It m ay be a combination of
other p owers, but be careful with this, asit is
not always good for game balance. The new
power should not b e a way of circumventing
rulest hat the player does not like. However,
this may b e allowed if a specific and logical
ressoni sgiven. For example, the dreamer
pover DreamL ink is able to avoid the
problems of gjection and other powers that will
break contact. The reason behind this is that

thed eamri s linking on a difference
consiousnes( or in the actua case, sub-
congious) levelt hat most psionicists never
ded w ith and therefore they are not able to
understand t he nature of the contact. |f this
kind of circumventing of therulesisall owed, it
should b e death with in a very cautious and
careful m anner so as not to give the character
and unfair advantage.

The steps in the creation of a new power are
similar to the creation of anew spell. First the
plgermus submi to he DM whatthe
chaacter hopesto create. Then the DM and
theplaye mud go overt he power and tak
about what it is supposeto do. Effectively, the
character should write out the description of the
power and possibly some of it's statistics. The
Powe Score a nd 20 results should be done
later. Aswell, and PSP costs should be done at
a later time, when the power is defined better.
TheD M should look for ways in which the
power could b e abused and misused. Fixing
this should b e one of the first priorities of this
stage.

The next gep isto d etermine the type of the
power. A scienceisamore general power t hat
isharder to learn. Telekinesisfor example, isa
multi-purpose power that can be used for many
things. Therefore it is ascience. Detonate on
the other hand has a very specific purpose and
ismore specialized as adevotion. Thisis aso
the time to b alance out the power by giving it
pre-requisites a s necessary and giving the PSP
codst othe power. Thisis also thetimeto
deddew hat happens when the character rolls
the Power Score and a 20.

Since the psionicist does not need to research
apower, just look within themselves, you
might t hink it will take lesstime to get the
discovery done. But because the introspection
IS so personal and revealing, it may take longer.
As aguideline, it should t&ke 1 day for each
PSP needed for the initial cost of the PSP plus
the PSP needed to maintain the power once, if
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tha is possible. Thisis only a guideline, the
time n eeded may possibly be more, possibly
lessdepending o n the potential of the power
andit'stype. Generdly, a science will take
more time than a devotion. Thistime should
not i nclude any traveling time needed to get to
specific places.

During thei ntrospection, the psionicist must
be halhy. Adventuring may be needed,
especially if the psionicist needs the advice of a
wise guru and must travel to find him. This
can be part of the cost of research. A psionicist
may also need to purchase special incenses and
potions to achieve a proper stateof mind. As
well, paying for any k ind of healing due to
mistakesmade and otherstrange happenings
may b enneeded. Other then that, there would
be no cost. Asa guideline, the cost should be
theP SP of Initial cost and maintenance cost
multiplied by 50 gol d pieces. This should keep
most pow ers from costing too much, but some
may cost more, depending on what is needed.

The biggest thing that is needed for the power
istha itwill be able to be adopted by the
psoniddsafte i tisdiscovered. If itis a
science, the psionicist must have aslot free for
ascience. The same goes for adevotion. As
well, the powermust fall within one of the
previoudly taken disciplinesor there must be a
slot open f or a new discipline. Unlike mages,
there can be no extrapowers. A mage with one
more spell in his spell booksthan is alowed by
the maximum w ill not unbalance a campaign
because of the n umber of spellsthat there are.
However, one extrad iscipline or science will
due to their rarity.

The actual chance of discoveting the power
should b e 100% as it is not an actual
discovering of anew power, but adiscovery on
one'sinner self and the power that they possess.
Unlest he DM has decided that the power
cannot be di scovered because of some reason it
should be implemented i mmediately. Because
it is not written down in any way, thereisvery

little chance that arival psionicist will learn the
power. Some of the actual research might be
role-played just for fun. A nexample might be
what happens wi th Priran the Powerful succeed
in his earth-splitting power and engul fs the city
pal ace by mistake. Thiskind of thing will al so
givethe psionicist an idea of what happens if
they get the power score or a 20 on aroll.
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Power Score Alter native

| created thissystem since | was frustrated by
the f act that the psionicist's pow er scores never
got b etter with levels. The system is based
upon p ercentage roles. The formula for the
pecentger ole takes in to account the
difficulty (Power score modifier) of the power,
thec haracter's | evel, and the level of the
required proficiency attribute eg; wisdom, con,
intelligene. T he higher your | evel, stats, or
both, the better you will be at a certain power. |
haveal ® p layed around with the Range
cdegoy and w eight for c ertain powers. A
tdepdah usng CONTACTh as an unli mited
range | havei ncorporated % modifiers for
range AND PSP modifiers. It didn't make sense
tomethat a telepath could spend only 3 PSP
when he w as contacting someone 1 mile or
1,000,000 miesa way. Granted, his power
score m odifier was tremendous but still. DMs
can play around with the numbers as they wish,
they role the skill percentage secretly.

USING POWERS:

Using any psionic power is made by rolling
percentile dice. There are 4 outcomes.

1. R ole under your skill percentage: Power
comes off with out a hitch

2. O ptional: Rol e 1-5%: Specia Bonus (See
specific entty i n Psionics Handbook for each
power under Power score).

3. Role over your skill percentage: Power
does1't work. Y ou still expend 1/2 the initial
amount of points for the failed power.

4. Role964100% Always faik. ptona
rules- see the Psionics Handbook for t he result
of rolling a 20.

EXCEPMIONT O THESE RULES IS FOR
PSYCHIC COMBAT. SEE LATER TEXT!!!!

A skill pecentage can b e found using the
folbwing f ormula: Base chance of failure-

(character's level * (pertinent attrib. MOD 3)) +
extemal m odifiers. Base chance of failure is
the power score modifier. Pertinent attrib. isthe
requred p roficiency role attrib. eg; Wis,
Intelligence., Con. MOD means the INTEGER
division of the attribute by 3. NOTE: the skill
percentage can never go below 0%!

Base chance Failure

0 power score modifier 6%

1 power score modifier 12%
2 power score modifier 24%
3 power score modifier 36%
4 power score modifier 48%
5 power score modifier 60%
6 power score modifier 72%
7 power score modifier 84%
8 power score modifier 96%
9 power score modifier 108%
10 power score modifier 120%

For example: If a5 level character having the
following stats: Wis.18, Con 16, I nt. 14, triesto
u%t he psychometabolic Science ENERGY
CONTAINMENT, the power scoreis listed at
CON -2. The skill percentage formulawould be
figued a s f ollows: (Base failure 24%)-
(5* @6MOD3=5) + 0 (no external modifiers)=
24%-25%=-1% =0%

Theb ase failure percentage comes from the
power s core modifier, if the power was listed
as Wis - 6 the base failure rate woul d be 72%,
€etc..

Now, since the energy containment power is
used under stresdul situations, the DM may
givea 1 0%,20%,30% external modifier to
simulatethe f ear of being in such a situation
and its effect on the psionicist's concentration.
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Example exter nal adjustments (cumulative):

in combat +05%
attacked in melee +10%
additional attacker in melee +05% (each)
in missile combat +05%
attacked by missilefire +10%
each additional missle attacker  +05%
struck for damage +50%

Along with the ability in psonics to cros
vast di stances, | arge masses, up to 1 metric ton
Distance Initia/Main. Weight Initial/Main.
inMiles  pointsMod. inKilos points mod.

o* 0 0-15 1 pt.per
kilog/7
1 151 16-125 15*2/14
10 2/1.25 126-250 15*3/21
100 2.5/1.5 251-375 15*4/28
1,000 3/1.75 376-500 15*5/35
10,000 3.5/2 501-625 15*6/42
100,000  4/2.25 626-750 15*7/49

1,000,000 4.5/2.5 751-1000 15*8/56
*0=Line of sight.
ANY FRACTIONS round up ALWAY S

Fore xample, if Argentis a 7th level
psonidd with a wisdom of 18 and wantsto
CONTACT Joe(3rd level fighter) who is X(12)
miles away, he will have to do the following:

1. A rgent must have had prior CONTACT
with J oe before. Y ou can not contact a new
mind u nless your in the line of sight range.
Once Argenth as contacted Joe for at least 1
round, Joe's " mind print" is now known to
Argent and may be recognized and search for
in the future.

2. 9nceA rgent does N OT know how far
away Joei s, he can either start searching in the
smallest radiusfirst and then work his way out
OR he may just try to search at say the 10 mile
range.

2A. If Argent tries to do an ever widening
search, the scenario runs like this:

m&., ¢ an also be manipulated by the
tdekinetic. Theseabilitiesdo not come with
out a price; distance and weight cost you more
PSPs and a greater % chance for failure the
more distant or heavier the object or creature is.
These diganae m odifiers can ONLY be used
forpowesw here the RANGE is listed as
unlimited. T he weight modifiers are for the
psychokinetic science Telekinesis ONLY'!

% Failure
modifier
0%

12%
21%
32%
45%
60%
7%
96%

14 attempt with inal mileradiusyields
the equation (6%-(7*6)) - 12%= -31% therefore
iIs0% TheDM roles a 55% and Argent's
power works. He h as expended 3(Joe is 3rd
level)* 1.5=5 (4.5 rounded up). He finds no Joe.
2nd attempt is with in the 10 mile range and
yields the equation (6%-(7*6)) - 21%=-19%is
again 0%. The DM roles a 39% and the power
works. Argent still did not find Joe and used in
addition t o the 5 PSPs from the last attempt,
2*3=6. So the total PSPsused by Argent is 11.
3rd attempt with in the 100 milerangeyieldsa
skill percentageof 0% again. The DM roles a
97% Agentafldeand ex més
(3*2.5)/2=4(rounded). His running total is now
15 P SP expended. 4th attempt with in the 100
miler ange yields a successful search and he
finds Joe ( he also senses that Joei s about over
10 milesaway but less than 20.) He expends 8
PSR forthe sicestil role. he tod
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expended is 23 PSPs. To maintain contact with
Joe in the following rounds, he must expend (1
* 1.5 (the maintenance modifier))= 2 PSPs per
round.

2B. Argent decides he wishes to search
within 100 milesright away. The DM rolesa
96%an he fails. He expends 4 PSPs for the
failure. H etriesagain and the DM rol es 86%.
Argent succeedsa nd expends 8 PSPs for the
succssand nowh as CONTACT with Joe.
Once again he "feels" that Joeis between 10
and 20 miles away.

3. If A rgent now triesto MINDLINK with
Joe, he ha draly paid he initid cog of
CONTACT. To maintain MINDLINK he will
expead 8 * 1 .5 (the distance mai ntenance
modifier for 100 miles) or 10 total per round.

PSYCHIC COMBAT:

Psy tic c ombat follows the rulesin the
Psonics Handbook. T he skill percentage
formula DOES NOT APPLY!
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Wild Talent Tables

Justa few words, though. They reflect the
fad t hat in order for there to be much of a
population thereh asto be a certain amount of
peopke who have defense modes as well.
Anyonew ho has used the CPsiH wild talent
tables has probably had the problem where PCs
with atack modes run rampant with jug
aboutall non-psionicist NPCs because their
lack of a defense mode. Of course, you could
simply make a lot of the NPCshavethem,
but if y ou are supposedly going according to
the CPsH tables, that doesn't make statistical
sense. This attack-mode vs. no defense mode
problem iseven more pronounced if one tries
to uesp sionicsin a non-DARK-SUN
seting/woid, w here no one who is a non-
psionicist (alot of people!) has a defense mode.
The fact that everyone has at | east one psionic
power is what for me makes it the only place
whee |c an really allow psionics into my
ganes forthey are simply too powerful
anywher else. Again, if you use the wild
talent tablesin the CPsH, the fact that so few
people have defense modesgivesrise to the
sameproblem. | have therefore opted to
inaeage t he chance that a given NPC has a
defense mode sothat about 3 in 10 NPCs
have one. Now, if animportant but not-too-
powerful NPC (yes, they can exist ;) is attacked
by ap layer, you are not too entirely off your
statdi@l odkert o give her/him a defense
mode :D

Also, to make things fit correctly, | made
up afew new psionic powers. | don't have the
CPsiH right in front of me, soI'mnot sure if
some of the powers on the table arenew or
not, especialy sincel madeit about 6 months
ago. Y ou can make them up on your own,
make it a reroll, substitute another powerinits
place, or ask me to post/mail how | have
then w orked out in my system (aiding my
feeble m emory by telling me which ones are

really new, of course :) Well, long disclaimers
aside, hereitis..

Note: | inserted (new?) where | found a power
that wasn't in CPsiH or DK

Psionic Wild Talents, Table 1

01-02 Choose one on thistable.
03-05 Roall twiceon thistable.
06  Aversion
07  Concea Thoughts
08 MindBar
09 Awe
10  Dream Travel
11 Psychic Messenger
12 Psychic Impersonation
13  Heightened Senses
14  Expansion
15  Flesh Armor
16  Displacement
17  Body Control
18  Mind Over Body
19  Balligic Attack
20  Time/Space Anchor
21  Sound Link
22  ldentity Penetration
23  Graft Weapon
24 Immovability
25 LendHealth
26  Share Strength
27  Absorb Disease
28  Control Light
29  Animate Shadow
30 Radial Navigation
31  Poison Sense
32  Know Location
33  See Sound
34  Fed Light
35  All-round Vision
36-41 Intellect Fortress
42-47 Mind Blank
48-53 Thought Shield
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54-59
60-65
66
67
68
69
70
71
72
73
74
75
76
7
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96-98
99-00

Menta Barier
Tower of Iron Will
Combat Mind
Hear Light

Feel Sound

Know Direction
Danger Sense
Spirit Sense
Control Sound
Animate Object
Suspended Animation
Biofeedback

Body Equilibrium
Catfall

Cell Adjustment
Empathy

Sight Link
Truthear

Control Flames
Adrenalin Control
Body Weaponry
Chemica Simulation
Enhanced Strength
Reduction
Daydream

Life Detection
Send Thoughts
Dimension Walk
Aging

Astral Projection
Synaptic Static
Attraction

Roll on Table 2.
Roll once on thist able and then on
Table 2.

Psionic Wild Talents, Table 2

01-02
03-05
06
07
08

Choose one on this table.
Roll once on each table.
Life-Dran

Appraise

Cannibalize

09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33

35
36-41
42-47
48-53
54-59
60-65

66

67

68

69

70

71

72

73

74

75

76

77

Levitation

Id Insinuation

Mind Thrust

Energy Redirection (new?)
Energy Absorption
Probe

M ass Domination
Mindwipe

Inflict Pain
Post-Hypnotic Suggestion
Control Body

Detonate

Time Shift

Telepathic Projection
Phobia Amplification
Molecular Agitation
Cause Decay

Project Force

Teleport Other
Complete Healing
Switch Personality
Chameleon Power
Clairvoyance

Fate Link

Banishment

Object Reading
AuraSight

Intellect Fortress

Mind Blank

Thought Shield

Mental Barrier

Tower of Iron Will
Sensitivity to Psychic Impressions
Precognition

Summon Planar Creature
Shadow-Form
Clairvoyance
Invisibility

Mindlink

M etamorphosis
Dimension Door
Animal Affinity

ESP

Molecular Manipulation
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78  Ectoplasmic Form
79  Repugnance
80  Teleport
81  Molecular Rearrangement
82  Desath Field
83 DoublePan
84  Invincible Foes
85  Superior Invisibility
86  Domination
87  Telekinesis
88  Energy Transformation(new?)
89  Psionic Blast
90 EgoWhip
91  Psychic Crush
92  Flight (new?)
93  Psionic Sense
94  Convergence
95  Disintegrate
96-98 Roll twiceon Table 2
99-00 Choose one power from thistable.
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New Powers

Clair sentient Sciences

Magic Sight

Power Score: Wis-7

Initial Cost: 8 PSP

Maintenance Cost:  5/rnd

Range: 50 yrds

Preparation Time: 0O

Area of Effect: one person or obj ect
Prerequisites. Spellcagting proficiency

This tough saence allows the psoniag to
scan an object or person for information on any
magic present. On objects, the power will
reva t he type of magic (ateration,
summoning, etc.) they contain, but not which
spells o r specific powers they have. Further
rounds might reveal other lesser types of magic
found o nthe object. Thus, a staff of power
cou b e scanned for severa rounds, and
seveal resils would b e obtained, with the
stionge$ m agics being detected first. If a
spelktasing p roficiency check is made, the
psonics willn ow hazy details about the
magic involved. (The staff can protect you, or
it can cover your enemies with deadly flames,
etc.).

On p ersons, the power analyzes any spells
cast on that p erson. Each round spent reveas
what sell iscast on the person, again starting
with t he most powerful. 1f a spellcasting
proficiency check succeeds, at a+ 2 bonus, the
psonidg knows h ow long the spells on that
person will last.

Powe Score—L ean all information in 1
round.

20—Someor all datais wrong, at DM's
discretion.

Murdock's I mproved Radar Sense

Power Score: Wis-2
Initial Cost: 16
Maintenance Cost: 4/ round
Range: Sight
Preparation Time: 0
Areaof Effect: personal
Prerequisites: none

The psionicist using this power gai ns a very
good p icture of his surroundings composed
with impoved uesofall other senses. The
pictureh e seesis colorless and quite hazy but
the haracter can see in all directions
smubneuyl as n all-round vision.
Additionaly, hisfield of vision isdoubled.

This picture is composed using sounds, tactile
sensations, felling the air movement, smells, ...
itistheresult of a group work of all senses.
The psionicist shoul d close hi s eyes and cannot
use his normal vison when using this power. If
the psionicist uses his normal vision the power
ends.

Rada sense all ows the psionicist to “ see”
evaen i n complete darkness. Even magica
daknessw on’'t affect this power. Invisible
objetscan be en justas easily as other
objects and illusons can be easily detected.
Very small details, as well as pai nted patterns,
pidureso r writings cannot be seen by using
radar sense. | f the psionicist touch the writings
he can*® see” it with the tactile effect, but he
still has only a black and white picture.

Spell effect as magical silence or vacuum can
blurt he picture but cannot “blind” this radar,
since it uses all senses except vision. The DM

Net Psionics Handbook « 71




can assign penal ties for any effect that disturbs
one of the senses, except vison.

The DM can optionally grant a bonusto some
tasks made w ith this power. (e.g. Acrobatics,
move silence, hide in shadows, ...)

Reference: Dare D evil (Matt Murdock), The
man without fear (Comic)

Power Score—All senses are perfect and the
psonidd canperform any task much better
(gain a+2 or +20% bonusin everything)

20—Overflowor signals. The psionicist is
blind and deaf for 2d4 rounds.

Read Portr ait

Power Score: Wis-6
Initial Cost: 24
Maintenance Cost: NA
Range: 0
Preparation Time: 1
Area of Effect: 1yard
Prerequisite: none

This power allows a psionicist looking at a
potritor a sculpture of a person to find
information about that person. It can reveal his
classor title, his aignment, age, and even his
cuent Werbouts The mount of
information gained depends on the result of the
power check. If the psionicist's power check is
succeadgul, h e learns the information listed
beside that check result on the table below, plus
all the information listed above it.

I nfor mation Gained

1 Race & Sex

2 Age at time of painting

3 Current age

4 Name and title

5 Circumstances of painting
6

7

8

9

Result

Class, job or function

Leve

Alignment

Current location* - global
10 Current location - within 10 miles
11 Current location - within 1 mile
Current location - Exact

* Current location gives the whereabouts of
thep erson, or the place of his body (if dead).
Glaobal location isacountry if the personison
the same c ontinent as the psionicist, conti nent
if on the same planet, and planet if in the same
crygd sphere. If t he person in the portrait is
outside the crystal sphere, or on another plane,
thep sionicist cannot find his location, but
senses that heisnot in thisworld.

A psionicist can use the power again, but he
will n ot gain more information by doing so,
unless he advances a level. A use of the power
will reved thingsw hich have been modified,
however, such asthe age, level or alignment. It
will also give anew current location in case the
person hasmoved, ort he psionicis is close
enough to get a better global location.

Powe Score—Thep sionicist gains all the
above information, aswell as a5 second vision
ofthep erson's current | ocation (which is
enough for him to teleport there).

20—f t he person is alive (or undead), he
sengest hat someone is in possession of the
portrait, and gainsthe global current location of
the psionicist.

72 » Net Psionics Handbook



Radar Sense

Power Score: Wis-4
Initial Cost: 12
Maintenance Cost: 8
Range: 0
Preparation Time: 0
Areaof Effect: personal
Prerequisite: none

Thep sionicist using this power gains a
pidure of his suroundingsb y analyzing the
e hoes reated when sound rebounds of f
objects Thae mud be some sound forthe
psonidg to "see', and the picture he seesis
colorless and quite hazy. A psionicist who uses
thec reate sound psychokinetic devotion to
create high pitched clicks at short intervals can
see a sharp picture.

Rada sense all ows the psionicist to " see"
eva i n complete darkness. even magi cal
daknessw on't affect this power. Invisible
objetscan be sen justas easily as other
objects, and i llusons are transparent (or semi-
transpaent i f shadow magic is used). Small
details, asw dl as pai nted patterns, pictures or
writings ¢ annot be seen by using radar sense.
Magical silencewill cause the psionicist to see
only b lackness. Thus a magically silenced
person will look like alarge black sphere.

The psionicist usi ng radar sense has the black
and white pidure supeimposd o n what his
eyessee. This is of ten exactly what he wants,
asit ssimply enhances his visual perception.

Power Score—Thepsonicist gains all round
"vision" with the radar sense.

20—+Forl d4 turns, loud sounds cause
temporary bl indness, and this power cannot be
used.

Clairsentient Devotions

Sense Charm

Power Score: Wis-2

Initial Cost: 10

Maintenance Cost:  6/round

Range: 30 yards

Preparation Time: 1

Area of Effect: one creature in range
Prerequisite: Empathy

The desotion @ndetect if a person or
monster is under the influence of a charm spell,
or similar control such as hypnos's, suggestion,
beguiing, p ossession, any telepathic control
such as psionic domination, etc.

If t he creature is psionically protected (any
defense mode) a contest must be rolled, if the
victim wi ns, the psionicist learns nothing about
that particular creature.

This devotion doesn't revels the exact type of
influence.

Power Score—The charm can be broken at a
cost of 20 PSP.

20—F hepsonicsti s placed under t he
influence of the mind control aswell.

Detect I nvisible

Power Score: Int -3
Initial Cost: 6
Maintenance Cost: 6
Range: 0
Preparation Time: 0
Areaof Effect: personal
Prerequisite: none

W iththis power a psionicist can detect
invisible c reatures and objects. The power
relieso n the fact that invisibility is never
perfect, and always gives a dight shimmering
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effect. When in u se, this power enhances the
ability of the psionicist to detect this effect, and
allows himto see the invisible thing as a light
gray blob.

If the invisible body is movi ng, the psionicist
automaticaly detectsit. If itis standing still
(an i nanimate object, for example), the
psonicist mug r oll a second successful power
check to detect it.

This power does not all ow a psionicist to see
in the dark. In fact, 9nce it's based on viwa
perception, it d oesn't work aswell when there
isn ot enough light. The following table gives
the chance to detect invisibility (for a moving
object) aswell as the to-hit penalty in various
light conditions.

Condition  Penalty = Chance to Detect
Clear day 0 100%
Twilight -1 80%

M oonlight -2 40%
Starlight* -4 10%

Total darkness -4 0%

* |n starlight the psionicist hasa small chance
of detecting the invisible creature, but he must
concentrate o nit, and thus does not gain any
bonus to hit.

PowreS core—T h @ sionicist sees an
inanimate object with no need for a
power roll.

20—Thep donicist cannot see one obj ect or
creature in hisvicinity for 1d6 rounds.

Feel Radiation

Power Score: Wis-4
Initial Cost: 9
Maintenance Cost: 7
Range: 0
Preparation Time: 0
Areaof Effect: personal

Prerequisite: none

This power is much like feel light, except that
the psionicist can feel any wavelength, and not
jus visblel ight. In effect, this gives the
psoniddi nfravision, as well as ultravision.
Ultravision can show details not visible through
nomd gght éuch & the patensof some
flowers).

If a lage pat of thepsionicsts body is
expogd, t he psionicist receives more light
through h is body, and can see much better in
dark conditions. Thus twilight and a moonlit
nightseem like a normal day, and a starlit
night lookslike twilight. Total darkness is still
total darkness, but a condition which looks like
total darkness to an ormal human might look
like starlight or moonlight to the psionicist.

Powe Soore—Thepsionicistcan s ee more
light even if only his head is exposed.

20—The psionicist suffers 1 point of damage
per round f or 1d10 rounds when exposed to
light.

Helm L ocator

Power Score: Wis-3

Initial Cost: 6 rnds
Maintenance Cost:  4/rnd

Range: Sight
Preparation Time: 0

Area of Effect: 1 ship
Prerequisite: Clairvoyance

The power all owsthe psionicist to determine
the location of t he spelljammer/helm aboard an
adivespdlpmmng vesel. It workslike
clairvoyance, providing an image of the hdm
room, j ust as a cl airvoyance would. The
difference isthat the psionicist need not know
wheet heroomis. Theimageis suitable
enough b albw t he psionicist to teleport,
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dimenson d oor, etc. to that room (using the
requsite pover of course). |t does not,
however, show where in the ship thisroom is.
The interior of the room may reveal this.

Powe Score—Psionicstd oes know where
thehem roomisin relation to the rest of the
vessel (but not necessarily how to get there).

20—The psionicist sees arandom room in the
ship ingtead.

1—Powe w orks, but helmsperson is aware
of being watched.

Move Focus

Power Score: Wis-1

Initial Cost: 2

Maintenance Cost:  varies

Range: 0

Preparation Time: 0

Area of Effect: personal

Prerequisite: clairaudience or
clairvoyance

The p over | st he psionicis move the
viewing spot of his clairvoyance, or the focus
of his clairaudience. By paying theinitial cost,
thep sionicist can change the direction he is
viewing. Movement in thisway i s not restricted
by physical barriers.

The psionicist can move the focus by paying

the maintenance cost.
Maintenance is1 P SP per 6' of movement per
round for c lairvoyance, and 1 PSP per 3' for
clairaudience. The minimum maintenance cost
isl PSP per round, so even if the psionicist
wants to stop moving the f ocus temporarily, he
mug pay, or else he must make a new power
check and pay theinitial cost when he wantsto
move it again.

Power Score—Movement rate is doubled for
the same PSP cost.

20—The clairaudience or clairvoyance power
fals.

Population Finder

Power Score: Int -2

Initial Cost: 15

Maintenance Cost:  5/rnd

Range: Within 1 mile of

atmosphere (or where it
would be, should the
body not have one.
Preparation Time: 0
Areaof Effect: 1 planet/moon/etc.
Prerequisite: None

Population F inder allowso ne celestial body
to b e examined. |f successful, the power
locates the highest populaion c enters (5 per
round) on that body. The power asorevealsa
rough e stimate of the populations ( severa
milon, sevealt housand, greater t han 100,
etc.). Alternatively, the psonicist can think of
as pecific population size (like 5'000 people)
and know whee te cdsetm acthing
population center lies.

Powe Score—Receives abrief summary of
what one city/areaislike.

20—No information ¢ an be gained from this
planet.

See Heat

Power Score: Wis-3
Initial Cost: 7
Maintenance Cost: 4
Range: 0
Preparation Time: 0O

Area of Effect: personal
Prerequisite: none
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The psionicist can see the heat radiated from
objects. If thisisthetype of infravision usedin
your campaign, treat thisas normal i nfravison.
Othewi s, t he psionicist can see heat at any
distance, although at long distances he will be
ablke to s ee only very hot things, and will
probably only see them as small red dots. Small
detis @nnot b e seen using this power,
although i t might reveal things not normally
seen in normal light.

Powe S core—T hepsbnicstalso gains
ultravison (cf. Feel Radiation).

20— hepsionicsti s blinded by heat for
1d10 rounds.

See Magic

Power Score: Int -8
Initial Cost: 9
Maintenance Cost: 9
Range: 0
Preparation Time: 0

Area of Effect: personal
Prerequisite: none

W itht his power t he psionicist can see
magicd r adiations. Thisis quite difficult, and
he requiesa n ew power check each round.
Stronger magic is eader to s ee, so the level of
the magic is added to the power check. To seea
9th | evel spell the psionicist must roll Int +1,
for example. Artifacts and relicsradiate magic
so strongly that no roll is needed after the first
power check at Int +1. M onsters with a strong
connetbn t o magical powers can also be
detected by rolling Int -12. One dieroll is made
per round, ad t he result determines which
objects are seen.

When usi ng this power, apsionicist can seea
faint glowaround the object or i n the area
being affected. The stronger t he magic, the
stronger the glow. Thisglow can be seen even

inthe dark, but it does not illuminate anything.
A darkness spell will be seen as low magical
radaton, but nothmg i nside the magica
darknesswill be seen.

Powe Score—T hec olour of the radiation
depends upon the school of
magic.

20— hep sionicist cannot use this power
again that day.

Sense Evil

Power Score: Wis-2
Initial Cost: 8
Maintenance Cost:  6/round
Range: specia
Preparation Time: 1
Areaof Effect: special
Prerequisite: Empathy

This devotion discovers emanations of evil
from any creaur, object or area Chamader
alignment, h owever, is revealed only under
unusal ¢ ircumstances: characters who are
strongly digned, who do notstray from their
faith, and who are of at |east 9th level might
radiateevil if intent upon appropriate actions.
Powerful monsters such as rakshasas send forth
enmanatonso f evil, even if polymorphed.
Aligned undead radiate evil, for it isthis power
and negative force that enable them to continue
exising. An evily c ursed object or unholy
water radiates evil.

Thedegreeo f evil (faint, moderate, strong,
overwhelming) and p ossibly its general nature
(expetant, mdignant, gloding, dc.) can be
noted.

The d evotion has a path of detection 10 feet
wide in the direction in w hich the psionicist i s
facing. The range depends on the degree of evil
and usually vari es between 30 and 500 yards.
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Power Score—Thep sonicist can also sense
goodness in a creature in the same degrees.

20—The psionicist's aura takeso n that of a
powerful evil creature.

Touch Sight

Power Score: Wis-2
Initial Cost: 2
Maintenance Cost: 1
Range: touch
Preparation Time: 0
Areaof Effect: personal
Prerequisite: none

A psionicist with this power can "see" objects
by passing his hand on them, much likeablind
man w ould do. He gains an accurate mental
image of everything he touches. The i mage will
show o nly details which can be acquired by
touch, so color will not be seen, for example.

Power Score—The power isso sensitive that
thep sonicist can detect the difference of i nk
from p aper, and colors can be discerned by
their warmth (although not very accurately).

20—Thepdonicist loses all sensation in his
hand for 2 d10 rounds. Thisgives a -1 penalty
to attack rollswith this hand.

Weather Forecast

Power Score: Wis-3

Initial Cost: 10
Maintenance Cost:  5/round
Range: NA
Preparation Time: 5 rounds
Area of Effect: 20 mileradius
Prerequisite: Precognition

This power allows the psionicist to know the
weaher forthen ext day. The area of

knowedgei so nly the immediate 20 mile
radius around the psionicist. Only one piece of
I nd maton ¢ an be learned per r ound:
Precipitation t ype and amount, Wind direction
and s peed, temperature lows and highs, or
humidity. T his power will not detect magical
changesi n the weather, but will be 100%
acuaef or natural weather, i ncluding
powerful storms like hurri canes or tornadoes.

Power Score—Thef orecast can be extended
for 2 days or 40 miles.

20—Thef orecast is totally opposite of what
will actually happen.

Psychokinetic Sciences

Compression

Power Score: Wis-3

Initial Cost: 40

Maintenance Cost:  5/round

Range: 10 yards
Preparation Time: 0

Areaof Effect: 1 object
Prerequisite: telekinesis, soften

Compression takes an object and compresses
its nolealestogeéher meking t he object
smallerand denser. This will not affect it's
weight. This will not, for example all ow the
psonidg to shrink a boulder about to fall on
him. 1t will compressthe boulder, but sinceit
hast he same mass, it will cause the same
anount ofdamage, and in a more specific
location. T his power, if used, islike a giant
hand ompesing theo bject. | nanimate
objectsor plants will be shrunken, deformed
and increased in dengity. Think of a 20 |b chair
3inches high. If used on intelligent creatures,
they mug savev s. death magic or suffer 2d10
points o f damage per round and may lose a
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limb after afew rounds of improper circulation.
The chance of thisis 5% cumulative per round.

Power Score—Two objects can be affected

20—The psionicist gets a severe migraine and
cannot use their powers for 2d4 hours.

