Alternate Psionic System

by Peter Singewald

I started work on this psi-system as early as 1988, when there was no consistent system available (at least to me). It was based mainly on the Darkover-Series by MZB. When TSR published the CPHB I integrated the part I liked and droped most of it. Similar things happened with other sources (like the GURPS Psionic-system or the Derynie-books).

Originally written in German it was first translated into English in 1994 when I sent it piecemeal to ADND-L. Since then the system expanded and was revised (at least thrice – I stoped couting in 1992 (but my english did not improve)). 

The system was developed for a campaign, which uses an attribute called Willpower with the range from 1-100 (don’t ask me why). For other campaigns I would recommend either to introduce this attribute (with a normal stat.-range from 3 to 18 with a bonus +2 for all psionics (max 20) or to use Wisdom/ Willpower from Skills & Powers (with a bonus +2). I present the rules in a way, as if the relevant attribute would have a range from 5 to 20.

The system is quite adaptable. Drop everything, you don’t like. If you like it but do not play AD&D it should be quite easy to adopt it to other systems (the two German RPGs DSA and Midgard can quite easily use it. With some work even GURPS could incorporate it (although their psionics is not to bad ().

For role-players who use Skills & Powers: My psionic system is based on the original rules. adaptions to the S&P rules are typed in 10 pt italic.

For matter of convinience I will always use the male pronouns. 

Contact: singewald@yahoo.com. Feel free to comment and  criticize.

(sorry for the bad spelling and english.)
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Disclaimer


The Complete Psionic Handbook and AD&D are trademarks of TSR and I do not in anyway mean to contest their ownership of these works. Some of the ideas contained herein are based on these product lines and are not endorsed by TSR.


PSIONICS

In contrast to magic, psionic powers come from inside of its user, while Mages chanel the magic power that surrounds them through their bodies. Psionics can use, what their bodies is prepared to give. Therefore it is sometimes more dangerous to use the powers of the mind and can lead to madness and death. The term Psionic is used for everyone who is able to use psionic powers, although there will be some specifications later on.

1.Psionic Users

1. Classes

The informations given in the following pages refer to the standard psionic user. But the possession of the Gift does not automatically allow its competent use. Therefore psionics are devided into untrained, self-trained, trained, more-classed and master psionic.

Untrained: Apart from a hightened insanity (see there) chance the untrained psionic has several more disadvantages: He uses the worst Range-chart, can concentrate for 60 min less and can’t drop excessiv GAINED (see GAINING) Psi-Points (PP).

Self-trained: This psionic has spend four Non-Weapon-Proficiency-Slots (NWPS) to learn how to control his gift. He has got no tutor and no obligations. He may have any alignment. He uses the second worst Range-chart but is in all other respects as good as any other psionic.

Trained: He has spend two NWPS to learn the basics of psionic-use under the tutoledge of a teacher. He has his own Range-Chart but must have a lawfull alignment. (Psionic training is hard and requires absolute dedication).

More-classed: The McP is a member of another class (in my campaign psionic and magic energy can never occupie the same body: there can be no mage-psionics). If the player takes this option at character-creation, he is 5% older (calculated from the maximum age), loses 20% of his starting money and looses 3 NWPS. If taken later, he the character has to spend 1000 gm training-fee and 3 NWPS. The character loses one HP per level (he gains a minimum of 1 HP) but uses the THAC0, HD, Saves, weapons and armour of the other class. Double the NWPS to get the CP required or got.
He gains four aditional NWPS for psionic use only and one more every second level thereafter (in adition to the NWPS gained through the other class). They gain the Thief-ability Read Languages and Detect Noise (with the chances of the DMG) as well as an CON-Check-Bonus of +2 (see E-level)
XP are subtracted from the normal gained XP whenever the McP feels like it (i.e. whenever the McP got enough XP to raise a level as MsP he can spend XP from his XP total he recieved in his other class, as long as his XP drop this way under the required for his current level in his other class).

Master Psionic: These psionics use the THAC0 of Wizards and the Saves of Priests. They are allowed no armour or shield (because they are not trained to use them) and may use wizard-waepons only. They have d6 as HD and gain +2 HP per level from 10th on. 
NWPS: 7 on first (5 must be used on psionic-related proficiencies); New: four per three levels, two per level from 10th, three per level from 20th on. CP: 14 on first (10 must be used on psionic related proficiencies), New: double the normal rate, from 10th level on take the normal rate times 2.5, from 20th level on triple it. At least every 4th level, two CP must be used for a non-psionic proficiency
Weapon Slots: one on first; New: one every fourth level.
Other Abilities: the Master Psionic gets Read Languages, Detect Noise and Move Silently as a Thief of the same level (see DMG). They are empathic (if not shielded) with all psionics in 200 km radius. They get a +4 Bonus on the psionic CON-Check. 
Because they are trained by other masters they have to tithe 10% of all treasure to them. Alignment is the same as for the McP.

	XP Table
	
	

	McP (in addition to other Class
	Level
	Master Psionic

	0
	1
	0

	650
	2
	1850

	1300
	3
	3700

	2600
	4
	7400

	6500
	5
	18500

	13000
	6
	37000

	26000
	7
	74000

	48750
	8
	138750

	91000
	9
	259000

	188300
	10
	536500


Per level thereafter the McP needs 97300 XPs and the Master Psionic 277500.

2. Talents (even more optional then the rest)

The standard rules are written for a psionic with a wide range of talents, who can learn all the standart psionic usages (I call them Telepaths). Talents are psionics who got a special mind. they are better with special psionic aplications than with others. Sometimes severalt psionic usages are barred to them. It is a bit like the Wizard specialists, but these psionics are born with a special abilitiy in one psionic use. If this option is used, each charakter with a psionic talent must roll on the following table to see, what kind of psionic his charakter is. For 5 CP a Player may select the talent for his character.
Some of the abilities can’t normaly be learned at first level or before some other abilities are learned. Talented psionics must learn these abilities before any other.

Talents

Roll

Talent

01-40 Telepath

41-47 Planttelepath (a)

48-54 Animaltelepath (b) 

55-61 Object Psionic (c)

62-66 Healer (d)

67-70 Matrixtechncien (e)

71-73 Weather Psionic (f)

74-78 Shapechanger (g)

79-81 Teleportation Psionic (h)

82-84 Otherworld Walker (i)

85-87 Energy Psionic (l)

88-89 Antipsionic (m)

90-92 Empath (j)

93 Time Psionic (n)

94-100 Two Talents (ignore this roll when rolled a second time)

In Chapter 4: Psionic Usage, the letter of a talent indicates, when this discipline is altered for a given talent. 

a: Planttelepaths can be empathic with plants and other psionics only. All psionic work on plants and plant-creatures (such as Treeants) is reduced by half.

b: Animaltlepaths can be empathic with animals and other psionics only. All psionic work on Animals is reduced by half. They can’t use Mind-Psionics on creatures with an intelligence higher than three.

c: These psionics can’t influence living matter directly (no Mind or Body psionics). Instead their Object Psionics are at dubble strength.

d: They are especially good at healing but can’t use Illusions and Sounds. 

e: Gets the Matrixtechnicien NWPS for free.

g: No Otherworld Psionics but the Shapechange psionics costs half.

h: Half costs for teleportation. and the surrounding psionic-object for a guest needs to be only 1 cm thick. Double Cost for Mind-psi.

i: Only every second time a CON-Check when he goes to the Otherworld. Can’t use Illusions.

j: The Empath feels (when he is not shielded) each emotion in a radius of 20 meters. Espescially Intense Emotions require a WIS/ WILL-Check by the empeth, that he does not succumb to these Feelings.

l: The same as the Objekt Psionic.

m: take a look at Antipsi at the end of this text.

3. Wild Talents

Not yet. Maybe later (I don’t like to spend my time with writing stupid charts, when the rest of the system is much more interesting).

4. Victims so far

Regarding my inability to explain rules to the normal human part-time roleplayer the number of players who volonteered to play a psionic is quite astounding (i.e. more than one)

Dorisande (Master Psionic, average Telepath; got insane several times and nearly died thrice (luckily there was always someone to save her)).

Nara am Erchskot (Ojin (a kind of Cavalier-Psionic), strong Telepath; same as Dorisande, but got realy toasted by trying to increase the speed of a boat after a jail-break (hungry, thirsty, tired, wounded)

Miran Dul (Assassin/ McP, average Telepath; quite mad from the start)

Palink (Master Psionic; strong Telepath. Needed several times the help of a healer)

Maruk (Master Psionic; artivicial Telepath.)

Serindoc (Assassin/ McP, average Telepath. Funny seems to be a natural combination. He died quite fast)

Satom (same Player; Master Psionic, strong Telepath. still lives)

Chapter 2: Creation of a Psionic

1. When does my character have psionics?

At the creation of a character and every time a mental attribute is raised, the player can check with d100 for psionics. The roll is modified in the following way:

+2 per ½ point of Intelligence above 16.

+1 per ½ point of Wisdom (and Sanity, if the Sanity Netbook is used) above 16.

Compare the roll to the following table:

Roll

Result

01-94 no Psionics

95-96 latent Psionics (weak)

97-98 latent Psionics (average)

99

latent Psionics (strong)

100

Psionics

Latent Psi means, that the character posesses a psionic ability, but can not use it, due to a traumatic shock, an illness or a self-implented block. The player has got the choice between waiting for another Psionic, who knows how to remove the block or of being a Wild Talent (see there). A result of 100 still allows the choice to be a Wild Talent.

