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The follow ng alterations have been made in this electronic text fromthe
original :

- The Tabl e of Contents does not |ist page nunbers;

- The text reflects incorporation of errata published in The WIIl and The



Wy :
1 Psychoki netic Disciplines
The followi ng Devotions do not require Tel ekinesis as a prerequisite:
Ani mat e Shadow, Control Light, Control Sound, Mol ecular Agitation, Soften

2 Tel epat hic Disciplines

- On page 75 the heading for the Fate Link power is nissing.

- Psychic Crush should be a devotion and Psionic Blast should be a science.
- Ego Wiip and M nd Thrust both require Contact as a prerequisite.

- Tel epat hi ¢ defense nodes have no prerequisites. A character does not need
access to Tel epathy to get Defense nodes.

- The M ndlink power is not a prerequisite for the follow ng Devotions:
Enpat hy, ESP, ldentify Penetration, Incarnation Awareness, Psychic

| nper sonati on, Send Thoughts.

3 Metapsionic Disciplines
- Al references to Tel epathic power (or prerequisite) should be changed to
M ndl i nk i nst ead.

4 Psionic Monsters |ist
Brain Mol e: References to the anplification power should be changed to
Psychic Drain. Also, Mnd Thrust is a Tel epathic Power, not Metapsionic.

Intell ect Devourer (adult): References to the anplification power should be
changed to Psychic Drain. Al so, Ectoplasnic Formshould be |listed as a
Di sci pline, not a Science.

- Some mnor alterations in the placenent of various Tabl es have been nade
to make the text nore coherent in this format;

- A mnor correction was nade to the Bibliography (the title of a book by
Zenna Henderson);

- Sonme additions were nmade to the Bibliography;

- The Thought Eater was noved to its proper place, after the Su-Monster.

- The Summary of Powers and the Powers |Index found at the end of the book
are not included here (redundant in this format);

- Scattered typographical errors were corrected throughout the text.

Text that is colored green (like this) is infornmation obtained directly
fromM. Steve Wnter that clarifies certain aspects of the rules.

No doubt, new errors were introduced. This docunent has been proofread and
spel | checked several tines in order to reduce the instance of new errors,
as well as old errors that m ght have gone undi scovered. A great deal of
effort was made to make this text as simlar as possible to the original,
printed version. | apologize for any errors that slipped through (please
note that, depending on the programyou use to viewthis file, you may find
certain formatting “ errors” that will not show up in other prograns. For
exanpl e, this docunent was edited in M5 Wrd; there are a substanti al

nunber of alterations in the tabs when this is viewed wth WrdPad, or

Wor dPer f ect) .

AN | MPORTANT NOTE

Much of the material presented in the AD& 2™ Edition Dark Sun canpaign
suppl enent, The WII and the Way, is considered to be official

suppl enentary material for The Conpl ete Psionics Handbook, except for that
material which is stated to relate to Dark Sun only. Particularly, Chapter
3 to the end can be considered supplenental to this book, with relatively
m nor editing to renove Dark Sun references; Chapters 1 and 2 have al nost
no bearing what soever on this book.
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| nt r oducti on

"What do you think | am a mnd reader?"

As a matter of fact, you might be, if you' re an AD&D gane character with the
right stuff. Al you need is brai npower, discipline, and The Conpl ete Psionics
Handbook.

Psionics - the practice of extraordinary psychic powers - was included in the
ori gi nal AD& gane. Sone players favored psionic powers; others found them
confusing. Psionics was not included in the AD& 2nd Edition gane.

Now psionics is back by popular denand, and it's better than ever. Powers
this great may not be for everyone, so psionics is a conpletely optional addition
to the AD& 2nd Edition rules. But if you're ready to put mnd over matter - to
test the limts of inner space - then this book is for you

The Conpl ete Psioni cs Handbook is not a reprint of the old psionics rules;
it's a conplete revision. |If you remenber the original AD& rules, you'll find
much that seens familiar here. Beware: old words may have new neani ng. W' ve
kept a lot of the term nol ogy, but changed the definitions. Read this book
carefully before you assunme an old rule still applies or junp to concl usions
about what certain powers can or cannot do.

What ' s Changed?

This book contains five najor revisions to the original AD& psionics rules:

1) The psionicist is a character class. Characters cannot pick up a psionic
power here and there just because they have a superior brain. Psionicists are
extraordi nary characters who devel op their powers through arduous training (while
menbers of other classes nay occasionally boast a psionic power or two, such
characters are nere shadows of true psionicists). An NPC psionicist has the
potential to stand his own agai nst any other class. As a PCin a team of
adventurers, the psionicist will conplenent other classes well. Mst of the
psionicist's powers are unique. He advances slowy, at a rate sonewhere between
the fighter and nage. At low |l evels, however, the psionicist has the potenti al
to be powerful.

2) The list of psionic powers is greatly expanded. Oiginal rules included
a menu of 50 powers. This book has over 150.

3) Psionic powers are organized differently. Al psionic powers are grouped
into six disciplines: clairsentience (expanded senses), psychokinesis (noving
matter through space), psychonetabolism (altering the body), psychoportation
(psionic travel), telepathy (m nd-to-mnd contact), and netapsionics (an advanced
discipline). Wthin each discipline are major powers, called “ sciences,” and
m nor powers, called “ devotions.” Characters can only learn powers fromthe
di sci plines they have access to. At 1st level, a character has access to only
one discipline, but with experience he gains access to nore.

4) Psionic powers are treated nuch |ike proficiencies. Psionic powers do
not work automatically. A power is essentially a skill, and using it properly
requi res a power check.

5) Psionic strength points are not divided into attack, defense, and generic
batches. Al of a character's psionic strength points cone froma single pool.

Nuner ous ot her changes, both major and minor, have been nmade. To avoid
confusion, players are urged to read this book carefully.

How Does This Fit My Canpaign?



There's no reason why addi hg psionics to an existing canpai gn should di srupt
anything. As a class, psionicists are no nore or |ess powerful than any other.
Gui del i nes on how to introduce psionics without trauma are given in Chapter 9.

Renenber, everything in this book is optional; none of it is part of the
core of the AD& gane. |If something in here doesn't suit a particular canpaign
rule it out.

| s Psionics Mgical?

Many peopl e assune that psionics is just another type of magic. The AD&D gane
al ready has two types of magic - one w el ded by wizards and the other by clerics.
So it is not unreasonable to ask, "Does the gane need a third type of magic?"

The answer is no, the gane probably does not need a third kind of magic.

But the question is misinforned because psionics is not magic. Magic is the
ability to shape, control, harness, and utilize natural forces that infuse the
game worl d and surround the characters. It is based on the principle that,
through the use of words, gestures, and catalyzing materials of unique power,

t hese external energies can be controlled.

The key el enment of that statenment is external energy. Magical effects are
produced externally by nmanipul ati ng outside forces. The power does not cone from
inside the wizard or priest but from somewhere el se.

Psionics is the conplete opposite of this. The psionicist shapes, controls,
harnesses, and utilizes natural forces that infuse his own being. His effort is
focused inward rather than outward. He nust be conpletely in touch with and
aware of even the tiniest workings of his body and m nd.

This type of know edge comes fromlong and intense neditation coupled with
physi cal extrenes. The psionicist finds enlightenment in both conplete
exhaustion and conplete relaxation, in both pain and pl easure. The mnd and body
are only parts of a nuch greater unity. Indeed, discussing one without the
other, as so many peopl e do, seens nonsensical to a psionicist; they cannot be
separated. The body produces energy and vitality, the nmind gives it shape and
reality.

Nei t her does the psionicist study or pray for his powers. He carries them
Wi th hi mwherever he goes. As long as his nmind and body are rested - i.e., as
Il ong as he has not depleted his psionic strength - his powers are available to
hi m

Chapter 1: The Psionici st

More than a character of any other class, the psionicist is self-contained.
Unlike the fighter and thief, he needs no weapons or tools to practice his art.
Unlike the priest, he needs no deity. Unlike the wi zard, he relies on no outside
energies. His power conmes fromwi thin, and he al one gives it shape.

The psionicist strives to unite every aspect of his self into a single,
powerful whole. He |looks inward to the essence of his own being, and gains
control of his subconscious. Through extraordinary discipline, contenplation
and sel f-awareness, he unlocks the full potential of his mnd.

Requi renent s

This section describes the requirenents all characters nust neet to becone a
psionicist, including restrictions based on ability scores, race, and alignnent.
The DM nay wai ve these requirenents in special circunstances, but players
shoul dn't count on it.

Ability Requirenents: Constitution 11, Intelligence 12, Wsdom 15



Prime Requi sites: Constitution, Wsdom
Races Al |l owed: human, hal fling, dwarf gnonme, elf, half-elf

Ability Requirenents: To be eligible for the psionicist class, characters
must have ability scores equal to or greater than those |isted above for
Constitution, Intelligence, and Wsdom

Prime Requisites: The pursuit of psionics requires strict nental and
physi cal discipline, so the psionicist has two prinme requisites: Wsdom and
Constitution.

W sdom - the neasure of enlightennment and willpower - is the psionicist's
primary nental characteristic, not intelligence. Reasoning and nmenory (two
hal | marks of intelligence) are indeed crucial to this class. However, the
essence of psionic ability is the understandi ng and nastery of the inner self.

Al t hough psionic powers are centered in the mnd, acquiring and controlling
t hose powers demands physical fitness. Meditative study places trenendous
physical strain on the psionicist, not to nention the sheer drain of projecting
psychic energy out of one's body. The psionicist need not be muscul ar, or even
exceptionally strong, but he nust maintain his health and fitness at a high | eve
to fully exercise his powers. That's why Constitution is also a prinme requisite
for psionicists.

Raci al Restrictions: Humans, hal flings, dwarves, and gnonmes often have a
hi gh degree of psionic talent. Elves and half-elves also exhibit sonme natura
psionic ability, but they are unable to pursue it to high |evels.

Mul ti-class Characters: As usual, only demnm humans can be nulti-cl ass
characters. Halflings and dwarves can conbine psionics with other classes as
shown bel ow. Gnhones, elves, and hal f-el ves cannot be nulti-class psionicists;
characters of these races develop their psionic powers at the expense of al
ot hers.

Miul ti-cl ass Mul ti-cl ass

Hal fli ngs: Dwar ves:

fighter/ psionicist fighter/ psionicist
t hi ef / psi oni ci st t hi ef / psi oni ci st

Dual -cl ass Characters: Humans can be dual -cl ass psionicists within the
normal rules and restrictions for dual-class characters (see "Milti-class and
Dual - cl ass Characters" in Chapter 3 of the Player's Handbook).

Raci al Level Linits: Humans can reach the highest possible experience |eve
as psionicists. Characters of other races have |limts, as shown on Table 1.
Because of their experience limtations, half-elf and elf psionicists are best
suited as NPCs. Players who don't mnd this "dimnished potential" may stil
pl ay such characters, however (the DM may anend these |level restrictions for
characters with exceptionally high Wsdom and Constitution scores; see the
optional rule under "Exceeding Level Limts" in Chapter 2 of the Dungeon Master's
Gui de) .

Tabl e 1:
PSI ONI C ST RACI AL LEVEL LIMTS

Hal flings 10

Ghones 9
Dwar ves 8
Hal f-el ves 7
El ves 7

Alignment: Psionicists have only one alignment restriction: they cannot be
chaotic. Discipline is the foundation of all psionic power. A character whose
creed i s chaos cannot achieve the level of self-control that psionicists require.

This restriction applies to a character who becomes chaotic for any reason.
Such a character will quickly lose his psionic powers. Every day in which his
alignnment is chaotic, the character nust nake an ability check agai nst one-hal f
of his Wsdom score, rounded down. Each tine he fails one of these Wsdom
checks, the character | oses access to one of his disciplines, selected randomy



by the Dungeon Master. Furthernore, a chaotic character cannot recover psionic
strength points. (Disciplines and psionic strength points are expl ai ned bel ow.)
If the character's alignment returns to normal - or even to another, non-chaotic
alignment - he can recover his disciplines, one per day, by successfully naking
the sanme hal ved W sdom check.

O her Qalifications: If a character neets all the requirenents above, and
the player wants to play a psionicist, the PCis assunmed to exhibit psionic
potential. Nothing else is required.

Initial Funds

When psioni ci st characters begin play, they have 3d4x10 gol d pi eces. As
usual, skill and luck will determnm ne what they nmake of it.

A Psionics Priner

Al'l psionic powers belong to one of six disciplines: clairsentience,
psychoki nesi s, psychonetabolism psychoportation, telepathy, and netapsionics.
Wthin each discipline are maj or powers, called sciences, and m nor powers,
cal |l ed devoti ons.

Clairsentient powers allow characters to gain know edge that is beyond the
normal capacity of human senses. For exanple, sonme clairsentients can see and
hear events that are nmiles distant, while others can sense poi son.

Psychoki neti c powers nove objects - fromnolecules to mssiles - across

space. A psychokineticist can throw a rock without touching it, or agitate

mol ecul es in a piece of paper until it bursts into flane.

Psychonet abol i ¢ powers affect the body. Biofeedback, healing, and shape-

changing are just a few of the powers known.

Psychoportive powers nove characters or creatures fromone |ocation to

anot her wi thout crossing space. The traveler sinply ceases to exist in one

| ocation, and begins to exist sonmewhere else. He nmay even travel to another

pl ane of existence or to another tine.

Tel epathi ¢ powers involve direct contact between two or nore ninds.

Exanpl es i nclude nind reading, personality swapping, and psychic attacks.

Met apsi oni ¢ powers anplify, augnment, or enhance other psionic abilities.

This is an advanced, demandi ng di scipline.

Psionic Strength Points: Characters use psionic powers nuch |ike
proficiencies, with a few significant differences. Every time a psionicist uses
a psionic devotion or science, he nmust pay its "cost." This cost is deducted from
the character's total psionic strength points, or PSPs. PSPs are simlar to hit
poi nts, except that the psionicist spends themw Ilingly, and he can recover them
much faster than lost hit points (psionic strength points are expl ai ned nore
fully in a section bel ow).

Power Scores: Like a proficiency, every psionic power that a character knows
has a score. In other words, a psionic power score represents the character's
aptitude in using that particular power. Power scores are devised exactly like
proficiency scores. Every psionic power is associated with one of the
character's basic attributes (Strength, Wsdom etc.). The psionic power score
equal s the character's score for that attribute, plus or mnus a specific anount.
For example, a psionic power with a score of "intelligence -3" has a score three
| ess than the character's intelligence.

Power Checks: When a character wants to use a psionic power, the player
nmakes a psioni c power check by rolling 1d20. |If the nunber rolled is equal to or
| ess than the power score, the character succeeds (in other words, he does what
he intended). The player subtracts the cost of the power fromhis character's
total pool of psionic strength points.

If the roll exceeds the psionic power score, it nmeans the character tried to
use his power, but failed. Failure has a price. The player nust subtract half
the cost of the power, rounded up, fromthe character's psionic strength points.
In nost cases, the psionicist can try to use the sane power again imediately (in
the next round). For exceptions, see the individual power descriptions in this



book.
Li ke a proficiency check, a psionic power check yields specific results on a
dieroll of 20 or 1. A "20" always indicates failure. A "1" always indicates a

m ni nrum | evel of success, regardless of the character's power score. In other
words, even if a character's score has been reduced to a negative nunber by
penalties, a roll of "1" still succeeds. That doesn't nean a "1" (or any |ow

nunber) is the best result. A "1" neans the power works - but often with a quirk
or drawback. See the individual power descriptions for specifics.

Pl ayers may use the optional "skill score"” rule for psionic powers, too. |If
the die roll for the power check equals the character's power score, special
results occur. Chapters 3 through 8 provide the details.

Advancenent

Experi ence Levels and Awards: A psionicist earns experience points and
advances in level just as nmenbers of other classes do. Table 2 outlines a
psionici st's advancenent.

The Dungeon Master's Cuide includes an optional rule for individual
experience awards (see DM Chapter 8). Table 3 expands that rule to include
psi oni ci st s.

Tabl e 2: PSI ONI Cl ST EXPERI ENCE LEVELS

Psi oni ci st Experience Hit

Level Poi nt s Di ce (d6)
1 0 1

2 2,200 2

3 4, 400 3

4 8, 800 4

5 16, 500 5

6 30, 000 6

7 55' 000 7

8 100, 000 8

9 200, 000 9
10 400, 000 9+2
11 600, 000 9+4
12 800' 000 9+6
13 1, 000, 000 9+8

14 1,200, 000 9+10

15 1' 500' 000 9+12

16 1,800,000 9+14

17 2,100,000 9+16

18 2,400,000 9+18

19 2,700,000 9+20

20 3, 000, 000 9+22

Tabl e 3: 1 NDI VI DUAL CLASS AWARDS

Psi oni ¢ power used to overcone foe or problem 10 XP/ PSP

Psi oni ¢ power used to avoid conbat: 15 XP/ PSP

Def eat psioni c opponent: 100 XP/l evel or hit dice
Create psionic item 500 XP x | evel

Gai ning Disciplines: Every psionic power belongs to one of the six
disciplines listed previously. Before a character can | earn a psionic power, he
must have access to the appropriate discipline. Psionic characters begin play
with access to only one discipline. As they progress to new experience |evels,
they gain access to additional disciplines. Table 4 shows how many disciplines a
character has access to at each experience |evel.

Tabl e 4: PSI ONI C PONER PROGRESSI ON



Exp. Tot al Tot al Tot al Def .

Level Di scipl. Sciences Devotions Modes
1 1 1 3 1
2 2 1 5 1
3 2 2 7 2
4 2 2 9 2
5 2 3 10 3
6 3 3 11 3
7 3 4 12 4
8 3 4 13 4
9 3 5 14 5

10 4 5 15 5
11 4 6 16 5
12 4 6 17 5
13 4 7 18 5
14 5 7 19 5
15 5 8 20 5
16 5 8 21 5
17 5 9 22 5
18 6 9 23 5
19 6 10 24 5
20 6 10 25 5

Gai ni ng Sci ences and Devotions: Every new, first-1level psionicist knows four
powers within a single discipline: one science (mjor power) and three devotions
(m nor powers). Wrth each new experience |evel, a psionicist gains new powers.
Someti mes he gains both sciences and devotions; at other tines, only devotions
(see Table 4).

A player can select new powers for his character as soon as the psionicist

reaches a new experience |evel. These new powers can be chosen from any

di sci pline the character can access, including a discipline that was just gai ned.
However, a psionicist is not conpelled to fill a power slot with a power

i nredi ately upon advancing a level. Psionic powers, in this respect, are just

like proficiencies. Note that psionicists who | eave a power slot unfilled nmay
suf fer from experience penalties: A psionicist with unfilled power slots suffers
a 5% decrease in earned experience until those slots have been filled (this is
due to a slackening of the discipline that is so inportant to a psionicist).

Note: If the optional training rule is in play, characters nust train with a
mentor until they reach 7th level. To find the training tine in weeks, subtract
the mentor's Wsdom score from21. Beyond 7th |evel, psionicists can train
thensel ves if they pass the necessary checks to qualify as instructors. The
training tinme for a psionicist instructing hinself is doubl ed.

Pl ayers nmust follow two sinple rules when choosi ng new powers for their
characters:

Wthin a single discipline, the nunber of devotions that a character knows
must be at |east tw ce the nunber of sciences.

The first discipline chosen is the character's primary discipline. A
character can never |earn as many sciences or devotions in another discipline as
he currently knows in his primary discipline.

Exanpl e: Lena's primary discipline is clairsentience. She knows three sciences
and seven devotions in that discipline. This nmeans: a) she nust |earn an eighth
clairsentient devotion before she can learn a fourth clairsentient science, and
b) at her current level, she cannot know nore than two sciences or six devotions
in any other single discipline.

Advanci ng M d-adventure: Mst Dungeon Masters award experience points at the
end of adventures rather than in the mddle, so experience |levels are rarely

gained in mdadventure. In the unusual event that a new level is gained in the
m ddl e of an adventure, however, the character should have to wait at |east until
he has a chance to rest and recuperate - long enough to recover all his psionic

strength points - before gaining any new psionic powers.
Rai si ng Psi onic Power Scores: A character can increase a psionic power score



when he reaches a new experience level by "relearning it" (he repeats his

studi es, and | earns sonething new about a familiar power). Instead of learning a
new devotion, the character can add one point to his power score in a devotion he
al ready knows. Sinilarly, he can exchange a new science for a one-point increase
in a science he already knows.

Psionic Strength Points (PSPs)

Psi onic energy cones fromw thin the character. This energy is measured in
psionic strength points, or PSPs. When a character uses a psionic power, he
expends psionic strength points. The exact cost depends on which power is used,
and how |l ong the character uses it. Note that PSPs cannot be | ost because of
sl eep or unconsciousness; they can only be expended or drained (see various
Powers and Monsters).

The total number of psionic strength points that a character has depends on
four factors: his Wsdom Intelligence, and Constitution scores, and his
experience level. Wsdom Intelligence, and Constitution deternine the
psionicist's inherent potential (Wsdomis the primary factor). Experience
determ nes how well the character has devel oped that potenti al

Fol |l ow these steps to calculate a character's total PSPs:

1) Find the character's Wsdom score on Table 5, then get his base score
fromthat.

2) Add the appropriate ability nodifiers for the character's Intelligence
and Constitution scores to his base score. This final adjusted nunber is the
character's inherent potential

Exanpl e: Rowina's ability scores are Ws 17, Con 16, Int 12. Her inherent
potential is 25 (24 points for her Wsdom score with a +1 nodifier for her
Constitution score). At 1st |evel she has 25 PSPs.

Tabl e 5: | NHERENT POTENTI AL

Ability Base Ability
Scor e Scor e Modi fi er

15 20 0

16 22 +1

17 24 +2

18 26 +3

Gai ning Psionic Strength Points: Every tine a character advances to a new
experience level, he expands his total pool of psionic strength points. To
determ ne how many PSPs he gains, find the nodifier on Table 5 that corresponds
to his Wsdom score. Add this nunber to 10. The result equals the total PSPs
gai ned.

Exanpl e: Rowi na has just advanced to a new |level. Her Wsdomis 17.
According to Table 5, the nodifier for this score is +2. Row na can add 12 PSPs
(2 + 10) to her total pool.

Recovering Psionic Strength Points: A character who has expended psionic
strength points can recover those points by "taking it easy" - which neans
engagi ng in no hard physical activity and refraining fromusing psionic powers
(i.e., fromexpending any nore PSPs). After each hour in which a character
expends no psionic strength points, check Table 6 to determ ne how many PSPs the
character recovers. A character can never recover nore PSPs than he | ost.

A character's rate of recovery depends on how rmuch physical exertion he
experienced during the hour in question. Psionicists recover the nost points
when they sleep or neditate for the entire hour of rest. Light activity, such as
wal king or riding, dimnishes the speed of recovery. Rate each hour according to
the nost strenuous physical activity undertaken, even if it lasted only a few
m nut es.

Option: DMs may all ow characters to recover points per turn of rest rather
than per hour. These rates are also listed on Table 6.



Tabl e 6: PSI ONI C STRENGTH RECOVERY

Physi cal Activity PSPs Recovered
Hard exertion* none
wal ki ng, riding 3/ hour (1 every 2 turns)

Sitting, resting, reading 6/hour (1/turn)
Rej uvenati ng**, sl eeping 12/ hour (2/turn)

* "Hard exertion" includes fighting, running, digging ditches, wal king while
encunbered, clinbing a rope, scaling a nountain, exploring a dungeon, sw nm ng,
and any other activity the DMwants to include.

** This refers to use of the psionicist's Rejuvenation proficiency.

Def ense Mbdes

Psi oni ¢ def ense nodes are special powers which all psionicists acquire
naturally in time. Al defense nodes belong to the tel epathic discipline.
Psionicists learn these powers automatically as they gain new experience |levels -
regardl ess of whether or not they have access to the telepathic discipline.

Def ense npdes do not count toward the psionicist's maxi mum nunber of powers as
listed in Table 4. Nor are they counted when characters determne the relative
nunber of sciences and devotions they can acquire within a given discipline.

There are five psionic defense nodes:

m nd bl ank

t hought shi el d

mental barrier

tower of iron wll

intellect fortress
Each is described in Chapter 7, "Telepathy." Al psionicists automatically know
one of these powers at 1st level (player's choice). They |learn another defense
node of the player's choice every other level - at 3rd, 5th, 7th, and 9th.

Special Abilities

In addition to ordinary psionic powers, which are the hallmark of the class,
psioni ci sts have several special abilities. These include their saving throws,
THACOs, and psionic powers that operate continuously.

Mai nt ai ni ng Powers: Certain psionic powers can operate continuously
(Chapters 3 through 8 specify which ones do). Such powers can be "sw tched on"
and kept on without interruption, until the user decides to (or is forced to)
"switch themoff." This is called maintaining powers.

Each power that is maintained is handl ed separately. |In many cases,
mai nt enance entails expending PSPs by the hour or turn rather than the nel ee
round (the normfor psionic conbat). |If a psionicist is expending PSPs to

mai ntain a power, he cannot recover psionic strength points that hour. A
character cannot spend PSPs to maintain a power when he is sleeping or

unconsci ous; no continuous power that requires strength points can operate during
sl eep.

A character can nmintain any nunber of powers at one time, but he can
"switch on" or
initiate only one per round. Wen maintai ned powers are deactivated, the
character can drop all maintained powers at once, or one per round. He cannot
drop two or nore in one round and mai ntain others.

THACO and Saving Throws: As shown on Table 7, a psionicist's THACQO
advancenent equals that of a rogue. Table 8 lists saving throws. Psionicists
gain a +2 bonus on all saving throws vs. enchantnent/charmspells and the |iKke.
This is in addition to their magi cal defense adjustnment for high Wsdom

Tabl e 7: PSI ONI Cl ST CALCULATED THACOs

Level 1 2 3 4 5 6 7 8 910 11 12 13 14 15 16 17 18 19 20
THACO 20 20 19 19 18 18 17 17 16 16 15 15 14 14 13 13 12 12 11 11



Tabl e 8: PSI ONI Cl ST SAVI NG THROAG

Par al yzati on,

Poi son, or Rod, Staff, Petrification Br eat h
Level Death Magic or Wand or Pol ynor pht Weapon? Spel | 3
1-4 13 15 10 6 15
5-8 12 13 9 15 14
9-12 11 11 8 13 12
13- 16 10 9 7 12 11
17- 20 9 7 6 11 9
21+ 8 5 5 9 7

1 Excl udi ng pol ynorph wand att acks.

2 Excl udi ng those which cause petrification or polynorph.

3 Excludi ng those for which another saving throw type is specified, such as death,
petrification, polynorph, etc.

Fol | ower s

At 9th level (which is sonetinmes called "name" |evel), a psionicist becones
a contenplative master. He can build a sanctuary (usually in an isolated pl ace),
and use it as his headquarters. Mst inportantly, he begins to attract
fol |l owers.

One neophyte psionicist (1st or 2nd level) will arrive each nonth, conmng to
study at the feet of the master. These neophytes will arrive regardl ess of
whet her or not the master builds a sanctuary. |If the master does have a
sanctuary, however, he will attract a maxi mum nunber of followers equal to his
Charisma score. |f not, the maxi num nunber is halved (rounded down).

These followers want only to learn. They will serve in any capacity the
master chooses. In return, the master nust spend at |east 10 hours per week
instructing his followers, or they will | eave.

Restrictions

Li ke menbers of other classes, psionicists nmust abide by restrictions when
choosi ng weapons and arnor, and in sel ecting nonweapon proficiencies.

Weapons: Psionicists tend to di sdain weapons of any sort, given the
crudeness and i nprecision of such tools conpared to psychic weaponry. Still, a
good sidearmis indispensable for a last-ditch personal defense, and it's
essential when a display of psionic power would be inappropriate. A so, in the
rough-and-tunble frontier areas where adventurers are commobn, appearing in public
wi thout a weapon often invites ridicule and trouble.

Psi oni ci sts can use any of the commobn weapons |isted below. Essentially,

these are nost small- or nmedi um sized weapons wei ghing 6 pounds or | ess.
short bow t hrowi ng axe

hand crossbow hor seman' s mace

i ght crossbow hor seman' s pi ck

dagger scimtar

dirk spear

knife short sword

cl ub war hanmer

hand axe

Arnor: Psionicists can don arnor nmade of padded | eather, studded | eather, or
hi de. They can also carry a small shield.

A psionicist can use his powers while wearing a helnmet that is psionically
active, or one featuring magical enchantnments that affect or sinulate psionic
powers. But if the psionicist is wearing a normal helnmet of any sort, he cannot
use his powers. Renpbving a normal helnet won't affect the character's arnor



class, but it nay have other effects defined by the Dungeon Master. For exanpl e,
a thief who approaches the psionicist frombehind nay find the psionicist easy
prey. O, if the DM allows called shots, the character's bare head m ght present
a tenpting target.

Optional Rule: A DM may allow psionicists to wear any sort of arnor, but
i npose penalties for heavy arnor that's nade of netal (see Table 9). This rule
creates an across-the-board reduction in psionic power scores when a psionicist
wears the inappropriate arnor.

Tabl e 9: PSIONI Cl ST ARMOR PENALTI ES

Psi oni c

Power Score
Ar nor Reducti on
Padded, | eat her, studded

| eat her, hide 0
Bri gandi ne, ring, scale,

splint mail -1
Chai n, banded nmi | -2
Plate mail -3
Field plate -5
Full plate -7

Profi ci enci es

Psi onic powers function |like proficiencies, but they do not replace them
Psi oni ci sts can learn the usual weapon and nonweapon proficiencies regardl ess of
their powers. Proficiencies are acquired at the rate shown on Table 10.

Psi oni ci sts can |l earn a weapon proficiency for any weapon they can use.
They can | earn any nonweapon proficiency fromthe "General" group (see
proficiency rules in the AD&D® 2nd Edition Pl ayer's Handbook, page 54, Table 37)
or fromthe Psionicist group, described bel ow

If the optional proficiency rules in the Player's Handbook are in use,
psioni ci sts can gain extra nonweapon proficiency slots based on their
intelligence scores. See Table 4, "intelligence" in the Player's Handbook to
determ ne these bonus proficiencies (Chapter 5, page 16). Characters can use
these extra slots for | anguages or nonweapon proficiencies, but never additional
psi oni ¢ powers.

Tabl e 10: PSI ONI CI ST PRCFI Cl ENCY SLOTS

Weapon Nonweapon
Profici enci es Profi ci enci es
G oup initial # Level s Penal ty Initial #lLevel s
Psi oni ci st 2 5 -4 3 3

Initial refers to the nunber of weapon or nonweapon proficiency slots
received by psionicists at 1st |evel.

# Level s indicates how many | evels a psionicist nust advance before he
recei ves a new weapon or nonweapon proficiency. Thus, psionicists receive a new
weapon proficiency every five levels-i.e., at levels 5, 10, 15, 20, etc. They
recei ve a new nonweapon proficiency every three levels-i.e., at levels 3, 6, 9,
12, etc.

Penalty is the nodifier to a psionicist's attack rolls when he fights using
a weapon he isn't proficient with. This penalty is subtracted directly fromthe
character's rolls to hit.

The Psionicist Goup: Table 11 lists seven nonweapon proficiencies which
psionicists can easily learn. These proficiencies - the "Psionicist group"” - are
an extension of Table 37 in the AD&D® 2nd Edition Player's Handbook.

Tabl e 11: PSI ONI CI ST NONWEAPON PROFI Cl ENCI ES



# Slots Rel evant

Profici ency Requi red Ability
Gem Cutting 2 Dex -2
Har ness Subconsci ous 2 Ws -1
Hypnosi s 1 Cha -2
Rej uvenati on 1 Ws -1
Medi tati ve Focus 1 Ws +1
Musi cal | nstrunent 1 Dex -1
Readi ng/ Witing 1 Int +1
Rel i gi on 1 Ws +0

Har ness Subconscious: This neditative proficiency lets the psionicist
tenmporarily boost his total PSPs. 1In effect, the proficiency lets himtap into
energy reserves that lie deep in his subconscious-reserves which are usually
unavail able to him It's like enjoying a shot of psychic adrenaline.

Bef ore he can harness subconsci ous energies, the psionicist's PSP total nust
be at its maximum He then nmust spend two days (48 consecutive hours) gathering
this energy, taking only necessary breaks for eating and sleeping. At the end of
that tine, the character makes a proficiency check. |f he passes, he increases
his PSP total by 20% rounded up. The increase in PSPs |asts 72 hours. At the
end of that tinme, the character |oses as many strength points as he initially
gai ned, regardless of his current total. This |oss can never reduce his total
bel ow 0 poi nts, however.

During the 72 hours of heightened strength, the character cannot recover
PSPs if his current total equals or exceeds his usual maxi mum Once his current
total drops bel ow his usual maximum (i.e., once he has spent all bonus points),
he can begin regaining PSPs normally. He cannot recover the | ost bonus points,
however; he can only recover enough points to return to his usual naxi num

Hypnosis: Wth this proficiency, a psionicist can hypnotize anot her

character - placing the subject into a relaxed state in which he is very
suscepti ble to suggestions. However, hypnosis is not possible unless the subject
is willing and knows he is being hypnotized.

Psionicists with this proficiency can hypnoti ze humans and dem humans with
ease. Nonhumans can be hypnotized, too, but the DM should assign a penalty to
the proficiency check. The size of the penalty depends on how i nhuman the
subject is. A half-orc, for exanple, could be hypnotized with a -2 nodifier,
while a lizard man coul d be hypnotized only with a -8 nodifier to the
psionicist's proficiency check.

The act of hypnotizing soneone takes about five minutes. The subject is
then very relaxed and willing to do al nost anything that isn't very dangerous or
agai nst his alignhment. Note, however, that a hypnotized subject can be easily
fool ed; the subject nay be convinced that he's doing one thing, while he's
actually doing another. Lawful or good psionicists who trick their subjects in
this fashion should beware. Psionicists who use hypnotismto make people do
chaotic or evil things may find thenselves with alignment problens of their own.

Hypnoti sm can have the following (or simlar) effects:

A character can be induced to renenber things he has forgotten by
reliving a frightening or distant event.

A character can be nade cal mand unafraid in the face of a specific

situation that he has been prepared for

A character can be cured of a bad habit or addiction (but not of curses or

magi cal afflictions).

A character can be prepared to inpersonate sonmeone by thoroughly adopting

that individual's personality.

Hypnoti sm cannot be used to increase a character's attributes, give him
powers or abilities he does not naturally possess, let himdo things that are
beyond his capabilities, or give himinformation that he couldn't possibly know.

Rej uvenation: This proficiency allows a character to recover PSPs while he
nmeditates, as quickly as if he were sleeping. The character achieves a state of
deep concentration, in which he focuses and regains his energies. He is still
conscious and aware of his surroundings, so he does not suffer any penalties on
surprise or initiative rolls, and he is not helpless if attacked (he still can't



expend PSPs, however).

Medi tative Focus: Through this proficiency, a psionicist can focus his
ment al energy on one particular discipline. As a result, his power scores in
that discipline tenporarily increase, while those in other disciplines decline.

The proficiency requires the character to neditate, uninterrupted, for 12
hours. The last four hours of this nmeditation are spent in a deep, sleeplike
trance. The psionicist can recover PSPs normally during the entire period.

When the neditation is conplete, the player makes a proficiency check. If
the character passes the check, he has successfully focused his mnd on one
particul ar discipline (which was chosen when the process began). Al of the
character's psionic power scores in that discipline are increased by two points
for the next 24 hours - or until the character's PSPs have been reduced to zero,
whi chever comes first. Al of his power scores in other disciplines are reduced
by one for the same peri od.

Gem Cutting, Musical Instrunent, Reading/Witing, Religion: See the Player's
Handbook for a description of these proficiencies.

WIld Tal ents

Awild talent is sonmeone fromany other character class who has natural,

| atent psionic potential. This potential can be present in any character,
regardl ess of class, alignhnment, or race. WId talents can never approach
psionicists in skill, but they do boast at |east one psionic power - which is

known as a "wild power" anobng psionicists.

Any character can test for wild powers (the character should be forewarned:
such efforts are not without risk, as explained below). A character can test for
wild powers only at specific tinmes: when the character is first created; when the
character's Wsdomincreases to a higher point than it has ever been; the first
time the character goes to a psionicist who can perform psychic surgery on him
when psionics is first introduced to the canpaign.

Every character (and NPC and nonster, if the DM wi shes) has a base chance of
1% to possess wild powers. This is nodified as shown bel ow

Each Ws, Con, or Int score of 18 +3
Each Ws, Con, or Int score of 17 +2
Each Ws, Con, or Int score of 16 +1
Character is 5th-8th | evel +1
Character is 9th level or higher +2

Mage, cleric, or nonhuman* X 1/2

* Round fractions up. Apply this penalty only once, even if nore than one of
these descriptions fits (e.g., a "nonhunan nage").

Once you' ve determ ned the character's chance to be a wild talent, rol
percentile dice. Subtract 2 fromthe roll if the character is under the guidance
of a psychic surgeon (see "psychic surgery" in Chapter 8). |If the result is |less
than or equal to the nodified chance, the character has at | east one wild power.
If the nunber is 97 or higher, the character suffers dire consequences. See "The
Ri sks" bel ow.

Exanpl e: Consider a 3rd level dwarf cleric with a Wsdom of 17, intelligence
of 9, and Constitution of 16. His chance to be a wild talent is 1 (base chance)
+ 2 (Ws 17) + 1 (Con 16) x 0.5 (because he's a dwarf). The final result equals
2% The dwarf has a 2% chance of being a wild talent. The player rolls a 3 on
percentile dice. The dwarf has no talent.

Determ ning Powers: If a character is a wild talent, the player should rol
percentile dice again and consult Table 12, "WId Devotions" to determ ne exactly
what the character's psionic powers are. Mst wild talents have only one power.
A lucky few (those with high-rolling players) boast nore than one. Furthernore,
if a character gains any power with a prerequisite, he autonatically gains the
prerequisite, too. For exanple, if the wild talent knows a tel epathic power
whi ch requires contact (an inportant tel epathic power), he automatically knows
contact, too.