Perpetual Motion

Power Score: Con-4

Initial Cost: 40

Maintenance Cost: ~ 10/round

Range: 20 yards

Preparation Time: 5 Area of Effect:1 object
Area of Effect: 1 object

Prerequisite: telekinesis

Thisp ower causes the object affected to
continue on it's path and speed for the duration
oft he power. This could give an arrow
unlimited range c ause arching missiles (such
asc atapults or slings) to missor people or
creaturest hat are running to continue running
intheir current direction. Thiscould be useful
to cause a person to run off a cliff, or into
something. The psionicist must activate this
power before the object ism oved. Creatures
affected mig make a strength check to avoid
being affected.

Powe Score—The speed i s doubled as well
as being perpetual .

20— hep sionicist is thrown off their feet
and loose 0 neround of actions regaining their
feet.

Remove Air

Power Score: Con-5

Initial Cost: 30

Maintenance Cost:  15/round

Range: 50 yards

Preparation Time: 5

Areaof Effect: 20 yard sphere
Prerequisite: control wind, telekinesis

This power can remove the air from a 20 yard
sphee. Thiswill gop fres sound, deay,
combusion o ther than fires, gaseous attacks,
and electricity. Physical attacks will still enter
the area, but because of the lack of air, missile
ataksw ill fly different giving a -1 to hit.
Charactas m ust hold their breaths as per the
rules i n the PHB or suffer 2d8 points of
damage per rounds. The psonicist would also
be affected if they were in the area of effect.

Powe Somre—Theair i s removed quickly,
causing all in the area to suffer 2d6 points of
damage from sudden decompression.

20—The psionicist cannot breath for 1 round
and suffers 2d8 points of damage.

Sunbur st

Power Score: Int -4

Initial Cost: 50

Maintenance Cost:  20/Round

Range: 50 yards

Preparation Time: 1 round

Area of Effect: 20 yard circle
Prerequisite: telekinesis, control light

This power causeslightto b end around the
planet t o a specific spot, creating a 20 yard
circlethat islit asif the sun were shining onit.
Thiswill work in dungeons, underground, or in
any placet hat has an opening to the outside
world. It creates such achangeinlight, if used
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ina dark area, that peoplein the areawill be
blinded for 1 round while re-adjusting to the
light. Thisp ower will also cause damage as
pert he sun to any sun-sensitive creatures. It
CAN destroy vampires.

Power Score—The radius of the circle of sun
is doubled.

20—The psionicist blindsthemselves for 1d4
rounds.

Vader's Suffocate

Power Score: Wis-4
Initial Cost: 20
Maintenance Cost: 4/ round
Range: Sight
Preparation Time: 0

Area of Effect: 1 creature
Prerequisite: Telekinesis

Powea Score—Thevictim saves againg the

paralyzation at -4.

20—T he psionicist suffer p artial suffocation
for 2 rounds (1d4 of damage and -1 penalty).

Psychokinetic Devotions

Call Object

Power Score: Con -2
Initial Cost: 5
Maintenance Cost:  NA

Range: 30 yards
Preparation Time: 0

Area of Effect: litem, 21b.
Prerequisite: telekinesis

The power is aspeid varatbn ofthe

Attenpt t o strangulate the victim wi th
t bekieiss T he victim must save vs.
petif@ton or stay paralyzed and can do
nothing. Saving or not the victim receive 1d6
ofd amage per round and -2 penalty in all
attad r ollsand armor class. If the psionicist
receives ome physical damage the victimis
free The p sionicis cannot attack the victim
anyway or the victimwill be free. Thevictim
mug need air to receive the damage and must
have aidentifi able throat.

For victims with grength score greater than
the psionicist score the DM can allow a contest
(vitims trength vs psionicist wisdom) to
escape the paral yzation.

Free Action p rotects against the damage and
thep aralyzation. Another psionicig with this
power can negate the attack. Another psionicist
with telekinesis can grant to the vi ctim another
save vs. paralyzation.

Reference: Dart Vader in Star Wars (Movie)

tédeknesssdenev ery similar to balligic
attack d evotion. Instead of moving any object
rehtvely bowy, C all Object allows the
characterto move an obj ect to her hand very
fast.

The object, no more than 2 pound in weight,
"fly"t o the psionicist hand very fast without
warming the psonicis. It must be within sght
of thep sionicist and cannot be anchored or
attached to anything else.

Reference: Luke getting his li ghtsaber in The
Empire Strikes Back.

Power Score—No other effect.

20-Ballisc b oomerang. The psi onicist
reeiveld6 o f damage as the object hits
heself. T he same as to be the target of a
ballistic attack.

Net Psionics Handbook ¢ 79



Cold Shield

Power Score: Wis-4

Initial Cost: 25

Maintenance Cost:  10/round

Range: 0

Preparation Time: 1

Area of Effect: Personal

Prerequisite: mol ecular dampening,
telekinesis

Thisp ower will create a shield of cold air
awound t he psionicist that will absorb heat
aound t he psionicist. It will reduce the
damage o f heat based attacks by 1 hp/die or
givea +1 to any saving throw. It will also
protect a character from hot environments such
asa d esert, but not from super hot
environments like the elemental plane of fire.
Itwill also make the character invisible to
infavison. A nyone trying to touch the
character without some kind of protection from
cold will suffer 1d6 hp/round. The psionicig,
however, will take 1 d4 hp/round damage from
codl ift hispower isusedin a cold
environment.

Power Score—The power is doubly effective,
causing 2d6 points of damage, conferring a +2
bonus and saving 2 hp/die.

20—Heat S hield power i s activated instead,
even if the character does not know it.

Control Liquid

Power Score: Con-4

Initial Cost: 20

Maintenance Cost:  15/round

Range: 25 yards

Preparation Time: 2

Area of Effect: 1 gallon of liquid/5
levels

Prerequisite: telekinesis, level 5

Thisallows a psionicist to control any liquid
(water, acid, ale, etc.) to become animated and
undert he psionicists control. Thisis a very
limited power in that the li quid cannot become
detached from theorigina source. T his could
be ued t have at entacle of w ater attack
c eatues, c reate huge waves, make ale
monses for amusmat, o r other strange
effects Themain limit is the imaginaion of
the psionicist.

If t heliquid is already in motion, then the
psonidd canalterits speed by 1 mile per
houtlevel T his would give a +1/5 levels
bonus on saving throws of breath weapons of a
liquid n ature. Water beings are unaffected by
this power.

Powea Score—T heliquid ¢ an detach itself
from the original source.

20—The liquid spl ashes on the psionicist (not
aproblem if it's water, but acid is a di fferent
matter)

Deflection

Power Score: Int-3
Initial Cost: 8
Maintenance Cost: 5/ round
Range: 0

Preparation Time: 0

Areaof Effect: Personal
Prerequisite: Telekinesis, Ballistic
Attack

With thisd evotion the psionicist can deflect
blows or weaponsd irected to himself. The
blows are defleded w ith tel ekinesis, effective
giving at wo-point bonus on psionicist armor
class.
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Power Score—4 bonusto AC.
20—1d4 oft he psionicist items (equipment
or clothes) are thrown away (2d6 yards)

Density Manipulation

Power Score: Int -6

Initial Cost: 30

Maintenance Cost:  10/round

Range: 50 yards

Preparation Time: 0

Area of Effect: litem

Prerequisite: telekinesis, molecular
rearrangement

This power allows a psonidd to dte the
density of an object so that it weighs anyw here
between h af the origina weight or doubl e the
weight.This c onfers a-2 to hit penalty if used
on aw eapon because of the changed weight.
This, if used on an arcing missile li ke an arrow
ora catapult, or some kind of bludgeoning
weapon, w il cause double damage because of
the excessweight (if the weight was doubled )
or hal f damage (if theweight ishalved) It will
also change the range in the opposi te way that
thed amage was changed (ie. An arrow is
doubled in w eight and causes doubl e damage,
but has half the range) Thisasogivesa-4to
hit penalty when first using the altered missiles,
but after a few test shots (usually around 5) the
penalty goesto the regular -2.

Power Score—T he change can be anywhere
from o ne quarter the weight or as much as 4
timesthewe ght. The bonusdpendties are
also altered in the same way.

20—The object changes in the opposite way
intended.

Enhance Weapon

Power Score: Wis-3

Initial Cost: 5

Maintenance Cost:  3/round

Range: Touch

Preparation Time: 0

Areaof Effect: one weapon

Prerequisite: Telekiness, Create
Object

Ths power allows the psionicig to
tempoaily e nhance melee weapon or a
projectile (i.e., no bows or slings, but arrows,
sling stones and throwing weapons are ok),
so that it becomes the equivalent of weapon
with m agical bonuses. The psionicist must
toudh (or wield) the weapon to do so. By
spending the n ecessary PSP's and making the
powver ¢ heck, the weapon gets a the
equivaentof a +1 magical bonus, which may
be maintained b y spending 3 PSP's per round.
Note that the psionicist must actually touch
thew eapon in order to maintain this power;
thus, it is impossible to maintain the power for
miss le w eapons (unless they retun to the
user), or if theweaponisknocked out of the
psonidds hands. Itis possbleto add the
bonus to an already magical weapon, or to use
this power r epeatedly (creating enhancements
of two or more). However, the maximum
enhancement that can be achieved by use of
this power isone 'plus for every 4 levels of the
psionicist (i.e., 1 at levels1to 4, 2 at levels5to
8, etc.)

Power Score—The weapon gets a +2 bonus.
20—The weapon is damaged, it must save vs
disintegration or be destroyed.
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Heat Shield

Power Score: Wis-4

Initial Cost: 25

Maintenance Cost:  10/round

Range: 0

Preparation Time: 1

Area of Effect: Personal

Prerequisite: mol ecular agitation,
telekinesis

Thisp ower will create a shield of hot air
aound t he psionicist that will absorb cold
aound t he psionicist. It will reduce the
damage o f cold based attacks by 1 hp/die or
givea +1 to any saving throw. It will also
potet a character from cold environments
such as a tundra, but not from super cold
environments like the elemental plane of ice. It
willal ® m ake the character invisible to
infavison. A nyone trying to touch the
character without some kind of protection from
heat w ill suffer 1d6 hp/round. The psionicist,
however, will take 1 d4 hp/round damage from
heat if this power is used in a hot environment.

Power Score—The power is doubly effective,
causing 2d6 points of damage, conferring a +2
bonus and saving 2 hp/die.

20—Cold Shidd power isactivated instead,
even if the character does not know it.

Inertial Shield

Power Score: Con-3

Initial Cost: 7

Maintenance Cost:  5/round

Range: 0

Preparation Time: 0O

Area of Effect: 3 yard diameter, 120
degree arc

Prerequisite: Telekinesis

Thisissimilar to an inertia barrier, but with
one crucia difference: the field is compressed,
giving greater protection from frontal attacks. It
protects a 120 degree arc in front of the psonic,
with c overage curving to reach over his head.
(Thinkof it as the front 1/3 of an inertia
barier). T o determine the damage, roll how
mud d amage the missile would have done,
then r oll twice as many hit dice to determine
the shield'sp rotection. If the shield roll is less
than, then subtract it from the missle's damage.
If the rolls are equal, then the missile simply
fallsinside the shield (but explosions could till
injure those behind the shield). If the shield roll
I sg reater t han the missile damage roll, the
mesk falsoutsde he #iell, and any
explosions will also be absorbed by the shield.

Theinertial shield protects againg the same
forms of attack astheinertial barrier, but isless
effective in some situations (like gas attacks, or
missles coming from all directions).

Power Score—The shield expandsinto a 180
degree arc at n o extracost, or into 270 degree
arc for 6 points per round.

20— heshield w orks in reverse, doubling
the damage done by missiles.

Jedi's Fast L evitation

Power Score: Wis-4
Initial Cost: 16
Maintenance Cost:  10/round
Range: 0
Preparation Time: 1

Area of Effect: individual
Prerequisite: levitation

Thisd evotion is a variation applied to the
levitaion d evotion specialy created to al low
fast moving during | evitation. He can move up
ordown very fast changing the speed as he
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wi Besh owever, he cannot change the
direction or the trgjectory of the movement.

Levitaion dlowst he user to float. It is the
useof telekinesis on oneself. A character can
lift himself at ther ate of 3 foot per second, or
180 feet per round (10 m/s or 36 km/h).

The characte can descend asq uickly as he
wantsb y simply letting himsef f all, then
slowng dowm ash e nears the ground.
Levitation i snot flying; it doesn't provide any
horontalm ovement. Additionally, in this
varation o f levitation the direction cannot be
chaged, t he psionicist must define his
trajectory before starting the power.

A p sionicist can always levitate his own
weight Additiond weight h owever, such as
equipment or passengers, is a hindrance. Every
25 poundso fadded w eight reduces the
character's power score by one point.

Reference L uke against Dark Vader in The
Empire Strikes Back.

Powe Sore-Ther ate of levitationis
doubled.

20—The psionicist doubles his weight for one
round. | f he falls, he suffers an extra 1d6 points
of damage.

Jedi's Stronger Telekinesis

Power Score: Wis-2

Initial Cost: 1/10 of object's weight
Maintenance Cost:  half initial cost

Range: 30 yards

Preparation Time: 1 round

Area of Effect: single item
Prerequisite: telekinesis

Ths deotion 8 aspeidiaton ofthe
téeknesssdene ceatel to moveheavy
objects.

Wih thd deotionhe pywchokirss
specialist ( a psionicist with psychokinesis as

his primary discipline) can move heavy objects
withouts o, high PSP cost and power score
penalties.

- The initial cost equals the 1/10 of object's
weight in pounds The minimum initial costis
10 PSP. For very heavy (1 ton. or more) objects
thecost is 10 timesthe object weight in tons,
but the p ower score penalties are much higher
(see table below).

- The mai ntenance cost is half theinitia cogt,
rounded down. Thepsionicst mug mee a
power check each round or the object will crash
down.

- T he character's power score is Wis -2
decreased as shown on tables below.

Initial Power Score

Object weight Cost M odifier
10 pounds 10 +1
100 pounds 10 0
200 pounds 20 -1
400 pounds 40 -2
800 pounds 80 -3
1,000 pounds 100 -4

Very heavy objects

Initial Power Score

Object weight Cost M odifier
1 ton. 10 -6
2 ton. 20 -7
3ton. 30 -8
4 ton. 40 -9
5 ton. 50 -10
6 ton. 60 -11
7 ton. 70 -12
8ton. 80 -13
9 ton. 90 -14

10 ton. 100 -15

The following restrictionsare applied in this
variation of TK.
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A psionicist using TK with thisdevotion can
movean o bject up to 10 feet per round. The
object cannot srve as weapon. Leave a heavy
object tof al in a creature is very difficult,
sincethe o bject moves very slowly and the
creature should see it and move away.

Themantenace oft his power is very
difficult and the psionicist must make a power
check in each round or the object will fall.

Thisp ower requires great concentration and
thep sonicist cannot perform any other action
whilemaintaining this p ower. T he psionicist
mug b e unmovabl e, cannot talk and can look
only to the object being moved.

This power can only be used to move objects
in very simple and pre-defined (decided before
the start) trajectories.

Reference: Yodain The Empire Strikes Back.

Powe Smre—Thepsionicstc an mantain
this power without any other power check.

20—Thepsonicist will not be able to move
thisitem until he gainsalevel.

Kinetic Reverse

Power Score: Con-3
Initial Cost: 8
Maintenance Cost: NA
Range: 200 yards

Preparation Time: 0
Areaof Effect: 1 object of 100 Ibs.
Prerequisite: telekinesis

A psonicist with kinetic reverse can reverse
thek inetic energy in any moving object that
weights lesst han 100lbs. Arrows can be sent
back to there archers, spears can be sent back to
thaet hrowers, and small rocks can be sent
back to there catapults.

Power Score—Allows for 200 Ib objectsto be
moved.

20—ncrasest he speed of object, causing
double damage.

Levitate Others

Power Score: Wis-4

Initial Cost: 16/ creature

Maintenance Cost: 8/ round for each
creature

Range: 0

Preparation Time: 0
Area of Effect: 15 feet radius
Prerequisite: levitation

This power i sidentical to levitation, except it
I su sed to | evitate other c haracters. The
psoni¢g can optiondly stays where he is,
whiles omeone else is levitated. The creature
must be willing to be | evitated, or unconscious.
If anwilling creature start to frantically move
whilein the air (in combat, panic or don't want
to bel evitated anymore) the psionicist must
make another power ¢ heck for each round to
maintain the character in the air.

A psionicist levitate creatures with weights
simiar tohis own. A dditiona w eight,
however s uch as equipment, passengers, or
| age c reatures are a hindrance. Every 25
pounds of added weight reduces the character's
power score by onep oint and increase initial
and the maintenance cost by 4 points.

The DM can impose a power score penalty to
try to stop falling creatures.

Powe Score—Theinitial cogi s reduced to
12 per creature and the maintenance if halved.

20—The psionicist d oubles the weight of all
creatures one round. If they fall, they suffer an
extra 1d6 points of damage.
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Mirror Image

Power Score: Con -3

Initial Cost: 8

Maintenance Cost:  4/round

Range: 0

Preparation Time: 0

Areaof Effect: self

Prerequisite: telekinesis, control light

With this power a p Sonicist can create three
exact c opies of he body by manipulating light
waves. There must be light waves present for
the povert o work. Thisis a combat
enhancement and has very little use anywhere
else. When used it createsa row of four, one
being the real psonicist and three being copies,
in andom oder and t he copies and the
psonics ae contnualy swthing pace.
Thisgivesthe psionicis 3 chancesin 4 to
e< e d amage from his opponents blows.
After each scestilattack agang the
psionicist, hewill roll afour sided dice. Onal
the psi onicist takes to damage like normal. On
a2, 3, or 4 one of the copieswas hit. Sensethe
copesa re only manipulated light swords,
arrows, and all other forms of physical attack
pasthrow it doing no damage. Telepathic
attacks are no affected by these power.

Powe S core—Seven opies re created
giving the psionicist 7 chances in 8 to escape
damage.

20—A bright flash of light i s created i nstead
of thec opies, blinding the psionicist for 1D 4
rounds.

Mold Earth

Power Score: Con -6

Initial Cost: 50

Maintenance Cost: NA

Range: 20 yards

Preparation Time: 3

Area of Effect: 10 cu. ft.+5 cu. ft/leve
of earth

Prerequisite: telekinesis, soften

Theuse of this power allows a psionicist to
mold eath in a fast, almost i nstantaneous
manner. Thispower allows the user to change
the shape of any earthen object, even the actual
ground itsdf. It canbe u sed to build instant
stone b ridges, earthen pillars, or even used as
an attack by creating stone fiststo punch
opponents. If a fist of stoneiscreated, it will
causel d4 points of damage/10 cubic feet of
stonethat is used. It can aso create breechesin
walls or other effects. Any object created will
be rough and likeit'soriginal substance. Fine
detail can be accomplished by usi ng this power
but with an area of affect of 1/ 10th the original
size.

Powe Swre—Fined etail can be done at
nomasize, but the preparation time is
doubled.

20—A 20’ pit opens below the psionicigt, the
result of displaced earth.

Molecular Dampening

Power Score: Wisdom

Initial Cost: 5

Maintenance Cost:  4/round

Range: 50 yards
Preparation Time: 0O

Area of Effect: 1 item, 30 pounds
Prerequisite: Telekinesis
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Thisp ower i sthe opposite of the molecular
agtaion devoton; nskad of inceasing the
moveament of moleculesi nside an obj ect, this
powerslows them down, chilling the object.
The amount of damping determines the effects:

* 1 r ound: things become cool to the touch,
skin b ecomes cl ammy (no damage), some
condensation (if humidity permits)

* 2 munds «in bemmesn umb (1-2 pts
damage), w ater becomes slushy, items become
cobl t o the touch, condensation coats the
surface, paper becomes brittle

* 3 rounds. skin starts to freeze (1-3 pts
damage), water freezes, metal becomes cold to
the touch (1 pt damage, possibly freezing to the
sufacg condenaton f reezes plants die,
leather weakens

* 4 r ounds: freezing temperatures harm
tisaues( 1-4 pts damage), thin layer of ice if
humidity permits, skin freezesto metal (1-4 pts
damage), wood/plants/leather becomes brittle

* 5 rounds: hypothermia possible (1-6 pts
damage max), possible limb | oss, thick layer of
ice (if possible), minerals weaken

* 6 rounds: rock becomes brittle, metal
weakens, skin permanently freezes to metal

* 7 r ounds: rock shatters li ke glass, metal
becomes brittle

* 8 rounds: metal shatterslike glass

* 10 rounds: adamantite weakens (maximum
weakening)

Weakening means that the substance has a -2
pendty t o all saving throws (-4 vs. cold).
Brtl@mes meand hat the object has the
qualities of thin crystal, being easily breakable,
and having similar saving throws. It still takes a
good b low (from a blunt object) to shatter the
i tem. B ecoming "like glass" means that the
object ¢ an be shattered easily, in the palm of
one'sh and (hopefully protected from cold!),
and that dl saving t hrows are made as glass.
However, t he shards are incredibly cold, and
vey s harp. Shattering a sword with an

unpotete hand c ould easily cause 2-12
pointsof damage, plus whatever cold damage
Ispossible.

The "layer of ice" effectsare up to the DM.
In d esert situations, a "thick" coating might
only be 1/10 of an inch, but in ahumid jungle,
the thick layer may be up to 6 inchesthick. The
"layer of ice" effect has many uses near (or in)
alarge body of water.

Powea Score—Rate o f damping doubles (as
per molecular agitation)

20—The psionicist botches the damping, and
thei tem is affected by MoleularA gitation
(whethe or know the psionicist knows t hat
devotion), but the pgonicist i s unaware of any
problems.

M ove Electrons

Power Score: Con-4

Initial Cost: variable
Maintenance Cost: NA

Range: 90 feet

Preparation Time:  variable (0-2)
Areaof Effect: one creature/object
Prerequisite: Telekinesis

This devotion allows the psionicist to move a
number of electrons through an object, causing
electrical damagetoit. The cost is variable, but
thelongera psionicist prepares to use the
power, the more electrons that can be moved.
Creaturesthat are made out of € ectricity take
half d amage (if somebody rearranged parts of
yourb ody, it would still hurt). Creatures
immune to | ightning or el ectrical damage are
not affected by this power at all.

It isp ossible to use this power againg more
tha one ceatue, but o nly if they are
connected b y a good conductor (like metallic
armor or very salty water); in this case, damage
I sd ivided between all connected creatures,
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with t he target and those nearest the target
t &ing t he most damage. M agical metallic
iemsw ill never conduct from creature to
creature.

Preparation Time  Cost Damage

Orounds (immediate) 6 ld4+1
1 round 8 1d8+ 1
2 rounds 11 2d8

Metalc A rmor. +2 points damage, plus
possible conduction

More thant wo rounds of moving el ectrons
will not increase damage for mortal psionicists,
but a psionic lich or demi-god with this pow er
could use greater prepaationtimes for even
more damage. The DM can increase damage as
seen fit, but | would max the damage at 4d8+4
(8-36 hit points) for 4 rounds of preparation
time -- anything else would be too much like a
wizard spell.

Thelongert he preparation time, the louder
the discharge will be; with no preparation, the
sound will b e barely audibl e beyond 10 feet,
but w ith two rounds of preparation time, the
sound could easily carry 50 feet or more, and
would echo in underground circumstances.

NOTE: | have not tried to u se "real world"
physicsto the letter to create thispower. If any
DM dlowngt his power wishes to make it
moe "real $i¢ (using voltages, amps, or
whatever), feel free. Dammit, I'm a DM, not an
electrician!

Powea Score—Damaye ocairs o n the next
greater d ie type (either a d6 or a d10) and the
damage bonusincreases to +2.

20—T hep ower backfires; the psionic takes
1/2 nomma d amage and cannot use thi s power
for another 3 turns. The victim is unharmed.

Psychic Guidance

Power Score: Int-2

Initial Cost: 3 + special
Maintenance Cost: 3/ round

Range: line of sight
Preparation Time: 2 segments

Areaof Effect: one proj ectile
Prerequisite: Telekinesis, (detonate)

This power allows a psionicist to guide a
small projectile, such as a knife, arrow, or
sling stone (max weight 2 1bs), to itstarget.
The psionicist must first prepare the
projectile, w hich takes two segments (see
prep. time) and costs 3 PSPs. The
projectile may then be thrown (fired, hurled, or
whateey nomaly, butmay b e guided
t ¢ekmetcaly. The followng hingsae
possible at the liged cost in PSP's.

Add +1 to hit, +1 to damage, and extend
ther ange by 10 feet by spending 2 PSP
(cannot s pend more than the psionicists level)
Make ar adical course correction (upto 180
degeeg at a cost of 5 PSPs (all benefits
besowed by p revious guidance are lost).
Recall the projectile at a cost of 10 PSPs. The
projectilew ill return to the psionicists hand
(no DEX check required to catch) from
anywhere within range (i.e., line of sight).
The projectile may be made to explode causing
an e xtra dé6 damage to the target (or anyone
within 3 feet). This costs5 PSP's and requires
detonate as a prerequisite.

Prepared projectiles may be maintained at a
cosof 3 PSPsper round. The maximum
number of projectiles a psionicist may handle
at a time is onef or every 4 levels of
experience. The psionicist must be ableto see
theprojetike by memeans) in order to
guideit. This is not necessary for recalling
the projectile, or for making it explode.
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Power Score—The projectile may be recalled
without spending any PSP's.

20—The projectile explodes doing d6 damage
to the psionicist.

Psychokinetic Punch

Power Score: Con-2
Initial Cost: 4
Maintenance Cost: NA

Range: 50 yards
Preparation Time: 0

Areaof Effect: one obj ect
Prerequisite: Telekinesis

With this devotion, t he psionicist is abl e to
ceatea weak punch effect, much like a
weakened Project Force. The attack is made
against armor class 10, modi fied for any magic
and d exterity. If it hits, the punch does 1-4
points of damage, and disrupts any spellcasting.
If the target ismoving at any speed greater than
tha of normal combat (roughly 50 feet per
round), then attacks are made with a -2 penalty.
A Protection From Normal Misdles, Shield, or
Stoneskin spell will be effective against a PK
Punch.

The power can also be used to give objectsa
"pudh”. Thisisnowhee nea ashard as a
Projed F orce, but is more like bumping into
something. F or example, small objects can be
moved quite a bit, like keys being knocked of f
atable or cracking a window, but | arge obj ects
like adoor will only have asmall bit of motion,
like moving a door slightly gjar. Psychokinetic
Punch can a'so be used while levitating, to but
abit of force to horizontal movement (upto 30
feet per round).

Power Score—Damage is 1-6, or o bjectsare
affected by a Project Force (DM's choice).

20—The motion i sin the opposite direction;
attacks dwaysm iss, and objects move in the
opposite of the intended direction.

Suspend Objects

Power Score: Int -2

Initial Cost: 5

Maintenance Cost:  2/round

Range: 3 radius; centered on
Psionic

Preparation Time: 0

Area of Effect: Level+2 Objects of
Level+10 weight
Prerequisite: Telekinesis

This Devotion allowst he Psionic to suspend
objectsint heair around him. He must place
the object where he wantsit to stay and then let
go of it, just tossing it into the general area of
wherehe wants it will not work. The object
will stay in place relative to the Psionic until
etherh e retrevesi t d oes not pay the
m anteancec ost, or some outside force
changesits position.

Example: Georgethe Psionic iscarrying an
object i n each hand when he sees athird obj ect
tha h e wants to pick up and take with him.
Using Sugpend O bjects he can place one or
both o f the objects he is carrying in the air
around him and they will follow al ong with
him until one of the above things happens.

Powe S core—T hep sionicist can either
handle twice the number of objectsor objects
of twice the weight.

20—The objects wi ll move rapidly in random
directions until the power is discontinued.
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Transperancy

Power Score: Int -5

Initial Cost: 40

Maintenance Cost:  10/round

Range: touch

Preparation Time: 1 round

Area of Effect: 1 cubic foot/level
Prerequisite: telekinesis, molecular

rearrangement

This power will make any obj ect transparent,
but still withit's strength properties and other
physical properties. Itissimilar to making the
objeti nvisible. This can be used to peer
though awdl witout e xposing oneself to
dangerst hat may exist on the other side. Itis
also useful form aking objectsinvisible for a
short time. Other creative uses can certainly be
found by aresourceful psionicigt.

Powe Score—Doublet he area may be
affected.

20—Thep sonicist becomes affected by this
powr forld44 ounds, but not their
equi pment.

Velocity Contr ol

Power Score: Int -4

Initial Cost: 15

Maintenance Cost: NA

Range: 100 yards

Preparation Time: 1

Area of Effect: 1 object

Prerequisite: telekinesis, balistic
attack

This power can chage thes peed of any
object. |t can halt any missile weapon of low
speeds ordoublethe gpeedas well. Large
objectsor fast moving ones can be slowed or
sped up as well, but not stopped compl etely.

Any missile weapon except a crossbow or
heay missile weapons ( catapult, boulders,
baliga, €c.) T hispower can only alter the
speed of the missle weapon if the power i s
activated b efore the missile hits and afteritis
fired. Crossbow bolts can be slowed so that
they caue 12 damae, as well asballi ga,
catapults and other h eavy missile weapons. |f
thesped i s doubled, the damage is also
doubled.

Power Score—Any o bject can be stopped or
sped up.

20—F heo bject's speed changesin the
opposite direction intended.

Psychometabolic Sciences

Control Aging

Power Score: Con-6
Initial Cost: 12
Maintenance Cost:  8/round
Range: touch

Preparation Time: 1
Area of Effect: individual
Prerequisite: none

With this s cience, the character can control
the aging process in a creature's body, causing
to grow older or younger with atouch. Therate
ofagingis 2-5 years per round to make a
creatue older, 1-3y ears to make a creature
younger A hough the ging e ffect is
p amanenn atural aging will begin
immediately after any age change is made, thus
theclodk cannotbe dopped, butit can be
moved f orwards or backwards. In the case of
undoing magical or unnatural aging, the rate of
"youthening" is 1-4 years per round.

Only evil psionicists can use the "forward"
pover repataly, wthoutundoingi t. Any
othealignment will slowly twist to evil.
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Likewi =, only good p sionicigts can undo the
ravages of time o n a creature. As with aging
forward, any r epeated use of the "youthening”
power causes the psionicist to tap into his own
youth and goodness.

Powea Swmore—The rate of age changingis
increased by 2 years per round.

20—The psionicist grows 2-5 years older, and
cannot use this power for another week.

Emperor'sLightning Bolts

Con-4

5 psp/1d6 (1) or 7
psp/1d6 (2-5)
Maintenance Cost: NA

Range: 6 yards

Preparation Time: 0

Area of Effect: 1to 5 creatures
Prerequisite: Energy Containment

Power Score:
Initial Cost:

Thiow a group of lightning bolts from the
body of the psionicist to each target. 5 psp/1d6
isthecod for1 taget, 7 psp/ld6 for 2-5
targets. The maximum damage per usage is half
thepsonidtlievke in d6's &ve vs
Petrification for half damage.

Thiep ower cannot be magnified by any
metapsionic devotion, the damage li mit cannot
be increased.

RetrencelL uke against the Emperor i n
Return of Jedi (Movie)

Power Score—Target saves at -4
20—Thep sionicist takes half damage. Save
vs. petrification for 1/4.

Enhanced Combat

Power Score: Wis-5
Initial Cost: specid
Maintenance Cost:  specid
Range: 0

Preparation Time: 0

Areaof Effect: the psionicist

Prerequisite: Adrenaline control,
Heightened senses,
biofeedback

This is a real' Use the force Luke' type
power. Inessence, it allows the psionicist to
mentally g uide and enhance hi s/her attacks
and defenses making them fager and more
accurate. Todothis, the psonicig must first
make apower check, and spend anumber of
PSPs (maximum i s twice the psionicists
level) toinitialize the power. In thenext
round, and for as long as this poweris
maintained, the following may be done (at the
listed cost in PSP's).

