


HOW To USE THIS BOOK 
Standard terms/abbreviations:··· D · is used 
a~ an abbreviation for .. die .. o r .. dice:' I 0 20 

means ro ll one 20-sided die: I DIOOior D%J 
means ro ll two 10-s ided dice sequentially. 
generating a percentage or number between 
0 1 and 00 (read 00 as 10): 3 0 6 means roll 

three 6-sided dice and add the resu lts for the 
sum. etc .. 
Value assumes that the value o f one gold 
piece is about $20 in current U.S. dollars. An 
income of 10 gold pieces (or gpl would be a 
very profi table day for a merchant. but l -5 
gold pieces is a more likely sum for a day's 
effon . Henchmens· wages are usually 2 gp 
per day per 2 S~ ill levels. with a dramatic 
increase for jobs that are perceived to be 
dangerous. 
AC (Armor Cia.~) works on a scale in which 

a lower number is better. A Character with 
no armor is AC: 10 (unless otherwise stated 
within a Characters · race statistics). A shie ld 

adds I to make AC: 9: chain mail is AC: 5: 
and plate mail and shield is AC: 2. (See the 
standard rule book for details .) 

HTK (Hits To Kill) is the number of points 
of damage that a C haracter or monster may 
sustain before being killed. Player Charac

ters and Non-Player Characters determine 
how many HTK they have by rolling one die 
for every Skill Level they have (unless oth
erwise stated): the number of sides the die 
has depends on the Character"s class. (See 
s tandard rule book for more information on 
determining PC and NPC HTK.) 

Mo nsters always usc !!-sided dice to deter
mine how many HTK they have. The num
ber of dice used is indicate.d in parenthesis 
(after the HTK total ) for monsters. 
MV (Movement) is the speed of a Character 
or monster on a constant basis. It can be 
adjusted to whatever scale is needed by ad
justing ground scale accordingly (the most 

common is I square or hex = I 0 feet). 
There may be two or more numbers given. 

This indicates that the Character or monster 
can travel in more than one mode (see s tan
dard rule book). 
THACO(ToHitAr morC iassO). When you 

know a Character"s or monster's THACO. 
you will know the number required to score 
a successful hit on I 0 20 (or multiply that 
number by 5 to get the percentage chance of 
success). A target"s Armor C lass is sub
tracted from the attacker's THACO to obtain 
the required die roll on I 020. 
For example, ifaCharacter 's THACO is 16 

and his target is wearing chain mail with no 
shield (AC': 5). the C haracter needs to mil I I 
or less on 1020 ( 16-5= II ) or roll 55% or less 
on aD% ( II x 5% =55%). 

C haracteristics (or attributes. ability scores, 
o r statistics) arc derived from 306. The low
est score for a human is 3. and the highest 
score is an lll/00 (sec standard rule book for 
more in f{)mlation). 
S pell Abilities: Many deities and monsters 

usc ccnain spells and/or the m~gical abilities 
o f specified character classes. See the st.an
dard rule book for descriptions of spells not 

de. cribed herein. and/or for more informa
tio n on the magic-us ing character classes 
mentioned. 
Saving Throws (save vs.): are listed for each 
chamctercla.~s in the standard rule book. To 
make a successfu l saving throw. a Player 
must roll the sm•in~ thm11· 1'a/ue or higher on 
I 0 20. A successful sav ing throw often re· 
duces o r negates cenain types of damage. 

Saving throw bonuses are added to the 
number the Character rolls on I 020. For 

instance. the save vs. Breath Weapons for a 
Skill4 cleric is 15. The cleric must normally 
roll a 15 or higher to save vs. Breath Weap
ons: if he or she is wearing armor which 
g ives a +2 vs. Breath Weapons. however. he 
or she need only roll a 13 or higher to make 
a successful saving throw ( 13+2= 15). 
Ability rolls (save against) on a Character's 

sta tistics (attributes) work much like saving 
throws. 

For example, if a Player wants his or her 

Character to detect a lie o r get information. 
he or she may have to save on a die roll 
against his or her Insight (INS). 

Roll I 0 20 (or I or more D6s. G M discre
tion) for all ability rolls . If the resulting 
number is equal to or/owerthmrthe statistic. 

the save is successful. With such a roll. a 
C haracter is able to tell if a person is lying, 
for example. 
Ability rolls are often modified. lfinstructe.d 

to make an INS ability roll (save against INS) 

at a +3 penalty. add 3 to the die roll. For 
exan1ple. if a C hardcter's INS is 12 the 
C haracter's Player rolls a 10. he or she fails 
to make the save ( 10+3=13). 

(MR) Magic Resistance indicates the per· 
cent chance of a spell's fai lure on a given 
deity or monste r. It is based on a spell being 
cast by a Skill II spell caster. and must be 
adjusted upwards by 5% for each level below 
II . and downwards for each level above II . 

Where there is no value given. the deity's or 
monster's magic resistance is assumed to be 
"standard." (See the standard rule book for 
more information.) 

Magic-using C lassifications: The term 
"priest" applies to both druids and clerics. 

and "wi7.ard" <tpplies to both magic-users 
and illusionists. 

STR ............................................... Strength 

INT ................................................ Intellect 
INS ................................................... Insight 
DEX ............................................. Dexterity 
ST A ............................................... Stamina 
APL ................................................. Appeal 

HTK ........................................ Hits To KiU 
AC ................................... .. ..... Armor C lass 
MV ....... .. ................................... Movemem 
AL ............. ......... ....................... Alignment 
AT .................................................. Attacks 
OM ................................................ Damage 
SZ ..... ....... ... .... ........ .......... ..... .... ......... .. Size 
THACO .................. To Hit Armor Class 0 
L. Good or LG .... ................... Lawful Good 
L. Neutral or LN ................ Lawful Neutral 

L. Evil or LE .......... ... ............... Lawful Evil 
N ..................................................... Neutral 
N. Good or NG ..................... Neutral Good 
N. Evil orNE .......................... Neutral Evil 
C. Good or CG ..................... Chaotic Good 
C. Neutral o r CN ............... Chaotic Neutral 
C. Evil or CE .......................... Chaotic Evil 
PC(s) ............................ Player Character(s) 

NPC(s) .................. Non-Player Characte(s) 
cp ........................................ copper piece(s) 
sp ......................................... silver piece(s) 
ep ............ ......................... e lect rum piece(s) 
gp or GP .... ............................. gold piece(s ) 

pp .... ........ ... .................... . platinum piece(s) 
GM ......... ....... .............. .......... Game Master 
S .......................... .... Smaller than man-size 
M ............................................ ...... Man-size 

L .. ............ .................. Larger than man-size 
PP ........................................... Pick Pockets 

OL ........................................... Open Locks 
F/RT ............................ Find/Remove Traps 
MS ........................................ Move Silently 

H in S ............................... Hide in Shadows 
HN ... ......................................... Hear Noise 
CW ......................................... C limb Walls 
RL ....... ............................. Read Lang uages 
V ...................................................... Verbal 

S ........................... .......................... Somatic 
M ............... .................................... Material 
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W 
elcome to the Psionics Sourcebook! Since the 

dawn of time, mankind has dreamed of having 
power over the universe around him: indirect 

power, beyond the limited range of limbs and 
the feeble strength of muscles. The search for such 
powers has given rise to myths, legends and folk tales, 
and-more recently-novels and movies. 

Traditionally, the powers that people receive can be 
broken down into two classes. The first-and the most 
familiar---can be classed as "magic," or "spellcasting." 
This kind of power is the most familiar to players of 
role-playinggames(RPGs),sinceit'sthepowerwielded 
by wizards and clerics. Magic requires some form of 
ritual-whether this ritual conjures the power, or sim
ply channels and controls it in the desired manner. 
Depending on the type of magic, the ritual could be a 
cleric's prayer, or the strictly-constrained verbal and 
somatic components of a mage'sspeU.lneithercase, the 
ritual is indispensable to the use of the power. 

The term used throughout this book for the second 
class of power is "psionics." This class comprises "psy
chic" effects like Precognition and Clairvoyance (the 
"real" kind-as in "having visions" -not the spell-me
diated variety more familiar to RPG players), as weU as 
"mind-over-matter" effects like Telekinesis. 

Although the effects of psionic abilities can be-and 
often are-emulated by certain spells, there's a signifi
cant difference between the two types of power. 
"Psionicists" (defined as "those people who employ 
psionic abilities") may use certain kinds of "focusing 
rituals" to help them focus their concentration-such 
as chants, mnemonics, or even rhythmic motions-but 
these focusing rituals aren't indispensable to the con
trol of the power. While many psionicists will use sueh · 
focusing rituals simply because they find it makes their 
job easier, others will be so far advanced-or so natu
rally attuned to their mental powers-that rituals are 
totally unnecessary. All that's required to use a particu
lar power is an act of will. (A mundane example of a 
mnemonic focusing ritual is that old rhyme, "Thirty 
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days has September/ April, June, and November . .. " 
etc. This ritual- the rhyme--<:ertainly makes it easier 
for most of us to remember how many days there are in 
a particular month, but it's obvious that figuring out 
how many days a month conta.ins doesn' t require that 
we say the rhyme first.) 

Psionic abilities somehow seem more scientificaUy 
acceptable to many people than do magical powers. 
The reasoning goes someth.ing Like this. Even after 
years of studying the brain, we still have no real under
standing of what the mind is. Mind and free will seem 
to be totally incorporeal concepts that are somehow 
coupled with the physical brain; however, they don' t 
appear to reside in any particular physical stntcture in 
the bra.in. t:or these reasons, we can't understand how 
the "!"-the self-aware mind---causes contractions in 
the muscles necessary to move a finger. (Oh, certa.inly, 
we understand how the electrochemical impulses of 
neurons activate the muscle fibers . .. but that doesn' t 
teU us anyth.ing about how the " I" causes those neurons 
to fire.) Since we don't understand how the mind 
causes physical effects in the body (in the form of nerve 
impulses and muscle contractions), it's no more incom
prehensible that the m.ind could cause effects in physi
calsystemsoutsidethebody.Todescribethisphilosophy 
in another way, our understanding of how the mind 
can cause a finger to bend is no greater than our 
understanding of how the m.ind can cause a spoon to 
bend. Zero equals zero, after aU. (Thls should not be 
taken as a defense of " paranormal" and 
"pseudoscientific" beliefs, of course. It is simply a 
useful justification for including psion.ic powers in a 
role-playing game.) 