When the character posesses psionic abilities, the player rolls on the following Table to get the psionic strength of the character. All characters are average Psionics when this rule is not used. For 10 CP the character posesses psionic ability automatically (no roll to check for psi). Bonus-points for INT and WIS are used for the next check. 5 CP spend on psionics make the character a latent psionic. When the Character gets his block removed, he has to pay the other 5 CP afterwards.
Roll

Result

01

latent Psionics (strong)

02-25

weak

26-80

average

81-00

strong

2. So much to learn: Proficiencies

	Proficiency
	Slots
	CP*
	Proficiency Group

	Advanced Psionic Proficiencies
	
	
	

	   Illusion
	1
	5
	Psionic

	   Pure Energy Forming
	1
	5
	Psionic

	   Sound
	1
	5
	Psionic

	Energy Form Directing
	1
	2
	Psionic

	Energy Form Flying
	1
	2
	Psionic

	Expert Psionic Proficiencies
	
	
	

	   Advanced Energy Forming
	1
	5
	Psionic

	   Advanced Mind-psionics
	1
	5
	Psionic

	   Metamorphosis
	3
	15
	Psionic

	   Weather-Control
	2
	10
	Psionic

	Harness Subconsciousness
	2
	4
	Psionic

	Increase Number of Workplaces
	1
	2
	General

	Increase Range
	1
	2
	Genaral

	Lower Feeblemind-Chance
	1
	2
	General

	Lower Insanity Chance
	1
	2
	General

	Matrix Technicien
	2
	4
	Psionic

	Otherworld Proficiencies
	
	
	

	   Otherworld Travel
	1
	5
	Psionic

	   Time Travel
	+2
	+10
	Psionic

	Raise Forming Force (FF)
	1
	2
	General

	Raise Gaining Force (GF)
	1
	2
	General

	Rejuvenation
	1
	2
	Psionic

	Sonar Knowledge
	1
	2
	General

	Trance
	1
	2
	Priest, Psionic

	Use Sexual-Energy
	2
	4
	Psionic


The following proficiencies belong to the Psionic-Proficiency-Group, too: Ancient History, Astrology, Engineering, Gem Cutting, Herbalism, Glasblowing, Metallurgy, Local History, Ancient Language, Reading/ Writing, Spellcraft.
Description of the knew Proficiencies

Increase Number of Workplaces, Raise FF/ GF will be explained in the following Chapter.

Advanced Psionic Proficiencies, Expert Psionic Proficiencies, Otherworld Proficiencies: take a look at Chapter IV. Expert and Otherworld Proficiencies can be learned only, when the Advanced Proficiencies are mastered. Otherworld Travel must be learned before Time Travel.

Energy Form Directing: This proficiency allows the psionic to direct Energy Forms (Efs), objects formed out of psionic energy, according to the rules for moving Efs. Did the psionic not learn this proficiency and tries to direct an EF without contact, he has got to make an WIS/ WILL-Check with d20 with a malus of –1 to –8 (depending on speed, size, area, line of sight etc.). This aplies to EFs that are moved independently of the Psionic, are used for transport or do have moving parts. This Proficiency requires EF-Flying.
Energy Form Flying: Only with this Proficiency it is possible for a Psionic to use an EF for flying/ levitation (according to the rules in Chapter IV). Without it, the Psionic has to make an check vs. his WIS/ Will, each time he tries to change direction, with a malus of –2. It is a prerequisit of EF-Direction.

Harness Subconsciousness: See C Psionic HB. The effect is, that the GF (Gaining Force) is raised by four for this specific work.

Increase Range: With each slot used, the psionic gets better by one point on the Range-Chart.

Lower Feeblemind Chance: see Exhaustion.

Lower Insanity Chance: Per NWPS spend the insanity chance is lowered bei 1%-point. (never under 1%).

Matrix Technicien: A Matrix Technicien can connect a psionic to a matrix and can touch connected Matrixes without harming the connected psionic. He can lead a circle.

Rejuvination: See Psionic Handbook. Except: A psionic can lower his Exhaustion (E-)Level by one per six hours normal work, three hours rest and by two per three hours sleep.

Sonar Knowledge: Allows a psionic to understand sonar sound, that he can hear with body-psi.

Trance: With this porficiency, the psionic can go into trance. There are five levels of trance, each requiring an aditional NWPS to learn. The psionic needs one round per level of trance to reach. During Trance, the perception is reduced and the character can be killed as if he sleeps. One hour per trance has the effect of three hours of sleep (not refering to E-levels, only if the character is tired in other ways). The psionic can do any psionic work in trance. Per level of trance the max. concentration time is increased by 50 minutes and the FF by +2. For Otherworld-Work the time between CON-Checks is doubled. From 2nd level of trance on the resistance of the character to Mindattacks is increased by one. Depth-probing cost two PP (Psionic-Points) less. Only psionics possessing ths ability can put someone else into trance. Circle-work is not possible during trance. Trance lasts two hours per level.

Use Sexual Energy: see Sex and Psionics.

Chapter 3:The System

1.The Use

When a psionic tries to use his powers he first has to get hold of his energies. Afterwards he has to form the energy. The first process is called GAINING, the second FORMING. The energy will be referred to as psionic Points (PP). 

1.1 Gaining

1.1.1 GAINING FORCE (GF)

The GF is calculated from INT+WIS (Willpower) (Psionic get +2 on their Willpower (to a max. of 20) –28 +(Modifikation from Table A)

Table A

	
	GF and FF Modi.
	Psionic-CON Modi
	Feeblemind-Modi

	Psionic Strength
	
	
	

	Weak
	-12
	+2
	+4

	Average
	-6
	+6
	+2

	Strong
	+-0 
	+10
	+-0


1.1.2 The Gaining

Gaining is done this way: The player tells the DM how many PP he tries to gain, rolls a d20 and compares his roll to the GF-Table. This roll is modified by the GAINING FORCE (GF) of the character, +1 for each HP sacrificed, modified for exhaustion and special situations (like druged, interruptions etc.). Aditionally reduce the die roll by 1 per 5 gaining attempts (gaining-die-rolls) in the last 10 hours. Per NWPS used to learn GF (Raise GF) the GF is raised by one (permanently). It is possible, that the GF got a negative value.

(DIE ROLL: 1d20+GF+Modi.)

	Roll
	up to –6
	-5 to +1
	2
	3
	4
	5
	6
	7
	etc.

	PPs gained
	fumble
	-
	2 PP
	3 PP
	4 PP
	5 PP
	6 PP
	7 PP
	etc.


Fumble means, that the E-Level is raised by one.

Sacrificed HP are treated as any other damage and heal normaly. The HP can be sacrificed after the die roll to modify the end result. 

At this moment of using psionics, after the gaining and before the forming is started all PP gained in excess can be droped without danger of getting hurt.

1.2 Forming

1.2.1 Forming Force (FF)

FF is the sum of WIS/ WILL (see GF) + the modification from Table A + one per NWPS used to learn FF (Raise FF) +1 per CON point sacrificed + modifications (druged, -1 per 5 gaining attempts in the last 10 hours) 

-1 per PP that shall be formed. The FF can be negativ, too. But a psionic who got an FF of zero or less should commit suicide imidiatly. 

1.2.2 The Forming

The FF is added to a d20-roll which is checked on the FF-Table.

FF-Table

	Die-Roll+FF
	Result

	result under 0
	Backlash with 2d6 points of damage per PP. psionic gets insane.

	rolled 1
	critical fumble, automatic fumble, all results as die-roll-result of 1 to 20

	result of 1 to 20
	1d6 damage per not formed PP, Check for Sanity

	result of 20 and up
	Energy is formed

	natural 20
	energy is always formed with no backlasch


CON-Points can be sacrificed after the FF-Check (a last possibility to save the day). Per CON-point sacrificed, the psionic gets one E-Level. After the sacrifice the player has to roll a Body-Shock-Check vs. his reduced CON. If the check fails after two sacrifices, the CON is reduced permanently by one point. In all other instances the CON will regenerate as E-levels do.

1.3 CON-Check

After the forming, the Player rolls a third time the d20 to check, if the use of his psionic resources has tired the psionic. To the CON is added the Psionic-CON-Modifiction from Table A and the +2 bonus of McP or the +4 bonus of Master Psionics (see there) (the result is the Psionic-CON). Per 5 gaining attempts in the last 10 hours the CON is reduced by one. If the die roll over the modified CON or a natural 20 is rolled the E-Level is raised by one. 

Aditionally (and optionally) this check decides if the Psionic is feebleminded. When the roll falls between the original CON and the modified Psionic-CON the Psionic is feebleminded: If he fails a WIS-Check, he can not use any psionics for a time equal to the difference between the check and the WIS in rounds. Even if he makes the check, he gets a temporal E-level for 20 –WIS in rounds (i.e. after this time, the E-level is gone).

For all those, who want to reduce the number of die-rolls here a different system: subract from 21 the Psionic-CON (21-Psi-CON). The Result is the exhaustion-value (EV). The Ev can have a negative value. The EV is checked together with the FF. Whenever the FF-roll falls exactly on the needed number to make the check, the psionic is feebleminded. Whenever it falls under the EV, the psionic gets one E-Level. If the EV is used, FF and BF are modified by –1 for 4 gaining attempts in the last 10 hours (instead of 5 attempts). and the EW is modified by +1.

1.4 Piecemeal Gaining

A psionic can make several gainings and formings after another to get the energy for the more hefty psionic works (to get enough PP). Each gaining is treated as a seperate Work (see 2.2) until all PP are put into the Work the psionic tries to do or the formed PP are droped.

1.5 New use for old PPs

A psionic can use old PPs of an old, not-anchored Work for a new one. For 3 PP of the old Work the psionic can put one PP in a new one. When the old Work can not function with less PP, it expires. PP can be taken from Shields, ESP, Illusions and some Body-psionics.

1.6 Draining Life-Force from other Beings for PP 

Each psionic can drain Life-Force from living beings to gain PP. This is an evil act and violates all alignments except evil ones (the DM can allow characters of other alignments to drain life-force in emergencys and if the other being allows it). To drain, the psionic has to open a chanal with 10PP to his victim (normal save vs. WILL see below). Afterwards, the psionic can drain one year per round. This is very painfull to the victim and it recieves a malus of –4 (-20%) to everything. The psionic has to make a FF-Check each round of draining, as if he was forming 5 PP (no Backlasch except, the player rolls a natural 1). Per Year he recieves 3 PP. The chanal can be severed like a contact (shields, psionic defenses, etc.). Some psionics are sait to have such chanals with several Victims made permanent by anchors (see below). Only members of psionic activ races can be drained of life-energy for PPs. Other Beings will lose life-energy, but the psionic will not get a PP.