Strength Points: Like an actual psionicist, a wild talent has psionic



strength points. He receives the mini mum nunber of PSPs necessary to use the
power (or powers) once. |If a power can be nmintained, he receives enough
addi tional points to pay the maintenance cost four tinmes. Afterward, the
character receives four additional PSPs every tine he gains a new experience
| evel (he receives no bonus for |evels he already has).

The Risks: Characters who attenpt to unlock their psionic potential are
tanmpering with things they cannot begin to understand. |If the dice roll is 97 or
hi gher, the character suffers the foll ow ng consequences:

Rol | Result

97 Save vs. death or Wsdom reduced by 1d6 points - permanently

98 Save vs. death or intelligence reduced by 1d6 points - permanently

99 Save vs. death or Constitution reduced by 1d6 points - permanently

00 Save vs. death with -5 penalty or Wsdom Intelligence, and Constitution
are all reduced to 3 - pernmanently.

Tabl e 12: W LD DEVOTI ONS

Clairsentient Devotions

Ol All-Round Vision

02 Conmbat M nd

03 Danger Sense

04 Feel Light

05 Feel Sound

06 Hear Light

07 Know Direction

08 Know Location

09 Poi son Sense

10 Radial Navigation

11 See Sound

12 Spirit Sense

13 Choose any clairsentient devotion above
14 Choose any clairsentient devotion above

Psychoki neti ¢ Devoti ons

15 Animate Object

16 Ani mat e Shadow

17 Ballistic Attack

18 Control Body

19 Control Flanes

20 Control Light

21 Control Sound

22 Choose any psychokinetic devotion above

Psychonet abol i ¢ Devoti ons
23 Absorb Di sease

24 Adrenaline Contro
25 Aging

26 Bi of eedback

27 Body Control

28 Body Equilibrium
29 Body Weaponry

30 Catfall

31 Cause Decay

32 Cell Adjustnent

33 Chanel eon Power

34 Chem cal Simulation
35 Displ acenent

36 Double Pain

37 Enhanced Strength
38 Ectoplasnic Form
39 Expansion



40 Fl esh Arnor

41 G aft Wapon

42 Hei ghtened Senses

43 I nmovability

44 Lend Heal th

45 M nd Over Body

46 Reduction

47 Share Strength

48 Suspend Ani mation

49 Choose any psychonet abolic devotion above

Tel epat hi ¢ Devoti ons

50
51

76
77-78

Attraction

Aver si on

Awne

Conceal Thoughts
Daydr eam

Enpat hy

ESP

Fal se Sensory | nput
Identity Penetration
| ncarnati on Awar eness
Inflict Pain

I nvi nci bl e Foes

Invisibility
Li fe Detection
M nd Bar

Phobi a Anplification
Post - Hypnoti ¢ Suggesti on
Psychi ¢ | npersonation
Psychi ¢ Messenger
Repugnance

Send Thoughts

Si ght Link

Sound Li nk

Synaptic Static

Tast e Link

Tel enpat hi ¢ Proj ection
Tr ut hear

Choose any tel epathic devotion above

Psychoportive Devotions

85
86-87
88- 89
90
91-99
00

Astral Projection

Di nensi onal Door

Di mensi on Wal k

Dream Tr avel

Time Shift

Ti me/ Space Anchor

Choose any psychoportive devotion above
Roll two tines

Roll three tines

Choose any two devotions
Roll on Table 13: Sciences

Choose any devotion. Then roll again and consult Table 13.

Tabl e 13: W LD SCI ENCES

C airsentient Sciences
01- 02 Aura Sight

03-04 d airaudi ence
05-06 d airvoyance
07-08 nj ect Reading
09- 10 Precognition



11-12 Sensitivity to Psychic inpressions
13-16 Choose any clairsentient science or devotion

Psychoki neti ¢ Sci ences

17-18 Detonate

19-20 Disintegrate

21-22 Mol ecul ar Rearrangenent

23-24 Project Force

25-26 Tel eki nesi s

27- 30 Choose any psychokinetic science or devotion

Psychonet abol i ¢ Sci ences

31-32 Animal Affinity

33-34 Conpl ete Heal i ng

35-36 Death Field

37- 38 Energy Cont ai nnent

39-40 Life Draining

41- 42 Met anor phosi s

43- 44 Shadow- f orm

45- 48 Choose any psychonet abolic science or devotion

Tel epat hi ¢ Sci ences

49-50 Dom nati on

51-52 Fate Link

53-54 Mass Domi nation

55-56 M ndwi pe

57-58 Probe

59-60 Superior Invisibility

61-62 Switch Personality

63-64 M ndlink

65- 68 Choose any tel epathic science or devotion

Psychoportive Sciences

69- 70 Bani shnent

71-72 Probability Trave

73-74 Sunmmon Pl anar Creature

75-76 Tel eport

77-78 Tel eport O her

79- 82 Choose any psychoportive science or devotion
83-85 Roll two tines

86-88 Roll three tines

89- 92 Choose any science or devotion

93-96 Choose any science and two devotions

97-99 Choose any science and three devoti ons

00 Choose any two sciences and four devotions

Chapter 2: Psionic Conbat

Combat featuring psionicists is no nore conplicated than a fight between one
or nore wizards. In fact, it's simlar. During a battle, psionicists and
wi zards tend to enploy the sane tactics: they avoid eneny hackers and sl ashers,
and focus their efforts on the strongest opponent or shore up defenses where
needed.

A |l one psionicist caught by eneny fighters is in serious trouble. Unless he
can summon, create, dom nate, or otherw se garner sone help, he probably will be
overpowered. For this reason, psionicists - especially NPCs - rarely travel
wi thout an escort if they are expecting trouble.



Usi ng Powers

In general, a character can initiate only one psionic power per round.
There are two key exceptions:

Once a power is initiated, a character can maintain that power for as |ong
as he can continue paying the maintenance cost (this assunmes that the power has a
mai nt enance cost; if no such cost is nmentioned in the description, the power
cannot be nmintai ned beyond its initial duration).

Psi oni ¢ defense nodes (m nd bl ank, thought shield, nental barrier, intellect
fortress, and tower of iron will) do not count agai nst the one-power-per-round
limt. A character can always use a defense node and initiate one other psionic
power in the same round.

Power Checks

The power check is fundanental to psionic conbat. |n general, no psionic
power functions unless the character first makes a successful power check
(Chapter 1 explains how the check is made). Modifiers apply for sonme powers.

Furt hernore, several powers require an additional power check before they'll
yield a specific result. Check the individual power descriptions in Chapters 3-8
for details.

Psychi ¢ Contests

Psi oni ¢ powers often clash "head-on." For exanple, one psionicist nay nake a
psionic attack against a character with an active psionic defense. Wich power
prevail s? Does the attack break through the defense, or bounce off? A psychic
contest determ nes the answers.

Resol ving a psychic contest is sinple when both powers are initiated in the
same round. The two contestants just conpare the die rolls for their power
checks. The character with the higher successful roll wins the contest. |If
nei ther character's power check succeeds, or if both rolls are equal, the
defender "wins" by default (in other words, a tie goes to the defender).

Exanpl e: An attacker is using ego whip. The defender has erected a thought
barrier. The attacker's ego whip power score is 15, and the defender's thought
barrier score is 12. The table bel ow shows several possible outconmes of the
psychi ¢ contest between these powers.

Attack Defense

Rol | Rol | Resul t
11 6 Attacker wi ns because his die roll is higher.
3 9 Def ender wi ns because his die roll is higher.
4 18 Attacker wi ns because his attack roll succeeded and the
defender's roll did not - in
effect, there is no defense this round.
16 10 Def ender wi ns because his defense roll succeeded and the
attacker's fail ed.
19 15 Nei t her power check succeeded. The defender "wi ns" by default

simply because the
attacker didn't.
8 8 Tied rolls. Again, the defender wins by default because the
attacker didn't beat the
def ense roll

15 - The attacker wins this automatically. His power check succeeded
and his roll is higher
than the defender's power score, so NOroll will let the defender
W n.

Mai nt ai ned Powers: In the exanple above, powers were initiated in the sane
round as the conflict. Sone psychic contests involve a power that is being
mai ntained - i.e., a power that was initiated in a previous round. In this case,
t he pl ayer whose character is maintaining the power nust make a new power check



strictly to resolve the contest. He gains a +1 bonus to his power score because
the power is being maintained. |[|f the contest roll "fails" it doesn't nean the
power fails. It's still being maintained - just not very well. For the contest,
the character ignores the "failed" check and instead receives a "successful"
result of 1.

Multiple Conflicts: In the thick of battle, a psionicist may be involved in
nmore than one psychic contest per round. |If he's using nore than one power, the
pl ayer nmust nake a separate die roll for each power used that round.

If he's using a single power against nore than one opponent, the player can
nmake a separate die roll for each opponent. As soon as he rolls a nunber he
likes, the player may use that result for all remaining psychic contests
i nvol ving that power, in that round (in other words, once he gets a power really
well "tuned in" during a given round, he can stop "fiddling with the dial").

This rule applies to tel epathic defense nodes, as well as other powers.

Psychi ¢ Lock

In some psychic contests, there is no clear-cut defender. For exanple, two
characters may try to use psychoki nesis on the sanme object simultaneously (they
do alittle psionic armwestling). In such a case, the character with the
hi gher successful die roll still wins the contest that round. In our exanple,
the wi nner woul d control the object.

If the power checks indicate a tie, however, the characters are deadl ocked -
or psychically locked. Neither character wins that round. To resolve the
conflict, both characters should naintain the sane powers during the next round,
and engage in a new psychic contest. |If either character fails to maintain his
power (effectively giving up), he suffers a backlash and | oses 4d4 PSPs
i medi ately.

In any case, victory may be fleeting. |If conditions are right, the |oser
can challenge the winner to a "rematch" in the next round.

The Conbat Round

Psionic conflicts follow the standard AD&De gane conbat sequence. All
psi oni ¢ powers - excluding defense nodes - are used in order of initiative. For
exanple, if a psionicist wants to attack, or plans to teleport to safety, he can
do so when his norrmal chance to attack conmes around. Psionic defenses work
t hroughout the entire round, starting at the very beginning. Unlike spells,
psionic powers do not have initiative nodifiers.

Psi oni c powers require a certain anount of concentration. A character who
uses one during a conbat round can nove at only half his wal king rate.

Furthernmore, he can be disrupted |like a nage casting a spell. A power that is
bei ng nai ntained froma previ ous round cannot be disrupted this way, nor can
telepathic tangents that were established in previous rounds (see below). |If a

power is disrupted during a preparatory round, the time invested in preparation
is lost. No PSPs are expended when a power is disrupted.

Tel epat hi ¢ Conbat

Before a psionicist can use a tel epathic power, he nust establish contact
with the recipient's mnd. "Contact"” is a telepathic devotion which paves the
way for other telepathic powers. Usually, a single use of this devotion is al
that's required; the psionicist uses contact first, then follows up with another
telepathic power. Beings with little or no psionic talent, including wild
talents, can be contacted in this way. So can psionicists and psionic creatures,
provi ded they cooperate.

The contact devoti on never works against a psionicist (or psionic creature)
who does not allowit to work. This is true even when he's sl eeping or
unconsci ous. Psionicists normally have closed minds. Before the contact power
can work against them they nust intentionally open their mnds. They can be
sel ective, allowing contact with a friendly power while closing their minds to
hostile characters or strangers.



When a subject's mind is closed, he can only be contacted through tel epathic
conbat. The text bel ow describes five telepathic assaults, or attack nodes, that
are used to establish contact with a closed mnd. It also describes five
tel epat hi ¢ defenses, which can help prevent such attacks from succeedi ng.

Lastly, it explains what happens when these opposing powers cl ash.

Tel epathic Attack Mbdes

There are five attack nodes: mnd thrust, ego whip, id insinuation, psychic
crush, and psionic blast (see Chapter 7, "Telepathy," for a conplete description
of each). Against a nmind that is open to contact, each of these powers has
specific effects. For exanple, ego whip can nmake a character feel so worthless
that he suffers a penalty to all of this die rolls. None of these effects occur

unl ess the subject's nind is open to contact, however. |If the subject's mindis
cl osed, an attack node only serves to erode his resistance. |If he is repeatedly
struck with an attack node, his mind can be forced to open, and contact will be

establ i shed (see "Tangents" below for details).

Learning Attack Mbdes: A psionicist |earns attack nodes in the sane way he
| earns ot her powers. The character nust first have access to the tel epathy
di scipline. Then he nmust allot one of his devotion slots to the power (only
psionic blast is a science). A character could devote hinself conpletely to
|l earning the attack nodes, and know all five by 2nd level. O he could learn
dozens of telepathic powers without ever picking up a single attack node. This
is the player's option.

The One-Two Punch: Attack nodes differ from nost other psionic powers in one
key regard: a character using an attack node gets one bonus attack with that
power each round (an attack node packs a one-two punch). The player rolls two
power checks. Each of these rolls constitutes a separate attack and, if opposed,
is conducted as a separate psychic contest. Both attacks nust be directed
against the sane target. The initial cost of an attack node includes this double
att ack.

Tel epat hi ¢ Def ense Mddes

A character with psionic powers is not defensel ess against tel epathic attack
nodes. Five tel epathic powers, known as defense nbdes, help protect characters
fromunwanted contact. These powers are nmind bl ank, thought shield, nenta
barrier, intellect fortress, and tower of iron will (see Chapter 7 for a
description of each). Although these powers belong to the tel epathy discipline,
they are common to all mnenbers of the psionicist class. Psionicists devel op
these powers naturally as they gain experience |evels, regardl ess of whether they
have access to the telepathy discipline (see "Defense Mddes" in Chapter 1 for an
expl anati on) .

When a character activates a tel epathic defense node, it becones effective
at the beginning of the round. The character conducts a psychic contest agai nst
every attack node comng his way (the initial cost of the defense node covers al
attacks in the round). At any point during the round, if he rolls a nunber he
likes, he can keep it for the rest of the round. Defense nodes have no effect
agai nst any psionic powers other than attack nodes.

Attack Modifiers

Each attack node is nore effective agai nst sonme defense nodes than others,
and vice versa. This is represented by nodifiers which apply to the attacker's
power score. Table 14 lists these nodifiers.

Tabl e 14: ATTACK VS. DEFENSE MODES

M nd Thought Ment al Intellect Tower of
Bl ank Shield Barrier Fortress lron WII
M nd Thr ust +5 -2 -4 -4 -5

Ego Whip +5 0 -3 -4 -3



Id insinuation -3 +2 +4 -1 -3
Psychi ¢ Crush +1 -3 -1 -3 -4
Psi oni ¢ Bl ast +2 +3 0 -1 -2

When an attack node clashes with a defense npde, cross-index the attack with
the defense on Table 14. The resulting nodifier is applied to the attacker's
power score. Thus, positive nodifiers are bonuses and negative nodifiers are
penal ti es.

Tangent s

Each tinme an attack node overcones a defense node (or an attack node
succeeds agai nst someone who was not using a defense node), the attacker has
established a partial contact called a tangent. Three tangents equal full
contact. Thus, establishing contact with soneone's mnd through conbat requires
three successful attacks (in common parlance, a single tangent is often called
"one-finger contact" and two tangents "two-finger contact"). Renenber that an
attack node allows two attacks per round, so it is possible to establish two
tangents per round.

A tangent has no direct effects in and of itself, no matter which attack
node helps to establish it. It is only a "foot in the door." Wen the door is
open - i.e., when three tangents have succeeded - full contact is established.
This contact is the sane condition that is achi eved when the contact power is
used successfully against a nonpsionicist (in other words, the three effective
attacks sinply take the place of one successful use of contact). The tangents no
| onger apply when contact is established (that's why there's no such thing as
"three-finger contact").

When full contact is established, the attacker can nmake no nore attacks
agai nst the defender that round. |In the next round, he can use any tel epathic
power agai nst the defender that he chooses - provided he's within range and pays
the power cost, of course. Having contact does not nake the use of another
tel epathic power automatic; it only makes it possible. Still, the subject is
i ncredi bly vul nerabl e once contacted. H s only neans of protection is an
overwhel m ng counterattack (probably a nontel epathic attack) or ejection, which
is quite risky. A contacted m nd can be doni nated, m ndw ped, affected by any
nunber of other telepathic devotions, or crippled by another assault.

Mai nt ai ni ng Tangents: Mai ntaining tangents (one or two) costs 1 PSP per
round. A psionicist can maintain tangents with only one nmnd at any tine. He
can maintain full contact with any nunber of m nds, however. A tangent is broken
only when 1) the attacker voluntarily breaks it by sinply announcing he is doing
so; 2) the attacker fails to pay the maintenance cost of 1 PSP per round; 3) the
attacker uses an attack node against a different target, or; 4) the attacker is
i ncapaci t at ed.

O her Consi der ati ons

Line of Sight: Unless the description states otherw se, psionicists require
a line of sight to their target when using a psionic power. Cairsentient powers
are an obvi ous exception, as are nany of the telepathic powers which |ist power
score nodifiers for targets which are outside the psionicist's field of vision.

Touch Attacks: Psionic powers with a range of "touch" can be used in conbat,
but they require a physical attack roll in addition to a power check to succeed.

PSPs and Unconsci ousness: PSPs are an inherent energy in the psionicist; if
a psionicist is knocked unconscious in conbat (or for any reason), he does not
| ose any PSPs. O course, he may not expend any PSPs while unconscious, either.

Conmbat Cards

The use of conbat cards is optional, but strongly reconmended.
A conbat card is a 3" x5' index card (or sonething simlar) listing
pertinent information for one psionic power. Each player nmakes one card for each



power his character knows. Pertinent information includes the power score,
initial cost and nmi ntenance cost, range, preparation time, area of effect, and a
brief description of the power's effect.

Conbat cards serve three purposes. First, they're a handy reference
collection - a sort of "psionic spellbook” for a character. Second, they help
speed up the gane when psionic powers are used during conbat. And third, they
make psychic contests nore equitable.

If a character intends to use a psionic power during conbat, the player
t hunbs t hrough his conbat cards until he finds the card for that power. Then he
pl aces the card in front of him face down on the table. Wen the power takes
effect, he flips the card face up. This way, if two psionicists do battle,
nei t her psionicist can detect what his opponent is doing before he chooses his
own action. |If a character maintains a power fromround to round, the card
remai ns face up on the table as a reni nder.

Conmbat cards can al so be used to hide psionic activity from other players.
When a psionic power is put into use, the player can select the conbat card and
show it to the DMonly, instead of announcing al oud sonething that he may not
want everyone to know.

Under st andi ng Power Descri ptions

Statistics. Each power in Chapters 3 through 8 begins with the follow ng termns:
Power Score. This nunber or less nust be rolled on a d20 whenever a character
makes a power check (see Chapter 1). A character always nakes a power check when
attenpting to activate a power.

Initial Cost. The nunber of PSPs expended when the power is first used. If a
character fails his power check, he nust expend half this many PSPs. Sone
telepathic powers list "contact" as their initial cost. That means the contact
power nust be established before these powers can be used (see "Contact" in
Chapter 7).

Mai nt enance Cost. The nunber of PSPs expended per round (unless another tine
period is stated) to keep a power operating fromthe previous round. Maintaining
a power does not require a new power check. If no naintenance cost is listed
then the power cannot be nmintained (a character could reactivate it round after
round, however, nmaking a new power check each tine).

Range. The naxi mum distance from the psionicist (psionics user) at which the

power can have an effect. "Touch" neans the psionicist nust touch the target.
Preparation Tinme. How many rounds a character mnust spend preparing to use a
power, before he can actually try to use it. For example, if a power has a
preparation tinme of "1," the character nust spend one full round preparing (he
can't initiate other powers during that round, but he can still maintain them
After one round of preparation - i.e., in round nunber two - he can nake a power
check. If that check fails (or is delayed), the character can try to use the

power again in round three. A power that has been prepared can be held ready for
just one round; if it isn't used after that, preparation tine is wasted (no PSP
cost).

Area of Effect. The physical area or nunber of beings which the power affects

"Personal " nmeans the power only affects the psionicist.

Prerequisites. Other sciences or devotions which a character nust know before he
can use this power.

Optional Results. Each power description ends with a section marked "Power Score"
and anot her marked "20." The forner describes what happens if a player rolls his
character's power score exactly when making a power check. The latter describes
what happens when the player rolls a natural 20 when making a power check. Both
results are optional. DVMs can use these results - or devise sonething simlar -
to add spice and a small element of risk to psionics.

Psi oni ci sts. The power descriptions in this book are witten with psionicists in
m nd. Psionic creatures and wild talents often use these powers too - just as
psi oni ci sts do.



Chapter 3: Clairsentience

Cl airsenti ent Sciences

Aura Si ght
Power Scor e: Ws -5
Initial Cost: 9
Mai nt enance Cost: 9/ round
Range: 50 yds.
Preparation Tine: 0
Area of Effect: per sona
Prerequi sites: none
An aura is a glowing halo or envelope of colored light which surrounds all
living things. It is invisible to the naked eye. A creature's aura reflects
both its alignnent and its experience |evel
When a psionicist uses this power, he can see auras. Interpreting an aura
requires sone concentration, however. Wth each wuse of this power, the

psionicist can learn only one piece of information-either the subject's alignnment
or experience |evel, but not both simnultaneously.

A psionicist can examne up to two auras per round (he nust be able to see
bot h subjects). Alternately, he can exam ne the sane aura twice, to verify his
first inpression with a second reading or to pick up remaining information. In
any case, the psionicist nust make a new power check each time he attenpts to
interpret an aura.

The psionicist can be reasonably discreet when he uses this power. He
doesn't have to poke at the subject or give himthe hairy eyeball. However, he
does need to gaze at the subject intently. Since the range of this power is the
range of vision, the psionicist can go unnoticed by maintaining his distance. |If
he tries to sense auras on the people he is conversing with, they certainly wll
notice that he is staring and probably will be unconfortable.

The level of the character being analyzed affects the psionicist's power
check. The higher the subject's experience level, the tougher it is to interpret
the subject's aura. This translates into a -1 penalty for every three |evels of
the subject, rounded down. For exanple, a psionicist reading the aura of an 8th
| evel character would suffer a -2 penalty.

If the die roll for the power check is a 1, the psionicist's reading is
i nconplete or slightly incorrect. For exanple, the psionicist may learn only the
chaotic portion of a chaotic neutral alignnent. O he my interpret the
character's level wth an error of one or two |evels.

Power Score - The psionicist can exam ne up to four auras per round instead
of two.

20 - The initiator can't use this power again for 24 hours.

Cl ai r audi ence

Power Scor e: Ws -3
Initial Cost: 6
Mai nt enance Cost: 4/ r ound
Range: unlinited
Preparation Tine: 0
Area of Effect: speci al
Prerequi sites: none
C airaudience allows the user to hear sounds from a distant area. The
psioni ci st picks a spot anywhere within range. He then can hear everything that
he would be able to hear normally if he were standing in that spot. If the
psi oni ci st has enhanced senses, the senses apply to clairaudi ence as well.
The farther the "listening spot” is fromthe psionicist, the nore difficult

it is to use this power. The table bel ow gives specifics.



Range Power Score Mbdifier

100 yards 0
1, 000 yards -2
10 mles -4
100 mles -6
1,000 mles -8
10,000 mil es -10
I nt er pl anet ar y* -12

* Players with the SPELLJAMVERD boxed set should note that clairaudi ence works
only within a given crystal sphere or plane.

Usi ng clairaudience does not screen out background noise around the
psi oni ci st. If something in his own neighborhood is raising a racket, he may
have trouble hearing what is happening sonmewhere el se. d ai raudi ence al so does
not give the psionicist the ability to understand a foreign or alien |anguage,
nor does it help him interpret sounds. For example, if the psionicist hears
furniture scraping across the floor, he can only guess whether it's a chair or
something else - just as if he heard it while blindfol ded.

Power Score - The psionicist automatically gains clairvoyance of the area as
wel | .

20 - The psionicist is deaf for 1d12 hours.

Cl ai rvoyance

Power Scor e: Ws -4
Initial Cost: 7
Mai nt enance Cost: 4/ r ound
Range: unlinited
Preparation Tine: 0
Area of Effect: speci al
Prerequi sites: none
C airvoyance allows the user to see images from a distant area. The

psionicist picks a view ng spot anywhere within range. He can then see anything
that he could nornmally see if he were standing in that spot. Hs field of vision
is no wider than usual, but he can scan the area by turning his head.

Cl airvoyance does not replace the character's normal eyesight. The
psionicist can still "see" what is actually before him but the distant scene is
superi nmposed. For this reason, nost clairvoyants close their eyes to avoid the
confusi on of images.

The nore distant the viewed area is, the nore difficult it is to use
cl ai rvoyance. The table bel ow shows how the range to a viewed area can dimnish
the psionicist's power score.

Range Power Score Modifier
100 yards 0

1, 000 yards -2

10 mles -4

100 m |l es -6

1,000 ml es -8
10,000 m |l es -10

i nterpl anetary* -12

* Players with the SPELLJAMMERD boxed set should note that clairvoyance works
only within a given crystal sphere or plane.

d ai rvoyance does nothing to enhance the character's vision. Unl ess sone
other power or nagic is at work, he still cannot see objects that are invisible,
hi dden in shadow, or behind other objects. This power also provides no sound, so
the character actually sees a kind of silent novie (wthout subtitles, of
course).

Once the viewing spot is chosen, it is fixed in space. To enjoy the view



from another |ocation, the psionicist nmust use this power another tinme, and nake
a new power check

The psionicist's clairvoyant presence is undetectable by normal neans. It
cannot be dispelled, repelled, or kept away by any form of nmgic.

Power Score - The psionicist autonmatically gains clairaudi ence, too, for the
duration of the clairvoyant vision.

20 - The psionicist is blind for 1d4 hours.

hj ect Readi ng

Power Scor e: Ws -5
Initial Cost: 16
Mai nt enance Cost: na
Range: 0
Preparation Tine: 1
Area of Effect: t ouch
Prerequisites: none

bject reading is the ability to detect psychic inpressions left on an
object by its previous owner, including his race, sex, age, and alignment. The
power can also reveal how the owner cane to possess the item as well as how he
lost it. The ampunt of information gained depends on the result of the power
check. If the psionicist's power check is successful, he learns the information

listed beside that result in the table below, plus all the information listed
above it.

Power Check
Resul t I nformati on Gai ned
1-2 Last owner's race
3 Last owner's sex
4 Last owner's age
5 Last owner's alignment
6-7 How | ast owner gained and | ost item
8+ All this information about all owners

An object can be read only once per experience |evel of the psionicist;
additional readings at that |evel reveal no additional information. When the
clairvoyant gains a new experience level, he can try reading the sane object
again, even if his object reading score has not changed.

Power Score - The psionicist automatically learns all information on the
tabl e above.

20 - The psionicist becones obsessed with the object; he strives to keep it
until he can attenpt to read it again.

Precognition

Power Scor e: Ws -5
Initial Cost: 24

Mai nt enance Cost: na
Range: 0
Preparation Tine: 5

Area of Effect: na
Prerequi sites: none

Precognition enables the psionicist to foresee the probable outconme of a
course of action. This foresight is limted to the near future-no nore than
several hours from the tine he uses the power. Furthernore, the character nust
describe the intended course of action in sone detail in order to establish the
course of events.

The DM makes the power check secretly. If the check fails, the character
gains no information. If the roll is 20 exactly, the character sees hinself
nmeeting his own death in a particularly nasty and grisly way and nust nake a
saving throw vs. petrification. If the character fails the save, he is so

compl etely shaken up by the vision that all his psionic power scores are reduced
by three for 1d6 hours.



If the power check succeeds, the character sees the nost likely outconme of
the actions described. The DM has sone liberty in describing the scene and
shoul d use the d20 roll as a guide to how nuch detail to include. H gh rolls get
nore detail.

Even when it's successful, precognition offers no guarantees. The
psi oni ci st sees only one possible (albeit likely) outcone to a specific course of
action. If the characters involved deviate from the actions the psionicist
describes, then they are changing the conditions and the lines of tinme, thereby
maki ng other outcones nore likely. Die rolls (particularly for surprise,
initiative, and norrmal conbat) also play a large part in a precoghition's
i naccur acy. The DM cannot be expected to engineer die rolls to the players

advantage, and even events with 95% certainty fail to occur 5% of the tine.
Anyone who relies on precognition to the exclusion of caution and conmon sense is
asking for trouble.

Precognition is tiring. Regardl ess of the outcone, a psionicist who has
used this power nust rest for at least one turn before he can use any other
clairsentient powers (the use of other disciplines is not affected).

Power Score - The psionicist's player may reroll three die rolls to maintain
the precognition's validity.

20 - See above. (Not an optional result.)

Sensitivity to Psychic |npressions

Power Scor e: Ws -4
Initial Cost: 12
Mai nt enance Cost: 2/ round
Range: 0
Preparation Tine: 2
Area of Effect: 20-yard radi us
Prerequisites: none
Wth this power, a psionicist gains a sense of history. He perceives the
residue of powerful enotions which were experienced in a given area. These

i npressions offer hima picture of the |location's past.

Battles and betrayals, marriages and nurders, childbirth and great pain -
only events which elicited strong enotional or psychic energy |eave their
i npression on an area. Everyday occurrences |eave no residue for the psionicist
to detect.

To determine how far into the past a psionicist can delve, divide the result
of his power check by two and round up. This is the nunmber of strong events
whi ch he can sense. Only one event can be noted per round, however, beginning
with the nost recent and proceedi ng backward t hrough ti ne.

The character's understandi ng of these events is vague and shadowy, as if he
were viewing a dream The dom nant enotion involved-anger, hate, fear, |ove,
etc.- comes through very clearly.

Power Score - The character gains an unusually clear understanding of each
event .

20 - An angry ghost cones forward and attenpts to use nmagic jar against the
psi oni ci st.

Cl airsenti ent Devoti ons

Al l - Round Vi si on

Power Scor e: Ws -3
Initial Cost: 6

Mai nt enance Cost: 4/ r ound
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisites: none

This power gives the psionicist "eyes in the back of his head"--and in the
sides and top, as well. (OF course, this is figurative; he does not literally



sprout eyeballs.) In effect, the character can see in all directions

si mul t aneousl y. Besides its obvious application when conbined wth the
cl ai rvoyance power, all-round vision prevents anyone from sneaking up on the
character without sone sort of conceal nent. On the down side, the psionicist
suffers a -4 penalty against all gaze attacks while using this power.

Power Score - Infravision is also gained.

20 - The psionicist is blind for 1d4 hours.

Conmbat M nd

Power Scor e: Int -4
Initial Cost: 5

Mai nt enance Cost: 4/ r ound
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisites: none

A character using this power has an unusually keen understanding of his
enemes and their fighting tactics. As a result, the psionicist's side in conbat
gains a -1 bonus when making initiative die rolls. This is cunulative with any
other nodifiers which may apply.

Power Score - The psionicist (but not his conpanions) also gains a +1 AC
bonus.

20 - The psionicist and his conpanions suffer a +1 initiative penalty.

Danger Sense

Power Scor e: Ws -3
Initial Cost: 4
Mai nt enance Cost: 3/turn
Range: speci al
Preparation Tine: 0
Area of Effect: 10 yards
Prerequisite: none

When using danger sense, a psionicist wll experience a slight tingling
sensation at the back of his neck when a hazard or threat is near. The DM nust
make a successful power check on the psionicist's behalf before the character
detects the danger. This power does not give the psionicist any specific
i nformati on about the type of danger. He does not learn how or when it wll

strike. However, he does learn the general direction of the threat (i.e., to the
right, left, ahead, or behind).

The character's power check results determ ne how nmuch warning he gets. |If
the roll is 12 or nore, he knows whether danger is lurking anywhere in the
i mredi ate area. If the roll is-8 or nore, he enjoys a full round of warning
before that danger strikes. If the roll is 7 or less, however, the psionicist
isn"t alerted until nonents before danger strikes. |If the roll is 1 exactly, he
still has several nonents' warning but the direction is off; e.g., if the attack

is comng fromthe left, he thinks it is coming from ahead, behind, or the right
(DM s option).

If the psionicist and his conpanions have enough warning, they can do
sonething to prepare-getting into defensive positions, preparing spells, or
runni ng away, for exanple. If they have less than one round of warning, the DM
must deci de how nuch preparation is possible. 1In any case, they always gain a +2
bonus on their own surprise rolls.

Power Score - The psionicist |earns how far away the danger is.

20 - The psionicist cannot sense danger successfully for 1d6 hours.

Feel Light

Power Scor e: Ws -3
Initial Cost: 7

Mai nt enance Cost: 5/ round

Range: 0



Preparation Tine: 0

Area of Effect: speci al
Prerequisites: none

This extrasensory power allows the psionicist to experience |ight through
tactile sensations (by touch). Hs entire body becones a receiver for |ight
waves. In effect, his body replaces his eyes; he can see what his eyes would
normal ly reveal. (H's field of vision does not change.) This power does not
allow himto see in the dark, since there nmust be light for himto feel. Nor

does it counter magical darkness, which actually destroys or blocks |ight waves
The character gains a +4 bonus when savi ng agai nst gaze attacks.

Power Score - The character can feel light in all directions.

20 - The psionicist beconmes overly sensitive to light for 1d10 rounds.
Exposure to light causes 1 point of danage per round, and the character cannot
see.

Feel Sound

Power Scor e: Ws -3
Initial Cost: 5
Mai nt enance Cost: 3/ round
Range: 0
Preparation Tine: 0
Area of Effect: speci al
Prerequi sites: none
This power is alnpst identical to feeling light, but it makes the
psionicist's body sensitive to sound. It allows himto continue hearing when his
ears are disabl ed. This power does not detect sound where there is none,

however, nor is it effective inside magical silence. The psionicist gains a +2
bonus agai nst sonic attacks or effects, including a siren's song.

Power Score - The psionicist can detect noise like a thief of the sane
experience |evel.
20 - For 1d4 rounds, any sound causes 1 point of danage per round and is
gar bl ed.
Hear Light
Power Scor e: Ws -3
Initial Cost: 6
Mai nt enance Cost: 3/ round
Range: 0
Preparation Tine: 0
Area of Effect: speci al
Prerequi sites: none
This extrasensory power resenbles "feel light:" but it relies on the
character's hearing rather than his sense of touch. A character who has been

blinded, either artificially, naturally, or by an injury, can "see" wth his
ears. Any light waves which reach himare converted to sound, and he "hears" the

i mage. The image his mind perceives is just like an inmage offered by norma
sight, and the character suffers no penalties for anything requiring vision.
Power Score - The psionicist can "hear" in the dark, as if he had

i nfravi sion.
20 - Bright light causes deafness, and all other light is just a buzz.

Know Di recti on

Power Scor e: I nt
Initial Cost: 1

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequi sites: none

The psionicist becones his own conpass. By paying 1 PSP and meking a



successful power check, he knows which way is north.

Power Score - The power is automatically maintained for one day.

20 - The psionicist is disoriented; he cannot use this power again for 1d6
hours.

Know Locati on

Power Scor e: I nt
Initial Cost: 10

Mai nt enance Cost: na
Range: 0
Preparation Tine: 5

Area of Effect: per sona
Prerequisites: none

This power is wuseful to characters who frequently travel by using
tel eportation, gates, or via other planes of existence. Wen it works, the power
reveal s general information about the character's |ocation. The information is
usually no nore detailed than the response of a sinple farmer when asked, "Were
am | ?" Typical answers include "a few nmles southwest of Witerdeep... as the
crow flies," "in the house of Kilgore the taxidermst," or "adrift on the Bl ood
Sea."

The higher the result of the power check, the nore precise the |location wll
be. If the die roll is 8 or nore, the location is specified within a nmle or
less. If the roll is 7 or less, the location is specified within 10 mles.

The character can get additional information that is |less specific than the
initial answer if his player asks for it (the psionicist does not nake another
power check). For exanmple, if the DV5S first response is "you're in the house of
Kil gore the Taxidermst,” the player might then ask where the house is. The DM
m ght answer by saying Kilgore's house is in Chendl, in the Kingdom of Furyondy.

Power Score - The psionicist |learns the exact location he's trying to
det er m ne.

20 - Nothing within 100 mles can be located with this power for 24 hours.

Poi son Sense

Power Scor e: W's

Initial Cost: 1

Mai nt enance Cost: na

Range: 0

Preparation Tine: 0

Area of Effect: 1-yard radius
Prerequi sites: none

This power enables a psionicist to detect the presence of poison and
identify its location within 1 yard of his body (or his presence, if he is using
cl airvoyance or traveling astrally). The type of poison is not revealed, only
its presence. Any poison, including aninal venom can be detected.

Power Score - The psionicist determ nes the exact type of poison.

20 - If poison exists, the sense of it nentally overwhel ns the psionicist.
The effects match those of actual exposure to the poison

Radi al Navi gati on

Power Scor e: Int -3
Initial Cost: 4
Mai nt enance Cost: 7/ hour
Range: 0
Preparation Tine: 0
Area of Effect: per sona
Prerequisites: none
As long as this power is in use, the psionicist knows where he is in
relation to a fixed starting point. In other words, no matter how or where he
nmoves, he still knows the exact direction and distance to his starting point.

He cannot necessarily tell sonmeone how to get back to that starting point,



however . If he is in a nmaze or dungeon, for exanple, he may know the starting
point is 500 yards north, but he cannot retrace his steps through the maze

automatical ly. Radi al navigation does enhance his ability to do so, however.
Every tine the character cones to a decision point - e.g., "should I turn right
or left?" - the DM nakes a power check for him If the check succeeds, the
character knows which way he cane. If the roll fails, he isn't sure. (He can
still maintain the power normally, however.)