PSIONICISTS IN THE CAMPAIGN. 
The following chapters describe various "traditions" 

or "schools" of psionidsts. (Throughout this book, the 
term "psionicist" will be used as a generic term for 
people who wield psionic or psychic powers.) AU of 
these psionidst traditions are limited to pure-breed 



breed humans only. 
This can be justi£ied in various ways. Firstly, in terms 

of game baJance, demi-humans such aselvesordwarves 
have innate abilities that makes them somewhat supe
rior to humans in various useful ways. Limiting psionic 
abilities to humans "balances the ledger," at least to 
some degree. Since most campaign worlds are human
d ominated, this is a desirable outcome. 

There are other rationalizations for Limiting p sionic 
abilities to pure-breedhumans. ln general. the motivat
ing force for a character to put the time and effort into 
d eveloping psionic abilities is simply the desire to gain 
power, and thus achieve the character's goals quicker 
and more efficient! y. This a ttitude rna kes most sense in 
a short-lived creature such as a human. Elves, dwarves, 
shire lings, etc. can simply wait for things to develop in 
their own good time; their relatively long life-spans 
give them this luxury. Humans, however, have only 70 
or so years to get what they want out of the world before 
they're forced to leave it. This time pressure is compat
ible with developing "short-cuts" such as psionics. 

(If the GM wants more "scientific" reasons for Limit
ing psionics to humans, try the foUowing. Elves simply 
d on 't have the correct mental architecture to develop 
psionic abilities(thisdifference in mental architecture is 
reflected in the elf's resistance to Fear, Charm, and 
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Sleep). Dwarves' innate resistance to magic reflects an 
isolation from the more subtle forces of the universe, 
whkh prevents them from w ielding psionic powers. 
Shire lings are simply too lazy and sybaritic to submit to 
the mental discipline required to become effective 
psionicists, and orcs and their kin are too brash, unsubtle, 
and impatient to do so.) 

There are various ways in which the Game Master 
can incorporate psionidsts into the campaign. GMs 
might decide that on ly a single psionic tradition exists 
in the campaign. Thus, for example, all psionicistsin the 
campa ign world belong to the empathic tradition. Al
te rnatively, GMs might decide to throw the whole 
thing wide open. ln campaigns such as this, empaths 
might rub shoulders with hypnotists and pyromancers. 
GMs mus t decide based on the nature of their own 
campaigns. (For example, "high fantasy" campajgns 
with a highJy structured m ythos should probably have 
a single tradition of psionics, while more eclectic cam
paigns couJd support a more "grab bag" approach.) 

One of the great strengths o f Role Aids products is 
that they can support either high or low fantasy, or a 
mixture o f the two, as the GM and Players choose. To 
maintain this freedom and flexibility, little or no spe
cific world-related information has been included. in
dividual GMs can decide exactly how they want to 



incorporatethismaterialintotheirpersonalcampaigns. 
The different sub-classes of psionkist described in 

this book are intended primarily for use as Non-Player 
Characters. Of course, individual GMs can choose to 
allow Player Characters to become psionicists. 

Becoming a Psionicist 
Psionic powers represent the ability to affect the 

physical world through the application of mental en
ergy. 'This requires a concentration and focusing of 
thoughtstoamuchgreaterdegreethanmostpeopleare 
capable of, which in tum requires a high level of will
power. Thus, the basic minimum requirement for any 
"school" of psionics is an INS attribute of 13. The 
conscious, intellectual requirements vary from school 
to school. Some types of psionics are highly intellectual 
and require considerable mental training; others are 
more like instinctive applications of desire, emotion 
and willpower. These differences are reflected in the 
specific INT requirements of various psionic "schools." 

Strong willpower isn't the sole requirement for a 
prospective psionicist, although it's one of the few 
that's measurable in terms of a Non-Player Character's 
attributes. Of individuals with sufficient strength of 
will, only a very few are able to wield psionic powers. 
'This reflects many intangibles: the desire to concentrate 
on such a hard-to-attain goaJ, the belief that such pow
ers are truly possible, and imponderables such as an 
individual's "mental architecture." 

In addition to these attribute requirements, different 
traditions have other, les.o; concrete "prerequisites." 
These may take the form of a certain ancestry, upbring
ing, or education. These specific requirements are dis
cussed in the individual chapters. Since psionicists are 
designed as Non-Player Character classes, there's no 
real need to specify a die roll system to determine if a 
particular character has "the Power." H the GM wants 
a C!'!rtain Non-Player Character to be a psionicist, then 
he or she is one. 

However, guidelines are still useful. Psionicists should 
be rare in all but the most outre campaign worlds. At a 
maximum, perhaps one out of one hundred humans 
has the potentiality to become a psionicist. Of these 
candidates, no more than one out of fifty will actually 
have developed the power to any significant degree. 
Thus, in most worlds, the proportion of psionicists in 
the population will be no more than one in five thou
sand. In fact, this represents a maximum figure, and the 
proportion might well be much less. 

Multi-Classed & Dual-Classed Characters 
Psionicist characters cannot be multi-classed. (This 

follows logically from thefactsthatonly humans can be 
psionicists, and that humans can' t be multi-classed. 

1: INTRODUCTION 

There is a justification, however: developing and main
taining psionic abilities is simply too menta lly strenu
ousand time-consuming to allow a character to split his 
effort and develop parallel classes.) 

Psionicists may be dual-classed, however. In the case 
of a character acquiring psionic abilities as a second 
class, the normal rules for dual-classed characters ap
ply, with one single exception. A magic-user or illusion
istcanneverbecomeapsionicist;psionicabilitiesrequire 
a particular mental architecture, while the ability to cast 
wizard-style spells requires a totally different-and 
mutually exclusive-architecture. 

A psionicist can also acquire a second class. How
ever, the time required to learn and hone additional 
skillsdetractsfromthecharacter'sabilitytoconcentrate 
on and apply mental powers. To reflect this, a psionicist 
who takes a second class immediately and perma
nently loses 25% of the Mental Point total that he would 
otherwise have at his disposal. (Mental Points are dis
cussed in the following section.) Once a character has 
taken another class, he can never advance further in 
Skill Level as a psionicist. A psionicist can never be
come a magic-user or illusionist, for the reasons previ
ously mentioned. 

THE Ps/ONICS SYSTEM. 
By its very nature, psionic power is very different 

from the standard forms of magic (for example, the 
spells cast by wizards and clerics). While it would be 
possible to "shoehorn" psionic abilities into the same 
spell/ level system, it makes more sense to use a pro
cedurethatmoreaccuratelyreflectstheeccentricitiesof 
mental powers. 

Mental Points 
Thus, in this book, psionics work on a point system. 

At each Skill Level, a psionicist receives a certain num
ber of Mental Points (MPs) per day. MPs that have been 
used during the day can be regained by sleeping for an 
uninterrupted six hours. MPs cannot be accrued from 
day today. 

A particular psionic ability, or "discipline," costs a 
certain number of Mental Points to use. This cost may 
be a "one-shot deal," as in a mental attack, or may be 
exprcssedasanumberofMPsperroundortumthatthe 
effect is sustained, as in an illusion-type ability. Also, 
the cost might vary depending on the subject of the 
ability. (For example, it's much easier to bend a spoon 
than it is to bend the bars of a prison cell. Obviously the 
former will be less "expensive" in terms of MPs.) 

Let'stakeanexample.DamienisaSkill6Pyromancer, 
with a daily allotment of 30 MPs. During the day, he 
uses the discipline Ignite to light a campfire (which 
costs 4 MPs) and the discipline Melt to soften the armor 



PSIONICIST SKILL L EVEL 

I Skill Level I @ ~ 
1 5 1 
2 10 2 
3 15 3 
4 20 4. 
5 25 5 
6 30 6 
7 35 "7 
8 42 3 
9 49 9 
10 56 10 
11 61 10+1 
12 66 10+2 
13 71 10+3 

14 76 10+4 
15 EK> 10+5 
16 84 I~ 

17 88 10+7 
18 92 10+8 
19 96 10+9 
20 100 10+10 

of an attacking ore (which costs 5 MPs per round for 4 
rounds). Thus, at the end of the day, his MP total is 
down to 5. That night, Damien manages to sleep for six 
uninterrupted hours. The next morning, he wakes with 
a total of 30 MPs. If he'd been awakened before the six 
hours were up, however, Damien would have had to 
face the world with only 5 MPs until he had the chance 
to sleep again. 

All types of psionicists gain the same number of MPs 
per Skill Level. This is shown in Table 1. 

Discipline Levels 
In addition to their MP cost, disciplines are differenti

ated by their "Level."The Level of a discipline is used to 
determine when a psionicist is eligible to learn and use 
that discipline. The higher the Level of a discipline, the 
higher the Skill Level required before the psionicist can 
learn it. Refer to the accompanying table to determine 
the minimum Skill Level at which a psionicist can learn 
a discipline of a particular Level. 

ln addition to determining when a psionicist can 
learn a particular discipline, Level is important for 
other reasons, as discussed later. 
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Learning Disciplines 
Just because a psionkist is of sufficient Skill Level to 

learn a certain discipline doesn't mean that he auto
matically knows it. A psionkist must learn a discipline 
before he can use it, just as a wizard or cleric must Jearn 
a spell before being able to cast it. Unlike wizard or 
clerical spells, psionic disciplines can only be learned in 
person, from another psionicist of the same "school" 
who already knows the discipline. Disciplines cannot 
be learned from books or scrolls, or from a psionicist of 
a different tradition. 

To learn a particular discipline, a psionicist must first 
be of a sufficiently high Skill Level to use that discipline 
(as shown in Table 2). Then he must find a suitable 
teacher. The process of learning a discipline takes 102 
days per Level of the discipline. (Thus Melt, the 
pyromancer's discipline, would take only 1-2 days to 
learn.) This period assumes that teacher and student 
spend four hours per day working together. Spending 
more time per day doesn't shorten the teaming time 
(presumably, four hours per day is the longest that the 
psionicists can concentrate without getting into a con
dition of diminishing returns). Spending less time per 
day, however, increases the duration proportionately. 

This first period represents the period required to 
learn the mind-set and mnemonics necessary to use the 
discipline. Once the learning period is over, the student 
knows all he needs to know to use the discipline; the 
teacher is no longer necessary. This doesn't mean that 
thepsionicistcan actually use the discipline yet; there's 
a big difference between knowing and doing (as any 
driving student can attest). To incorporate the knowl
edge and "make the discipline his own," the psionicist 
must practice the discipline. He must ded.icate a mini
mum of two hours per day, over a period of 103 days 
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per Level of the discipline. As with the learning period, 
increasing the time spent per day doesn't decrease the 
practice span, but decreasing the time per day does 
increase the span. At the end of this time, the psionidst 
is able to use the discipline fully. 