1.7 Initiative

Four gained and formed PPs give a SF of 1. Only one gaining and forming per round can be performed.

2. Control

2.1 Concentration

Everything formed will remain in existance as long as the psionic concentrates on it except if it is anchored. The Number of Works the psionic can concentrate on is limited.

2.2 Work-Places

The number of psionic works a psionic can concentrate on is limited by the number of WORK-PLACES available to the psionic. Depending on the psionic strength of the psionic he starts out with the following number of Work-Places: 1 for weak psionics; 3 for average; 5 for strong. For each NWPS spend on Workplaces (Increase Number of Workplaces), the number of Workplaces is raised by two. A psionic can never concentrate on more psionic works than he has got Work-Places (e.g. Dorisande (average psionic) has got one Shield to defend against her enemy, tries to hit him with an Energy Form and defends against physical attacks with another EF. At this time, she can not create a new psionic Work (no gaining and forming)). Free Work-Places allow the psionic to walk, ride or even fight while concentrating on some psionic work (normal walking or talking would require one Work-Place, fighting requires three).

2.3 Duration of Concentration

The max. time of concentration is 240 minutes (4 hours). Of these the sqare of the number of PP per work is subtracted (e.g. Dorisande got the three works: one for 3, one for 6 and one for 8 PP. She can concentrate for 131 minutes on all three (3*3 (=9)+6*6 (=36)+8*8 (=64)=109; 240-109=131)). Is this time passed, the psionic gets one E-Level, but can keep the concentration up (til the time passes again(next E-Level, and again, and again ...). The min. concentration-time is 1 minute. 

2.4 Disruption of Concentration

Is a psionic hit while he concentrates on a work (or anything else, that could disrupt the concentration), he has two options: he can either drop all work or try to hold it. The first is without any risk (except maybe the risk that can come from droping the work itself). The second can easily kill the psionic. he has to do a second forming-check for each work, he is concentrating on at the moment, each with a malus of –4, starting with the smalest work. A failed check is handled as a normal failed forming-check (FF-Table). Recieving damage from the own failed FF-roll that reduces the psionic to half of his HP disrupts concentration. In this case, the psionic has to check other works, he is concentrating on, with the –4 malus again (quite risky).

3. Exhaustion

Exhaustion is expressed in Exhaustion-Levels (E-Levels). Rested every character has got an E-Level of zero. E-Levels can be raised by gaining fumbles, sacrificing CON, missed CON-Checks and overtaxation by too long concentration. One E-Level lowers GF, FF and psionic-CON by 4 (four) and everything else by 5%/ -1 (all rolls, checks and AC).

E-Levels get lower with one per three hours of sleep, six hours of rest and 12 hours normal work. A good meal reduces the time by one hour. When the E-Levels exeed half of the CON, the psionic has to make a WIS-Check or fall unconscious. When the E-levels equal CON the psionic automatically falls into a coma, that lasts till the E-levels are less than Con. (Exhaustion is checked on Health, Feeblemindedness on Fitness).

4. Insanity

The chance to go insane for a character is 3%  for weak, 6% for average and 9% for strong psionics. To this is added +3 per E-Level and +10 for untrained psionics. The WIS-saving-throw-bonus can reduce this chance. Insanity can express itself in any number of ways (from mild paranoia to stark raving madness). (When you are using the Sanity Netbook reduce the Sanity-Attribute accordingly).

5. Sex and Psionics

Sex and psionic use the same body-chanels. Therfore the ability of a psionic after sex is reduced by a malus of –10 on GF and FF for 1d10 days. The psionic is aware of the time, when his chanels are free again. 

In the last couple of years some Master Psionics succeded in using the sexual energy for psionic work. It is hard to learn and quite difficult (extra NWP). Did a psionic learn this skill, he can try to use the energy by making a Check vs. his WILL with a malus of 5. Afterwards he gets the number of days, he would have got the malus of –10 to FF and GF as a bonus to GF and FF for the next gaining and forming. (this is possible in one round without Speed Factor modification).

6. Range-Chart

The Range-Chart gives the number of PP lost over a distance, i.e. the number of PP a given work is reduced by whenever a psionic tries to do some work at a distance. If these PP aren’t paid, they will be taken form the PP put into a work. This can undo the work (a work costing 3 PP done by a Master psionic on himself would cost 4 PP done on someone 1 meter away). The number in the top line shows the number of NWPS a psionic has spend on the Range-Chart. 

<0> stands for unlearned psionic

<1> for self-trained

<2> learned

<3> McP

<4> Master Psionic.

(a self-trained Psionic after spending one NWPS on Range would have the range-chart of a learnde Psionic).

A Matrix increases the Range-Chart by one per matrix-level.

Range-Chart

	Range
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	self
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	touch
	3
	2
	1
	1
	1
	-
	-
	-
	-
	-
	-
	-

	to 1 m
	5
	4
	3
	2
	1
	-
	-
	-
	-
	-
	-
	-

	to 3 m
	6
	5
	4
	3
	2
	1
	-
	-
	-
	-
	-
	-

	to 10 m
	7
	6
	5
	4
	3
	2
	1
	-
	-
	-
	-
	-

	to 20 m
	8
	7
	6
	5
	4
	3
	2
	1
	-
	-
	-
	-

	to 50 m
	9
	8
	7
	6
	5
	4
	3
	2
	1
	-
	-
	-

	to 100 m
	10
	9
	8
	7
	6
	5
	4
	3
	2
	1
	-
	-

	to 500 m
	11
	10
	9
	8
	7
	6
	5
	4
	3
	2
	1
	-

	to 1 km
	12
	11
	10
	9
	8
	7
	6
	5
	4
	3
	2
	1

	to 5 km
	13
	12
	11
	10
	9
	8
	7
	6
	5
	4
	3
	2

	to 10 km
	14
	13
	12
	11
	10
	9
	8
	7
	6
	5
	4
	3

	to 100 km
	15
	14
	13
	12
	11
	10
	9
	8
	7
	6
	5
	4

	to 1000 km
	16
	15
	14
	13
	12
	11
	10
	9
	8
	7
	6
	5

	etc
	
	
	
	
	
	
	
	
	
	
	
	


The best ever possible Range-Chart is 11.

7. Use of the Energy and Saves

All saves vs. psionic attacks are done with a d20 vs. WIS. From this WILL a quarter of the Psionic-Will of the attacking psionic is subracted. Additionally the Attacker can spend extra PP to reduce the save: one extra-PP reduces the Will by one (for this save only). A victim can drop it’s save. 

Psionic Works can be destroyed by the following methods: A Psionic can use one PP and gets a 50% chance to destroy a foreign work. This chance is modified by 5% per level difference of the two Psionics; per PP used in the creation of the work, the chance is decreased by 10%, per aditional PP used by the attacker the chance is increased by 10%. 

All psionic works can be destroyed by aplying force to them (even anchors).

8. Anchors and Triggers

8.1 Anchors

An anchor takes the preasure of concentration from the Psionic. Anchors last till they are destroyed or cancelled. An anchored work is no longer subject to concentration or repeated forming-checks due to loss of concentration. Anchors can be set into minds and matrixes (for the last see Matrixes). A Psionic can place an anchor into his own or into any other mind (a once anchored charm lasts till it is dispelled). Only Mind-psi, Body-psi, Illusions, Sound-psi, Metamorphosis and Advanced Mind-psi can be anchored.

8.1.1 Self-Anchoring

The procedure of anchoring: The psionic forms the normal work first and then one or more PP for the anchor. He can install as many anchors as he has Work-Places minus one. Anchor and work are counted as one after the anchoring (not during the procedure). Anchor and Work together will stay on this Work-Place, till either Anchor or Work are destroyed. Anchor and Work are counted as two Work-Places during the anchoring and cancelation only. The Psionic can restrengtehn anchors and anchored work by putting additonal PP into it, but he can not put more PP into either than he had put into at the anchoring. If someone tries to cancel an anchored work (see Chapter 7)all PPs of the anchor are counted a bonus for the creator of the work (as minus to the chance). More dangerous is the destruction of the work (destroying works are: ESP, mind-weakening, contact, rapport, mind-atack, spells that effect the mind (most of them work against shields only, as well as agressiv acts against the anchored work).When anchored work is destroyed, the player has to roll a WIS-Check. For each PP the destroyed work had got, one is substracted from the WIS, for each PP strength of the anchor, one is added. If the psionic fails this check, he loses a work-place permanently. The Psionic takes damage: 1d6 per PP strength of the work, except when he has working shields (one shield-PP reduces the damage by 1d6). The Psionic has to make a CON-check or fall unconscious.

8.1.2 Anchors in others

A Psionic can not anchor Illusions and Sound-psi in other persons. Depending on, if a person is willing or unwilling, the psionic can use Trance-anchoring. The normal anchoring (without Trance) works as follos: the Psionic establishes contact (for an unwilling person a normal save is allowed). The Anchoring itself works as the self-anchoring (though an unwilling person gets a second save vs. the anchoring). The Anchoring costs the psionic one of his work-places. When this kind of anchor is destroyed, the psionic got the same risk as described above, but the other person takes damage too and can fall unconscious. The person has to make an insanity-check (as if he was an average psionic, except he himself is a psionic) or become insane. 

Does the person have more anchors, he has to make a WIS-check for each of these works. If he fails these checks, the anchors are destroyed, too (with the according effects.