Radi al navigation can be hel pful in several ways that are not obvious. For
exanpl e, teleportation and other extraordinary neans of travel becone sinpler.
Let's say a character cannot see a particular |ocation because he's blindfol ded.
He | eaves that |ocation, but uses radial navigation to get a fix on it. That
means he can still teleport back there. Furthernmore, if the character has a fix
on a place, he can reach it through the astral plane in just seven hours, the
m ni nrum possible (assumng of course that he can travel through the astral

pl ane). And he can reach the sanme location by dinmension walking (see the
psychoportation discipline) with no chance of getting |ost. Radi al navi gation
can aid in telepathy, too. If the psionicist wants to make tel epathic contact,

and he has a fix on the target's location, he doesn't suffer the usual penalties
for range.

If the character stops nmaintaining this power, he loses his fix on the
| ocation. He can get it back by resuming this power and nmaking a successful
power check within six hours. After six hours, the location is |ost. Only one
| ocation can be fixed at a time unless the character pays the nmaintenance cost
i ndividually for each

Power Score - The psionicist can automatically retrace his steps to the
starting point.

20 - The psionicist forgets where he is for 1d4 rounds.

See Sound

Power Scor e: Ws -3

Initial Cost: 6

Mai nt enance Cost: 3/ round
Range: speci al
Preparation Tine: 0

Area of Effect: per sona
Prerequi sites: none

This power enables a character to perceive sound waves visually - with his
eyes - by converting the sound waves to light inpulses (it works in much the sane

way as feel light). Only a character who can see nornmally can use this power.
The psionicist can see sound even in darkness, because sound waves do not require
light. The character can still be "blinded" by silence, however.

Power Score - The psionicist can maintain this power for 1 PSP per round.
20 - Loud sounds cause "blindness", and all other sounds are as disturbing
as bright lights.

Spirit Sense

Power Scor e: Ws -3
Initial Cost: 10
Mai nt enance Cost: na
Range: 0
Preparation Tine: 0
Area of Effect: 15-yard radius
Prerequisites: none

Using this power allows the psionicist to sense the presence of "spirits"
within 15 yards - nmeaning ghosts, banshees, waiths, haunts, heucuvas, and
revenants. If a spirit frequently haunts the location at hand, the psionicist
will know it. He will also know when a spirit is within 15 yards, but he won't
be able to pinpoint its |ocation.

Power Score - The psionicist knows the exact |ocation of the spirits he
senses.

20 - The psionicist has aggravated the spirits (DM determ nes exact result).



Chapter 4: Psychoki nesis

Psychoki neti c Sci ences

Create (bject

Power Scor e: Int -4
Initial Cost: 16

Mai nt enance Cost: 3/ round
Range: 20 yards
Preparation Tine: 0

Area of Effect: speci al
Prerequi sites: t el eki nesi s

A psionicist with this power can assenble matter fromair and the
surrounding area to create a solid object. This object remains in existence as
| ong as the psionicist pays the power's nai ntenance cost. Wen he stops
mai ntaining it, the object breaks into its constituent parts.

An object created this way can have any shape, color, and texture the
psionicist desires, provided it fulfills at |east one of the foll ow ng
condi ti ons:

Fits entirely within a sphere no nore than 4 feet in dianeter.

Fits entirely within a cylinder no nore than 20 feet long and 1 foot in
di aneter.

Fits entirely within a cylinder no nore than 2 feet high and 6 feet in
di aneter.

Wei ghs no nore than 10 pounds.

Only available materials within 20 yards of the psionicist can be used in
the construction. However, these materials can be rearranged or restructured if
the psionicist also has the power of nolecul ar rearrangenent. By conbining these
two powers, he could manufacture dianonds fromcoal dust or a sword fromrocks
containing iron ore.

If the power check result is a 1, the itemcontains a flaw - e.g., a sword
breaks when struck, a dianond contains inpurities obvious to a jeweler, and so
on.

Power Score - The object is permanent. No cost is expended to maintain it.

20 - The power backfires, and a personal belonging (chosen randon y)

di si nt egr at es.

Det onat e

Power Scor e: Con -3

Initial Cost: 18

Mai nt enance Cost: na

Range: 60 yards

Preparation Tine: 0

Area of Effect: one item 8 cu. ft.
Prerequisites: t el eki nesis, nol ecular agitation

Some psionicists can nmake a bush sel f-destruct, or cause a zonbie to
expl ode. Wth the detonate power, |atent energy inside plants or inaninmate
obj ects can be harnessed, focused, and rel eased expl osively. The power even
wor ks agai nst ani nat ed undead (skel etons and zonbies). It does not affect
noncor poreal undead, such as ghosts, because they aren't material. Furthernore,
the science has no effect on animals of any sort, including intelligent creatures
such as humans, or undead with free wll

The detonation inflicts 1d10 points of damage upon all vul nerabl e objects
whi ch the psionicist chooses to attack, within 10 feet. A saving throw vs.



breat h weapon reduces damage to half. To deternine what percentage of the object
was destroyed, nultiply the result of the psionicist's power check by 10. |If the
product is 100 or nore - i.e., 100%or nore - the target has been conpletely
destroyed. Anything | ess nmeans a few significant chunks renain.

No nore than 8 cubic feet of material can be destroyed with this power. A
portion of a wall can be blown out, for exanple, but if the wall is 10 inches
t hi ck, an openi ng about 3 feet square will appear.

Power Score - Damamge and range double, to 2d10 points and 20 feet,
respectively.

20 - The air surrounding the initiator detonates; everyone within 10 feet of
himis attacked.

D sintegrate

Power Score: Ws -4

Initial Cost: 40

Mai nt enance Cost: na

Range: 50 yards
Preparation Tine: 0

Area of Effect: one item 8 cu. ft.
Prerequisites: tel eki nesis, soften

The disintegrate science reduces an itemor creature to m croscopic pieces
and scatters them Anything is vulnerable unless it is protected by nagica
shi el ding such as a mnor or regular globe of invulnerability or by an inerti al
barrier. The psionicist chooses his target, but he can disintegrate no nore than
8 cubic feet of naterial with one use of this power.

If the target is an inanimte object, it must save vs. disintegration

success nmeans it is unaffected. |If the target is a living creature, character

or an undead creature with free will, it nust nake a saving throw vs. death
magic. If it succeeds, the creature feels only a slight tingle, but is otherw se
unaffected. |If the save fails, the creature is disintegrated (or 8 cubic feet

right out of its center, which should be enough to kill nost anything).

Power Score - The power affects 16 cubic feet and saves are made with a -5
penal ty.

20 - The power backfires and it affects the initiator (save with +5 bonus).

Mol ecul ar Rearr angenent

Power Scor e: Int -5

Initial Cost: 20

Mai nt enance Cost: 10 per hour

Range: 2 yards

Preparation Tine: 2 hours

Area of Effect: one item

Prerequi site: t el eki nesi s, nol ecul ar mani pul ati on

Mol ecul ar rearrangenent is the psionic equivalent of alchemy. By toying
with an object's nol ecular structure, the psionicist can change its fundanenta
nature or properties. This power cannot create matter or mass from not hing,
however. Nor can it change a material's state fromliquid to solid, gas to
liquid, and so on. It is best suited to converting one sort of elenent into
another, but it can also be used for nore conplex operations - neutralizing a
poi son, for exanple.

Converting one elenent to another is usually a sinple operation, in which
one ounce of material can be changed each hour. Typical conversions of this type
include steel to lead, or any nmetal to gold. Mre conplex rearrangement, |ike
changing a netal to glass or changing a wooden goblet to a ruby gobl et, takes
four tines |onger.

The creation of gold coins fromother netals is possible, but it's no way to
get rich quick. At the rate of one ounce per hour, it would take 16 hours -
about two work days - to change 10 copper pieces into 10 gold pieces, for a net
profit of 9 gold pieces.

Mol ecul ar rearrangenent is often used to create superior weapons. A
psionically tenpered weapon nmay receive a +1 on damage rolls (see "Wapon



Quality" in Chapter 6 of the DM3. The process is time-consuning, however. For
exanpl e, a typical short sword takes at |east 40 hours to tenper psionically.
(The average short sword wei ghs 3 pounds, or 48 ounces, nost of which is the

bl ade.) A psionically tenpered weapon does not automatically offer a +1 attack-
roll bonus. 1In order to receive that bonus, the psionicist nmust 1) have the
weaponsmi t hi ng proficiency and 2) nake a successful proficiency check when he
fashi ons the weapon

The psionicist nmakes his power check when the process is conplete. |If it
fails, he did not waste all his effort. The difference between the character's
die roll and his power score, multiplied by 10, equals the percentage of work
whi ch nmust be redone.

If the roll is 1, the item seens perfect but contains a hidden flaw which
will cause it to break, or fail, or sinply ook wong when it is put to use (the
ruby gobl et m ght |eak, for exanple, or the sword m ght contain a soft portion
whi ch causes it to bend).

This power has no effect against living creatures wei ghing nore than one
ounce. Creatures weighing one ounce or less are killed if their nolecules are
rearranged.

Power Score - The new material is extraordinary (DM s arbitration).

20 - The itemis seriously flawed and utterly usel ess.

Proj ect Force

Power Scor e: Con -2
Initial Cost: 10

Mai nt enance Cost: na

Range: 200 yards
Preparation Tine: 0

Area of Effect: na
Prerequisites: t el eki nesi s

Some psioni ci sts can push, shove, and otherw se bully an opponent from afar.
Project force allows the psionicist to focus a psychokinetic "punch" against a
target up to 200 yards away.

If used offensively, this punch causes damage equal to 1d6 points plus the
target's arnor class (negative arnor classes reduce the danage). For exanple, a
target with arnmor class 5 would suffer 6 to 11 points of damage (1 to 6 points,
plus 5). A successful save vs. breath weapon reduces the damage by hal f.

This rather unsubtle blow can al so be used to trigger traps, throw | evers,
open doors (if they aren't |ocked or |atched), break w ndows, and the |ike.

Power Score - The bl ow al so knocks down the target if it is roughly nan-
sized or smaller.

20 - The blow strikes the initiator.

Tel eki nesi s

Power Scor e: Ws -3
Initial Cost: 3+

Mai nt enance Cost: 1+/ round
Range: 30 yards
Preparation Tine: 0

Area of Effect: single item
Prerequisite: none

Tel ekinesis, or "TK"' for short, is the ability to nove objects through space
wi t hout touching them Al telekinetic efforts tend to be physically taxing,
because they involve real work. Myving small, light objects is relatively easy.
As the objects becone nore nmassive, the task becones significantly nore
difficult.

The costs above (3 PSPs initially and 1 per round of maintenance) assune
that the object being noved wei ghs 3 pounds or |ess. For heavier objects, these
rul es apply:

. The initial cost equals the object's weight in pounds.
. The mai ntenance cost is half the initial cost, rounded down.



. The character's power score is decreased by one-third of the object's weight

i n pounds, rounded down.

For exanmple, to telekinetically snatch a 15-pound battle axe froma rack, a
psionici st nmust pay 15 PSPs and make a power check with a -5 nodifier to his
score.

A psionicist using TK can nove an object up to 60 feet per round. The
obj ect can serve as a weapon. In this case, the character attacks using his own
THACO score, with a penalty equaling the objects weight nodifier (one-third its
wei ght, rounded down).

Power Score - The character can |ift a second itemof equal or |esser weight
si mul taneously for the same cost.

20 - The psionicist "funbles" the item knocking it over, etc.

Psychoki neti c Devoti ons

Ani mat e Qbj ect

Power Scor e: Int -3

Initial Cost: 8

Mai nt enance Cost: 3/ round

Range: 50 yards
Preparation Tine: 0

Area of Effect: 1 object, 100 I bs.
Prerequisites: t el eki nesi s

I nani mat e obj ects can be "brought to life" with this devotion. The objects
are not actually alive, but they nove under the psionicist's control as if they
were. For exanple, chairs may wal k, trees may dance, and stones nmay waddl e
ar ound.

The obj ect being ani nated nust wei gh 100 pounds or less. The naterial being
animated affects the difficulty of the task; stronger or nore brittle materials
are harder to animate than weak or floppy nmaterials. Once animated, however, all
materi als becone flexible to sone extent.

Ability Score
Mat eri al Modi fi er
d ot h, paper 0
Li ve wood, dead ani nal -1
Dead wood -
WAt er -
Thi n net al -
Thi ck net al -5
St one -6

A WN

Fluid notion is not cormon. The aninated item noves nore |ike a puppet.
Its novenents are jerky and clunsy, and if the itemwas rigid to begin with, it
makes a | oud creaking, groaning, or grating sound. It can nove 60 feet per round
(nmovenent rate 6), in any direction chosen by the psionicist. It can attack as a
club with a THACO of 20.

Power Score - Animation is snmooth and lifelike.

20 - No additional effect.

Ani mat e Shadow

Power Scor e: Ws -3
Initial Cost: 7

Mai nt enance Cost: 3/ round
Range: 40 yards
Preparation Tine: 0

Area of Effect: 100 sq. ft.
Prerequi sites: none

Wth this devotion the psionicist can animate the shadow cast by anyone or



anything and nmake it seemto have life of its own. The shadow can even nove away
fromthe person or thing that cast it. It nust, however, renmain flatly cast
along a surf ace. It can never be nore than two-di nmensional.

An ani mat ed shadow can't really do anything other than startle or amnuse
someone. It cannot attack or disrupt a mage's concentration. In this regard, it
is simlar to a cantrip's effect. It can serve as a diversion by entertaining
someone or attracting a guard's attention

Power Score - The range increases to 100 yards.

20 - The shadow di sappears conpletely for one round.

Ballistic Attack

Power Scor e: Con -2
Initial Cost: 5
Mai nt enance Cost: na
Range: 30 yards
Preparation Tine: 0
Area of Effect: litem 1 1Ib.
Prerequisites: t el eki nesi s
Thi s power can make any psionicist a "David" when he's facing "Goliath."
It's a special variation of the telekinesis science. Instead of noving any

object relatively slowy, ballistic attack allows the character to hurl a snal
object at a target. The object, no nore than 1 pound in weight, can achi eve
deadly speeds. It nust be within sight of the psionicist and cannot be anchored
or attached to anything else. A rock is the nost conmon weapon.

The psionicist uses his regular THACO to determni ne whether he hits the
target. |If he succeeds, the mssile inflicts 1d6 points of damage (assum ng, of
course, that the character made a successful power check in the first place).

Power Score - Damage increases to 1d12.

20 - Ballistic boonerang. The psionicist beconmes the object's target.

Control Body

Power Scor e: Con -2
Initial Cost: 8
Mai nt enance Cost: 8/ round
Range: 80 yards
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequi sites: t el eki nesi s
This science all ows psychokinetic control of another person's body. In

effect, the victimbecones a narionette. He knows that soneone else is pulling
his strings, though, and he's probably mad as all get-out.
Before this science actually works, the psionicist nust engage in a psychic

contest, pitting his power score directly against the victins Strength. [|f the
victimwi ns the contest, he breaks free (the psionicist still pays the power
cost). In atie, the contest continues into the next round, provided the

psi oni cist maintains the power. The victimcan't do anything else during this
contest; all his effort is focused on retaining control of his own body.

If the power works, the psionicist has rudimentary control over the victins
linbs. He can nmake the victimstand up, sit down, walk, turn around, etc. The
body can be forced to attack physically, but with a -6 penalty on attack rolls
(using the victims own THACO . The victimcan't be forced to speak. |In fact,
he keeps control over his own voice and can say whatever he |ikes.

The victimnust stay within the 80-yard range or the psionicist's control is
broken automatically. |If the body is forced to do sonething obvi ously suicidal,
like wal king off a cliff or poking at a red dragon, the victimcan fight another
contest with the psionicist to regain control (the adrenaline rush of inm nent
danger gives himrenewed strength).

Power Score - The psionicist automatically wins the initial psychic contest.

20 - The psionicist suffers partial paralysis (an armor leg) for 1d10
turns.



Control Fl anes

Power Scor e: Ws -1
Initial Cost: 6

Mai nt enance Cost: 3/ round
Range: 40 yards
Preparation Tine: 0

Area of Effect: 10 sq. ft.
Prerequi sites: t el eki nesi s

By controlling flames, a psionicist can nake a norrmal fire bigger, snaller,
hotter, or colder. He can even make it nove around as if it were a |living
creature.

Afire's size can be increased by 100% or decreased by 50% |If the fire's
heat is increased, it causes double damage. |If its heat is reduced, the damage
is halved. This applies to flam ng torches, burning oil, and other normal fires,
but not to magical fires such as fireballs or burning hands.

An animated fire can nove up to 90 feet per round (MR 9). It can be shaped
like a person or an aninal, as long as it covers no nore than 10 square feet of
ground. If the fire noves away fromits fuel, it can survive for only one nore
round, then dies out.

An animated fire can also attack by engul fing an opponent. The psioni ci st
must rmake an attack roll using his regular THACO If successful, the attack
causes 1d6 points of danmge.

Power Score - Size can increase up to 200 % or decrease to 0% (the fire is
ext i ngui shed).

20 - The psionicist burns hinmself, suffering 1d4 points of danage.

Control Light

Power Scor e: I nt

Initial Cost: 12

Mai nt enance Cost: 4/ r ound
Range: 25 yards
Preparation Tine: 0

Area of Effect: 400 sq. ft.
Prerequisites: none

The psionicist can mani pulate existing light with this devotion. He cannot
create light fromdarkness, but he can create darkness fromlight. This power
can acconplish the follow ng, and anything else the DM al | ows:

. Deepen exi sting shadows, making theminky black. A thief hiding in this
shadow gets a 20% bonus on his ability roll

. Li ghten exi sting shadows, reducing a thief's hiding ability by 20%

. Brighten a light source until it hurts to look at it. This gives everyone
exposed to the light a -2 penalty on attack rolls.

. Dima light source so it resenbles twilight. This does not affect anyone's
attack rolls.

. Ext end shadows into areas that are otherwise well lit. Only an existing
shadow can be extended, but its size can be increased by 200% (i.e., its
size can be tripled).

. Extend light into areas that are otherwi se in shadow. Shadows can be

reduced in size by 50%
Power Score - The mai ntenance cost is reduced to 1 PSP per round.
20 - The effect is the opposite of what is desired, and mai ntenance fails.

Control Sound

Power Scor e: Int -5
Initial Cost: 5

Mai nt enance Cost : 2/ round
Range: 100 yards
Preparation Tine: 0

Area of Effect: na



Prerequi sites:

none

This power allows the psionicist to shape and alter existing sounds. As a
woman speaks, for exanple, the psionicist could change her words into a lion's

roar, or even into different words.
mar chi ng past a guard as falling rain.

O he could disguise the sound of 20 nen
Sounds can al so be | ayered-so that one

si ngi ng person sounds |like an entire choir, for exanple.
If the character's power check is a 1, sonething about the sound he's

altered isn't quite right, so it arouses suspicion

If he is trying to exactly

dupl i cate another voice, this fault occurs on a roll of 1 or 2.
This power can al so danpen a sound. The player nust specify which sound the

character intends to elimnate; the power has no area of effect.

For exampl e,

the psionicist mght quiet the sound of a hammer, muffle the words from soneone's

mout h, or elinminate the creaking of a door

He could not do all three

si mul t aneously, however.

Power Score -

The mai ntenance cost is reduced to 1 PSP per round.

20 - A loud boomerupts fromthe psionicist's |ocation.

Control Wnd
Power Score:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequi sites:

Con -4

16

10/ r ound
500 yards

2

1, 000 yards
t el eki nesi s

The psionicist can gain limted control over wi nd speed and direction with
this devotion. The speed of any existing wind can be increased or decreased by
10 miles per hour or 25% whichever is greater. The direction of the wind can
al so be changed by up to 90 degrees.

These changes are tenporary, lasting only as long as the psionicist pays the

mai nt enance cost.

The changes occur within nonments after he wills them and die

out in less than a mnute when he stops maintaining them

W nds above 19 miles per hour prevent anything smaller than a man or a
condor fromflying and inpose a -4 nodifier on mssile fire. They also whip up
waves on the sea and nake sailing difficult. Wnds gusting at over 32 mles per
hour cause minor danage to ships and buil dings. These gusts also kick up clouds
of dust, and prevent all but the largest creatures fromflying. Wnds over 55
m | es per hour prevent all flight, knock down trees and wooden buil di ngs, and
threaten to swanp ships. Wnds over 73 miles per hour are hurricane gales.

Power Score - The psionicist gains total direction control and can change
speeds by up to 25 nph or 50% whichever is greater.

20 - No additional effect.

Creat e Sound
Power Score:

Initial Cost:
Mai nt enance Cost :
Range:

Preparation Tine:
Area of Effect:
Prerequisites:

Int -7

8

3/ round

100 yards

0

na

tel eki nesis, control sound

Unli ke the control sound devotion, this power allows a psionicist to create

sound from sil ence.

of the sound.

That neans the psionicist can choose the source or |ocation
For exampl e, he can nmake rocks sing, weapons cast insults, and

trees sound as if a battle is occurring inside. The sound can be as soft as a

whi sper or as |loud as several people shouting in unison

Once the sound i s

created, the psionicist can control it w thout expending additional PSPs (other
t han normal mai nt enance).

If the die rol
quite true and rmay arouse suspicion in |isteners.

for the character's power check is a 1, the sound is not

If a specific human voice is

bei ng nminicked, this happens on a roll of 1 or 2.



Creat ed sounds cannot have any nagical effect. The psionicist nght
duplicate a banshee's wail, for exanple, but it cannot harm anyone.

Power Score - Sound volune can be up to that of a dragon's roar.

20 - A loud boomerupts near the initiator

Inertial Barrier

Power Scor e: Con -3
Initial Cost: 7

Mai nt enance Cost: 5/ round
Range: 0
Preparation Tine: 0

Area of Effect: 3-yard di am
Prerequisites: t el eki nesi s

The inertial barrier is a defense. The psionicist creates a barrier of
"elastic" air around hinself and anyone else within 3 yards. Like an unpoppabl e,
sem per neabl e bubble, this barrier helps soften nmssile blows and can shield
those inside frommnmany forns of damage.

Specifically, the barrier helps protect against the foll owi ng, by absorbing
some (or with luck all) of the potential danmage:

. Any nonmagi cal nissile weapon.

. Any physical nissile which was created with magic.

. Any missile with magical pluses.

. FI anes.

. Somre breath weapon attacks, depending on the nature of the breath.

. Acid. The barrier stops or slows the attack. This doesn't matter rnuch if
the acid cones from above, because it just drips on the characters.

. Gas. The barrier turns it aside, at |least partially (depending on the
defender's die roll), but after a turnit will eventually work its way
i nside and take full effect.

. Falling. A psionicist with an inertial barrier in place suffers only one-
hal f damage froma fall; the barrier absorbs a |Iot of the inpact, but the
character still gets banged around inside.

The inertial barrier has no effect against the follow ng

. M ssil es conjured from pure nmagic.

. Raw heat or col d.

. Pure energy or |ight

. Gaze weapons.

Furthernmore, the barrier cannot keep enem es out, but it does slow thema
bit. Anyone trying to cross the barrier nust stop nmoving when he hits it. He
can then cross inside (or outside) in the next round.

Handl ing Mssile Attacks; The inertial barrier saps energy frommssile
weapons by tightening around them as they pass through. |If a mssile strikes its
target inside the barrier, the attacker rolls damage normally. The defender then
rolls the sane type of die (as the attacker just did) to see how nuch damage the
barrier absorbed. The defender does not include any magi cal pluses the weapon

may have

The defender then subtracts the result of his die roll fromthe attacker's
damage. |If anything is left over, the defender |oses that many hit points. |If
the defender's roll equals or exceeds the total danage, the weapon falls
harm essly to the ground. |If the mssile is explosive, the barrier does prevent
damage, but not the expl osion.

The barrier does not differentiate the direction of travel. |If a weapon is
fired fromthe inside, the penalties above still apply.

Power Score - The barrier blocks an additional point per die.
20 - The psionicist creates a bizarre wi nd pocket that knocks himto the
ground.

Levitation
Power Scor e: Ws -3



Initial Cost: 12

Mai nt enance Cost: 2/ round
Range: 0
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequisites: t el eki nesi s
Levitation allows the user to float. It is the use of tel ekinesis on
onesel f.

A character can lift hinself at the rate of 1 foot per second, or 60 feet
per round. The character can descend as quickly as he wants by sinply letting

hinsel f fall, then slowi ng down as he nears the ground.
Levitation is not flying; it doesn't provide any horizontal novenent. The
character can hover notionless, and will drift with the wind, however. He can

al so push hinself off a wall or other fixed object and drift up to 60 feet per
round in a straight line, but he can't stop until he neets another solid object
or lowers hinself to the ground.

Two ot her powers - control wind and project force - can help the levitating
psioni ci st propel himself forward. Control wind allows himto deternine the
direction in which he drifts. Project force allows himto create a 'Vall"
wherever it's wanted; novenment is up to 60 feet per round, in any direction.
Each change of direction or speed is a distinct use of the power, however, and
costs PSPs.

A psionicist can always levitate his own weight. Additional weight,
however, such as equi prent or passengers, is a hindrance. Every 25 pounds of
added wei ght reduces the character's power score by one point.

Power Score - The rate of levitation is doubled (to 120 feet/round).

20 - The psionicist doubles his weight for one round. If he falls, he
suffers an extra d6 points of damage.

Mol ecul ar Agitation

Power Score: W s

Initial Cost: 7

Mai nt enance Cost : 6/ r ound

Range: 40 yards
Preparation Tine: 0

Area of Effect: 1item 20 |bs.
Prerequisites: none

Mol ecul ar agitation enables the user to excite the nol ecul es of a substance:
paper ignites, wood snolders, skin blisters, water boils, etc. The list bel ow
shows what's possi bl e, depending on how many rounds the substance is agitated.

1 round: readily flamable materials (e.g., paper, dry grass) ignite, skin
becones red and tender (1 point of damage), wood becones dark

2 rounds: wood snol ders and snokes, nmetal becones hot to the touch, skin blisters
(1d4 points of dammge), hair snolders, paint shrivels.

3 rounds: wood ignites, netal scorches (ld4 points of danage), skin burns away
(1d6 points of dammge), water boils, lead nelts (damage does not increase after
this round, but does continue).

4 rounds: steel grows soft.

5 rounds: steel nelts.

Where itens are concerned, allow saving throws agai nst destruction, but add
a +10 penalty to the saving throw nunber (this heat is quite destructive, comning
frominside the material rather than outside).

Power Score - After round one, the rate of agitation doubles (3 rounds of
damage occurs in just 2, 5 rounds of danmage occurs in 3).

20 - An itembelonging to the psionicist (chosen at randon) is affected for
one round.

Mol ecul ar Mani pul ati on
Power Scor e: Int -3



Initial Cost: 6

Mai nt enance Cost: 5/ round
Range: 15 yards
Preparation Tine: 1

Area of Effect: 2 sq. inches
Prerequisites: t el eki nesi s

This power allows the user to weaken the nol ecul ar bonds wi thin an object or
structure. Wen sonmeone stresses the object or strikes a blowit, it snaps.

The psionicist can create a "breaking point" of approximtely two square
i nches per round. Deterioration occurs across a plane (in two di nensions, not
three). One round's work is enough to fatally weaken nost small objects - e.g.
swords, ropes, saddle straps, belts, and bows. Larger objects require nore tinme,
and DM di scretion

DMs nust deci de how vul nerable this power nmakes |arger, oddly shaped itens
like shields or doors. They should keep in mnd that an object need not be in
two pieces before it's virtually useless. For exanple, a little boat with a

cracked hull is unsafe at sea. And a shield that is split halfway across offers
little or no protection; if successive blows don't shatter it, they certainly
will rattle the holders armunnercifully.

Power Score - Wakeni ng occurs at twi ce the rate above.
20 - The itemis strengthened. Now it requires twice the normal effort to
weaken.

Soft en

Power Scor e: I nt

Initial Cost: 4

Mai nt enance Cost : 3/ round

Range: 30 yards
Preparation Tine: 0

Area of Effect: 1 object, 10 I bs.
Prerequi sites: none

Thi s power resenbl es nol ecul ar mani pul ati on, except that it weakens the
entire object instead of small area across a single plane. The object softens
overall, losing its rigidity and strength. Specific effects vary, depending on
the materi al

Met al : For each round of softening, weapons incur a -1 penalty to attack
rolls and cause one |l ess point of danage, cunul atively. The arnor class of netal
arnor increases one point per round of softening. After 10 rounds, any netal
becones soft and rubbery, but retains its shape.

Wod: Like netal, weapons with wooden shafts or handles suffer a -1 penalty
to attack rolls and danage per round of softening. After six rounds, wood
becones stringy and rubbery but retains its shape. After 10 rounds, the grain
can be split easily and a punch can break through even the hardest and thickest
doors or chests.

Stone: After two rounds, stone becones noticeably soft to the touch. After
five rounds, it can be worked like stiff clay, but this is as soft as it gets.

Magi cal Itenms: Save vs. crushing blow to escape the effect entirely.

Li ving Tissue: No effect.

DMs can use their own judgenent and the exanpl es above to handl e ot her
mat eri al s.

Power Score - All effects are doubl ed.

20 - The itemis strengthened, and can't be affected again until the
psi oni ci st gai ns one | evel.

Chapter 5: Psychonetabolism

Psychonet abol i ¢ Sci ences



Animal Affinity

Power Scor e: Con -4
Initial Cost: 15
Mai nt enance Cost: 4/ r ound
Range: 0
Preparation Tine: 0
Area of Effect: per sona
Prerequisite: none
When the psionicist first learns this power, he develops an affinity for a
particular type of animal. He cannot choose the animal; the affinity is dictated

by his aura. To determne the nature of the affinity, the psionicist's player
rolls 1d20 and consults the table below. Fromthat point on, when the character
i nvokes this power, he can claimone of the animal's attributes as his own -
tenporarily. He can gain the animal's arnor class, novenent rate and node,
attacks and danage, THACO, hit points, or any other special ability. Only one of
t hese can be used at a tine, however.

The effect lasts as long as the psionicist maintains the power. Swi tching
to a different ability means paying the initial cost of the power again, and
maki ng a new power check

The character does undergo a physical change when this power is invoked.
The extent of the change depends on the aninal and the ability. For exanple,
adopting a hawk's novenent obviously requires wings, while attacking |ike a tiger
calls for fangs and cl aws.

Ape

Bar r acuda

Boar

Bul |

Crocodi |l e

Eagl e, gi ant

El ephant

Fal con

Giffon

Gizzly bear

Li on

12 Pant her (bl ack | eopard)
13 Percheron (draft horse)
14 Peregrine fal con (hawk)
15 Ratt| esnake

16 Scor pi on, gi ant

OCO~NOUITRA,WNPE

el
Y )

17 Shar k
18 St ag
19 Ti ger
20 Vol f

Power Score - The character gains two abilities instead of one.
20 - The character's skin takes on the appearance of the animal's skin until
the power is used again successfully (no change in AC).

Compl ete Heal i ng

Power Scor e: Con
Initial Cost: 30

Mai nt enance Cost: na
Range: 0
Preparation Tine: 24 hours
Area of Effect: per sona
Prerequisite: none

The psionicist who has mastered this power can heal hinself conpletely of
all ailnments, wounds, and nornal diseases. He places hinself in a trance for 24
hours to acconplish the healing. The trance is deep, and cannot be broken unl ess
the character loses 5 or nore hit points. As he uses this power, the
psionicist's body is repairing itself at an incredible rate. At the end of the



24-hour period, the character awakes, restored to conplete health in every regard
except for the 30 PSPs he expended to use conpl ete healing.

If the character's power check fails, he breaks his trance after only one
hour, having realized that the power was not working. Only 5 PSPs have been
expended.

Power Score - The healing occurs in just one hour.

20 - The psionicist awakes after the full 24 hours to discover that the
attenpt failed. He has expended 5 PSPs.

Death Field
Power Scor e: Con -8
Initial Cost: 40
Mai nt enance Cost: na
Range: 0
Preparation Tine: 3
Area of Effect: 20 yd. rad.
Prerequisite: none
A death field is a |life-sapping region of negative energy. Only psionicists
of evil alignment can learn this power wi thout suffering side effects. |f any
other psionicist tries to learn the death field, his alignment will gradually be

twisted toward evil as he explores this very dark portion of his psyche.

A successful death field takes it toll on everyone inside it, including the
psionicist. Before he initiates this power, he nust decide how nmany hit points
he will sacrifice. |If the power works, the loss is inevitable; he gets no saving
throw Every other living thing within the death field nust nmake a saving throw
vs. death. Those who succeed escape danmage.

Those who fail |ose the sane nunber of hit points as the psionicist. For
t he weak, that can nean deat h.

Power Score - The psionicist |oses only half the nunber of hit points he
specifies; victins who fail their saving throws [ ose the full anmpunt.

20 - The power fails, but the psionicist |loses the hit points anyway.

Ener gy Cont ai nnent

Power Scor e: Con -2
Initial Cost: 10

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

A psionicist with this power has trained hinself to safely absorb and
assimlate energy fromelectricity, fire, cold, heat, and sound energy that would
fry, freeze, or otherwise harma normal character. Any physical assault based on
t hese energy types can be drawn into the psionicist's body. The character
transforns the energy, and safely releases it as visible radiance (light).

In effect, this protects the psionicist against energy attacks. [If the
psi oni ci st makes a successful power check, he can double the result of his die
roll when saving against an energy attack. |If the character nakes a successf ul
saving throw, he suffers no damage fromthe attack. |If he fails, he suffers only

hal f damage, regardless of what the spell description (if applicable) states.
When t he character absorbs energy, he radiates visible light for a nunber of

rounds equal to the points of damage he absorbed. |If he suffered half damage, he
radiates for that many rounds. |If he suffered no damage, roll for damage anyway
to see how | ong he gl ows.

This glowis definitely noticeable, but it is soft, and illum nates no nore

than an area with a 2-yard radius.

Power Score - All saves agai nst energy attacks autonmatically succeed during
the round in which the power is in effect.

20 - The psionicist becones an energy attractor for 1 turn. Al saves vs.
energy attacks fail, causing full standard danage.



Life Draining

Power Score: Con -3
Initial Cost: 11

Mai nt enance Cost: 5/ round
Range: t ouch
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequi sites: none

Wth this devotion, a psionicist can drain hit points from another character
and use themto recover his own. This transfer occurs at the rate of 1d6 points
per round.

The character can absorb up to 10 nore hit points than his healthy total
but these bonus points last only one hour. After that, if the psionicist still
has nore hit points than he should, the excess points vanish

Power Score - Rate of drain increases to 1d20 points per round.

20 - Backfire!l Half of the psionicist's remaining hit points are absorbed by
the target, reversing the power's effects.

Met anor phosi s

Power Scor e: Con -6
Initial Cost: 21

Mai nt enance Cost: 1/turn
Range: 0
Preparation Tine: 5

Area of Effect: per sona
Prerequi sites: none

Thi s science resenbl es pol ynorphing, but it has a much wi der application.
The psionicist can change hinself into anything with approxi mately the same mass
as his body: a wolf, a condor, a chair, arock, atree. Wile in this form he
retains his own hit points and THACO, if possible, but gains the arnor class of
the new form The psionicist also gains all physical attacks that form all ows,
but no magical or special abilities (this all depends on the new form a tree
cannot attack, so THACOs and attacks are neaningl ess).

Li ke any massive change of shape, however, this causes great physical
stress. The psionicist nust nake a system shock roll to survive the change. |If
the roll fails, he does not die, but the PSPs are expended and he passes out for
2d6 turns.

Power Score - The system shock roll automatically succeeds, and the new
forms nmass can be up to three times that of the psionicist's body.

20 - The psionicist nust save vs. paralyzation. Failure nmeans he changes to
the new form pernmanently.

Shadow- f or m

Power Scor e: Con -6
Initial Cost: 12

Mai nt enance Cost: 3/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequi sites: none

A psionicist using this power actually transforns hinself into Iiving
shadow, along with his clothing, arnor, and up to 20 pounds of equi pment. He can
bl end perfectly into any other shadow and travel with a novenent rate of 6. He
can only travel through darkness and shadow, however. Areas of open light are
i npassabl e.

While in shadowform the psionicist can be detected only by life detection
ot her types of psychic detection, or by a true seeing spell. He cannot harm
anyone physically, or manipul ate any corporeal object, but he can still use
psi oni ¢ powers.

If the psionicist rolls a 1 on his power check, he becones shadow but none



of his clothing or equipnent nakes the swtch

Power Score - The psionicist gains al
1d4 turns.
20 - The pl ayer nust

monst er for

val uabl e item If it

f orever.

desirabl e powers of the "shadow'

roll
fails,

a save vs. lightning for the psionicist's nost
the item becones shadow and drifts away, | ost

Psychonet abol i ¢ Devoti ons

Absorb Di sease
Power Score:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisite:
Thi s power
body,

cur ses,

and absorb it hinself.
(using conpl ete healing).
such as |ycant hropy.

Con -3

12

na

t ouch

0

i ndi vi dual
none

lets the psionicist take the di sease from another character's

t hen heal hinself
but not

Presumabl y, the psionicist wll
Thi s power can absorb nmagi cal diseases,

Power Score - The disease is automatically destroyed by the psionicist's

i mmune system

20 - The disease remains in the victimwhile spreading to the psionicist.

Adrenaline Contro
Power Scor e:

Initial Cost:

Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

Con -3
8

4/ r ound
0

0

per sonal
none

By controlling the production and rel ease of adrenaline in his system the

psi oni ci st can give hinself tenporary physical
i ncreases his adrenaline,
directly to his Strength,
t he norma

He enjoys al
in effect.

If the psionicist's power check result
He still

this adrenali ne.
poi nts, too.
Power Score -

Instead of dividing the d6 result,

boosts on demand. Wien he

the character gains 1d6 points, which he can add
Dexterity, or Constitution scores however he chooses.
bonuses for high physical attributes while this power is
is al, he overtaxes his systemwth
gets the boost, but he |oses twice that nany hit

the character applies that

many points to each of the three attributes.