Not every psionkist is able to learn every discipline 
that he's eligible for. The chance of not being able to 
learn a particular discipline is equal to 25% minus the 
psionicist's lNT. (Thus a psionicist with lNT 13 has a 
12% chance of not being able to learn a particular 
discipline, or an 88% chance of succeeding.) The fact 
that the psionicist is unable to learn the discipline 
becomes apparent at the end of the learning period, not 
before. The psionicist can attempt to learn the discipline 
again when he's advanced another Skill Level, but this 
time the chance of not being able to learn the discipline 
is four times normal (in the previous example, the rNI 
13 psionicist has a 48% chance of failing, or only a 52% 
chance of succeeding). If the psionicist fails the roll 
tv.dce, he is never able to learn that discipline. 

Table 3: Maxtntm Number 
d~ 

MAXIMUM NUMBER OF DISCIPLINES PER LEVEL 

~ I No. of Disciplines I 
14-18 • 1 , 2 

19-21 - 4 

22-24 
·, 

6 

2.5-30 . r 8 

31+ All . 

Analogously to wizards, psionicists can learn only a 
certain number of disdplines of each LeveL This num
ber depends on the sum of the psionicist's lNT and INS 
attributes. This is reflected in Table 3. The minimum 
number of disciplines learnable per discipline Level is 
one regardless of the psionicist's lNT and INS. (This 
doesn't waive the requirement of finding an appropri
ate teacher, of course.) 

Once a psionicist has learned a discipline, he can 
always use it, at any time, assuming that he has suffi
cient MPs available. He does not have tore-memorize 
the discipline repeatedly, as does a wizard. Thus, 
psionicists neither need nor can use speUbooks. If for 
some reason a psionicist's memory of how to use a 
particular discipline is removed-perhaps through the 
action of another psionicist-he must re-learn the dis
cipline from scratch, using the norma] rules for lea.ming 
and practice period. (The roU to determine whether the 
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psionicist is capable of learning the discipline is unnec
essary. The fact that he once knew it proves that he can 
learn it again. 

Observant readers will notice that psionicists can 
learn certain disciplines before they have sufficient 
MPs to use them. This is not an error. The minimum 
Skill Level to learn a certain discipline reflects how 
advanced the psionicist must be in "the Art" before he 
can understand the intricacies of the discipline. When 
he reaches this level of advancement, he can learn what 
it takes to use the discipline in question. But knowing 
and using are two different things, as mentioned ear
Lier. The psionicist might simply have insufficient MPs 
available to use the discipline. He can learn the proce
dure, however, and will be ready to use the discipline 
when he gains sufficient MPs to do so. (Ht•re's a pos
sible analogy: a beginning weight-lifter can learn the 
techniques necessary to handle extreme weights safely 
long before he has developed enough m uscularstrength 
to actually lift those weights. When sufficient strength 
develops, the techniques are already there, waiting to 
be put into use.) 

Using Disciplines 
Once a psionicist has learned a particular discipline, 

he can use it at any time assuming that he has sufficient 
MPs. of course. The process isn' t instantaneous: the 
psionicist must put himself into the right "frame of 
mind," clear his thoughts of distractions, and focus his 
attention on the sometimes-arduous mental require
ments of the discipline. Because of this, a psionic disci
pline has a casting time in much the same way that a 
clerical or magic-user spell does. Like these other kinds 
of power, breaking the psionicist's concentration be
fore the casting time is complete will prevent the dis
cipline from operating. Unlike other spellcasters, a 
psionicist interrupted during the use of a discipline 
doesn't "lose" that use of the discipline. The MP cost 
represents the mental exertion, or drain, of actuaHy 
using the discipline. MPs are only lost when the disci
pline actually functions. Thus, a psionicistcan try to use 
adiscipline-andbeinterrupted-anynumberoftimes 
without losing any MPs. 

(The situation is slightly different for sustained-as 
opposed to "one shot"-disciplines, such as Mask. If 
the psionicist using the discipline is interrupted while 
maintaining such an effect, the effect terminates at once. 
The MPs used up to that point are lost, of course.) 

As discussed earlier, psionicists sometimes use mne
monic phrases, rhymes, songs, or rhythmic movements 
to help their concentration. This is particularly true in 
the early stages, when a psionicist has just recently 
learned a new discipline. To reiterate, these mnemonic 
"focusing rituals" aren't truly part of the discipline 



itself, not the way the somatic component of a wizard 
spell is the spell. Thus, two different psionicists per
forming the same discipline might well use two totally 
di.fferent rituals to help focus their attention-<>ne might 
weave complex patterns with his fingers, the other hum 
a repetitive, hypnotic melody under his breath. (It's 
presumed that, during the learning period, the psion.idst 
d evelops a focusing ritual for each discipline that works 
for him.) The consequence here is that another psion.icist 
can't tell, by watching or listening, what discipline 
another psionicist is using. (Note that this is a signifi
cant difference from "traditional" spellcasting.) 

When a psionicist learns a new discipline, he learns to 
focus his attention through the use of both verbal and 
somatic components-rhythmic movements, and per
haps a melody or rhyme. Jnjtially, a psionicist must use 
both to use any discipline. After a while, however, the 
discipline becomes so much second nature that the 
psion.icist can use it without using any focusing rituals. 
"Triggering" a discipline without a focusing ritual is 
more mentally taxing, however, reflected in a higher 
MP cost. (The advantage, of course, is that purely 
mental triggering can't be easily noticed by others.) 

The procedure is as follows. When a psionicist 
achieves the next Skill Level after the one in which he 
learned a discipline, he has the option to use that 
discipline without a focusing ritual. If he does use the 
discipline without a ritual, the MP cost is increased by 
10% (round all fractions up) to reflect the increased 
mental effort. 

As an example, a pyromancer learns the discipline 
Homeostasis at the earliest point he can do so: as soon 
as he achieves Skill Level 3. Initially, he can use the 
discipline only with a verbal and somatic focusing 
ritual, and at the normal MP cost: 1 per round. As soon 
as he achieves Skill Level4, he has the option of using 
the discipline without a focusing ritual. If the 
pyromancer decides to use the discipline without a 
focusing ritual, the cost would be 2 MPs per round (the 
actual result is 1.1 MPs per round, of course, but all 
fractions are rounded up). 

Note that the decision to use a discipline without a 
focusing ritual is always up to the psionicist. No matter 
how advanced in Skill Level a psionicist becomes, he 
can always use a focusing ritual in order to minimize 
MP expenditure. 

"Going Into Debt" 
Many stories and movies that deal with psionically

capable characters present the idea that a psionicist can 
"overextend" himself, seriously weakening or injur
ing-or even killing-himself by using a power that is 
to taxing for his present condition. (In fact, this leads to 
"noble" scenes where a psionicist sacrifices his life by 
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using that" one last discipline" to save his companions.) 
ln game terms, this is represented by the psionicist's 

ability to "go into debt" on MPs-in fact, to use more 
MPs than he currently has. There are costs to this, 
however. "Going into debt" on MPs causes physical 
damage, in the form of minor hemorrhages, traumatic 
exhaustion, etc. To reflect this, the psionidst suffers 1 
HTK of damage for each MP he expends that he doesn't 
actually have . .. multiplied by the Level of the discipline 
he is using, plus 102 HTK. ln addition-assuming he 
survives-a full six hours of sleep won't return the 
psionicist to his full MP strength; in fact, it will only 
return him to his normal maximum minus the number 
of MPs by which he "went into debt." 

Let's take two examples: Neddis is a Skill 9 
telekineticist, which implies that his normal MP maxi
mum is 49. Today he's already used 47 MPs, which 
leaves him with 2 MPs.lt becomes necessary for Neddis 
to telekinetically Slide an object weighing 50 lbs. Speed 
isn't an issue, so he can move it as slowly as necessary; 
thus the MP cost is 5. Since Neddis' current total is only 
2 MP, he must "go into debt" by 3 MP. Slide is a Level 
1 discipline, so he suffers a total of3 HTKofdamage (3 
x 1 ), plus 102 HTK. Ned dis rolls a 1. meaning that his 
total HTK loss is 4. After six hours of sleep, Neddis will 
have a total of 46 MPs, rather than 49. Assuming that he 
doesn't overreach himself again, the next day he'll be 
up to his normal MP total of 49. 

As a second example, consider Neddis' compatriot 
Lilith. Lilith is also a Skill 9 telekineticist, but she has 
used only 44 MPs, bringing her current MP total down 
to 5. Unfortunately, to save her adventuring compan
ions, Lilith is forced to Push a small statue off its 
pedestal so it shatters on the floor. TheGM judges that 
toppling the statue requires 15 foot-lbs. of effort, which 
costs 12 MPs to generate. Push is a Level2 discipline, so 
Lilith suffers a total of 14 HTK of damage (7 x 2) plus 
1 02-possibly enough to kill her. Assuming that she 
survives the experience, after six hours of sleep, Lilith 
w ill have a total of 42 MPs, rather than 49. 

It's quite possible for a psionidst to drive his HTK 
total down to 0, or below. The consequence depends on 
which is the case. lf the psionicist drives himself down 
to exactly 0 HTK. he dies . . . but only after the discipline 
has taken effect. Lf, however, he drives himself down 
below 0 HTK, the psionicist dies and the discipline 
doesn' t take effect at all. 

Take, for example, the case of Lilith, discussed previ
ously: .assume that her current HTK total is 21. If the 
result of the 102 roll is 1, then she suffers a total of 21 
HTK of damage. This drives her total to 0. In other 
words, Lilith dies ... but not before she's pushed the 
statue over. If the result of the 1 02 roll is 2, however, 
then she suffers a total of 22 HTK of damage. Since this 



would drive her HTK total down to -1, even the attempt 
to use the discipline is too much for Lilith, and she dies 
without moving the statue at all. 

Attack Disciplines 
A psionicist has the option of allocating extra MPs to 
anyattackdiscipline--thatis,anydisciplinethatcauses 
damage directly, in the form of HTI<. These additional 
MPs--which represent a more focused, concentrated 
attempt to harm an opponent-increase the damage 
inflicted by the discipline by 1 HTK per extra MP 
expended. The maximum damage that can be inflicted 
by any attack is the maximum possible result of an 
unmodified dice roll, no matter how many additional 
MPs are allocated. 

Take an attack discipline that inflicts 404 HTK of 
damage on its target. The maximum damage that this 
d~~line can cause is 16 HTK, no matter how many 
addttional MPs are allocated to it. Additional MPs can 
only increase the chance of inflicting maximum dam
age, not the maximum itself. For example, the psionicist 
using an attack discipline decides to allocate an addi
tional 4 MPs to the attack, over and above the normal 
cost of the discipline. This means that 4 is added to the 
damage rolled, but only to a maximum of 16 HTK. 