Trance-anchoring is only possible with willing persons (or charmed: charm the person and trance-anchor the charm) and the psionic has to know the trance proficiency. The procedure is the same as with the normal anchor, but the person has to be put into trance (or get there on ist own (by Meditation, Trance etc. Proficiency)). The big difference is, that the work is not under the control of the psionic anymore (he has to cancel it as if it was establisched by another psionic, when he wants to get rid of it). The good news is, that trance-anchored works do not count against the work-places and the psionic can not loose a workplace when the work is destroyed. Both psionic and the person take the normal damage and can fall unconscious, but the person loses CON points: the player makes a CON-check. Per three points of anchor, he gets a bonus of plus one to this check. If he succeeds, he looses only one point of CON, if he fails, he looses the number of points his roll was above his modified CON. The person has again the chance to get insane. When a Psionic dies, the anchors he installed are canceled. When a person with anchors dies, the anchors still work.

When a Psionic with his own anchors dies, the anchors stay intact. PSI-drugs always cancel anchors first.

8.2 Trigger

Triggers are psionic works, that trigger another work, either that this work starts at a specific time or ends. The trigger costs 9 PP and is activated by touch (physical or mental), specific words or specific preset conditions. Triggers can be installed everywhere. The procedure is: 4 PP are Formed as a basis. Into this basis is added the work itself. Afterwards the trigger is sealed with 5 PP (makes three work-places at the creation of a trigger, though they become one afterwards).For physically triggered triggers a one PP EF has to be build as a touch-area. At the time of the creation of the basis, the trigger-condition has to be specified. To get rid of a trigger, one has either to trigger it or to destroy it with the 2 PP destroy one point of the work method (see below) , which can trigger it as well. Triggers stay active after the dead of the psionic, who created it. Triggering conditions can be: „when I am touched“ or „on a tuesday, when the moon is up, my wife cooks, my child touches my arm and someone passes near the house“.

The same disciplines, that can be anchored, can be triggered (no EF-triggers except in matrices).

9. Circle

A circle is often initiated, when more than one psionic try to do some psionic work together. Ther are pure psionic circles and unpsionic circles. Both circles have a leader, called Center, who has to have learned the Matrix Technicien NWPS. The Center is the only person doing any real psionic work during the circle activity.

Pure Psionic Circle: The Center gets per member of the circle one work-place. This work-place can be used normally, but the Center can not anchor more than his own number of Workplaces, because all anchors are counted against his own work-places (that means, afterwards he could stand there with no work-places left). Aditionally the Center recieves one eigth of the FF of each member of the circle for the duration of the circle. Each circle-member has to establish contact to the Center. The circle-members are regarded as if they were in trance concerning anchors installed in them. Per circle-member above the first, the Range-chart is improved by one. Damage done through psionic works is taken completely by the Center and for one tenth by each member.

Unpsionic circles: Each member must be in trance (or something similar) during the work. Per twenty members of the circle the Range-chart and per five members the FF of the center is improved by one.

10. Matrices

The matrix is a psionic focus, normally a blue crystal with changing patterns in the inside (or anything else that fits the campaign). Matrices have a level ranging from 0.5 (burned out Ionstones) to 20. Per level the range-chart is improved by one and the GF by three. Per level one psionic is necessary to handle a matrix (i.e. higher level Matrices can only be handled by circles). Per psionic missing, the FF is reduced by 4. Per matrix-level above first the power of re-bounds is multiplied by one factor more (3rd lv. Matrix: Xd6*2).

Matrices can be used for anchors. Each matrix can hold one anchor but is able to hold every type of psionic energy (even Efs). The works that are anchored in matrices still count against the work-places, but the destruction of work or matrix have no adverse effect on the psionic apart from the loss of the work and the matrix.

The AC of a matrix is 0. They make their saves as Stone (hard) and have five times their level of HP. Whenever a matrix is hit, there is a percentual chance equaling teh number of lost HP, that an anchored work is destroyed. After the loss of half of its HP, the matrix loses one level. 

A Psionic can be tuned to a matrix. This can be done by a Matrix Technicien. The MT contacts the psionic and spends (the level of the matrix +1) PP on this work. This tuning can only be broken by destroying the matrix or by new-atuning to a matrix of a higher level or a higher intelligence. Effects of tuned in matrices: The malus –4 per level over the first ist droped (the psionic can handle easily any matrix of any size, when he is tuned to it). The matrix absorbes one E-Level per matrix level (though the E-Levels must be taken later , to free the matrix again. This has to be done before the end of the third day else the psionic recieves 2d6 damae per matrix level. The concentration time is increased by 30 min per level of the matrix and all the standard bonuses aply. 

The negativ side of the tuning is that no one (except a MT) can touch the matrix without doing 1d10 damage per round of touching the matrix to the psionic. If the matrix is ever removed further away from the psionic than (CON- matrix-Level)*8 in metres, he takes additional 1d8 damage per round, except if he can establish contact to his matrix. When the matrix is destroyed the psionic recieves 3d10 damage, is feebleminded (as the spell) and has four time his normal chance of insanity.

Intelligent Matrices: Some matrices possess their own intelligence. They can be quite dangerous or very usefull. There are two ways of establshing Intelligence in a matrix:

1. Installation by a circle: The following PPs are required, as well as a matrix.


13 PP per level of the matrix.


PPs for INT, WIS and CHA according to the Wish-rule for raising attributes.

The range-chart is according to the matrix level, and FF and GF are according to the rules.

The matrix is treated in respect of the NWPS available to it as a Master Psionic of the matrix‘ level. The circle decides, which disciplines the matrix learns with these slots (nothing, that no one knows in the circle). The matrix knows automatically the three basic psionic disciplines (Aura, Body, Mind). A Matrix below the 8th level can use mind-psionics and project an auro-body onto the prime material plane (and into the Otherworld, if it knows Otherword-psionics) only. Every matrix is regarded as an average psionic and can go insane like one. The alignment of the matrix depends on the average of the circle.

2. Not Intended Installation: When a psionic, who is tuned in to a matrix of 8th or higher level, dies in in the Otherworld, his aura-body is sucked into the matrix and he becomes the matrixes intelligence, but only when he fails his WILL-Check (when he does not want to be sucked) or does it (when he wants to).

The main disadvantage of an inteligent matrix is the danger of its ego. Matrices can take over as many people as they want to. The personallity is calculated as for an intelligent sword. The ego is twice the level. The control over its victims is complete. The matrix can only establish control when someone works with it or over already controlled psionics. 

Some intellieng matrices are sane and do not try to do that.

When a psionic is tuned in to an intelligent matrix, the ego of the matrix is thrice the level. Shields help against this kind of attack by adding their strength to the ego of the psionic. 

Whenever a circle works with an intelligent matrix, that tries to control the circle, it has to control the center first. The personality of the center is increased by two per member of the circle. Is the matrix destroyed while it controls some persons, these psionics recieve the same damage the matrix recieved.

11. Creation of psionic Items

Apart from matrices, there are other psionic items, but the creation of these items cost so many PP, that a single Master Psionic will not be able to create one. The most simple way to create a psionic item is to install a matrix in it, that maintains the work. Intelligent matrices got an advantage, because they refill works after PPs were destroyed. But that is not the way to create a real psionic item.

To prepare an item for the istallation of the psionic work, 50 PP have to be spend to clean the item and open it for the energies (the item can be of any kind and does not have to be the best of its kind –leave this vanity to the mages). After that 20 PP must be spend to produce a link to the Otherworld that the item can draw energy from this mind-plane. For 10 PP each, work-places must be installed. If this item shall be on- and off- switchable, an extra work-place has to be installed for this. Shall the item be permanent, the center of the working circle has to spend 10HP or 2 CON-points on it, which are lost permanently. The DM is asked to set sensible borders for the power of the item.

Example: Ojinga: a sword with a psionic blade (retractable), can be caled back by establishing contact, Ojinga-Weapon-proficiency required to wield, can be used single and two-handed: wight ½ (only the handle); SF 2: 1d10/ 1d12; 1d12/1d20. Because the blade is pure energy all armor is counted as leather armor (magic and DEX still lower the AC): 50 PP prepperation, 20 PP Otherworld-connection, 40 PP work-places (blade, retractable, telepathic linc to user, returning), 8 PP for the blade (four times density = 118 PP.

The work has to be done in 240 min.

Creation of Pure Energy Stores: Follow everthing as described. One work-place is created. In this work-place a number of PP has to be given, that create the store. In this store a number of PPs can be stored that equal the PPs given into it at the creation (although these PPs are not stored yet: to store the PPs got to be gaines, formed and stored). To use these PPs a psionic has to be tuned into the store (see matrix). Afterwards he can freely take the PPs out of the store. The max number of storeable PPs can never be increased after the creation.

12. Psionic Familiar

The psionic familiar is not something that can be conjoured or gets granted, but an animal, that the psionic empowers and puts under his control. Druids will not like psionic familiars and it may be regarde as a non good act.

To create a psionic familiar, the psionic has first to establish contact with an animal. After this he charms the animal (use charm person). The animal is put into trance and the charm is anchored. Then the psionic anchors a rapport and 20 additional PP in the mind of the animal. The 20 PP give an anchorplace (like a matrix). For this work the psionic has to be able to work three works simultaniously (trance must be maintained, the work, the anchor). The psionic gets through this a faithfull spy he can use as a matrix (but do not let your animal be killed, because the psionic is automatically tuned in to it).

13. Focus and Ritual

A focus is a pattern that helps a psionic to concentrate. Typical foci are fire (camp or candle), points, matrices and anything with a complicated pattern or everything with an irregulare or regular soothing movement, as well as poems , singing, gestures and dances. The looking at or executing of these patterns is a kind of self-hypnosis, in so far that the psionic looses part of the perception of his surrounding. Therefore the psionic looses all DEX-bonuses and can perform no other action, as long as he focuses (dancing, singing ... foci only work, when the psionic got the required number of work-place). To get into the focus, the psionic needs one round. At the end of this round he makes a WIS-check: if he succeeds, he gains a bonus of +3 to his FF in the next round. If he fails, he can go on and make a new WIS-check at the end of the next round. Per failed WIS-check the WIS is reduced by one, but the psionic can go on for as many rounds, as he has wisdom-points (the concentration goes down). When the psionic finaly fails his last WIS-check for this focus, this specific fokus can not be used for this specific work. To do another work, the psionic has to fokus anew. Has a psionic made his fokusing-check and he tries to use the same fokus on the same work again, he gains a +3 bonus on his WIS-check, till the psionic did three other works with this focus. To get out of the fokus, the psionic needs another round so he needs at least three rounds to do the work.