Add +1 to hit and damage to your attacks
thisr ound (3 PSPs).* Add +1 to hit and
damage o yournext atak @ PSP9. Plus
improve your AC and initiative by one (2
PSPg9).* Attack first in the round (.e, before
initidive- like someone with a scimitar of
speed ora short sword of quickness) (4
PSP9.* Use one of your attacks to
automatically parry, without having to roll a
die (5 PSP's). Plusdodge an attack, without
having to roll or give up one of your attacks (8
PSPs).Plusgain another attack this round (8
PSPs).* Recover y our weapon (after is has
been dropped). Thiscounts as one of your
attacks (4 PSP's). Aswdll:

* This action must be announced at the
beginning of the round. Plusthis action must
be announced before the attack (or parry) roll is
attempted. Thus a missed attack roll cannot
be retroactively improved.
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NOTE: In any given round, the psionicist
may never spend more P SP's than were used
toi nitializethe power. Thus if 8 PSPswere
spent o ninitialization, it would be possible to
dodge one attack, or gain an extra attack (or
do anything elsethat costs 8 PSP's or | ess),
but i t would not be possible to gain an extra
attack and get +1 to hit and damage, asthis
would cost 11 PSP's. The power is mai ntained
aslong asthe psionicist usesthis power. It
ends on any round during which the psionicist
doesn ot spend any PSP'son it. In order to
mantan this power, pendng one FBSPper
round isenough, dthough it doesabslutely
nothing.

Power Score—The amount of PSP'swhich
coutl be s pent per round is doubled (no
increase in initialization cost).

20—Until the psionicist gets at least 4
hours of rest (preferably sleep), he/shehas a-1
penalty to hit, to damage, to AC, to i nitiative as
well as all saving throws.

Fortitude

Power Score: Con-6
Initial Cost; 20
Maintenance Cost:  8/round
Range: 0

Preparation Time: 0
Areaof Effect: personal
Prerequisites. 7th leve

Thep sionicist fortifies his/herself such that
theeffect of any sort of attack that causes
phydscd d amage is either lessened and/or the
psonicig h as greater resistance giving them a
better chance to shake off the effects of such an
attack.

Specifically, the power will first add a +2 to
all saving throws against attacks that cause
physcal d amage, i ncluding spellslike fireball,

cone of cold, etc., poi son, breath weapons, and
atai&sfrom magic itemslike wands that
p oduces pelllike effects. Second, the
psionicist can subtract one from the all damage
dierolled for an attack that produces physical
danmage on him/he and a | so reduce poi son
damage by 2 5%. In addition, the psionicistis
immune to death from masvedamae, and
further, spellslike Finger of Death will not take
effect until the psionicist stops mai ntaining the
poverthen if the save was f aled, the
psionicist dies. Finally, if powers are used that
convet PSPst o raw pure energy that can be
used t o blast enemies, this power halves the
damage from such an attack since it is using
psionics to resist psionics.

Powe Score—Thes aing thowbonus
improves to +4, and all damage die suffer a -2
penalty. Further, poison damage ishalved.

20—The psionicist immediately suffers 20 hit
poins ofd amage no save, and further, all
saving throws are penalized by -1 for the next
24 hours.

Psi-sword

Power Score: Wis

Initial Cost: 5 PSP

Maintenance Cost: 3 PSP/round

Range: 0

Preparation Time: 0

Area of Effect: Bastard Sword or K atana
Prerequisite: None

Psi-sword i s a more powerful form of Graft
Wapon. Wsing i t causes the sword of the
psonidg t o bond with him, and the sword
t&eson a n al most imperceptible glow of
psionic power.

When used, Psi-sword grantsthe psionicist a
bonust o hit, damage, weapon speed, and AC
equd to the magicd attack adjustment of the
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chaacéerf rom Wisdom. Furthermore, the
psonidd may attack with the THACO of a
fighter while using the Psi-sword.

A psionicistmay n ot use this power on a
sword o f average or lesser quality, unless the
sword inquestion is a weapon forged by the
psonidd himself. Even then, the psionicist
willu sually forge such a weapon of highest
guality, &t he Psi-sword is a very persond
thing to the psionicist.

Power Score—The psionicist does double the
dice of damage on the round of activation. The
psionicist may continue this effect as long ashe
mekesa s uccessful power check each round,
and p ays doubl e maintenance cost. A second
Powe S core roll will not quadruple damage,
however.

20—Dueto a psychic backlash, the psionicist
diopshis weapon, and is stunned for 1d4
rounds, unable to act, and has an AC of 10.

Split

Power Score: Con -5
Initial Cost: 25
Maintenance Cost:  4/rnd
Range: 0
Preparation Time: 1 round
Area of Effect: personal
Prerequisite: None

This power allows the psonicist to create an
exact double of himself and all equipment. Hit
points and PSPs are hal ved, dropping fractions.
There is no innate communication between the
doubles. A system shock roll must be made
when initiating the power. If it fails, The power
fails and the psionicist must rest for that round.
Should thedouble d ie, the original must make
an aditonal gsemsho& r oll or fall
uncongiousf or 1d4 rounds. A ny magical
itemsthat are doubled function only as normal

versions for the double. They are still magical
for the original psionicist.

The maintenance cost of thisp ower is only
paid by the original.

Should the sionicist die, the double
disppears aswdl, t aking any remaining hit
points or PSP's with it.

Thedouble may not ust his power. The
doublei s played by the player who role plays
theo riginal, as the double does have an
understanding of what the original wants. The
doubleis loyal to the original, and behavesin a
similar fashion as the original would.

Power Score—Two doubles are created, each
having the same stats as a single double would.

20—Fails. M ake a system shock roll or fall
unconscious for 2d4 rounds.

Suspension

Power Score: Con-4

Initial Cost: 60

Maintenance Cost:  NA

Range: O/touch

Preparation Time: 2

Area of Effect: 1 Creature
Prerequisite: 9th level, convergence,

suspend animation

This power requires at least two psionicistsin
convergencewhoset ota levels must be 35 or
higher, with no psonicist being b elow level 9.
A successful use of this power requires every
p $onic$ i n the convergence to make a
successful power check in the round the power
isbeing initiated.

T his power w orks just |like suspend
animation, e xcept that it can be projected to
some other creature, placing them in suspended
animaion unti t he psi onicists make another
power check releasing the creature, or until the
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powere xpires in the manner described for
suspend animation.

Powe Score—T hep ower lasts until the
p Boniicks relae thec reature with a
successful power check.

20—f any of the psionicists roll a 20, the
unlucky one fallsinto an involuntary suspended
animation until revived with a successful use of
this power.

Worm Drive
Power Score: Install: Con -8
Write: Int -5
Read: Int -1
Initial Cost: Install: 35
Write: 6
Read: 2
Maintenance Cost:  Install, Write: NA

Read:1/round, 1/memory
Range: 0

Preparation Time: Install: 5
Write: 1
Read: O

Areaof Effect: personal

Prerequisite: none

"A worm never forgets', the saying goes.
Whilethisis awell known saying, few people
knowi ts origins, with the Spineless Worm.
Thisworm, onceit livesin aplace for just one
day, will always remember it, and will retum
there no matter where you put it. In fact, if kept
ata new location for a day or more, it will
remembet his new place too, and when
released, will retrace the way between all such
places. It's not known what drivesthewormto
return to the places it knows, but as thi s power
hast o do with recalling old memories, the
name seemed to fit. As a side note, "you're a
spinelessworm™ i s a phrase of respect reserved
forl earned scholars, with vast knowledge of

many subjects. The Worm Drive power is
actually a collection of three related powers -
Install, Read and Write. T he names have some
higoiical meaning w hich has been lost with
time. T o use Worm Drive, one must first use
Ingall. T his creates a new organ - a kind of
subb@in, w hich can store memories. The
creationof this organ, like any other massive
changeto the body, can cause massive stress.
The psionicist must make a system shock roll.
If he fails the power f ails, and the psionicist
passes out for 2d6 turns. Once Install has been
used, the psionicist can Write (store) memories,
and hen R ead (recall) them. To Write a
memoly, t he psionicist must concentrate for
one round on the memory to be stored, and then
invoket he power. To recal a memory, the
psoni¢d adivdaestheRead v ersion of the
power.

There are two basic waysto recall amemory.
If thep sionicist knows w hat he wants to
remember, but just doesn't know the details, he
thinks a bout what he wants to recall, and then
adivdesthepowe. The other way isto go
over the m emories, from the last to the first.
Thep sionicist can browse memories at about
ten per round, getting only a vague idea of what
each memory holds. Once he finds the memory
he wans, h e can get the full details. The
memory isthen vividly recalled.

B o ws ng m emories costs one PSP per
memory. Once the memory isrecalled, holding
it vivid in memory costs 1 PSP per round. Once
mant@ancei s stopped, t he memory fades
away over the next turn, until the psionicist can
only emenbert he details he remembered
bebre i nvoking the power. The psionicist
cannot b rowse, recall, and then browse again,
withoutr eactivating the power and making
anoterp ower check. Note that memories
stored w ith Worm Drive are not affected by
mind affecting spells or psionic powers, so, for
example a Forget spell won't affect a stored
memoty, even if this memory isof anevent
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which occumred duriing the t ime span affected
by the spell. Often psi onicists who have access
tot his science, and feel that they have been
afecté b y a memory erasing power,
automatically activate Worm Drive and browse
memories, recalling those they can't remember.

Power Score:

Install-the system s hock roll automatically
succeeds.

Write—no special effect.

Read—full detailsof the memory are kept in
the psionicist's mind for aturn without need for
maintenance, and only then start to fade.

20:

InsaHa hbhgeblob of flesh grows
somewhere on the body of the psionicist, and in
addition the psionicist passes out for 2d6 turns.
One way to removet he blobisto cut is off,
causing 3d6 p oints of damage. When healed,
the body will return to its normal shape.

Write—no special effect.

Read-the psionicist recallswrong details.

Psychometabolic Devotions

Bio-electricity

Power Score: Con (0/-2/-5)
Initial Cost: Oor5
Maintenance Cost:  specid
Range: 3/10/30 yards
Preparation Time:  1orO

Area of Effect: specid

This duel use power can be called up with no
initial costif around is spent in preparation. If
it must be drawn upon quickly, the strain costs
5 PSPs.

1) Bio-luminescence

The psionicist emitsalight in a 3 yard radius

at acost of 1 PSP per turn. The radius may be

inceagd & an increased cost and reduced
power check.

Range Power Check Cost
3yds Con0O L/turn
10yds Con -2 2/turn
30yds Con-5 5/turn

2) Bio-electric discharge

Thep sionicist can call up bolts of energy
through hishands to hurl at enemies. A to-hit
mus ber olled with the psionicist's missile
THACO, but all t argets are AC10: add only
dexterity and magic adjustments, not aimor and
shied. O ne bolt may be fired per round.
Damageis 1 HP per 2 PSPs expended - max.
20 dmg/ 40 PSPs. Victims are allowed a
saving t hrow vs. breath weapons f or hal f
danmage. Thep ower check for this useis
modified f or range so it is the same as bio-
luminescence.

Power Score—No save allowed

20— o 1d4 P SPsand 1d4 HP as energy i s
directed inward.

Energy Conversion

Power Score: Con -6

Initial Cost: 2

Maintenance Cost:  NA

Range: 0

Preparation Time: 0O

Area of Effect: personal
Prerequisite: energy containment

A p sionicist with this power ¢ an convert
enagy t hat has been contained with energy
containment, into PSPs at a5 :1 ratio (i.e., five
hit points of absorbed damage to every one new
PSP). A psionicist my never have more then
hismaximum+ 10% i n total PSP at any one
time. A Il unconverted energy will still be
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released aslight as the guide linesfor energy
conainnment 4ae. All the energy does not
havet o be converted at once. Once all the
ab®bed enegy i sconverted to PSPs the
psionicist will stop glowing.

Power Score—The conversionr atio becomes
1:1.

20—The psionicist loses half his PSPsand all
contained energy i s di scharged harmlesdy i nto
the ground.

Energy Discharge

Power Score: Con
Initial Cost: 6
Maintenance Cost: NA
Range: 100 yards

Preparation Time: 0
Areaof Effect: individual or object
Prerequisite: energy containment

This power allows the psionicist to discharge
theabsorbed damage he has contained with
ene&gy c ontainment, as a bolt of el ectrical
energy. Thisdischarge will do the number of
hit points in damage that the psionicigt has | eft
over, unradiated as light. He will then lose his
glowand w ill not be able to discharge again
unti he a bsorbs more damage with energy
containment.

Powe Sore-Thedishaged oes double
damage.

20— hed ischarge back fires and hits the
psionicist. Thistime it can not be absorbed and
does full damage.

Enhanced Infravison

Power Score: Con-2

Initial Cost: 9

Maintenance Cost:  4/turn

Range: 90 feet

Preparation Time: 5

Areaof Effect: personal

Prerequisite: Infavson ( Natural or
Psionic)

This sciencei s a more powerful version of
thei nfavéond evotion, without the side
effectso f that power (namely, worsening the
character'sability to see into the bl ue areas of
thes pectrum). This science actually creates
more color-sendgng p igmentsin the character's
eyseallowing for s uperior vision.
Demihumans can usethis power, but it isnot
cumulative with innate infravision ( an elf with
infravigon t o 60 feet using this power gains
infravision with arange of 90 feet, not 150).

Power Score—Range increases to 120 feet.
20— hec haracter botched the pi gment
creation, and becomes blind for 2-12 rounds.

Healing

Power Score: Con-5
Initial Cost: varies
Maintenance Cost: NA
Range: touch
Preparation Time: 0O

Area of Effect: individual
Prerequisite: none

Unlike cell adjustment healing will not cure
any t ype of diseases, but it does have a better
hit point to PSP ratio for healing wounds. The
psionicist will heal one hit point of damage for
every one PSPs they spend (1:1 ratio).
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Powea Soore—Thepatient ist otally healed
and only one PSP is spent.

20—The psionicist suffersthe number of hit
poins h e was healing, but the patient is
unaffected. If the p sionicist isthe patient he
still suffers the damage.

I mmovability Other

Power Score: Con-5

Initial Cost: 9

Maintenance Cost:  6/round

Range: 100 yards
Preparation Time: 0

Area of Effect: individual or object
Prerequisite: immovability

This power works just li ke immovability, but
it's used on ot her people or objects. The person
or object becomes immovable and will require
al arge amount of force to move it form its
spot. A person that has been made i mmovable
isalso unable to move himself without the
psonics allowing it by discontinuing the
power.

Moving t he person or object will require a
combined strength total that is at least 10 times
greaer than thep sionicist immovability other
power s core (Con -5). If anindividual has a
strength o f move the 10 timesthe psionicist
immovability o ther power score (Con -5) he
ca n ot be held by this power. See
Im novabillty pge 61 ofTheComple
Psionics Handbook for more details.

Powea Score—Moving thep erson or object
becomesimpossble.

20—The psionicist c an't stop the power; he
maintainsit until he runs out of PSPs.

I nfravision

Power Score: Con
Initial Cost: 4
Maintenance Cost:  2/turn
Range: 60 feet
Preparation Time: 1
Areaof Effect: personal
Prerequisite: none

This devotion allows the psionicist to see in
darkness, using the heat coming from an object.
For all intentsand p urposes, it isidentica to
that possessed by elvesand dwarves. It extends
to 60 feet, does not function in the presence of
light, and can be blinded by "hot" objects. A
side effect is that any form of ultravision (being
abk to s ee beyond the violet end of the
spectum)i s negated while this power isin
effect, and t he subject may have difficulty
diginguishing colors past the b lue end of the
spectrum.

Thepowrewoksby Bhkitfiig the
photoreceptorsin the eye down towards the red
(and nfaed)potion®d f the spectrum.
Demhuman p sioniciss w ho already have
infravision cannot use this power.

Power Score—Range increases to 90 feet.
20— hec haracter becomes colorblind and
sensitive to bright light for 2-20 rounds.

Jolt

Power Score: Con -3

Initial Cost: 8

Maintenance Cost: NA

Range: touch

Preparation Time: 0O

Area of Effect: individual or object
Prerequisite: none
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Thepower allows the psionicis to over
stimulae then erve centers of the body and
causea large el ectrical buil dup, which can be
discharged by touch or through any conductive
maderal. Thisdischarged causes 1D 10 hit
points of damage. This buil dup remainsin the
psionicists body until he dischargesiit.

Power Score—The damage is doubled.

20—T heelectrical charge discharges in the
psonidg brain, stunning him for 1D6 rounds
and causing 1D10 hit points of damage.

Mimic

Power Score: Con-2

Initial Cost: 10(the act)/5(the scan)

Maintenance Cost:  none

Range: p soe (thea |
act)/sight(the scan)

Preparation Time:  Special

Area of Effect: Psionicist

Prerequisite: Specia

Themimic devotion will allow the psi to
perform briefly a physical feat that would not
otherwise be possible. The mimic devotion has
two phasesi nits function. The first phaseis
cdled the s can phase, wherein the devotion is
activated w hile the psi witnesses some sort of
bréphysica act that he/she would not
nomdly beable to accomplish. This scan
phase allows the psi to psychically monitor the
phydcal f unctioning of another humanoid and
record in his’her subconscious the results of the
scan. The £an m easures such sundries as
neuromuscular activity, heart rate, brain waves
and whatever else. The memory of theeventis
held in the psi's mind until it is activated at the
will of the p si (calling for another successful
powerr oll). Successful activation wipes the
memory of the specific event scan. If the roll
fail s the m emory remains but is not activated

onthis attempt. The maximum number of
memories alowed to be held at any onetimeis
egual to the psi's current level.

Upon acitvaion, t he psi brings his/her
awemepsionic eegiet o bear, allowing
hinmhert o duplicate the feat(and lose ten
PSPs). Thef eat must be a single task such as
bending a steel bar, firing an arrow, tumbling
from ag reath eight safely to the ground,
thowing a boulder, etc. Personaly | would
eve allow the duplication of some spell
efects sichasjump, although if " detect
megic"i s used on the psi while performing,
noneis detected! Examples:

Jack he piswitnessess Wondru t he
manifent @aneschanged t o protect the
guilty) bend a steel bar. H e scansthe event, and
ift he power roll is successful, the memory is
stoed ( he has also lost 10 PSPs). He then
boldly strides up to the bar, makes a successful
powerr ole, and now has a chance equal to
Wondu'st o bend the bar, even though his
strength is actually 10.

Jack t hen s ees L achief, Ranger
extraodindre, fire a bow. Jack scansit and
t hrec onfidently picks up the bow.
Unbtunaely, hs powverr oll failsand he
almog shootshimself, as he doesn't have any
bow proficiency at al. If he madeit, though,
he w ould have been able to fire it once using
Lahid'sT HACO (WITH L achief's dex, elf,
and prof bonuses and all).

Power Score—The event activates and is still
retained in memory

20—Fhemenoy islos wthouthaving
benefited the ps.
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Speed

Power Score: Con -3
Initial Cost; 10
Maintenance Cost: 5
Range: 0

Preparation Time: 0
Areaof Effect: personal
Prerequisite: None

The powe allowsthe psionicistt 0 move at
twi cet he usual movement rate, attack at the
nexth ighest I evel on the "attack/md chart,"
and pefom any physical action in half the
usual time. The armor classis also reduced by
1

Using this power for longer than 5 rounds has
achance of aging the character. Thischanceis
ac umulative 10% per round. The psionicist
can avoid thisby stopping t he power for at
leag t wo rounds before re-initiating it once
more.

Powea Score—Speed i stripled with regards
to physcal ectivity and movement. Attacks
remain unchanged.

20-Half sped, etc. until the power
succeeds, canceling the effect.

Tattoo

Power Score: Con-1
Initial Cost; 6
Maintenance Cost:  1/turn
Range: 0

Preparation Time: 1
Area of Effect: Personal
Prerequisite: none

With the Tattoo power, a psionicist can draw
inticde designs ove his body, in several
diferent c olours. When the psionicist stops

maintaning t he power, his skin will return to
nomad. The one round of preparation timeis
used by t he psionicist to concentrate on the
exact details of thedesign. This poweriswell
know i n primitive societies, where such
desgnso ften have to do with the situation or
the intent of the person, and where designs are
often used during festivities. It can still be quite
useful i n adventuring situations, for example
when thee'sneed b quickly copy a nmep
painted on awall.

Power Score—the psionicist ¢ an change the
design once while the power i s active, without
paying theinitial cost again (but with one more
round of concentration).

20—The design becomes permanent, and can
only b e removed by norma means used to
remove a tattoo (or with powers which can
affect the condition).

Psychoportive Sciences

Dimensional Warp

Power Score: INT -7

Initial Cost: 10

Maintenance Cost:  5/round

Range: 10 yards/level

Preparation Time: 0

Areaof Effect: Special

Prerequisite: T leep6,rD i mensional
Door, 10th level

This power i savariation on the dimensional
doormp ower. The Psionicist definestwo
‘windows' anyw here within range, and creates a
two w ay portal between them, such that
anything g oing into one of the 'window' will
come out the other. Unlike Dimensional door,
this powercreates a true two way transport
system (i.e., you c an stick your arm through,
grab somehing at the other end, and pull it
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ba& -anythimg, i ncluding spells, will pass
through both ways). T he windows, which may
have an area of up to 4 square feet per level of
the psionicist, areidentical but can have any
ol entaton elatve t o each other (i.e., they
could b e at right angles to each other, or even
at 180 degrees *). This could result in some
very strange effects, imagine a charging knight
being intercepted by a 'window' and continue
hischarge straight towards the ground - lance
first, from 100 yardsup. Noticethat it might
be p ossible to re-route missles or even spells
such asf ireball or lightning bolt right back to
the originator, but the psionicist would have to
ad extremely fast (i.e., have initiative and
make an Int check to s ee whether he/she can
think and ad f ast enough). Because of the
complexity of warping space in thisway itis
easy for things to go wrong. If the power check
fails t he full PSPs are used, and a the two
windows will open up, but the psionicist cannot
contol t heir position (the windows are also
unstable and cannot be maintained). | n case of
a 2 0 result, the windows are 'very likely' to
openi nsuch away as to harmthe psionicist
(inthis case, the window might also be warped
and destroy anything which passes through).

Power Score—M aintenance cost is reduced to

3 PSP's per round.
20—see above

Planar Trave

Power Score: Int -4

Initial Cost: 45/90
Maintenance Cost: NA

Range: specid
Preparation Time: 12

Area of Effect: one creature
Prerequisite: teleport

Thisp ower allows the psionicis to thrust
themsalves into another plane. Thisis almost
thes ame as Summon Planar Creature, but
involves a different type of usage. As with that
power, thepsionicsti s disoriented for one
round, c ausing a -2 penalty on initiative,
attacks, and saving throws. The psionicist can
choos any of the inner planes for 45 PSP as
well as the astral plane or the ethereal plane, or
any outer plane for 90 PSP. If the power check
isa 2, then the psionicist is off target by one
plane (which directionisup to theDM) If the
power check isa one, then the psionicist not
only misses by one plane, but al so takesthe
neaed b eing to him with him. This power
doesnot confer ant protedion from the plane
transported to. If thepsionicist missesin the
outer planes, they are ALWAY Stransported to
Sigil(if PlaneScapeis used, if not use the
Concordant Opposition.)

Poweg Smre—Thepsionicistends up in a
sak area, no matter w here they went to.
However, this does not guarantee that the place
willR EMAIN safe. A cool spot in the
elemental plane of fire does not last long.

20—F he sionicist instead summons a
creature from the destination plane. Roll again
as per Summon Planar Creature to see the exact
distance and disposition of the creature.

Teleport Here

Power Score: Int -2

Initial Cost: 20+

Maintenance Cost: NA

Range: inihité within same
crystal sphere)

Preparation Time: 0O

Area of Effect: 10y ards; at target: 1
yard, 1 individual

Prerequisite: teleport
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Thispower i s identical to Teleport Ot her,
except that i t's used to bring another c haracter
to wtin 10 yards of the psionicist. The
character must be within one yard of the target
placeof the power, and if there is more than
one p erson within that range, the power fails,
with the exceptions noted below. T he character
mutsb e willing to be teleported or
unconsbus. BP @ss$ and power score
modifications are the same as for teleportation.
If the psionicist pays twice the usual PSP cost,
he ¢ an teleport up to three characters, all
standing w ithin the one yard radius area of
effect. | f more than three people stand within
the area, the p ower fails, with the exceptions
mentioned.

If t he psionicist is in either visua or
tdepahicc ontact with the subjects of the
tdepot, t hey can be teleported even if more
people are standing i n thetarget area. So if, for
exanplet he psionicis has a Clairvoyance
contactw ith the targets, he can choose the
personsh e wants to be tel eported. It will also
be easier for hi m to choose the target place, so
all will fitintheradius, if possible. Note that
to c hoose the targets using telepathy, the
psonic$ mus h ave contact with all the
subjects of the power. If there are four peopl e
in t he target area, for e xample, and the
psionicist hasalink with two of them, he could
only t eleport these two people. Attempting to
take one of the other two will cause the power
to fail.

Power Score—The PSP cost is reduced by 20
percent, rounded up

20—-All wouldbetelepotas are seriousy
disoriented. They cannot cast spells and suffer
a-4 penalty on al dierollsfor 1d4 turns.

Psychoportive Devotions

Conjure

Power Score: Int -2

Initial Cost: 15+

Maintenance Cost: NA

Range: Infinite
Preparation Time: 0 (1d4)

Area of Effect: One object, 50 Ibs
Prerequisite: Teleport

Using thispowert he psionicist can teleport
an o bject from another location to his current
location. The obj ect, whi ch can weigh up to 50
pounds must either be one that the psionicist
knows well and can picture in his mind, such as
his own sword, or one that is within his sight
(including psionic or magical detection such as
clairvoyance or crystal balls).

Thep sionicist cannot conjure an object that
bears awizard mark unlessthe mark is his own.
Neither can he conjure an object that is firmly
secured, such as a chest that is bolted to the
floor. | f the object being teleported is hel d by
another creatusle, a p sychic contest is waged
using the other creature's Strength score versus
thepsionicsts Conure powerscore. If the
object b eing conjured is an intelligent object
(eitherm agically or psionically endowed), the
object ¢ an choose to resist, in which case a
psg/chiccontest i sw aged using the object's
Intelligence.

The difficulty of the conjuration, and the cost,
increase with the
distance and the weight o f the object, as li sted
on the table below:
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Distance ICPS WeghtIC PS
10yards 15 +1 <1llb 0 +1
100yards 20 O 10lbs O O
1000yards 25 -1 25lbs +2 -1
10miles 30 -2 50lbs +5 -2
100 miles 40 -3

1000 miles 50 -4 *Playerswiththe
10000 miles 60 -5 SPELLJAMMER

interplanetary* 70 -6  boxed set... (€etc. etc.)

Thep donicist can have the object amrivein
his grasp, or anywhere within 1 yard of him, as
long asit arrives on a stable surface. He cannot,
for example, conjure ab oulder to fall onto the
head of his enemy. If the result of the power
chek isalor a 2, the object arrives at a
random location 2d6 feet from the psonicis.

Note: The O (1d4) preparation time denotesa
preparation time of 1d4 segments.

Power Score—Thecost of the conjurationis
reduced by 20% (rounded up), and all penalties
for the object'sweight are ignored.

20—Theobject is conjured, but arrivesin a
location thati s detrimental to the object, the
psionicist, or both. His sword may arrivein his
grasp blade first, or a glass flask may arrive just
beyond his grasp, only to fall to the ground and
shatter.

Dimensional Portal

Power Score: Int. -4

Initial Cost: Below

Maintenance Cost:  Nil

Range: Nil (but for SJit hasto
be in the same crystal
sphere)

Preparation Time: 1 round

Area of Effect: Oneltem

Prerequisite: Dimension Door

Ushg thispowera p sionicisg credes a
Dimensional portal t hat will enable the him to
bring onei tem of his choice to his present
location. Before using this power must think of
oneitem, thisis the item he will use the portal
toget. Using this power the psionicists need
not n ecessarily know where the obj ect he just
needto be able to pictureit in hismind. He
can not think of "I want to g et a short sword."
It n eeds to be an object he has had physical
conictw ith and knows the feel of it well
enough that h e will know that he has found i t
when hish and goes through the Dimensional
portal (iethefeel of hisfavorite sword, dagger,
etc.) Thisisnot an easy task for a psionicist
because of the fact that he is searching for an
object t hat he does necessarily know where it
is The initial cost depends on how far the
psonicig isfrom theitem (determined by the
DM).

Power Score
Distance I nitial Cost Modifier
10 Yards 30 PSPs 0
100 yards 30 PSPs -1
1,000 yards 45 PSPs -2
10 Miles 60 PSPs -3
100 Miles 75 PSPs -4
1,000 Miles 90 PSPs -5
10,000 Miles 105 PSPs -6
Planet to Planet 150 PSPs -7

Powe Smore—D saneT he PSP cost is
reduced by 33%

20— D ¢ane T he item is in some way
damaged, not to the point of worthlessness but
damaged nonethel ess (exact amount up to DM)
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Dream Sight

Power Score: Int

Initial Cost: 12
Maintenance Cost: 8/ round
Range: Specia
Preparation Time: 2

Areaof Effect: personal
Prerequisite: astral projection

Thsip ower i s normaly used by
somniomancers (master i n a psionics concerned
with the sleeping mind).

Beb e u sing this devotion, the psionicist
must fallsinto a deep sleep or sleep trance state
during which she dreams of pl aces and events
around h er. Her vision is then attuned to the
location desired. I n the dream, she can both see
and h ear and can will his vision to change so
that she can view the surrounding area as well.
She c annot see into an area that is protected
agangteleport or similar powers or spells,
however. N or can sounds coming from such an
area be heard.

When usi ng this devotion the psionicist astral
body | eave her physical body and is able to
walk, look around, pass walls, ... The distance
tha a psionicist can move from her body is
equd to 100 yards per level of the psionicist.
Theastral body is invisible by normal means
but i svulnerable to any attacksthat can reach
astral or ethereal creatures. While in astral form
the psionicist istreated as an ethereal traveler,
cannot infl uence the normal word and can only
use psionics on herself.

Theastral body is attached to the physcd
body by thesilver cord. The slvely cod is
nealy indestructible, h owever. Usually it can
be severed only by the psychic wind at i ts most
poweful,or by the silver swords of the
githyanki.

At theend, t he dream vision ends, and she
awakens. If t he psionicist's body is disturbed

before t he dream sight ends, the power ends
and the psionicist isimmediately awakened.

PoweScore—Theas$alb ody of the
psionicist is abl e to see in darkness (normal or

magical).

20—The psionicist has aterrible nightmarei s
unable to deep for 8 hours.
Haste
Power Score: Int-1
Initial Cost: 8
Maintenance Cost:  2/round
Range: 0
Preparation Time: 0O
Area of Effect: personal
Prerequisite: teleport

Haste alows the p sonicigt to force his body
and any equipment his is carrying, through the
space-time continuum at a little o ver twice the
nomad r ate. This givesthe psionicist double
hisnorma movement rate, double his nomal
number of attacksper round, all threeof the
abliy soesf or double his dexterity, and
divides his initiativeroll in half. It also causes
thep sionicist to have to pay double the
mant@ancecod forall powers, including
hase u sed while using haste. All of the
advantages and t he di sadvantage last until he
stops paying maintenance cos for haste. Haste
doesn ot cause the psionicist to age any more
rapidly then normal.

Power Score—The psionicist becomes a blur
and he recavesan additional - 4 to his armor
class.

20—T he psionicist jumpsthrough time1D4
hours and receives 1D 10 hit points of temporal
bum damage. All equipment he is carrying
must also make saves versesfire or be burned
up in the jJump.
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I nterchange

Power Score: Int -3

Initial Cost: 50

Maintenance Cost: NA

Range: 50 yards

Preparation Time: 0

Area of Effect: NA

Prerequisite: teleport, teleport other

This power allows the psionicist to exchange
phydcal placesw ith any creature within sight,
and 50 yads, of thep sionicist. The creature
cannot b e more than 150% of the mass of the
psonidd. W hen the i nterchange takes place,
theorenaton b etween the two characters
remainsthe same, so any combat taking place
betvesnt he two interchanged characters i s
unaffected (both physical and magical attacks.)

If thesubject of the interchange power i s
unwilling to b e tel eported, they are allow a
saving throw vs. paralyzation at -2 to resist the
teleportation effort. |1 the creature iswilling to
be interchanged, no saving throw is required.

Note: | nresponse to a question as to why
there isa saving throw for an unwilling target
of thi s power; the Teleport Other pow er works
only a wilhg orunconsiousbengs...l
thoughi t fair to allow a saving throw for this
poweri f the victim was reluctant to undergo
the Interchange.

Powe S core—T hes aving throw of the
subject of the interchange power automatically
fails.

20—The psionicist b ecomes disoriented, and
suffersa-2 to all rolls for the next turn.