20 - The psionicist nust nake a successf ul
loss in current hps and pass out for

Agi ng
Power Scor e:
Initial Cost:
Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

Wth this power,
(ot her
twist toward evil)

psionicists can use this power,
The victimages 1d4 years instantly and nust make a savi ng

system shock roll or suffer a 50%

1d8 hours.

Con -7

15

na

touch

0

i ndi vi dual
none

an evil psionicist can cause unnatural aging by touch

too, but their alignment would begin to



throw vs. polynorph. Failure neans that the change was traunatic, and he ages
anot her year automatically.

If the psionicist's power check result was a 1, there is a backlash and he,
t oo, ages 1d4 years.

Power Score - The victimages 1d20 years.

20 - The psionicist ages 1d10 years.

Bi of eedback

Power Scor e: Con -2
Initial Cost: 6

Mai nt enance Cost: 3/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

Bi of eedback is the power to control the flow of blood through one's own

body.

This power has two key effects.
First, the psionicist can easily control bl eeding.

As a result, he suffers

two fewer points of danage from every attack agai nst hi mwhich causes physica

injury.

Second, by flooding key portions of his body with bl ood, the psionicist

ef fectively cushions bl ows agai nst himand reduces their effect.

The character's

arnmor class is reduced by one.
Power Score - AC is reduced by three.
20 - Excessive blood flow results in scattered bruises and a 10% hp | oss.

Body Contr ol

Power Scor e: Con -4
Initial Cost: 7

Mai nt enance Cost: 5/turn
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

This power allows a psionicist to adapt his body to a hostile environnent.

The change nust be keyed to a specific
extrene cold, an elenental plane, etc.
only survives, he fits in like a native organi sm

surroundi ng: water, acid, extrene heat,
If the power works, the psionicist not
He can breathe and npve

normal |y, and he takes no damage sinply frombeing in that environment.

An attack in any form does not constitute an environnent.

For example, a

character who can survive subarctic tenperatures is still vulnerable to a cone of

col d.

Power Score - The psionicist can adapt hinself to a new environment while

mai nt ai ni ng the power.

20 - The character becones even nore vul nerable, and the environnent causes
1d4 points of damage per round (a second use of body control halts damage).

Body Equi l i brium

Power Scor e: Con -3
Initial Cost: 2

Mai nt enance Cost: 2/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

Body equilibriumallows the user to adjust the weight of his or her body to

correspond with the surface he's standi ng on.
qui cksand, or even a spider's web w thout sinking or breaking through.

Thus he can wal k on water,
If the

character is falling when he uses this power, he will fall 120 feet per round -
sl ow enough to escape injury.



Because of his lightness, the character nust be wary of w nd gusts, which
can easily sweep himup and bl ow hi m away.

Power Score - The effect lasts up to a day w thout nmintenance.

20 - The psionicist's weight instantly rises by a factor of 10; he nust use
body equilibriumto fix the problem

Body Weaponry

Power Scor e: Con -3
Initial Cost: 9

Mai nt enance Cost: 4/ r ound
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

Body weaponry allows the psionicist to convert one of his arns into a
weapon. Virtually any sort of weapon can be imtated - except a short bow, hand
crossbow, light crossbow, or any weapon the psionicist cannot nornally use. The
arm actual |y beconmes wood and/or netal, and assunes the weapon's form It
behaves in every respect |ike a normal weapon of the chosen type, with a bonus:
it can never be dropped or stol en.

Power Score - The "armanent" gives the psionicist a +1 attack bonus (but no

damage bonus).

20 - The psionicist nust nmake a system shock roll or pass out for 1d10

rounds.

Catfall

Power Scor e: Dex -2
Initial Cost: 4

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

A character using this power can spring like a cat in the same round, and

al ways | and gracefully on his feet.
t he damage is hal ved.

al | .

He still suffers danage fromfalling, but
He can junp down 30 feet wi thout risking any injury at

Power Score - The psionicist can junp 50 feet instead of 30 during this
singl e use of the power.

20 - No effect.

Cause Decay

Power Score: Con -2
Initial Cost: 4

Mai nt enance Cost: na
Range: t ouch
Preparation Tine: 0

Area of Effect: 60 | bs.
Prerequisite: none

Thi s power works only agai nst inani nate objects.

The psionicist's touch

causes instant decay: netal rusts, wood ages and splits, cloth falls to dust.

The DMrolls a saving throw vs. acid for the itemtouched.

If this fails, the

item- or a maxi mum of 60 pounds of it - is consunmed by decay w thin one round.
Power Score - The save automatically fails.
20 - One of the psionicist's own itens decays (no save) - either the first
itemtouched, or an item chosen randomy by the DM

Cel | Adj ust nment
Power Score:

Con -3



Initial Cost: 5

Mai nt enance Cost: up to 20/ round
Range: t ouch
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisite: none

Cell adjustrment allows the psionicist to heal wounds and cure diseases. Any
sort of wound can be heal ed, but only nonnmagi cal diseases are affected (e.qg.
this power cannot heal mummy rot, nor can it cure a |ycanthropic curse).

The psionicist can cure a disease in one round by spending 5 PSPs and maki ng

a successful power check. |If the die roll equals a 1, he succeeds but it's
doubly taxing (10 PSPs). If it equals a 2, he fails because the disease is too
wi despread; he nust spend another 5 PSPs and try agai n next round.

A "cure" doesn't automatically restore hit points lost due to illness; it

nmerely arrests the di sease. However, the psionicist can heal up to 4 points of
damage in each subsequent round by spending 5 psionic strength points per hit
poi nt recovered. He cannot cure the disease and restore hit points during the
sane round.

Power Score - All disease - or up to 10 points of damage - is instantly
heal ed at a cost of 5 PSPs.

20 - The psionicist suffers 1d10 points of damage but the patient is
unaf f ect ed.

Chanel eon Power

Power Scor e: Con -1
Initial Cost: 6

Mai nt enance Cost: 3/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

The psionicist using this power actually changes the coloration of his skin,
cl othing, and equi prent to match his background. The match is automatic; he does
not choose the appearance. The change takes several seconds. As he noves, the
col oration changes and shifts to refl ect any changes in the surroundi ngs.

In effect, chanel eon power makes a psionicist very difficult to spot. |If
the character remmins stationary, he can avoid detection sinply by making a
successful power check. |If the character noves, his power score is reduced by

t hree when he nmakes the check

This power is nost effective in natural surroundi ngs, where one's col oration
woul d logically conceal him In an urban setting, or in an area w thout natura
cover during broad daylight, the character's chanel eon power score is hal ved
(rounded down).

Power Score - The psionicist's power score gains a +3 bonus during "hiding"
checks.

20 - The psionicist's colorations strongly clash with the background; he
sticks out like a sore thunb.

Chem cal Sinul ation

Power Scor e: Con -4
Initial Cost: 9

Mai nt enance Cost: 6/ round
Range: t ouch
Preparation Tine: 1

Area of Effect: varies
Prerequisite: none

Wth this devotion, a psionicist can nake his body sinmulate the action of
acids. The character secretes an "acid" through his hand.

Any item he touches and holds briefly nust nmake a saving throw vs., acid or
be dissolved. |If used as a weapon, this acid cannot inflict nore than two or
three points of danmamge, though it can cause consi derabl e pain.



Power Score - All

savi ng t hrow.

20 - Acid oozes fromthe psionicist's sweat gl ands;

skin must save vs. aci

D spl acenent
Power Scor e:
Initial Cost:
Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:
Thi s power
appear to be up to 3 f
this false image wll

resenbl es the displacer

saves for normal itens fail; nmagical itens still get a

all itens touching his
d.

Con -3

6

3/ round

0

0

per sonal

none

beast's natural ability to nake itself
eet fromhis actual |ocation. The psionicist decides where
appear. This is a very effective nmeans of protecting

onesel f from attack, giving the psionicist a two-point bonus on his arnor class

(lowering it two point
Power Score -
20 - No effect.

Doubl e Pai n
Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

By touchi ng anot her person,
pain threshold (even a little scrape wll

effect lasts one turn.
character is doubl ed.
represents the anplifi

pain reduces his hit points to zero or
consci ousness 1d10 rounds | ater.

S). True seeing will reveal the character's real |ocation

The AC bonus is +4

Con -3

7

na

t ouch

0

i ndi vi dual

none

the psionicist greatly lowers that character's

feel like a serious injury). The

During that time, all damage scored agai nst that

However, only half of this damage is real; the other half

ed pain. Wen the character's total of real damage and

| ess, he passes out. He will regain

At that tinme he also regains "fake" hit points

- those lost only to pain.

If the victimdoes not pass out
damage scored against himis no | onger doubl ed.
"pai n danmage" which he has an already incurred will

effects),

1d6 rounds.

Power Score - The victimnust nmake a system shock rol

in one turn (the duration of this power's
However, the points of
remain in effect for another

upon each hit, or

pass out due to the excruciating pain.

20 - The power

Ect opl asm ¢ Form
Power Score:
Initial Cost:

Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

backfires and affects the psionicist for one hour.

Con -4
9

9/ round
0

1

per sonal
none

Wth this power a psionicist converts hinself to ectoplasm (a fine-spun,

snoky substance). He
solid nmaterial as if

outline. He noves at
if he couldn't fly bef

becones i nsubstantial, ghostlike, and able to wal k through
t didn't exist. The psionicist is still visible as a w spy
his normal novenment rate and in the normal fashion (e.g.
ore, he can't now).

The psionicist can also convert the following to ectoplasm his clothing,

ar nor ,

and up to 15 pounds of equi pnent that he's carrying.



Power Score - The mmi ntenance cost is 3 PSPs per round.
20 - The psionicist's itens beconme ectoplasmc, but he doesn't. He nust use
this power again (successfully) to retrieve them

Enhanced Strength

Power Scor e: Ws -3
Initial Cost: varies
Mai nt enance Cost: varies
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisites: none

A psionicist can increase his physical Strength score to a maxi num of 18
through this devotion. The PSP cost is twice the nunber of points he adds to his
Strength score. (If he fails, he loses half this amount; see Chapter 1.) The
mai nt enance cost per round equal s the nunber of Strength points he has added.

Physi cal Strength cannot be raised above 18 psionically. The psionicist
does not qualify for exceptional Strength bonuses if he raises his Strength to
18.

Power Score - The psionicist can raise his strength to 18/00, with each 25%
i ncrease costing an additional PSP.

20 - The power backfires and lowers Strength by 1d6 until arrested by this
power .

Expansi on

Power Scor e: Con -2
Initial Cost: 6

Mai nt enance Cost: 1/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

The psionicist can expand his own body proportions in any di nension: height,
length, width, or thickness. He can increase any or all of these proportions by
50% of their original size per round. Maxinmum expansion is four tines original
Si ze.

This power has no effect on clothing or equipnent. Ability scores don't
increase either. In other words, the character does not grow stronger sinply
because he becane taller. However, being very big often has ot her advantages.

Power Score - Maxi num expansi on beconmes 10 tinmes and the rate is 100% per
round.

20 - The psionicist shrinks by 50%until arrested by this power.

Fl esh Ar nor

Power Scor e: Con -3
Initial Cost: 8

Mai nt enance Cost: 4/ r ound
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

The psionicist transfornms his own skin into armor. No one can see the
change, but it's as if he had actually acquired sone type of arnor. The type of
arnmor his body mmcs depends on the result of his power check, as shown in the
foll owing table:

| eft hand functions as a shield, AC 9
| eat her, AC 8

ring mil, AC7

scale mail, AC 6

U'I(:OI\)I—‘
oA



7-8 <chain mail, AC 5
AC 4
11+ plate mail, AC 3

9-10 banded mail,

Because this arnor is part of his body, the psionicist can enjoy its
benefits w thout suffering any penalty he m ght have if he were actually wearing

that type of arnor.

magneti c properties,

The arnor created by this power wei ghs not hing,
and in no way encunbers the psionicist.

has no

Power Score - The psionicist gains a +1 bonus to the arnor class |isted

above.

20 - The power just grows ugly hair over his body, which nust be shaved off
or he loses 2 points of Charisma

G aft Weapon

Power Scor e: Con -5
Initial Cost: 10

Mai nt enance Cost: 1/ round
Range: t ouch
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

Wth this power the psionicist can graft any one-handed nel ee weapon

directly onto his body. He picks up the weapon, activates this power, and the
weapon becones an extension of the character's arm Assum ng the character is
proficient with that type of weapon, he gains a +l bonus to attack rolls and
damage. |If he is not proficient with the weapon, he suffers the usua
nonproficiency penalties, but still gets the +l bonus.

Power Score - The +1 bonus for attacks and danmamge increases to +4.

20 - The weapon has been weakened; it will break on any attack roll of 1

Hei ght ened Senses

Power Scor e: Con
Initial Cost: 5

Mai nt enance Cost: 1/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

By neans of this devotion the psionicist sharpens all five of his nornal
senses: sight, hearing, taste, touch, and snell. This has several effects, which
are described below. The DM nay all ow additional applications as he sees fit.

First, the character has a good chance to notice thieves who are hiding in
shadows or noving silently. The thief's skill chance is hal ved when soneone with
hei ghtened senses is observing him Even if the thief is already hidden, he nust
roll again when a character with hei ghtened senses enters the picture.

Second, the psionicist can track soneone |ike a bl oodhound. He nust nake an
intelligence check every turn to stay on the trail or recover the trail if it is
lost. His novenent rate when tracking is 6. The trail can be no nore than 24
hours ol d.

Third, the psionicist's ranges for hearing and seeing are tripled.
for exanple, identify a person (in daylight) at a range of 400 yards.

Fourth, the character can taste poisons or other inmpurities in quantities
that are nmuch too small to cause any harm

Fifth, the character can identify al nbst anything by touch. He can, for
exanple, tell two gold pieces fromeach other after having previously handl ed
just one of them He can also tell if something has been handled in the |ast
five mnutes sinply by handling it hinself.

Power Score - One of the heightened senses (chosen randomy) stays with the
psionicist for a full day.

20 - One of the psionicist's five senses is |lost for 1d12 hours.

He can,



| movability

Power Scor e: Con -5
Initial Cost: 9

Mai nt enance Cost: 6/ round
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisite: none

When a psionicist nakes hinself imovable, he is exactly that. A trenendous
anount of force is required to uproot himfrom his spot.
Movi ng the psionicist requires a conbined Strength total that is at |east 10

times greater than his inmovability score (Con -5). |If a character is pushing
t he psionicist, and nmakes a successful bend bars roll, that character can double
the Strength he's contributing to the total. Even if a group nanages to nove the

psi oni ci st once, they may not be able to nove himany easier the next tine. The
psionicist remains i Mmovabl e until he stops nmaintaining the power.

This power has nothing to do with weight. A character will not crash
t hrough the floor because he nmade hinsel f i movable. He has instead attached
hinmself to the fabric of the universe, which is considerably nore powerful than
the strongest castle. He does, however, need a horizontal surface as an anchor.

If the psionicist's power check results in a 1, he attaches hinself so well
that even he can't break free sinply by shutting off the power. He nust pay the
initial cost again (9 PSPs) to free hinself.

Power Score - Moving the psionicist becones inpossible.

20 - The psionicist can't stop the power; he maintains it until he runs out
of PSPs.

Lend Health

Power Scor e: Con -1
Initial Cost: 4

Mai nt enance Cost: na

Range: t ouch
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisites: none

Lend health is a power of healing. The psionicist who nmakes a successful
power check can transfer his own hit points to sonmeone else he is touching. Each
hit point transferred heal s one point of damage. The character can transfer as
many points as he wants to in a single round.

If the psionicist tries to transfer hit points when he has fewer than five

remai ni ng, he nust nake another power check. |If this fails, he cannot transfer
the points. In any case, he cannot transfer hit points if he has only one
r emai ni ng.

The beneficiary of this power can never exceed his normal, healthy total of
hit points.

Power Score - Every point drained fromthe psionicist heals two hit points
in the beneficiary.

20 - The psionicist suffers all the wounds which his target currently has.
No one is heal ed.

M nd Over Body

Power Scor e: Ws -3
Initial Cost: na
Mai nt enance Cost: 10/ day
Range: t ouch
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequisites: none
M nd over body allows the user to suppress his body's need for food, water,
and sleep. In exchange for one hour of neditation per day, all of the

psionicist's physical needs are overcone. He does not feel hunger, exhaustion,



or thirst,

nor does he suffer any ability reductions for privation.

The psionicist can al so suppress the basic needs of others while suppressing

hi s own.
addi ti onal
physi cal

To do so,

he nust pay an additi onal
hour of neditation per person.
contact with the psionicist throughout the entire period of neditation.

10 PSPs per person and spend an
Each person being aided nmust be in

Usual Iy, all the characters hold hands, formng a continuous line or circle.

The psionicist can survive in this fashion for a nunber of days equal
experience level, or five days, whichever is nore.
col | apses from exhausti on
sublimati ng his body's needs.
These rules also apply to any characters the psionicist has aided.

heal i ng.

to his
At the end of that tine, he
He must then rest one day for every two days spent

O he can be restored through 24 hours of conplete

Power Score - The psionicist need not rest after using this power.

20 - The power fails,

rest for 24 hours.

Reduct i on

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequi sites:

This power is the reverse of expansion.
body' s di nensi ons al ong any or al
The change amounts to 1 foot per PSP spent,
After that, the psionicist can halve his dinensions each tinme he

1 foot or |ess.
spends a PSP.
For exampl e,

but the psionicist collapses with exhaustion and nust

Con -2
vari es
1/ round
0

0

per sonal
none

The psionicist can reduce his
hei ght, length, width, or thickness.
until the dinension being affected is

axes:

| et's assune Magnilda (a dual -cl ass psionicist and warrior
mai den) stands 6 feet tall.

Fi ve strength points reduce her height to 1 foot.

Three nore strength points halve her size three tinmes: to 6 inches, then 3
inches, and finally to 1.5 inches.
Now | et's assune Magnilda only wants to make her armthin enough to slide

t hrough a keyhol e.

Three strength points wll
2, then to 1, then to 1/2) without altering its length at all.

its thickest point, her arm nmeasures 4 inches across.
reduce the thickness of her armto 1/2 inch (from4 to
She can now slide

her arm through the keyhol e and unl ock the door fromthe inside.

Power Score -
desired).

20 - The psionicist doubles in size,

Each PSP spent results in twice the described effect (if

and stays this big for an hour or until

he uses this power again successfully.

Share Strength
Power Score:

Initial Cost:
Mai nt enance Cost :
Range:

Preparation Tine:
Area of Effect:
Prerequisites:

The psionicist can effectively |lend his physical
The psionicist sacrifices two of his own Strength points (ability
not PSPs) for every single point the recipient gains.
remains in effect until

char acter.
poi nts,

cost; then al

points return in one round.

Con -4

6

2/ round

t ouch

0

i ndi vi dual

none

Strength to anot her

This transfer
the psionicist stops paying the devotion's nmai ntenance
If the recipient is killed before the

psionicist gets his Strength points back, the psionicist's Strength score is

per manent |y reduced.
If the psionicist's die rol
instead of two for one.

point his pa

gai ns,

is a1, he must expend three points for each

Power Score - The point transfer is 1:1.

20 - The psionicist |oses one Strength point for a day.

If he fails a save



vs., paralyzation, the loss is permnent.

Suspend Ani mati on

Power Scor e: Con -3
Initial Cost: 12
Mai nt enance Cost: na
Range: 0/t ouch
Preparation Tine: 5
Area of Effect: i ndi vi dua
Prerequisites: none

Wth this power a psionicist can "play dead" - bringing all life functions
to a virtual halt. Only the nost careful exam nation will show that the
character is still alive. Even psionic powers such as |ife detection and ESP
will not turn up any evidence of life unless those powers are naintained for at
| east three mnutes. Use of the probe power will detect life inmediately.

The psionicist can remain in suspended ani mati on for a nunber of weeks equal
to the results of his power check - or less. Wen he wishes to put hinmself to
sl eep, he first decides when he wants to wake. Then he nakes his power check
If the nunber rolled is Il ess than the tine he hoped to be "suspended" he awakens
prematurely.

Another willing character can al so be suspended for the same PSP cost (not
at the sane tine as the psionicist, however). This has a preparation tinme of one
hour and a range of touch.

Power Score - The psionicist remains aware of his surroundi ngs and can wake
at any tinme he chooses.

20 - The psionicist falls unconscious and only violent slapping can revive
hi m

Chapter 6: Psychoportation

Psychoportive Sciences

Bani shment

Power Score: Int -1
Initial Cost: 30

Mai nt enance Cost: 10/ round
Range: 5 yards
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequi sites: tel eport

Wth this power, the psionicist can teleport a creature against its will to
a pocket dinmension and hold it there. The creature being bani shed nust be
extrenely close - within 5 yards. The pocket dinension is a featurel ess area

with a benign environnent - it may be hot or cold, dark or light, but not so much
that it will cause injury.
Bani shnent has a boonerang feature. |f the psionicist fails to pay the pay

t he mai nt enance cost, the banished creature automatically returns to its original
| ocation. The creature cannot reappear in a |location that now contains other
matter, however (e.g., to a doorway that has been closed, or to a spot that now

has sharp stakes upon it). |If this happens, the creature returns to the nearest
open space. |In other words, psionicists cannot rely on the boonerang feature to
kill or harma creature.

As long as the psionicist pays the nmaintenance cost, the creature will not
automatically return. |If the creature has access to the astral or etherea
pl anes, or it can teleport between planes, it could try to return that way. |If

t he banisher is still maintaining the power, however, a psychic contest takes



place. |If the banisher wins, the victimis prevented fromreturning.

Power Score - The bani shed figure cannot return of its own accord; it nust
wait until it is allowed to return

20 - Both the intended victimand the psionicist are banished to the sane
pl ace. The other figure bounces back when the psionicist stops paying the
mai nt enance cost, but the psionicist hinmself nmust return via sone other nethod:
tel eportation, probability travel, etc.

Probability Travel

Power Scor e: I nt

Initial Cost: 20

Mai nt enance Cost : 8/ hour

Range: unlimted
Preparation Tine: 2

Area of Effect: i ndi vi dual +
Prerequisites: none

Wth probability travel, a psionicist can traverse the astral plane
physically as if he’s in astral form This power has a distinct advantage over
magi cal astral travel. Wien a wi zard uses the astral spell, he forns an astral
body, which remains connected to his material body by a silvery cord. 1In
contrast, a psionicist using probability travel never |eaves his physical form
he brings it along. He has no cord, so, unlike the wi zard, he can never die
because his cord has been severed. (On the other hand, he can still be blown to
bits.)

The astral plane boasts nothing that would attract tourists, but its two-

di mensi onal col or pools serve as highways to the outer planes. These pools,
scattered randomy throughout the astral plane, provide connections to al
surface | ayers of the outer planes.

Travel through the astral plane is speedy: 10 yards per minute per
Intelligence point. However, distance on the astral plane does not equate to
di stance on other planes. After 1d6 + 6 hours of travel, the travel er reaches
the col or pool he sought. There is a flat 75%chance that this pool leads to the
exact destination the character wants. OQherwise, it is at least 10 mles off
t arget - naybe nore.

The psionicist can take other persons (as defined by the charm person spell)
along on his probability trip. Each passenger costs 12 extra PSPs initially,
plus 4 extra PSPs per hour, and adds one-half hour to the tinme needed to find the

correct color pool. Passengers nust travel voluntarily; this power cannot drag a
character into the astral plane against his wll.
Conbat on the astral plane is unusual. The traveler’s physical body cannot

affect astral bodies in any way. However, psionic powers do work against the

m nds of astral travelers. Mst magical itenms do not work in the astral plane.
Magi cal itens which are keyed to a particular plane do function there, often with
enhanced effect.

If the psionicist sinply turns off this power while in the astral plane, he
doesn't leave. Instead, he's stranded, unable to nove except by physically
pushing off of solid objects (which are extrenely rare in the astral plane).

He's al so stranded if he runs out of PSPs or is knocked unconsci ous on the astral
pl ane. The only exit fromthis plane is a col or pool.

If you' d like to |l earn nore about traveling on the astral plane, see the
AD&D’ handbook Manual of the Pl anes.

Power Score - The color pool is right where the character wants it to be.

20 - The character attracts the attention of an astral creature, which may
or may not be hostile, at the DM s discretion.

Summon Pl anar Creature

Power Scor e: Int -4
Initial Cost: 45/ 90

Mai nt enance Cost: na

Range: 200 yards

Preparation Tine: 12



Area of Effect: one creature
Prerequi sites: tel eport

This science allows the psionicist to reach into another plane, grab
what ever creature he happens to find there, and teleport it to his own plane.

The victimwi |l be disoriented for one round after arriving; as a result, he
suffers a two-point penalty on die rolls for initiative, attacks, and saving
t hr ows.

A magi cal sumons offers sone control over a planar creature, and usually
returns that creature to its hone automatically. This psionic power does
neither; it nerely teleports sonething. To be rid of the creature, the
psionicist nmust banish it, teleport it again, kill it, or control it sonehow If
the creature is intelligent, the psionicist mght reason with it. However, the
creature is alnost certain to fly into a nurderous rage when it discovers its
plight.

The psionicist can make the summoned creature materialize anywhere wthin
200 yards of his present position. This is a trenmendous advantage, since the
creature, at least initially, has no idea who sunmmoned it. |Its anger is |likely
to be vented against the first target it finds. However, if the psionicist’'s
power check result was a 2, this range is reduced to 50 yards. |If the result was
a 1, the creature pops in within 10 yards. Oobviously, some risk is invol ved.

The psionicist chooses the plane fromwhich the creature will cone. He does
not choose the creature, however; that’'s determ ned at random A creature from
one of the elenental planes usually will be an elenental of the appropriate type.
A creature froman outer plane probably will be a native of that particular
pl ane, but it could also be a visitor, or even an adventurer who happened to be
in the wong place at the right time. |In contrast, the astral or ethereal planes
are a cornucopia of creatures, frequented by beings of every imaginabl e
description. In any event, the DM decides which creature is summoned, draw ng
fromthe nonsters for which he has gane statistics. This book describes sone
extrapl anar creatures. Many nore are covered in the Manual of the Planes and
various Monstrous Conpendi uns, especially the conmpendi um featuring outer planar
creatures.

It costs 45 PSPs to summon a creature fromthe astral or ethereal plane. |If
the psionicist is dipping into an inner or outer plane, the cost soars to 90
PSPs.

Power Score - The creature sumopned enjoys this sort of thing and won't be
angry with the psionicist.

20 - The psionicist attracts the attention of a powerful, extraplanar
creature without sumoning it.

Tel eport
Power Scor e: I nt
Initial Cost: 10 +
Mai nt enance Cost: na
Range: infinite
Preparation Tine: 0
Area of Effect: per sona
Prerequi sites: none
Tel eport is the essential power within this discipline. It allows the

psionicist to teleport to a fanmliar spot. The destination nust be a place that
the character knows and can picture nmentally - even if he's never actually been

there. For exanple, a psionicist may still know a | ocation that he has seen
through a crystal ball, via a sight link, or even by scanning soneone else’s mnd
for the information

The psionicist can still teleport to a place even if it has sonehow changed

fromthe way he pictures it. For exanple, if a roomhas been rearranged, or is
currently on fire, such changes won't affect the teleport.

Tel eports al ways take characters to a fixed | ocation. For exanple, if a
character tries to teleport into a gypsy wagon which is on the nove, he'll arrive
at the wagon’'s location when he last knewit. The wagon itself may be mles away
by then. Also, if the character was picturing the wagon’s interior, he wll
teleport to the space corresponding to the wagon's interior - which is severa



feet off the ground! Because the wagon itself has noved, the teleporter wll
fall when he arrives (imagine teleporting to a roomon the fifth floor of a
tower, only to discover the tower has been razed by marauders since your | ast
visit).

Tel eportation is instantaneous. The teleporting character sinply ceases to
exist in his previous |location and springs into being at the destination. There
is a slight, audible *“ pop” at both ends, as air rushes into the sudden vacuum
or is instantly displaced.

Restraints do not affect teleportation. A character who is tied up
shackled to a wall, or buried up to his neck can still teleport. The restraints
remai n behi nd.

G othing, on the other hand, does accompany a character who teleports. He
may also carry small itenms in his grasp or wear equipnent (e.g., arnor) on his
person, not exceeding one-fifth of his own body mass. |If he doubl es the anopunt
of PSPs expended, he can carry up to three tinmes his body mass, or take al ong one
or two other characters on whom he has a firmgrasp

A character can tel eport any distance, but as the distance increases, so
does the chance of failure and the cost in PSPs. Ranges, point costs, and power
score nodifiers are shown bel ow.

If the teleportation die roll is al or 2, the character and anyone else with
himare nonentarily disoriented by the junp. They can do nothing during the
round which i mediately follows the teleport. After that, they suffer a 2-point
penalty to the following for 1d6 rounds: initiative die rolls, psionic power
checks, and attack rolls.

Initial Power Score

Di st ance Cost Modifier

10 yards 20 +1

100 yards 20 O

1, 000 yards 30 -1

10 mles 40 -2

100 m |l es 50 -3

1,000 mles 60 -4

10,000 mil es 70 -5

pl anet to pl anet* 100 -6

* Players with the SPELLJAMVER' boxed set should note that interplanetary
teleports are possible only within the sane crystal sphere. It is inpossible to

tel eport between crystal spheres or different planes of existence.
Power Score - The PSP cost is reduced by 20 percent, rounded up
20 - No effect.

Tel eport O her

Power Score: Int -2
Initial Cost: 20 +

Mai nt enance Cost: na
Range: 10 yards
Preparation Tine: 0

Area of Effect: na
Prerequi sites: tel eport

This power is identical to the one listed directly above, except it is used
to teleport other characters. The psionicist stays where he is while sonmeone
else is teleported. The character nust be willing to be tel eported, or
unconsci ous. PSP costs and power score nodifications are the same as for
teleportation. (In other words, cost and difficulty increase with distance.) If
t he psionicist pays twice the usual PSP cost, he can teleport up to three
characters, provided they are firnmly graspi ng one anot her.

Power Score - The PSP cost is reduced by 20 percent, rounded up.

20 - Al would-be teleporters are seriously disoriented. They cannot cast
spells and suffer a -4 penalty on all die rolls for 1d4 turns.



Psychoportive Devotions

Astral Projection

Power Scor e: I nt
Initial Cost: 6
Mai nt enance Cost: 2/ hour
Range: na
Preparation Tine: 1
Area of Effect: per sona
Prerequi sites: none
Astral projection is simlar to probability travel, except the traveler is
not acconpani ed by his physical body. Instead, an astral body is created. This

astral body imediately leaps into the astral plane. Only creatures or
characters who are also on the astral plane can see it.
A silvery cord connects the astral body to the physical body. Nearly al

astral travelers have such a cord. It is visible as a translucent string which
stretches 10 feet fromthe astral body, and then becones invisible and
intangible. If the cord is severed, both bodies die (so does the character).

The silvery cord is nearly indestructible, however. Usually it can be severed
only by the psychic wind at its nost powerful, or by the silver swords of the
gi t hyanki .

Since the astral plane is a highway | eading to other planes, a character who
uses this power usually has another destination in mnd -either a distant point
on the prinme material plane or an outerplanar |ocale. Wen the traveler reaches
his destination, a tenporary physical body is fornmed there. This body resenbles
the character’s real body in every respect, and the two are still connected by
the invisible, silvery cord.

If either the astral body or the tenporary physical body is killed, the cord
returns to the real body. This second physical body is not fornmed if the
character travels to another |ocation on the sane plane where his real physical
body is located. He can view that plane in astral form but cannot affect it or
even enter it physically, nor can he direct magical or psionic powers into it.
Magi cal itens can be taken into the astral plane, but nost |ose their nagica
properties tenmporarily while in that plane.

If you'd like nore detail on astral travel and the astral plane, see the
Manual of the Planes, an AD&D gane handbook.

Power Score - The first col or pool found is precisely where the psionicist
wants it.

20 - The psionicist attracts the attention of a powerful creature in the
astral plane.

Di nensi onal Door

Power Scor e: Con -1
Initial Cost: 4

Mai nt enance Cost: 2/ round
Range: 50 yards +
Preparation Tine: 0

Area of Effect: na
Prerequisites: none

Li ke tel eportation, a dinensional door takes a character from one | ocation
to another. The simlarity stops there, however. Wth dinensional door, the
psi oni ci st opens a man-sized portal which | eads to the edge of another dinension.
The edge acts as a lightning-quick transit system carrying travelers to a
destinati on chosen by the psionicist who uses this power.

Wien the psionicist uses this devotion, he creates a door |leading into the
alternate dinmension. The door is a vaguely outlined portal, which appears in
front of the psionicist. At the same tinme, an identical portal appears wherever
he wants it, within range (see below). The door can have whatever orientation
t he psionicist chooses. |f soneone (including the psionicist) steps into either
portal, he inmredi ately steps out of the other. Both doors remain in place for as



| ong as the psionicist naintains the power.

The di mensi on accessed by this power is not fully understood. dearly, it
has very different qualities of tinme and space, such that notion is greatly
accelerated. For nmany years this transit was thought to be instantaneous, but
arduous experinents by Larue d jar Azif of Dhaztanar have proved that a very tiny
bit of tinme does elapse. Wat this nmeans is still unknown.

Travel via this power is disorienting. Presunably, exposure to the
alternate di nension traumatizes the body in sone way. As a result, a traveler is
dazed and cannot attack or nmove for one round after stepping through a

di mensi onal skip portal. Quick transit is advisable. People who shove only an
armthrough a portal suffer intense pain. Fools who poke their head through a
portal nust nake a system shock roll; failure neans they | ose 50% of their
current hit points and pass out.

I nani mat e objects are not affected by exposure to the dinmension’s edge. In
fact, a character can throw or fire objects through a portal, and they' |l cone

out on the other side. Attackers suffer a -4 penalty on their to-hit rolls
against targets on the other side of the dinension’ s edge.

Range: The normal range of this power - i.e., the maxi mum di stance between
the two portals - is 50 yards. The distance can be extended only with severe
reductions to the character’s power score, as shown below. |ncreasing the range
does not increase the PSP cost, however.

Di st ance Power Score
Bet ween Doors Modi fi er

50 yards 0

75 yards -2

100 yards -5

150 yards -8

200 yards -12

Power Score - Transit does not cause disorientation
20 - The psionicist is nmonentarily exposed to the transit dinmension and is
disoriented as if he had stepped through the portal.

Di nensi on Wl k

Power Scor e: Con -2
Initial Cost: 8

Mai nt enance Cost: 4/ turn
Range: na
Preparation Tine: 2

Area of Effect: per sona
Prerequi sites: none

Wth di nension wal k, a psionicist can travel fromplace to place in his own
di mensi on by piercing other dinmensions at right angles. This has two advant ages
over a dinensional door: 1) a dinmension walk is not physically traumatizing and
2) the range of travel is greater. On the other hand, dinension walk only allows
the psionicist hinmself to travel, and he can easily get |ost.

The di nmensi on wal ker opens up a vaguely shimrering portal. Only the
psi oni ci st who opened the portal can enter it. As soon as he does, the porta
cl oses behind him He finds hinself engulfed by an inky grayness that is
virtually without features. The effect is one of extrenme sensory deprivation

The psionicist can travel through this gray realmat a speed of 7 |eagues
(21 mles) per turn. He cannot see where he is or where he’s going while in the
realm He has only his instinct to guide him and nmust make a W sdom check every
turn. |If these checks succeed, he'll find hinmself at his chosen destinati on when
he steps out of the realm |If any single Wsdom check fails, however, the
character will stray off course by several mles. Wen the wal ker steps out of
the gray realm the DM can place himin any |location, wthin the maxi mum di stance
fromhis starting point (e.g., if the psionicist wal ked for 10 rounds, he nust be
within 21 mles of his origin). |It’'s up to the psionicist to figure out his
| ocation; this power doesn't help himgain his bearings.

Aside fromgetting lost, dinension walking is conpletely safe. Apparently
anything that lives in the other dinensions crossed cannot interact with



di mensi onal travelers (Larue d jar Azif of Dhaztanar postul ated that these other
di mensions teemwith life just as rmuch as our own, but because the traveler is
crossing them "against the grain', as it were, they do not register on his
senses). The character can bring along as nuch as he can carry, but bags of
hol di ng and ot her di nensi onal storage devices spill their contents i mediately if
taken into this space.

Power Score - The psionicist receives a +2 bonus when meki ng his Wsdom
checks.

20 - Overcone with vertigo, the character can do nothing but retch for three
rounds.

Dr eam Tr avel

Power Scor e: Ws -4
Initial Cost: 1/25 mles
Mai nt enance Cost: na

Range: 500 mles
Preparation Tine: 0

Area of Effect: per sona
Prerequi sites: none

Dreamtravel is a powerful but unreliable neans of getting fromhere to
there. The traveler journeys in his dreans, and awakes wherever his nocturna
wandering carried him The psionicist can even take other characters with him
although it’s nore difficult than traveling alone (see "Passengers" bel ow).

To use dreamtravel, the psionicist nust be asleep. Once asl eep, he begins
fashioning a dreamthat involves traveling fromhis present |location to his
i ntended destination. At the beginning of the journey, the DM secretly nakes a
power check for the character. |If the check succeeds, the psionicist will reach
his destination. |If the check fails, the character will fall short 10% for each
point that the die roll exceeded the power score.

If the DMwants, this power check is all that’s required to handl e dream
travel during a gane. However, it’'s far nore satisfying to actually role-play
the dream The player creates the setting and describes his intentions, with the
DMinterrupting to change things arbitrarily and throw obstacles in the
character’s path.

If the player overcones the obstacles and sol ves problens inventively, the
DMis justified in giving a bonus to the character’s power check. [|f the dream
is dull and lifeless, the DM can al so penalize the power check

The DM shoul d remenber that this is a dream terrain on the journey may not
resenbl e actual terrain, the character may be conpletely different, and the world
may be conpletely strange. The length of the dreamjourney should be
approxi mately the sane as the real distance, however, and the final destination
should be at least simlar to the real destination. Such dream adventures shoul d
m ni mze conbat and maxi m ze probl ens, puzzles, and surreal atnosphere. |If
conmbat does occur, it has no effect on the character physically, but if he is
killed, he wakes up, right where he started.