After fokusing the CON-check chance for exhaustion is better by two for old foki and by one for new ones. 

Foki can be used in circles or trance, but not together with rituals.

Rituals:

Rituals are special, traditional foki. They are often religious (and therefore very rare, because psionics are rarely priest. Only McPs and Master Psionics can learn rituals. They get one ritual per level (they can not have more rituals than they have psionic levels) Each ritual needs 6 to 30 minutes to be completed and is limited to one specific work (for example the singing of religious hymns and „summoning“ of the archangels to create a powerfull ward). Depending on the number of rounds needed to end the ritual the psionic gets a bonus of four to 16 on his FF (number of rounds/ 2 +1 (+4 for a 6 minutes ritual). Because the mind of the psionic walks over secure and often used paths there is no chance of insanity and the damage through forming-failures is halved.

The time to train for one ritual is one week. From the 5th level on a psionic can modify rituals by making them shorter or longer. When the ritual-time is changed by more than six, a new ritual is created, that has to be learned anew. From the 10th level on the psionic can create his own rituals. 

Rituals can be used in circles (there are special ones for circles only) but not in trance. It is important that a ritual has something to do with the believes of the psionic. If the psionic does not believe in the action and the power behind it, the ritual will not work (for example a druidic psionic doing a priestly ritual). 

Suggested Rituals: Wards, preperation of psionical items, Otherworld striding, metamorphosis, weathercontrol.

14. Defense against Psionics

The best defense against psionics is to rob the psionic his power or to exhaust him. Drugs are the best way to do this. On every world there should be at least one drug, that cancels the ability of a psionic over some period. The normal way a psionic drug works, is by reducing either FF (e.g. by 20) or GF. 

Lead helps against psionic, too. A headband made out of lead or lead alloy reduces the range of the psionic for mind attacks on the protected person in this way by one level, a helmet by two. Armours made out of lead, lead-alloy or a lead layer reduce the range of Body-psionics by two for attacks on this person. Lead itself can be handled by EF normally.

Some spells (apart from those few, especially designed to do so) effect psionics. All Mind-effecting-spells affect psionics in one or another way. Anti-magic-shell reduces the range by 5 levels (psionics who are through this reduced below the zero chart can not effect a person protected this way (except by building an EF aroung the Anti-Magic-Shield and levitating it or making it airproof).

4. Psionic Abilities (What can I do with all these rules)

1. Basic Abilities

The following charts show what can be done with the gained and formed PP. The first colum shows the PP needed to work the energy into the wanted form. 

1.1 Aura-psionics

Aura-psionic give the psionic the possibility to use and detect auras that surround every part of the world(s). This psionic usage is devided into two forms: Detection psionics and Self-Aura-Psionics. Aura-psionics are related to Mind-psionics and are subject to all restrictions described there.

1.1.1 Detection-Psionics

Through this psionic usage, the psionic can detect different aspects of auras.

	PP
	What can be detected
	Description

	2 + Range-Cost (RC)
	The Psionic can discern if and what is present at the range, he paid the PP for 
	Coulor of Aura: Humanoid (blue); Animal (violett), Plant (green); dead things (grey), Undead (no aura)


When the psionic wants to detect something different, he has to declare this and Form more PP

	+1 (+ RC)
	detect psionic Abilites (not use)
	

	+1 (+ RC)
	detect psionic activity
	

	+1 (+ RC)
	emotional state of the observed person regarding the psionic
	detects aggressivity, friendlyness, neutral disposition (does not work with undead).

	+2 (+RC)
	detect magic
	


1.1.2 Self-Aura-Psionics

With this psionic usage, the psionic can manipulate his own aura in different ways

	PP
	Name
	Result

	3 +RC
	Light-aura
	The aura of the psionic shines up to 5 cm from the body and gives of light as briliant as a torch. To increase the aura the psionic has to put 1 PP more into this work for every 5 cm more. The shining aura has the effect of Fairy fire on the Psionic. It is solely used to impress bystanders (the reaction is due to the DM and depends on the campaign). The psionic can colour his aura in his personal colour (but only one at a time).

	2
	Light-aureole around the head
	(Same as Light aura, but only around the head

	2

2 +RC
	Handfire

Blinding-fire
	A light with the intensity of a torch, the size of a Hand over the Hand of the psionic. It can be moved like an Energy Form (EF: see pure energy work). It gives of no heat and has a colour of the psionics choice. If the Range costs are paid, the handfire can be formed directly into the eyes of someone else. The victim is entitled to a save (normal WILL-Save), but is nevertheless blinded for 1d4 rounds. If he fails the save he is blinded for 2d4 rounds.

	4
	Hide Aura
	The psionic hides his aura by tuning it in to the surrounding.

	4
	Aura-block
	creates an aura-barrier. The aura-barrier hampers any other aura from passing through, i.e. weapons, enemies, spells or other psi are blocked out. (sounds munchkin but wait). The aura-barrier is very exhausting for both aura and psionic and can therefore be done only once every 24 hours. It blocks out only one aura before it is destroyed.

	6
	Hide another persons Aura
	allows the psionic to hide the aura of another person or item in his own. The person or item must be touched. The other aura is concealed in the aura of the psionic.

	8 +RC
	Aura-Shockwave

Anger

Love

Fear

Hate
	Creates an aura-shockwave. For this, the psionic has to build up a strong emotion in himself. This emotion is transported outside in all directions up to the range paid with the help of the aura (instantaniously). The psionic need one round to build up this emotion. Everyone (the friends too) have to make a save (shields and anti-magic-shell will not protect vs. this). Every use of the shockwave raises the E-level by one. Per range-level above 50 meters an extra level is added. If aura-shockwave and aura-barrier are used in the same 24 hour period, an extra E-Lvel is added. The effect depends on the emotion.

Examples:

throws everyone surrounding the psionic 1d6 feet according to size backwards (tiny: 5d6; gargantuan is halted for one round). this can cause falling damage. 

stops advancement for 2d6 rounds (confusion) or creates joy or stops hate for 2d6 rounds

causes fear, everyone fights with –2 and moral-checks are lowered by 4.

causes pain. 2d6 dmage (saved: 1d6)


 1.2 Body-Psionics

 (c: can not do it. e: double PP.)

	1
	Raise Attribute: STR; CON; DEX; PERCEPTION
	an attribute is raised according to the wish-rule (one PP up to 16, 10 PP per point thereafter). Only one Attribute can be raised per work.

	2
	Lower Attribute
	lowers STR; CON; DEX or PERCEPTION (to a min. of 3). The victim is alowed to save vs. WILL.

	2
	Ultrasonic Hearing
	Allows the psionic to hear ultrasonic sounds

	1
	Muscle slacking
	four connected muscles become slack. Does not work on vital muscles. Save allowed 

	2
	Muscle hardening
	hardens muscles and ligaments in a way, that the affected character becomes paralyzed at this place. This can be done for two PP on each of the following body areas. Hand and elbow; upper back; foot, knee, hip and lower back; face and neck. The victim is allowed a save for each part, except several parts are paralyzed in one round.

	1
	Stop own Heart-muscle
	allows to stop the own heart-muscle

	1
	Sart own Heart-muscle
	starts the own, stopped heart-muscle.

	1
	Healing
	heals one HP per PP. (d: 2 HP per PP)

	1
	Voice mimicry
	changes the voice of the psionic (4 PP and an INT-check to change it into a specific voice).

	2
	Change Metabolism
	slow down or accelerate the metabolism of one person by one (one day: this person needs double the amount of food, etc., but gets +-1 on THAC0 faster Healing, +1 or –50% on ApR, (all per 2 PP (i.e. per day)).

	7
	suspended animation
	Feign death


1.3 Mind-psionics

(h: doble PP. a,b,c Empathy and contact with psionics only. Can create shields. Animal- and Plant-psionics can use all the following abilities on Animals/ Plants).

	-
	Empathy
	enables the psionic to use empathy (only the forming must be rolled.. failure means that 1d6 is rolled for damage. The psionic can feel the emotions of one person per try (no save, but shields block out)

	1
	Combat Empathy
	Empathic connection with the enemy. Movements and intentions can be guessed while the connection is hold up. This gives the psionic a +5 on all parry-rolls as well as a +2 on AC. The Enemy may save vs. this. 

	1
	Connect to the language memory
	If a psionic likes another person, but does not know his language, he can try to connect with one PP to the language memory of this person (normal save). When successful, he can speak the language as long as the connection stays intact.

	1
	Mind-Barrier (Shield)
	1 PP of Shield stops 1 PP or one spell level of mental attacks only. the shield PPs go down only after direct attacks (not empathy). Shields also block telepathy and insanity-healing. Anchored Shields can be lowered or put up, as the psionic sees fit. Latent psionics automaticaly possess a 1 PP anchored shield. It is part of their self-implanted barrier. Belated created shields block installed works out, except when they are anchored (they do not block out established contact. Psionics normally have shields of 5 or more PP (blocking out most works). A shield can be re-strengthened by implanting new PP.

	2 +RC
	All-around-sight
	On Range.

	2
	Shield in another person
	Save allowed. 2 PP per 1 PP strength.

	2
	Banish E-level
	for every aditioinal use over the first one a work-place is needed. This banishment lasts for 24 hours. Each banned E-level needs thrice the time to vanish (9-36 hours). 