Phase Self

Power Score: Con-1
Initial Cost: 6
Maintenance Cost:  3/turn
Range: 0
Preparation Time: 1
Areaof Effect: personal
Prerequisite: none

A psionicist with phase self can shift his body
and any equipment hisis carrying, millionth of
ad egree off of the plane heis currently on.
Whie usng hispowe he ¢ an not affect
anything and can not be affected by anything
ont hat plane, but he can still hear and see
evaything aound him. T his allowshim to
stand i n or walk through walls, objects, and
eve p eople without affecting them. The
psonidg can e ven stand in flame and no be
bumed. Heistruly invisible, and can not be
seen, smelt, felt, or heard. With one exception,
true seeing can see him.

Power Score—The psionicist can not be seen
even with true seeing.

20Fhep sdanisib ecomes phased
permanently for 1D4 hours.

Quick Action

Power Score: Con-1
Initial Cost: 15
Maintenance Cost:  3/round
Range: 0
Preparation Time: 0
Areaof Effect: personal
Prerequisite: none

Whae a p sionicist learns this power, he
devéopsa n understanding and affinity for
manipulation of the time stream. The psionicist
| eamst o affect the relationship between his
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body and the time stream. W hen thi s devotion
isactive the psionic slips slightly out of the
tme s$eam, &alowng hs ractonsto be
quicker than those around him. This gives him
a +2oni nitiative in every round that this
digiplinei sactive. Furthermore any saving
throws w hich would normally allow a bonus
for higher dexterity are also made at +2.

This discipline cannot be used in conjunction
with m agic that affectstime stream (haste,
slow, potion of speed, etc.). If already under the
influenceo f one of these types of magic the
psionicist will be totally unable to activate this
devotion. C onversely, when this disciplineis
under affectt he psionicis is immuneto the
effects of these magics.

Powe Score—T he aforementioned bonugs
improve to +3.

20—T hep ower fails, and double theinitial
cost in PSP's is consumed.

Sending

Power Score: Int -2

Initial Cost: 15+

Maintenance Cost: NA

Range: Infinite
Preparation Time: 0 (1d4)

Area of Effect: One object, 50 Ibs
Prerequisite: Teleport

This power, the converseof conjure, letsthe
psonics wnd an object from his current
loation t o another location. The destination
mug b e one that the character knows and can
picture in hismind, or one that he can see, by
whatever means.

Theo bject, which can weigh up to 50
pounds must be carried or firmly grasped by
the psionicist. H e cannot send an object that
bears awizard mark unlessthe mark is his own.
If t he object is al so grasped by another

creature, the psonicis must wage a psychic
contest, pitting his Sending power score against
the other creature's Strength score. If the obj ect
I sanchored to something weighing over 50
pounds (such as alocked door in a castle), the
objet c annot be sent. If the object has
ineligene, b estowed by either magica or
psionic means, it may opt to resist the sending,
forcing the psionicist to wage a psychic contest
agants the bject's | ntelligence. Only
nonliving objects can be affected by a sending.

Thedifficulty of the sending increases with
the weight of the object and the di stance to the
destination, as detailed in the tablein thelisting
for Conjure.

Note: The O (1d4) preparation ti me denotes a
preparation time of 1d4 segments.

Power Score—The i nitial cost is reduced by
20% ( rounded up), and there are no penalties
for the object's weight.

20—The object is sent, but not to the location
desred by the psoniciz. The item may be
teleported mere away feet from him, or it could
arrive milesaway from where it was supposed
to.

Teleport Lock

Power Score: Int -2

Initial Cost: 10
Maintenance Cost:  5/turn

Range: infinite
Preparation Time: 0O

Area of Effect: personal
Prerequisite: teleport, ESP

This power allows a psionicist to "lock" onto
another bei ng, and if t hat being should teleport
(magicdly orp sionically) for any reason, the
psonicig will h ave the option that round, and
that round only, to teleport to the same place as
the "locked" creature did. If the psionicist opts
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not to immediately follow, the lock islost. The
lock needs to be made while the psionicist can
seethecreature it islocking onto, but after the
lodk i s established, distance between the two
makes no difference.

If t he psionicist decides to follow, the
character must pay the PSP costs and make a
power ¢ heck as he would using the Teleport
power, with all the appropriate penal ties based
upon digance. If the psionicist does not have
enough PSPs, then the Teleport fails.

Powa Swmre—Thel ock lasts for 5 rounds

after the locked on character has teleported.
20—No other effect.

Temporal Acceleration

influenceo f one of these types of magic the
psionicist will be totally unable to activate this
devoton. C onversely, when this disciplineis
under affectt he psionicist is immune to the
effects of these magics.

Power Score—The psionicist gainsthe ability
to move at triple speed.

20—The psionicist actsasif under the effect
ofa Slow spell, and cannot terminate this
condition for 5 rounds.

Temporal Deceleration

Power Score: Con -2

Initial Cost: 15
Maintenance Cost:  3/day

Range: 0
Preparation Time: 0

Areaof Effect: personal
Prerequisite: Quick Action

Power Score: Con-5

Initial Cost: 15
Maintenance Cost: ~ 10/round
Range: 0

Preparation Time: 0

Area of Effect: personal
Prerequisite: Quick Action

This discipline al lows the psionic to alter the
flow of the time stream relative to their body.
Upon successfully applying this discipline the
psoniceffectively alters the flow of the time
streanr elative to his body. T he psionicist
gainst he ability to move his or her body in a
fashion t hat i sidentical to someone under the
effect of a Haste spell. Unlike the recipient of
the Haste spell the psionic does NOT age one
yea duet o the application of thisdiscipline.
The increased speed does not all ow the psionic
to either cast multiple spellsround or active
m o p sionic powers/round than would
otherwise be allowed.

This discipline cannot be used in conjunction
with m agic that affectstime stream (haste,
slow, potion of speed, etc.). If already under the

Thisdiscipline a lowsthe psionic to alter the
flow of the time stream relative to their body.
Upon successfully applying this discipline the
pgonid4'sb ody passes into a state which is
indi stinguishabl e from death (except by casting
ofa D etect Life spell). The Psionicist can
maintain that state until either a predetermined
amount o f time has passed (say 10 days) or a
specific e vent triggers the termination of the
t mpaxld eceleration. Whilein the
decelerated state the psionic is oblivious to the
outside world (everything isablur traveling too
fast to follow), and his body uses up none of it's
internal resources, ie., his metabolism stops, so
no h ealing takes place, but neither does a bad
physcal condition worsen. T here is nothing to
p evat p hysical harm f rom befalling the
psionic while temporally decelerated.

This discipline cannot be used in conjunction
with m agic that affectstime stream (haste,
slow, potion of speed, etc.). If already under the
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influenceo f one of these types of magic the
psionicist will be totally unable to activate this
devoton. C onversely, when this disciplineis
under affectt he psionicist i s immune to the
effects of these magics.

Power Score—Thep sionicist hears, seesand
remembes all that transpires within normal
sensory r ange for the duration of his temporal
deceleration.

20—The psionicist is decelerated for twice as
long as expected.

Telepathic Sciences

Backlash

Power Score: Wis-3

Initial Cost: Special
Maintenance Cost:  NA

Range: NA

Preparation Time: 0O

Area of Effect: psionic opponent
Prerequisite: contact, mindlink,

psionic blast

This power causes a psychic shock to travel
along the psychic conduit formed by contact.
It m ay only be used after contact has been
edablided, by either the psionicis or by the
opponent (i.e., it will travel eitherway). This
p gchis hock will directly damage the
opponent, causing 1d6 damage for every 5
PSP's s pent (save vs death to reduce this by
half, maximum d amageis 10d6 for 50 PSP's).
Thee i s however some risk involved in
usngthis power. If thepower check is
failed, the psionicist must make a saving throw
or suffer hal f the damage that he/she wanted to
inflict on the opponent.

Powea Saore—Opponent automatically fails
the saving throw.

20—Psionicist suffers full damage, no saving
throw allowed.

Control Dream
(Dreamer Power)

Power Score: Int-2
Initial Cost: 10
Maintenance Cost: NA
Range: Specia

Preparation Time: 0
Area of Effect: 500" radius
Prerequisite: 5th level

This alows the dreamer to change the type of
dream by one on the dream scae or to change
thealignment of a dream. The dream
alignment can be change by one element in one
direction. The dementsoft he alignment are
the two different halves. Thefirst half (L awful,
Neutral, Evil) can be changed by switching to
an dignment t o the left or the right of the
origina o ne shown in the parenthess above.
Thesame gplies to t he second half (Good,
Neutmal, Evil) Thetransition will last for as
long as the dreamer remains i n that Dreamland
mode This power will only affect the
Dreamland that the dreamer is currently in.

Power Score—The dreamer may change two
parts of the dream.

20— hedreamchangei si n the opposite
direction intended
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Control Mode
(Dreamer Power)

Power Score: Int-2

Initial Cost: 50

Maintenance Cost: NA

Range: 500" radius

Preparation Time: 1 round

Areaof Effect: 1 person plus one every
five levels

Prerequisite: 10th level

By using this power, a dreamer may transport
a nunmber of individuals to another mode of
deanlad. All individuas who are not
dreamers do so without any chance of avoiding
it, however, dreamers can elect to go.

Powe Score—T hed reanert ransports all
individuals within range.

20— he dreanert ransports himself to the
agml plae, lavingt he targets w here they
were

Deflect Attack

Power Score: Wis-5
Initial Cost: 10
Maintenance Cost: NA
Range: 0

Preparation Time: 0
Areaof Effect: personal/individual
Prerequisite: 21st level

Witht his new defense, the Psionicist can
defecta ny unsuccessful attack against the
atader T he attacker is allowed a save vs.
petifiation, b ut if he fails, he suffers any
result f rom his own attack asif he is using it
versusa contacted mind. (e.g. a Psionicist is
using 'Ego Whip' and the defender is using this
Science and wins, the Psionicist is dazed for
1d4 rounds if he fails his save.)

Powe Score—T he saveautomatically fails
(if the contest iswon).

20—T hec ontact i s established without any
further combat.

Dream Creature
(Dreamer Power)

Power Score: Wis-6
Initial Cost: Specia
Maintenance Cost:  Special
Range: Unlimited
Preparation Time: 2

Area of Effect: Specia
Prerequisite: 21st level

With thisp ower a dreamer psionicist can, in
Dreamland, construct any creature with which
he/sheisfamiliar. This will enable the dreamer
to e mpower the construct with all abilities of
the creature including magical, psionicaly, etc.
Thed reamer then becomes the brain of the
construct using the congtruct's senses, abilities,
etc. The dreamer's dream form becomesinert
duiing thispelod, and may be as far away
from the consud asthedranerdeses.
Futhert he construct has the maxi mum
number of h it points possible for a creature of
thgt ype, and draws all PSPs from the
dreamer's PSP total. Thed reamer may use all
psionicist powers he/she has normally available
inaddition to whatever the construct has
available. If the construct isslain, the dreamer
is immediately forced back to his/her own
form, and mug make a system shock roll. If
the roll is successful, then the dreamer regains
congciousnessint heir proper formwith no ill
effectsi f failed, the dreamer passes out for
3d6 r ounds, and suffers 2d6 hit points of
damage.

Thisisadifficult power t o use because of the
high PSP cost. The initia costis 10 PSPs per
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1000 X P the creature being i mitated is worth.
So f or instance, a creature worth 16,000 X P
requiresaninitial cost of 160 PSPsto makea
construct of. The mai ntenance cost is one tenth
theinitial cost per round. The calculation of
the initial cost can be further refined by making
it to be 1 PSP per 100 XP. Round fractionsup
in this calculation.

Powe Score—Thecondructshit points are
doubled.

20— heconswucti s serioudy flawed in
some w ay, at the discretion of the DM, not to
be tbldt othe dreamer. For example, the
conswud might have only half the norma
number of hit points, it might not have some
critical ability available, etc.

Dream Crossover
(Dreamer Power)

Power Score: Int-2
Initial Cost: 50
Maintenance Cost:  10/hour
Range: 0
Preparation Time: 1 round
Area of Effect: personal
Prerequisite: 15th level

Ths powveralters the dreamer's materia
woild f orm so that resemblesthe Dreamland
fom n shpe and tshits s The
tansbmaton t akes an actual time of 30
seconds (5 in acombad situation) but the
deanerm ust spend the rest of the round
reooveing fomthe fock. Afte that the
deane'rs Drearmand f orm (including all
Dreamliand i tems and the Dreamland weapon
proficiencies) is fully usable. Although useful,
this isalso rather dangerous. |f the dreamer
rollsa natural 5 or less, they fall into a coma
foran umber of days equal to 25 minus the
dreamer's congtitution. Once a dreamer ceases

to expend FSPto maintint his power, the
dreamer's form dowly changesb ack (2 rounds
for transformation) and the dreamer falls asleep
for 1/2 the time that he/she was in their al tered
form.

Powea Score—The crossove | asts 3 hours
free.

20—The dreamer mug make another power
chek. it falsorisbelow5, then the
chaacter dies, o therwise, he/she falls into a
coma equal to 1/2 the time specified above for
a power score failure.

Dream Entrance
(Dreamer Power)

Power Score: Int-2

Initial Cost: 10

Maintenance Cost: NA

Range: 100 miles plus 5/level
Preparation Time: 1 round

Area of Effect: 1 person

Prerequisite: none

This powerallows a dreamer t o enter the
dream of a deeping p erson. Once inside the
dream, t he dreamer can any of their powers
directly on t he individual. The dreamer may
evendraw othersinto the target'sdream. As
wel] t he dreamer may elect to kill the
indvidualint heir dream. Doingso in a
Natural D reamland is very hazardous. Since
theNatural Dreamland is only in the mind of
theindividual (and the dreamer and any ot her
are effectivdy i nade it) killing the personis
almog always fatal. Any peason left in the
mind of a person who has just been killed, must
make a saving throw vs. death magic or die
with theindividual. The dreamer must make a
Wisdom check at a -10 p enalty. |If succeeded,
the d reamer is abl e to jump back to their own
body in time.
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Powe Sore-Thed reamer may kill the
target without any chance of death

20—The d reamer must save vs. death magic
or die

Dream Link
(Dreamer Power)

Power Score: Wis1

Initial Cost: 10

Maintenance Cost:  2/turn

Range: 100 miesplus5 per
level

Preparation Time: 0O

Area of Effect: 1 person

Prerequisite: 5th level

Thisallows a dreamer to form a mental link
betvesn himself and another i ndividual by
linking their minds in Dreamland. This power
issimilar t o, and can replace, the psionic
povesmindlink and contact, but some
differences are there. Them ain differenceis
tha thel ink is two way, although with most
peopl e that does not mean much. When usi ng
thisp ower on a dreamer, the other dreamer
mug m ake a power score for the Dream Link
power. | f it succeedsand is above 5, then the
victim dreamer wakes up and can now use their
powers. A normal psionicist can also wake up,
but they must make their pow er score, but at a -
5 pendty (unless it f ailsnaturally, in which
case it has no penalty)

Powea Score—Thel ink isone way, and in
favor of the dreamer.

20—Thelink i sone way, in the favor of the
victim, and the victim (if a psionicist) wakes up
whilet he dreamer is mentally stunned for
1d6+5 rounds (in which time the link is kept up
for free)

DreamScape

(Dreamer Power)

Power Score: Wis-6

Initial Cost: 60

Maintenance Cost:  20/rd

Range: Unlimited

Preparation Time: 5

Area of Effect: 1 square mile/level of
Dreamland

Prerequisite: 25th level

With thisp ower a dreamer psionicist can, in
Dreamland, construct a dream landscape of any
type they desire. 1t may be mundane, fantastic,
any t ype of terrain, etc. Thisin conjunction
with D ream Creature allows the psionicig to
gain godlike statusi n Dreamland. Further, a
psionicist w ho usesthis power in conjunction
with Dream Creature may construct and use a
creature without concern for t he consequences
o ft he creature being killed, further the
p $onic$ m ay construct up to 1 + 1d2
creatures of the same type without extra cost.

Powe S core—Themantenace osti s
halved.

20—T he dreamscape is distorted b adly, and
anyonein it may save vs. spellsto escapeit.

Dreamstalker

Power Score: Wisdom -6

Initial Cost: 40

Maintenance Cost:  Contact

Range: 100 Miles
Preparation Time: 1Turn

Area of Effect: 1 Person
Prerequisite: Contact, Mindlink,

Probe, Post Hypnotic
Suggestion
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When the psionicist employsthi s science, he
projectshisc onsciousnessinto the dreams of
his sleging v ictim. Upon arriva into the
dream the victim i s allowed a wisdom check to
notce heanomaly. If it succeeds he
understands the nature of the attacker, and may
choose to end the dream.

When the p sionicis enters the dream, he
takesthe form of the victim'sworst fear. He
then chases the victim until the dream ends, or
thevictim wakes. Upon waking the victim
remembes n othing about the dream, only a
dark sense of foreboding and fear. He will also
have lost one point of Constitution. The point
of CON can only be recovered through the
follbwing means: regsorton, hed, Fsydic
Sugey,or a Cell Adjustment costing 60
points. Each of these restores one point per
applicdion. A limited wish will restore 3
points, and awish will restore the victim fully.

TheD reamstalker can be used night after
nightu ntil the victim is dead (CON reaches
zero). The victim can only be revived by a
heal, restoration, and resurrection, in that order,
or through a wish.

If t he sl eeper contacted through thisp ower
happens t o be a dreamer psionicist, then the
peson usngthis powerisin for a rude
awakaing. The dreamer's conscious mind
i mMmediatdy awakens and they have several
options. They can escape the power and go
into Dreamland and proceed to usetheir own
powes 0 n the person using Dreamstalker.
They may usetheir non-dreamer powersas if
they too h ad a contact on the person using the
power, and thus, Sart a psionic combat. They
may break contact at a cost of 10 PSP with no
chanceof failure. Thiswould not require the
ejecion power asa dreame hastrained to
know all about Dreamland and dreaming and
thus a contact via adream (anormal dream)is
not at hreat to the dreamer. A dreamer may
also, i n combination with the other options,
méaket he psionicist using the Dreamstalker,

believe that he has succeeded in his attempt to
entert he dreams and proceed from there. A
paticudry s mart (and somewhat cruel)
dreamer could p rovide the Dreamstalker with
suitable prey, that he believes isthe victim of
his power, and sit back and watch the psionicist
chasei llusions. Or, the dreamer could even
pretend to fl ee from the psionicist and suddenly
tum on him and dtack. By usng the right
combination o f powers, a dreamer could pull
thep sionicist into Dreamland, and then tear
him to shreds in a matter of rounds.

Note:thispower WILL NOT work if the
sleperisin Deanlad brany eaon.
Dreaners congder thisp ower useless, as a
combination of their own powerswill achieve a
similar effect, and coul d be much more fatal in
ashorter time.

Powe Score—T hep sionicist can also ask
one queton as per Probe, or pl ant one
suggestion as per PH suggestion.

20—The Dreamgalker fails, all 40 PSPsare
lost, and the psionicist must make a save versus
deah magic or lose1d8 Constituton points.
These can only be regained asif the psionicist
wee u nder the effects of a Dreamsalker
himself.

Group Defense

Power Score: Wis-6

Initial Cost: contact

Maintenance Cost:  2/round/creature
Range: 40 yards

Preparation Time: 0

Areaof Effect: up to 5 creatures
Prerequisite: contact, mindlink, lend

strong mind

This Science does the same as 'Lend Strong
Mind' but up t 0 5 so contacted minds gain the
bendfitsof a closed mind or, if activated, the
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defense The defense’'sS core is not penalized
with -2 but the initial cost for the defense must
be paid for every contacted mind.

Powe S core—T hem antenace osti s
reduced to 1/round/creature.

20-Eve contact is broken and the
Psionicist is unable to use any defense for 1d4
turns.

Improved Psionic Crush

Power Score: Wis-4

Initial Cost: contact + 6 pg/1d6
Maintenance Cost: NA

Range: 50 yards
Preparation Time: 0

Area of Effect: 1 creature
Prerequisite: mindlink

It isa massive assault upon al | neuronsinthe
brain, atemping to d estroy all by massive
overload of signals.

Themaximum damage is half the psionicist
level nd6's. Save vs. Spel (with wisdom
bonus) for half damage.

Thiepower cannot be magnified by any
metaps onic devotion, the damage li mit cannot
be increased.

Power Score—Target saves at -4
20—Full cost with no effect.

Mind Hold

Power Score: Int -3
Initial Cost: Contact
Maintenance Cost:  8/round
Range: touch
Preparation Time: 0

Area of Effect: 1 Creature
Prerequisite: Contact

Thisactsmuch like a domination. It, when
the psionicist places a hand on the victim, grabs
hold of the opponents psyche and forcesit into
asort of holding cell..thus the opponent is
totally immobile during thetime o f usage, as
well asunderc omplete physica contral.
Thoughts ¢ an occur, but no form of telepathy
canoccur. Also thinking becomes slowed, as
the energy hol ding the mind takes alot of effort
to overcome. Spellcasting becomesimpossible
whileunder the influence o f this power. All
Intelligence and Wisdom checks are at -3.

Powe Smre—Thepsionicstb adly batters
the mind of the victim. The victim suffers as if
he is unde t he influence of this power for 1
day. The pdonidd d oesnot need to expend
points to maintain this

20—T heP gonicig gains a severe migraine
which lastsfor 2 turns, no powers may be used
duingthis time. As wéell, all ability score
checks are m ade at -2 due to the intense pain.
Any loud n oises REALLY hurt (anyone who
has had a migraine can testify to this)

Mind Kill

Power Score: Wis-6

Initial Cost: 20

Maintenance Cost: NA

Range: 100 yards

Preparation Time: 0O

Area of Effect: individual
Prerequisite: domination, 21st level

Mind K ill is a forceful overload of the
vidims mind with psonically e nergy in form
from contrary commands. It's oneo f the new
telepaths attacks used to e stablish contact with
another psionicist. If the power is used against
an aready contacted mind, it literary squeezes
the fluidso ut of the brain, killing the victim
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instantly i f he fails his savevs. death. Even if
he siceed nthesave, he is rendered
unconsousf or 1d6 hours, leaving him
completely helpless.

Tablefor Attack-M odifier:
— Defensess———
M- TS MB PA IF DA TW

Attacks

MT +5 2 -4 +1 -4 -2 -5
EwW +5 0 -3 -2 -4 -3 -3
I -3 42 +4 0 -1 -5 -3
MD +3 -1 0 -1 +3 -1 -4
PC +1 -3 -1 -2 -3 0 -4
MK O +1 +2 4 +1 -3 O
PB +2 43 0 -1 -1 -4 -2

Power Score—The save automatically fails.

20—The force i s not transmitted violently but
thec ontrary commands af fect the attacker
ins$ead, r endering him helpless for 1 turn,
unable to use any psionic power. Also, haf of
the 20 PSPs are transmitted to the defender if
he succeed in a CON-check.

Obscur e Defilement
(Dark Sun power)

Power Score: Int -4

Initial Cost: contact of each creature
affected.

Maintenance Cost:  5/round/creature

Range: Defiled Area

Preparation Time: 0O

Area of Effect: Defiled Area

Prerequisite: Mindlink, Contact,
Invisibility

This power is remarkably like superior
invsibilty, exept t hat it covers the smell,
sound, a nd sight of the ash surrounding the
defiler T he power score decreases by one
however, per level of the spell being cast. So
a fourth level spel will be at INT -8.

However, if a person comes back to the defiled
areaat a later date, he/she will notice the
defiled area, unless cloaked by another talent.

Power Score—Every time the people affected
by this spell come back to this particular spot,
they will not see the area of ash. Ever.

20—They know exactly what is going on, and
the Defiler isin BIG trouble.

Paralyze

Power Score: Wis -2

Initial Cost: contact
Maintenance Cost:  5/round

Range: 90 yards
Preparation Time: 0

Area of Effect: individual
Prerequisite: mindlink, contact

Using this power, the psionicist can paralyze
ac reature contacted. The creature must be
within 90 yards of the psionicig, but needs not
be within line-of-sight. If the creature isableto
be ®e,thereis no modification to the
psonicist's power score. |If the creatureisnot
visible (invisible, hidden, or otherwise blocked
from sgh), t he psionicist's power score i s
reduced by three.

A ny creature affected by this power must
méake a saving throw vs. paralyzation or be
unableto move. The power works by blocking
signals from the creature's brain to its voluntary
muscles. Sincethe brain cannot issue any new
insudionso t he voluntary muscles, they
remain in the postion that they were last told to
assume. (Okay, sothisisn't exactly how the
newoussystem really works, but thisis a
fantasy game. ..) This power canin no way
afect nvoluntey musle, ® thevicim
doesn't have to worry about breathing or having
a heart attack.
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Thevictimi s affected only aslong as the
psonid g maintains the power, and can move
nomadly after the power is ended (assuming
they've aurvived). Aswith any other form of
paal yss any paralyzed creature can be
aubmaicdy hit in combat situations, or
automaticdly killed i n non-combat situations.
Note that g ood psionicists who use this power
to makef oesinto easy targets will find their
alignmentsb ending towards evil. (Thatis, if
they intentionally do so. If the party berserker
picks off a helpless opponent that the psionicist
wasp lanning to interrogate, then it's the
fighter's problem, not the psionicist's.)

Power Score—The paralysis lags for 1d6+1
tunsw ith no maintenance cost and contact
need not be continued.

20—The psionicist must make a saving throw
vs p aralyzation or be parayzed for 1d6 + 1
rounds.

Plant Control

Power Score: Wis-2

Initial Cost: contact
Maintenance Cost:  5/round

Range: 100 yards
Preparation Time: 0

Area of Effect: individual
Prerequisite: mindlink, contact

Thisscience all ows the psionicist to control
plants of al varieties. It allowshim to ani mate
the plant and have it perform simple tasks. For
example B elor needs to get a wagon through
the fored, b ut there is not path and trees are
blokingt he way. With this science Belor
could contact the trees and command them to
move. Obvioudy there will be a few pothol es
to maneuver around, but that'sok. A character
with anon evil alignment would also command
the treesto replant themselves somewhere el se

outof theway. Treantsare immune to plant
control, because they are not considered to be
plants for game purposes.

Powe Score—He m@ control intelligent
plants.

20—He gains plant intelligence for duration
of power.

Possession

Power Score: Con -5

Initial Cost: contact +80

Maintenance Cost: NA

Range: touch

Preparation Time: 3

Area of Effect: individual

Prerequisite: mindlink, contact,
valuable gem (1,000gp+)

Thisscienceis similar to the science switch
personality. It allowsa psionicist to possess an
individuals body, without the risk of losing his
own. Itrequiresagem worth a 1,000gp or
more to store the individuals mind in while the
psonic¢g barows itsbody. H ereshow it
works. The psionicist takes the gem in one
hand and touchest he victim with the other.
The psionicist pays the initial 80 PSPs and the
victims mind is transferred to the gem at a rate
of one of the victims| evelsor hit die a round.
If the psionicist releasesthe v ictim or the gem
before the transfer is complete the victims mind
snaps back and the process must be started over
from the beginning. O ncethevictimsmindis
completely transferred to the gem the psionicist
istranskrred inb t he victims body in one
round. (It takeslonger to put a mind into agem
then i nto an empty body.) The transferis
consdeed p ermanent, and lasts until the
psonicig usesthisscience againto reverseit.
Thep sionicist does not suffer any ill affects
form the transfer and is abl e to function without
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any problems. Hisold body will live for one
week withnomindinit. After the week has
passed the psionicist must el ther transfer back
to his own body or it dies The psionicist will
require alarge meal and aday of rest if he stays
out o f his body for the entire week and then
reentesit. When the psionicist leaves his
vidins b ody, no matter w here the gem is
located at the time, the victims mind will snap
back toit's body form inside the gem, unaware
of any time passing. A gem may be used more
then once, but it can never hold more than one
mind at atime.

Thepsionicistg ains the physica attributes
(Strength, C onstitution, and Dexterity) of his
victim. However, h eretainshis own THACO,
proficiencies, and so forth. Any creature that
can be contacted can be posesed, with the
exepton ofp lants, unless the plant has a
localized brain.

Powe Score—Theinitial cogi sreduced to
contact +40.

20—The psionicist i strapped in the gem for
1D6 days and then snaps back to hi s own body.
(If t he psionicist body is dead then the
psonicg mind is lost in the transfer back.
(Y our dead.))

Psionic Blow

Power Score: Wis-6
Initial Cost: 8 PSP/ 1d6
Maintenance Cost: NA

Range: 0
Preparation Time: 0

Areaof Effect: 10 yards
Prerequisite: telekinesis

A blow of brainforceforming awaveinal
directions around the p sionicist. Thisblast can
jolt a subject'smind like a piece of shocking
news. If one of the targetsisapsionicist he can

get haf damageif he make his defense mode
(as against psionic blagt). If the defense mode
has an area of effect (like tower of iron will) all
creatures in the area get half damage.

Themaximum damage is half the psionicist
level ind6's. Save vs. Spell (with wisdom
bonus) for half damage.

Thispower cannot be magnified by any
metapsionic devotion, the damage li mit cannot
be increased.

Powe Score—Damaye ingea®d t 0 1d8/8
PSP.
20—Full cost with no effect.

Psionic Drain

Power Score: Wis-8

Initial Cost: 40

Maintenance Cost:  10/turn

Range: Touch

Preparation Time: 0O

Area of Effect: I ndividual
Prerequisite: Telepathy, Contact,

Psychic Drain, Mindlink,
Mindwipe, 12th level

Psbnic Dan isa science that enables
psonicssto renovet he danger of other,
beaten psonicigs. It enables the user to remove
all t he sciences and devotions that the target
knoingly pesesse T his r emova is
pemanent, and ¢ an't be restored by anything
lessthan a Wi sh spell, or by relearning them
level by level.

Thiescience can only be used on other
psonidds not on wild alents and only on
those psionic creatures with a high intelligence
(Dragons and such, DM'sdiscretion).

An unexpeded featue o f this science was
discovered by its creator after quite some uses
of this power. | t enabled him to gai n powers
that were erased in the others mind.
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Ths p ower can only be used on an
unconsious taget A fter the initial contact
cost, the psionicist pays 40 PSP's. Then he pays
10 PSPsfor each turn that passes. |t takes one
tun t o erase a devotion, three to erase a
science.

Thec hance that the psionicist is able to
understand the power he is erasing is 2% for a
science, and 4% for a devotion, modified by the
level difference of the psionicists involved. If
thetage i s of a higher level, the chance
increases.

If the user would gain a power he can't use
beaus ofl &el r equirements ( unlikely
becaus h eis at least 12th level), he will not
gain the power.

Powa Score—Devotions take 1 /2 a turn to
erase, and sciences takes 2 turns.

20—This power is erased from the psionicists
mind.

Psylocke's Psychic Knife

Power Score: Int

Initial Cost: 28

Maintenance Cost: 12/ round

Range: Touch
Preparation Time: 1

Area of Effect: 1 creature
Prerequisite: contact, mindlink

The sychic knife is the physicd
manifedation o f Psylocke's telepathic powers.
And with calculating precision she cutsthrough
the foldso f the target subconscious mind
splaying open for clinical i nspection the painful
swirl of memories churning insde him/her.

Thet arget hit by the psychic knife suffer
effects similar to ego whip. Thetarget mug
save vs petif@aton or can do nothing
(induding walking o r defend him\herself) for
2d4 ounds If the savew as successful the

target i s dazed for 1d4 rounds, during which all
ofhighe die ols (psonic ataks meke
attaks, saving throws, etc.) are penalized 3
poins (0rl5%) and he/she cannot cast any
spells with casting time above 3. Regardl ess of
thesave a full contact is established with a
successful hit

Optionally the psionicist may try a called shot
tot hehead (-8), if successful the victim must
savew ith a -5 penalty. If t he save was
successul thet arget is dazed for 2-8 rounds,
durng whit all ofhis/her die rolls are
penalized 5 points (or 50%).

Tower of iron will and mental barrier can be
used t o protect a psionicist mind against the
psychic knife. If one of this defense modesare
active and the victim wins a contest againg the
psychic knife power score he has a +5 bonus on
ST. and only a tangent will be established (3
tangents must b e made to establish a contact).
Thespell mind blank (8" | evel) can protect a
creature in the same w ay, the contest will be
psychic knife vs. wizard intelligence.

Other defense modes are useless against thi s
attack b ut, of course, Ejection can destroy the
contact.

Reference: X-Men (Comic)

Power Score—The knifegain a +2 bonus to
hit and the maintenance cost is halved.

20—Full cost with no effect. The psionicist is
delusioned, she thinks she have a knife but she
dont. $he wil pobaby ty to pund the
victim.