A dream journeys take approximtely eight hours to conpl ete, successful or
not .

Passengers: The psionicist can bring other characters along with himin the
dream His power score is reduced by one for each passenger he carries.
Passengers nust al so be sleeping. A single power check | aunches everyone on the
dream journey. |If the check fails, they still attenpt the dreamjourney but fal
short of their target. The psionicist nust pay the PSP cost of the trip
i ndividually for each character acconpanying himin the dream

Intelligent animals can also be drawn into the dream but normal animals
(horses, dogs, falcons, whatever) are very difficult to bring along. The
psi oni ci st nmust make a separate power check to draw in each ani mal and his power
score is halved, rounded down, when making this check

When the dreamtravel ers reach their destination, they awaken. |In the place
where they lay sleeping, their bodies and any equi pnment carried or worn fades
away. At the sane tinme, they fade into being at their new location, still in

sl eepi ng posture, but fully awake.
Power Score - No additional effect.



20 - The dreamis nightmarish. The psionicist nust save vs. paral yzation or
appear dead until violently struck.

Tel eport Trigger

Power Scor e: Int +1
Initial Cost: 0

Mai nt enance Cost: 2/ hour
Range: infinite
Preparation Tine: 0

Area of Effect: per sona
Prerequisites: tel eport

A teleport trigger is a progranmed event which causes the psionicist to
instantly and reflexively teleport to a safe |l ocation. After making a successful
power check, the psionicist nmust specify where he intends to go. He nust also
define very specifically what conditions will trigger the teleportation. These
can be anything he wants, but the teleport will not be triggered unless he is
aware that the conditions have been net. A volcanic eruption 500 niles away will
not trigger teleportation unless the character has sonme way to know that the
vol cano is erupting.

For example, here are three typical triggers: being reduced to 10 or fewer
hit points, seeing a mnd flayer, and being attacked by a magic mssile spell.
When such predeternined conditions are fulfilled, the character instantly
teleports to the programmed | ocati on.

When the teleport is triggered, the character must have enough PSPs
remaining to teleport to that | ocation, because he pays the cost just as if he
were performng a normal teleport (see "teleport"). He nust also nmake a
tel eport power check, with penalties based on the distance traveled. |If this
power check fails, so does the programed tel eport.

No PSPs are spent when the trigger is defined, but the character spends two
points per hour fromthat time just to maintain the trigger. The trigger renains
in effect until the character stops payihg the nmintenance cost.

Power Score - The character can ignore power score penalties for distance.

20 - No other effect.

Time Shift

Power Scor e: I nt
Initial Cost: 16

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisites: tel eport

Time shifting allows the psionicist to travel up to three rounds into the
future and observe things until time catches up with him He sees everything

frozen around himjust as it will be when that nonent in the future actually
arrives.

The psionicist enters a different reality when he uses this power. No one
inthe "still life" that surrounds himcan see or detect himin any way. He can

nove freely through the environnent, putting hinself wherever he wants to be when
he returns to normal tine. But he cannot affect anything around him nor can
anything affect him Even two tine-shifted characters are conpletely invisible
to each other. To the people in real time, the character sinply vani shes and
then reappears sonetine |ater.

The character does not exist for any normal game purpose during the period

when he is tine shifted. I1f, for exanple, a fireball spell detonates in the room
while the character is tine shifted, the character is conpletely protected
against its effects. In fact, unless the blast |eaves visible effects (charred

wal | s or corpses or sulfurous funes), the character won't even know it happened.
He sees none of the intervening events.

This power cannot help a character escape contact, however. |f someone has
establi shed contact or tangents (see Chapter 2) with the tinme shifter-and



conti nues paying their mmintenance cost-then the tangents or contact will still
be in effect when the character returns to normal tine.

Time shifting offers an obvi ous advantage in conbat. A psionicist can |eap
one round into the future and maneuver into position for an attack. In that
case, the shifter receives a +4 bonus to his attack roll. Wth enough tine, he
coul d even escape.

How | ong does a tinme shift last? If the psionicist travels one round
forward, then he has one round in which to maneuver. |If he travels two rounds
forward, then it takes two rounds for reality to catch up. Three rounds is the
limt. The farther (or longer) the trip, the nore difficult it is to nake, as
shown in the table bel ow

Psi oni c Power

Ti me Strength Score

Shifted Cost Modi fi er
1 round 3 0

2 rounds 6 -2

3 rounds 12 -6

Power Score - No other effect.
20 - The psionicist is disoriented, and suffers a -2 penalty on all die
rolls for as many rounds as he intended to shift.

Ti me/ Space Anchor

Power Scor e: I nt
Initial Cost: 5

Mai nt enance Cost: 1/ r ound
Range: 0
Preparation Tine: 0

Area of Effect: 3 yards
Prerequisites: none

This power protects psionicists against unwanted tel eportation. Wen a
ti me/ space anchor is in effect, the psionicist cannot be tel eported against his
will unless he | oses a psychic contest.

Anyone and anything else inside the 3-yard radius is also protected using
the psionicist’s power score. Itens are protected automatically, but living
creatures or characters are protected only if the psionicist wants themto be.
Each additional creature protected costs another PSP per round. This power
cannot prevent soneone fromteleporting hinself away; it only prevents
teleporting froman outside source.

Power Score - The psionicist receives a +2 bonus in any resulting psychic
contests.

20 - The psionicist is rooted to the spot for 1d6 rounds. During that tine
his ACis penalized 5 points.

Chapter 7. Tel epathy

Tel epathi ¢ attack and defense nobdes are often abbreviated as follows, especially
in character or creature descriptions.

Attack Mddes Def ense Mbdes

EW = ego whip IF = intellect fortress

Il =id insinuation MB = nmental barrier

MI' = m nd thrust MB = m nd bl ank

PB = psionic bl ast TS = thought shield
PsC = psychic crush TW= tower of iron wll

Tel epat hi ¢ Sci ences



Dom nati on

Power Scor e: Ws -4

Initial Cost: cont act

Mai nt enance Cost: vari es

Range: 30 yards
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisites: m ndl i nk, cont act

Wth donmination, a psionicist can project signals fromhis ow nind into the
m nd of one other person or creature. As a result, the subject is forced to do
nearly anything the psionicist wishes. The dom nated subject knows what is
happeni ng, but he cannot resist the psionicist’s will. Comuands are given
mental |y and automatically.

The victinmis abilities are neither dinmnished nor enhanced by this power.
The subject can be forced to use any power or ability he normally can - assuni ng
the psionicist knows about it. Dom nation does not reveal facts or secrets about
a victim

As soon as domi nation is attenpted, the victi mnmkes a saving throw vs.
spells. If this saving throw succeeds, the victimis not domnated. If it
fails, the victimhas fallen under the psionicist’s control. However, if the
victimis later forced to do sonething conpl etely abhorrent (against his
alignnment), he can nmake another saving throwto regain his free wll

Dom nati on can exact a high price in PSPs. The cost to establish and
mai ntain this power equals twice the cost to contact the victim

Power Score - The mmi ntenance cost is hal ved.

20 - The victimknows that soneone attenpted to dom nate him

Ej ection
Power Scor e: Ws -4
Initial Cost: varies
Mai nt enance Cost: na
Range: 0
Preparation Tine: 0
Area of Effect: per sona
Prerequisite: none
Ej ection is the final defense against unwanted contact. |f one psionicist

has forced contact with another’s mnd, or has been granted contact and i s now
doi ng things he should not be, he can be ejected.

The cost of ejection is twice the opponent’s contact power score (even if
contact was established through conbat).

Ejection is risky for the user. |If the power check result is 8 or |ess,
consult the table below to see what “ side effects” the psionicist suffers.

1 Lose access to all sciences for 1d10 hours

2 Lose access to one discipline, selected by the DM for 1d10 hours

3 Lose 1d10 +10 additional PSPs

4 Lose 1d10 additional PSPs

5 Lose 1 point of Constitution permanently

6 Lose 1d10 hit points

7 Sever only one portion of contact (one successful attack reestablishes
it)

8 Sever only two portions of contact (two successful attacks reestablish
it)

Power Score - Roll 1d6 on the table above. The result applies to the
ej ect ed being.

20 - Eection fails, but the psionicist still nmakes a d6 roll on the table
above.

Fate Link
Power Score: Con -5



Initial Cost: cont act
Mai nt enance Cost: 5/turn
Range: 2 mles
Preparation Tine: 1

Area of Effect: i ndi vi dua

Prerequisite: m ndl i nk, cont act

This power enables the telepath to intertwine his own fate with that of
another creature. |f either being experiences pain, both feel it. Wen one
| oses hit points, both |ose the same anpbunt. |[If either dies, the other nust
i medi ately nake a saving throw vs. death to avoid the sane fate.

Power Score - Range is unlimted.

20 - Soci al
day.

Mass Dom nati on
Power Score:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:

Area of Effect:

Prerequisite:
Thi s power

to five creatures sinultaneously.

regression. The psionicist |oses 1d6 points of Charisma for a

Ws -6

cont act

vari es

40 yards

2

up to 5 creatures

m ndl i nk, contact, dom nation

is identical to domi nation except the psionicist can control up

Each one nust be contacted and dom nat ed

i ndividually. The nmintenance cost - twice the victinms level or hit dice - nust
be paid for each dom nated figure.

Power Score - The range is extended to 100 yards.

20 - The intended targets are aware of the psionicist's efforts.

M ndl i nk

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

Ws -5
cont act

8/ round
unlimted
0

i ndi vi dual
cont act

M ndlink allows the user to conmunicate wordlessly with any intelligent
creature he can contact (Intelligence 5 or greater on a human scale). This is

t wo-way conmmuni cati on
only receives thoughts which the other party wants to send.
Di stance affects the telepath’s ability to make contact, but it has no
contact” ).

barri er.

other effect (see

It is not the same as mnind-readi ng because the psionicist
Language is not a

Power Score - The mindlink allows one probing question (see probe).
20 - The psionicist nmust save vs. petrification or be stunned for 1d4

r ounds.

M ndwi pe

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

Int -6

cont act

8/ round

t ouch

1

i ndi vi dual

m ndl i nk, cont act

M ndwi ping is a crude form of psychic surgery which affects the subject’s IQ
(it’s like a tenmporary |obotony). The telepath systematically seals off portions
of the subject’s mnd, maki ng whatever know edge was contained there
i naccessi bl e.

When a mindwi pe is attenpted, the victimsaves vs. spells. |If he succeeds,



the mindwi pe is thwarted for one round, but next round the psionicist can try
agai n.

Each round of m ndw ping has two inportant, immediate effects. First, it
reduces the victinms intelligence and Wsdom scores by 1 point. Second, it
reduces his experience level or hit dice by 1 point.

These reductions have considerable inpact. Al characters may | ose
| anguages or proficiencies and their magi cal defense adjustnent. Experience
| evel and hit dice | osses affect everything except hit points. The victimkeeps
all of his hit points regardl ess of what is wiped fromhis mnd.

Intelligence and Wsdom | osses affect wi zards and clerics as if those | osses
were permanent. Cerics |ose bonus spells, their chance of spell failure rises,
and eventual ly they cannot cast spells. Wzards suffer reductions in their

maxi num spell level, their chance to learn spells, and their maxi num spells per
| evel .

When t he nunber of available spells at a given spell-level drops, a
character nust nmake an ability check before attenpting to cast a spell of that
level. W=zards roll an intelligence check. derics roll a Wsdom check. Both
use current scores. |If the check succeeds, the character can cast the spell. |If

it fails, he has forgotten the spell and can't cast any spell that round.
M ndwi pe only seals off information; it doesn't erase it. Al of a
character’s lost Wsdom Intelligence, and experience |evels can be restored
t hrough psychic surgery (a netapsionic science).
This power has no effect against creatures with neither stats nor hit dice.
Power Score - The victimdoesn't get a saving throw
20 - The power affects the psionicist instead of his intended victim

Pr obe
Power Scor e: Ws -5
Initial Cost: cont act
Mai nt enance Cost: 9/ round
Range: 2 yards
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequisite: m ndl i nk, ESP, contact
A probe is simlar to ESP (a tel epathic devotion), but a probe allows
psionicists to dig nmuch deeper into a subject’s subconscious. |If the subject

fails a saving throw vs. spells, then all his nmenories and know edge are
accessible to the prober - fromnenories deep bel ow the surface to those stil
fresh in the subject’s mind. The infornation gained is not necessarily true, but
it is true as far as the subject knows.

The telepath can learn the answer to one question per round. DMs have sone
discretion in deternmining this rate. |If the telepath’s questions (or the
answers) becone too conplicated, each may take |onger than one round to resol ve.

Tel epat hs can probe a subject who is conscious, as well as one who resists.
A probe can even be carried out in the nidst of nelee, provided the telepath can
get close enough. |If a probed wizard or cleric tries casting a spell, the
tel epath knows both that a spell is being cast and what the general effects of
that spell are

Power Score - Two questions may be asked per round and the psionicist knows
of their validity.

20 - The subject knows about the probe attenpt and is not pl eased.

Psi oni ¢ Bl ast

Power Score: Ws -5

Initial Cost: 10

Mai nt enance Cost: na

Range: 20/ 40/ 60 yards
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequi sites: t el eki nesi s

Psionic blast is a wave of brain force which can jolt a subject’s nind |ike



a pi ece of shocki ng news.
establish contact with another

samne) .

If this power is used against a nind that has al ready been contacted,
subj ect must save vs.
but only in his mnd.
He will
but won't die unless al
this effect wears off after six turns.

poi nts,
t hey' re gone.
(in his mnd),

This is one of the five telepathic attacks used to
psionicist (an illithid' s mnd blast is not the

t he
Fai l ure neans he loses 80 % of his remaining hit
The hit points are still there; he only thinks
pass out when the remai ning 20% of his hit points are gone
of themare actually lost. |In any case,
At that time, an unconsci ous character

deat h.

awakens.

This power has three ranges: short, nmedium and long. At nediumrange, the
psionicist’s power score is reduced by two. At long range, it is reduced by
five.

Power Score - A victimwho fails his save passes out for one turn

20 - No other effect.

Superior Invisibility

Power Scor e: Int -5

Initial Cost: cont act

Mai nt enance Cost: 5/ round/ creature

Range: 100 yards

Preparation Tine: 0

Area of Effect: per sona

Prerequisite: m ndl i nk, contact, invisibility

Superior invisibility is very much like Invisibility (qg.v.), but it masks
the character conpletely. The psionicist makes no sound and has no snell, though
he can still be felt if touched. |If he attacks soneone physically, he

automatically breaks contact with that character

Power Score - Opponents affected by this power cannot detect the psionicist
even if he touches or physically attacks them

20 - Everyone contacted beconmes aware of the psionicist's presence and his
desire to be invisible.

Switch Personality

Power Scor e: Con -4

Initial Cost: contact +30

Mai nt enance Cost: na

Range: t ouch
Preparation Tine: 3

Area of Effect: i ndi vi dua
Prerequisite: m ndl i nk, contact

Some psionicists can literally put thenmselves in another man’s (or wonan’'s)
shoes. This science allows the psionicist to switch his own mind with soneone
else’s. In effect, they exchange bodies. The other person’s mind inhabits the
psionicist’s body, while the psionicist’s mnd inhabits his subject’s body. The
switch is permanent, and lasts until the psionicist uses this power to reverse
it.

Each character gains the other’'s physical attributes. However, both m nds
retain all their own know edge and know edge-based abilities. For exanple, a
tel epath who switches minds with a 10th level fighter gains a body with that
fighter’'s hit points and physical attributes (Strength, Constitution, and
Dexterity). However, he retains his own THACO, proficiencies, and so forth.

The switch takes a turn to conplete, and the process is quite traumatic. At
the end of the turn, both characters nust make system shock saving throws using
their new Constitution scores. A character who fails this roll |apses into a
coma for 1-100 hours.

Bodi es that have undergone a personality switch tend to degenerate. Both
characters nust make a Constitution ability check every day. |If a check fails,
the character | oses one point of Constitution. |If his Constitution drops to
zero, he dies.

This Constitution loss is tenporary, but

it does not reverse itself unti



the personalities are restored to their proper bodies.
bodi es recover one point of Constitution per day until
scor es.

The psionicist does not |ose his psionic powers if his Constitution drops
bel ow 11. However, if a power score is based on Constitution - like this power's
score is - the score drops accordingly.

Power Score - System shock rolls automatically succeed,
checks are made only once a week.

At that point, both
they reach their origina

and the Constitution

20 - The psionici st

Tower of Iron WII
Power Scor e:
Initial Cost:
Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisites:

Tower of
cont act. It
brai n.

Like intellect fortress (a telepathic devotion),
area of effect beyond the psionicist’s m nd.

iron wll
relies only upon the superego to build an unassail able haven for the

| apses into a coma for 1d100 hours.

Ws -2

6

na

0

0

1 yard

none

is one of the five tel epathic defenses agai nst unwant ed

iron will has an
it’s very limted.

t ower of
At 3 feet,

A psionicist can initiate one other psionic power during the round in which

he uses the tower of

Power Score -

activity for

iron will.
The area of effect
20 - The psionici st
1d4 hours.

i ncreases to 10 feet.

is lost inside hinself and cannot engage in psionic

Tel epat hi ¢ Devoti ons

Attraction
Power Score:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

The opposite of aversion (see bel ow),
attraction to a particul ar

event.

A victimof this power will

Ws -4
cont act

8/ round
200 yards
0

i ndi vi dual
m ndl i nk, cont act

this power creates an overwhel m ng
person or thing-be it an item creature, action, or

do what ever seens reasonable to get close to

the object of his attraction.

The key word is “ reasonable.”
doesn't suffer fromblind obsession

for exanpl e,
He can still
and i medi at e.
w ne),

Power Score -
risks.

or climb into the arns of a tarrasque (a bipedal
recogni ze danger,
And if the danger is not apparent,
the character could easily destroy hinself
The effect borders on an obsession;

The victimis conpletely fascinated, but he
He won't leap into a fire or over a cliff,
kil'ling machine).
not flee unless the threat is strong
(such as poison in a goblet of
in pursuit of the attraction
the victimtakes serious

but he wll

20 - No additional effect.
Aver si on
Power Score: Ws -4
Initial Cost: cont act
Mai nt enance Cost: 8/turn
Range: 200 yards

Preparation Tine:

0



Area of Effect:
Prerequisite:

i ndi vi dual
m ndl i nk, cont act

The victimof this power gains an aversion to a particul ar person, place,

action, or event. He will do everything he can to avoid the object of his
aversion. He will not approach within 20 yards, and if he is already within 20
yards, he will back away at the first opportunity.

The aversion is

planted” in the victims brain for one turn. |t cannot

be mai ntained for another turn unless the psionicist maintains contact throughout

that turn.

Power Score - The object of aversion affects the victimlike a fear spell
20 - No additional effect.

Awe

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

Cha -2

cont act

4/ r ound

0

0

20 yards

m ndl i nk, cont act

A psionicist can use this power to make others hold himin awe. Each

character contacted nust nmake a saving throw vs. spells.
mental ly cowed; they sense the telepath's "awesone night."

Characters who fail are
They have no desire

to serve or befriend him but they won't attack himunless forced to do so (for

exanpl e, soneone says,
they can to avoid angering or upsetting the psionicist.
avoi d hi m al t oget her,

They' |1 do what ever
I f possible, They'll
and take the first opportunity to escape him

"You kill himor 1'I'l kill you.").

Power Score - The save automatically fails.
20 - Al contacted characters view the psionicist as pathetic and

ridi cul ous.

Conceal Thoughts
Power Score:

Initial Cost:
Mai nt enance Cost :
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

W s

5

3/ round
0

0

3 yards
none

Thi s def ensive devotion protects the psionicist against psionic or nagical

ESP, probes, nindlink,
To overcone thought conceal nent, an attacker nust wage and w n

det ect thoughts.

a psychic contest.
Power Score -

def ender.

life detection, and other powers or spells which read or

rel ated psychic contests will automatically be won by the

20 - No additional effect.

Cont act

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

W s

vari es

1/ round
speci al

0

i ndi vi dual
none

Contact must be established before virtually any tel epathic power can be
used on another character or creature. It is just what its nanme inplies -
contact between the m nds of the tel epath and another character or creature.
Cont act does not all ow communication by itself; it is nerely the conduit for
ot her tel epat hic exchanges.



Many tel epathic powers |i st contact” as their initial cost. That neans
contact mnust be established in a previous round before those powers can be used.
As long as contact is mmintained, the psionicist can use other powers which
require it, and can even switch (using attraction and then nindlink on the sane
subj ect after contact was established, for exanple).

A psionicist can maintain contact with nore than one subject at a tine, but
he rmust contact each one individually, and pay a nai ntenance cost for each use of
the power. For exanple, if a psionicist wishes to inspire awe in two subjects,
he nmust establish and nmaintain contact with each one separately.

Once contact is established, it costs 1 PSP per round to maintain. The
psi oni ci st can perform any other action while maintaining contact. |f he uses
anot her tel epathic power on the same subject while maintaining contact, the
contact power is “ free" (the cost of maintaining contact is covered by the other
power's cost).

Establ i shing Contact: The initial cost of contact is based on the target's
| evel or hit dice, as shown bel ow.

1-5 level s or hit dice 3 PSPs/round

6-10 levels or hit dice 8 PSPs/round

11-15 levels or hit dice 13 PSPs/round

16-20 levels or hit dice 18 PSPs/round

A psionicist cannot contact a subject that he knows nothing about. In other
words, he can't use this power to scan around and “ see what’'s out there.” He
must either have his subject in sight or know specifically who or what he is
| ooking for. He cannot, for exanple, try to contact any random orc which may or
may not be standi ng behind a closed door. However, he can try to contact a
particul ar orc which he has seen before.

If a psionicist fails to establish contact, he can try again the next round.
Fai l ure doesn't necessarily nean the target’s mind cannot be contacted. Rather,
it means the target has not been found yet. The psionicist can continue
sear chi ng.

Several factors can nake telepathic contact difficult to establish

* how far the target is (distance)

* resistance by the target-especially if the target is a psionicist

* whether or not the target is an intelligent mama

Each factor is described bel ow

Di stance: The greater the di stance between the two nminds, the nore difficult
it usually beconmes to make contact. |f the psionicist can see the target -
either with normal vision or by using psionic powers -distance is not a factor.

If the psionicist cannot see his target, normal range nodifiers apply. Sinply
knowi ng where to | ook does not constitute seeing the target.

Separ ati on Power Score
Di st ance Modi fi er

Li ne- of - si ght 0
lmle -1

10 mles -3

100 m |l es -5

1,000 mles -7
10,000 m |l es -9

The maxi mum range for establishing contact is 10,000 mles when a psioni ci st
cannot view his subject. Contact can be maintai ned across any di stance, however;
it is not broken if a contacted subject noves out of range. There is one
exception: contact cannot be extended beyond a crystal sphere.

Resi stance: An untrained character - i.e., a nonpsionicist - can actively
resist intrusion, resulting in a -2 nodifier to the psionicist's power score. To
resist, the character fills his mnd with a barrage of thoughts and enotions -
much as a child avoids a |ecture by plugging his ears and yelling. For exanple,
a character night repeat a poem ad nauseam or screambattle cries. However,
even these efforts won't work unless 1) the character is specifically resisting
psychic intrusion, and 2) resisting intrusion is his sole activity. [If the
character tries to fight or cast a spell, for exanple, his psychic defense has
too many "holes" to be useful. Unless a wild talent knows a tel epathic defense



node, he is as vulnerable to contact as any nonpsi onici st.

Psi oni ci sts (and psionic creatures) are nuch better at resisting contact.

In fact, this power won't work against themunless they intentionally drop their
nat ural defenses. They nust allow another psionicist to use contact on them and
can excl ude sone contacts while remai ning open to others. |If a psionicist
resists, contact can only be established through nmental attacks: psychic crush,
ego whip, id insinuation, mnd thrust, or psionic blast. See Chapter 2, “ Psionic
Combat” for nore information.

Unusual Subjects: Contact can al so be established with nonhuman m nds, even
plants. The further the subject is renoved frommanmmals, the nore difficult it
becones to establish contact. Mdifiers that affect power scores are listed on
the foll owi ng page.

Cont act
Scor e
Life Order Modi fi er
Mamal
(except marsupial) -1
Mar supi al -2
Bird -3
Reptil e, anphi bian -4
Fi sh -5
Arachnid, insect -6
Monst er -7
Pl ant -8

These nodifiers are in addition to any distance nodifiers that may apply. That
nmeans contacting a distant plant or nonster is an uncertain proposition at best.

Breaki ng Contact: Contact is not severed until the psionicist breaks it off
(fails to maintain it). |If the person contacted is a psionicist, he may al so do
something to sever it. A psionicist often can eject an unwanted intruder (see
"ejection").

Optional Rule: The minds of very intelligent beings are nore difficult to
latch onto. Increase the cost of contact by adding the creature's "# of
Languages" mnus two, as shown on Table 4 in Chapter 1 of the Player's Handbook.
For example, a creature with intelligence 17 knows six | anguages. The cost of
contacting this creature's nind is increased by four

Power Score - The contact is maintained for four rounds for free.

20 - Further contact with this nind is inpossible at this experience |evel.

Daydr eam

Power Scor e: W s

Initial Cost: cont act

Mai nt enance Cost: 3/ round

Range: unlimted
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisite: m ndl i nk, cont act

By using this power, the telepath causes soneone's nmnd to wander. This is
only effective against characters with intelligence 14 or |ess who are not
concentrating hard on the task before them but are just going about their
busi ness in a casual, rel axed manner.

Once affected, the daydreaner pays little attention to his surroundi ngs,
making it nuch easier for someone to pick his pocket, slip past hi munobserved,
or otherw se escape his notice. Thieves gain a 20% bonus on their pick pockets,
move silently, and hide in shadows scores. Qher characters can performthese
tasks as an average 4th |level thief (pick pockets, 45% nove silently, 33% hide
in shadows, 25%. The DM can assign chances for success to other types of
skul ki ng and skul | duggery.

Power Score - increase the bonuses to 30%for thieves and 5th | evel for
ot hers.

20 - The victimrealizes soneone is toying with his m nd



Ego Wi p

Power Score: Ws -3

Initial Cost: 4

Mai nt enance Cost: na

Range: 40/ 80/ 120 yards
Preparation Tine: 0

Area of Effect: i ndi vi dua

Prerequisites:

contact, mndlink

Ego whip is one of the five telepathic attacks used to establish contact

wi th anot her psionicist’s nind.
ego, leaving himwith feelings of inferiority and worthl essness.
the target is dazed for 1-4 rounds, during which all of his die

a contacted m nd

(See Chapter 2.) The power assaults the victims
If used agai nst

rolls (psionic attacks, nelee attacks, saving throws, etc.) are penalized five
points (or 25% and he cannot cast any spells above third |evel.

Thi s power

has three ranges: short, nedium and long. At nmediumrange, the

psionicist's power score is reduced by two. At long range, it is reduced by

five.
Power Score - No additional effect.
20 - No additional effect.
Enpat hy
Power Score: W s
Initial Cost: contact (or 1%*)
Mai nt enance Cost: 1/ round
Range: unlinited
Preparation Tine: 0
Area of Effect: 20 ft. x 20 ft.
Prerequi sites: cont act

By usi ng enpat hy,

a psionicist can sense the basic needs, drives, and/or

enotions generated by any mind. Thirst, hunger, fear, fatigue, pain, rage,

hatred, uncertainty,

curiosity, hostility, friendliness, love - all these and

nmore can be sensed.
*When used agai nst nonpsionic targets, contact is not required.
Power Score - The subject of the enotion is reveal ed.
20 - The target senses the attenpt.

ESP

Power Scor e: Ws -4
Initial Cost: cont act
Mai nt enance Cost: 6/ round
Range: unlimted
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisites: cont act

Extrasensory perception, or ESP, allows a psionicist to read sonmeone el se’s
mnd (as the power is treated here). The telepath can only perceive surface or
active thoughts. He cannot use ESP to explore sonmeone’s nmenories or delve into
t heir subconsci ous.

Most intelligent creatures tend to think in words, so |language is a barrier
to understanding. Unintelligent creatures think in pictures. Magical thought,
such as a wizard uses in casting spells, is also unintelligible. However, a
tel epath can easily recogni ze such thoughts as part of the spell-casting process.

Power Score - The first round of maintenance is free.

20 - The psionicist develops a splitting headache and suffers a -1 penalty
on all telepathic power scores for one hour.



Fal se Sensory | nput

Power Scor e: Int -3

Initial Cost: cont act

Mai nt enance Cost: 4/ round

Range: unlimted
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisite: m ndl i nk, cont act

This devotion allows the psionicist to falsify soneone’s sensory input -
maki ng the victimthink that he sees, hears, snells, tastes, or feels sonething
other than he really does. The fal sehoods are sonmewhat limted. Nothing can be
conpl etely hidden or nmade to di sappear, and everything nmust retain its genera
size and intensity.

For exampl e, a human could be nade to |ook Iike a dwarf, but not like a
parrot. A slanmi ng door could be nmade to sound |like a thunderclap or a cough
but not like rustling paper. QI could be nmade to taste |ike garlic, but not
i ke water.

Power Score - Al npost any fal se perception can be achi eved.

20 - The psionicist cannot see, hear, or otherw se sense the intended victim
for 1d4 rounds, except psionically.

I d I nsinuation

Power Score: Ws -4
Initial Cost: 5
Mai nt enance Cost: na
Range: 60/ 120/ 180 yards
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequisites: m ndl i nk, cont act
Id insinuation is one of the five telepathic attack nodes. It seeks to

unl eash the uncontrol |l ed subconsci ous of the defender, pitting it against his
superego. The attack |eaves the victimin a state of noral uproar

Technically speaking, this power drives himnuts, at |least tenporarily. His
id - the seat of primtive needs, aninmal drives, cruelty, and ferocity - seeks to
| aunch himinto a rage of violence and desire. H's superego - the seat of noral
conscience and the “ civilized” part of his brain - struggles to nmaintain the
upper hand. If this power is used against a contacted mnd, the target can do
not hi ng for 1d4 rounds.

Id insinuation has three ranges: short, nedium and long. At nedi um range,
the telepath's power score is reduced by two. At long range, it is reduced by
five.

Power Score - The victims id overpowers his superego and he turns agai nst
his allies for 1d4 rounds.

20 - The psionicist's id is unleashed; the resulting rage inposes a -1
penalty on all his attack rolls and power checks for one turn.

| dentity Penetration

Power Scor e: Ws -3
Initial Cost: cont act
Mai nt enance Cost: 6/ round
Range: unlinited
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequisite: cont act
Identity penetration allows the user to determne the target’s true identity
in spite of polynorphs, illusions, disguises, etc.

Power Score - No additional effect.
20 - Until he gains another level, the telepath cannot penetrate the
identity of the current target.



| ncarnati on Awar eness

Power Score:

Initial Cost:
Mai nt enance Cost :
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

By applying this power to another character,
know edge about past
with the nost powerfu

not al ways).

lives.

Ws -4

cont act

13/ round

unlimted

0

i ndi vi dual

cont act

the psionicist can gain

One past life can be explored per round, starting
personalities (usually these are also the nost fanpus, but

The psionicist also knows i medi ately how many tinmes this particul ar

personality has been killed and raised fromthe dead. It

is up to the players to

put this information to use.

Power Score - past life information is gained in one quick nental blast.
20 - Overwhel ned, the psionicist |apses into a trance until jolted or

sl apped - or for 1d4 hours, whichever cones first.

Inflict Pain

Power Scor e: Con -4

Initial Cost: cont act

Mai nt enance Cost: 2/ round

Range: t ouch

Preparation Tine: 1

Area of Effect: i ndi vi dua

Prerequisite: m ndl i nk, contact
This is a particularly nasty formof torture. It causes no actual harmto

t he subject and | eaves no marks or scars,
sort the telepath desires.
others find their alignments twisting toward evi
If the victimis an NPC who is being questioned,

but causes excruciating pain of any
characters can learn this power freely;
if they wish to inflict pain.
he nust nmake a saving throw vs

Only evil

paral yzation to withstand this agony.

If the psionicist finds a way to use this power in conbat,
al so make a saving throw vs.
Fai l ure neans the pain inposes a four-point penalty on the
character's attack rolls that

keeps on fighting.

t he victim nust
paral yzation. Success neans he grits his teeth and

round, or disrupts and ruins a spell.

Power Score - The pain is so excruciating that the victimpasses out for

1d10 rounds.

20 - This particul ar contact

Intell ect Fortress
Power Scor e:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequi sites:

i s broken.

Ws -3
4

na

0

0
3-yd.
none

r adi us

Intellect fortress is one of five tel epathic defenses agai nst unwanted

contact.

It calls forth the powers of the ego and superego to stop attacks.
Unl i ke nost ot her defenses,
the psionicist’s mnd,

intellect fortress has an area of effect beyond
offering protection to other mnds within that radius.

Every mind within that area defends against telepathic attack with the

psionicist’s intellect fortress power score.

A psionicist can initiate one other psionic power in the sanme round that he
uses intellect fortress.

Power Score - No additional effect.

20 - This defense falters and is not usable again for 1d4 rounds.



| nvi nci bl e Foes

Power Scor e: Ws -3
Initial Cost: cont act
Mai nt enance Cost: 5/ round
Range: unlimted
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequisite: m ndl i nk, cont act
The victimof this devotion believes that any bl ow struck agai nst himwil|
cripple or kill him Even if the blow actually causes just one point of danmage,

the victimthinks he's dying, and that he can no longer fight. He falls to the
ground in horrible pain.

A character who is struck while under the effect of this power won't recover
until a turn later, even if the psionicist stops concentrating on himand turns
his attention el sewhere. As long as the character was under this effect when the
bl ow was struck, he's out for 10 rounds.

Even if the victimof this power is never actually struck, his behavior is
likely to change. Fully expecting the next blowto kill him he may stop
attacking and sinply parry, or try to flee, or even surrender and beg for

quarter. If the character has not been struck, however, the psionicist nmust keep
renewi ng the power every round; otherwi se future blows will affect himnornally.
“Invincible foes” can also work in reverse. |In other words, an attacker
can be made to believe that every blow he strikes is fatal. The belief is strong
enough to create an illusion: even if the attacker barely scratches his foe, he
sees the “ victinmt |ying down, nortally wounded. He will continue to inagine
t hat opponent Iying on the ground until the opponent attacks again (it doesn't
matter whom he attacks; any attack breaks the illusion).

This reversal has several consequences. Characters who have been “ killed”
- i.e., struck - can sinmply walk away fromthe fight, |eaving their corpses
behind. O they can nove into position and attack again, gaining a +2 bonus to
hit. After this happens three tines, the affected character nust make a saving
throw vs. spells. |If it fails, he becones convinced that his foes are unkillable
and reacts accordingly (PCs, of course, are free to react as they see fit).

Power Score - No other effect

20 - No other effect.

Invisibility

Power Scor e: Int =5

Initial Cost: cont act

Mai nt enance Cost: 2/ rnd/ creature
Range: 100 yards
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequi site: m ndl i nk, cont act

Psionic invisibility differs significantly frommagical invisibility. To
make hinself invisible, the psionicist nust individually contact each m nd that
he wants deceive. Once they are all contacted, he nmakes hinself invisible to
themonly. He can still see hinself, as can anyone who was not contacted. Only
characters within 100 yards of the psionicist can be affected by this power.

Invisibility is a delusion affecting one or nore select characters, not an
illusion affecting everyone. The only real change occurs in the mnd of the
psionicist's targets. For this reason, the psionicist can nake anyone invisible
- not just hinself. The * invisible” being nust be approximately man-sized (or
smal | er), however.

The psionicist nust nake a separate power check for each delusion, and pay a
separate mai ntenance cost for each. |In this case, a delusion is one “ invisible”
creature or character, as perceived by one other character. For exanmple, if the
psionicist wants to make two things invisible to two people, he nust make four
separ ate power checks.

This power affects vision only. Observers may still be able to hear or
“invisible” creatures.
Power Score - The power works |ike superior invisibility (a telepathic

snel |



sci ence) .
20 - Al contacts are broken.

Li fe Detection

Power Scor e: Int -2
Initial Cost: 3
Mai nt enance Cost: 3/ round
Range: 100 yards
Preparation Tine: 0
Area of Effect: varies
Prerequisite: none
A tel epath can detect the presence of living, thinking creatures within a
limted area. He nust scan like radar. |If he is scanning at short range, he can

cover a large angle. At long range, the angle is significantly reduced. He can
scan through 180 degrees to a range of 40 yards, 90 degrees to a range of 60
yards, or 30 degrees to a range of 100 yards.

One round of scanning will detect humans, deni hunans, humanoi ds, nanmmal s,
and nmonsters with eight or nore hit dice. A second round of scanning will detect
birds, reptiles, anphibians, fish, and nonsters with I ess than eight hit dice.

In either case the character gets an accurate count of the creatures.

The DM shoul d make this power check and keep the result secret fromthe
player. |f the psionicist doesn't detect anything, the player won't know whet her
that neans there’'s nothing there, or the power didn't work. |If the roll is 1,
the psionicist gets faulty information. He detects what is there, but gets the
nunbers wrong by +/- 50%

Power Score - The psionicist can instantly detect everything within 100
yards, in every direction

20 - The telepath detects 1d6 creatures which aren't there.

Mental Barrier

Power Scor e: Ws -2
Initial Cost: 3

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequisites: none

Mental barrier is one of five tel epathic defenses agai nst unwanted contact.
It is a carefully built wall of thought repetition which exposes only one snal
area of the mind at a tine.

A psionicist can initiate one other psionic power in the sanme round that he
uses nental barrier.

Power Score - Contact during this round and the next is inpossible.