	3
	Detect Truth
	The psionic detects the truth in spoken words of one person (no save, no shields). He can detect only subjectiv truth, i.e. when the person believes, that he is speaking the truth, the psionic detects it as truth.

	2
	Plant-metabolism
	increases the metabolism of plants ten times.


	1
	Contact a Mind
	establishes contact to one person. The victim is allowed a save. If victim and psionic are freinds and where connected once before, the Range-table is raised by one level if the other is also a psionic by two levels (i.e. it gets better). The contact is necessery for the following works and can be established alone or with these works together. All subordinate works, wich are gained seperately, need an extra work-place (one for contact, one for other work), till the work is finally established (e.g. Dorisande tries to ESP a figthe. She gains and forms 1 PP for the connection (one work-place) and connects (the fighter fails the save). Afterwards she gains a second PP (another work-place) and reads the mind of the fighter (no second save is allowed). The works are from now on counted as one. this procedure takes two rounds. She could have gained and formed two PP in the first round and have done it in one round, but would have lost both PP if the attempt had failed). A psionic can share his contacts with another psionic, if the other contacts the first. The save can be dropped to allow free access to the mind.

	-
	ESP (as Spell)
	Per question after the third the victim is entitled another save.

	+2
	Mental damage
	The psionic inflicts mental damage according to the psionic-table in the 1st Edition DMG (save for short Range, per added PP-1 on the save)

	+2
	Lower a Mental Attribute
	(INT, WIS or CHA) Lowerd by one Point for the duration of 1d20 hours

	+2
	Telepathy
	The psionic can read thoughts, that are for him to read and can send messages to the connected person as well as do one of the following things.

	+1
	Trance
	allows the psionic to but someone into trance, though he himself got to have learned the Trance-NWP. The „Victim“ has got to be willing. The max. trance-level depents on how good the psionic knows the trance-NWP. The victim can free himself from the trance by making an WIS-check. He may do one check every round.

	+1
	Sleep
	as spell

	+2
	Charm Person
	as spell, but hold only as long as the psionic concentrates (exception: anchored). No second save.

	+3
	Suggestion
	see Charm Person

	+5
	Sense Control
	The Psionic can control one sense of the victim. He can create in this way one sense illusions. Per work only one sense can be controlled, although the same connection and telepathy can be used for several uses (as always). For each aditional Sense, the psionic tries to control, the victim is allowed another save.

	+5
	Depth Probing
	The psionic sees mental damage and magical or psionical manipulations in the mind of the contacted person

	+5
	Body Probing
	The psionic sees poisns, wounds, dead tissue or body-parts and fractures.

	+7
	Heal Psionic-induced Insanity
	(d: +5PP only). 

	+4
	Heal Insanity
	(d: +3PP only).

	+5
	Communication Rapport
	In this mode, the psionic is able to transmit information with ten times the normal speed. (one sided, except the other person uses CR himself)

	+1/3 INT

+2/3 INT
	Rapport

Unfree Rapport
	(a: only with animals. b: half the cost with animals). When another psionic is brought into a rapport, he can make the rapport two sided with 3 PP (i.e. both sides share everything of the other)

If the victim of a rapport dies, the psionic has to make a system-survival-check 8with a malus of 20 and –4 for each E-level) or fall unconscious and his E-levels are raised by three. He dies, when he rolls a hundred

	+1
	Command
	The victim is forced to do something, that not against his nature but what he would not have done at this moment (change direction). An additional Save is allowed: INT check with 4d6

	+3
	Command
	The victim is forced to do something, that he would not dare or that is slightly against his nature (dare to jump when it is dangerous but the chances are nevertheless good). Save as above.

	+5
	Subcon-sciousness Control
	(only with willing people) the psionic gives the victim knowledge of abilities, the psionic himself posesses and which are for the psionic very easy to use or which he transfers per Rapport from someone who is very good at something. For every difficult action, the psionic has to make a WIS-check and the person must, in case, that the psionics relevant attribute is higher , make an attribute check with d20 or can not use the ability in this situation 

	+15
	Incomplete Control
	The victim feels, that he is controlled. He can save vs. the control at the contact and every time he is forced to do something against his nature (a: 20PP. b: nur 18PP).

	+23
	Subcon-scious Control
	The victim is completely controlled. It does not know, that it is controlled and may wonder, what funny things it did.


2. Advanced Psionics

2.1 Pure Energy Psionics

2.1.1 Pure Energy Forming

	1
	Energy Form Creation

  Stability

  Protection from magic

  Protection from Psionics
	 1 PP creates an Energy Form (EF) of max. 23000ccm (c: 46000ccm) (min thickness 0,25cm) (sphere area: A= 4*pi*r2 / would give a sphere of 90 cm diameter and wall-thickness of 0.5 cm, hollow. An EF is penetrable by gas, temperature and light. It is transparent with a blueish shine.

An EF withstand per PP, that was spend on stability, 1d8+2 dmg,

 OR: two Spell-levels per PP spend on anti-magic (not Mind-magic),

Or: two PP per PP spend on anti-psionics (but not Mind-psionics).

	x2
	gas and temperature proof (air-tight(danger)
	

	x3
	air-tight with oxygen
	The EF provides Oxygen on the inside while being gas and temperature proof

	x2
	cost for not geometrical Efs
	Normally all EFs do have a geometrical form (sphere, die, pyramid etc.) If they aren’t, the cost is doubled.

	+2
	moveable
	The EF is moveable in itself (for example hands)


2.1.2 Pure-Energy-moving

Through additonal PP a psionic can move an EF independently from his own movement (normally an EF stays at the same place where it was created or moves with the psionic, who created it). The max. speed that can be reached by the EF depends on the extra PPs spend

	PP
	
	  Speed   
	to Hit-modi 

	1
	 MV      8
	 
ca.5 km/h
	AC-3        

	2
	 MV     20
	  
12 km/h

	AC-2

	3
	 MV     40
	   
24 km/h
	AC-1

	4
	 MV     80
	   
48 km/h   
	AC+/-0

	5
	 MV    180
	  
108 km/h 
	AC+1

	6
	 MV    360
	  
216 km/h  
	AC+2

	7
	 MV    740
	 
 444 km/h 
	AC+3

	8
	 MV   1500
	 
 900 km/h   
	AC+4

	9
	 MV   3000
	 
1800 km/h   
	AC+5

	10
	 MV   6000
	 
3600 km/h   
	AC+6

	11
	 MV  12000
	 
7200 km/h    
	AC+7

	12
	 MV  42000
	
14400 km/h  
	AC+8


The speed doubles from here with each additonal PP.

The speed is halfed, when something is on or in the EF or if the movement is in another direction than the horizontal (if both: speed/4)

When an EF is used to inflict damage, the psionic has to roll a to hit roll with a modification of  +-1 per speed PP above or below the fourth (see table) against the AC of victim without the armor (but with DEX and Magic). An EF can not do more damage, than it has HP.

1 PP allows to influence mechanical devices. Per PP the psionic forms, the chance rises is 5%. It is handled like Look-picking (difficult locks give a negativ modification). To the percent-points created with the PP a bonus from INT and WIS is added: both attributes are compared to the Thief-Ability-Dexterity-Adjustment-Chart. the Chart is used for INT and WIS as if they were DEW. Each work can manipulate only one device, but it can be manipulated, as long as the concentration lasts (c: gets with the first PP 20%  and + 6% per additional PP). 

-XPP Arrow-Control: 1 PP is put on an Arrow and one at a target in attack-range (plus range-PP). The arrow, when shot at the target, is guided to this target and automatically scores a hit. The Archer is still entitled to a to hit roll. If he is successfull, the damage is doubled. This work does only work with bows, crossbows and arquebuse, but not with slings or thrown weapons. The psionic can use this work to guide arrows away from his body.

 2.2.1 Illusions-psionics

(i+d + h: can not use this ability)

	1
	Creat Illusion
	max size of 23000 ccm (min thickness 0.5 cm) that is unmowint and rigid. The psionic has to make an INT-check with 4d6 to do it correctly. Per two points the psionic stays under his INT the observer or the illusion saves (surprise surprise: vs. Spells) with a malus of one, per point the psionics roll is above, the observer recieves a bonus of +1 on his save. The Observer is allways entitled to a save.

.

	1
	Raise INT
	The INT can be raised (for this check only) by one per extra PP spent

	2
	Moveable Illusion
	creates an Illusion that is moveable in itself (works like 1 PP-Illusion but the check is made with 3d10) This Illusion is like a silent (but coloured) Movie. 

	4
	Moving Illusion
	The Illuion moves with the psionic. (it can be moved like an EF, if the EF-Directing NWP is known). For example the psionic can use this to put an illusion on his body to make himself invisible or to use it as a mask. All illusions withstand 1d4+2 damage (i.e. if someone inside such an illusion attacks someone outside of this illuion the illusion recieves the same damage the attacker recieves, except, the weapon is not inside.

	12
	suggested cost  for a body-covering illusion
	

	16
	Body and Weapon covering Illusion
	


2.3 Sound-psionics 

(d: can never use this discipline)

	2
	Sound-Sucking EF
	A normal EF that sucks up sound (normal size, per  1.5PP additional the size is increased by 23000m3. Min. thickness: 1cm.

	3
	Changes the loudness level by one
	This work mus be set directly to the source of the sound. At this place an EF must be created (wall-thickness 1 cm). Loudness-level: 1. outside the human range. 2. whispering. 3. faint talking. 4. normal talking voice. 5. loud talking. 6. shout. 7. roar. 8. thounder (save vs. Death Magic or deaf for 1d8 rounds). 9. loud thounder (1d20 rounds deaf, save or permanently deaf). 10. unbearable (like loud thounder except another save has to be made or the victim falls unconscious)

	3
	Send Sound
	Each sound, the psionic does, is harkable at a place of the psionics choice. The psionic has to pay the range. The noise is also normally hearable.