Assume that the damage roll is 10. Adding 4 MPs 
raises the damage "yield" of the discipline to 14 HTK. 
But what would have happened if the damage roll had 
been 13? Adding 4 MPs to 13 gives a total of 17, but the 
maximum damage inflicted by the discipline is only 16. 
Thus, the discipline actually causes only 16 HTK of 
damage, and the "extra" MP allocated is lost. 

A psionicist must choose how many additional MPs 
to allocate to the attack before the damage is rolled. The 
MPs allocated are lost, regardless of whether ornot they 
alter the damage. 

Psionicists cannot "go into debt" to allocate addi
tional MPs to an attack. 

.PSIONIC IMMUNITY & SAVING THROWS 
Certain psionic disciplines will be ineffective on crea

tures without a mind-such as molds and jellies-or 
creatures with a totally alien form of intelligence-such 
as most undead. These disciplines are those that some
how effect the mind or psyche of the creature, such as 
somniomancy or hypnotism disciplines, etc. Disciplines · 
that have a direct, physical effect-such as Telekinesis, 
Bum, or Freeze-will affect any creature regardless of 
its mental nature. 

All saving throws, unless stated otherwise, are saves 
vs. Spells. 
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COMBAT ABILITIES. 
Psionicists can only wear padded or leather armor, 

for much the same reasons as spellcasters: the require
ments of flexibility, and lack of experience. For similar 
reasons, psionidsts are limited in their choice of we a p
ons to daggers, staves, darts, knives, or slings (except 
where otherwise specified for particular sub-classes). 
Psionicists gain 103 HTK die per Skill Level from Skill 
1 through 10. AfterSkilllO, psionicists gain 1 additional 
HTK per Skill advanced, and no longer gain add itional 
HTK bonuses for high STA scores. This is previously 
reflected in Table 1. 

When engaging in melee combat, the Combat Result 
Table used by psionicists varies depending on the 
"school" involved. For example, somniomancers use 
the Magic-User Combat Result Tab le, wh ile 
telekineticists use the Thief Combat Result Table. This 
reflects the varying amount of time each school can 
dedicate to learning and practicing combat skills. 

Psionicists advance in Skill Levels at the same rate as 
wizards. This is reflected in Table 4. 

~~ 
PSIONICISTS EXPERIENCE LEVEL 

'- ® Experience Points I 
.1 0 

~' - 2,500 

a- 5,000 

4 10,000 

5 22,500 

6• 40;CXX) 

7 60,000 

8 90,000 

"9 135,000 

10 250,()X) 

11 375,()X) 

'12 750,000 
~ t3 1,500,000 

14 1,900,()X) 

l5 2,400,000 

16 2,800,000 

17 3,200,000 
18 3,600,000 

19 4,()X),()X) 

21t 4,400,000 



Psionic Combat 
Psionidsts of certain traditions can engage in psionic 

combat wilh other psionicists, and in some cases even 
with non-psionic characters. A psionicist can try to 
control, stun, or damage an opponent when attacking 
in psionic combat. Damage usually reflects a tempo
rary stripping away of the target's MPs, but can also 
equate to lost HTK. 

Psionic combat is extremely rapid. It takes place in 
" phases," each representing 1 second. Thus, 
thert• are 60 psionic combat phases per melee round. 
Combat breaks down into twodistinctcases: one where 
one psionicist wants to attack and the other merely to 
defend, and one where both psionicists want to attack. 
In the former case, the attacking character automati
cally acts first in each phase. In the latter, the two 
psionicists roll initiative at the beginning of each phase. 
The character with the higher ro ll is the attacker, the 
other the defender. (Normal modifiers, such as sur
prise, affect the initiative roll.) 

In each phase, the procedure is as follows. First, the 
attacking psionicist decides what kind of attack he's 
using-control, stun, or damage--and how many MPs 
he's allocating to the attack. The maximum number of 
MPs that can be allocated to an attack is 10, although a 
psionicist is free to allocate fewer MPs. As long as he has 
at least one MP remaining at the beginning of the phase, 
the attacking psionicist can ''go into debt" to allocate ···._. :lf.f/" ·:.·.:: •.·.·:·· ·.:•\).~·t.:.:"::: .. 

. .. .. . . . . ... . (• . .. *'· .• 
~~ :· 

PSIQNICS 

MPs to psionic combat. To calculate the damage, psionic 
combat is considered to be the same as a Skill 6 disci
pline. (Thus, a psionicist going into debt by 5 MPs 
suffers 30 HTK of physical damage.) A psionicist with 
no MPs remaining cannot attack psionically. 

To resist the attack, the defending psionicist must 
expend one half of the number of MPs expended by the 
attacker (round fractions up). TI1edefender knows how 
many MPs the attacker is expending, and may choose 
exactly how many MPs he will expend in defense. 
(Thus, a defending psionicist may decide to expend 
fewer MPs than necessary-and take the difference in 
physical damage, as explained later-if he figures it's 
more important to conserve MPs for future actions.) lf 
the defender has sufficient MPs, he totally resists the 
attack, and suffers no effects from the combat. The 
defender also has the option of" counterattacking." The 
defender can allocate additional MPs over and above 
those needed to defend against the attack, up to a total 
of 8 MPs. For each additional MP over the required 
amount that the defender expends, the attacker loses 1 
MP. Defenders cannot "go into debt" to allocate MPs to 
defense or counterattack. 

If at any time a defending psionicist has insufficient 
MPs remaining to defend against an attack, or chooses 
to allocate insufficient MPs to defense, he suffers effects 
from the attack. The effects vary depending on the type 
of attack taking place. 



Control: Lf the defender is unable to fully counter the 
attack, he is subject to a Suggestion (as the spell of that 
name) by the attacker. The Suggestion lasts for 1 round 
per un-countered MP in the attack. (Remember that 1 
MP used in defense counters 2 MPs used in attack.) 
After that time, the Suggestion is nuU and void. 

Stun: If the defender is unable to fully counter the 
attack, he falls unconscious for 1 round per un-coun
tered MP in the attack. 

Damage: Lf the defender is unable to fully counter the 
attack, he suffers 1 HTK of damage for each un-coun
tered MP in the attack. 

Note that while the defender knows how many MPs 
theattackerisexpending, hedoesn'tknowwhattypeof 
attack his opponent is conducting. Thus, choosing to 
allocate fewer MPs than necessary is a risk. The de
fender might be able to weather the physical damage 
involved, but suffering a stun result might be fatal. 

lf the defender counterattacks and costs the attacker 
more MPs than the attacker has remaining, then the 
attacker suffers the results of the combat as described 
previously. The type of counterattack is automatically 
the same as the original attack. 

Once a psionicist has been reduced to 0 MPs, he is 
incapable of attacking. For the purposes of defense, he 
is considered to be a non-psionic character (see the 
following section). 

As an example, Davitt-a psionicist with 20 MPs 
remaining--t>nters psionic combat with Aria, who has 
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10 MPs remaining. In the first phase, Davitt wins initia
tive, and allocates the maximum of 10 MPs to a damage 
attack against Aria. Aria allocates 5 MPs to resist the 
attack. At the end of the first phase, Davitt has 10 MPs 
remaining, and Arla has 5 MPs. In the second phase, 
Davitt again wins initiative. This time he allocates 8 
MPs to a damage attack. Aria counters with 4 MPs, 
resisting the attack. Davitt now has 2 MPs left, while 
Aria has 1 MP remaining. On the third round, Aria wins 
initiative. She allocates her 1 remaining MP to a stun
ning attack, and goes into debt to aUoca te an add i tiona I 
3 MPs to the attack, bringing her attack total up to 4 
MPs. Davitt has only 2 MPs remaining-sufficient to 
counter only 2 of Aria's 4 MPs-so Aria's attack takes 
effect. Davitt falls unconscious for 2 rounds. Aria suf
fers 18 HTK of damage for going into debt. 

From this example it mily seem that psionic combat 
is highly deterministic. After all, there are no dice ro!Js 
involved. Uncertainty does arise, however, bt.ocause 
neither psionicist knows how many MPs the other 
psionicist has. 

There is no limit to the range of a psionic attack. The 
only restriction is that the attacking psionicist must be 
able to see his target. Thus, intervening terrain or 
objects that block line of sight prevent psionic combat. 

While psionicists are locked in psionic combat, they 
can take no other action. The fast and furious nature of 
psionic combat makes this a very minor consideration, 
however, except between psionkists of very high Skill 



Level with many MPs to expend. A physical wound 
suffered by a psionicist-other than one taken from the 
psionic combat at hand-prevents him from attacking 
for 2 phases, but doesn't prevent him from defense or 
counterattack. 

A psionicist can attack only once per round, and can 
attack only a single target. A psionicist attacked simul
taneously by multiple enemies can defend against and 
counterattack them aU, to the Limit of his MPs remain
ing. Multiple attacks against a single target are con
ducted in initiative order. 

Psiot~ic Attacks Again-st a Non-Psionicist 
It's much easier to attack a psionicist than it is to 

attacksomeonewithnopsionicabilities.Thisisbecause 
active psionic abilities provide a "channel" by which 
the a ttacker can enter the mind of the target. Non
psionidsts don' t offer this same channel 

An attack against a non-psionicist costs 20 MPs. The 
target receives a saving throw vs. Spells. A successful 
save indicates that the target has resisted the psionic 
attack. If the target fails the saving throw, however, he 
suffers 1 04 HTK of damage. 

Stunning and control a ttacks cannot be made against 
non-psionicists. This is because these attacks are more 
subtle, and require that the attacker have a psionic 
channel into the target's mind. Since such a channel 
doesn't exist with non-psionicists, all the attacker can 
do is pour men tal energy in to the target's brain, causing 
minor hemorrhages and other physical damage. 

Psionic a ttacks against non-psionicists are costly, and 
of Limited effect. It's usually much more effective to use 
a combat-style discipline. 

Psionicists who have no MPs remaining-and not 

already engaged in psionic combat-are considered to 
be non-psionicists for the purposes of defending against 
psionic combat. The same holds true for members of 
traditions that are prohibited from participating in 
psionic combat. 

SCHOOLS AND TRADITIONS. 
Throughout this book, the words "school" and "tra

dition" are used interchangeably to refer to a particular 
type of psionic practice. A psionic "school" isn't an 
organization dedicated to training candidates in the 
Art, as are some magical "schools." The term simply 
refers to a certain mind-set, world-view and range of 
powers. For example, "somniomancy" and 
"pyromancy" are both schools of psionics. The former 
refers to mental powers related to sleeping and dream
ing, the latter to powers related to fire and temperature. 

When a character becomes a psionicist, he must select 
a particular tradition. This decision is irrevocable; once 
a character has become a telekineticist (for example), 
he's always a telekineticist. Thereafter, the character 
can learn only those disciplines that belong to his school 
or tradition. In addition, he can only learn disciplines 
from a psionicist who is a memberofthesame tradition. 