20 - The barrier fails, and the nmental attenpt disrupts any currently active
powers.

M nd Bar
Power Scor e: Int -2
Initial Cost: 6
Mai nt enance Cost: 4/ r ound
Range: 0
Preparation Tine: 0
Area of Effect: per sona
Prerequisite: none
M nd bar is a magician's bane and the telepath's boon. It gives the
psionicist 75 % magi ¢ resi stance agai nst charm confusion, ESP, fear, feeblenind,
magi c jar, sleep, and suggestion spells. It also offers conplete protection

agai nst possession of any sort.
In addition, nind bar protects a psionicist against all tel epathic powers,
except the five contact-establishing attacks. No tel epathic power can affect a



barred mind unless the telepathic attack prevails in a psychic contest. (The
def ender uses nind bar.)

Power Score - The telepath gains a +5 bonus to his power score when
defending in a psychic contest.

20 - The telepath's saving throws vs. the spells |isted above have a -4
penalty for one hour

M nd Bl ank
Power Scor e: Ws -7
Initial Cost: 0
Mai nt enance Cost: 0
Range: 0
Preparation Tine: 0
Area of Effect: per sona
Prerequisites: none
M nd bl ank is one of five tel epathic defenses agai nst unwanted contact. It

attenpts to hide the mind fromattack, making its parts unidentifiable. This
defense is particularly effective against a psionic blast and id insinuation.
(See Chapter 2, “ Psionic Conbat” for details.)

M nd bl ank is unique. Unlike the other four defense nobdes, it costs nothing
to maintain. 1In fact, a character can still recover PSPs while using this power.
That’' s because mind blank is alnmpst instinctual; if a character knows it, it’'s
nearly al ways active, even when he's sleeping or neditating. The power is
inactive only if 1) the player announces it, or 2) the character uses another
def ense node.

Even though m nd blank has no PSP cost, it still constitutes psionic
activity. |If the power is active, a character is vulnerable to detection. He
still may attract psionic feeders, or suffer some other unpleasant effect.

A psionicist can use one other psionic power (but not another defense nopde)
in the sane round that he uses m nd bl ank

Power Score - No other effect.

20 - The character cannot use m nd blank for 1d4 hours.

M nd Thrust
Power Scor e: Ws -2
Initial Cost: 2
Mai nt enance Cost: na
Range: 30/ 60/ 90 yards
Preparation Tine: 0
Area of Effect: i ndi vi dua
Prerequi sites: contact, mndlink
Mnd thrust is one of the five telepathic attacks used to establish contact
with another psionicist’s mind. It is a stabbing attack which seeks to short the

synapses of the defender

If the subject's mnd has already been contacted, and he has psionic powers,
then this power can do some damage. The subject |oses the use of one power,
chosen randonly, for 2d6 days. Beyond establishing contact, nind thrust has no
effect on creatures or characters w thout psionic powers.

Thi s power has three ranges: short, nedium and long. At nediumrange, the
psionicist’s power score is reduced by two. At long range, it’'s reduced by five.

Power Score - No other effect.

20 - The telepath loses all tangents, but not contacts.

Phobi a Anplification

Power Scor e: Ws -2
Initial Cost: cont act
Mai nt enance Cost: 4/ r ound
Range: unlimted
Preparation Tine: 0

Area of Effect: i ndi vi dua



Prerequisite: m ndl i nk, contact

This power allows the psionicist to reach into sonmeone’s mind and di scover
his greatest fear, then anplify it to the point of irrationality. A victimwho
fails a saving throw vs., spells believes he is iminently threatened by the
object of this fear, even if it is conpletely absurd. A character with a fear of
falling, for exanple, is convinced he could pitch over a cliff at any nonent -
even while on an endl ess prairie - unless he stands absolutely still.

The reaction of the frightened character depends on the fear. He wll
defend hinself if attacked (unless defending hinself is sonmehowtied in to his
phobia). A wizard nay teleport away or use other spells to guarantee his safety.

O her characters mght freeze in place or flee for their lives. But all of their
actions will be geared toward protecting agai nst the fearsonme object or
si tuation.

This fear lasts as long as the psionicist maintains the effect. Once he

stops, the fear fades back to its normal proportions, probably |eaving the
character slightly shaken and nore than slightly chagri ned.

Power Score - The target's save vs. spells automatically fails.

20 - The subject has no detectabl e phobias.

Post - Hypnoti ¢ Suggesti on

Power Scor e: Int -3

Initial Cost: cont act

Mai nt enance Cost: 1/1evel or HD
Range: unlimted
Preparation Tine: 0

Area of Effect: 1 creature
Prerequisites: m ndl i nk, cont act

Any creature with an intelligence between 7 and 17 can receive a post-

hypnoti ¢ suggesti on.

(very dimor very brilliant creatures are not susceptible.)

The psionicist plants a suggestion of sone reasonable course of action in the
creature’s subconscious, along with the situation that will trigger this action
When that situation arises, the DM nmakes a power check against the psionicist’s
post - hypnoti c suggestion score, with a -1 penalty for each day that has passed
since the suggestion was pl ant ed.

A “ reasonabl e course of action” is one that does not violate the
creature’s alignnent or class restrictions. It can be sonething that he woul d
not normally do, but if it is too strange, he just won't do it.

The mai ntenance cost for this power is a one-tine-only paynent,
t he suggestion is inplanted.

Power Score - The psionicist's power score i s not

made when

reduced for the passage of
tinme.
20 - The intended victimis aware of the attenpt.

Psychi ¢ Crush
Power Score:

Initial Cost:
Mai nt enance Cost :
Range:

Preparation Tine:
Area of Effect:
Prerequisites:

Ws -4

7

na

50 yards
0

i ndi vi dual
m ndl i nk

Psychic crush is one of the five telepathic attacks used to establish

contact w th anot her
in the brain,

psionicist’s mnd. It
attenpting to destroy all

is a nmassive assault upon all neurons

by a massive overl oad of signals.

If this attack is used against any mind that the psionicist has contacted,

the victimnust make a saving throw vs.

1d8 hit points.

paral yzation. Failure costs the target

Power Score - The save automatically fails.
20 - The victimis immune to further crushes by this psionicist for 24

hour s.



Psychi ¢ | npersonati on

Power Scor e: Ws
Initial Cost: 10

Mai nt enance Cost: 3/ hour
Range: 0
Preparation Tine: 1 turn
Area of Effect: per sona
Prerequisite: probe

This power enables a psionicist to nmask his own aura and thought patterns,
and make them match soneone else's perfectly. To acconplish this, the psionicist
must first probe the subject he w shes to inpersonate.

Psychi c i npersonation does not alter any of the psionicist’s other features.
It only changes his identity to other creatures with psionic powers. Even then,
a psychic contest with identity penetration or probe can penetrate the disgui se.

Whi |l e psychic inpersonation is in effect, all of the user’s psionic power
scores are reduced by one.

Power Score - The disgui se cannot be detected psionically and power scores
are not decreased.

20 - Until the psionicist reaches a new experience |level, he cannot
i npersonate that subject.

Psychi ¢ Messenger

Power Scor e: Con -4
Initial Cost: 4

Mai nt enance Cost: 3/ round
Range: 200 il es
Preparation Tine: 2

Area of Effect: 1 sqg. yd.
Prerequisite: none

This power allows a character to create an insubstantial, 3-D inmage of
hi nsel f, which can appear anywhere within 200 mles and deliver a message.
Everyone present can see and hear the nessenger. Communication is one-way. The
tel epath has no idea what is happening around his nessenger unless he's using
some ot her power

Power Score - The psionicist can make the nessenger's appearance differ from
hi s own.

20 - No effect.

Repugnance

Power Scor e: Ws -5

Initial Cost: cont act

Mai nt enance Cost: 8/ round

Range: 200 yards
Preparation Tine: 0

Area of Effect: i ndi vi dua
Prerequisite: m ndl i nk, cont act

Wth this power, a psionicist nakes something - a particul ar person, place,
or object - conpletely repugnant to another character. That character is
overwhel med with loathing for the thing, and he will seek to destroy it as
conmpl etely and qui ckly as possi bl e.

If this destruction is strongly against the character’s alignnment (such as
making a tenple repugnant to its cleric), the character gets to nmake a saving
throw vs. spells to shake off the effect.

Power Score - No save is allowed.

20 - The victimis aware of the attenpt.

Send Thought s
Power Scor e: Int -1
Initial Cost: cont act



Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

2/ round
unlimted
0

i ndi vi dual
cont act

This is one-way conmunication, allowing the telepath to send his own
t houghts to sonmeone else’s nind. The telepath can send information or sinply

di stract the target.
If the target

is a wizard casting a spell, he nmust make a saving throw vs.

spells. The wizard applies a nodifier to the save: the difference between his

Intelligence and the tel epath's power score.
hi gher, it’s a bonus;

(I'f the wizard s Intelligence is
if it’s lower, it’s a penalty.) |If this save fails, the

wi zard’ s concentration is broken and the spell is spoil ed.
If the target being distracted is soneone involved in nmelee, he has a two-

poi nt penalty on al

attack rolls (but not damage rolls).

Power Score - W zards cannot make the saving throw.

20 - If the receiver is a friend, he is distracted.
Si ght Link
Power Scor e: Con -3
Initial Cost: cont act
Mai nt enance Cost: 5/turn
Range: unlinited
Preparation Tine: 1
Area of Effect: i ndi vi dua

Prerequisite:

m ndl i nk, cont act

Sight link allows the telepath to tap into another character’s optica

system The telepath sees whatever his |ink sees.

(His own vision is

unaffected.) If the linked creature is subjected to a gaze attack, the telepath

must rmake the appropriate saving throw or also be affected by the gaze.
Power Score - Sound link is al so gained.

20 - The psionicist is blinded for 1d4 hours.

Sound Li nk

Power Scor e: Con -2
Initial Cost: cont act
Mai nt enance Cost: 4/ turn
Range: unlinited
Preparation Tine: 1

Area of Effect: i ndi vi dua

Prerequisite:

m ndl i nk, cont act

By nmeans of a sound link, the telepath taps into the auditory system of

anot her person or creature.

He hears whatever his link hears. |f the |inked

creature is subjected to an auditory attack (by sirens, shriekers, etc.), the
tel epath nust meke the appropriate saving throw or al so be affected.

Power Score -

Sight link is al so gained.

20 - The psionicist is deaf for 1d4 hours.

Synaptic Static

Power Scor e: Int -4
Initial Cost: 15

Mai nt enance Cost: 10/ r ound
Range: 0
Preparation Tine: 0

Area of Effect: 20/ 50/ 90 yds.
Prerequisite: m ndl i nk

Synaptic static interferes with all psionic activity within a given area.

Even the psionicist
power sinultaneously.

is affected; when he creates static, he cannot use any ot her

However, he may al so prevent others fromusing their

powers. Anyone who tries to use a psionic power within the area of effect nust



fight the static’'s creator in a psychic contest.
power functions normally.

I f an opponent succeeds, his
If not, his power fails.

Exposure to synaptic static for nore than five rounds will give anyone a

splitting headache.

irritable.
Thi s power

This has no gane effect, but it will nake NPCs and ani nal s

has three ranges: short, nedium and long. At nmediumrange, the

character’s power score is reduced by two. At long range, it is reduced by five.
Power Score - The psionicist receives a +1 bonus in all psychic contests
pronpted by the current use of static.
20 - The character has injured hinself trying to create static. He
i mredi ately | oses 1d20 PSPs and 1d6 hps.

Taste Link

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

Con -2

cont act

4/ turn

unlimted

1

i ndi vi dual

m ndl i nk, cont act

Could this be a dieter’s dreanf? Taste link allows the telepath to tap into

the flavor senses of another person or creature.

his link tastes.

The psionicist tastes whatever

If the linked creature takes poison orally, the telepath nust make a saving

throw vs. poison to avoid passing out and severing the link.

The psi oni ci st

can't actually be poisoned this way, however.

Power Score -

Scent link is also gained (not a defined power).

20 - The psionicist has a bitter taste in his nouth, but no other effect

OoCccurs.

Tel enpat hi ¢ Projection

Power Scor e:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

Ws -2

cont act

4/ r ound
unlimted

1

10 yard di am

m ndl i nk, cont act

Tel enrpat hic projection allows the user to send enotions to everyone who has

been contacted within a common 10-yard di aneter.
change a character’s enotional state, however.
could be made only slightly angry, for exanple, but not happy.

This power cannot radically
A character who is very angry
Enpat hi ¢ changes

are a matter of degrees, no nore.

Power Score -

while this power

Enoti ons can be drastically altered (love to hatred, etc.)
i s maintai ned.

20 - Al affected characters experience strong negative enptions toward the
psionicist for 1d6 rounds.

Thought Shield
Power Scor e:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisites:

Ws -3
1

na

0

0

per sonal
none

Thought shield is one of five tel epathic defenses agai nst unwanted contact.
It clouds the mnd so as to hide first one part, then another.

A psionicist can initiate one other psionic power during the same round in
whi ch he uses thought shield.



Power Score - No ot her effect.
20 - No other effect.

Tr ut hear

Power Score: W's
Initial Cost: 4

Mai nt enance Cost: 2/ round
Range: 0
Preparation Tine: 0

Area of Effect: heari ng
Prerequisite: m ndl i nk

When a psionicist uses truthear, he can tell whether other people
intentionally lie. He does not hear their words translated into truth; he nerely
knows whether or not speakers believe they are |vying.

Power Score - The psionicist recognizes a fal sehood even when the speaker
does not .

20 - The psionicist can't use this power effectively against this subject
for 1d6 days.

Chapter 8: Metapsionics

Met apsi oni ¢ Sci ences

Appr ai se

Power Scor e: Int -4
Initial Cost: 14

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequi sites: none

Wth this power, a psionicist can deternine the |likelihood that a specific course
of action will succeed. He focuses on a course of action and exani nes the
possibilities. He assigns probabilities. Then he nentally processes enornous
calculations to arrive at an overall probability of success.

In game play, the character nust first pass a power check. If he does, the
DM nmust reveal the percentage chance for the plan or action's success. Exact
odds may be difficult or inpossible to determ ne, but the DM shoul d provide his
nmost accurate, honest appraisal.

No one, not even a psionicist, can foresee the future with assured accuracy.
Li ke precognition, the success of this power depends on how cl osely the
characters adhere to their plans. Do they act as they intended? React as they
i nt ended? What factors did they fail to foresee? Every deviation steers events
awnay
fromthe predicted path. |If this power is used, the DM shoul d give the best
answer he can, based on information the characters have. Factors they don't know
about, and therefore can't take into account while form ng a plan, can change
things dramatically.

Power Score - The player is allowed to reroll any three die rolls to help
make his character's forecast nore accurate.

20 - The psionicist can't use this power successfully again for 1d4 days.

Aura Alteration

Power Scor e: Ws -4
Initial Cost: 10

Mai nt enance Cost: na



Range: t ouch

Preparation Tine: 5
Area of Effect: i ndi vi dua
Prerequi sites: psychic surgery, 5th |eve

Wth aura alteration, a psionicist can tenporarily disguise a person's
al i gnnment, disguise his level, or renove aura afflictions |ike curses, geases,
and guests.

Di sgui sing a character's alignnent or level is the easiest to do. The
di sguise is tenporary, lasting only 1-6 hours. It has no effect on the
character’s real alignnent or class, but a psionicist with aura sight will be
fooled by the fake aura.

Because curses, geases, and quests are inprinted on the character's aura,
they can be renmoved with this power. A psionicist who tries this suffers a -6

penalty to his power score and nust expend 20 PSPs instead of 10. |If the die
roll is 1, the psionicist's patient nust nmake a saving throw vs. spells to avoid
| osi ng one

experience level (a slip of the psychic scal pel can close off vital parts of the
brain).

Power Score - No other effect.

20 - The full PSP cost of the power nust be paid despite the |ack of
success, and this psionicist cannot alter this aura until he achi eves a higher
experience |evel.

Enpower

Power Scor e: Ws -12
Initial Cost: vari es

Mai nt enance Cost: na

Range: t ouch
Preparation Tine: 0

Area of Effect: 1item
Prerequi sites: 10t h I evel

This is not a tool for weak or inexperienced characters. Enpower allows a
psionicist to inmbue an itemw th rudinmentary intelligence and psionic ability.
The process, which requires extraordinary tinme and effort, is described bel ow.

Item Requirenents. An item nust neet two requirenments before it can be
enpowered. First, it nust be of exceptional quality - worth 250%to 500% of the
normal cost for an itemof its type. Second, it must be new. The process of

enpowering rmust begin within 48 hours after the itemis manufactured. |If it is
del ayed | onger, the item cannot be enpowered (if the psionicist still tries, he
automatically fails Step One bel ow, expending 50 PSPs). If the item neets these

two requirenents, the psionicist can begin the enpowernent.

Step One. At the start of each day, the psionicist nust first prepare the
itemto receive psionic power. This costs 50 PSPs and requires a power check
If this check fails, the day is wasted; no further progress can be made until the

next day.
Step Two. If the item has been prepared, the psionicist can give it access
to a discipline. 1t can have access to only one discipline, never nore, and the

psioni ci st hinsel f nust have access to it. This step costs 100 PSPs and requires
a power check

Step Three. The psionicist can attenpt to enpower the itemw th any single
power he knows within the chosen discipline (the item nust have been properly
prepared on the sanme day). The psionicist nust nake two successful power checks:
first, a check for the chosen power (using the appropriate power score), and
second, another enmpower check. |f both checks succeed, the itemhas that psionic
power, with a score two points below the psionicist's. |If Step Three is
successful, the psionicist expends another 100 PSPs (failure nmeans he expends
hal f that anount, as usual).

Step Four. The psionicist can inbue the itemw th other powers by repeating
Step Three. The item can acquire one power per day, provided it has been
properly prepared (see Step One).
Step Five. Wen the itemhas acquired all the powers which the psionicist
intends to give it, the psionicist can seal those powers within the item To do



this, he nust prepare the itemone nore tinme (expending 50 PSPs), and nmake an

endownrent power check one last tine. |If the itemis sealed successfully, it can
never gain any additional powers - but it can't lose them either. An itemthat
has not been sealed will |ose one power per nonth until it is just a nornm
obj ect agai n.

An enpower ed object has 8 PSPs per devotion and 12 per science. It has
intelligence equal to its maker's intelligence mnus 1d6 points, with a nininum
of 12. Its ego is 2 points per devotion and 3 points per science. Unless it was

enpowered with another tel epathic power, it communicates as indicated on Table
113, "Weapon Intelligence and Capabilities" in the Dungeon Master's QGuide (p.

186, A&D 2™ Edition). |Its alignment matches its creator's. The weapon has its
own personality, however, and like all intelligent weapons, it will try to assert
its independence at every opportunity.

The enpowering process nust be unbroken. |If a day passes in which the

psioni ci st does not at least try to prepare the object, it is finished as is. He
cannot even try to seal the powers; they will wear off over the course of tinmne.
Power Score - No other effect.
20 - If three 20's are rolled during the enpowering process, the itemis a
conplete and utter failure.

Psychi ¢ O one

Power Scor e: Ws -8

Initial Cost: 50

Mai nt enance Cost: 5/ round

Range: 60 feet

Preparation Tine: 10 rounds

Area of Effect: speci al

Prerequi sites: cl ai raudi ence, cl ai rvoyance, psychic nessenger, 5th | eve
When this power is initiated, a clone of the psionicist steps out of his

body. It is in every way identical to the original form except that it has no

substance. The psionicist can see and hear what the clone sees and hears. The

clone will do anything the psionicist wants it to (as if it were actually him.

Furthernmore, the psionicist's psyche goes with the clone, thus enabling it to
performall of his psionic powers.

This power has a serious drawback. As long as the clone exists, the
psionicist hinmself is practically a turnip. He retains only three senses: snell,
taste, and touch. He cannot npbve, see, or hear. Al his psionic powers are

transferred to the clone. 1In effect, the inmobile character is no | onger a
psioni cist; not even psionic sense will reveal his true nature. He can be slain
wi thout any conbat rolls if an opponent wi shes to do so.

The clone can travel up to 60 feet fromthe psionicist. |t can go anywhere

the psionicist himself could go. For exanple, it can wal k down a corridor, walk
across acid (the clone has no substance and cannot be hurt), and swi m (provided
the psionicist can). Because the psionicist could wal k through an unl ocked door
so can the clone - although the clone passes through |like a ghost. However, a
cl one cannot travel through walls or walk on water, because the psionicist could
not either.

The clone is inpervious to all fornms of attack and damage except psionic or
mental attack (which will affect the psionicist).

Power Score - The clone can travel through walls and other solid objects.

20 - No other effect.

Psychi ¢ Surgery

Power Scor e: Ws -5
Initial Cost: cont act
Mai nt enance Cost : 10/ turn
Range: t ouch
Preparation Tine: 10

Area of Effect: i ndi vi dua

Prerequisite:

Psychi ¢ surgery

m ndl i nk, cont act

allows a telepath to repair psychic damage.

He can even



operate on hinself if need be, though his power score is reduced by 5 in this
case. Phobias, aversions, idiocy, comas, seizures - all these psychic ailnents
can be treated and cured, as well as several others. Curses or nmagical
conditions - such as geases and charnms - cannot be cured.

Thi s power cannot cure possession, either. However, psychic surgery can
confirmthat the problemreally is possession, and can force the possessing
entity into psionic conbat if the surgeon desires. This may be risky, since
creatures capable of possession are often quite powerful and the psionicist
cannot ascertain their power beforehand. On the other hand, psychic surgery
could cure the possession indirectly by forcing a psionically weak entity to flee
rat her than face conbat.

Most psychic ailnments can be cured in one turn or less. However, if the
psionicist's power check result equals 1 or 2, the problemis particularly tricky
and requires another turn to repair. |If the power check fails, the problemis
too great for the psionicist to fix. He can try again after gaining another
experience |evel.

Speci al QOperations: Psychic surgery has two special uses. First, the
surgeon can use this power to help nonpsionicists unleash their wild powers. |If
the psionicist performs this kind of operation successfully, the patient gains a
-2 bonus to his wild talent roll (see Chapter 1).

The second operation can nmake the effect of any power in the tel epathy
di sci pline permanent with no maintenance cost. The patient is rarely grateful,
because the power is not bestowed on the subject, only its effect. |In this way,
a person can be permanently dominated or fate-linked, for exanple. The follow ng
restrictions apply:

1) The power nust be maintainable (i.e., it nust have a mmi ntenance cost).

2) The power nust have a range of other than zero.

3) The surgeon nust know the power and use it successfully on the patient.

4) A psionicist cannot use this type of surgery on hinself or on another

psionicist. |If he tries, nothing
happens.
5) At nost, only one power can nade pernmanent per turn. |If the result of

the power check is 1 or 2,
the procedure takes two turns instead of one.
This procedure can also be reversed; i.e., psychic surgery can be used to
renove a pernanently inplanted telepathic effect.
Power Score - The surgery takes only 5 rounds per "inplanted" power.
20 - The surgeon cannot use this power successfully again for 1d4 days.

Split Personality

Power Scor e: Ws -5
Initial Cost: 40
Mai nt enance Cost: 6/ round
Range: 0
Preparation Tine: 1
Area of Effect: per sona
Prerequisites: psychic surgery, 10th |eve
This is not a psychosis; it's the power to divide one's nind into two
i ndependent parts. Each part functions in conplete autonony, |like two characters

in one body. Both parts conmunicate fully. Both can use psionic powers, even at
the sanme tine. That nmeans a split personality can use twi ce as nmany psionic
powers per round (the character’s total nunber of PSPs remains the sane, however,
with both personalities drawing fromit). Alternately, one personality can use
psi oni c powers while the other does sonething else - e.g., converse, ponder a
puzzle, or control the body in nelee. Thus, split personality allows a character
to fight physically and psionically at the sane tine.

Mental attacks directed against the psionicist affect only half of the m nd.
Contact must be established separately with each half. If one half is destroyed,
control |l ed, or subdued sonehow, the other half can continue fighting
i ndependently and retains control of the body.

Before he attenpts to make his personality whole again, the psionicist nust
make a saving throw vs. paralyzation if any of the followng is true: 1) he does



not control both portions of his mnd, 2) he has unrepaired psychic damage, or 3)
is suffering unwanted contact. A successful save neans that his mnd returns to
conmplete health and throws off all undesired influences. Failure nmeans that the
afflicted portion of his mnd beconmes doni nant and he passes out for 1d6 turns,
but regai ns consci ousness free of undesired influences.

Power Score - The mind splits into three parts instead of two.

20 - The character passes out for 1d6 turns.

U trabl ast
Power Scor e: Ws -10
Initial Cost. 75
Mai nt enance Cost: 0
Range: 0
Preparation Tine: 3
Area of Effect: 50" radius
Prerequisites: 10t h I evel
A character using psionic ultrablast can overwhel m and damage near by
psyches. To do this, he casts thought waves in all directions. |In laynen's

terns, the psionicist "grunbles" psychically for three rounds. Then his
consci ousness bursts forth and a horrid, psychic scream penetrates all m nds
within 50 feet. Victins may never be the sane again.

Al'l characters within 50 feet of the psionic ultrablast nust save vs.
paral yzation. Failure neans they pass out for 2d6 turns. Those who pass out

must inmedi ately save vs. paralyzation again. |If they fail a second tine, they
|l ose all psionic power. Only psychic surgery can help themrecover this |oss.
Al t hough the bl ast does not affect the initiator, the risks are great. |If

t he power check fails,
he becones comatose for 1d10 days. Sonme characters may think he’ s dead.
Power Score - Creatures of 3 hit dice or less die if they fail their save.
20 - The initiator nust save vs. paralyzation or die. |f he lives, he |oses
the use of all his psionic powers for 2d6 days.

Met apsi oni ¢ Devoti ons

Canni bal i ze

Power Scor e: Con
Initial Cost: 0

Mai nt enance Cost: na
Range: 0
Preparation Tine: 0

Area of Effect: per sona
Prerequi sites: 5th | eve

This power allows the character to cannibalize his own body for extra PSPs.
When it is used, the character can take any nunber of Constitution points and
convert themdirectly to PSPs at a ratio of 1:8 (one Constitution point becones
ei ght psionic strength points). The psionicist can use these points anytinme, as
if they were part of his total.

The Constitution reduction is not permanent, but it is debilitating and
| ong-lasting. The character imediately |oses bonus hit points. H's system
shock and resurrection survival chances are reduced. Mst inportantly, all of
hi s psionic power scores which are based on Constitution are reduced by the
appropri ate anount.

A psionicist can recover one canni balized point of Constitution per week of
rest. Rest neans staying quietly at honme (safely indoors). Adventuring is not
al | oned.

Power Score - The psionicist gains 8 PSPs without reducing his Constitution.

20 - The character |oses 1d4 Constitution points, but can regain them by
resting.



Conver gence

Power Scor e: W s

Initial Cost: 8

Mai nt enance Cost: 0

Range: 10 yards
Preparation Tine: 1

Area of Effect: 10 yards
Prerequisites: contact, 4th | eve

When psionicists put their heads together, the results can be inpressive.
Convergence allows psionicists to link their minds into one synergetic being - an
entity nore powerful than the sumof the individual parts.

There is no linmt to the nunber of psionicists who join mnds. Each
partici pating psionicist nust know the convergence power, however, and each nust
make a successful power check in the sanme round. Then they are linked. All

their PSPs flowinto a single pool, fromwhich each draws his strength. |If one
partici pant knows a power, now anyone in the group can use it.
Each partici pant can use psionic powers at the normal rate per turn: one

def ense and one other power per round. |If the group is attacked psionically, the
attack nust overcone every working defense. |If it does, the attack affects every
character in the convergence, or as many as possible.

When t he convergence is discontinued, PSPs that remain in the pool are

evenly divided anong al

i ndi vi dual
Power Score -

Enhancenment
Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisites:

can exceed hi s usual
No ot her
20 - The partici pant

the participants. Fractions are rounded down, and no
maxi num (extra points are |ost).
effect.

| oses 1d20 PSPs.

Ws -3
30

8/ round
0

5

per sonal
6th | evel

This power yields the sane results as the Meditative Focus proficiency, in

| ess tine.
enhance.

When a psi oni ci st
As long as he maintains the enhancenent power, all
wi thin the chosen discipline are increased by two.

Il earns this power, he selects one discipline to
of his power scores

At the sanme time, all other

power scores are reduced by one.

Power Score -
20 - A
hour s.

Grd

Power Scor e:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequi sites:

Each tinme a psionicist girds another

automatically - i.e.

O her scores are not
power scores in the chosen discipline are reduced by one for 24

reduced.

Int -3

0

2 X mai nt enance
0

0

per sonal

3rd | evel

power ,
concentration.

he can maintain that power

wi t hout ment al Thus, a psionicist who is

mai ntai ni ng only girded powers can sl eep wi thout disrupting those powers.

To use gird,
intends to affect.

until the psionicist

the psionicist nust first

Then he nmust nmake a girdi ng power check
automatically pays twi ce the normal
m ni nrum of 1 PSP per
do so (no power check is required).

hour .

runs out of PSPs.
or sleeping could awaken to find al

initiate and maintain the power he
I f he succeeds, he
mai nt enance cost for the girded power - or a
To renove the girding, he nust consciously decide to
O herwi se, the girding remains in place
That means a psionicist who's unconsci ous
his psionic strength girded



away. |f the psionicist wishes to reestablish a gird that he discontinued, he
must rmake a new power check

Power Score - No other effect.

20 - The gird attenpt disrupts the power.

I ntensify

Power Scor e: Affected -3
Initial Cost: 5/increase
Mai nt enance Cost: 1/ r ound
Range: 0
Preparation Tine: 1/increase
Area of Effect: per sona
Prerequisites: 3rd | evel

Intensify allows the psionicist to inprove either his Constitution, his
intelligence, or his Wsdom for psionic applications. To inprove one - for
psi oni ¢ purposes only - he nust weaken the other two - for all purposes. Each
point of increase in the targeted ability decreases the other two abilities by
the sanme amount. |In addition, each point of increase costs 5 PSPs.

For example, Zenita is a psionicist with Con 15, Int 16, and Ws 17. She
wants to intensify her intelligence by 4 points. To do so, she nust spend 20
PSPs initially (5 PSPs for each bonus point of intelligence). Her intelligence
is raised 4 points to 20. Meanwhile, her Constitution and W sdom scores drop 4
points (to 11 and 13, respectively). The increase in intelligence affects
psionic powers only. The drop in Constitution and Wsdom affects everything
appl i cabl e except psionic strength points: psionic power scores, hps, system
shock rolls, saving throws, spell bonuses, spell failure, etc.

A psionicist can raise an ability score to a maxi num of 25, provided he has
enough PSPs and no other score is reduced bel ow zero.

Power Score - The character's ability is raised to the |evel he intended,
but the cost of this power is reduced to 3 PSPs per increased point.

20 - The psionicist nust nmake a system shock roll or the ability he intended
to boost decreases by 1 point for 24 hours.

Magni fy

Power Scor e: Ws -5

Initial Cost: 25 x magnification
Mai nt enance Cost: magni fi cati on/ round
Range: 0

Preparation Tine: 5

Area of Effect: per sona

Prerequi sites: 6th | eve

Magni fy allows the psionicist to magnify the effects of another power in all
concei vabl e ways - e.g., double damage, doubl e range, double nodifiers, and so
on. However, the affected power’s initial cost is proportionately nagnified, as
is its maintenance cost.

The psionicist initiates the magnify power first. At the same tine, he nust
desi gnat e whi ch power he intends to inprove. Unless he maintains the
magni fication, he nust imediately use the power he wi shes to inprove (in the
sane round). O herwi se he can maintain the magnification until he uses the
af fected power (a costly endeavor). Once the power has been perforned, magnify
must be reinitiated to perform again.

The anount of magnification depends upon the psionicist's |evel, as follows:

Level s 6-10 X2
Level s 11-15 X3
Level s 16-20 x4

Power Score - The magnification factor is one greater, with no additional
cost.
20 - The affected power becones inoperative for a day.



Martial Trance
Power Scor e:

Initial Cost:
Mai nt enance Cost:
Range:

Preparation Tine:
Area of Effect:
Prerequisite:

In sonme situations, the psionicist may find it useful
bef ore engagi ng in psionic conbat.
attention on his psionic activity and tunes out al
he gains a +1 bonus on al

the trance,
di sci pline).
The marti al

deep; the character is brought out of it by any blow shake,
attention is conpletely occupi ed,

Ws -3

7

0 (free)
0

1

per sonal
3rd | evel

to enter a trance

This trance focuses the character's conplete
ot her distractions.
of his Telepathy scores (all powers in the

trance ends whenever the character chooses to end it. It is not

or slap. His
so any nelee attack against himhits

automatically and causes naxi nrum danmage.

Power Score -
attacks.

He manages to maintai n enough awareness to dodge nel ee

20 - No other effect.

Prol ong

Power Score:
Initial Cost:

Mai nt enance Cost:
Range:
Preparation Tine:
Area of Effect:
Prerequisite:

When this power is in effect, the range of all
as is the radius of their areas of effect.
range of zero or individual, nor does it alter personal
It does alter
di sintegration, for exanple,

effect.

8.
Power Score -
20 - A

Psionic Inflation
Power Score:

Initial Cost:
Mai nt enance Cost :
Range:

Preparation Tine:
Area of Effect:
Prerequisites:

When a psionicist invokes this power,
psi oni c noise (extending to 100 feet). Al
requires tw ce the norma

Con -4

5

2/ round

0

0

per sonal
4t h | evel

powers is increased by 50%
This has no effect on powers with a
or single-item areas of

powers that affect a quantity of stuff; prol onged

destroys up to 12 cubic feet of material instead of
The increase is 100%
ranges/ areas of effect are halved for 1d4 hours.
Ws -5
20
3/ round
0
1
100-f oot radi us
3rd | evel
he sends out a powerful ring of

psionic activity within this area

initial cost and mmi ntenance. The initiating

psionicist is not affected; the noise actually begins about an inch beyond his

aura, creating a bubble of relative quiet around him
O her psionicists in the area of effect will not realize anything is wong
until they have actually used a power. |If they are maintaining a power, they

di scover the inflated rate after paying tw ce the norma

mai nt enance cost.

If two psionicists initiate psionic inflation in the sane area, the

psi oni ci sts nust conduct a psychic contest.
If both characters fail, then both cease their power naintenance.

ceases.

Reroll ties.

The loser's psionic inflation

Power Score - ALL psionic activity within the area requires three tines the

normal initial

cost and nmi nt enance.

Wiile in



20 - The psionicist cannot recover PSPs for two hours.

Psi oni ¢ Sense

Power Scor e: Ws -3

Initial Cost: 4

Mai nt enance Cost: 1/ r ound

Range: 0

Preparation Tine: 0

Area of Effect: 200-yard radi us
Prerequisites: m ndl i nk

Wth psionic sense, a character can detect psionic activity anywhere wthin
200 yards. Any expenditure of PSPs constitutes psionic activity, even if it is
only to maintain a power. Use of the mnd blank power is psionic activity, too,
even though it expends no PSPs.

When the character makes his first successful power check, he |earns whether
or not soneone - or sonething - is psionically active within range. |If the
psi oni ci st makes anot her successful power check in the follow ng round, he also
| earns 1) how many PSPs are being spent, and 2) where the psionic activity is
occurring (direction and distance). |If psionic activity is occurring in nore
than one place, the psionicist gets a fix on all of it within 200 yards.

Power Score - Second-round information is gained in the first round.

20 - This power cannot be used effectively for one turn.

Psychic Drain

Power Scor e: Ws -6

Initial Cost: 10/ person + cont act

Mai nt enance Cost: none

Range: 30 yards

Preparation Tine: 0

Area of Effect: up to 6 mnds
Prerequisites: m ndl i nk, contact, 6th | eve

Psychi ¢ drain enables the psionicist to tap into the personal, psychic
energy of other people to augnent his own psionic strength. Up to six people can
be tapped at one tine.

Each subject, who is often called a host, nmust first be asleep. Next, the
psioni ci st nmust make contact with the person's mnd. Then he expends anot her 10

PSPs and makes a psychic drain power check. |If he succeeds, the host falls into
a trance, which lasts 4-9 (1d6+3) hours. The character can be awakened with sone
difficulty before then, but he'll be groggy and disoriented for another hour.

Wiile the host is in the trance, the psionicist can siphon psychic energy,
just as a vanpire draws blood to grow strong, the psionicist drains Wsdom
Intelligence, and Constitution points. He can drain as much as he desires. For
every ability point the psionicist drains, he gains 10 PSPs.

Any PSPs gai ned cannot be banked (added to the psionicist's total). They
cannot be siphoned any faster than they are used. |In other words, when the
psi oni ci st expends PSPs, he automatically draws these points fromhis host(s) -
unl ess he specifies otherwise. The psionicist nmust remain within range of the
entranced characters in order to draw strength points fromthem

If he exercises noderation, the psionicist does not harmhis hosts. A host
only begins to suffer ill effects when he | oses nore than 50% of his psionic
potential (potential equals Wsdom Intelligence, and Constituti on conbi ned,

m nus 30 points. See "Psionic Strength Points" in Chapter 1). The table bel ow
shows
the effects of excessive depletion. Psychic surgery can correct these problens.

Pot ent i al

Lost Ef fect on host

51- 60% Tenporary ammesi a (2-12 weeks)
61- 70% Per manent ammesi a

71- 80% Intelligence reduced to 4

81-90% Intelligence reduced to 4; put in coma for 1-12 days, mnust make



system shock roll every day or

di e.
91-100% Save vs. death or die; if subject lives, Intelligence, Wsdom and
Constitution each reduced to 3,

per manent | y.