Scanner'sMind Blow

Power Score: Wis-6
Initial Cost: contact
Maintenance Cost: 6 PSP/ 1d6
Range: 50 yards
Preparation Time: 0

Area of Effect: 1 creature

Net Psionics Handbook 115




Prerequisite: New Psionic Crush

Thisp ower try to expl ode the mind of the
victim. When the victim reaches zero hi t points
the head explode. T he damage startsin 1d6 and
will grow as the sequence:

1246810121416 ... (d6's per round).

Each round the victim has the right of a save
vs. spell (with wi sdom bonus) for half damage.
If the victim can get out of the line of sight of
the psionicist thispower will not woik. The
p sonics mus $§ compeétey quie to
mai ntenance this power.

The power cannot bem agnified by any
meapsonc devoton, t he damage li mit per
round cannot be increased.

Reference: Scanners (Movie)

Powe Score—the psionicist can walk while
maintaining this power.

20—Contact bioken and thep sionicist will
not be able to contact the victim for 1d4 turns

Waking Dream

(Dreamer Power)

Power Score: Int-8

Initial Cost: 50+10/person

Maintenance Cost: NA

Range: 25' radius

Preparation Time: 2 rounds

Areaof Effect: up to 10 people within
range

Prerequisite: 20th level

Thisp owerful psionic allows thed reamerto
transpot the p hysical bodies of othersinto
Drearhand. Thispowe requies intens
concentration d uring the preparation time and
any i nterruption will have the same effect as
roling a2 0. The preparation time may be

skipped i n an emergency, but the power score
will then become I nt-15. Thisis the same as
entering D reamland normally for a dreamer,
but dl victinsare physicaly in Dreamland,
and cannot escape, e xcept with a Wish spell.
Any dreamers who are being forced i n thisway
must make a wisdom roll. If they succeed, then
thg have ptead Deamdnd nom dy,
otherwise, all Dreamland powers are gone. As
well, d reamers forced in via this spell have
therm ind destroyed (Intelligence 1, Wisdom
1) until aWish or Heal spell isused.

Powe Score—Theminds of the victims are
destroyed as above (i ncluding any dreamers)

20—F hed reamer becomes a L ost One
(Ravealof MonsousCompendum)andis
transported to Ravenloft where only Wish can
restore their mind or the mind of the dreamer is
stuck in D reamland and the body becomes a
lifeless shell Only a god can restore the
dreamerf rom the later form, and thisis no
small t ask, so the god may require a rather
dangerous task in return. The result of a 20 is
up to the DM.

Telepathic Devotions

Awaken

Power Score: Wis
Initial Cost: contact
Maintenance Cost: NA
Range: NA
Preparation Time: 0

Area of Effect: individual
Prerequisite: contact

This devotion allows the somniomancer to
wak e aotherc haracter f rom normal sl eep
without the use of touch or sound. When this
devotion isused the subject simply wakes up
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instantly. (T his doesn't mean that the subject is
immediately alert)

The subject hears (only in her mind) a great
shout " wake up!™ or any word the
somnionance w ants (one word only). The
subjed may b e scared or hungry depends on
situation.

At DM discretion this power can cause
problemsw hen used agai nst subj ects in astral
travel.

Powe Sore-Thesubpgcti s alert upon
awakening.

20—T hepsionicist wakesthe chamaderup,
but in such a manner that the character is
paranoid f or the day. All actionsat -5% (-1)
for the day. Dexterity checksat -2 because of
nervous shakes.

Change Dream Form
(Dreamer Power)

Power Score: Int-3
Initial Cost: 5
Maintenance Cost:  1/turn
Range: 0
Preparation Time: 0O

Area of Effect: Personal
Prerequisite: None

Thisp ower allows a dreamer to alter their
physcd self in a manner similar to certain
spells. A level 1itis equivaent to a change
self spell. At level 5, 2 dream statistic points
are added t o the amount to be distributed. At
| @el 7, t his psionic is equivaent to a
polynomphself spell. At level 9, 5 dream
statistic points can be added. At level 15, this
total risest 0 10. At level 20, this power is
similar to a shape change spell except that body
parts can change by themselves without the rest
of thebody being dfected. Thenumber of
dream statistic pointsisraised to 15.

Powea Score—Move u p to the next level of
mastery (i.e. 1st leve to 5thlevel, 5th level to
Tthlevel, etc.)

20—T he dreamer succeeds but at one level
of mastery lower and attracts the attention of a
Dream Demon (g.v.)

Disconnect Skills

Power Score: Wis-3

Initial Cost: contact
Maintenance Cost:  7/round

Range: 75 yards
Preparation Time: 0O

Area of Effect: individual
Prerequisite: contact, mindlink

Ths power allowsthe psionici to
"diconnect" a charactersp rimary skills from
hismind, causng as pecific type of amnesia.
Thus a fighterha nmuch moe difi wlty
fighting with weapons, a mage has a chance of
spells malfunctioning, b ards lose their musical
and poeicabilities, a psionicist's mental
powers become harder to use. Characters have
no difficulty d oing things not " native" to their
class, for example, a mage fight with weapons,
ora fighter use a magic wand. M ulti-class
characters have difficulties with the abilities of
whichever class has the highest level (rolling if
two or more are equa), and dual-classed
humans | ose the abilities of their current class.

To d etermine the amount of disruption
case b y Disconnect Skills, take the
psionicist'sroll and divide by two, rounding up
the reault (ar oll of 4 roundsto 2, aroll of 11
roundst o 6). For each disruption point, the
chaacers uffers a -1 penalty when skills
measured o0 n ad20 are used, or a -5% penalty
when ad 100 is used. T he breakdown of
vulnerable skillsis given by thislist:
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Fighte - penalty o n all attacks and armor
class (-1 per disruption point)

Cleic - chance of spell failure (5% per
disuption p oint), and turning failure (-1 on
turning roll per disruption point)

Mage - chance ofspell failure and magic
item failure (5% per disruption point for both)

Thief - penalty to thieving abilities (5% per
disruption point)

Psionicist - p enaty to power checks (-1 per
disruption point)

Powea Score—Thevicim c annot take any
actions (except defending) for the first round.

20—Thepdonicist is affected by this power
for 2-12 rounds.

Dream Items
(Dreamer Power)

Power Score: Int-1
Initial Cost: 5
Maintenance Cost: NA
Range: 0

Preparation Time: 0
Area of Effect: litem
Prerequisite: none

This dlowst he dreamer to create any non-
magical, personal item, weapon, suit of armor,
etc. This itemladsaslong & the draner
staysin Dreamland. The itemwill behave as
thenomal i tem would (a weapon will cause
damage, armor will protect a person and arope
will, well..um, do rope things!)

Powea Score—Theitamni s magica and the
DM will determine itsp owers, but it will only
bring 1/10th of itsfull experiencevaue. The
m xai mum xperience possible ( before
devaluation) is 1,000X P.

20—Thisitem is extremely unstable and will
explode causing 2d10 hp damage when moved
quickly (most likely when picked up)

Dream M agnet

(Dreamer Power)

Power Score: Wis-3

Initial Cost: 5

Maintenance Cost: NA

Range: 100 miles plus 5/level

Preparation Time: 0

Areaof Effect: 1 person plus 1 every 5
levels

Prerequisite: None

This powerallows the dreamer to pull a
slegoing p erson into the mode of D reamland
that the dreamer is currently in, be it natural,
true, or travel. Thisdoes not actually give the
dreamer accesst o the person's dreams, but it
does have achance (75%) of giving the victim
av ery severe nightmare with all the negative
affectsa ssociated with one. If the sleeperis
aready having a Dreamland dream, then it will
auomaicdly bea nightmae. [f the victim
doesnot h aving a nightmare, then they would
not have adream at al| that night. This power
isessential to dreamer so that they may have
acest o their victims (which must be in
Dreamland for any of their powers, save Dream
Crossover and Waking Dream)

Power Score—The victim suffers Dreamland
nightmares for two ni ghts after the i nitial ni ght
of severe nightmares.

20—7F hed reamer suffers nightmares that
night.
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Dream Watcher
(Dreamer Power)

Power Score: Wis

Initial Cost: 7

Maintenance Cost: ~ 1/turn

Range: 100 miles plus 5/level

Preparation Time: 0

Area of Effect: 1 person plus 1 every 5
levels

Prerequisite: 2nd level

This power allows the dreamer to watch in on
anohesdream. They cannot participate or
otherwise communicate, but the sleeper " feels"
that they are being watched. Dueto this for
evey 2 tunsthe deame i s watching, the
drean m oves down one type on the dream
scale (good becomes average, average ceases to
be a dream, no dream soon turns into a bad one,
and soon) A swél, using this power in
conjunction with Control Dream, t he dreamer
gains a+2 bonus when attempting t o use the
Control Dream power, but not if that +2 will
takeit over the power score.

Power Score—The character can send mental
mesget o the person watched. T his
guadrupl es the speed of the decay of the dream
after a messageis sent, even if the message is
reassuring.

20— hedreaner i sactualy watching his
worst nightmare from when he/she was a child.
This shakes up the dreamer as per the rulesfor
extreme nightmares.

Equilibrium Disruption

Power Score: Wis-4

Initial Cost: contact
Maintenance Cost:  4/round

Range: 300 yards
Preparation Time: 0O

Area of Effect: individual
Prerequisite: contact, mindlink

This devotion allows the psionicist to weaken
thevictim's senseof bal ance. There is nothing
physcaly wong wth t he person, but the
dirspon p revents him or her f rom
m iantaing banec W alking becomes
difficult, spellsmay fail dueto | ack of balance,
and skills are harder to perform.

Thevictimisallowed a saving throw versus
dedh. | f the saveis successful, the victim
retains most of hi s’her equi librium, causing all
attadks or actionst o be made at a -1 or -5%
pendty. Movementi sat 75% normal speed,
spells of 7th level or higher cannot be cast, and
thereis ageneral 5% chance of spell failure. I
the saving throw isfailed, all actionsareat a-3
or -15% penalty, the maximum movement rate
is 1/3 the normal rate, and spells of 5th level or
higher cannot be cast. Spellsthat are cast have
a15% chance of failure. If the character is near
any height greater than 15 feet, vertigo strikes,
worsening al | penalties by an additional -1 or -
5% | f the saving throw is an unmodified 1,
then t he character | oses all equilibrium and
fal st o the ground, helpless. Helpless
chaacters get asaving throwv s. death every
round thereafter. | f the save is made, then the
character can function again, but u sing the "-
15%" category for penalties.

Once evely 5 rounds, the character gets a
saving throw vs. death to see how he or sheis
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doing. U se this new saving throw to determine
the pendtiesfor the next 5 rounds. Characters
that are h elpless get to save every round until
ableto stand, then begin making a saving throw
once every 5 rounds.

Power Score—All p enaltiesare increased by
-1, or -5%.

20—Thepdonicist is affected by this power
until h e or she getsa 19 or 20 on the save
versus death.

Glibness

Power Score: Int-4
Initial Cost; 10
Maintenance Cost:  6/round
Range: 0

Preparation Time: 0
Areaof Effect: personal
Prerequisites. none

Ths p ower givesthe psionicig all the
benefitso f a Philter of Glibness, and also will
affect T ruthear in the same manner as a Philter
of Glibness affectsa Detect Lie spell.

Powe Sore-Thel ying is undetectable,
even with magic, for 5 rounds.

20—F hepsbnicsts wdsare heard as
normal and all who can
undest @ad t hem know what he/she was
attempting

Induce Pleasure

Power Score: Con-2
Initial Cost: contact
Maintenance Cost:  2/round
Range: touch
Preparation Time: 1

Area of Effect: individua

Prerequisite: mindlink, contact

This is the oppostepowe of Inflict Pain.
While no g ood comes from it (no healing or
cuativee ffects), it makesthe subject
individual shudder and twist in ecstasy. If used
in combat, the vi ctim must save vs paralyzation
in ode to k eep functioning and fighting.
Failureto saveindicates a penalty of -4 on all
attad r olls that round, and any spells being
cast are disrupted.

Theingsdiouseffectso f this power occur
when it isused in conjunction with Inflict Pain.
By u sing the two powers i nterchangeably,
dependent upon the victim's actions, the victim
can b e conditioned to perform certain acts
insead ofothe acst hey would normally
perform. For each w eek of being subjected to
thst reatment, they must make a w isdom
check, w ith a penalty equal to the number of
weeks of "treatment” (i.e., 3 weeks of treatment
= penaty of- 3) or have their actions in
paticubrs cenarios predetermined by their
conditioning. Only one area of behavior may
be affected per victim. Depending upon the
behavior modification, thereisa chance (DM's
digetion) fora n alignment change by the
victim.

PoweS coe—T he | esaeri s s o
ovewhelming that t he victim passes out for
1d10 rounds.

20—The contact is broken.

Jedi'sMind Focus

Power Score: Wis-2
Initial Cost: 10
Maintenance Cost: NA
Range: 0
Preparation Time: 1

Area of Effect: personal
Prerequisite: none

120 « Net Psionics Handbook



This ist he "use the force L uke" power. The
psonidg concentrates all his mind capacities
int hetask he intend to do in the next round,
granting a +5 (or +25%) bonusin thistask in
the succeeding round. T his power can be used
only one time per task and the duration is fixed
in one round.

Theb onus can be used in any action the
psionicist wants. The only requisite is: he must
know what he will do in the next round.

Reference: "Use the force Luke" in Star Wars
(Movie)

Power Score—The bonusis +6 at half cost.

20—The psionicist forget how to d o the task
for 1d4 rounds.

Lend Strong Mind

Power Score: Wis-4

Initial Cost: contact

Maintenance Cost:  1/round

Range: 30 yards

Preparation Time: 0

Area of Effect: individual

Prerequisite: contact, mindlink, 10th
level

With this Devotion, the Psionicigt isable to
defend a contacted mind against intrusion from
another Psonicist. Any attempt to contact this
mind faik a nd a Psychic Combat must be
fought. The Defense can be established with
this Devotion i n t he contacted mind; using the
Psbnicsts $oe -2. Whie deénding his
friend's mind, the Psionicist sacrifices his own
defense i n the first place, but he may activate
one o ther power in the same round (because
one of the powers is a defense). It's not possible
to uset hisDevotion AND establish a defense
in the friend's mnd in the same round. The
othepowem ay be a defense for the

Psionicist'sown mind, an attack, or any other
power h eis ableto use. If the Psionicist does
not d efend himself mentally, nevertheless he
hasa closed mind, so he cannot be contacted
without comba. Then, any successful attack
versus his mind establishes one tangent.

Power Score—T he contacted mind gains the
benefits of a Thought Shield'.

20— hePsonkcid i snot able to use any
defense for 1 turn.

Memory Summoning

Power Score: Int -3

Initial Cost: contact

Maintenance Cost:  7/round

Range: Sight

Preparation Time: Differs

Areaof Effect: Individual

Prerequisite: Send Thoughts, False
Sensory Input

By meanso f this power a Psionicist can
efectvely bypasa nother person's natural
desh s'es. ificludg a nother psi onicd's
defenses) M any DM s out there believethat if
someone psi onically touched they will know it
(espedally in the case of anothe psionicists),
with hispowe thisisnot t he case. The
psonidg willi mplant a thought into another
person'smind t his thought will be a front and
he will f ollow it into the person'smind. The
person will notice the thought and not the mind
touching ( on asuccessful power check). This
isa very risky proposition (checks must be
made by theD M every other round), but the
benefits are enormous the psionicist can roam
around asif he were using a probe. The probe
that is used here though is not the same because
the psionicist can not make his presence known
(where w hen normally using probe he triesto
batter dow n any defenses) he can only find the
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ansvert o one si mple question every other
round (and | onger if a compl ex gquestion up to
the DM). Hewill not know if he has attracted
the attention of the person's mind that heisin,
unless he finds resistance but until then he will
havenoi dea if he has been found out. The
person who's mind has been entered will know
ift hat his mind has been entered when the
psonicig failsa power check and at that time
cantry to use any defenses he can use or get.
The preparation time must be spent finding out
about the person that the power will be used on.
He mug f ind some thought that he can use to
follow i n to the mind with. (ie A gladiator
learmning t o use a sword, an elf finally earning
his name, a halfling eating a person for the first
time, etc.)

Powe Sore-Thepsionicstonly has to
make a check every fourth round.

20—Automai cF ailure the person knows
your there and can t ake whatever precautions
he can to stop your entry into his mind or stop
you from going further into his mind.

Mental Dagger

Power Score: Wis-4

Initial Cost: 6

Maintenance Cost: NA

Range: 50/100/150
Preparation Time: 0

Area of Effect: individual
Prerequisite: contact, mindlink

Menta Daggeri s a sharp, pointed attack
agand the victim's mind. It'sone of the new
telepathic attacks used to establish contact with
another Psionicist. If the power i sused againgt
a drealy contacted mind, i t opens a mental
wound where the life-forceis sipping out. The
vidims uffers a loss of 1 HP per round
theeater, beginning w ith the round of first

use. When used again, the |l ossis increased by
1 HP per round to a maximum of 3 HP/round.
The wound closes when the victim is rendered
uncongious, isp sychic surged, or gains the
benefits of any cure spell ore power. If the rules
for 'Death's Door" are in use, the bleeding stops
at0 HP, elseis stopsat 1 HP and the victim
falls unconscious.

Powe Score—Thel ossis 2 HP/round, the
maximum isincreased by 1.

20— hep sionicist suffers the wound by
himself.

Negate Sensory I nput

Power Score: Int-4

Initial Cost: contact

Maintenance Cost:  5/round

Range: 15 miles

Preparation Time: 0O

Area of Effect: individual

Prerequisite: contact, mindlink, false
sensory input

This devotion allows the psonicist to actually
block out 0 neform of sensory input. Affected
senses can be taste, smell, sight, hearing, or one
kindof t ouch (either pain, pressure,
temperature, o r hunger/thirst). While in effect,
thevictim is totaly unable to "compehend”
the sense, almost as if it was di sconnected from
hisbrain. As a result, standard curative magic
will not w ork, but remove curse might (DM's
discretion). Only one sense can be affected for
evay use of thispower, t hus, it requires two
sepagate u sages to make a person deaf and
blind. Standard penalties apply to blindness and
deafness; loss of taste preventsthe victim from
being able to taste anything (including spoilage
orp oison), loss of smell prevents the victim
from smelling smoke or athe stench of various
monsters (i ncluding troglodytes and ghasts). In
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terms of loss of touch, inhibiting pain prevents
a character from knowi ng how many hit points
he's logt, i nhibiting pressure causes the person's
body to b ecome numb (-2 on attacks,
movement at 1/2 movement rate, DEX checks
may be needed at DM's discretion to prevent
faling ord ropping something), inhibiting
tempeatue m eans the person cannot tell if
something i s too hot/cold to handl e (although
after 7 points of heat/fire damage, pain begins,
but t he character mi ght not know w hy), and
inhbitng hungera nd thirst meansthat the
chaacerdoesnot ealkeh e's hungry or
thirsty... and thus could starve to death at a
banque, or be protected from an Instiable
Thirst spell.

Power Score—Two senses can be negated for
6 points per round, or one sense can be negated
for 4 points per round.

20—Thevictim's senses are not altered, but
the psionicist thinksthe p ower worked. Al so,
the victim i s protected from all forms of False
Senely hput and Nega¢ Sensy Input,
regardless of who is projecting it.

Oniric Vortex

Power Score: Wis

Initial Cost: contact
Maintenance Cost:  1/round/subject
Range: Unlimited
Preparation Time: 1

Area of Effect: individual
Prerequisite: Enter Dream

With t his devotion the psionicist can bring
some friendsto a dream. T he psionicist must
bein adream to use this power (her own dream
or any dream affected by enter dream).

Unwilng subgctmay c hoose to end the
dream and wake up. This action ends the dream
for that particular character only.

It should be noted that thisis NOT a Dreamer
power t doe notafet Dearand
chaacters, as they are out of reach of a non-
Dreamland psionicist.

20— Unwilling s ubjects can be brought in.
They can only wake up if they make a saving
throw vs. Paralyzation.

Power Score—A h ogtile monster i s brought
in instead.

Outer Dream

Power Score: Int

Initial Cost: 30

Maintenance Cost:  10/question
Range: NA

Preparation Time: 12 hours

Area of Effect: individual
Prerequisite: mindlink, teleport

This devotion is smilar to contact other plane
spell and requires the psionicist had access to
psychoportive and tel epathic disciplines

Whent his devotion is used, the psionicist
sends her mind to another plane of exi stencein
order tor eceive advice and information from
powerst here. As these powers resent such
contict only b rief answers are given. Any
guesions asked are answered by the power
during the power's maintenance. T he character
can contact an elemental plane or some plane
fartherr emoved. For every 10 PSP spent one
guestion may be asked. Contact with minds far
renoved f rom the plane of the psionicist
increases the probability of the psionicist going
insane or dying, but t he chance of the power
knowing the answer, as well asthe probability
oft he being telling the correct answer, are
likewise increased by moving to di stant planes.
Once t he outer planes are reached, the
Intdligence of t he power contacts determines
the effects.
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The random table given hereis subject to DM
chagesd evelopment of extraplanar NPC
beings, and so on.

If i nsanity occurs, it strikes as soon as the
first question isasked. T his condition lasts for
onew eek for each removal of the plane
contacted to a maximum of ten weeks. Thereis
a1l % chance per plane that the psionicist dies

Power Score Chanceof Chance of

before r ecovering, unless a psychic surgery is
made u pon her. A surviving psionicis can
recall the answer to the question.

Onr are occasons, this divination may be
blo&ed b y the action of certain lesser or
greater powers.

Chance of

Plane Modifier Insanity* Knowledge Veracity**

Elemental -1 20% 55% (90%) 62% (75%)

Inner Plane -2 25% 60% 65%

Astral Plane -3 30% 65% 67%

Outer Plane, Int. 19 -4 35% 70% 70%

Outer Plane, Int. 20 -5 40% 5% 73%

Outer Plane, Int. 21 -6 45% 80% 75%

Outer Plane, Int. 22 -7 50% 85% 78%

Outer Plane, Int. 23 -8 55% 90% 81%

Outer Plane, Int. 24 -9 60% 95% 85%

Outer Plane, Int. 25 -10 65% 98% 90%
Psychic Armor

* F or every point of Intelligence over 15, the

psionicist reduces insanity chance by 5%. Power Score: Wis-3
Initial Cost: 5

** |f the being does not know an answer, and Maintenance Cost:  NA

the chance of veracity isnot made, thebeing Range: 0

will emphatically give an incorect answer. If Preparation Time: 0

the chance of veracity is made, the being will Areaof Effect: personal

answer "unknown." Prerequisite: none

Percentage in parentheses are for questions that
pertain to the appropriate elemental plane.

Power Score—No chance of insanity.
20—Thepdonicist gratesa power. The DM
must decide what the disturbed
power will do.

Psytic Amor is anewdekng aains
unwanted contact. It p uts the Psionicist's mind
ina kind of armor, weakening any psionic
activities. Thus, i t's more difficult to use any
attak against the Psionicist, but he himself
suffels grievouspendtiesaswdl. Any one
other p ower activated in the same round with
this devotion i s penalized with -2 to the Power
Score.
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Power Score—The use of this power does not
affect other powers.

20— hed efense falters but the penaty
remainsf or 1d6 rounds (in addition to any
other penalties from this power).

Sleeping Automaton

Power Score: Wis-2
Initial Cost: contact
Maintenance Cost:  6/round
Range: NA

Preparation Time: 2
Area of Effect: individual
Prerequisite: contact

This devotion allows the somniomancer to
teke control o f a sleeping subject's body and
cause it to perform simple actions. Such actions
include movement ( sleep-walking), pi cking up
and m oving small objects, etc., but nothing
eitherddi@teo r violent and nothing that
invovesa ny thinking or decision-making
process.

The somniomancer ¢ an't force the subject to
commit suicideo r actively damage herself in
any way; the subject will wake up before any
damage be inflicted.

Ths powerd oesn't give any way to
somniomance to ®e whatt he subject is
actually doing, so, the psi onicist should be abl e
to see the target by any means or it will be very
difficult to give the orders.

Powea Smre—Thep sionicist can see brief
flahes of t he surroundings of the person
controlled. Just enough to make sure that the
subject doesn't run into things.

20—The somniomancer | oses control of their
own body for the duration of the power, and it
is prone to twitching and convulsions.

M etapsionic Sciences

Dreamfield

Power Score: Wis-8
Initial Cost: 40
Maintenance Cost:  10/round
Range: 40 yards
Preparation Time: 3

Area of Effect: 20" radius
Prerequisite: 13th level

A c haracter using dreamfield can project
thoughtw aresi nto the minds of sleeping
people. Thisallows apsionicist to take control
of dreams, and shape them i n any manner they
want. Even other psionicists may have their
dreansi nvaded by this without having first
been defeated in psionic combat. The attacking
psonidd may not kill someone with this, or
caisedied physcaharm, but if he/she
choosesto create a nightmare in which in the
victimis slain, then the victim must roll save
vs spdl at a-2 penalty without the benefit of
WIS bonuses. If the save fails, then the victim
suffers fatigue, and will for 24 hour s afterwards
take a-2 penalty to all dierolls.

A psionicist can project this power to a centre
point u p to 40 yards distant from him/herself,
with an area of effect of a 20" radius. If a
chaactri s struck during the time they are
tapped i n a dreamfield, then they will
immediately awaken and break the effect of the
dreamfidd, i f the awakening occurred before
thee nd of the dream. Al so, the attacking
psonicig may attempt this but once per night
on aparticular vi ctim. It takes 2+d2 rounds for
the attacking psionicist to complete the effect.

Specil N ote: If the Dreamland rules are
ued, a chaacter who is in D reamland
(naturally or otherwise) i s unaffected by this
powera nd cannot even be reached. If the
psonicstriesthis power on a dreamer
psonicg, t he dreamer's conscious mind is
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immediately awoken and alerted to the attempt.
At this time, the psionicist is most vulnerable
because the dreamer knows of t he attempt and
can d o something to the psionicist while they
are still recovering from their failed attempt.

Powe Score—Vicimsmug save at a -4
penalty, and further, if they fail, they will suffer
a - 3 pendty to all die rolls for 24 hours
afterwards.

20—F hea reamfield backfires, and the
psonics fal si nto a trance w here he/she
suffers all t he effects of a horrific nightmare
with the resulting penaltiesto die rolls, no save
allowed. The psionicist emerges from the
trance when the nightmare is over.

Mystical Conduit

Power Score: Int -4

Initial Cost: 10+1/10 yards (or
40+1/10 yards)

Maintenance Cost: 2 PSP's

Range: <see cost>

Preparation Time: 0

Area of Effect: NA

Prerequisite: Dimensiona door, 6th

level psionicist and
knowledge of either
Mage or Priest magic.

This p ower opens an immobile conduit for
mysicale nergy from the area i mmediately
surrounding the psionicist to anywhere within
lineof sight (see cost). The next spell cast
from w here the psionicist was standing at the
time the power was initiated will function asif
it was cast at the other end of the conduit. Thus
the rangeso f certain spells can be greatly
increased. N oticethat spells, which affect the
catkeronly (i.e., persona spells), will now
affect w hoever is standing at the other end of
the conduit or be wasted i f nobody is standing

thae. A vampiric touch ©r fire shield) for
example, could be cast at one end and whoever
wasat t he other end could now apply the
vanpirctouch ¢rbe pmotetced by a fire
shield), and gai n the full benefitsfrom it (i.e.,
rexh out &ad touch smene, i ncase a
vampitict ouch had been cast). The original
caster has absolutely no control over the spell--
it isas if the whoever w as standing at the other
end of the conduit had actually cast the spell.
Sincethe a ccuracy and power required for
tanserring p ersona spellsis much greater
than for other spells, the cost isincreased to 40
PSPs + 1 PSP per 10 yards.

The mystic conduit isvisible only by a detect
magic, t rue sight, or psionic powers such as
Heightened senses. |t collapsesthe ingant any
spelli s conducted in thisway or if the
psionicist ceases paying the maintenance Cost.

NOTE: The conduit is one way only, thus it
isnot p ossiblefor a psionicist to steal a spell,
asit isbeing cast by an opponent.

Powe Score—No P3smust be paid to
maintain this power.

20—T hen ext spell cast near the psionicist
will backfire.

Post Pone

Power Score: Int -6

Initial Cost: initial cost of the power
(x2)

Range: Touch: 0

Area of Effect: individual

Maintenance Cost:  24/day

Preparation Time: 1 round per power
postponed + 1 round

Prerequisite: 7th level

This power allows ap sionicist to "postpone”
apower till alater poi nt intime. This consists
of the psionicist having to first make the power
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chek t o initiate the power, then having to
make thepostpone power check. When the
psonidd makest he power roll for the first
power, h e pays he initial cost of the power,
them w hen he initiates post pone he pays the
same cost again. The power that is postponed
is "put o n the back burner" till alater point in
time, when t he psionicist wantsto use the
powerhe h as postponed. This power will
allow a psionicist to maintain any power he can
use at the time (even if he can only use because
of c onvergence, if he can use it he can post
pone i) t his includes both once and done
power, and maintainable powers. This power
has a serious draw back while apower is being
mantaned t he psionicist can not get back
ANY PSPsd ueto the fact that heisusing a
power at that time (spending exactly 1 PSP per
hour).

Power Score—f a power score is rolled this
povweronly ugeshalf the n ormal PSPs to
maintain, and in so doi ng all ows a psionicis to
regain PSPs every ot her hour (depending upon
whether or not he rests)

20—The power is disrupted and the psionicist
must begin again to try to postpone the power.

Psionic Transference

Power Score: Wis-4

Initial Cost: Varies

Maintenance Cost: NA

Range: touch

Preparation Time: 0

Area of Effect: individual

Prerequisite: psychic surgery, 7th
level

This science allowsthe Psionicigt to transfer
some of his psonic powersto anon-psionicist
(the Psionic version of a Priest's " Imbue with
Spelll mmunity"). First the Psionicis must

succefuly usepsybicsurgery on the
recipient (to prepare hi m for the sudden psionic
oveflow) then h e must make a successful
power check for Psionic Transference. Finally
thep sionicist must make a successful power
check for each power he wishes to transfer to
the recipient (note that rolling a 20 or the exact
power s core won't make a difference). If the
Psionicisti s successful he subtracts 10 PSPs
pers uccessfully transferred science, and 5
PSPs per successfully transferred devotion. For
every unsuccessful attempt to t ransfer a power
the Psionicigt subtracts 5 PSPs per science and
2 P SPs per devotion, but he can attempt to
transfer the power again.

Thepsbobnicstmay dtenpt b asmany
powers as he want (as long ashe does't run
out of PSPs), but powers that need prerequisites
must be met by the recipient, so if a PSonicist
wanted to transfer Psychic Drain the Psionicist
would h ave to transfer tel epathy, contact and
the recipientw ould have to be 6th level. All
powers transferred by the Psionicist can NOT
be used by the Psionicist for until the recipient
isslain, the recipient has used up his PSPs or
24 his have pa%d... w hichever comes first.
Thepsonicist must also lend his PSPs to the
recipient for the recipient to use the powers (the
PSPs used to transfer powers doesn't count, this
PSP transfer i s f or lending the Psionicist PSPs
directly to the recipient). For PSP transfer rate
isl:1. The PSPs transferred to the recipient
taken away fromthe Fsionidd'scurentand
MAXIMUM PSPtotal. Soif the Psionicist has
amax of 150 PSPs and lends 50 to recipient the
Psionicist c an have no more than 100 PSPs.
The recipientu ses his own con, Int and Wis
when determining power scores.

Powe Soore—Psionicist retansh is powers
(but not PSPs) with a-5 to power score.

20—The Pgonicid p asses out for 1d6 turns,
the recipient passes out for 2d6 turns.
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*In Dark Sun the Psionicist can transfer powers
to p eople with wild talents but not other
Psionicists.

PSP Lightning

Power Score: Con -8

Initial Cost: varies
Maintenance Cost: same as Initial Cost
Range: 25 yards
Preparation Time: 0

Area of Effect: 1 Creature
Prerequisite: oth level

The psionicist converts PSPsinto pure energy
tha r esembles (but is not) lightning. The
conversion is1 PSP for 1d3 points of damage.
A psonicist may convert 1 PSP per level in a
round. Soalevel 15 psionicist may convert 15
PSPs t 0 15d3 points of damage. No saving
thowi s al lowed, and powers |i ke Energy
Contanment haven o effect in blocking this
attadk. Al so, spells such as Protection from
Lightning and Ress FHre, aeusdess If a
tdepdahicdefen® modei s active, however,
then damae isredued by 10% since this
energy ismental inorigin. Further, if amindis
open to contact then the victim takes 10% more
damaget han what i s specified in the dierolls.
A victim takes normal damage either when
they are a mind closed to contact not using a
defense mode, or w hen they are a mind open to
contact that isresisting in the manner described
in the entry for the contact power in CPH.