	4
	Sound trap
	creates an EF, wich holds sound inside, till the psionic stops concentration or the EF is touched. The sound is given inside the EF and oes not sound during the sound-creation. (If anchored, the destruction of this EF will not hurt the psionic).

	5
	Send ultrasonic sound
	The psionic can make ultrasonic sounds. If he has not adjuxted his ears per Body-psinics, he can not hear the sound. When he did not learn the Ultrasonic-Knowledge-NWP he won’t understand the meaning of the sounds.


3. Expert-Psionics

3.1 Advanced-Energy-Forming

Only psinics, who know Energy-Psionics can learn this advanced form. The psionic learns to think further than use energy just for creation of quasy-material Efs. With this discipline it would be possible to influence electronic devices and computers (if the psionic knows of such devices). (l: half the costs. disadvantages as c.)

	1
	Shield-attack
	This attack lowers the PP of mind-shields by one and attacks anchors lowering them by one PP per one PP spend. Shields are always attacked first. Appart form this, the attack does nothing else (except that a destroyed anchored work can easyly kill some psionics, no save). This attack-form can not be used to establish contact and can not be combined with other attack-forms.

	1
	Charge Weapon
	The psionic charges a weapon with psionic energy that discharges with the first hit for 1d3 point of damage per PP installed

	2
	Energy attack
	inflicts 1d6 points of damage through an energy discharge. After the first two PP, the psionic can send additonal PP: each PP spend indlicts 1d3 additonal damage. The psionic has to hit his Target (AC 10, no armor or shield bonus, only magic and DEX). Magic Resistance reduces the damage by the percentage given.

	2
	Destroy Psionic Work
	Destroys one PP in psionic works (excepted are Healing and other permanent works). The psionic work has to be destroyed completly. The psionic got to make a WILL-check vs. the creating psionic (i.e. with a malus of one quarter of the creating psionics WILL).

	12
	Destroy Spell-magic
	destroy one spell-level. Only Spells, Spelleffects and still memorized spells can be destroyed by this work. (If you are using a spell-point system, change this to spell-points with 1 to 3 PP per spell-point)

	3+X
	Body-lightnings
	Create lightnings, that go out from the body of the psionic. These lightnings destroy Efs: per PP after the first three, one PP psionic-energy (EF, Illusion, or Energy) is destroyed. The lightnings got a range of one meter and discharge for one round. The psionic does not have to know psionic energy is around to use this ability.

	4 +RC
	Energy Beam
	sends out an energy-beam on the paid range. The beam is visiple a bright light. The beam does no damage and causes a little tinkle in the person hit.The beam starts from the psionic and establishes a connection to the person. The beam travesl with a speed of MV 144.

	+2
	to keep the beam for the concentration time.

	+2
	the psionic can stear the beam to make a to hit roll vs. a target (vs. AC 10 + magic and DEX)

	+1
	the beam sticks to the target and a durable connectin between the psionic and the target is established. All psionic works can be worked on touch-range, even when the distance between psionic and target is increased. The save vs. mind-spionics is reduced by –2. To bread free from such a beam, a victim got to make a STR and a DEX-check with a malus of –6 both. Energy-attacks, that can do 1d8+2 damage or more can destroy the beam, but the psionic can put more PP into it to strengthen it.

	+3
	to make the beam invisible. In this way it is possible for the psionic to keep a connection to some one without leaving traces in the mind. To make this beam invisible to aura-sight, the psionic got to spend 4 aditional PP.

	+3
	the beam can be used as a chain to bound a victim. The psionic can whirl the beam around the victim with a strength, that is equal to his strength in the otherwold.

	10+RC
	Energy-Field
	This psionic-work creates a field, that either distorts magic or psionics (the psionic can create two fields at the same time). The field re-directs energy-attacks aimed at the psionic by 90 to 270 degree. Re-directed attacks includes Efs, Energy-psionic (not established beams), Aura-psionics, Otherworld psionics (the field shows in the Otherworld as a bright-red globe), energy-spells (magic missile, force walls) and some creatures (spirits, energy-elementals)


 3.2 Advanced-Mind-Psionics

A character who wants to learn AMP must have learned Mind-psionics and Energy-psionics. Some of the following works I took from the Complete Psionics Handbook

	15+RC
	Psionic inflation
	The psionic sends out a psionic noise. This noise makes psionic work for all psionics except the noise-sending one, more difficult: the PP-cost is doubled for all psionic works in the radius (see Cpsionics HB)

	+25
	Ultrablast
	All Characters in Range must check their WILL or loose consciousness for 2d6 turns. Psionics got to roll a second check or loose 20 points of their GF – permanently. This reduction can be reversed by psychic syrgery. 

The psionic, using Ultrablast is in danger, too: Does he fail a WILL-check himself, his E-Level raises by one – permanently. Additionally he got a 10% chance of falling in a coma for 1d10 days. Shields give a save of +1 per PP to the saves (the first one only). All psionics hit by the ultrablast must check for insanity. This Work can not be maintained.

	20
	Devide Mind
	The Psionic devides his mind. After this, each part of his mind can do psionic work. E-Levels effect all parts of the mind and per devision the BK of all parts is lowered by 10

	X
	Ejection
	Allow the psionic to eject established contacts (not beams). To eject another psionic, the same amount of PP has got to be spend as the other psionic used to established the contact (not the PP used to do work in later rounds after contact was established).

	7+
	Psionic Forwarding
	A Shield in another person got to be installed. On this a „Forwarder“ is installed: It forwards all mind effecting psionics or spells to the psionic without effecting the shielded person. With the advanced shields Reflecting, Virtuell.

	X 
	Psychic Surgery
	PP-requirement: Heal Insanity (Telepathy, psionic insanity healing, insanity healing)

	+3
	Remove anchor
	removes an anchor (own or foreign) without harming the person

	+10
	Open Wild Talent
	Changes a Wild Talent into true psionic ability (the Character has to pay the CP nevertheless)

	+15
	Open Latent Psionics 
	Changes Latent Psionics to true Psionics (CP got to be paid).

	+15
	Block Psionic abilities
	The victim gets a second WILL-check. If failed, the psionic ability of the victim is blocked for the duration of the concentration.

	+45
	Remove Psionic Ability
	Second WILL-check allowed. All psionic ability is removed in the victim.

	+60
	Reactivate Psionic ability
	Removed psionic ability can be reactivated by this.

	+10+
	Mindwipe
	Part of the Mind of the victim is hidden from the victim. INT and WIS as well as levels can be reduced by one per use permanently. (see Cpsionics HB). After the first attack the attacking psionic can go on and reduce the mind of the victim even more: if in the same round the mind shall be further reduced, the additional cost is 8 PP per point, if the attacker wants to go on in the next round only 5 PP (one point per round). Per additional round the victim gets a new WILL-check

	+7PP
	Mindfill
	Cancels Mindwipe

	X
	Advanced Shields
	

	3+
	Capturing
	crates a Shield, that captures the mind of an mind-attacking psionic in the mind of the user (3 PP per point of stability). (If Ejection is used afterwards, the two psionics got to fight it out in the mind of the ejector: They fight as if they where in the otherworld. (Attributes etc.). The GF of the captured psionic is reduced by 10 imidiatly. He can not regenerate E-levels. Is the captured Mind defeated or can not esape otherwise, the body will eventually die. The psionic himself can not get out (use psionics) while the capturing shields are raised).

	5+
	2nd Line of Defense
	A second shield is raised, behind the surface thoughts: the first defense-PP costs 5 PP per additional defence PP „only“ 3 PP got to be paid. This shield can not be detected by Scans or ESP or from the Otherworld even when it is anchored

	20+
	Subconsciousness Shield
	Creates a shield to guard the subconsciousness, even from the shielded person himself (The Advantage: The person will not be bothered by his subconsciousness anymore. But he got to make a WILL-Check  (1/2 WILL) each month or get one kind of insanity (each month)

	1
	Virtual Shield
	creates a shield, that reacts on scans, probes etc as if it was a 10 PP shield anchored with 10 PP (a 10/10 shield), but will not protect the person vs. anything. will hide a 2nd line of Defense-Shield from everything except an attack.

	3+
	Reflecting Shield
	reflects an attack back to the attacker with 1 PP per 3 PP Shield.

	4
	Mind Echo
	Fakes surface Thoughts (good vs. ESP) but can be detected with a WIS-check.


3.3 Metamorphosis

(f: can not; g: only half cost)

The given PP-costs are for self-metamorphosis only. Shall another being be changed, the PP cost doubles. Thes works, too last only for the duration of the concentration, unless anchored.

2 PP are the basic costs for every metamorphosis work

+1 PP transform 2 qm of the body-surface (either colour or quality (scales, goose-skin, more hair)



+5 PP for increase in AC by one

+1 PP per 20% weight or hight change. This can only be done on a change by change basis (e.g. 3 PP for hight change 100 cm +20%+20%+20%=196,8 cm). With each work only one, either wight or hight is changed, wich can lead to 10 meter giants with the wight of a 1.80 meter human. Not very healthy.


+1 PP per 60% weight or size change of head, one arm r one leg (see above).

+5 PP change of gender or race, both completely fertile, but neither magical race abilities nor the looks of the race are gained.

+2 PP create a new body part. This body part can be plaxed everywhere on the body and the person has total control over it. Bot this body part is only a 10 cm stump, that has to be changed by more psionic work (although it becomes one work after the completion).

+4 PP change a body part (arms to wings, stump to arm). The changed body parts have the mass and the volume of the old (except ist is changed afterwards)

With 4 additional PPs the Equipment changes too. A complete Metamorphosis is counted as one work, although the different aspects of the work can easyly occoupy most of the work-places of the psionic.

It is up to the DM to reduce the metamorphosis into an animal by 30%.