Power Score - The psionicist does not harmthe subject(s) this tineg,

regardl ess of how nmuch he drains.
20 - Contact broken

Recept acl e

Power Scor e: Ws -5

Initial Cost: 0

Mai nt enance Cost: 0

Range: t ouch

Preparation Tine: 1 round/ poi nt

Area of Effect: one item

Prerequisites: enpower or val uabl e gem

This power allows a psionicist to store psionic energy in a special
receptacle. The psionicist can draw upon the energy later to fuel his other
psionic powers. He cannot use these points when his total pool of psionic
strength is at its maxi mum However, he can keep the stored PSPs on hand until
he's running | ow on
psionic energy, and then use themimediately (it's like storing a pint of your
own blood at a hospital. Wth a little tine, your body replaces the pint.

Later, if you should |ose blood in an accident or operation, you can use the
stored bl ood to recover the |oss quickly).

Bef ore powers can be stored, a receptacle nust be prepared. Two types of
containers are appropriate: a vessel prepared with enpower (a netapsionic
science), or a valuable gemthat has been specially prepared using the receptacle
power .

Enpower ed Vessel. Any vessel can serve as a receptacle for psionic energy
if it is enpowered first. The psionicist nust performthe initial preparation
and final sealing described earlier under "enpower." He does not do anything
further; the vessel needs no additional powers. It can hold PSPs equal to his
psionic potential, nultiplied by his experience |evel.

Val uable Gem A gemcan hold 1 PSP for every 100 gold pieces of its worth,
rounded down. For exanple, a gemworth 650 gold pieces can hold 6 PSPs, and a
gemworth 1,000 gold pieces can hold 10 PSPs. The gemstill requires
preparation, however. To do this, the psionicist nust slowy fill the gemwth
PSPs - | per turn - until the gemreaches maxi mum capacity (1/100 of its value).
The psionicist can do nothing else while filling the gem \Wen the task is
conmpl ete, the psionicist nmust make a power check. |If he fails, only one-half of
the gem s capacity is useable.

Storing Points. Using his receptacle power, he can automatically place 1
PSP into a properly prepared container per round. Wen he is finished, the
psioni ci st must make a receptacl e power check. If it succeeds, all is well; if
it fails, only half the points he expended are stored in the receptacle, while
the rest are nerely spent.

Using Stored Points. The psionicist can retrieve stored points
automatically. The receptacle nust be in contact with his flesh. He can never
retrieve nmore points than the receptacle currently holds, nor can he retrieve so
many that it raises his current psionic point total above his maximum No matter
how many receptacl es he has, a psionicist can never store nore PSPs than his
maxi mumtotal. (For exanple, if his usual maxi mumis 100 PSPs, he can store no
nore than 100.) Only the psionicist who placed the points in the itemcan use
t hem

The danger of this power is receptacle loss. |If the receptacle is damaged
or destroyed, its contents (PSPs) are instantly subtracted fromthe psionicist's
total possible points. This loss is tenporary, but until the psionicist is once
again back up to his full PSP score he recovers PSPs only half as fast as nornal

Power Score - No other effect.



20 - No other effect.

Ret r ospection

Power Scor e: Ws -4
Initial Cost: 120
Mai nt enance Cost: na
Range: 0
Preparation Tine: 10
Area of Effect: per sona
Prerequisites: convergence, 7th |leve
Retrospection is a kind of psionic seance. It allows psionicists to delve

into the past and | ocate nenories that have been | oosed fromother mnds. A
psionicist nmust join at |least two other psionicists in a convergence before he
can use this power. He - or one of the other participants in the convergence -
then poses a question regarding a specific event in the past. To find the
answer, the psionicist nmust make a successful power check

When retrospection succeeds, the characters tap into a universal, pervasive
menory. They have access to any information that ever existed in anyone's nenory
regarding the incident they are investigating. The anount of detail that cones
to nind depends on power check results:

extrenely vague and fragnentary

vague or inconplete
-5 conplete but not very specific
+ reasonably conpl ete and specific

Menori es bear the mark of the personalities who created them The DM shoul d
role-play the nenories accordingly, not just recite information. |If the
psionicists' alignments differ significantly fromthe nenories' alignnments,
reaction rolls are in order. Menories can be polite and hel pful, or they can be
cant anker ous and downright rude. Menories which have | ain undi sturbed for
centuries may be angered by the intrusion, or they may be delighted for the
chance to air thenselves out and bring the truth to |ight.
Power Score - No other effect
20 - No other effect.

OWN -

Splice
Power Scor e: Int - (2 x # spliced)
Initial Cost: 5 x # spliced
Mai nt enance Cost: # spliced/round
Range: 0
Preparation Tine: # spliced
Area of Effect: per sona
Prerequi sites: 2 + level (see below
Splicing psionic powers is tremendously useful. |In effect, the psionicist

is splicing together two or nore separate powers into one psionic release. This
is very difficult, however, and it requires great precision. The nore powers the
psionicist attenpts to splice, the nore likely he is to fail.

First, the character nust make a successful splice check. H's power score
is decreased 2 points for each power being spliced. For exanple, if he is
splicing two powers, his score equals intelligence -4. The initial cost of this
endeavor is 5 PSPs for every power being spliced.

If the character passes this first power check, he nust then initiate each
spliced power in succession-without interruption. He does not have to nake a
separate splicing check for each of these powers, but he stil
pays their initial costs. Furthernore, each spliced power has absolutely no
effect at this tine.

Once all the powers have been initiated, the psionicist nust nake a second

splice check (his power score is still reduced two points for each power being
spliced). |If he fails this check, all his efforts are |lost; the PSPs he spent
are gone, and none of the powers works. |If the power check succeeds, the

psi oni ci st can



mai ntain the splice by expending 1 PSP per spliced power per round.

At any later tinme (during which the splice has been naintained), the
psioni ci st can unl eash the spliced series of powers. |In effect, he perforns al
of the spliced powers sinmultaneously - or with split second separations if
desired. Success is not automatic. The psionicist nust performthe individual
power checks for these spliced powers when he rel eases them He does not have to
pay their initial costs again, however.

The maxi mum nunber of powers that a psionicist can splice equals his
experience level. For exanple, a 2nd |level psionicist can splice up to two
powers, and a 3rd level psionicist can splice up to three. A conplex splice is a
| ong shot at best, however. As noted above, a psionicist's power score decreases
two points for every power he attenpts to splice. That neans a character who
attenpts a five-power splice has a score of Int -10.

Many psionicists use splice to conbine just two powers: contact, and anot her
power that requires contact. This is the nbst common conbi nati on

Power Score - The character receives a +2 bonus on power checks when
unl eashing the spliced powers.

20 - No other effect.

Stasis Field

Power Score: Con -3

Initial Cost: 20

Mai nt enance Cost: 20/ round or 1/round
Range: 0

Preparation Tine: 3

Area of Effect: max. 1 yard/leve
Prerequisites: 8th I evel

A stasis fieldis aregion in which time slows to a craw and energy is
reduced to a neaningless fizzle. Wen created, the stasis field surrounds the
psionicist like a bubble. It can have any radius he desires, up to a maxi num of
1 yard per each level of his experience. For exanple, a 10th | evel psionicist
can create a field
with up to a 10-yard radi us.

Fromthe outside, the stasis field |Iooks Iike a slightly shinmering,
completely snooth silver globe. Wen sonething presses against the edge, it
gi ves slight resistance, but the object passes through.

Inside the field, all is nmurky and dim Light filters through fromthe
outside, but it turns gray. A light source inside is only about one-fourth as
bri ght as usual

Time is 60 tines slower in a stasis field. That is, for every round (or
m nute) that passes inside, an hour el apses outside (this dilation is not
apparent to those inside the field, however). Each round the psionicist spends
i nside, he nmust pay 20 points to maintain the stasis field.

Energy and notion al so change inside a stasis field. Energy magicks - e.g.,
fireball, magic mssile, cone of cold, and flamestrike - have no effect; the
spel | s appear and then fizzle in mdair. Movenent is slowed down visibly, and
swift objects are affected nore than sl ow objects. Character and creature
nmovenent rates are halved. A dagger can easily be pushed through soneone, but a
lightninglike slash with a sword is slowed to a graceful arc, alnost |ike slow
notion. A mssile weapon is useless; the mssile drifts lazily through the air,
only to bounce off an unwary target or be dodged by a target who's | ooking.

If the psionicist keeps the stasis field centered on hinself, it noves with
him He can transfer the focal point of the field to anything he touches,
however. Then he can nove freely within the field, or even leave it. |If he does
| eave the field, the cost to maintain it is reduced to 1 point per round (from
one perspective, this is actually an increase in cost, since it equals 60 points
for every round which passes inside. Renmenber, one hour outside equals one round
inside). Wile outside the field, the psionicist can roamup to 100 yards from
it and still maintain the field. However, he cannot nove the field fromthe
outside. To nove it again, he nmust re-enter it.

Power Score - No other effect.

20 - The psionicist pays the full initial PSP cost.



W ench

Power Score: Ws -4
Initial Cost: 15

Mai nt enance Cost: 8/ round
Range: 30 yards
Preparation Tine: 0

Area of Effect: 1 undead
Prerequisites: none

This power affects only creatures which exist simultaneously on the Prine
Mat eri al and anot her plane of existence. This includes nost undead, and others
as noted in the Monstrous Conpendium It specifically excludes gods, dem gods,
and avatars. Wen such a creature is wenched, it is forced entirely into one
pl ane
or the other, at the psionicist's option.

If the creature is forced out of the Prine Material plane, it is trapped in
the other plane for 2d6 turns. It can return to the Prine Material when that
time has el apsed.

If the creature is wenched entirely into the Prine Material plane, it is
trapped only as long as the psionicist continues paying the naintenance cost. As
soon as he stops, the creature's dual existence is inmedi ately reestablished.

Except where contradi cted by the Monstrous Conpendium a creature wenched
onto the Prine Material plane suffers any or all of the following effects, at the
DM s option:

e Its arnor class is penalized 1d6 points.

* Undead lose the ability to drain life energy.

e Magical pluses required to hit the creature are reduced by 1.

» The creature is killed permanently if it loses all of its hit points.

The DM shoul d i npose any ot her penalties which seem appropriate, considering
the creature and the other plane involved.
Power Score - The creature is nonentarily dazed. It has a -2 initiative
penalty in the first subsequent round.
20 - No other effect.

Chapter 9: A Psionics Canpai gn

This chapter explains howto bring psionics into your AD&D ganes. |t
exam nes the role of psionics in a canpaign, the attitudes of NPCs toward
psionicists, and the relationship between psionics and nagic. It offers the DM
advice for handling psionic villains and nonsters. Finally, you'll find out what
it's like to experience psionic power.

Look What | Got!

When sonet hing new and exciting cones along, the natural inpulse is to rush
back to the gami ng group, toss it on the table, and let everyone rip into it with
full vigor. But that's the wong way to bring sonething as powerful as psionics
into an existing AD& canpaign. Players are likely to react in one of two ways.
First, everyone will want to play a psionicist. The whole atnosphere of the gane
wi |l suddenly change - so much that players may eventually say, "This isn't like
it used to be." The second reaction is that everyone will be skeptical about
maki ng a big change, so no one will want to play a psionicist. Either way,
ent husi asm fi zzl es.

Li ke any new source of power, psionics should be approached with comon
sense and a bit of caution - especially by the DM No matter how rmuch experience



the DM has, this material is conpletely new, and there's a lot of it. The DM who

dives in with both feet may find hinself drowning in details. If play bogs down
every time a psionicist tries to do something because the DM nmust flip through
this book, players will quickly lose interest in the class. It's best to start

in the shall ow end of psionics and advance slowy, rather than swanping players
wi th the whol e package at once.

An NPC psionicist is the perfect way to introduce psionics gradually. |If
the NPCis a hireling, a follower, or an ally, he mght not even reveal his
psionic powers right away - especially if he's a dual-class character. The DM
can introduce as nmuch or as little psionics as he wants, developing a feel for
the powers and how they nesh with other elenents of the gane. A particularly sly
DM m ght not even nention that psionics is involved, but instead let the players
try to puzzle out the unexplai ned events around them (for exanple, sone people
currently believe that poltergeists are not troublesone spirits, but
mani f estati ons of untrai ned and often unconsci ous psychokinetic ability. An NPC
with such powers could "haunt" players for along tine). Once the DMis satisfied
and confortable with his psionic NPC, the class can be opened to player
characters.

O course, in sone games, secrecy may not be appropriate. Many DVs al | ow
pl ayers to hel p devel op the canpai gn background, and routinely discuss the gane's
direction with them |If you're that kind of DM then your players should take
part in the introduction of psionics. Slow and steady is still the best
approach. Let one player have a psionic character. Debrief the player after
each gane session; get his reactions to both the rules and the way psionics is
bei ng used in the canpaign. Ask other players for their opinions, too. Wen you
and the players feel you have the bugs worked out, the class can be opened up in
gener al

Burn Hi ni

How do NPCs and society in general react to psionicists? The answer covers
the gamut of enmotions. A DM should choose whatever attitudes best suit his
campai gn. Sone possibilities are as foll ows:

e Psionics is viewed no differently than magic. It is a tool, as good or as bad
as the psionicist who wields it.

e Psionics is msunderstood by those who don't practice it, who generally believe
it is magic and the psionicist is just another sort of w zard.

e« Psionicists are feared and reviled, as witches were in nedieval tines.

* The practice of psionics is outlawed or restricted to officially sanctioned
court practitioners.

* Psionicists are treated as a separate race entirely. They maintain their own
smal |l comunities within the larger comunity.

e Psionicists have been driven underground. They maintain secret societies for
their own preservation

It is quite reasonable to mx these attitudes in a single canpaign
vi ewpoi nts can vary fromcountry to country or even town to town. Wen choosing
a social attitude, however, keep several points in mnd. Mny fantasy novels
i nvol vi ng psionics have a common thread: psionicists are segregated fromthe rest
of society, often by choice, sonetines by force. There are several good reasons
for this.

To nost people, the heart of psionics is telepathy, and tel epathy equal s
m nd reading. Tapping directly into sonmeone else's thoughts is the ultimte
i nvasi on of privacy, the ultimate violation of intimcy. Wrst of all, the
subj ect has no way to know when it is happening or howto prevent it from
happening. He is not only invaded, but hel pless.

Psionics lends itself to secrecy. |Its use has no outward sign. W zards
must utter incantations, wave their hands through the air, and fling bits of dust
and bone into sul furous snoke to cast their spells. derics nust pray and invoke
their deities. Al of these things clearly tip off the potential victimthat
somet hing is about to happen, that a supernatural force is about to be rel eased.



The psionicist reveals nothing. H's powers require no verbal, material, or
somati ¢ conponents. Wen psionic powers are used, anyone nearby could be the
source, and sonetines even distance is not a restriction.

Nor does the psionicist's appearance reveal his nature. H s pockets and
purse do not bulge with strange concoctions. H s fingers and sl eeves are not
stained with ink and chem cals. He does not wear the robes or synbols of a holy
order. Psionic characters who are careful can conceal their nature for a | ong
tinme.

What this means to the cormon man is that anyone, even a friend or relative,
could be reading your mind at any tinme - could, in fact, be influencing your
actions, delving into your nobst intimate secrets, entering your honme w thout
| eaving a trace. \Who can be trusted with this sort of power, if power truly
corrupts?

The answer, as far as the suspicious farmer or nerchant is concerned, is no
one. And if no one can be trusted with it, then anyone who has it shoul d be
controlled, or at |east prevented fromliving anong decent, nornal folks.

This, of course, is the attitude anong people with no real know edge or
experience of psionics. An enlightened popul ace or one that has benefited from
benevol ent use of psionics would view psionicists in a positive |ight.

TSR s Canpai gn Worl ds

The overall attitude toward and preval ence of psionics in each of TSR s
publ i shed canpai gn worlds is described below. Bear in nmnd that these are
general trends, and can vary significantly fromregion to region.

FORGOTTEN REALMS® gane setting. Prior to the Tinme of Troubles, psionics were
extrenely rare in the Realms. The incidence of psionic abilities is now on the
rise and the powers thensel ves seemto have becone nore stable. Mst people have
never heard of psionics or psionicists; those who have tend to confuse it with
magi c.

WORLD OF GREYHAWK® gane setting. Psionics is an old and established facet of
life on Certh. Presumably it was brought there when an illithid spacecraft
crashed on the planet ages ago. Psionicists are by no means common, but nost
people are at | east aware of the existence of psionics and often consider it to
be just another nystical pursuit, little different frommagic. Psionic guilds
and secret associations can be found in mgjor cities.

Krynn, a DRAGONLANCE® gane setting. No natives of Krynn exhibit any psionic
potential whatsoever. What few psionicists |live on that world undoubtedly cane
from sonewhere el se (via spelljamrng vessels or other magical travel) or are the
descendants of psionically-able ancestors who cane from another world. Only the
nmost wi dely-read sages and wi zards will have any know edge of psionics.

RAVENLOFT® gane setting. Psionics is known in Ravenl oft. However, the
nature of the Dem plane of Dread restricts the effectiveness of some psionic
powers:

* No psionic power can breach the Mst. A character can teleport, travel through
di mensi ons, travel through dreans, or travel any other way he chooses, but he
will alnost always enmerge in the sanme domain. In those few cases where he
energes sonmewhere else, it will be in a bank of Mst which will |ead himwho
knows where. The DM determi nes the exact |ocation

e No psionic power can bring another character into Ravenloft from
outside. Sone magical spells can do this; psionics cannot.

* Al of the demplane is so suffused with evil that it encroaches on
everyone's aura. Exam ning a person's aura can reveal the character's
alignnment only so far as | aw and chaos are concerned, but not good or
evil. Aura alteration cannot change a character's alignnent with regard
to good or evil.

e Any psionic power that gives the character access to renote or
extrasensory information (primarily via clairsentient or telepathic
powers) al so creates a shadow presence of that character. This shadow
presence can be detected by rolling the subject's level or hit dice or
|l ess on 1d20. Roll only once and use the level or hit dice of the nost



powerful creature or character begin affected.
SPELLJAMVER® canpai gn setting. Psionic powers function normally in
wi | dspace and the phl ogi ston. Psionics is not nagic, however, and cannot power a
spel I jamm ng hel m

Psi oni cs and Magi c

Psi onics and magic are conpletely separate forces. Some of their effects
overl ap, as night be expected, since sone effects are so useful that everyone who
can get them probably will try. For exanple, both psionicists and nagi c-users
have a nmeans of becoming invisible, traveling instantaneously, and controlling
ot her people or creatures. But in their basic makeup, magi c and psionics are
like oil and water; they do not mx. The text below offers sonme genera
gui del i nes and specific rules for the interaction nmagi c and psi oni cs.

General Gui del 1 nes

* The essences of magic and psionics are wholly different. A wizard or cleric

who can detect magic will never detect psionics. Nor wll a psionicist who
scans for psionic activity ever detect spell-casting. This holds true even if
the effect of a particular magical and psionic skill is identical, or nearly
identical. For exanple, a wizard can use hold portal to hold a door shut. In
his own way, using psychokinesis, so can a psionicist. |If a psionicist is
hol di ng a door shut, and a wi zard casts detect magic on the door, the w zard

wi Il find nothing unusual about it. |If the wi zard casts dispel nmagic, the door
will not open. No magical forces are at work on the door.

Exceptions do exist, but they're fairly easy to determ ne. For exanple, a
w zard who casts a detect
invisibility spell will see a character using psionic invisibility because the
spel |l description states specifically
that the spell does not discrimnate between types of invisibility.

e Mugic is capable of duplicating psionic effects |like ESP, clairvoyance,
cl ai raudi ence, teleportation, and levitation, anong others. Again, however,
the energy involved is magical, not psionic. So nornal psionic powers do not
det ect these magi cks.

e Magical images and illusions manipulate |ight, sound, and scent. That neans
they can affect psionic powers which rely on or expand the nornal senses:
cl ai rvoyance, clairaudience, all-round vision, feel light, etc. Using any
psychonet abol i ¢, psychokinetic, telepathic, or psychoportive power against a
magi cal illusion automatically gives the psionicist cause to nake a saving
throw vs. spells. Depending on the situation, the DM may rule that the use of
such a power penetrates an illusion automatically.

e Magical phantasns, on the other hand, operate entirely in the nmind of the
viewer. A psionicist using any power against a phantasm automatically gets to
make a saving throw vs. spells to penetrate the phantasm (the psionicist is
too tuned into his owmn mnd to be easily fooled this way).

Spell s and Psionics

Anti-Magic Shell. This spell has no effect against psionics.

Detect Charm This will detect telepathic control such as dom nation

Detect Invisibility. This spell is effective against psionic invisibility,
astral travelers, shadow form and ethereal characters. It is not effective
agai nst characters in other dinensions.

Detect Magic. This never detects psionic activity.

Detect Scrying. Wen this spell is used against a clairvoyant psionicist,
he rmust nake a saving throw vs. spells. |f successful, the clairvoyant avoids
det ecti on.

ESP. A psionicist always gets a saving throw against this spell wth a +2



bonus. Success negates the spell.

Fal se Vision. The psionicist is allowed a saving throw vs. spells to
negate the effect of this spell.

For bi ddance. None of the teleportation or netabolic powers can breach this
spel I.

Free Action. This spell overcones all psychokinetic effects against the
subj ect's body, plus dom nation.

G obe of Invulnerability. Psionics are unaffected by gl obes.

Magi ¢ Jar. The psionicist uses his conbi ned Wsdom and Constitution scores
when determining the differential nodifier

Magic Mssile. This spell has no effect inside a stasis field.

M nd Bl ank. The psionicist is allowed a saving throw vs. spells to
overcone this spell.

M nor d obe of invulnerability. Psionics are unaffected by gl obes.

M sdirection. This spell affects nagical detection only.

M sl ead. Any psionicist who tries to contact the wizard's mind will realize
the deception imrediately. That first contact attenpt will fail automatically,
however .

Nondet ection. This spell is fully effective against psionic sensing.

Oiluke's Resilient Sphere. Psionic powers cannot penetrate this spell's
protection.

Protection fromEvil. Al telepathic powers used agai nst soneone protected
fromevil have their power scores reduced by 2. Additionally, the spell prevents
mental control such as dom nation

Protection fromEvil, 10" Radius. Sanme as protection fromevil.

Rei ncarnation. Unless the new incarnation is allowable in the psionicist
class, all psionic powers are |ost.

Spell Immunity. This has no effect against psionic powers.

Tel ekinesis. If this spell is opposed by psychokinesis, conduct a psychic
contest between the psionicist's power score and the w zard's experience |evel.

Trap the Soul. A psionicist trapped via this spell cannot use any of his
psi oni ¢ powers (although the character's body is trapped along with his soul, it

is stored in aradically altered, nmagical form Thus the psionicist is denied
access to the physical energy which is the basis for all his powers).

Note: As stated in Chapter 1, all psionicists gain a +2 bonus when nmaking a
saving throw vs. any enchant nent/charm spell.

Magi cal |tens

The sane gui delines which apply to spells also apply to nagical itens, their
effects, and the interplay between themand psionics. One itemin particular,
however, deserves special mention - the philosopher's stone.

For reasons that are unknown, a philosopher's stone aids a psionicist in
shapi ng energy. As long as the stone is in contact with the psionicist's flesh,

all psionic power scores in his primary discipline are increased by one. If the
stone is of the rare, crystalline salt variety, it increases his power scores in
his primary discipline and one other discipline of the character's choice. If it

is the extrenely rare white powder stone, it boosts his power scores in his
primary discipline and allows himto recover psionic strength points at tw ce the
normal rate.

Monsters, Villains, and O her NPCs

Most of the comon-sense rules that apply to regular nonsters, villains, and
NPCs apply equally to psionic figures. It never hurts to review, however, so
some pointers follow.

Psi oni c NPCs nmake excellent major villains. But |ike any powerful, single
entity - a vanpire, a dragon, a lich, a beholder - they are nmuch |l ess effective
in isolation than they are at the center of a web of nminions. For this reason
nmost psionic villains will have nunmerous sl aves, followers, mercenaries, and
other vassals at their beck and call. Sone of these may be m nor psionicists in



their own right. As well as acting as the naster's eyes, ears, and gofers, they
serve to wear down attackers before the final confrontation (or they buy tinme for
the psionicist to escape if the opposition is overwhel mng).

Psi oni ¢ nonsters, on the other hand, tend to be solitary creatures. Many of
them hunt by keying in on nental activity, or even on purely psionic activity
(they detect and track psionic activity the way a hound picks up the scent of a
fox and nmercilessly hunts it down). A crowd of thinking beings tends to create
interference (i.e., "jamthe airwaves"), nmaking it nore difficult to notice an
actual psionicist (or choice victim who wanders into range.

Because they operate alone or in snmall groups, psionic creatures tend to
strike quickly, inflict as nmuch damage as possible, and then nelt away before the
victins can organi ze a counterattack. An excellent tactic, for exanple, is to
teleport into a group, grab soneone at random and teleport away inmedi ately.
Suddenly, that one person can be dealt with alone, rather than in the m dst of
his conrades. Tactics like this can cause far nore fear and destruction than a
gl ance at the creature's statistics might inspire.

Even when they're friendly, NPCs with psionic powers tend to keep their
those powers to thenselves. Secrecy is always the best policy. Unless there is
a good social or enploynment reason for it, never reveal that an NPCis a
psionicist; let the players figure it out for thensel ves.

Li vi ng Psi oni cs

Psi oni cs - the harnessi ng and shapi ng of personal, internal energies - is a
uni que experience. Mich |ike Zen, its essence cannot be described; it nust be
felt. At the heart of psionics is a tautol ogy: only understandi ng brings
understanding. Still, for the curious, what follows is an attenpt to describe
t he psionic experience.

The first thing a psionicist learns is how to recogni ze internal energy.
Everyone is filled with it, but nost people are conpletely unaware of it. It
suf fuses our being 24 hours a day, building up during tines of rest and draining
away during tinmes of exertion or stress. The psionicist learns to turn his
awar eness i nward and search for this energy. Gadually, he gathers it together,
drawing it toward some spot. The notion of drawing is key, because this energy
cannot be pushed or forced; it nust be enticed to accunulate. An experienced
psi oni ci st can gather his energies continuously and unconsciously. For a
begi nner, however, this is the first and nost inportant breakthrough.

Once an anmount of energy has been gathered, the psionicist can begin shaping
it. The closest description for this bundle of energy is a "warm spot" at the
gathering point. Initially, warmspots are easiest to format the front of the
brain. As the budding psionicist practices, he learns to nove it around.
Eventual | y, he can gather energy anywhere: his head, his hand, his shoulder, his
back. The precise location is inportant when using some powers, but not all.

The energy is not shaped in the normal sense of that word. |Instead, prinmed
may be a better label. The psionicist visualizes the effect he wants. The
stronger the visualization, the nore likely it is to succeed. Wen the gathering
reaches its peak, the energy is usually realized in a single, explosive rel ease.

Many psionicists describe this release as an instantaneous increase in the
apparent tenperature of the warm spot, acconpanied by a "beat" sensation - as if
the warm spot had fired spi kes of energy in a radial pattern through the
psionicist's body. This sensation is strongest when the psionicist is directing

energy outward in an aggressive fashion - when noving an object, for exanple. |If
the power being used is directional, the spikes are strongest in that direction,
and very mnor in others. |If power's effects continue for nore than a few

monents, the beat al so continues, but at rmuch |ower intensity.

Contact, a conmmon and vital power, has another physical manifestation.
Rat her than a warm spot, subjects describe the sensation of contact as a "thick
spot"” or a "heavy spot" sonmewhere in the mnd. They usually have trouble
locating it precisely (front, back, left, right), but feel nonetheless that it is
a definite place. Forcible contact (as in telepathic conbat) is simlar, but
much nore extreme. Each tangent arrives "like a gallstone in the m nd" according
to Bezelar Mujarif, a prom nent psionicist nowresiding in Calinshan. Wen
contact finally comes, he adds, it feels "like a tiger has unsheathed its claws



in your head."

d ai rvoyant powers tend to operate one of two ways. Either the power sinply
| ayers over the psionicist's normal senses (clairaudi ence, clairvoyance) or
brings information in snatches and bursts of insight (object reading,
precognition).

Nonpsi oni ci sts often imagine that a tel epath can "eavesdrop” on their

thoughts. That's not quite true. |If a psionicist uses telepathy, the target's
t houghts do not flood into his m nd, masqueradi ng as his own thoughts, or
interfering with them Instead, the thoughts cone forth as sinple know edge.

The psionicist knows what the target is thinking, as if soneone had told him
hours before and he just now renenber ed.

Knights of the Fl oating Table

Most AD&D gane canpai gns foll ow nedi eval thenmes and cultures, both
hi storical and | egendary. Players can easily find nodels for nost character
cl asses, fromw zards to knights. But psionics is nore often thought of as the
property of science fiction and the future rather than the past. Historica
exanpl es are hard to find. Svengali is one possibility, in an evil vein. Mdern
figures like Kreskin and Uri Geller provide exanples of extrasensory powers
(all egedly), but these characters are thoroughly unnedi eval

To find nodels for the psionicist, one can delve into Indian and Asian fol k
tales. These contain many characters with abilities that mrror psionics,
| argel y because Eastern nystici sm enphasi zes neditati on and the harnessi ng of
i nternal energy. Fantasy fiction also offers sone good exanples. The
bi bl i ography bel ow i ncl udes several good sources which deal with psionics.
Players with an interest in the subject are strongly urged to read sonme of these
books for inspiration.

Rel at ed Readi ng

Fiction

Bester, Alfred; The Denolished Man, The Stars My Destination

*Blish, James; Jack of Eagl es.

Bradl ey, Marion Zi nmer; Darkover series: The Bloody Sun, Children of Hastur,

Dar kover Landfall, The For bi dden Tower, Hawkm stress!, The Heritage of Hastur,
The Keeper's Price, The Planet Savers, Sharra's Exile, The Shattered Chain, The
Spell Sword, Star of Danger, Storngueen!, The Sword of Al dones, Thendara House,
Two to Conquer, The W nds of Darkover, The Wrld Weckers.

Brunner, John; The Wol e Man

*Brust, Steven; Vlad Taltos series: Jhereg, Yendi, Teckla, Taltos, Pheonix,

At hyr a.

Del Rey, Lester; Pstal emate.

*Garrett, Randall; Brain Tw ster.

*Goul d, Steven; Junper

*Heinlein, Robert A ; Assignment in Eternity (stories).

Hender son, Zenna; The People, The People: No Different Flesh, Holding Wnder.
*Her bert, Frank; The Godmakers.

Foster, Al an Dean; Flinx series.

Ki ng, Stephen; The Dead Zone.

Kurtz, Katherine; Deryni Rising, Deryni Checknmate, H gh Deryni

*Lanier, Sterling E.; Hero's Journey, The Unforsaken Hiero.

*Launmer, Keith; End As a Hero.

May, Julian; Saga of the Pliocene Exile series: The Many-Col ored Land, The Gol den
Torc, The Non-Born King, The Adversary.

Nourse, Alan E.; Psi H gh and O hers.

Pohl, Frederik; Drunkard's Wl k.

Russel |, Eric Frank; The M ndwarpers.

Robi nson, Frank M ; The Power.

Schmtz, Janmes H.; The Universe Against Her, The Lion Gane, stories.

Si mons, Dan; Carrion Confort.



St ur geon, Theodore;

Tucker, W/ son;
Van Vogt, A E. ;
Zel azny, Roger;

The Synthetic Man, *Mre Than Human
WIld Tal ent.

Creatures of Light and Darkness, The Dream Master, Lord of Light,
Isle of the Dead, This

Immortal, To Die in |tal bar.

* Denotes a new entry to the Bibliography (not in the original text).

Nonfi cti on

Brookesnmith, Peter (ed.); Strange Talents, fromthe series "The Unexpl ai ned:
Mysteries of Mnd, Space, and

Time;" Obis Publishing, London, 1983.
I ndex of Possibilities: Energy and Power; Pant heon Books/Random House, New York,

New Yor k, 1974.

M nd Over Matter,
the series "Mysteries of the Unknown;
Virginia, 1987.

Powers of Healing, Psychic Powers, Psychic Voyages, from
" Time-Li fe Books, Al exandri a,

Puhari ch, Andrija; Beyond Tel epat hy; Anchor Press/Doubl eday, Garden City, New

York, 1973.

Rhine, J.B.; The Reach of the Mnd; WIIliam Sl oane Associ ates, New York, New

Yor k, 1947.

Monst ers

Baku

CLI MATE/ TERRAI N:
FREQUENCY:
ORGANI ZATI ON:
ACTIVITY CYCLE:
Dl ET:

| NTELLI GENCE:
TREASURE:

AL| GNVENT:

No. APPEARI NG
ARMOR CLASS:
MOVEMENT:

H T Dl CE:

THACO:

NO. OF ATTACKS
DAMAGE/ ATTACK:
SPECI AL ATTACKS

SPECI AL DEFENSES:
MAG C RESI STANCE:

Sem tropi cal / Forests

Very rare

Solitary (or group)

Dayti me

Her bi vor e

Exceptional to Genius (15-18)
See bel ow

Neutral (Any, See bel ow)

1 (1d4+1)

-2

21

12+12

7

3

3d6/ 2d6/ 2d6

Psionics, mmgical items, trunpet
Psionics, invisibility

20%

S| ZE: L (as 9" el ephant)
MORALE: Elite (13-14)
XP VALUE: 15, 000
A baku | ooks like a strange el ephant with a lizard' s tail. 1t has an

el ephanti ne head,

complete with trunk, but its trunk is rarely |longer than 4

feet. Two upward thrusting tusks jut out fromthe creature's |ower jaws, curving

slightly. 1Its stout forelegs have a rhino-tough hide. The front feet are like
an el ephant's, but the rear feet have | eonine pads equi pped with cl aws.
Dragonl i ke scal es cover a baku's back and thick tail. On male baku, the scales

conti nue over the back of the head.

Conbat: Despite its size and bul k, a baku can nove rapidly, attacking with a
goring butt and two foreleg stonps. The stonp is used only agai nst man-sized



opponents, or those less than 6 feet tall. A baku can hold sinple devices such

as weapons or wands in its trunk, so a baku will often have sone nmgi cal weapon
or devi ce when attacki ng.
Baku can use psionics to becone invisible at will (see below). They expend

no PSPs for this, and the power check al ways succeeds. Baku al so boast a
trunpeting roar, which affects creatures of certain alignnments. Any vul nerable
creature within 40 feet of a roaring baku suffers |d8 points of damage: it nust
al so make a successful save vs. paralyzation or flee in panic as if affected by
fear (as cast by a 12th level w zard). Baku can trunpet once every four rounds.
Neutral good baku affect only evil creatures, dark (evil) baku affect good
creatures, and holy baku can affect either good and/or evil creatures at their
di scretion.

Neutral good baku are usually tinid, peace-loving creatures, but they
eagerly do battle with evil and nalicious nonsters.

Psi oni cs Summary:
Level Di s/ Sci/ Dev At t ack/ Def ense Score PSPs
12 4/ 6/ 17 M, PsC Al = Int 200

Common Di sci pli nes/ Sci ences/ Devoti ons:

e (Cairvoyance - Sciences: Aura Sight*, Devotions: conprehend witing, danger
sense.

e Psychonet aboli sm- Sciences: aninal affinity*, netanorphosis*. Devotions:
absorb di sease, cell adjustnment*, ectoplasmc forn¥, |end health*, reduction*.

e Telepathy - Sciences: psychic crush*, superior invisibility*. Devotions: awe,
conceal thoughts, contact*, invisibility (no cost)*, mndlink, mnd thrust,
tel erpat hi ¢ projection, truthear

» Psychoportation - Sciences: probability travel*. Devotions: dreamtravel
astral projection*.

* Al'l baku have these psionic powers.

Habi tat/ Soci ety: Al baku cone fromthe Concordant Cpposition (an outer plane).
They are sel dom seen in desolate settings, and prefer to nove invisibly anong
manki nd.

Most baku (80% are creatures of good will. They secretly dwell anobng
humanki nd to serve its interests. Good baku favor societies in senitropica
forests.

About 15% of all baku are of evil alignment. These baku, called "The Dark
Ones" by their brethren, also nove anongst humanki nd. However, they attenpt to
thwart the plans of their good brothers as well as cause general mayhem and
suffering wherever they go.

The remai ni ng 5% of baku are true neutral. Anobng other baku, they are known
as "The Great Ones" or "The Holy Ones." Although they have no discernible
abilities to set themapart fromtheir brethren, they are reverently obeyed by
ot her baku. These holy baku always have an intelligence of at |east 18.

Ecol ogy: Baku tusks are worth 200 gp each. However, this treasure is greatly
over shadowed by the nagical itemwhich a baku usually carries in its trunk

Brain Ml e

CLI MATE/ TERRAI N: Any/ Bel ow gr ound
FREQUENCY: Very rare

ORGANI ZATI ON: Fam |y

ACTIVITY CYCLE: Ni ght

Dl ET: Psi oni ¢ ener gy

| NTELLI GENCE: Ani mal (1)
TREASURE: Ni |

ALI GNMVENT: Neutra

No. APPEARI NG 1-3



ARMOR CLASS: 9

MOVEMENT: 1, Br 3
H T DI CE 1 hp
THACO: Ni |
NO. OF ATTACKS: Ni |
DAMAGE/ ATTACK: Ni
SPECI AL ATTACKS: Psi oni c
SPECI AL DEFENSES: Psi oni c
MAG C RESI STANCE: Ni
S| ZE: T (3" long)
MORALE: Unst eady (5-7)
XP VALUE: 35

These small, furry animals are nearly blind, and they | ook |ike norma

nmol es. Brain noles are sel dom seen, however. They live in underground tunnels,
burrowi ng through rock as well as dirt. Usually, the only discernible evidence
of a brain nole's presence is the network of blistered stone or nounded dirt
above ground, which nmarks the tunnel conplex. These creatures danage nore than a
| andscape, however. Brain noles feed on psionic activity. Fromthe protection
of their tunnels, they can psionically burrowinto a victims brain, and drain
hi s psioni c energy.

Conbat: A brain nole conmonly attacks its victimin forests or underground: in
either case, the creature is usually out of sight in a tunnel. The nole either
waits for a psionically endowed being to appear above it, or burrows in search of
prey.