This power is physically taxi ng, and may not
beused for more than 4 rounds before the
psonics hast orest for 2 rounds. The
psonicis may opt to expend fewer PSPsthan
hishe maxmum. T he psionicist must
announce b oth before making an initiative roll
and m aking a power check how many PSPs
they intend to expend.

Power Score—The conversion rate of PSP to
damage improves to 1d6 points o f damage per
PSP spent.

20—F hepsbpnicstt akes 1d4 points of
damegef or every PSP he/she was going to
expend that round.

Psychic Sacrifice

Power Score: Wis-10
Initial Cost: Death, Contact (see
bel ow)
Maintenance Cost: 20 PSPs/ round (see
bel ow)
Range: Unlimited (see Contact)
Preparation Time: 0O
Area of Effect: One person
Prerequisite: Psychic Surgery

Thisscience all ows a powerful psionicist to
transfer a portion of hisor her power to another
person when h e or shedies. One science and
two devotions are chosen at random from those
know by t he user of thispower (the
Sacifice), w hich are immediately added to
those known by the target. The target gains
enough PSP'sto use the three powers once per
day each, with 4 rounds of maintenance.

If the target was a non-psionicist before the
use of this power, he or she should be treated as
awildtalent. If thetarget wasal ready awild
talent, the n ew powers and PSP's are added to
those c urrently possessed. |f the target was a
psonid4g, thepowes and PSF's are added to
therc urrent abilities, and are considered
separate f rom the normal maximums all owed
by therl evel. The powers can be from a
discipline outside those currently known by the
target, and d o not count agai nst the maximum
number of sciences/devotions per discipline. |f
thep owers granted are al ready possessed by
thetage, t he PSP's are still gained, and the
power scorei nthat power isincreased by one
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(as though the target had relearned that power).
Inall cases, the PSP and power gainis
permanent.

Thetamge'salignmentbecomesthat of the
sacrificer. If thiscausesthe target'sa ignment
to change, this has a 1% chance per PSP gained
of driving the target insane.

At the discretion of the DM, the target may
bev isited by the spirit of the sacrificer. The
spirit may give the target hints, encouragement,
orothesuppotri n particularly difficult
situaions This may occur at most once per
month, and lasts for at most 1 turn.

Toi nitiate this science, the sacrificer must
firstdie. This can be either an accidental or
intentional death, although an intentional death
for the sol e purpose of using thi s science grants
thesacrificer a +2 bonus to his or her power
score. At the very i nstant of physical death, the
player must state his or her intention to initiate
Psy dic S acrifice, and also must state the
taget. The sacrificer's psyche is then kept
alive b y feeding off the remaining PSPs the
psonidd h ad at death. The upkeep of 20
PSPs/round must be paid each round until the
power i s successful, or the sacrificer's psyche
dies. The sacrificer must al so attempt contact
(viap sionic attack formsif thetarget is an
unwling p sionicist) each round. If the
sacifi ced oes not have enough PSPs
remainng t o pay the upkeep and attempt
contact, their psyche dies.

Once ontac h as been successfully made
with t he target, the sacrificer rolls against the
power score for Psychic Sacrifice. The upkeep
of 2 0 PSPs must al so be paid in this round; i f
not enough PSPs remain, the sacrificer's psyche
dies. If theroll is successful, the effectslisted
aboveoccur. If theroll is falled, contact is
broken, a nd must be attempted again in the
next round.

If t he Psychic Sacrifice is successful, the
sacrificer may never be Raised, Resurrected, or
Rencanaed. However, if the sacrifice is

unsuccessful (the sacrificer runs out of PSP's or
skipsar ound of attempting contact for any
reaon)t he sacrificer may be r aised,
resurrected, or reincarnated.

Powe Sore-thesaiicer canpick the
science and two devotions granted to the target.

20—the sacrifice fails, and bot h the sacrificer
andt arget are psychically stunned, losing all
curent BSPs (kiling t he psyche of the
sacrificer).

1—only 1 science or 2 devotions (50/50
chance) are granted to the target.

Notetothe DM: If thisscienceisallowed in
yourc ampaign, you should make all owances
for NPC psonicists who have been targets of it
in their lifetimes, and therefore have more than
then ormal all otment of psionic powers and
PSPs. |n particular, the DM may consider high
level evil NPC p sionicists who "farm" | ow
level psionicists for the sol e purpose of having
them sacrifice their powers to their mentor.

Stasis

Power Score: Wis-4
Initial Cost: 40
Maintenance Cost:  30/round
Range: 10 yards

Preparation Time: 3

Areaof Effect: 1 Creature

Prerequisite: 13th level, convergence,
rigidity (or immovability
for those lacking Dragon
Kings), time/space
anchor, stasisfield

This power requires at least two psionicistsin
convergence whose total levels must be 50 or
higher. No psionicist in the convergence can
be below level 13. All psoniciss must make a
successful p ower check in the same round the
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power is to be initiated. Itisnot required that
mote than one psionicisti n the convergence
knowt his power since being convergence
makes it available to the other psionicigts.

Theefed ofths pover is © totdy
immobilize the victim to the point that they are
utety helpless Their body is rendered
immobile i nthat they can make no physica
motion, they are effectively rooted to the spot
they are g¢anding in, s o that they cannot be
physically moved, and they are anchored to the
tmespa&e ontinuumso t hat they cannot
tdepot, and things liket eleport trigger, and
contingency spellsthat are supposed to tel eport
thevictm wl fal. F urther, the victim's
mental p rocesses are slowed down to 1/60 of
thern ormal rate, rendering them virtualy
hel pless against tel epathic attacks.

Powa Smre—Thevictimis held in stasis
until released by another power check.

20—The power backfires, and the psionicists
fall victim to the power until they run out of
PSPs to maintain it. Thisbackfire occurs if any
psionicistsroll a 20.

Time Flow

Power Score: Int

Initial Cost: Specia
Maintenance Cost:  Special

Range: Touch

Preparation Time: 0

Area of Effect: 1 creature
Prerequisite: Time gtop, 5th level

This power allows the p sSonicist to speed up
or slowd own time with regards to the target
creature. Atthetime the check is made, the
psionicist declares by how much the time flow
will beincreased or decreased. In other words,
howmany wounds willoccur for the taget
creature while a single round of 'normal time
pases( or alternatively how many rounds of
'nomd time will passin what the target
creature seesas a single round). The power
scoresand i nitial/maintenance costs are given
bel ow.

Speed up/ Power Score Initial/maintenance Prerequisite
slow down penalty cost (see note) Level
factor

2 3 10/5 5

3 4 20/5 10

4 5 30/5 15

5 6 40/5 20

Note: The power can only b e maintained if
thep sionicist is the affected creature. The
costs are relative to the psioniciststime frame,
inother words theinitial cost is relativeto
normal time (and will affect the target creature
forone ound ofn ormal time), while the
mantenancec ost is relative to the new time
frame, and m ust be paid for every round the
psionicist experiences. A 20th level psionicist
for example, who speeds up time by afactor of
5, would not have to pay mai ntenance cost for

the first five rounds (or 1 round 'normal time')
since thisis covered by the initial cost. After
these 5 rounds, the maintenance cost would be
5perround (or 25 per round normal time).
Since this power affectsthe flow of time, rather
than speeding up the metabolism of the target
creature, asis the case with magical haste for
exanple n o aging will result. Anyone who
returns to the normal time frame however, will
be c onfused and unabl e to do anything for as
many r ounds as were spend in the other time
frame. This givesthe body time to readjust to
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normal time and recover from the strain. Itis
possiblet o force the body to ignore to ignore
thistime of recovery. To do so requires a
Wisdom check and a Congtitution check, with a
penalty e qual to the factor by which timewas
affected for both checks. If either is failed, 1d6
random abil ity scores are permanently lowered
by one. In other words, thisis not a good idea
except in the most desperate cases.

Powea Score—T hep sionicist may i ncrease
the time factor by one, without having pay the
extracos in PSP's.

20Fhep sonisiti sc onfused and
disoriented as described above.

M etapsionic Devotions

Helmboost

Power Score: Wis-5
Initial Cost: 40
Maintenance Cost:  none
Range: 0
Preparation Time: 0
Areaof Effect: personal
Prerequisite: 7th leve

This devotion is useful only for spelljamming
psonidgs This meansthey must be using a
serid, p ool, or other helm which can be used
by psionic creatures. If the power succeeds, the
MYV of thev essel increases by 1 while the SR
inaeaesb y 3. Thislasts for a duration of
three rounds.

The psionicist ¢ an not use the power again
during that day, due to the stress induced on the
hypothalamus by this power. Shoul d the power
be atempted a scondtime, thereis a 55%
chancet hat it will fail, leaving the psionicist
insane (although with his powers intact). Such
inanehel nspesonsh ave been known to
deadet hat ramming a larger vessel (or even

oderng af ull stop) are excellent combat
options.

Inaseria helm, severa psionicigs could use
this p ower, but not all at once. Using more
than o ne of these powers on a helm has no
effect.

Power Score—Lasts for 5 rounds.

20—The helm isinoperable for 1 round.

1—TheM V is unchanged, but the SR still
iNcreases.

Psionic Conceal ment

Power Score: Wis-4
Initial Cost: 4
Maintenance Cost:  1/round
Range: 0

Preparation Time: 1
Areaof Effect: personal
Prerequisite: telepathy, psionic sense

With psonicconcealnment, ap sionicist can
coneal hisp sionic activity from those with
psionic sense.

When the character makesh is check, all of
his psionic activity is concealed from others. If
a beng c hecks for psionic activity, the DM
condutsa secret psionic contest, and the
higher successful roll takes effect. That is, if
the concealer wins, nothing is sensed, and if the
sensor wins, he spotsthe concealment and the
powers being conceded. Forthe contest, the
concealment roll isr educed by one for every
five PSPs expended that round.

Concal rant p rovides r easonably good
protection from psionic feeders and the like, as
well as psionicists.

Power Score—Gain +4 in detection contests.
20— ose all psionicsfor 1d4 turns.
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Psychic Reach

Power Score: Wis-5

Initial Cost: 8

Maintenance Cost:  5/round

Range: 30 yards

Preparation Time: 1

Areaof Effect: special

Prerequisite: Telekinesis, 6th level

This psionic power causes a semi-transparent
hand, made of t he user's psionic life-energy to
spring forth from him, and grab on to creatures.
Thehand can b e moved anywhere within
rangei n 1 round; then any 'touch' psionic
powers can be used through it.

The'hand' exidgsuntil it losesit'sgrip (see
below), t he user fails to pay maintenance, the
hand | eaves the range, or is destroyed. The
hand is ACO, and has hit points equal to the
psonidd'slevd. Theuse actualy gives up
tha many of his own HP: when the power
lapses, h e gains any remaining HP back. The
hand i sonly hit by magic weapons of effects.
Dispel magic and non-damaging spells have no
effect.

Each round, the psionicist must check to see
if the hand losesit'sgripif itisbe ng actively
avoided. Thischeck is hiswisdom adjusted by
his opponent's AC; either way, maintenanceis
paid at thistime. All "reaching" powers are
initiated with -2 power scores.

Power Score—Hand has double HP free.
20—All "touch' powers are double cost for
next turn.

Psychic Rogue

Power Score: Wis-4

Initial Cost: contact + 12
Maintenance Cost:  8/round
Range: NA
Preparation Time: 1

Area of Effect: individua
Prerequisite: Psychic Drain

Thapower allow the psionicist t o
temporarily steal a psionic power from another
peson. A fter c ontact is established the
psionicist spend 10 PSP and chooses one of the
vidims powers ( The psionicist must know if
the victim knows the particular power).

Aftert hat, and while paying maintenance
cost, thep sionicist is abl e to use the power as
any other. Thevictim will forget the power
until the psionicist stops paying maintenance.

Powea Score—Thevicimi salso rendered
unconscious while the power isin use.

20— hep sionicist i s unconscious for 1d4
rounds

Time Flux

Power Score: Con-2
Initial Cost: 8
Maintenance Cost:  5/round
Range: 0
Preparation Time: 0O

Area of Effect: personal
Prerequisite: none

Using thisd evotion, the psionicist can cause
time to speed up or slow down for hi mself
only. T hus, the psionicist can exis at twice the
speed of the rest of the world, or half the speed,
effectively hasting or slowing himself. Because
theincea® or decrease in speed is time
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ofi ented i nstead of biologically oriented, the
pgonidd c an perform ALL actions at either
twiceor half normal speed. For example, a
psonidd c an make two psionic actions per
round, use two magic itemsp er round, etc; a
slowed psionid 4 c ould take only one action
every two rounds.

There are some other unique qualities of this
ability. T here is no metabolic change, like the
aging associated with haste Spellsand psionic
poves are affected, so if the psionicist
increases hiss peed, spell durationis only half
of w hat it would be in normal time, but an
initiative bonus of 3 isgained while the power
isin effect. For example, a protection from evil
spell c ast on the psionicist that would last 8
rounds of real time will now last only 4 rounds.
On the other hand, if apsionicist slows himself,
spells lag twice as long asthey would in real
time, b ut there is an initiative penalty of 3
while being slowed down. For example, asl ow
poion cast on a slowed psionicist would last
twiceas long asnormal. The PSP cost inreal
time for any psionic abilities outside the Time
Flux (ie, not affecting the psionicist) does not
change, but the cost for those abilities affecting
thec atsei s increased or decreasd
appropri ately.

Numerous applications exist for this power. If
apsionicist wantsto "burn of f* aharmful spell
(like $owor hold person), the speeding up
usge w ould help greatly. Likewise, if the
psonidg w ants a spell to remain longer than
noma (inreal time), then the slowing useis
best.

Power Score—Once d uring the maintenance
the psionicist can time shift himself o ne round
into the f uture with no chance of failure or
disorientation. T he psionicist does not need to
know t he time shift for this effect to occur. [f
the psionicist doesin fact know time shift, then
he can try to move two rounds into the future as

if itw ere only one round (but with standard
chance of failure).

20—The psionicist is stopped intimefor 1-4
rounds, unable to react, but can be injured. For
game purposes, all attacks hit and all savesare
failed.
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Psionic Affecting Spells

Zo€' s Psionic Enhancement
(Alteration) Reversible
Level 2 Wizard Spell

Components: V

Duration: Specia

Casting Time: 2

Area Of Effect: 1 Psonic Creature
Saving Throw: Negates

Thisisan unusual spell for the simple reason
tha wzads don't ike psionicists. (They
would, hovever | ike the reverse: Zodiac's
Psionic Resticion.) This wizad gellcan
boost (or reduce) PSPs. Thetota can be raised
abovet he normal max. At any rate, the
bestowed PSPs disperse at 1 PSP per 2 rounds.

Theaefore, the bonusisshot lived, so ue
themf ast. They start to drain away the round
after casting.

This spell invol ves great concentration and i s
adrain on the wizard. 3 PSPsare given for
e ah hp t he spellcaster i s willing to
"cannibalize."

The revese, Z odiac's Psionic Restriction,
drains PSPsat the rate of 3 PSPsper | evel per
round. The durationis 1 round per 2 levels. A
save (adjusted for wisdom) may b e made each
round the effect is applied.

The cagter can do very little while this spell is
in éfect No spelcasting is possible. The
castermay move at 1/2 his movement rate
while thisspell isin effect.

20 wisdom gives immunity to this spell.

Thisspdl was created by Zodiac. Zoe was
an astrologerw ho later became a psionicig.
After a neard eath experience (involving
illithids), she devoted her lifeto her god. Asan
ascetic, she still used her psionic ta ents. She

researched this spell to allow herself to enhance
her previous abilities.

Dalen'sMental Resistance
(Abjuration)
Level 9 Wizard Spell

Range: 20 yards

Components: V,SM

Duration: 2 rounds/level

Casting Time: 9

Area of E ffect: One living being for every 5
levels

Saving Throw: Neg.

This el isusd to gop dl nmentd and
psionic powers from affecting a specific bei ng.
Thisisaccomplished by creating afield around
the being a ffected that stops all menta energy
from pasgng through it. This field, however
stops the mental energy from either entering, or
leaving. Thus, this could be used to stop a
psonidd f rom using any powers on anyone
but himself. It also grants i mmunity to any
psonica ttacks, including the dreaded mind
flayer mental blast. It provides protection from
any spell that deals with the mind of the person
protected as well asANY psionic power. This
will spell is quite similar to Mind Blank, except
that it p rovidesfull protection againg psionics
and a few other mental powers. The list of
spellst hat are protected against is to long to
list, b ut if the spell affects the mind of the
being, it will not work.

Dalen was a Red Wizard of T hay, but was
ovethown by a nother wizard who had a
psionicist working for him. Daen researched a
way to s top psionics f rom working, and
partially succeeded. He was hoping that awall
or s phere could be created, but found that this
wasi mpossible, because all the research he
found poined to the fad t hat such a field
would have to be in close proximity to aliving
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being, n 0o more than an inch away in fact.
Daen later died when he tried to cast this spell
onapsioniclich. Sincethe spell only affects
living b eings, which a lich is obviously not,
Dalen was reduced to a mental vegetable and
subsequently killed.
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New I deasfor Old Powers

Thisarticleisin reply to someone's comment
on howP sioniciss w ere a weak and
deénsées cl&s T he quoting has been
renmoved a nd some of the article has been
trimmed to avoid confusion or redundancy.

From what you are saying, it's obvious to me
thay ou are playing a "Head Messer”, a
psionicist with mainly tel epathic powers. That
right there isyour first problem.

Thet elepathy 'school' | ooks pretty neat and
powerful at first, but in reality, you have to go
through o much crapin order to do anything
tha a fight is usually over and everything is
dead b efore you can get anything done. This
happened al year to a friend of mine who had a
tdepah i n the same party with a paladin, a
redly nasty fighter, a wu jen alterer, and a
pety kikin' bad. He would get set up,
contact whaeve, d o other stupid things, and
get r eady to mindrape the thing, and it would
be dead. He was handy to have around when
thep arty got split up, or w hen we were
interrogating something, or for recon(he had an
owl), but that was about it.

On t he other hand, | pl ayed a
Psychometabolist in a c omparatively powered
party. This character was the ultimate 'Swiss
Army Character', even more so than a bard. He
could do ANY THING, and do it well.

Most of my character's abilitieswere in the
Psychometabolic s chool, because except for a
coupé u seful thingslike Tel ekinesis and
Reeptale (fort he PSP, he didn't need
anything else. OK, I'll list the things my 9th

| evel p sionicist could do about something
charging at him--

Use Telekinesis on hi s +2 short sword from a
distance

UseA nimate object on anything(rock, tree,
heinel a nd do something funny and/or
damaging

If its sndl, hetid Bariera nd watd it
bounce

Molecular Agitation if you're out of the fight

Animd A ffinity--1 rolled the Grizzly Bear,
this can get redly nasty

Life Draining, this speaksfor itself

Metamorphos s-Thisp robably has the most
potential of any ability in the whole book. A
couple of my favoriteswere: Changing into a
puddle of mercury in front of a whole bunch of
monges, t hen using life draining when they
steppal i n me; changing into a meta bar,
Animate Object-i ng myself, wrapping around a
frog giantslegs, then life draining him while
he'sh epless; and gaining the ability to cross
any hole in any dungeon in the world by
sprouting wings.

Adenaln C ontrol can give you massve
bonuses to damage or AC

Edoplamc F orm--use this and whatever's
charging will go right through you. If your DM
allowst his, here's a really nasty thing to do--
walk u p to an enemy while ‘ghosty’, stick
something, anything at al, into him, and | et go.
Bang, it materializes 'Nuff said.

Wrench, if it's undead

Tha'sn ot the complete listof nasties | can
thowout, j ust the most often used. Body
equilibrium is pretty worthlessin combat, but it
wasp robably the one | used the most often.
Chemicd simulation can get you through any
lock around.

There'snot really a wholelot to do at the low
levels, but t hat's because of lack of PSP's, not
lack of abilitiesavailable. The way to get
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around that i sto get Receptacle at the soonest
time possible.

Them ain suggestion | have to anyone
looking to play a psionicist is to specialize in
Psychometabolism with a good number of the
Psydhokines s skills, orviseversa. Y ouwill
end up having the best thi ef in the world, who,
given a coupl e rounds, can tank al ong with any
fighter, then heal the party afterwards.

Thisarticleis a response to the " uselessness’
of some of the psionics powers. It has some
additiond comments from other people added
in.

For the Psionic abilities such as " Feel Sound"
or " See Sound" they may seem fairly " useless"
to a hack-and-slasher [[although | can think of
sevenl appicdionsl) See sound could be
almos equvalent t o Blind Fighting, if not
better; 2) Feel Sound mi ght be able to negate a
back-stab attempt if the warrior can feel where
the attack i s coming from in the lagt i nstant -- |
would still allow the attack, but the surprise
might m ore easily be negated; 3) See Sound
could give awarrior p recise information about
thel ocation of a sonic attack (breath weapon,
roar areaof effect, etc) and allow that warrior
to place themselvesin the correct spot to avoid
the attack form.. etc. etc.]].

But the most useful applications| can see (no
pun intended) would be in other areas (perhaps
c & sfied u nder r oleplaying?) such as:
Consgder abad with See Sound. Could they
not weave an i ntricate pattern with their voi ce
or instrument... perhaps boosting their abi lities,
winning 'sound sculpture' c ontests in a psionic
rich land, dlowing t hem to identify magical
music effects by eye seeing a harpy's song at a
didancel arger than the Charm Person range,
etc.

Feel Sound might give similar benefitsto the
musealy i nclined. A lthough, | would
probably LOWER asaving throw if Feel Sound
wasu sed around a magical song, such as the
harpy or siren.

Feel L ight could enhance agricultural Non-
W apon P roficiencies sort of like a Green
Thunb, sensing the proper location of t he
correct | iketo grow things. Or, a character
with Feel Light could be hired (at high ratesif
itisa raretalent) to perform tasks from the
mundane to the complex:

a) Hire asatheatrical stage lighter, with a
better "feel" for the correct lighting.

b) Be sought by magestrying to make a
place scry-proof to "feel" for any cracks in the
lead p lating which would let through Crystal
Ball effects, ESP, or X-ray vision.

¢) Placed asaqguard in the dark dungeons to
be waiting for t he slightest li ght to approach so
they could warn others.

d) They would make great ship's crew on
foggy nights, looking for that very faint glow
from the li ghthouse, keeping the ship from the
rocks...

If youare alenient DM you might all ow
small effectsor uses of the Psionic ability to
not quite fol low the rules or not use a PSP Say
the character with Feel Light could always be
awake at thef irst touch of dawn, "feeling" the
new day. Or allow the character to fed the
"quality" of light (say being able to distinguish
between L ight and Continual Light spells, or
between Mage Light and Cleric Light...)

In addition would not the See Sound power
be useful for negating the effects of a D arkness
spellor natural darkness all the same, being
ableto see how the sound reflects around the
room and o ff of objects. Al so, See Sound
would be great for seeing what the spell caster
Is sayingw hile inside a Silence 15' Radius.
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Useal i n conjunction with Spellcraft, that is
most useful .

Not all the Psionic Abilitiesare for combat,
or even for adventuring... but al of them can be
used with creativity in MANY situations.
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Psionic ltems

The Need for Psionic Objects

Why psonic objects y ou ask. Why create
objectsw ith psionic powers, when any power
imaginhle @n b e obtained with objects
powered by magi@ W ell, there are several
answers to this q uestion, depending on who's
asking it.

But firstl et's see the i nherent qualities of
psonico bjects. First and foremost, psionic
objectsare all intelligent and aligned. So unlike
mod magical i tems, they have an ego, and a
purpose of their own.

Secondly, p sionic powers cannot be fully
depended upon. A power might not work in a
specii c ound, ad might even fail so
misgably, t hat it will cause damage to the
psionic object itself, or to itswielder.

Psionic obpcs are also not limited to a
specific function. Being intelligent, and having
aset of powers, they might use these powersin
any way imaginable.

And last, but not least, psionic objects are not
magical. They will not respond to detect magic
spells, cannot be disrupted, etc.

Forthe DM, the c reator of the world, the
reason t 0 use psionic items is twofold. First,
magic is not abundant in al| campaign worlds.
There may be worlds where psionics are more
conmont han magic, and thusit is only
resondle t hat there will be more psionic
objects than magical ones.

A good example of a world where numerous
psionic objects might be found is Athas. I n that
world, where magic is tightly controlled by the
sorcerer k ings, and psionics are everywhere, it
standsto r eason that most forces, especially
thog woking against the kings, will have
specia i tems created by psionicists, instead of

maygicéd o bjects created by the hard-to-find
preservers.

Theother reason for DM s to use psionic
objectsis simply to baffl e their players; to give
t hm s omething new, unknown and
unpedctale, yép owerful enough to be
useful. Because psionic objects are not magical,
it is easy for characters to overl ook them when
usng deéctmagc, a nd they cannot be
Identified. They do not appear in the DM G, so
players won't k now them; and they have their
own opinions, which isfun to play.

For the pgonicid ¢ haracter hi mself, psionic
objectsare the only ones he can create, so
there's no questions w hy he should create them.
It ¢andst o reason that the psionicist would
prefer to have psionic objects, simply to have
more powers at hand.

For t he adventurer, psionic powered objects
may be useful simply because magical negation
doesn ot work on them. Powers of disruption
might degroy al of hismagical items, but the
psionic items will remain untouched.

For o ne who wants a powerful item and can
use either magic or psionicsto create it, there
are several considerations.

- Creating psionic itemsis much simpler than
creating magical ones All tha isneeded isa
newand elaivel e xpensive item, and the
psonidd t o concentrate on giving it powers.
This might n ot be quick, but it certainly beats
roamng t hrough jungles and dungeons in
search of c omponents and knowledge for the
creation of the magical item.

- Psionicists, unlike magic users, need not be
of an exceedingly high level to be able to create
permanent i tems. So it will probably be easier
to find a p sionicist capable of doing so, than
finding amagic user for this purpose. Evenif a
high | evel psionicist does not know how to
empower objects, it isrelatively easy to get him
todevelop this power. A magic user would
havet o wait until he has r eached the
appropriate level (16th level).
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The Creation of Psionic Objects

Psionicists usually fashion their psionic items
from pesona things, | ike clothing parts or
jewelry. If a psonicist canplay an instrument,
he will make asimilar psionic instrument. 1f he
| kest o collect butterflies, he will have a
pgonicn et. Aslong as the object is not too
awkward and i s something the psionicist uses a
lot, i t has a good chance to be made into a
psionic object.

Unlikemagc ugs, psonicsth ave no
special feelingsf or wands and their ilk. This
doesnot mean that they will never create a
wand or arod, but such itemswill berarer than
amongst magic users. Psonicigs also prefer to
avod c ombat, and so create f ew weapons
(althoughi f a psionicist feels a need for a
weapon, he will prefer a p sionicaly
empowered weapon over amagical one).

Creating p sionic objectsis draining, but not
paticubty cmplcaed. T here is one little
snag, however - alot of powers need more than
the8 or 12 PSPs the object receives for the
power. T o use such a power, the object must
have some way of obtaning m ore PSPs. The
mo4g o bvious solution is to give the object
acces t 0 some other mi nor power. On rare
occasons w hen the object has access to the
M etgpsionic disdpline, it might be lined with
gems, and given the power of Receptacle. This
can asmuch a s doubl e the number of PSPsin
its possession.

Aftert he psionicist has empowered the
object, hemugd then train it for the ecific
function h ehad in mind. After all, one set of
powers ¢ an be used for many varying tasks.
Taining heobject is a simple matter of
explaining i ts job to the object. The object is
always well digosedtowards its creator, and
will gladly learn itstask.

Using Psionic Objects

Using psionic o bjectsis not as easy as using
maicé i emsB eing intelligent, a psionic
object will obey acommand only if it seesfit to
do so, or is outmatched in a personality conflict
(as explained in the DMG).

Because a psionic object has an alignment, it
will of ten use its power against awielder of the
oppode lignment. Although the DM G
suggesst hat aligned weapons w ill cause
damegei f handled by a character of another
alignment, thisisnot strictly necessary. I n fact,
aligned obj ects might be used as traps f or other
alignments b y pretending to be helpful, and
then, when their user needs them the most, the
item will not function, or will useits powerin a
harmful way.

The power of a psionic object cannot be used
too often, as the item has to recover | ost PSPs.
Psionic o bjects not in use are assumed to be
adeep (©r rejuvenatng) and so recover 12
PSPs p er hour. When asked to perform their
power, t hey will "wake up" and use it, then
return to "sleep” when their serviceis no longer
needed.

It is possible to use the powers of an object in
wayst hat the psionicist who created it never
intended. Thisi s never assimpleas theinitial
taining. Lhlessthae isap sionicis in the
party, the true powers of the object will not be
understood. The more d ifficult part is getting
theo bject to agree to its new use. The DM
shouldr ole play the situation. Here's an
example:

A party istrying to talk a sword which can
change shape into using its shape change power
to new ends. Ther esult depends on what the
party asks.

"We know you can change into any weapon;
well can you change i nto a weapon with wings
and fly aheal to alert usof any problems"
"What a cute idea. How come | haven't thought
of it myself? At last to be able to act on my
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own, w ithout some dirty hand guiding me. |
can do even better; | can change into abird."

"Cany ou change into a stool?' " A stool ?!
How dgrading! Can't you jussit on the
ground?' "Hey, you know very well | can't play
my harp sitting on the ground.” "Oh, OK. | do
like your music."

"Ohno! | forgot my cooking pot. Will you
get that sword o f yours to change into one?’
"Thadoesit! Of all thelow... I'm never
speaking to you agan!" "What did the sword
jug say? " | don't know, but the blade just
turned dull."

Sample Psionic Objects

A few psionic objects are included here. The
following t hings are detailed for each item:
powers - the p sonic powers it has, PSPs - the
maximum number of PSPs; description - details
aboutthe o bject and its uses; other uses -
possible u ses which are not part of the initial
training.

Ring of healing / r egener ation

Powes: Cell Adusment (orwith Absob
Disease)

PSPs: 8 (or 16)

Description: This type of ring can cure disease
and restore lost hit points. Thering can restore
about 1 point of damagep er hour (the actual
rate depends on he powerscore), and can
ingead use its power to cure itsowner, or
someoneel £t ouching it, of any nonmagical
disaeN ote that this ring can help
"regeente"” from w ounds which cannot be
healed with normal regeneration.

A small percent of these rings are also able to
cure magical diseases. The magical diseases are
uslaly a bsorbed harmlessly into the ring.
Disagsw hich |ower intelligence can affect
thering, so a ring will not willingly absorb
such adisease, unlessit is extremely loyal toits
master, or can be convinced or forced to do so.

Lowedi ntelligence wi ll not affect the
working o f the ring, but will possibly make it
less opinionated.

Notet hat a ring with Absorb Disease can
cue u p to 3 points of damage at a time
(although in continuous useit rateis still about
one point per hour).

Otheru ses. If so instructed, a ring with
Absoib Diseasec an keep enough PSPs for 2
points of h ealing in reserve, while still being
used f or regeneration. This way, when the
owner of the ring isdown to O hit pointsor less,
the ring can restore hi m to consciousness, or at
least keep him hovering on death’'s door for two
more r ounds, which might be enough to save
hislife.

Match-all weapon

Powers. M etamorphosis + one other power, at
least

PSPs: 24 or more

The match-all weapon is a powerful item, but
is rarely very u seful for the psionicist hi mself.
Thisw eapon typically appears as a sword of
about 4 pounds - usually a scimitar, as this can
usd by psoniads | t can, however, change
into any w eapon of about 3 to 5 pounds. This
changec an last for several turns. On rare
oca@sons the ¢ hange is permanent, and the
newf orm becomes the base form of the
weapon. T he match-all weapon can i mitate any
weapon o f the same weight - from bows to a
quarterstaff ,aspear or arapier, and it does so
perfectly.

Them atch-all weapon always has another
power. This power is typically used only in its
basf orm. One common power is Life
Draining ( the hit points are absorbed by the
weapon, ad d o not go to the wielder).
Another | ess common, is Animal Affinity.
This dlows t he weapon to either acquire the
movement mode of the animal, and attack by
itself (witha THACO of 20), to fight with the
THACO oft heanimal, with no regard to the
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THACO of itsholder, or to do damage by bite
orpoi®n ths givesa +1 penaty to he
attacker's THACQO, d ue to the change in shape
of the weapon).