3.3 Weathercontrol

(f: only half the PP required)

All Weathercontrol-work demands, that the psionic concentrates on the work till the wiched effect takes place. The time till the effect takes place depends on the weather conditions (normally 1d10 +3 hours) For each weather-work a time-modification (tm) is given (negativ modifications, that would reduce the needed time below zero are counted as half an hour). After most of these works the E-level will rise. After the end of the concentration the wished effect lasts for 3d4 minutes (wind strength), 3d6*10 minutes minus ten times the number of degrees that have been changes (temperature change), 3d6 hours (cloud creation) or instantanious (wind direction). In closed areas the time for temperature change is taken times ten. The effected area is 23000 cbm (except cloud creation). On the rim of this area the effect lessens. The centre of this area can be moveable but may not move faster than 100 m/ h.

Each weather work count as one workplace.

1 PP changes the temperature by one degree (tm: -4 hours)

4 PP change the rainfall (if there is rainfall or claouds) by one level: Rain-levels: 1. no rain. 2. few drops. 3. drizzle. 4. average rain. 5 strong rain. 6. cloud-burst. (tm: +1 hour per level).

To get rain, the psionic has to have an adequate cloud-density.

5. PP change the strength of the wind by one degree on the Beaufort-scale (tm: this work requires 10 min +3min/ degree over the first) The DM can judge, that the temperature changes due to the wind. The wind direction does not change resp. the wind comes rom the most probable direction.

8 PP create a fog, that effects half of the standard area (see above). Visual range: 50 m. Every 8 PP extra spend on this work half the visual range (tm: -5 hours)

10 PP: change the wind direction in the area (tm: +-0)

10 PP crate a thounderstorm (only it there is a cloud density-level of 5 or higher). It will rain only in 70 % of all cases. Every 3d6+10 rounds a lightning strikes, which inflicts 12d6 damage on all people in a 5 m radius. The lightning comes down 6 or more metres frm the psionic. By spending additional 4 PP the psionic can direct the next lightning to a specific place (with a toleratin of 1d20-10 meter)

20 PP change the cloud density by one level: 1. no clouds. 2. a few clouds (up to ¼th cloudes). 3. medium cloudy (up to ½ clouded). 4. ¾th  clouded. 5. totally clouded (tm: +2 hours per level).

4. Otherworld Psionics.

4.1 Otherworld-Walk

(g: can not)

The Otherworld is either related to the astral-plane or it is the astral-plane (I prefe the first: A plane of Thought). It consists of gry glimmering material. Movement in the Otherworld is with the speed of thought. Distance does not exist, only in the imagination of the travelers. But every thing or being throws its shadow into the Otherworld. Abart from psionics only dreamers and mages with the appropriate spell can reach the Otherworld. The traveller in the Oterworld (called Otherworld-strider) reaches the Otherworld with his aura-body only. The aura-body has the following attributes: STR equals INT; DEW equals WIS; CON equals CHA; AC 10 (-WIS-bonus) –1 per PP spend on AC. HPs eual five times the WIS. The rest stays the same.

In the Otherworld once created EFs stay in existance as long as one of the creators stays alive or till it is destroyed or canceled. An EF to prevent the aura-body from returning to the physical body costs thrice the usual PP, else any not specifically secured (double PP) EF can easily be penetrated by the aura-body. Efs are easier to form (add two to the froming check) because the Otherworld is what they are created from. 

After the walk through the Otherworld, the E-Level is automatically raised by one.

Perception in the Otherworld is doubled for sight and hearing, there is no smell in the Otherworld. 

Combat: 
Magic: Only Spells affecting the astral-body or the mind work in the otherworld.


Psionics: Damage to the mind is handled normally. Energy-damage goes one half on the aura-body and one half on the physical body. Are the HP of the aura-body reduced to zero, the aura-body is thrown back to the body and the character falls for 3d1000 rounds into a coma. He has to make a CON-chack or die. The E-levels are raised by five, when he awakens. 


Normal combat: special psionic weapons (like the Ojinga), can be brought into the otherworld. They do normal damage to the aura-body. Punching and wrestling word too. 

Damage to the aura-body effect the normal WIS accordingly (i.e. FF is lowered)

Psionic using persons, matrices and anchors can be seen from the orherworld and can be attacked accordingly. Attacks from the otherworld without leaving the otherworld use the range of the real distance (from physical body to the victim) except the body of the psionic is dead. When the body of the psionic dies while he is in the otherworld, the psionic can try to stay in the otherworld by succeeding in three WIS-checks . (If he fails, his aura-body fades away (or goes whereever his religion thinks he should go, although psionics tend to be rather deistic).) The aura-body go three days to find a host-body and possess him. before he fades away anyway.

	4
	Otherworld-Stride
	parts the aura-body from the physical and brings it into the otherworld. The physical body is completey helpless as long as the psionic stays in the otherworld. After the aura-body has entered the otherworld, no concentration is necessery anymore. The psionic has now the following possibilities: he can use one of his work-places and put one PP into it hta he will find his body automatically, or he can let it be and search fot it when he tries to leave the otherworld again. 

The player got to make a CON-check every second round. If he fails, one of his organs will stop to work. With a 30% chance it is either the heart or the lungs. If one of these organs fails, the body dies after five minutes. If one of the other organs fils, they die after 24 hours, if the psionic fails to re-animate them. He can do so, by spending 3 PP on each. When another psionic wathes over the body with 3 PP, he can start the the one organ by expending 1 PP. Characters with healing NWP ca do a heart-lung-reanimation (?) (Prof.-Check with –4)

	2
	Look into the Otherworld
	The psionic can take a look into the otherworld (only the sight is in the otherworld, all other senses stay on the prime). He can see all aura-bodies in his sourrounding up to his maximum visual range

	3
	Look out of the Otherworld
	Allows the psionic to take a look out of the otherworld (it does not matter, if he is in the oterworld or if he is in his body, taking a look into the otherworld, only his sight got to be there. ) Is especially good to look behind walls and doors ). The psionic can use all forms of probing or detection. The range is the distance betrween victim (and point of view (i.e. not the physical body).

	2
	Going back
	allow the aura-body to enter the prime material plane (not to his body), if the player makes a WIS-check. From here, the psionic can use every psionic power, he possess. The aura-body is only visible in darkness. From here, the psionic can try to possess somebody

	1
	Possession
	The psionic tries to possess somebody: Both sides make WIS-checks. The WIS of the victim is reduced by one per PP spent additionally above the first one. Loser is, who fails his check first. That means, for the psionic, that his aura-body is thrown back into his physical body and his E-levels are raised by 5. When the victim loses, it is possessed. The psionic can hold himself in this body for 100-(5*originla WIS of the victim) in days in the body. After this time, there will be another contest of WILL. The psionic can try to kill the mind of the victim (via Mind-psionics)

	8

5

2
	Take another body into Otherworld

awake

sleeping

trance
	Only possible with willing persons. The cost depends on the state of the person. The costs are calculated for the psionic being in the otherworld (otherwise the cost is higher by 2 PP

	10
	Teleportation
	The psionic got to go into the otherworld, through the otherworld to the place he wants to go, leave the otherworld and draw his body with 10 PP to the position his aura-body is. For this work, the connection between aura-body and physical body has to be surrounded by an 1.5 cm EF. The very good psionics teleport in one round (but it is not recommendet: Form 17 PP (into and out of the otherworld, one point for the connection and 10  for the transport). (h: 5 PP only)

	
	Teleportation of others
	The aura-body of the other person got to be brought into the otherworld first. The body of the person has to be surrounded with an 1.5 cm thick EF. Afterwards go on like Self-Teleportaion. 

	
	Plane-travel
	Is done like the teleportation, although 10 PP are added per plane, that has to be passed (added to the transport cost). The psionic has to know of the plane and of it’s position.


4.2 Time-Travel

Time-travel is done similar to teleport (at least the last bit). The psionic has to go into the otherworld. From here he can go one year into the future or the past. by spending 10 PP and making a check against (WIS*3 + INT)/2 +5 per added PP.

If the check fails, the character stays in his time (losing 10 PP) and has to start again with 10 PP. 

When he is succesfull, the next year costs only 5 PP. The check has to be done for each year. The necessery PP drop for the next years: 2 PP for the third year, 1 PP for the fourth, 1PP per 2 years, 1 pP per 4 years, 1 PP per 8 years, 1 PP per 14 years and 1 PP per 20 years (this is the best rate you get). To get into a specific month 5 PP have to be spend (the same with day, hour, minute, second: 25 miuts extra for exact time). As long as the psionic stays in the otherworld, his aura-body is drawn automatically back to his body (if he is connected) when he wants to get back. If he has left the otherworld, he has to start over again.

5. Anti-Psionics

Anti-psionics is not a normal psionic discipline that can be used by psionics. Only Anti-Psionics can use anti-psionics. An anti-psionic can only use this discipline, Aura-psionics and some Mind-psoinics. Anti-psionic Characters can not be detected through any means as psionic-able characters, except when they use psionic-powers.

The following Powers can be used by Anti-psionics

-The WILL is doubled vs. psionic attacks but got a min. of 20, even when they are reduced by E-levels or otheworld-fights.

-Use of Anti-psionic powers


1 PP allow to feel all psionic use in range


    +2 PP allow to know the user and the exact us.


(shields on himself, destroy psionics as Advanced-Energy-Psionics).


5 PP + Range allows the AP to draw psionic energy from psoinics, matrices, psionic works or items (the will of another psionic has to be overcome). When energy is drawn, non living energy-sources are destroyed when they loose their last bit of energy. Psionics get insane and have to make a System-survival-check or die. Shields stop this power for one round only. This power works like this: The AP either draws PP or GF (intelligent matrices and psionics). Per PP the AP uses apart form the first five, the psionic looses one point of GF, till he is reduced to –20. At this moment all psionic ability is destroyed in this character. Does the AP stop earlyer, the GF regenerate with one point per week. 

APs can use the drawn energy as follows:

-10 points can be used to raise an Attribute according to the wish-rule.

-2 points make the AP younger by one month.

-1 point reduce the E-Level by one.

-1 point allow the AP to go for one day without food or drink.

(all effects are permanent).