Certain disciplines appear in more than one tradi
tion. It's presumed, however, that-although the ef
fects might be identical-the actual mental processes 
involved are quite different. 

MAGIC ITEMS. 
Although psionic powers are abilities of the mind 

rather than truly magical powers, there are certain 
magic items that are useful to-or dangerous t~ 
psionicists. These are discussed in the individual chap-

-llm.'l• 



y strict definition, "somniomancy" has come to 
refer to magic related to dreaming. ln this con
text, however, the word "somniomancer" refers 
to a member of a psionic school or tradition 
concerned with the sleeping mind. 

Somniomancers are able to control their own sleeping 
minds and bodies to a degree totally impossible for 
other characters ... and, at higher Skill Levels, are able 
to affect other sleepers, and even the material world. 

Somniomancers do this by controlling and intensify
ing the slow, regular delta rhythms of their brains
those rhythms that are shown most strongly during 
deep relaxation and sleep. By intensifying these rhythms 
.and by subtly altering them, the somniomancer can 
alter his own sleep and dreaming patterns, cause the 
rhythms of another sleeper to "resonate" with his own, 
and even resonate with material objects, or the very 
fabric of reality. 

.WORLD VIEW 
The typical somniomancer is usuaUy an introspec

tive, quiet person, much given to the pursuit of philo
sophical questions. AI though usually far from fatalistic, 
somniomancers are frequently philosophical in their 
response to downturns in their fortunes. Probably the 
vast majority of somniomancers would agree that the 
world as we know it is nothing more than "a dream 
within a dream;" these psionicists rarely learn or use 
disciplines that directly affect others or their environ
ment. Instead, they enjoy those disciplines that allow 
them to explore the world-both the physical and the 
mental-and sometimes to strip away the veils which 
conceal ti-!e "great truths" that underlay reality. 

The somniomancers that Player Characters are more 
likely to interact with are cut from adifferentcloth. Like 
psionicists of other traditions, they see their powers as 
a way to improve their lives: to protect them and those 
they care about, to combat their foes, and to bring them 
wealth and renown. {As with members of any other 
class, the balance between these motivations will de
pend on the individual somniomancer in question.) 
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Somniomancers can be of any alignment, although 
the most common alignment is definitely Neu tra I. Cha
otic somniomancers are more common than Lawful 
(since the requirement of any psionicist to spend much 
time alone, practicing his mental abilities, tends to 
select for loners), and Good more common than Evil. 
Lawful Evil somniomancers do exist, however, and 
make deadly enemies. 

No matter what their motivation. however, 
somniomancers are rarely physical people. Much of 
their time is spent in meditation and sleeping, giving 
them little time to develop strength and stamina. Thus, 
most somniomancers are non-athletic, and many will 
actively avoid situations that require physical prowess 
of any sort. In the case of somniomancer "viJlains," 
these individuals will almost invariably choose to be 
"Napoleons of crime," or "spiders in the midst of a 
web," rather than more active pursuits. 

The position held in society by somniomancers is 
somewhat ambiguous. Some people view them as 
valuable resources, and come to them for help. Certain 
people of high social class might have a somniomancer 
on retain~r. or even as a full-time member of their staff, 
to help interpret dreams, to scry, and to predict the 
future. Because of the political or financial power of 
their patrons, these somniomancers 11re (at least par
tially) respected as part of the social fabric. The majority 
of people, however, fear-and even hate
somniomancers (as they do psionicists of most tradi
tions). Much of this is merely because of xenophobia: 
people fearwhat'sdifferentfrom themselves and what 
they don't understand, and they hate what they fear. 
For this reason, many somniomancers keep their abilities 
secret, lest their neighbors start blaming them for bad 
dreams and evil events in their lives. (Psionicists in 
general make great scapegoats in times of trouble.) 

Other somniomancers relish, and try to enhance, the 
fear in which most "mundanes" hold them. Fear repre
sents leverage, after aJI, and it's much easier to get what 
you want out of people who are afraid of arcane forces. 
These somniornancers often cloak themselves in mys-



tery, making themselves seem even more alien, and 
depending on fea.r of their mysterious powers to protect 
them from troublemakers. (History records many 
somniomancers who have claimed to be the "Master of 
Dreams" or something similar, promising troubled sleep, 
terrifying nightmares, and debilitating curses for any
one who thwarts them, but pleasant dreams and good 
fortune to those who give them what they want.ln only 
a few of these cases have the somniomancers been able 
to follow through on these threats/ promises.) 

ln some societies, use--or even possessio~( psionic 
abilities is seen as a crime. (The rationale is that it 
wouldn't do for the "people on the street" to have 
access to a power unavailable to the ruling class.) This 
is more true with regard to somniomancers than with 
any other sub-class of psionicist. Even though, as a 
group, somniomancers are less potentially destructive 
to the status quo than members of other traditions; 
there's something about being able to affect and invade 
the sleep of another, and alter his dreams (which, for 
many people, represent the only times thatthey'retruly 
free), that seems horrifying and somehow blasphe
mous. In such societies, somniomancers practice under 
conditions of secrecy. They often take on the guise of 
other, more acceptable professions, admitting their 
abilities only to those who they trust fully. 

Strong-and daring-individual somniomancers 
might try to resist the official oppression of their kind, 
often by threatening to curse the ruling faction with 
never-ending nightmares. The success of this kind of 
challenge depends entirely upon the nature of the 
ruling faction, and the credibility of the somniomancer. 

There are myths that tell of a secret island, its location 
known only to its inhabitants, where dwells i:he King of 
Dreams. This hidden society is ruled by soll1Iliomancers 
of almost wtimaginable power, and the King himself is 
capable of sending dreams-either pleasant or hor
rific-to anyone anywhere on the planet. Certain ver
sions of these myths describe the King of Dreams as a 
beneficent person, who uses his great powers to keep 
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the peace and punish evil-doers by haunting their 
sleep. Other versions portray the King as the power 
behind all the thrones of the world, using his abilities to 
manipulate aU other rulers as puppets dancing on his 
strings. There is no direct evidence for these myths, and 
most educated people give them little credence. (Of 
course, there is no direct evidence against the myths, 
either, since it is difficult if not impossible to prove that 
something, hidden by its very nature, does not exist. 
Each GM is free to decide on the veracity of these tales, 
and on the personality of the King, should he exist.) 

COMBAT. 
Somniomancers use the Magic-User Combat Result 

Table, and operate under the weapon and armor re
strictions listed for the "basic" psionidst, as discussed 
in Chapter 1. Somnioma.ncers can't engage in psionic 
combat. lf attacked psionically, somniomancers are 
affected as though they were non-psionidsts. 

SOMNIOMANCY. 
As a basic attribute of their sub-class, somniomancers 

are always able to remember their own dreams in 
precise detail. 

Thedisciplinesava.ilable to a somniomancer all relate 
in one way or another to sleep and dreaming. 

Ski/11 

Skil/4 

Skil/2 
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Slttp Guard 

Tran.sportation 

Skill 3 

Skil/6 
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This discipline allows the somniomancer to wake 
another character from normal sleep without the use of 
touch or sound. When the discipline is used, the subject 
simply wakes up instantly. (This doesn' t mean that the 
subject is immediately alert, however. The subject may 
well suffer the d isorientation that is common on wak
ing.) The subject receives no indication of why he woke 
up, and there's no way to distinguish the effect of this 
discipline from a normal awakening. 

Awaken is useful for waking a sleeping party mem
ber without alerting anyone else-an enemy sneaking 
up on a campsite, for example-that the subject is being 
ro used . It's also usefuJ for wakening an enemy 
spellcaster, preventing him from regaining his spells. In 
the former case, the saving throw can be waived if the 
somniomancer warns the subject before he goes to 
sleep that he might la ter be subject to Awaken. In the 
latter case, the subject receives a normal saving throw. 

At lower Skill Levels, the somniomancer must be able 
to see the subject for this discipline to work. When the 
somniomancer has reached Skill 4, however, this re
quirement is waived as long as thesornniomancer has in 
his possession some object with a close "psychic bond" 
to the prospective subject. This object can either be part 
of the subject's body-a lock of hair or a nail paring are 
good examples---<>r an object that the subject has had 
dose to his body for a prolonged period of time. A 
cherished ring, scarf, e tc. is a good example of this 
second type of object. With such an object in his posses
sion, the somniomancer doesn' t have to be able to see 
the subject, and intervening objects-the wall of a house, 
for example-do not block the discipline's effects. The 
range limitation of 4 yards per Skill Level of the 
somniomancer is still in effect, however, and the "re
mote" use of the discipline costs 3 MPs rather than 2. 

At,.,._ tremel y high Skill Levels-Skill 15 and abo'{e
the range limitation changes. The range now becomes 
100 yards per Skill Level ... but only if a "psychically 
bound" object is possessed by thesomniomancer. (Thus, 
a Skill 20 somniomancer possessing such an object can 
Awa ken the subject at a range of 2,000 yards, or over a 
mile, regardless of intervening terrain or objects.) Again, 
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the cost of this remote use is 3 MP ra ther than 2. 
Once the subject has been awakened, he cannot fall 
asleep again for 5 minutes. (Thus, it becomes very 
important forwizardsand psionicists to protect psychi
cally bound objects if they have reason to suspect that 
a somniomancer is in the area. Otherwise, the 
somniomancercan make it virtually impossible for the 
subject to get the uninterrupted sleep needed to regain 
spells or MPs.) 

Dream Interpretation 
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Dream Interpretation allows the somniomancer to 
interpret the dream of a willing subject. The subject 
must describe, in detail, the dream as he remembers it, 
while the somniomancer concentrates. 

The details of this d iscipline a re very vague, and 
dependent on the way the GM wishes to handle mat
ters. If the subject is under some form of stress, this will 
be reflected in the s ubject's dreams, a nd the 
somniomancer can determine this fact and the general 
nature of the stress. This includes but isn't limited to 
speJJ effects, such as Charm or Domination_ Ln thPSe 
cases, the somnio mancer would be able to determine 
that the subject is under some form of control. (The 
rationale here is that the victim of such magic is un
aware of the spell's effects consciously, while h is sub
conscious is well aware that his will is not fully his own. 
This knowledge will be reflected in the symbology of 
dreams. Perhaps the victim w ill dream of being impris
oned, of being a puppet on a string, or something 
s imilar.) At lower Skill Levels, the somniomancer will 
be unable to determine any details of the effect-such 
as the exact nature of the control or who the caste r 
was-simply tha t it exists. At Skill Level 8 the 
somniomancer is able to perform a deeper reading-at 
an MPcostofS rather than 2-and determine the nature 
of the compulsion or magic involved. At Skill Level 
14-and at a cost of 8 MPs-the somniomancer has a 
percentage chance equal to 3 times his lNT attribute of 
determining from the dream symbols just who the 
caster is, and exactly what form the compulsion or 
magic takes. 