Some rare match-all wegpons weigh more -
up to 1 0 pounds. These are not usually
manufactured b ecause psionicists cannot use
them. Some hdfling p sionicist/thieves are said
to nake d aggers and knives which can
transform into thieving tools.

Notet hat transformation takes 5 rounds to
prepare, so the weapon cannot change shape on
a momentsn otice. Thus effective use of the
m bclat | & pon n ecesdtates pl anning.
Retining to b ase f orm is instantaneous,
however.

Otheru £s T he match-all weapon can
actually change into any object or creature of
about the same mass. This openstheway to an
unlimited number of uses. As an example, the
object ¢ ould be sold as a miniature tree, a
crown, or w hatever, to someone, then revert to
weapon form some time later, and stab its new
owner (with the help of Animal Affinity).

Tie of awareness
Powers: Clairvoyance, Danger Sense
PSPs: 20
Fort he psionicis who w ants to | ook good
and still be ready for trouble, the tie of
awareness i sjust the right piece of clothing.
When told t o be on alert, thetie will keep
sensing danger for up to hal f an hour (lessif its
owner so wilsandt he tie agreesto his
reasoning). When danger is sensed, the tie will
pointi nits direction, and will try to use its
Clawoyane powert o view the area of the
danger, and report itsfindingsto itsowner.
Otheruses: A tie with clairvoyanceis an
excellent tool for spies, and also for thieves.

Brooch of traveling

Powers. Dimensional Door (with Dream Travel
or Teleport other)

PSPs: 8 (16 or 20)

Thebasc t ype of this brooch all ows the
wearer to open a dimensional door. T he brooch
canot use its power for one round after
pasing thiough thed oor, or after making a
power check of 20.

Some oft he brooches are brooches of
deans They hae thedimasonal door
power, but also have Dream Travel. They useit
ont hemselves, and take their wearer as a
pasenger The maximum range is thus 200
miles.

Them ost powerful brooches can teleport
tharowner. These brooches are empowered
with Teleport Other, and are teleported together
with t he wearer as personal belongings. They
can aso use this power offensively, or useit on
their wearer even when separated, to save him,
i ft hey are faithful. These brooches have a
range of 100 yards for teleport. Some have also
theT eleport power, so they can teleport
themselves separately fromt heir owner. T hese
have arange of 10 miles.

Notet hat if the o wner of a brooch is
unconsious, he boochw ill often use its
power on its own accord, to save its owner and
itself.

Other uses: T he brooch can be used (with the
DM'sapproval) to create a first door of any
orientation. By holding the brooch in different
diections, or at a distance, using physical,
magicd orp sionic means, it is possible to
create aDimensiona Door trap. Many kinds of
taps @ poshble | imited only by the
imagination of the user, the PSPs of the brooch,
and the consent of the DM.
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Staff of wrenching
Powers: Wrench, Receptacle (Prolong)
PSPs: 32 (48)

This staff can be used to wrench an undead in
thePrime Material plane or out of it. The
undea c an be wrenched out of the Prime
Material plane for 2d6 turns, or forced into it
for about 2 rounds.

Like mog, if not al, psionic items of the
metapg onic dicipling this staff has access to
theRecetadepower. Thusit is lined with
gems of at least 1,600 gp worth, and usually
double that value. The staff uses available time
to r echarge the gems. With the gems, it has a
maximum total of 32 PSPs. (Note that the staff
isvauablein itself, and sometimes gilded.)

Some gavesal © havet he Prolong power,
and so are able to wrench undead at a distance
of 45 yards. These have 48 PSPs, and the value
of their gemsislikewise higher.

Otheru ses: Some of these items are shaped
asholy symbolsi nstead of staves. Psionicists
sometmes u se these to i mpersonate priests
with the power of turning undead, especially in
places where psionicigts are unwelcome.

Headband of psionic strength
Powers. Convergence, Prolong, Receptacle
PSPs: 48

Only one such item is known to exist. It was
made by kar-zi-ah, a 20th level psonicig. K ar-
zi-ah had a 5th level psionicigt friend who was
into traveling and exploration, but felt that lack
of PSPs prevented him from using his Teleport
and Probability Travel effectively.

Kar-zi-ah persuadel his friend o lean the
power o f Convergence, and created a special
p sonib eadband for him. By using
Convegencew ith the headband, he could
utilize some of the 48 PSPs stored in it (half of
them insde the gems lining the headband). The
friend had also created receptacles for himself,
using the power of the headband.

Using the n ewly gained PSPs, he traveled to
other p lanets and other planes, and eventualy
died dunng an adventure in the outer planes.
The headband was later retrieved by its creator,
and hidden from sight. Its current whereabouts
is unknown.

Box of metapsionic creation
Powers: Empower and many others (see below)
PSPs: 248

This box isused to manufacture objects with
m éapsonc p owers. It uses Empower t o
achieve this. It also has most other metapsionic
pows. appraise, ultrablast, convergence,
enhancement, g ird, magnify, prolong, psionic
infl ation, receptacle, retrospection, splice, stass
field and wrench.

The box is lined with gems of at least 12,400
gp v alue, more usually around 25,000 gp.
Theseare used as receptacles. Thisis not
always 0, and smdinesa part of the box
itself is used as an empowered vessel. With the
receptacle, the box has atotal of 248 PSPs.

Thebox h as an ego of 31, which makes it
totally u ncontrollable. It has a purpose of its
own, an will try to use its powersto further this
end. Thisis partly determined by the alignment
and the purpose of itscreator. Of course, most
oft hese boxes have a servant (although he
might c onsder himself the owner) who takes
caeof bringing newly made objectsto be
empowered.

Some b oxes hate possible competition, and
will use ultrablast on psionicisswho are close
enough, and psionic inflation if these are out of
range for ultrablast and try to use their powers.
Other boxes are friendly, and would sometimes
converge with another psionicist to help him.

A lot o f these boxes, especially good ones,
dedcaet hemselves to the destruction of
undead. These boxes typically make about one
Staff of W renching per week. These staves are
of the more powerful type.
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T he only defense a box will use agai nst
nomad f oesis its stasis field. It's servant will
probably try to protect it the best way he can,
however.

Psionic Objects of Athas

Justlikeit has itsshae of uniquepsionic
powers, s 0 does Athas contain many special
psionic o bjects. These obj ects have to do with
thes pecia conditionson this world, and
indude sich ttens a the bsdian Rod of
Water Finding and Gathering, and the Stone of
Insect Control. A short description of therod is
given here.

Obsidian rod of water finding and gathering
Powes: ConcentateW ater, Compact (Feel
M oisture)

PSPs: 16 (16+8)

ThisitemisY shaped, with a leather bag, or
anohercontine, h angingonit. It usesits
powers to gat her water into the container, and
then compacts them.

Theitan'smain use is to serve as a water
reserve. It triesto gather water once per day, or
on itsw ielder's command. The water is then
movel t 0 another container to be kept there
until it expands back to its dri nkable form.

Some rare rods are built of two separate parts,
which are actually two different psionic items.
Oneisableto sense water, The other can gather
it as explained above. When the two parts work
together, they can enhance the water gathering
ability significantly, as the water divining part
can ingruct the rod's wielder on the best place
to stand for the water gat hering. W hen the two
pats don'tw ant to work together i s when
troubl e starts...

Otheruss T his object is often used for
compacting objectsinstead of water.

Broach of M ental Strength

Thisd evice, fitted with a precious stone,
grants apsionicist with an adjustment of +2 or -
2 t o the modifications f or psionic battle
(whicheveristo the b enefit of the psionicist)
when engaging in psonic attacks or defenses.

Collar and Amulet of Psionic Control

This dnple, sivey neklae ismagicdly
linked to a separate, ornately fashioned and
bejeweled amulet. At all times, the wearer of
thecollar isunable to a ffect the possessor of
the amulet with any psionic power whatsoever.
Againg psionicigs other than the wearer of the
collar, the amulet givesits possessor the chance
to make a saving throw vs. spell to prevent the
edablisyment of any psionic Telepathy power
(induding Contact). The amulet is usable by
any class.

Two l argegems, a blue and ared, aresetin
the faceof the amulet. |f the blue gemis
depressd, t he wearer of the collar is affected
by Synaptic Static. T his affects only the
wearer of the c ollar; it does not fill an area of
effect as the p ower usually does. It lastsuntil
thegemis pressed again to releaseit, or until
the maximum duration of six turns have passed.
This power ¢ an be used for a total of up to
twelve tumns per day, in any number of shorter-
duration activations. This power has no effect
if a non-psionicist wears the collar.

If the red gem is pressed, the wearer of the
collari s struck unconsciousfor oneturn. This
power can be used up to threetimes per day.
This power has no dfecti f a non-psionicist
wears the collar.

Thecollaris claged s hut with a compl ex
magicdl ock. An observant person might
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noticet hat the clasp looks very similar to the
patterns on the bottom of the amulet, and that
the amulet can be used to open the clasp. If the
clagpdock i sopened without the use of the
amulet (by a pick locks, knock spell, or by
being smashed or broken), the collar will shock
thew earer for 10d6 points of damage, no
saving t hrow. This power will affect anyone,
psionicist or not, who wears the collar.

The powers of t he amulet do not function if it
isseparated from the collar by more than 240
yads Theexploson dfectof the collar's
clag, h owever, will function no matter w hat
the distance, or even if the amulet is destroyed.

Flea Dip

This potion isactually a shampoo thatthe
psionicist can useto rid themselves of Cerebral
Parastes T he whole bottle must be used to
lather the head and b ody. The psi onicist must
thenr efrain from using psionics for 48 hours.
After this period of time, the parasites will have
left the psionicist, who will not be bothered by
that parasite for at least two weeks.

Gem of Mental Boosting

Thisgem, of apreciousvariety type, permits
a psonicis t o use their Harness Subconscious
non-weapon proficiency more efficiently. The
20%boog in PSP's isi ncreased to 30%, and
the medi tation time needed to achi eve this state
is reduced from 48 hours to 12 hours.

Headband of M ental Stamina
Thish eadband will adjust to any sized head

when it isput on. It grantsthe psionicis who
wears it the benefit of all durations within their

piimaly discipline to be doubled (i.e., one
round becomestwo rounds, one turn becomes
two turns) while expendi ng the normal amount
of PSPs.

Manual of Realization

This book i swritten to benefit members of
the psionicist class only. Anyone other than a
psionicist who reads any of this book must save
v s p etrification or suffer the loss of 1d6
Wisdom pointsfor 1d12 months.

Thebenefitsit providesto a psionicist who
reads t he book all the way through is the
ganingof an extra devotion within that
psionicists primary discipline at the completion
of study. This may include a devotion the
chaacerd oes not presently have, or the
boosting of one the character already possesses.
The book is usable only once per character.

Multiplier

A multiplier can be any item or even weapon.
What it doesi s gives the psionicist more PSP.
Ingead o f adding on to the total PSP like a
reeptale the nmultplie M UL TIPUE Sthe
total PSP of the psionicist. Thus, there can be
many levdsof multipliers. Perhaps at | ow
levelsa 1 .5 multiplier (total PSP * 1.5
Effectively adds5 0% of the total PSP to the
total) and at higher levels, even a 3x multiplier
would b e quite powerful indeed. How these
itemswork is not known fully. Some say that
they tap i nto undiscovered reserves of psionic
power and unl eash them. Others say that they
make the using of psionics easier and thus use
lessPSP and so it only SEEMS like they have
more PSP. Y e others say that the multiplier
works like a backup, adding it's own PSP to the
usage of any power, thus costing the psionicist
less to use the power, and once again, making it
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seeml ike they have more. Whatever t he
reason, m ost psionicists do not care how they
woIk, o nly that they do! |f a psionicist has
more than one multiplier, the largest one will

work, the rest will be useless. A psionicist will

KNOW that anitemis a multiplier the second
it is worn/wielded/used. Thereisal so acursed
version of t he samething, called adivider. A

psonidg will not know whatitis doing and
does not need a Remove Cursespell to get rid
of it. Since the psonicist doesnot know what
theitemis doing, they will have no reason to
digad the item until they begin to wonder
why they aer unning out of PSP so quickly.
To dedl with these items, | suggest not letting
the player know how many PSP that they have.
This will k eep the player i n suspense. If they
mess up on anot her power and lose PSP, do not
tell them. Y ou only need to say whether or not
thep sonicist can use the power. 1t might be
funto see a psionicist who isflying up in the
air with alevitate and suddenly runs out of PSP
because of one of these cursed items!

Placate: | ntelligent Shortsword

Placate isa simple looking shortsword. The
only physcal attributesthat are of any interest
are its silver blade and a back sapphire(5000gp
value) imbedded into the hilt. If placate detects
POWER

Ultrablast W-10 75 N/A
Convergence W 8 0
Enhancement W-3 30 8/r
Psi Inflation W-5 20 3ir
Ps Sense W-3 0 0
Psi Concea ment W-4 0 0
Receptacle W-5 0 0

Plaateh as a 18 intelligence (wisdom for
power checks) and has an ego of 35. It has60
PSPs ( plus 50 stored). |t can communicate
tdepahically witht he wielder and can speak

apsionicig (Psionic Sense), it will give of f the
smell of bubble gum.

Placate i s an intelligent sword who opposes
violence and is perfectly happy to hang over a
fireplace. If Placatefeelsthat there will bea
combat situation, he has to be tricked or forced
out of i ts scabbard. In order to force it from its
scabbard, a successful open doors chance must
be rolled.

When a p sionicist wields Placate, he hasthe
ability to give Pl acate a pseudo-magical bonus.
In order to d o this, the psionicist must roll a
power c heck equal to his wisdom minus the
extended bonus (up to +5). |f the power check
I ss uccessful, the psionicist pays the plus
squared (ie. +1=1: +2=4: +3=9) per round. If
the psionicist rollsa'power score' then he gain
a bonus power at no extra cost. If the psionicist
rolls a2 0, then he may not try to power the
sword f or 1d6 rounds. Also, by doubling the
cost, the psionicist may choose a bonus pow er.
This meanst hat the psionicist may make the
damage either fire, cold, or el ectrical; causing
extad amage to creatures vulnerable to the
specified type. The power score for the sword
isreduced by 2 if the psionicist chooses to use
the bonus power.

In addition, Placate is empowered witht he
following psionic powers.

CHECK [.COST M.COST NOTES

Doesn't affect wielder
With wielder only

M etapsionics only
Doesn't affect wielder
Always active
Always active

Stores 50 PSPs in gem

the ollowing | anguages. common, elven,
dwawvi#$, ilitid, and hating. Phlcde is
Lawful Neutral.
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Ring of Knowledge

A Ringof Knowledge grantsits wearer 2 +
1d2 profidency slots which may be used for
etherw eapon or nonweapon proficiencies.
Thew earer does not automatically gain new
proficiencies upon donning thering, but rather
must |earn them in the normal way.

If the ring is removed, the wearer will forget
whatever b onus proficiencies that were given
by the ring at the rate of one per week, with the
proficiencies|ost to be randomly determined.

Shadowdeath: Psionic Scimitar

Align: NE, Int: 15, Ego: 24, PSPs: 83, Wis:
19

SpeaksComnon a nd Orcish, and has
telepathy with wielder.

Primary Discipline: Psychometabolism

Sciences Metamomphoss D eath Field, Life
Draining, Shadow Form

DevodinsB ody Equilibrium, Cell
Adjusmaet, C hameleon Power, E ctoplasmic
Form, Cause Decay, Double Pain

Specia Power: gives Mind Blank to wielder

This svod wes c reated by a highly evil
psonidg, who d isappeared centuries ago. It
wastaken from her by a traitorous henchman,
and was| ost for many years after he died. If
found, it will attempt to control itswielder and
force him or her to try to discover the fate of its
creator.
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Psionicist Gods

Neodig Beowulf
Demigod of the Mind

Neodig sarted as a humble mage in the City
of B ast. He rose quickly in power with the
famous alventurng c ompany, The Claws of
Bas. W hen that |egendary group retired,
Neodig s oon chaffed under t he position of
Magus in the court of Norom. He continued to
advatue aop s m any spheres, eventually
wandeng t o KaraTur. There he was
inpesa by the discipline shown in the
common peopl e, and most specifically with the
mati&arts, finding them to be a great
compliment to his psionic abilities. After many
gea advatues Isisal bwd N edig to
become a demigod.

RoleP Aying Bte: N @digis an
adventuesomespirit, who is very concerned
with the mental well being of hisfollowers. As
such any great crisis that causes much mental
pain a nd disorder may warrant a visit from
Diggy'savatar. Also Neodigi salways giving
hisC lericsnew materiadsto heighten their
mental p rowess. M ore than one high priest of
Neodig h as a copy of Plato's Republic, or
Aristotle's Metaphysics.

Stats:
Alignment: Neutral Good
Worshipers Alignment: Any Non-Evil
Area of Control: Psionics, The Mind
Symbol: Greek Letter PS

Priesthood:

Alignment: Any Non-Chaotic Non-Evil
Ability Score Requirements:

Con: 11

Int: 12

Wis: 15

Prime Requisites: Con, Wis

Races Human, H afling, Dwarf, Gnome, EIf,
Half-Elf

All Ceédirsof N eodig are m ulticlass
clericg/psionicists smilar to the cleric/mages of
Isis.

W aponsa nd Armor A llowed: M artial arts
abilitiesonly

Weapon Proficiencies Earned: 4 at 1st level, 1
at4 th, 5th, 8th, 10th, 12th, 15th,and 16th
levels, and 2 at 20th level

Hit Dice: 1d6

Spheres
Magjor A ccess: Thought, Divination, Healing,
Necromancy, All, Numbers, Travelers
MinotA ccess. Time, Creation, Charm,
Protection, Wards, Law

Powers:

14)D etect and anal yze any mental illness,
disorder, or problem

3rd) Meditate as a Shukenja

5th) Soothing Word 3/day

10th) I mmunity to mind affecting spells as if
they had a 25 intelligence and wisdom.

Non Weapon proficiencies

R e qadi C ounseing, Educ ation,
Reading/Writing

Reommaeaded: A rtistic Ability, Religion,
Spellcraft
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Duties of the Priesthood

Priedsof Neodig are expected to develop
their mind to the limitsof their abilities. They
are e xpected to devel op their bodies through
their practice of the martial art, for the body is
the cagng of themind. They are expected to
spend at least one turn each day meditating on
them ysteries of the mind. They may marry.
The are dt o seve ther community in
counseling the troubled, advising those seeking
wi glom, and above all, eliminating insanity
wherever they find it. They are also to serve as
eduatoso f any who seek knowledge,
epecaly tachngt he ways of logic and
citial thinking. However, in most Egyptian
socidies, t hetask of doling out knowledgeis
|eft t o the priests of Thoth. They may NOT
ingstany ¢ hemical that would alter the
workings of their mind. Thisincludes acohal.

Neodig's Avatar

When Neodig b ecame an demigod, he made
his material body into hisavatar. The avatar is
usualy traveling t he spheresin a ship the size
of a small asteroid, powered by a psijamming
helm. It looks qui te like the D eathstar, however
Diggy doesn ot take kindly to people calling
him 'Darth'.

Psionicist 16 Mage 5

Str: 15

Dex: 18

Con: 25

Int: 25

Wis: 25

Chr: 18

MV: 12

fl 48

SZ: 6

MR: 70% mortal magic
40% demigod
10% higher powers.

AC:-5

HD:20 Hp: 160

Att#: 3/1

Damage: 1-10

Thaco:1

Psionics A LL Sciences, Devotions, A ttacks,
and Defenses

PSP: 595

Neodig regains PSP at twice the normal rate
beaug o f his natural ability to meditate.
Neodig only f ails his power checksat a 20 no
mata wha. Howerer when it does fails no
detrimental effectso ccur, and the normal PSP
loss isincurred.

Specia Attacks And Defenses

Neodig k nows al of the martia arts special
abilitiesin Oriental adventures. He learned this
by qudying G eet Kwun Do under Sogra, the
GrandMasero f Petals. Neodig has sage
abilitiesin eight fields: Psionics, Inner Planes,
Outer Planes, Human Religionsof Toril, Oerth,
Aetth, A nd Alexandria, and the Cul ture Of
Kara-Tur. He can showt he thoughts of any
contacted ¢ reature upon any surface. Because
of his wide travels and powers of logic, Neodig
has a 65% chance to legend lore any artifact he
comes across. He can use a gaze attack which
will cause any sentient creature to be charmed,
feebleminded, mnfusal, orp ut to sleep. All
savesv ersus these attacks are made at -3.
Neodig also has all of the abilities of hisclerics
(i.e t he abilities gained at 1st, 3rd, 5th, and
10th levels.)

Magic Items: Circlet of Rapid Regeneration,
The Staff of Neodig,
and The UFP Tub.
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The Staff Of Neodig

Thestaff of Neodig was created by Neodig
when he first became agod. It is aneutral good
aligned staff with an intelligence of 19, and
wi glom and onsttutonof 18, and many
psionic powers. It has 300 PSP and an ego of
50. Thissix foot staff is made of an unknown
| ght b lue substance which is seemingly
unbreakable. Atop the staff is a head made of
silver. T hefaceisfully animate, which allows
the staff to communicate through speech. The
staff k nows all languages. The back, top, and
sides of the skull just above the ears is made of
crygd, which o perates as a mirror of mental
prowes. Thestaff rarely |eaves the side of
Neodigs Avata, but h as been lent out to
especialy faithful priests on important mission
forthe faih. kthasthe following psionic
powers:

Aura Sight

Create Object

Sens. to Psi. Imp.
Molec. Rearrangement
Dangersense
Telekinesis

Know Direction
Control Light
Poison Sense
Control Sound
Radial Navigation
Create Sound

Spirit Sense

Inertial Barrier
Molecular Agitation
Molec. Manipulation
Cause Decay

Soften

Cell Adjustment
Banishment
Mindlink
Probability Travel
Probe

Teleport

Superior Invisibility
Teleport Other
Tower of Iron Will
Dimension Door
Psychic Crush
Dimension Walk
Conceal Thoughts
Contact

Psychic Surgery
ESP

Ultrablast

Identity Penetration
Convergence
Invisibility

Psionic Sense
Soundlink
Retrospection
Synaptic Static
Stass Field
Telempathic Projection
Truthear

Notet o DM's: While many would consider
this staff to be too powerful, even for an avatar,
| would direct them to Horus's Avatar (L egend
and Lore, Page 100) who is running about with
a+5 vorpal/defender/holy avenger/ luck blade,
or Thoth's Avatar's Staff of Command, Curing,
The Magi, Striking, and Power.

UFP Tub

TheTub wascreaed by Neodig to be his
steal. | tis a bathtub two meters I ong, one
meter wide, and o ne meter high. Itis made of
adamantium, which givesit an armor classof -
3, hit points of 100, and hull pointsof ten. It
can walk on the flippered feet the extend from
each cormer at 12', swim at 6' and fly at 12
maneuverability class. it has an intelligence and
constitution of 18, 100 PSP, and an ego of 20.
It h as the following psychoportive powers:
Probabiity Travel Telepot, Telgot Other
Dimension Door, and Dimension Walk.
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Thean ain power of the Tub isit's
spellpsonicjamming ailiy. Whaever
anyone sits in the Tub and activates this abil ity
all spells and PSP are drained from them. The
Tub uses these to power itself for spelljamming
jouneys. | t has a Ship's Rating equal to the
level oft he user. In an air envelope (tactical
speed), with Neodig pil oting, the Tub moves at
amaximum speed of 357 mph.
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New Monsters
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Dream Fiend

CLIMATE/TERRAIN: Any Dreamland

FREQUENCY: Rare

ORGANIZATION: Salitary

ACTIVITYCYCLE: Any

DIET: Psyc hic Energy

INTELLIGENCE: Supra- genius

TREASU RE: Nil

ALIGNMENT: Neutrd Evil

NO. APPEARING: 1

ARM ORCLASS: -4

MOVEM ENT: 15

HIT DICE: 8

THA CO: 7 (as15HD)

NO.OF ATTACKS: 2 claws

DAM AGE/ATTACK: 1d6+5 PSP(x2)

SPECIAL ATTACKS: PSP d ran, P sionics,
Possession

SPEC |A L DEFENSES: None

MA GIC RESISTANCE: 15%

SIZE: M (human sz ed)

MORA LE: Fearless (19-20)

XP VALUE: 25,000

Dream Fiends, commonly calleddream demons, are only
found i n anon-dr ea mland envir onment whe nthey ar e
not intheir natural bodies. Otherwisethey are foundin
dreamland. Their natural for mis that of asc ar red and
wrinkled human. They may appear old and sl ow but are
extremely agile and quic k. But withtheir dreamland
powersthey canalter their appearance.

Combat: These creaturesf e ed on psychic energy like
caeralparadtes They attack like madme n slashing
with their claws draining 5 PSP on any succ essful hit
along with 1d6 pointsof damage. All of the drained PSP
is added to the drea m fie nd pe rmanent PSP total. W hen
apsionic is drained t o 0 PSP they will fall unconscious.
Oncethe victim is dain, they may eed to possessthe
body only if it is adreamer'sbody. Thisisautomaticdly
sucesful. O n completion of the possesion, which
takes 5 rounds, t hedr eamfiend gains al|l psionic pow ers
that the dreamer had. A t this point the dream demoncan
use a natural equivalent of Dr eam Cr ossover. This
however causesthe possesse d body to be desroyed after
posesion and thedream fiend ba ck into dre amland.
Thedreamf iend can only stay intherea world for 1
day. Afterwhichtimethey are for cedback.

When they die they dissolve and form anoxious, foul
smelling ¢ loud equivale nt to a Stinking Cloud spell.
This cloud lasts 1 round befor e dissipating.

PsionicsSumm ary:
Level Dis/Si/Dev Attack/Def ense Score PSPs
* Special All/AIl Int 250+

* Thelevel of the Dream Fiendisequa to 10 plusthe
levelsof any previousvictims. T orandomly determine,
roll 2d6 for the number of levels

Dreamf iends alwayshave equivalent to 10th level in
termso f original psionic power s, but any gained from
victimsar edsopresent. They dwayshave al dreamer
psionic sand most tele pathic power saswell.

Habitat/Sod ety: N othing is known about the m as no
one hasever beenindreamland long enough to study
them. |t isrumor edthere isaking dream fiendthat is
equivalent toleve 30 and has all psonicsavailable with
wdl over 1 000 PSP. No dr eam demon has ever been
ceptured aliveto prove or disprove thisrumor . Itis
known h owever that dre am fiends have a taste for the
PSP'sof child psionicist and will go to gre at lengths to
getthem. Any psionic cast in dreamland has a chance
equal to its PSP expended to attract adream demon. | f a
dreamer powe isused, thechance isdoubled. The
dream demon will show up in 1d4 turns and immediately
atteck.

Dreamfiendsare intoway related to the Bastellus, but
it is known that these two cr eatur esare enemiesand will
attack on sight. The Bastellus will twist thedream of the
slegper, butw hat is not commonly known is that the
creature must draw the dre aming person into dr eamland.
This is a naural p ower of the Ba stellusand does not
require PSP. The Dr eam fiend however is most jeal ous
of t hisfact and hatesthat the Ba stellus does not kil it's
vicim. The dre am demon can harm the Bastellus
without a+3 we apon.

Ecology: Thesecr eatur eslive only indreamlandandcan
only bef ound in the Prime Material Pla ne on unique
occasons. They haveno placeinthe natural order. The
gasthey form on death isof novaue.
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Elf-bane Spider

(Dark Sun Monger)
CLIMATE/TERRAIN: any f requente d by
Elves
FREQUENCY: rare
ORGANIZATION: solitary
ACTIVITY CYCLE: any
DIET: Elves
INTELLIGENCE: semi (2-3)
TREASURE: nil
ALIGNMENT: Neutr d
NO. APPEARING: 1
ARM OR CLASS: 2
MOVEM ENT: 24
HIT DICE: 10+5
THA CG: 9
NO.OFA TTACKS: 1
DAM AGE/ATTACK: 1d6
SPECIAL ATTACKS: Poison
SPECIA L DEFENSES: shoot web
MA GIC RESISTANCE: 10%
SIZE: H (18" tall)
MORA LE: Champion (15- 16)
XP VALUE: 5,000

PsionicsSumm ary:
Level Dis/<i/Dev Attack/Def ense Score PSPs
1 1/1/3 - IM- 16 30

Psyc hometabolism--Sciences. Shadow- form;
Disciplines Chameleon Pow er, Displacement, Detect
EIf (no cost).

Unlike most spiders, which sitinwait of prey, the Elf-
bane spider'slong legs allow it to ac hieve gre at speedsin
pursuit of its preferred prey, Elves. Its small beigetear-
drop body ( roughly 3' radius) standsatop 18' legs

It feeds @lmost exclusively on Elves; although it will
ed Half-elvesif desperate. It usesits unique psonic
ability, D etect Elf (a variant of Heightened Senses), to
locate its prey. This ability is congdered awayson and
is maintenance free. With it, the gpider cansmell any
being of at least 50% Elven her itage up to 5 miles
distant.

Combat: This spider will alwayss e ek out and atteck
Elvesbefore any other cre ature; ne xt it will attac k Half-
Elves (since it doe s not find Half -Elves as nutritious as
full-blood Elves). It ¢ an not digest those with lessthan

50% E Iven heritage , so it nor mally ignores them;
howe ver it will fight if threatened.

The Elf-bane s pider usually usesits psionic abilities
(shadow-f orm and chameleon power) to close tow ithin a
hundrd yadsof its prey. LI then nitagsits
displaementpowe and dashesto the attac k at full
speed. | tatackswith its bite, whichcauses 1d6 points of
damage; how ever , itsmost dange rous form of attackis
itspoison. As soon asit hasincapacitate d avictim, the
spider will pick the body up and move to asafelocation
whereitcandiged itsmed.

The severity of abitef rom an Elf -bane spider variesas
afunction of the victim'srace, af ecting onset time,
damage, and saving thr ow adjustment, seethe table
below. The a djustment to the victim's saving thr ow is
cumulative with any other adjusgments, such asthose due
to low or high constitution. For example, while Gwenn,
an Elf, facesimmediate death (w ith a-4 pe nalty to her
save) should she be bit; Hal minok, aDwarf , has a good
chace (+4bonus to hissave) toremainunaff ected,
especidly if he also hasa high constitution (he still tekes
biting damege, of cour ).

Race Class Onset Strength Adj.
Elf E immediate death/20 -4
Half -elf D 1-2 min 30/2-12 -2
Mul B 2-12min  20/1-3 +2
Dwarf A 10-30 min 15/0 +4
Human/others C 2-5min  25/2-8 0

The Elf-bane s pider does not spin a stationar y web.
However ,if seriously wounded (i. e, HPsfall below 25%
of normal), it will attempt to fle e by shooting asingle 9'
long strand of web at t he nearest target using its normal
THA COversus AC 10 (modified by tar get'sDEX). | f the
strand hits, it r gpsaround the vic tim- treet as per Spider
Strand spell (se e Dragon Kings). Any cre ature man-
sized or smaller isimmobilized and cannot move. Any
lamgecreature is impede d and moves at half rate,
atadking only hdf as often wit a- 2 pe nalty to the
atak rll A ny huge or gargantuancreatureis
unaff ected. Inorder to br eak fr ee of thestr and, the
victim mug m ake asucc essful half bend bars roll FOR
EACH Y ARD of the strand(i. e ,3sgparate rolls). A
lar gecreature isno longer impeded &f ter breaking 1 yard,
am an-sized creature is no longer immobilized af ter
breaking 1 yar d and no longe r impe ded after br eaking 2
yards a small cr eatur eisno longer immobilize d after
breaking 2 yar ds and no longe r impe ded after br eaking 3
yar ds, and atiny creature r emains immobiliz ed until all 3
yards are broken. The strand may be cut at therate of 1
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yard per round (if the tar get is immobiliz ed, he cannot
attempt to cut the strand).

HabtatSodey: The EIf- banespider is a solitary
creaure, pursungi ts prey ac ross the burning sands;
howerer, it isn ot uncommon to find several spiders
indepe ndently following the same Elventribe.

Eff -bane s pidersmatetw ic eayear, for one we ek
imme aey folovingHigh Sun and one week
immediately following Low Sun. Aswith most spiders,
themaleissignificantly smaller than the female, but with
few exceptions(HD 5; TH ACO 15; SZ M), his stats are
identicd tothefemales. Shewill invariably kill him
after mating if heisslow in his escape(anodd car ry-
overf rom their origins, sinc e she cannot digest him).
Thefe malewrapsher fertilized eggsin awe b ball and
buriest hem beneath the sand; after two months, 3d6+2
young emerge. T hey matur equickly, reaching full size
bef ore the next mating per iod.