A brain nole has an innate formof psionic sense: it can automatically
detect psionic activity of any sort within 200 yards. However, it can only feed
upon psionic energy when its victimis nearby - within 30 yards if the victimis
a psionicist or psionic creature, or within 30 feet if the victimis awld
talent. The nole can't get a fix upon its prey until the victimactually uses a
psi oni ¢ power.

Once it locates a victim the brain nole attenpts to establish contact. |If
contact is made, it will attenpt to feed upon psionic energy. |If the victimis a
wild talent, feeding is acconplished using mindwipe. |If the victimis a
psionicist (or psionic creature), feeding is acconplished with psychic drain.

A brain nole does not attack maliciously. 1t nust feed at | east once a week
or it will die.

Psi oni cs Sunmary:

Level Di s/ Sci/ Dev At t ack/ Def ense Score PSPs
6 2/ 1/ 4 MT/ M 12 100
Only has:

e Telepathy - Sciences: nmindlink, mndw pel Devotions: contact, mnd thrust

e Metapsionics - Devotions: psychic drain? (no cost), psionic sense

1A brain nole can perform m ndwi pe up to a range of 30 feet.

2Strangel y enough, a brain nole nust establish contact before using psychic
drain. Furthernore, it can only perform psychic drain upon psionicists or
psionic creatures. However, it does not have to put theminto a trance or sleep
first. It just starts siphoning away psionic energy.

Habi tat/ Society: Brain noles live in famly units that include one nale, one
femal e, and |1 d6 young (one of which may be old enough to feed by itself). Large
brain nole towns of up to 3d6 famly units have been reported. O course, these
only occur in places frequently travel ed by the psionically endowed.

Ecol ogy: Though brain nol es can be dangerous to sonme, others keep them as pets.
The noles are rather friendly, and easily tamed. They are favored by royalty,
who enjoy the special protection which only brain noles can provide. Sone sages
claimthat even a dead brain nole can offer protection from psionic attacks,
provi ded the carcass is worn about one's neck as a nedallion. Sonetinmes, nobles
who have been harassed by a particular psionicist will send heroes out on quests



for these little furry rodents.

On the open narket, adult brain noles sell for 50 gp
gp each.
Cerebral Parasite
CLI MVATE/ TERRAI N: Any/ Any
FREQUENCY: Rar e
ORGANI ZATI ON: I nfestation
ACTIVITY CYCLE: Any
Dl ET: Psi oni ¢ ener gy
| NTELLI GENCE: Non- (0)
TREASURE: Ni |
ALl GNMVENT: Neut r al
No. APPEARI NG 3d4
ARMOR CLASS: Ni |
MOVEMENT: Ni
H T DI CE Ni |
THAQCO: Ni |
NO. OF ATTACKS: 0
DAMAGE/ ATTACK: 0
SPECI AL ATTACKS: Psi oni c
SPECI AL DEFENSES: Only affected by cure disease
MAG C RESI STANCE: Ni
S| ZE: T (fl eas-sized)
MORALE: Ni |
XP VALUE: 35

These tiny psionic parasites float about
they cannot be seen by the human eye.
they cone across a psionic being.

transparent,

in the air.

aura, and slowy drain psionic strength.

Conmbat: A cerebra
for sonme tine.
parasite,

aura, and attaches itself.

unnoti ced.

Only a few psionic powers can detect cerebra
and psionic sense.
obj ects are also effective.

det ecti on,

This initial "attack"

Magi cal
O cour se,

somet hing i s wong when he uses his psionic powers.

Each time the victimuses a psionic power,
each parasite infesting an individual's aura.
but the parasite absorbs the extra PSP.
6 psionic points in this fashion,
both parasites wll

course,

now f eed,

They drift

usual Iy will
par asites:

spel I s which detect
the infested host nay realize that

The power still

Youngsters sel

Col orl ess and nearly
in the wind until
Then they attach thenselves to the host's

aura sight,

for

parasite's attack is so subtle that a victimmay not notice it
When a psionically endowed i ndi vi dual
the creature is nmysteriously drawn to the character's (or nonster's)
go conpl etely

comes within 1 foot of a

life
i nvi si bl e or hidden

the power costs 1 extra PSP for
wor ks nornal |y,

After a particular parasite has absorbed
it can reproduce by splitting in tw. O

and the process continues. Eventually the

victimmay not have enough PSPs to feed the parasites when using a given power:

in that case,

spell or 2)

the parasites to | eave.

victimis not

Psi oni cs Sunmmary:
Level Di s/ Sci/ Dev

1 2/ 1/ 2
Only has:

likely to shake all
powers for three or four

Ni[/Nil 18

t he power fails.
Only two nethods can rid a victimof cerebra
refraining from spending PSPs unti

nont hs.

At t ack/ Def ense Score PSPs

Unlimted

par asites:

1) a cure disease
the threat of starvation forces
Each day the victimrefrains from spendi ng PSPs,
is a 1% cunul ati ve chance (95% maxi num) that each parasite wll
Since this check is nade individually for each parasite,
the pests unless he refrains fromusing his

t here
detach itself.
a heavily infested

5



e Psychonet abol i sm -
e Psychoportation -

Habi t at/ Soci ety: Psionic parasites,
exi sted ever since psionicists have been around.
sect of w zards created the parasites to rid the planes of
psionicists. O course,

pl ane).

Every 15 years,

Ecol ogy: Cerebra

tightly sealed jar.
Wthin several nonths,

specks.

a pl ague of cerebra
pl ane. Their frequency beconmes conmon and 4d8 will
Psionicists dread this tine, and call it "the year of weakness."

Devotions: ectoplasmc form immovability.
Sci ences: probability travel

parasites, if captured, make a wonderful weapon to use agai nst
psionicists. The only problemis that they can eventually escape even the nost
Each has a 1% cumnul ati ve chance of

| ntell ect Devourer, Adult

CLI MATE/ TERRAI N
FREQUENCY:
ORGANI ZATI ON:
ACTIVITY CYCLE:
Dl ET:

| NTELLI GENCE:
TREASURE:

ALI GNIVENT:

No. APPEARI NG
ARMOR CLASS:
MOVEMENT:

H T D CE:

THACO:

NO. OF ATTACKS
DAMAGE/ ATTACK:
SPECI AL ATTACKS

SPECI AL DEFENSES:
MAG C RESI STANCE:

S| ZE:
MORALE:
XP VALUE:

Any/ Subt erranean or dark areas
Very rare

Solitary

Any (if dark)

M nds

Very (11-12)

D

Chaotic evil

1-2

4

15

6 + 6

13

4

1d4/ 1d4/ 1d4/ 1d4

Psioni cs, stal ks prey
Psi oni cs, +3 weapon needed to hit

See bel ow

S (brain sized)

Fanatic (17-18)

6, 000

as these infestations are often call ed, have
Sages claimthat an anci ent

"fal se mages" - i
this tale is very popular even today anong nost w zards,
but its validity is uncertain. The parasites' ability to enter the astral
et hereal planes does | end credence to this theory,
plane is an innate ability. They use probability travel to enter the astral

however (entering the etherea

parasites infests the prine materi al
be encountered at once.

| eaving the jar per day.
fewif any will remain. O course, this is because nost
of themw ||l have left to search for food. Still, even a nonth of two of
security is enough to pronpt many to search the winds for these little clear

The term"intellect devourer” only applies to the adult formof this species (the
| arval stage, or ustilagor, is covered on a separate page). An intellect
devourer |l ooks like a large human brain standing on four legs. The "brain" has a
crusty protective covering. The |egs are bony and doubl e-jointed. Each
appendage ends in a foot with three great, stubby tal ons.

Conbat: Intellect devourers are surprisingly capable in nelee. Only magica
weapons with a +3 bonus or greater can harmthem Even then, the weapons cause
only a single point of danage per attack. Furthernore, these creatures can
strike back with all four of their clawed | egs sinmultaneously if they wish. To
do this, they spring onto their opponent and rake. This attack is doubly potent
if the creature uses split personality. Wth that power in action, the intellect
devourer can rake a victimwith its claws at the sanme tine it attacks

psi oni cal ly.



However, the primary offensive of an intellect devourer is psionics.
hunt for psionic creatures and characters using a special
sense (60" range, no cost). |If they |locate a potenti al
stalk him waiting until they can attack with surprise.

The intell ect devourer's nost gruesone attack occurs just after it has
killed a victim Using reduction, an intellect devourer can enter a dead body.
Then it will proceed to either devour the victims brain, or control his body
(using a special formof domnation). |In this fashion, the creature can seek
opportunities to attack and devour other victins brains.

They
version of psionic
victim they proceed to

Psi oni cs Sunmmary:
Level Di s/ Sci/ Dev At t ack/ Def ense
6 4/ 4/ 13 EW

Scor e PSPs
/M, TS, +1 = Int 200

Intell ect devourers al ways have the foll ow ng powers:

 Psychonet abol i sm -
chanel eon power,

e Metapsionics -

Sci ences: energy

ectopl asnic form expansion,
Sci ences:

split perso

contai nnentl. Devotions: body equilibrium

chem cal sinulation, reduction

nality. Devotions: psionic sense (only 60

range, no cost), psychic drain.

e Telepathy - Sciences: domination (even on dead, intact mnds). Devotions:
contact, ego whip, ESP, id insinuation, telenpathic projection.

e Psychoportation - Devotions: astral projection.

1An intellect devourer's energy contai nnent
is always "on"
even if the check fails against an attack,
be taken per die instead of half damage as is |isted.
whi ch has a 25% chance of success;
and protection fromevil,

this book. It
Fur t her nor e,
wi |
are death spell,

slay the creature;

Habi t at/ Soci et y:
and di smal

stay together.
ustilagor will

Ecol ogy: Adult

However ,

wi t hout

Intell ect devourers dwel
lairs in the w | derness.
even devour them

They serve as wat ch dogs.

They rarely protect their young,
This race is so solitary that even the young ustilagor rarely
occasionally up to two intellect devourers or three

be found together

is superior to the one listed in
penal ty or nmai ntenance cost.

only one point of damage
The only exceptions
powerword Kkill, which wll

whi ch keeps it at bay.

in dark
and may

deep beneath the ground or

intellect devourers are favored pets of mind flayers (illithids).

I ntell ect Devourer, Larva (Ustilagor)
CLI MATE/ TERRAI N: Dar k, noi st areas

FREQUENCY: Rar e

ORGANI ZATI ON: Solitary

ACTIVITY CYCLE: Duri ng dar kness
DI ET: Enoti ons

| NTELLI GENCE: Not ratable
TREASURE: Q (x1d20)

ALI GNVENT: Neutral (evil)
No. APPEARI NG 1-3

ARMOR CLASS: 5

MOVEMENT: 9

H T DI CE 3+3

THAQO: 17

NO.  OF ATTACKS: 1

DAVAGE/ ATTACK: 1d4 +1 (save vs. poison or double)
SPECI AL ATTACKS: Psi oni cs
SPECI AL DEFENSES: Psi oni cs

MAG C RESI STANCE:

Sl ZE:
MORALE:

Nil (See bel ow)
T (brain sized)
Unst eady (5-7)



XP VALUE: 650

Ustilagor are the larval formof intellect devourers. Like their parents, they

| ook like brains with four |egs. However, they are nuch smaller, and their

bodi es are soft and noist. They lack the hard covering which they wll
eventual ly gain as adults. Ustilagor also have a 3-foot tendril which is very
flexible and agile. Unlike their parents, they have coral-like legs with no
feet, so they travel slowly (MV 9). Even so, they can junp and dart wth anmazi ng
agility (that's why their arnor class is 5).

Conmbat: Ustilagor can attack by striking an opponent with their tendril while
perform ng their own version of chem cal sinulation. They never fail when using
this power and expend only 1 PSP per attack. Moreover, the acid is so caustic
that the victimnmnust save vs. poison or suffer additional danage the next round
(1d4 +1).

O course, this is not a highly effective formof attack, and the ustil agor
prefers to use either id insinuation or its advanced tel enpathic projection
power. Using the latter, it can force its victins into one of five states of
m nd during a round: hate for associates, distrust of associates, fear of fungi,
| oathing of area, or uncertainty. These projected enotions cause attack,
bi ckering, desertion, or dithering, accordingly. Note that adult intellect
devourers | ose this enhanced power, and are only able to performtel enpathic
proj ection.

Though they are psionically endowed, ustilagor seemto have no intelligence
as defined by humans. Thus, attacks that affect mnds (psionically or magically)
do not function upon them wth the exception of psionic blast. Due to an
unusual fungal growth (see "Habitat/Society"), they are inmune to fungal attacks
and any attack that affects an aura.

Finally, ustilagor use their energy contai nnent power to protect thenselves
fromspells and other applicable forms of attack. A ustilagor does not have the
advanced form of energy contai nnment associated with their adult form

Al'l ustilagor are attracted to gens. No one knows why for sure, but it is
suspected that ustilagor use the gens for energy containnent. These creatures
will attack a being who's carrying gens before they attack any others.

Psi oni cs Sunmmary:

Level Di s/ Sci / Dev At t ack/ Def ense Score PSPs
3 2/ 1/ 4 11/ M 10 150
Only have

e Psychonet aboli sm- Sciences: energy contai nment. Devotions: chenical
simul ati on (see above).

e Telepathy - Devotions: contact, id insinuation, telenpathic projection (see
above) .

Habi t at/ Soci ety: Ustilagor are so noist that fungi usually grow upon them It's
a synmbiotic relationship. The fungi prevent the ustilagor fromdrying out, and
they al so mask the creature's psionic aura. Thus, no power that affects an aura
will work against a ustilagor covered with fungi. Cerebral parasites cannot
penetrate this |ayer of protection, either.

No one knows when or how the ustilagor beconme intellect devourers, but it no
doubt has sonething to do with nminds and psionics. Sages theorize that fungi
al so plays a role.

Ecol ogy: Mnd flayers (illithids) view ustilagors as culinary delights. If they
survive the encounter, adventurers view themas treasure troves. As noted above,
ustilagors like to collect gens.



Shedu

Lesser G eater

CLI MATE/ TERRAI N: - Any (prefer hot)/Any open region -
FREQUENCY: Rar e Very rare
ORGANI ZATI ON: Her d Herd Leader
ACTIVITY CYCLE: - Hot part of the day -
DI ET: Her bi vor e Her bi vor e
| NTELLI GENCE: Exceptional (15-16) Genius (17-18)
TREASURE: G Ni |
ALI GNVENT: Lawf ul good Lawf ul good
No. APPEARI NG 2d4 1-2
ARMOR CLASS: 4 2
MOVEMENT: 12, FI 24 (O 15, FlI 30 (B)
H T DI CE 9 +9 14 + 14
THACO: 11 5
NO. OF ATTACKS: 2 2
DAVAGE/ ATTACK: 1d6/ 1d6 3d6/ 3d6
SPECI AL ATTACKS: Psi oni cs Psi oni cs
SPECI AL DEFENSES: Psi oni cs Psionics, invisibility
MAG C RESI STANCE: 25% 50%
Sl ZE: L (as a nule) L (as a draft horse)
MORALE: Chanpi on (15-16) Fearl ess (19-20)
XP VALUE: 8, 000 15, 000

A shedu is a pegasus native to hot, arid climates. It has a powerful,

stocky equine body with short but powerful feathered wings. Upon its short,
thick neck is a large hunanoid head. The face is rather dwarven in appearance,
and it always has a beard and nustache. A shedu's hair is very bristly, and
curls into tight waves or bands.

Al'l shedu wear a sinple headband nmade of braided cloth or rope, with a
single button for adornment. The button is centered on the forehead, and its
material represents the bearer's status. Fromthe | owest rank to the highest, a
button may be nade of silver, gold, platinum sapphire, ruby, or diamond. A
| esser shedu al nost never has a button above the platinumlevel. A greater shedu
al nost never wears one bel ow sapphire status.

Shedu wander the prine material, astral, and ethereal planes. They further
the cause of |aw and goodness, help allied creatures in need, and conbat evil.
Greater shedu typically lead herds of six or nore | esser shedu

Conbat: All shedu attack with powerful front hooves. However, both fornms of
shedu prefer to use their psionic powers where applicable.

LESSER SHEDU

Languages: Lesser shedu speak shedu, |lam a, |ammasu, and nost human tongues
(al though not common). O course, they can always use their enpathy power (a
limted formof tel epathy, see bel ow).

Psi oni cs Sunmary:
Level Di s/ Sci/ Dev At t ack/ Def ense Score PSPs
9 4/ 4/ 13 Al/AI = Int 100

Lesser shedu al ways have the five powers listed below (within three disciplines),
and they can use them wi thout expending PSPs. |In addition to these powers, a

| esser shedu knows any three sciences and five devotions desired (fromthese

di sciplines, or others). Each creature tends to specialize in a particular
discipline to conplenent the herd (each takes a different discipline).

* Psychonet abolism- Devotions: ectoplasmc form

» Telepathy - Devotions: contact, enpathy, m ndlink.

e Psychoportation - Devotions: astral projection.



GREATER SHEDU
G eater shedu radiate protection fromevil - 10" radi us.

Languages: Greater shedu speak shedu, |am a, |ammsu, comon, and root | anguages
(i.e., nost human tongues). However, they can always rely upon their telepathy
power, which they have nastered so well that rudimentary contact can be nade even
with plants.

Psi oni cs Sunmary:
Level Di s/ Sci/ Dev At t ack/ Def ense Score PSPs
14 5/ 12/ 15 Al/AI = Int 200

Common powers (* denotes powers they al ways have, ldenotes powers which require no

poi nt expenditure):

e Defense - mind bar*!

« (Cairvoyance - Sciences: aura sight, clairaudience, clairvoyance, object
readi ng, precognition. Devotions: danger sense, sensitivity to psychic
i mpr essi ons.

e Psychonet aboli sm- Sciences: energy contai nment, netanorphosis. Devotions:
body control, ectoplasmc forntl

» Psychokinesis - Sciences: telekinesis. Devotions: nolecular agitation,
nmol ecul ar nmani pul ation

e Telepathy - Sciences: domnination, nass domnination, m ndl i nk*1 Devoti ons:
contact*, invisibility*l, post-hypnotic suggestion

e Psychoportation - Sciences: probability travel*1, teleport*! Devotions:
di mensi onal door, di nmensi on wal k*1

Su- Monst er

CLI MATE/ TERRAI N: Dark areas/W | derness and subterranean
FREQUENCY: Unconmon

ORGANI ZATI ON: Fam | y/ C an
ACTIVITY CYCLE: Dawn and Sunset

Dl ET: Omi vor ous

| NTELLI GENCE: Aver age (8-10)
TREASURE: C Y

ALI GNIVENT: Chaotic (evil)

No. APPEARI NG 1D12

ARMOR CLASS: 6

MOVEMENT: 9

H T D CE 5+ 5

THACO: 15

NO. OF ATTACKS: 5

DAVAGE/ ATTACK: 1D4/ 1D4/ 1D4/ 1D4/ 2D4
SPECI AL ATTACKS: Psi oni ¢, ambush
SPECI AL DEFENSES: Psi oni c

MAG C RESI STANCE: Ni

S| ZE: M (1l arge ape)
MORALE: Aver age (8-10)

XP VALUE: 650

Su-nonsters | ook |ike big gray nonkeys, 4 to 5 feet tall. They have | arge bones

and muscul ar linbs, but they always |ook a bit underfed, because their ribs and
vertebrae show prominently. Their long, prehensile tails can easily support
their weight. Their hands and feet are virtually alike, each having three |ong,
thick fingers and an opposable thunb, all equipped with claws. Like the tail,
their hands and feet are very strong, allowing themto hang by one linb for
several hours.

Short, dirty gray fur covers nost of their body. Their face and tail are



bl ack, while their paws are al ways bl oody red (making them | ook Iike they just
finished killing something, which is the case nore often than not). They
frequently grin, but this is usually a sharp-toothed threat rather than a gesture
of friendliness.

Conbat: Su-nonsters attack with all four |egs when possible, raking their
extrenely sharp nails across their victim They can also deliver a powerful bite
with their canine-like nouth.

These creatures like to hunt in small packs (1d12 nenbers). Their favorite
hunting ground is a well-traveled trail through the jungle/forest. They search
for sturdy branches that overhang the trail, and then perch in the trees, waiting
patiently. \Wen a potential victimpasses into the mdst of them they all sw ng
down, using their tails as anchors. This way they can attack with all four claws
plus the bite. Victinms of this kind of anbush suffer a -4 penalty to their
surprise rolls.

What really makes these beings ferocious is their tribal protectiveness.
Half the time (50% chance), the entire famly takes part in the hunt: nale,
femal e, and two young. |If the young are attacked or threatened, the fenales
fight as if under a haste spell (i.e., double novenment and nunber of attacks).

Li kewi se, if the females are attacked, the males appear to fight with haste. A
surge of adrenaline accounts for this ferocity. Fermales can nmaintain the effect
for up to 6 turns (an hour), and males can maintain it for up to 4 turns.

Psionically, these creatures can be deadly. They know three attack nodes.
They are also inpervious to telepathic attacks (that's why they have no defense
nmodes). Wien su-nonsters are using their enhancenment power, they can attack both
psionically and physically if they choose (instead of enjoying a double attack
rate).

Psi oni cs Sunmary:
Level Di s/ Sci/ Dev At t ack/ Def ense Score PSPs
2 3/'1/3(2/5) MI, PsC, PB/Nil = Int 120

Su- nonsters always know the followi ng powers, and there is a 10% chance that they
wi || have one nore science and two nore devotions in the psychonetabolic

di sci pline.

*» Psychonetabolism - Devotions: enhancenent (no cost, see above).

« Metapsionics - Devotions: psionic sense (always on, no cost).

e Telepathy - Sciences: psychic crush. Devotions: nind thrust, psionic blast.

Habi tat/ Society: A su-nonster fanmily is conposed of two parents (adult male and
femal e) and two young. When two or nore fanilies live together, they forma
clan. Su-nonsters are very territorial and have a particular hatred for the
psi oni cal |y endowed.

According to | egend, su-nonsters were created by a powerful evil cleric or
mage, who wi shed to guard his forest fromintruders (especially psionic ones).
The creatures do nake a form dable attack force, which tends to support this
theory. According to sone sages (who point to the creatures' high intelligence
as proof), the creatures are magi cal hybrid nmade from humanoi ds and apes. |n any
event, many evil w zards and priests enpl oy su-nonsters as forest guards today.

Ecol ogy: Su-nmonsters keep their val uables well hidden high in the trees of their
territory. They have no food value, since their nmeat is mldly poisonous.
Characters who eat su-nonster neat nust save vs. poison or becone ill, and no
natural healing is possible for 1 week.

Thought Eat er

CLI MATE/ TERRAI N: Et hereal Pl ane
FREQUENCY: Rar e
ORGANI ZATI ON: Solitary



ACTIVITY CYCLE: Any

Dl ET: Ment al Ener gy

| NTELLI GENCE: Not ratable

TREASURE: Ni |

AL| GNIVENT: Neut r al

No. APPEARI NG 1-3

ARMOR CLASS: 9

MOVENMENT: 6 (ethereal plane only)
H T DI CE 3

THACO: Ni |

NO. OF ATTACKS: 0

DAVAGE/ ATTACK: Ni

SPECI AL ATTACKS: Psi oni cs, absorb: psionics, spells, and Intelligence
SPECI AL DEFENSES: Et her eal existence
MAG C RESI STANCE: Absorb (see bel ow)

S| ZE: S (3 long)

MORALE: Unst eady (5-7)

XP VALUE: 1, 400

Thought eaters are natives of the Border Ethereal, and they only survive in
ethereal form They appear as a sickly gray skeletal body with an oversized
pl atypus head (to those who can observe it). They have webbed skel etal paws,
suited to swimm ng through the ether

A thought eater has only one desire in its existence, and that is to avoid
death. For sone reason, they die alnost instantly on the prinme material plane.
Fortunately for them they have several psionic powers which help prevent this
from occurring.

Conbat: Thought eaters have no conbat abilities except their psionic powers, even
on the Border Ethereal. Thus, they can be quickly and easily slain if
encountered ethereally.

They are not harm ess, however. Thought eaters are unique. Although they
cannot survive outside the Border Ethereal, their psionic powers can extend into
the prine material plane. This is the only known case of such a cross-over.

Thought eaters always have psionic sense operating. Because of their unique
nature, they can sense psionic activity in the prime naterial plane, as well as
the Border Ethereal. Wen they detect psionic activity of any kind, they proceed
to the area (ethereally, of course).

Their only "attack™ is to absorb psionic energy (this is an innate ability).
They can performthis function when within 60 feet of a true psionicist (or
psionic creature), or within 10 feet of a wild talent. They drain 10 psionic
poi nts per round. They can al so absorb any spell cast in the area as well as
menorized spells (they get 5 points per spell level). Finally, they can feed
upon intelligence, with each point converted to 10 PSPs which they absorb. They
will thus feed until all victins die or escape, or until sated. They are sated
at a nunber of points equal to their PSP maxi mum

Al t hough they feed on brain power, thought eaters are essentially stupid.
Because they lack intelligence, they are immune to all telepathic attacks and
controls (psionic or otherwise). They always feed in this order of preference,
even if it's illogical: 1) psionic points being expended (causes power to fail),
2) magi cal energy being expended (causes spell to fail), 3) PSPs, 4) nenorized
spells, 5) intelligence. Note that if a thought eater eats all of soneone's
Intelligence, they will becone a vegetable (effectively dead). Also, the
Intelligence loss is permanent, unless it is relieved by restore or psychic
surgery. Spells can be renenorized, and drai ned PSPs can be recovered naturally.

All this feeding has the sol e purpose of keeping thought eaters in the
ether. Their bodies process PSPs the way people process food, at a rate of 3
PSPs/ hour. If they ever run out of points, they drop out of the ether into the
prime material plane and instantly die.

Note that ethereal beings are invisible to creatures on the prinme materi al
plane, so it is likely that the thought eater will attack uncontested unti
sated, or until its victins out-distance it. Although it only has a novenent
rate of 6, this is ethereal novenent, allowing it to nove through walls, trees,



etc. as if they didn't exist.

Any defense node except those with a 0 naintenance cost will prevent the
t hought eaters fromfeeding. This includes spells such as mnd bl ank, and
magi cal devi ces which thwart psionic attacks.

Psi oni cs Summary: Thought eaters have 1d100 + 100 (101-200) PSPs. Their score is
18. They boast a special formof psionic sense (in a nmetapsionic power), which
operates continuously with no PSP cost. They also absorb PSPs, as descri bed
under "conbat."

Habi tat/ Society: Little is known about thought eaters, except that they exist
solely in the ethereal plane and are very solitary beings. WMagical research has
indicated that they aren't nalevolent: they sinply desire to keep existing. Sone
claimthat this is the fate of all psionicists once they die.

Ecol ogy: Thought eaters carry no treasure. Wen one dies, it autonmatically drops

out of the ether and materializes on the prime material plane. O course, they
are usually dismissed as a platypus which died fromstarvation

Vagabond

CLI MATE/ TERRAI N: As host

FREQUENCY: Very rare

ORGANI ZATI ON: Solitary

ACTIVITY CYCLE: As host

Dl ET: As host

| NTELLI GENCE: Geni us to Supra-genius (17-20)
TREASURE: As host + speci al

ALI GNVENT: Neutral (any)

No. APPEARI NG 1

ARMOR CLASS: As host

MOVENMENT: As host

H T DI CE As host

THACO: As host

NO.  OF ATTACKS: As host

DAVAGE/ ATTACK: As host

SPECI AL ATTACKS: As host, psionics
SPECI AL DEFENSES: As host, psionics
MAGQ C RESI STANCE: As host, immune to nental spells
Sl ZE: As host

MORALE: Steady (11-12)

XP VALUE: As host + 4 HD

It is difficult to say what a vagabond really | ooks |ike, because they can mmc
countl ess other creatures in form They are an alien |ife force of unknown
origin. They are always encountered in the formof an intelligent, corporeal
creature indigenous to the area (a creature with at |east animal intelligence).

Vagabonds can assune such fornms in one of three ways. First, they can
sinply formthe body with their unusual powers. Wen this occurs, the vagabond
| ooks like a small blob of ink which appears on the ground, then quickly enlarges
into three dinmensions, filling out, then formng the finer details. Such a
change can be trenendously terrifying if the chosen formis sonmething like a
wol fwere. Secondly, vagabonds can take over a freshly dead body, curing it of
all ailnments. Lastly, they can inhabit a living body. 1In this last form they
are |like back-seat drivers who nmake strong suggestions: they cannot do anything
which the host |ife force does not want themto do. Thus, a possessed horse
woul dn't junp off a cliff unless it felt safe or confident about the jump. As
not ed above, vagabonds take the formof any creature with at
| east animal intelligence. They rarely inhabit forns of higher intelligence,
however, such as player character races.

Once they have assunmed a form vagabonds are |locked into it and cannot



| eave, except with the typical psionic powers such as switch personality (which
is one of their favorites).

If they are comunicated with, it will soon becone apparent that sonething
is aniss, for they have none of their form s know edge as to speech, behavi or,
custons, or expectations. However, they are able to use all of its attack and
defense fornms as well as nmovenent and essential functions. O course, nmany of
these will be perforned in strange and uni que ways.

Conbat : Vagabonds fight with the sane skills as their formhas. They are also
conpletely inmune to all forms of nmental attacks and control which are not
strictly psionic. Besides these adjustnents, all vagabonds are psionically
endowed. If their host body is slain, they will depart, never to return

Psi oni cs Sunmmary:
Level Di s/ Sci/ Dev At t ack/ Def ense Score PSPs
12 4/ 6/ 19 See bel ow Al | = Int 1d100 + 200

Vagabonds never have psychokinetic powers. They have a particular affinity for
t hese:

e Cairsentience - Any power which lets themlearn things.

* Psychonetaboli sm- Any power which allows themto change formor travel in
difficult terrain.

e Metapsionics - They are nmasters of this discipline, having access to all its
powers without regard to their total nunber of disciplines, science, and
devoti ons.

e Telepathy - The creature can use any tel epathic power to communi cate or gain
i nformati on, plus enough attack forns to psionically defend thensel ves.

e Psychoportation - Any which allows themto travel

Habi t at/ Soci ety: Habitat matches the formthey assune. Society either matches
the form or the creature is a solitary wanderer. Vagabonds are never

encount ered together, and no one has ever heard of this occurring. Al vagabonds
can detect each other's presence up to a mle. At this point, they will separate
if feasible.

Ecol ogy: Vagabonds seemto have cone to the prine material plane to gain
information. They are extremely curious and inquisitive, often about nundane or
personal details. |If given the chance to adventure with the party, they are 90%
likely to join. 1In exchange, they will use their considerable power to the
party's benefit.

It can be great fun to have a vagabond secretly possess a PC s war dog or
war horse (nost of these will be true neutral). Evil and good vagabonds tend to
side with forces of simlar alignnent, both aiding themand |earning of their
ways.

A Monst rous Update

Many creatures in the AD&D® Monstrous Conpendi um seri es boast psionic powers.
The text bel ow brings those nonsters up to date with the rules presented in this
book. The creatures appear in al phabetical order (creatures fromthe Quter

Pl anes are listed separately). Each entry is

organi zed as foll ows:

Level - How tough the nmonster is, in terns of a psionicist's experience |evel.

Di s/ Sci/Dev - How many di sciplines the creature can access, followed by the total
nunber of sciences and devotions the creature knows (in all accessible

di sci plines).

At tack/ Def ense - Tel epathic attack and defense nbdes the creature can use
(defense nodes are not included in the total number of powers the creature
knows). Abbreviations are as foll ows:



Att ack Modes Def ense Modes

PB = Psionic Blast M = M nd Bl ank

Mr = M nd Thrust TS = Thought Shi el d

EW = Ego Wip VB = Mental Barrier

I = 1Id InsinuationlF = Intellect Fortress
PsC = Psychic Crush TW = Tower of lron WII

Power Score: The creature's typical score when using a power that is not
automatically successful.

PSPs: The creature's total pool of psionic strength points (the nmaxi num
available to it).

Type: The general type of powers the creature can use. Powers listed after
this entry (if any) are representative; the list is not necessarily conplete.

* Creatures always knows a power that is distinguished by an asteri sk.

Di s/ Sci/ Attack/ Power

Level Dev Def ense Scor e PSF' s
Abol et h
EWII,
PsC, +1/
8 3/ 5/ 16 TS, IF, TW = Int 250

Type: Powers which control others or mani pul ate m nds.
Tel epathy: fal se sensory input*, mindlink*, mass dom nation*.

Couat |
9 4/ 5/ 18 Any/ Al | = Int [ d100 + 110
Type: Powers that allow themto gain information, travel, or disguise thenselves.
C airsentience: aura sight*, all-round vision, see sound.
Psychonet abol i sm et anor phosi s*, chenical sinulation, ectoplasmc fornt.
Psychoportation: teleport, tinme shift.
Tel epat hy: m ndlink*, ESP*, invisibility*

Dwar f, Duergar
MI, EW I 1/

= HD per level M,TS,MB = Int 12 x Mult

Type: Powers of defense, escape, and underground novenent.
O airsentience: feel sound, poison sense*.
Psychoki nesi s: nol ecul ar agitation*, nol ecular nanipul ati on.
Psychonet abol i sm energy contai nnent, expansion*, reduction*
Tel epathy: identity penetration*, invisibility*.

Grey Ooze (only those creatures with over 20 hps)
1 2/1/1 PsC/ M 13 [ d100 + 20
Type: Creatures have only those powers |isted bel ow

Tel epat hy: psychic crush*.

Met apsi oni cs: psionic sense* (only to 60', no cost).

Ki-rin
9 4/ 5/ 18 Al/A = Int 200
Type: Control of the nonliving, travel, mnd reading.
Psychoki nesis: create object*, control flanmes, control w nd.
Psychonet abol i sm shadow- fornt, body equilibrium ectoplasnic fornt.
Psychoportati on: bani shnent, probability travel *.
Tel epat hy: m ndl i nk*, ESP*, fal se sensory input*.

Mnd Flayer (Il1lithid)

MI/ M-,
7 3/5/ 14 TS, MB, +1 = Int | d100 + 250
Type: Attack, mnd control, travel.



Psychoki nesi s: detonate, control body*, levitation*

Psychonet abol i sm body equilibriunt (their only psychonetabolic power).
Psychoportation: probability travel*, teleport*, astral projection*.
Tel epat hy: dom nati on*, awe, ESP*, post-hypnotic suggestion*.

Tarrasque
These creatures are totally imune to all psionics.
Yel | ow Mol d
[1/N |
1 2/0/2 (special) 15 d10 x 5

Only sentient yellow nmolds (1 in 6 chance) have psionic powers. Such creatures
are also inmune to psionic attacks unless the attacker is being aided by one who
can communi cate with plants.
Type: Sentient yellow nolds only have the powers |isted bel ow

Tel epathy: m ndwi pe, id insinuation.

Met apsi oni cs: psionic sense (1d100 + 20" range, no cost).

Yuan ti
MT, 11

HD- 2 3/l evel M,IF,TW = Int 15 x Mul't
Type: Related to snakes (see bel ow).

C airsenti ence: danger sense, feel sound, poison sense*.

Psychonet abol i sm animal affinity* (snake), netanorphosis (snake), chanel eon
power*, chemnical sinulation*, flesh arnor.

Tel epathy: attraction (to snakes), aversion* (to snakes), fal se sensory
input, inflict pain, invincible foes, Iife detection, phobia anplification*,
post - hypnoti ¢ suggestion, repugnance (to snakes), taste |ink*.

Creatures fromthe Quter Pl anes

Al'l outer-planar creatures will be 1st |evel or greater when encountered.
Tel epathi c attack and defense nodes are listed in the order in which the
creatures usually gain them DM should tailor an individual creature's
repertoire of powers to its actual |level, as desired.

Di s/ Sci / At t ack/ Power
Level Dev Def ense Scor e PSP s

Aasi non (only the 3 |isted)

= HD per level see below = Int see bel ow
Solar - All/AI; 354 PSPs.
Astral Deva - PB, MI, EWPsC M, TS, MB; 210 PSPs.
Pl anetar - All/AIl; 288 PSPs.

Type: Wde variety (nonhostile, except for control types).

Baat ezu (all 4 greater)

HD- 1 per level see below = Int see bel ow
Amizu - M, I/ M, TS, MB; 121 PSPs.
Comugon - MI,EW M, TS, MB; 113 PSPs.
Gelugon - EWII/M, TS, MB; 166 PSPs.

Pit Fiend - PB,EWPSC/ TS, MB, 11; 213 PSPs.
Type: Powers of control and cruelty.
Gth
= HD per level Al/AI = Int | d100 + 150
Type: Insubstantial (travel, energy), not mnd-controlling powers.
Mort i

20 AT/TATTA Al/TA 20, 500



Tanar'ri (Geater: babau; Lesser: succubus: True: all but vrock)
HD- 3 per level see below = Int see bel ow

Succubus - I1/TS, I F;, 100 PSPs.

Nal f eshnee - PB, EWPsC M, TS, MB; 125 PSPs.

Marilith - PB,PsC/ M, TS, MB; 175 PSPs.

Bal or - PB, MI, EWPsC M, TS, MB; 250 PSPs.
Type: Powers of fire control, torture, shape change.

Ti tans
MM, EWI T,
HD+1 per level PsC Nl = Int | d100 + 100
Type: Al types of powers.
Note: Titans are i mune to psionic attacks

Yugol ot h (only Arcanal ot h)

13 5/ 7124 Al/A = Int [ d100 + 200

Type: Powers of travel, conbat.

Not e: Lycant hropes never have psionic powers (except, possibly, in the Ravenl oft
campai gn setting). Anyone contracting |ycanthropy |oses all psionic powers.

(The Sunmmary of Powers and the Powers Index follow in the published edition; they
have been elimnated here as being redundant in this format. This is the end of
the el ectronic text)
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