Dream Interpretation will allow the somniomancer 
to determine if the subject is under the effect of any 
sornniomancy disciplines. (For example, he'll be able to 
determine that a particularly disturbing dream was the 
result of a Nightmare discipline used by another 



somniomancer.) A deeper reading-again, requiring 
that tht:! somniomanct:!r have attained at lt:!ast Skill Level 
14, and at a costof8 MPs-will allow thesomniomancer 
a chance equal to 4 times his INT attribute of determin
ing the identity of the somniomancer who used the 
discipline. (This greater chance reflects the fact that 
somniomancers are intimately familiar with the mental 
"texture" of disciplines from their own tradition.) 

A somniomancer using this discipline is able to tell if 
the subject has been the victim of memory loss,either as 
a resu It of a Forget spell or the actions of a psionicist. The 
somniomancer can simply determine that a gap in the 
subject's memory record exists, but is unable to fill in 
such gaps in the subject's memory. Thera tionaJe for this 
is similar to detecting the effects of a charm. 

Dream Interpretation also lets the somniomancer 
determine if a particular dream is a prophesy or an 
omen of some kind. (This use must be mediated by the 
GM. lf the GM is in the habit of having deities commu
nicate omens, etc. to Player Characters through dreams, 
then this discipline lets the somniomancer determine 
for sure whether a particular dream is an omen, or 
simply a product of the sleeper's imagination. Whether 
the somniomancer is able to interpret the omen correctly 
is at the GM's discretion.) 

Dream Interpretation aJso allows the somniomancer 
to gauge a subject's sanity. The somniomancer has a 
chance equaJ to 5 times his INT to determine the exact 
nature of any form of insanity that the subject may 
suffer from, and a chance equal to 3 times his INT to 
judge the source of that insanity (e.g., the result of a 
curse or spell, or the consequence of neurological dam
age or disease). 

A somniomancer can use this discipline to interpret 
his own dreams. 

The duration of this discipline is merely the amount 
of time it takes for the somniomancer to explain the 
interpretation. 

Note that non-somniomancers might not be able to 
remember enough details of a dream to give the 
somniomancer sufficient information to make an inter
pretation. As noted above, somniomancers aJways re
member all of their dreams, in great detail. 

Instant Sleep 

This discipline allows the somniomancer to fall al
most instantly into a deep, restful sleep. This sleep is no 
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deeper than normaJ sleep, and the somniomancer can 
be wokt:!n normally. This discipline also allows the 
somniomancer to ignore conditions that occur at the 
time of its use. A significant change in those conditions 
will cause the somniomancer to wake. For example, this 
discipline lets the somniomancer fall asleep despite a 
level of background noise that would otherwise pre
vent someone from dropping off. If the level of noise 
rises significantly, the somniomancer will awaken. He 
will also wake if the level of noise diminishes to a 
significant degree. (This relates to the old story about a 
lighthouse keeper who was able to sleep undisturbed 
by the foghorn which sounded, day and night, every 
minute ... but woke up yelling, "What was that?" when 
the foghorn failed to sound.) This discipline also allows 
the somniomancer to sleep comfortably while still 
wearing his armor-something otherwise impossible. 

A somniomancer can use this discipline to "cat-nap" 
for sort periods, and combine the effects of these short 
sleeps together. Combined cat-naps are only one-third 
as effective as uninterrupted sleep for regaining MPs. 
Thus, a somniomancer who cat-naps for a totaJ of 12 
hours will receive the same benefits as if he'd slept 
uninterrupted for 8 hours. Therefore, after a combined 
12 hours of cat-napping, the somniomancer will regain 
MPs to bring him up to his normal MP totaJ . .. 
provided, of course, that the somniomancer hasn't 
used any MPs during the intervening periods. 

This discipline cannot be used on another subject. 

Resistance to Sleep 

This discipline allows the subject to resist the effects of 
Sleep spells and disciplines such as Enforced Sleep. This 
is a sustained discipline, and costs 2 MPs per hour to 
maintain per individual. The discipline requires a mini
mal level of concentration. The somniomancer may 
perform any other action, including using other disci
plines, without affecting the Resistance. The 
somniomancer must be fully conscious, however. Fall
ing asleep, being stunned or knocked unconscious, or 
dying terminates the discipline immediately. As soon as 
the somniomancer has insufficient MPs remaining to 
maintain the discipline, it terminates. The protection 
also terminates immediately if the subject is no longer in 
a direct line of sight of the somniomancer. The 
somniomancer can terminate the effect at any time. One 
use of this discipline affects one individuaJ. The only 



limit to the number of individua ls to whom the 
somniomancer can provide resis tance is the 
somniomancer's current MP total 

The Range in the description above refers to the ran ge 
at which thedisciplinecan be initially established. Once 
the discipline is establ.ished, however, there is no range 
restriction. The somniomancercan maintain Resistance 
on another person at any range, as long as an uninter
rupted Line of sight exists. 

A somniomancer can use this discipline on himself. 

Sleeping Awareness 
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This discipline allows a sleeping individual to re
main at least partially aware of events that take place in 
his vicinity. In essence, it allows the brain to record 
input from the senses--except for sight-while the 
subject is asleep. It doesn't allow the subject to act on 
this input, however, w ithout the use of another disci
pline such as Contingency Awaken. The brain merely 
keeps a memory record of what the senses pick up. 
When thesleeperawakens,hecan remember everything 
tha t w ent o n a round him w hile he was asleep. TI1is can 
be useful if the somniomancer suspects that his com
panions might be discussing secrets or performing 
covert actions while the psionicist is asleep. It can also 
be a necessary precursor for Contingency Awaken. 

In the normal use of this discipline, the sleeper's eyes 
are shut, so the sense of sight is not included. At a cost 
of 4 MPs per hour, however, the sleeper's eyes will 
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remain open, and sights as well as other sensory inputs 
will be remembered. 

The somniomancer can use this discipline either on 
himself or on another. If used on himself, the cost is 1 
MP per hour or portion that the somniomancer remains 
a sleep. (lf the somniomancer' s MP tota I reaches 0 while 
he'sstill asleep, the disdpline immediately terminates.) 
For purposes of calculating MP tota Is, a II of the MPs are 
considered to have been expended w hen the 
somniomancer actua II y goes to sleep. (This is true of a II 
somniomancy disciplines that actually take effect while 
the somniomancer is asleep.) The somniomancer can 
regain MPs while sleeping under the effect of Sleeping 
Awareness. (For example, Davitt the somniomancer 
has 10 MPs remaining. He uses Sleeping Awareness on 
himself, then goes to sleep. If he sleeps for an uninter
rupted 8 hours, he wakes up with his normal MP 
maximum. lf, however, he is awakened after only 6 
hours, his MP total is now 4.) 

Lf the somniomancer uses this discipline on another, 
the somniomancer must decide at the time of use how 
long the effPct will last. (For example, to affect another 
subject over a full 8 hours of sleep, the somniomancer 
must expend 8 MPs. lf the subject is woken before the 
8 hours are up, all8 MPs have still been expended .) 

The subject-if other than the somniomancer him
self- must be asleep before the discipline can be used. 

Sleeping Lev itatio 11 
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Titis discipline is normally used merely as a conve
nience or luxury. It allows the subject to sleep comfort
ably, suspended one inch above the terrain (whatever 
it may be). This lets the subject sleep on-or more 
strictly, above-ice, thorns, rocks, or other uncomfort
able surfaces . . . or even water. 

The effect terminates when the sleeper awakes . .. but 
not immediately. The subject has 1 segment to take any 
appropriate precautions (grab onto the side of the boat, 
move the sharp rock, etc.). The effect terminates imme
diately-with no such grace period-if the 
somniomancer is killed or nms out of MPs. (lhis can 
lead to rude awakenings.) 

The somniomancer can use this discipline either on 
himself or on another. If used on himself, the cost is 1 
MP per hour or portion that the somniomancerremains 
asleep. (If the somniomancer' s MP total reaches 0 while 
he'sstillasleep,thedisciplineimmediatelyterminates.) 
For purposes of calculating MP totals, all of the MPs are 
considered to have been expended when the 
somniomancer actually goes to sleep. The 
somniomancer can regain MPs while sleeping under 
the effect of Sleeping Levitation. 

If the somniomancer uses this discipline on another, 
the somniomancer must decide at the time of use how 
long the effect will last. (For example, to affect another 
subject over a full8 hours of sleep, the somniomancer 
must expend 8 MPs. If the subject is woken before the 
8 hours are up, all8 MPs have still been expended.) 

The subject-if other than the somniomancer him
self-must be asleep before the discipline can be used. 

Once the discipline is in effect, the sleeping subject 
can be moved around easily, simply by pushing. If a 
sleeping subject is pushed over a cliff or if for some 
other reason the terrain beneath is removed, he falls 
normally to stop one inch above the ground. Unfortu
nately, the deceleration is exactly the same as if he had 
hit the ground, so normal falling damage is suffered. 

Wakefulness 

Skill Level: 1 

Titis diseipline allows a willing subject to remain 
awake and alert for up to 72 hours without sleep. 
Physical exertion will still lead to fatigue and ultimately 
exhaustion unless the subject takes time to rest, but 
actual sleep is not required. 

The discipline terminates when the sornniomancer 
goes to sleep, falls unconscious, dies or nms out ofMPs, 

when 72 hours of constant wakefulness are up, or when 
the subject is no longer in the sornniomancer' s line of 
sight. When the discipline terminates, the subject im
mediately loses 1 point each of INT, ST A, and INS, 
representing mental exhaustion. Lost points are re
gained only after 3 hours of uninterrupted sleep for 
each 24 hours (or portion) thereof that the subject was 
under the influence of the discipline. The sornniomancer 
can terminate the discipline at any time, with similar 
consequences. 

Wakefulness doesn't prevent the subject from going 
to sleep if he wants to (for example, if he's a spellcaster 
and needs to regain his spells). The subject can go to 
sleep normally, and thedisciplineterminatesassoonas 
he does so. 

The Range in the description above refers to the range 
at which the discipline can be initially established. Once 
the discipline is established, however, there is no range 
restriction. The sornniomancer can maintain Wakeful
ness on another person at any range, as long as an 
uninterrupted line of sight exists. 

A sornniomancer can use this discipline on himself. 