Ecology: Scholar sdispute the origin of the Elf- bane
spider. Some hold the view that today's spidersar ethe
descendantsof spidersoriginally cr eated by the sorcerer -
king Andropinisof Balic inor der topr otect his orange
groves from Elventhieves. Their psionic abilities and
resigancet o magic have been off ere d asevidence for
this theory. O thershelievethat a long forgotten
Dwarven civilization bred these spidersto be used in a
standing conflict with an equally ancie nt Elven nation.
The fact that Dwarvesa ehighly resistant to this spider's
poison isof tencitedas support for thislatter theory.

Ef -bane spidersdo not colkect treasire, and ther
nonadé n ature prevents them from acc umulating
incdendl v aluables They pr oduce little of value
(dthough s ome would say that killing Elvesis val ue
enough) however, thog skilal inherbalism or the
making o f poison (such as bards) ca n extract enough
poison from one spider for 2d6 applications-- the poison
has the same proper tiesas above andr etains its potency
for 1 Athasanweek (i.e,15days).
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Y ugoloth, Charon

CLIMATE/TERRAIN: The River Styx
FREQUENCY: Unique
ORGANIZATION: Solitay
ACTIVITY CYCLE: Any

DIET: None
INTELLIGENCE: Godlike( 21+)
TREASURE: Nil
ALIGNMENT: Neutr d E vil
NO. APPEARING: 1

ARM ORCLASS: -5

MOVEM ENT: 18" over all surfaces
HIT DICE: 140 hp

THA CO: 10

NO.OFA TTACKS: 1

DAM AGE/ATTACK: 2-8+par dysis

SPECIAL ATTACKS: Gaze inspir esfear

SPEC IA L DEFENSES: Nil

MA GIC RESISTANCE: 80%

SIZE: M (6 tall)
MORA LE: Fear less ( 19-20)
XP VALUE: 38,000

Theriver Styx | inks the topmost layer s of the L ower
Planes, and itsbranchescan be f ound anywher e from the
NineHells to the Abyss. Whe n encountered, theriveris
adee p, swift, and unforda bletor rent. Those who touc h
or drink from the Styx will for get their pastlives
completely. A saving throw applies. If save ismade,
treat as aforget spell cast by a 15th-level wizard. The
safest passage ac ross the Styx is by the skiff of Charon,
boaman of t he Lower Planes. Charon appears as a
skeletal man with ahaggard fac e and glowingeyes. He
is normally dressedin royal robes or ermine and silk.

Combat: Charon w ill not trangoort any beings that do
not pay his price, and he has several ahilitiesto enforc e
this. Hisgaze causesfear (aswand)toall heviews. He
strikesw ith along pole, causng 2- 8 points of damage
andp ar alysis ( saving thr ow applies) for 2-8 turns.
Charon m ay also tap the power of theriver Styx itself,
causng ittorise up and attack like a 16 hit dice water
elemental. A ny hit by this river-incamation does 5-30
points of damage and causesthetargettosave or loseits
menory.C har on may at any ti me summon 3-18
Marraenol oth or 2-12 Hydrol oths who will appear in1- 3
rounds.

PsionicsSumm ary:
Level Dis/<i/Dev Attack/Def ense Score PSPs
13 5/7/24 All/AI Int 300

Common/Scienc es/Devotions:
*Psychometaboalism - Sciences: Ener gy Containment
Devations: Body Equilibrium, Body We aponr y
«Clairsentient - Sciences Object Reading, Se nsitivity
to Psychic Impressions
«Psychopor tation - Sciences Probability Trave

Habitat/Society: Charon may be summoned only on the
banksof the Styx. Any of the fol low ing spellsattract his
atenton:holy or unholy word, conjur e elemental,
summoning an invisible stalker or aer ial servant, or a
symbol of anytype. He will gopear with alarge black
skiff that holds 10, andif requested will ferry hischarges
to the topmostlayer of any Lower Plane. Hischargeisa
magicitem, a silk bag of 100 pp, or tw o0 ge ms of 500+ gp
value. Charon never carriesthistrea aure but distributes
it a nong h isser vants, the Marraenoloth (see
PlaneScape).

Ecology: C haron'sfor m may be destroye d, but he is
nevatruly slain, as he is nativeto all 5 of the low er
planes. Hisform will ceaseto exist on that plane for a
single day before r eurning.
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Erosin heConpkte

Psionics Handbook

Psychokinesis Discipline

Thef ollowing PK devotions do not require
Telekinesis as a prerequisite: A nimate Shadow,
Conto IL ight, control Sound, M olecular
Agitaion, Soften, and Telekinesis. All others
have Telekinesis as a prerequisite.

Telepathy Disciplinces

TleghiD e fense modes have no
peequiste. Al prequstess hould be
ignored! A character does not need access to
Telepathy to get Defense modes.

Themind link power is not a prerequisite for
the following p owers: Empathy, ESP, Identify
Penetatbn, hcandion A wareness, Psychic
Impersonation, Send Thoughts. Mind link has
never been a prerequisite for: Ejection, Conceal
Thoughts, Contact, Life Detection, Mind Bar,
Psionic Blag, and Psychic Messenger. Mind
Link isa prerequigtef or all other T elepathic
powers.

Psytiic Cud s hould be a devotion and
Psionic Blast should be a science.

All r eferences to T elepathic power ( or
prerequisteshould b e changed to mind link
power instead.

On page 75 the heading for Fate Link power i s
missing.

Ego W hip and Mind Thrust both require
contact as a prerequisite.

Psionic Monster list

Brain M ole: References to the amplification
power should b e changed to Psychic Drain.
Al=, Mind T hrust is a T elepathic Power not
Metapsionic.

Intélet Cevouer(adult Redrence © the
Ampliicaion p owers should be changed to
Pyschic Drain. Al so, Ectoplasmic Form should
be listed as Discipline not a science.
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Oddsfor winning initiative
with and without Combat
Mind

T houghout his discussion, it will be
assumed t hat initiative is bei ng rolled between
two people, w ith no special modifiers other
than the modifier p rovided by Combat Mind.
Thetwo p eople will referred to as Person 1,
and Person 2.

2

(1.2)
(2,2)
(3.2)
(4,2)
(5.2)
(6,2)
(7.2)
(8.2)
(9.2)

1

(1,1)
(21)
(3.1)
(4,1)
(5.1)
(6.1)
(7.1)
(8.1)
(9.1)

3

(1.3
(23
(3.3)
(4.3)
(53
(6.3)
(7.3)
(83)
(93

4
(1,4)
(24)
(3:4)
(4,4)
(54)
(64)
(7,4)
(8,4)
(94)

5

(15
(25
(3.5
(4.5)
(59
(6.5
(7.5
(85
(9.5

6

(1,6)
(2,6)
(3,6)
(4,6)
(56)
(6.6)
(7.6)
(8,6)
(9.6)

OCoO~NOOUIAWN PR

7

(1,7)
(2.7)
(3.7)
(4,7)
(5.7)
(6.7)
(7.7)
(8,7)
(9.7)

Oddsof winning initiative without Combat
Mind:

The top row of the table below represents all
the possible initiative rollsfor Person 2, and the
first c olumnis all possible initiative rolls for
Person 1. The entries of the table represent all
possible outcomes of the initiative rolls of each
person.

8

(18)
(2.8)
(3.8)
(4.8)
(5.8)
(6.8)
(7.8)
(8.8)
(9.8)

9

(19
(29
(3.9
(4.9)
(59
(6.9
(7.9)
(8.9)
(99

10
(1,10)
(2,10)
(3,10)
(4,10)
(5,10)
(6,10)
(7,10)
(8,10)
(9,10)

10 (102) (10,2) (10,3) (104) (10,5) (10,6) (10,7) (108) (10,9) (10,10)

By c ounting the number of entries where
each person wins initiative, a nd the number of
entriesw herethereisatie ininitiative, it can
be seen that each person has a 45% chance of
winning initiative, and there i s a 10% chance of
atie.

0

(10)
(20)
(3.0)
(4.0)
(50
(6.0)
(7.0)
(8,0)
(9.0)

1

(11)
(21)
(3.1)
(4.1)
(5.1)
(6.1)
(7.1)
(8,1)
(9.1)

2

(12)
(2.2)
(3.2)
(4,2)
(5.2)
(6.2)
(7.2)
(8.2)
(9.2)

3

(1.3)
(23
(33)
(4.3)
(53
(6.3
(7.3)
(8,3)
(9.3

4
(1,4
(24
(34)
(4,4
(5.4
(6,4)
(7.4
(8,4)
(94

5

(15
(25
(3.5
(4.5)
(5.9
(6.5
(7.5
(8,5
(9.5

6

(1,6)
(26)
(3,6)
(4,6)
(56)
(6.6)
(7.6)
(8,6)
(9.6)

O dds ofw inning initiative with Combat
Mind:

It will be assumed here that Person 2 is using
Comba Mind, 0 the top row entries for that
person run from O to 9 instead of 1 to 10.

7

(17)
(2.7)
(3.7)
(4,7)
(57)
(6.7)
(7.7)
(8,7)
(9,7)

8

(1.8)
(2.8)
(3.8)
(4.8)
(58)
(6.8)
(7.8)
(88)
(9.8)

9

(19
(29
(39
(4.9)
(59
(6.9
(7.9)
(89)
(9.9)

0 (10,0) (10,1) (10,2) (10,3) (10,4) (10,5) (10,6) (10,7) (10,8) (10,9)
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Again, by counting the number of entries, we
can d etermine the probability of each person
winning initiative, and the probability of atie.
As can be seen, Person 1 has a 36% chance of
winning initiative, Person 2 has a 55% chance
of winning initiative, and thereis a 9% chance
ofat ie. This r epresents a si gnificant
i mpovemat f or the person using Combat
Mind.
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Humour

As a bonus, here are some humorous articles
thaw ere sent to me, using psionicists in
v aious p arodied worlds. The powers
mentionad i nthem are in the list of powers
above, so beware!

Transportation Beam History

Theo rignal sea vessd, the St arfish
Enempi e, unde t he command of James T.
Smirk ( see note 1), had a magical item called
Transportation Beam. It was a small splinter of
wood, the size of atooth pick, which, when the
command word was said, grew to a fully sized
wooden beam w ith legs. The legs all owed the
beam to walk on land or paddle in water. Up to
four peopl e could sit on the beam, and it had a
carrying capacity of 500 pounds.

To command a Transportation Beam, the user
usualy says "beam me xxx, Scotty", where xxx
I sa ¢ ompass direction, and Scotty is the
activaion word. A nother possibility is "beam
meto theship, Sotty" Notethatthe beam
cainot fy, andt he phrase " beam me up,
Scotty" has never been actually heard, contrary
to common m isconception. If thebeam is in
comesdform, it expands once the
command is said and can be used. If it's already
infull size, it just takes the new direction.
When all users dismount the beam, it shrinks
back to tooth pick size.

[ Note: | know very little about spelljamming |

The Staffi h'snames&ke, thespdlamming
Staship E nterprise, didn't include such a
powerful device, but the transportation methods
used ont he ship gave the term "beaming" a
whole n ew meaning. Apparently the crew of

theS tarship Enterprise heard about the
usefulness of abeam for transportation, and did
therbed t o make use of beams for t his
pumpos. The effort was headed by captain
Fab-Look Picard, who was a great believer in
"the old ways".

The first use of a beam for transportation was
simple. If you want to get quickly to the surface
of a pl anet, what's faster t han jumping off the
ship? Of course few people would do it of their
ow f ree will, but after being knocked
uncongious b y a large beam, they wouldn't
argue any more, and it was easy to throw them
overboard. Only ensigns traveled this way, but
even this stopped after the captain was called to
Star Freaks command, and was told that thisis
TheN ext Generation, and ensigns should be
teated difeently. @ couse keping d
enggnsalive seemed abhorrent to the captain,
asit contradicted "the old ways".

Some time | ater a psionicist was brought on
board. As it happened, this
wasat urn for t he better. Being a
Psybopdraibn s pecidist, he knew the
Tdepott O ther science. It wasn't long before
Shaky L a-George, the chief engineer,
digoveaed au se for this power - they didn't
haveto bring the ensigns on deck in order to
drop them to the planet, but could just teleport
them o utside the ship, where they wouldn't
have anything to cling to, and would fall to the
planet below. Certainly saves alot of carrying.

After am onth or two of this, a brilliant
ensign brought up the ideat hat Teleport Other
can actually b ring them to the surface of the
planet. He was quickly awarded the first
opportunity to t ry this new idea. The Tel eport
worked perfectly, and the ensign landed inside
an active volcano.

Of courseit took some time to find out what
happeed, as here was no means of
communication with the ensign, and teleporting
was only one way.
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It s hould be noted that all thistime the
beaning p rocess continued to be in use.
Apparently unconsciousness was needed before
the Teleport Other power would work (see note
2). The term 'beaming’ was used to describe all
tanspaatdn m ethods involving hitting
someoneo n the head with a beam. As
mentioned before, teleporting the ensggnsto the
surfaceh ad some problems. It turned out that
viewing the planet from distance didn't give the
psionicist a good enough idea of the target, and
as aresult the landing sites varied considerably.
Asthe ship was close to running out of ensigns,
aconsiderably better method was needed.

Eventually the psi onicist remembered that he
had Cl airvoyance. Thisreally helped, andin no
time they w ere beaming people accurately to
the surface. At thistimethey hit ideathat they
coud c onstruct a psionic item capable of
tanspotaton. tt ook several months, and
thanks t o the multi-talented psionicist and the
great plans of L a-George, it became the uni que
pieceof engineering we all know (if we read
note 3).

TheT el eporter, as the device was called
(ater T ranspotraton G i zmo was r gected),
made theE nterprise the most well known of
Star Fre&ks ships, and in no time it started
doing s pecial " peace keeping" and " scientific
exploration” missionsfor Star Freaks (see note
4).

But thee wasone b asic problem with the
T éepaer - itonly wked one \wy.
Tdeporting b ack to the ship was problematic.
Initially teleportation devices were built on the
planetsto allow transportation back to the ship,
but these took a lot of time and effort to build.
L a&ely t here has been new research into the
Tdepot Haepower (see note 5), and new
devices are promised to be rel eased "by the end
of fal”, which pobd&ly mans"” when te
Romulan empire falls', or "once we stop falling
in this bottomless pit".

Note 1:

Captain Smirk's full nameis James Tea Smirk.
Asthe story goes, the pregnant Mrs. Smirk was
siting at the dinner table next to Mr. Smirk
when s uddenly she started making all sorts of
"Oh", 'Ooh", "Aa@ahhh"and "Eeeh" sounds.
"Are you okay?' asked Mr. Smirk. "I'm fine.
Do you want a cup of tea?! 'll bring you one,"
ansvered Mrs. Smik, when all of a sudden
| tté b aby Smirk slid from her womb
effortlessly, and landed on the floor, head first.
"Nicetea,"” said Mr. Smirk, "l wonder what you
would have given me if | wanted coffee." And
the name stuck.

Note 2:

While the power description o f T eleport Other
states that awilling character can be teleported,
mogs 9 mple m inded folks have an aversion to
being d isintegrated and reintegrated i n another
place (which is a common misconception about
the working of teleportation), and therefore are
never fully willing to be teleported, even if they
say they are. The problem is even more acute
with ensigns, for some reason. B ecause of this
problem, a lot of psionicists still don't know
that the Tel eport Other power can be used on
consbus peple. T herefore beaming (and
general dubbing) i sstill very common among
the users of this power.

Note 3:
See "Teleporter” article.

Note 4:

Read " conquering and pillaging” and " treasure
humtg" A mga wsrw ho are
BLAZEMONGER f answill recognize the use
of quotesasin BLAZEMONGER's " Customer
Service" department.

Note 5:
See "Teleport Here" power.
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Teleporter

As is well known, a psonicitan should be
male f rom an item of exceptional quality
which is4 8 hours old at most. Unfortunately
theo nly thing of value which the Enterprise
could m anufacture was food. The great chef,
Foo D. Replicator (the D. standsfor Bar), was
an h onored member of the crew, and was
gowng, c ooking and baking all kinds of
highly exceptional foods.

Thef irst attempt was made using large
circula b locks of cheese, enchanted with the
Food to Stone spell (an extremely well known
spell, often used by store owners, apparently to
keep the food i ntact). The psionicist failed the
enpoweing p rocess, however, bl aming his
inkiltiy to oncemhteon the = H.
Appaenty Mr. R eplicator's cheeses w ere of
such high g uality that the smell survived the
Food to Stone spell. The second try was with a
large pizza, but this caused a problem with the
beming geeb elow), so eventualy the
desgnessettled on a huge | oaf of bread
(enchanted with Food to Stone, of course).

Int he eventual design, the | oaf of bread is
right below a | oose wooden beam. People who
need to be transported stand on the loaf, and the
beam is then dropped on them, knocki ng them
uncongious. T hen the Tel eport Other power
can tanpot themt o their destination. In
retrospect it'sobviousw hy the pizza shaped
transporter wasn't good, as it's very difficult to
find a matching circular beam, let alone drop it
accurately.

Theeven noe poblenatic sdeofthe
transporter w as the psionic empowerment (for
some general detalson pgonicitems see my
atice i n the Net Psionics Handbook). A's
usual, t he two common problems arose. The
first isthe small number of PSPs an item holds.
A reasonable T eleport costs 50 or more PSPs,

and w ith the need to teleport more than one
person this is even more p roblematic. Thisis
usually solved by including many redundant
powers. The s econd problem, the limitation of
powers to a single discipline, is usually solved
by having several parts o ften communicating
through a telepathic part. These solutions were
used with the Teleporter (luckily the psionicist
waslawul g ood, so the parts work well
together).

The Teleporter parts:

Note: The number in parentheses are the power
scores for the powers.

Teleport part

The teleport p art is stationed above the falling
beam.

Powes: T elepot ( 16), T eleport Other (14),
Banshrent {5) D nensonalD oor (10),
Dimeson W alk (9), Dream Travel (9),
Teleport Trigger (17), Time/Space Anchor (16)
PSPs 76

Int 13

Ego 19

Alignment LG

Typical use:

With 76 PSP, i t's possible to tel eport one
person to a distance of 10,000 miles, or up to
three p eople to a distance of 1,000 yards. The
moe u sual application is sending one
important crew member to a 10 milesdistance.
This way if the teleport fails, a second attempt
can be made in 20 minutes (assuming that the
t éepoter wasf ully charged with PSPs).
Reently a badkup tekepot pat wasadded,
allowing teleportation of two peopleto a great
distance or two attemptsfor one person. Since
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an i mportant crew member will rarely travel
alone, an ensign or two are always being sent
with him. U nfortunately the teleporter cannot
teleport such a large number of people, so an
altenae m ethod is used. A special device,
cdlal Parachute (note 1), was devised. The
unconsous esgns are connected to a
Parachute, a nd then the Dimensional Door is
adivded. O ne door appears in front of the
tdepot d evice. Since the device f aces the
floor, it appears on the floor, under the ensign,
which t hen falls through it and through the
second door, under the ship.

Special uses:

When there's n 0 need to return in a hurry, the
teleport part can teleport itself onto the surface
of t he planet, then regain its PSPs, and send
crew members up one at a time, and then send
itself back. Since the teleport part knows where
theship is (hopetilly i t hasn't moved), it
doex't nead thehelp o f the other parts. This
functionisrarely used.

Clairsentient part

Powes: C lairvoyance (9), Move Focus (12)
(see Net Psonics Handbook), Aura Sight (8)
PSPs 32

Int 17

Ego 8

Alignment LG

Typical use:

Bede t angotrdiont o a location the
t leepte d oesn't already know, the
clairsentient part i s used to get an image of the
location (sometimescalled " getting a lock on
thelocaion"). Typicdly the rough location is
found usng C lairvoyance, and then refined
with t he use of M ove Focus, or another
Clairvoyance invocation.

Special uses:

T hec lairsentient part is often used for
surveillance. When the ship is on itsway, with
no n eed for tel eportation, it's a good time to
find outmoe &out theguets The
clairsentient p art can useits Clairvoyance and
Aura Sght powers to gain more knowl edge
aboutav isitor to the ship. The clairsentient
pat genesrlly sees spying on others as an
unacceptable activity ( being lawful good), and
ther esult is a personality conflict with the
opemtorof the transporter. The part can be
convinced, h owever, to use Aura Sight on a
newly arived g uest, and then, if the guest is
evil, it might agree to spy on him.

Telepathic part

Powers: Mindlink (10), Contact (15), ESP (11),
Send Thoughts (17)

PSPs 36

Int 15

Ego 9

Alignment LG

Typical use:
Whe at eleport to a previousy unknown
location is cal led for, t he telepathic part waits a
while, then contacts the clairsentient part using
Mindlink to find out what it has seen. In case
theclawsentent pat isnot ye raly, the
téepahicpat contactsit again later. The
picture gained i n thisway by the telepathic part
is sent to the teleport part using Send Thoughts.
In a n experienced teleporter t he telepathic
part can often make a good guess asto thetime
it takes the clairsentient part to get the visual
impression. The clairsentient part will typically
keep the image in mind at this time. Therefore
the ESP power i s enough, and savestwo PSPs
peri nvocation. Note also that the parts are
alwaysw illing to be telepathically contacted,
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so the telepathic part has no problem contacting
them.

Special uses:

If the destination is known by a crew member,
the data can be received from his mind, i nstead
of using the clairsentient part of the teleporter.

Note 1:

Parachute - originally from para- beside and
chute- fall. The device is built by gnomes. It
wasi nvented by a slightly dyslectic gnome,
who apparently read it as "bedside fall".

The deviceis basically a mattress, to which the
person about to fal istied. It isintended to
break the fall - it'salways safe to fall on a
matess In fad, it sometimeseven works.
Note that t he mattress does a great job of
soaking water, soif you fall on alake or some
such, y ou better get out of the tying ropes as
quickly as possible.

Captain'sLog history

Ship catans have awagsh ad the urge to
record their experiences. In the old days, before
thewondrousi nventions of quill and papyrus,
these events were recorded by carving them on
bloksof wood, i.e. logs. It is said that the
famous e xplorer, the wizard known as M age
L an, once m ade a trip around the world, and
ran o ut of logs. He then went on to dismantle
several shipsin hisfleet just to provide logs for
recording t he rest of his voyage (severa of
thed ogs were used to describe the
dismantling of the ships).

Thesel ogs were wildly known as captains
logs L ater, at the time of the five kingdoms,
coledivey k nown as Star Feet, the phrase

Captin'sL og referred to one special item,
belonging to thew el known ship, the Starfish
Enterprie. Howeverw ith the fall of the Star
Feet confedeation, t he Log was | ost, and its
current location is unknown.

The Captain's Log was awooden log, similar
to o ther logs in appearance, although the
enchantmentslaid o nit made it very specia.
First of al, it had the ability to convert speech
into cavings, t hus recording the words of its
owner M oreover, once the log was f ully
carved, the whole carving was shrunk down to
onesmall mark, allowing carving to continue
on an almost bl ank log. The writing could then
ber ecalled by pressng the mark. Marks were
lad out dong thec ircumference at the lower
part of the |l og. The marks were made in groups
of f ive, with four vertical marks, and the fifth
crossing these first four.

Thelog al so had powers similar to the Ring
ofH uman Influence, but more limited. In
addition to raising the captain's Charismato 18
on encounter reactions, the captain could also
make a Suggestion to any human or humanoid
serving as an ensign on the ship. The log had
no Charm power.

Note that the Captain'sLog i s enchanted in
such a way that only ship captainscan use its
powers. The only power usable by othersisthe
ability to recall entriesin the log.

As usa) t he Starship Enterprise, which
beamethe s tar ship in the Star Freaks
opganzaion, had i ts own Captain's L og.
Captain Fab-L ook Pi card, always afollower of
"theold w ays", and keeper of antique comic
books, such as those detailing the adventures of
the g reat epil eptic barbarian Shake Spear, was
fascinated by the idea of the log. He ordered a
stock of | ogs, and started carving them. This
made Foo D. Replicator, the ship's chef, quite
annoye, asF ab-Look was using his knife
collection fort hat purpose. Still, he kept qui et
about it. No use complaining - the captain will
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jud f orce him to have a session with Deanna
Troll.

But it was Picard himself who decided to stop
carving. It w as simply too much work. Comic
bookan ade it | ook so easy. He couldn't
undestand h ow the captains of old had the
patience for this. And when a splinter went into
his palm, itwasthelast straw. He decided to
gatherthecrew for a brainstorming sesson.
Eventually the captain came up with an idea-
something which will n ot be alot of work for
him, yet will allow him to use alog.

The next day, ayoung ensign reported to the
c ptam's bambes. Hldmg a q uill and
papyus h e wrote down everything that Fab-
Look told him. When he began to slow down,
thec aptain took his log, and hit him on the
head with it. Unfortunately, because the captain
wasso experienced in beaming, but not so in
loggig, he casd the asgn to |los
consbusnss E ven after several days of
practice he just couldn't get the hang of it, so he
eventually went on to hit the ensign on hislegs.

Thisimproved the situation considerably.

Thep roblem was that the ensign developed
walking problems, for somer eason. The ship's
doctor suggested that hitting the ensign with a
log c aused the problem, but since the captain
was hooked on the idea of logging, he deci ded
that the sol ution would be to have an ensignin
every place he wants to make alog entry (as he
cdlait). Thisway they wouldn't have to
foldw h im everywhere, so that walking
wouldn't be such a problem.

Thecontinued for a few years. In the
meantime t he Transporter w as created, and
Picard was i ntroduced to the power of psionics.
Thef irst application of psionics and logging
was alog which could hit someone without the
need for the gui ding hand of the captain (note
2). Thi s certainly made the captain'sjob easier.
It was a ni ce i mplementation of the powers of
theorigind Captain'slog in thatit notonly
alowd thecapain o p roduce written

documents of his experiences, without lifting a
finge b ut it also allowed him to use
"suggestion” on the crew.

Buti t was only after the great Og epidemic
(note 1), prompted by a visit from The Few,
redued t he ensign population considerably,
tha p sionic means were used to create a new
nonvioent tem( note 2). It was actualy
created even before that, outsde the Enterprise,
but Picard only became aware of it at thistime.
Note hat hispsbonic C aptain's L og was
created some ti me after t he events described in
the Transportation Beam article.

Thep sionic log has caught on rather well,
beaugof its simplicity compared to the
Transpoter, forexample. Currently alogis
being ingalled at space station Deep Shit 9
(note3), and more are planned for ot her well
known space installations.

Note 1:

TheO g epidemic initially caused ensigns on
the ship to be pol ymorphed into hogs, and later
dogs T he situation really deteriorated when
they stated tuning i nto cogs, and horribly
pe&ked when o ne ensign turned into a bog,
totally stinking the Hollow D eck. Mind you,
thehogs did likeit. Supiisngl, only one
ensign turned into alog, but that was enough to
remind t he captain that something had to be
done about the logging Stuation.

Note 2:
See the "Psionic Log" article.

Note 3:

When the c ommander of the station arrived at
the location, her first comment was "looks li ke
I'min deep shit". The name Deep Shit seemed
to b ecome popular, especially as it turned out
tha thes tation suffered from frequent
problems, of ten on a weekly basis. Star Freaks
command gota nnoyed with the name, and it
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was admiral Punkt who answered: " Deep Shit?
Nein! | vill not have ziskind of talk. Zisiz a
vel gut station." So Star Freaks command
deaded t o call the station officially "Deep
Shit? Nein!", to show their belief in the future
of the station. Unfortunately for them, people
outside Star F reakscommand just call it Deep
Shit 9.

Psionic L ogs

Thepsbnic bg h as evolved with time.
Presnted h ere are three versions of the log,
from the earliest effort to the latest.

Floating L og

Powers: Telekinesis (12)
PSPs 12

Int9

Ego 3

Alignment LN

Description: The floating | og is a wooden log,
three pounds in weight.

Origins. Thiswas thef irst psionic log created.
It was designed to save captain Picard the need
to lift alog and hit hisensigns with it.

Use O n command, the log will lift itself into
theair, and hit an ensign on his knees. The
ensign is either selected randomly, or by the
captain.

Otheru ses. The log is also used to make
"suggestions' to the crew. Thisisusually done
by placing the log above a crew member's
heal, and th& makng t he suggestion. Of
course, t here's usually not much use for this
whenit comes to the crew, as Picard is the
cgtan, and c an command them to do his
wishes | t can still be handy at ti mes, though.
There's also another u se for the log. When the

captainis aonein his room, he aways likesto
drink a cup of coffee (note 1). The floating log
isgrea at saving him the effort of actualy
getting out of bed to take the cup.

Attack Log

Powers: Telekinesis (10), Bdlistic Attack (8),
Molecular Agitation (13)

PSPs 28

Int 11

Ego7

Alignment LN

Description: T he attack log isvery small, just 1
pound in weight. Perhapsthe term "log" is not
them ost suitable in this case, but it fitsthe
purpose of thisitem.

History: The floating log p roved its useful ness
when the senile chief engineer of the Exitprise
(note 3) cameto visit. He continually disturbed

the work on the ship, until for some reason his
leg was hit by the floating log (note 4). He was
then confnal t o his quarters by the ship's
doctor. Fab-Look then got the idea of using a
log t o get rid of unwanted personnel. The
attack log was then invented, to improve on the
floding | og, which apparently was effective
only on old senile people (note 5).

Use: Upon command, the log will hurl itself at
an enemy (or ensign, as the case may be). The
loghas THACO 15, and causes 1d6 points of
damage.

Other uses: Since anew | og wasto be created,
Picad decided to enhancei ts coffee serving
abilities T he Mol ecular A gitation power now
alowsthelog not only to serve the coffee, but
also to heat it up (note 6).
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Memory Log

Powers: Worm Drive - Read (14) Write (10),
T atoo {2)( note 7), Body Control (9),
Complete Healing (13)

PSPs 40

Int 14

Ego 10

Alignment LG

Description: The memory log i s about 8 inches
in diameter, a nd about one feet in height. Its
surface is completely smooth.

Higory: T hisitem was actually devel oped off
the E nterprise, which accounts for itslack of
any ocoffee making power, or, f or this matter,
any ensign "encouragement” power. While it
was later installed on the Enterprise, Picard still
keeps his old attack log.

Use W hen the captan usesthe phrase
"cgptain's| og", the log will start memorizing
his words until i t hears the words "end entry".
The log w ill then usethe Write power to save
thememory. When asked to recal a memory,
the log will Read it and use Tattoo to inscribe it
on is affae T he log can also recite the
mamnolty ingead ofi nscribing it. The Body
Control and Compl ete Healing powers are used
to keep the log from harm, and allow it to be
used even in hostile environments. Of course,
most Star Freaks captainswill never get near a
hostile environment if they can help it, so these
powers are rarely used.

Other uses: Captain Picard also usesthe log as
an answering machine, leaving it in his room
with amessage, and an ingruction to read it if
someonek nocks on the door, and possibly to
remember their message.

Note 1:

Coffeeis a drink made of the droppings of the
Flandersburg bird. The name comes from Cof-
fee - what a Cof earnsfor aday's work. Cofs

served their masters at the land of Burnzia, for
the small f ee of heating material, in the shape
of F landersburg droppings. When they were
"liberated" by Star Freaks, the Cofs decided to
show their "gratitude" b y putting this heating
material inadrink. Frankly, it doesn't taste that
good, but Star Freaks members alwayslike to
show t hat they are men of theuniverse, and
theefore continueto ea and d rink any foul
food and drink they encounter (note 2).

Note 2:

Giving foul foods to Star F reaks membersis a
conmon cusomamongsm ost intelligent
raes T he Clingons, for example, are well
know f or the di sgusting f oods they share with
Star Freaks members. Of course on most other
ocasongC lingon food is considered a
delicacy. T his custom is meant to discourage
Star F reaks members from making too much
contactw ith othe r aces, but apparently it
doesn't work.

Note 3:

The Enterprisew as a late model of the Prise
family o f ships. Previous shipsin the family
were the Exipre andt herather | ess well
known Nobelprise.

Note 4:

Captin Rad alwas damed t hat the old
chief engineer just dipped. He never admitted
to commanding the log to hit him. The secret is
keptw ith Fab-Look and the log, who both
vowed not to tell anyone, even under torture.

Note 5:
Afterbanghit on his leg, the old chief
engineer kept yelling "my head, my head!".

Note 6:
While persond c offee machines are available
on may new ships (usually used only by
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captains), captain Picard still uses hisold attack
log for this purpose.

Note 7:
Worm Drive and Tattoo powers are new.
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