II I I I II I I II II II I I IIII I I Skill 2 I I Ill I I Ill II II I 1111 I I I I 

Contingency Awaken 
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This discipline allows the sornniomancer to set up a 

"contingency" condition where a sleeping subject will 
awake-instantly and without disorientation-when
ever a certain condition occurs. There is no precise 
restriction on how complicated this contingency can be. 
The only requirement is that the sleeping subject must 
be able to determine whether or not the contingency 
condition has actually occurred. If the GM decides that 
the sleeping subject would be unable to recognize the 
contingency, the discipline fails. (Neithersomniomancer 
nor subject will know this until the subject fails to wake 
up at the appropriate time, however.) An example of an 
acceptable contingency condition would be "Wake up 
instantly at the first loud noise," or "Wake up instantly 
if someone/something touches you." In this form, 
Contingency Awaken is a convenient way of avoiding 
the risk of disorientation if sleeping adventurers are 
woken by an attack on their campsite. 

A normal sleeper has his eyes dosed, and has only the 
most rudimentary facilities of judgment. Thus, for a 
normal sleeper, contingency conditions like "Wake up 



when the door opens" or 
"Wake up if you are in dan
ger" would probably not 
work. (In the first case, un
less the door made a charac
teristic squeaking noise, the 
subject simply would not 
know that the door had 
opened. In the second case , 
"danger" requires too com
plex a judgment call for a 
sleeper to make.) 

Contingency Awaken be
comes a lot more useful when 
coupled with the discipline 
Sleeping Awareness. The lat
ter discipline allows the 
sleeper's brain to pay much 
more attention to stimuli, and 
allows for considerably more 
judgment. This is particularly 
true if the more powerful ver
sion of the discipline is used 
so the sleeper's eyes remain 
open. In this case, the two un
acceptable contingency con
ditions become much more acceptable. 

The discipline remains in effect until the subject 
awakens, for whatever reason-either naturally, or 
because of the effect of the discipline. The somniomancer 
does not have to maintain any level of concentration 
once the discipline has been established, and doesn't 
have to maintain a line of sight with the subject. The 
discipline remains in effect until the subject wakes, 
even if the somniomancer is killed in the interim. 

The somniomancercan use this discipline on himself. 
The subject-if other than thesomniomancer himself
m':lst be awake when the discipline is established, and 
must go to sleep within 30 minutes or the discipline 
fails. The somniomancer must state the contingency 
condition so that the subject can hear it, and in a 
language that he understands. If the somniomancer is 
using the discipline on himself, the contingency con
dition need only be repeated mentally. 

Dream 
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This discipline allows the somniomancer to cause a 
sleeping subject to dream. Unlike other disciplines, 
Dream gives the somniomancer no control over the 
dream. The discipline also ensures that the subject will 
remember the dream when he wakes. The subject is 
unable to distinguish the effect of this discipline from a 
spontaneous dream, and receives no indication that the 
somniomancer had anything to do with it. 

An effective use for this discipline is when the 
somniomancer believes that the subject might be under 
the influence of Charm or another spell, and wants to 
evaluate the subject through the Dream Interpretation 
discipline. The discipline forces the subject to dream 
and guarantees that he'll remember the dream after
wards, thus giving the somniomancer something to 
interpret the next morning. Creative Player Characters 
can no doubt come up with other potential uses. 

An unwilling subject-or a subject unaware that the 
discipline is going to be used-receives a saving throw 
to avoid the effects. A subject who saves may still dream 
(GM's option), but there's no guarantee that he'll re
member the dream on awakening. The save may be 
waived by a willing subject; the only requirement is that 
the somniomancer tells him before he goes to sleep that 
the discipline is going to be used. 

Thesomniomancer can use this discipline on himself, 
expending the MPs immediately before going to sleep. 



Enforced Sleep 

This discipline is very similar in effect to the magic
user spell Sleep, except that it is slightly less powerful. 
The subject falls into a comatose slumber which lasts 
until the duration expires or until woken by a wound or 
physical disturbance (shaking will wake the subject; 
loud noise won't). Awakening requires 1 complete 
melee round. Enforced Sleep will affect creatures such 
as elves that are immune to normal forms of sleep. 
(Note, however, that it won't affect undead, or other 
creatures (see Chapter 1, Psionic Immutrity). 

The somniomancer can use this discipline on more 
than one subject, ex pending 2 MPs per subject affected. 
All subjects to be affected must be within 50 yards of 
each other. ln addition to the varying MP cost, there is 
an additional upper limit on the number of creatures 
that can be affected. This upper limit depends on the 
HTK Dice and Skill Levels of the subjects, as shown in 
Table 1, following. 

Note that subjects of Enforced Sleep receive a saving 
throw against its effects- a significant difference from 
the standard Sleep spell. 

A somniomancer can allocate additional MPs to this 
discipline. For each additional 10 MPs allocated, the 
somniomancer can increase the maximum number of 
creatures affected by 1, or can extend the dur'!tion of a 
single subject's sleep by 1 round. (For example, Davitt 
the somniomancer is faced by 18 orcs. The normal 
maximum number of 1 HTK dice creatures like orcs 
that the discipline can affect is 16, but Davitt wants to 
take them all down. The cost for this action would be 54 
MPs: 32 for the first 16 orcs, plus 20 to increase the 
maximum by 2, plus 2 each for the additional orcs. 
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Obviously, only somniomancers with very high Skill 
Levels can affect large numbers of creatures.) 

Message 

This discipline allows the somniomancer to send a 
message to a subject in the form of a dream. For the 
discipline to work, both somruomancer and subject 
must be asleep. The somniomancer must use this disci
pline before going to sleep. As soon as the somniomancer 
is asleep, his mind is projected into that of the subject, 
and he can communicate a Message of any length. The 
subject will remember this message perfectly on awak
ening.li the subject is awake when the somniomancer 
goes to sleep, the effect of the discipline is held "pend
ing."lfthesubjectgoestosleepwh.ilethesomniomancer 
is still asleep, the message is transferred; however, if the 
somniomancer wakes-for whatever reason-before 
the subject goes to sleep, the discipline fails and the MPs 
are lost. 

The communication in the Message discipline is 
solely one-way. The subject can 'task questions, request 
clarification or pass information. Also, the 
somniomancer is unable to gain any information by 
viewing the dreams of the subject. 

The basic range for this discipline is one mile per Skill 
Level of the somniomancer. If the somniomancer pos
sesses an i tern that is "psychically bound" to the subject 
(as described in the Awaken discipline), the range be
comes unlimited as long as both somniomancer and 
subject are on the same plane of existence. 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 
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This chance of failure is decreased by 1% per Skill 
Level of the somniomancer, and possession of a psychi
cally bound object decreases the chance of failure by 25%. 

The message conveyed by this discipline is verbaJ in 
nature, and contains no emotional overtones. The subject is 
under no obligation to act on the contents of the message. 

Prolonged Wakefulness 
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This discipline is an enhanced version of the first level 
discipline Wakefulness. The main difference--other 
than in MP cost-is the length of time that the subject 
can remain awake and alert. With Wakefulness, the 
maximum length of time is 72 hours; with Prolonged 
Wakefulness, this limit extends to 336 hours (14 days). 
As in the less powerful discipline, physical exertion will 
still lead to fatigue and ultimately exhaustion unJess the 
subject takes time to rest, but actual s leep is not a 
requirement. 

The discipline terminates when the somniomancer 
goes to sleep, falls unconscious, dies or runs out of MPs, 
or when 336 hours of constant wakefulness are up. Line 
of sight is not a requirement, but the subject must 
remain within a radius equal to 100yards per Skill Level 
of the somniomancer (the Range in the description 
above refers to the range at which the discipline can be 
initially established). When the discipline terminates, 
thesubjectimmediatelyloses3pointseachoHNT,STA, 
and INS, representing mental exhaustion. These points 
are regained only after three hours of uninterrupted 
sleep for each 72 hours (or portion thereof) that the 
subject was under the influence of the discipline. The 
somniomancer can terminate the discipline at any time, 
with similar consequences. 

Prolonged Wakefulness doesn' t prevent the subject 
from going to sleep if he wants to (for example, if he's 
a spellcaster and needs to regain his spells). The subject 
can go to sleep normally, and the discipline terminates 
as soon as he does so. 

A somniomancer can use this discipline on himself. 

Talk in Sleep 
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This discipline causes a sleeping subject to begin 
talking, muttering, and mumbling in his native lan
guage. The subject will probably talk about whatever's 
uppermost on his mind, or about the subject that's 
causing him the most stress in his life. Significant 
comments will almost certainly be intermixed with 
nonsense, etc. In fact, the su bject might enter into 
conversation with someone who's not r<!ally there. 
Anyone hearing only one side of such a conversation 
might be hard-pressed to make out what the topic is. 
Since the subject is asleep and unaware, he can't control 
in any way what information he might be divulging. 
When he awakes, he'll have no memory of talking. 

Adjudicating Talk in Sleep is entirely up to the GM. 
The GM must decide what's the most important issue 
on the subject's mind, what he'd be likely to say about 
it, and what nonsense he'd blurt out along with valu
able information. (This discipline is a great opportunity 
for the GM to have some fun.) 

An ideal use for this discipline would be to determine 
which of a somniomancer's traveling companions is a 
"mole" planted by an enemy to betray the party. The 
mole would probably be at least somewhat nervous 
about his upcoming treachery ,and thus would be fairly 
likely to blurt out something potentiaJiy incriminating 
under the influence of this discipline. (Of course, the key 
due might be buried so deeply in garbage that the 
somniomancer doesn't recognize it when he hears it .. . . ) 

Troubled Sleep 
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This discipline allows the som.niomancer to disturb 
the sleep of a subject. Under the influence of this 
discipline, the subject's sleep is haunted by vague 
nightmares and fears, preventing restful sleep. The 
effectis that 1 hour ofT roubled Sleep is "worth" only 45 
minutes with regard to regaining spells or MPs. (For 
example, a hypnotist goes to sleep to regain her lost 
MPs. A somniom.ancer uses Troubled Sleep on her. 
When the hypnotist wakes up after 8 hours, she finds 
she hasn't regained her MPsat a U ... because8 hours of 
Troubled Sleep are equivalent to only 6 hours of restful 
sleep. The hypnotist would have to sleep for 10 hours 
and 40 minutes to regain her MPs.) 

Note that Troubled Sleep is a sustained spell; it has its 
effects only while the somniomancer continues to pay 
MPs to maintain it. Take, for example, Aria the 
somniomancer, who has 8 MPs remaining. She wants 



toT rouble the s leep of Davitt, and decides to use up all 
her MPs to do so. Unfortunately, she has only enough 
MPs to maintain the discipline for2 hours. Davitt sleeps 
for 8 hours. When he wakes, he finds he's enjoyed the 
effect of only 71 /2 hours sleep-6 hours of restful sleep, 
plus 45 minutes for each of the 2 hours that were 
troubled-not enough to regain his lost MPs. 

The somniomancer must maintain at least some con
centration on this discipline to sustain it. While he can 
perform any action or use any other discipline without 
penalty, being wounded or knocked unconscious ter
minates the discipline immediately. Obviously, the 
efft:.'Ct terminates when the subject wakes. 

The basic range for this discipline is 100 yards per 
Skill Level of the sornniomancer. If the somniomancer 
possesses an item that is "psychically bound" to the 
subject (as described in the Awaken discipline), the 
range becomes unlimited as long as both somniomancer 
and subject are on the same plane of existence. 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table. 

This chance of failure is in addition to the subject's 
saving throw. Possession of a psychically bound object 
decreases the chance of failure by 25%. 

Untroubled Sleep 
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This discipline allows the somniomancer to protect a 
sleeping subject from many malign influences that can 
be inflicted by other somniomancers. While this disci
pline is in effect, the subject gets a bonus to his saving 
throw against any somniomantic discipline such as 
Talk in Sleep, Dream Suggestion, or Nightmare. This 
bonus is+ 1 for each 6 Skill Levels (or portion) possessed 

PSIQNICS 

by the somniomancer. (Thus, a Skill 5 somniomancer 
would bestow a+ 1 bonus, while a Skill19somniomancer 
would bestow a +4 bonus.) In addition, the discipline 
allows the subject a saving throw against somniomantic 
effects that normally don't allow one; this saving throw 
is made at a -3 penalty, however. 

Finally, Untroubled Sleep allows the subject to forget 
about cares and worries for long enough to get a good 
night's sleep. (This is more a role-playing issue than a 
concrete, measurable one.) 

The somniomancer can use this discipline either on 
himself or on another. If used on himself, the cost is 2 
MPs per hour or portion that the somniomancer re
mains asleep. (If the somniomancer's MP total reaches 
0 while he's still asleep, the discipline immediately 
tennina tes.) For purposes of calculating MP totals, all of 
the MPs are considered to have been expended when 
the somniomancer actually goes to sleep . The 
somniomancer can regain MPs while sleeping under 
the effect of Untroubled Sleep. 

H the somniomancer uses this discipline on another, 
the somniomancer must decide at the time of use how 
long the effect will last. (For example, to affect another 
subject over a fullS hours of sleep, the somniomancer 
must expend 16 MPs. H the subject is woken before the 
8 hours are up, alll6 MPs have still been expended.) 

The subject-if other than the somniomancer him
self-must be asleep before the discipline can be used. 
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Accelerated Sleep 
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nus discipline allows the subject to "sleep faster" 
and more efficiently than normal. In other words, the 
subject doesn't have to sleep for a fullS hours to gain the 
benefits of 8 hours of sleep. (The rationale is that this 
discipline enforces a more profound sleep than usual, 
while stimulating the mental rhythms that come with 
deep relaxation.) 

The degree of "time compression" depends on the 
somniomancer's Skill Level, as follows: 

~ I Time Compression I 
1-5 1.5 ~· '::.-

6-10 ~ "' 
··' 

U-14 3.0 

15+ u 

For example, a SkilJ 4 somniomancer uses this disci
pline on a subject. The subject then sleeps for 6 hours. 
When he wakes, he' ll be as rested as if he'd slept for 9 
hours. Looked at another way, the subject of this disci
pline used by a Skill15 somniomancer would only have 
to sleep for 2 hours to be as rested as if he'd slept for a full 
8 hours. Accelerated Sleep is thus very useful when a 
character has to regain spells or MPs quickly, or when he 
has to recovPr from the effects ofProlonged Wakefulness. 

The somniomancer can use this discipline either on 
himself or on another. lf used on himself, the cost is 4 
MPs per hour or portion that the somniomancer re
mains asleep (MPs are calculated based on the "real" 
length of the sleep, not the accelerated effect). (If the 
somniomancer's MP total reaches 0 while he's still 
asleep, the discipline immediately terminates.) For 
purposes of calculating MP totals, all of the MPs are 
considered to have been expended when the 
somniomancer actually goes to s leep. The 
sortmiomancer can regain MPs while sleeping under 
the effect of Accelerated Sleep. 

If the somniomancer uses this discipline on another, 
the somniomancer must decide at the time of use how 
long the effect wilJ last. (For example, to affect another 
subject for 4 hours of sleep, the somniomancer must 
expend 16 MPs. lf the subject is woken before the 4 
hours are up, all16 MPs have still been expended.) 

lf the discipline terminates before the subject wakes, 
calculate the "time compression" on only the length of 
time for which the d iscipline was in effect. For example, 
a subject sleeps for a total of6 hours. For the first 3 hours, 
he is under the influence of Accelerated Sleep used by 
a SkilllO somniomancer, but then the discipline termi
nates and he sleeps a further 3 hours of normal sleep. 
When he wakes, the subject is as rested as if he'd slept 
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for 9 hours: 3 hours times 2 for the time compression, 
plus 3 hours of normal sleep. 

The subject- if other than the somniomancer him
self-must be asleep before the discipline can be used. 

Alert11ess 

;" 

SkiU Level: 3 
R1mge: Touch 
Duration: Sustained 
Mta of Effect: Individual 

....., 
MP Cost: 3 per hour 
ITC: 1 segment 
Stnring Throw: None 

~ 

Alertness allows the somniomancer to heighten the 
senses of a subject, making him less likely to be sur
prised. While this spell is in effect, the subject's chance 
of being surprised is decreased by 1 on whatever die is 
appropriate for his character class. Ln addition, it in
creases his chance of detecting secret doors by 1 O'Y., 
(rounded up). Finally, it gives the subject a + I bonus to 
aU Initiative rolls. 

The somniomancer must maintain at leas t some con
centration on this discipline to sustain it. While he can 
perform any action or use any other discipline without 
penalty, being wounded or knocked unconscious ter
minates this discipline immediately. Thediscipline nlso 
terminates if the somniomancer's MP total reaches 0. 

The somniomancer can use this discipline on him~! f. 

Clairvoyant Dremning 

Skill Ler1el: 3 
Rllllge: Special 

MPCost:10 
TfC:lround 

Dumtitm: 1 round/level Stmirrg Throw: None 
Ami of Flfrct: Somniomancer 

This discipline lets thesleepingsomniomancersee, in 
the form of a dream, whatever is within sight range 
from a particular point that the somniomancer selects. 
The distance to this point is not a factor, but the locale 
must be known to the somniomancer either familiar to 
him, or obvious (such as in a nearby copse of trees). 
Light is a factor: the somniomancer sees in his dream 
only as much as he'd be able to see if he were standing 
in the selected spot. Thus, if the area were in complete 
darkness, he would see nothing. Vision extends to the 
normal vision range according to the prevailing light. 

Unlike the magic-user spell Clairvoyance, lead sheet
ing doesn't block the discipline's effects, although 
magical protection will do so. Also unlike Clairvoy
ance, this discipline doesn' t create an invisible sensor 
that can be dispelled. 

The somniomancer expends the MPs on this disci-



pline, then must go immediately to sleep (possibly with 
the use of the Ins ta nt S leep discipline). The 
somniomancer immediately begins to dream of the 
location he selected. The dream lasts for I round per 
Skill Level of the somniomancer, giving him some time 
to observe events. When the spell dura tion expires, the 
somniomancer immediate ly wakes up, remembering 
a ll d e tails o f what he saw in his dream. The 
somniomancer can terminate the discipline before it 
expires, instantly waking up. 

As with Clairvoyance, this discipline doesn' t allow 
the somnioman cer to have any direct effect on what he 
sees in his dream. 

Dream Protection 

. Skill Lew~: 3 
~Touch 
Dttiwtiqrr:' S&i!da~Md 

Ami of FJfod£ lndiWiul 

MP Cost' 5 per hour 
lTC: l_roand 

Sllf1iltg 11rivrDrNOile 

This discipline protects the subject's dreams from 
interference by another somniomancer. While under 
the effect of Dream Protection, the subject is totally 
immune to the effects of the fo!Jowing disciplines: 

Drenm. Message, Troubled Sleep, Nightmare, Dream 
Rendi11g, Dream Suggestion, mrd Drenm Quest. 

No saving throw is required; the discipline just auto
matical ly fails. The somniomancer trying to use the 
failed discipline knows that his actions have been 
thw,1rted by Dream Protection, but cannot te ll who the 
psionids t is who used the protective discipline. 

The somniomancer can use this discipline either on 
himself or on another. If used on himself, the cost is 5 
MPs per hour or portion tha t the somniomancer re
mains asleep. (If the somniomancer's MP tota l reaches 
0 w hile he's still asleep, the discipline immedia te ly 
te rminates.) For purposes of calculating MP totals,all of 
the Mrs are considered to have been expended w hen 
the somniomancer actually goes to s leep . The 
somniomancer can regain MPs while sleeping under 
the effect of Dream Protection. 

If the somniomancer uses this discipline on another, 
the somniomancer must decide at the time of use how 
long the effect wiJl last. (For example, to affect another 
subject for 4 hours of sleep, the somniomancer must 
expend 20 MPs. If the subject is woken before the 4 
hours a re up, all 20 MPs have still been expended.) 
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Enforced Wakeflllness 

MP Cost: 1 per 2 hours 
ITC:ltum 

Skill Level: 3 
RAnge: 1 mile/level 

I ~ DlltwtUm: SQtained Sauing Thtow: Neg. 
AMI of Eff.t¢ Individual 

-

This nasty discipline actively prevents a subject from 
falling asleep. No rna tter how hard the subject tries, he 
simply cannot sleep (and thus can' t regain spells or 
MPs). He also begins to suffer symptoms of sleep 
depriva tion. The following table lists penalties that 
occur after certain periods of sleeplessness. 

INJ -3,1NS -3, STA ·Z. APL·3, THAC»·3 

St·721tofm INT .... INS -4. SJ A .... APL-5, lBACO -4. .,maP 

73+-.}IOIItS INT -5, INS -5, Sf A -5,ML "-lHACII~ tpediP 

' [uclr lwur tlrt <UP/<'CI "'"'' nr~kr a 5!i<ltm Shtd n~l 1\,.-J on In; nr.'liifrrd 5T A A f.111t•d 
roll llhl•·at.~ tltot tlrf •ubwrr ;ufft·r< Jr;tu ri•m.~ anJ Jmmctm.~ lrollr;<matnm<, """' lr Jn Tl'IJ"<' t!rt 
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The !NT, INS, ST A and THACO penal ties reAect deg
radation in the subject's concentration, and progressive 
physical exhaustion. The APL penalty retlects the 
subject's increasing irritability. TheGM should feel free 
to add physical symptoms such as shivering, double 
vision, etc. that w iII have I i ttle concrete effect on pIa y, but 
are nice role-playing " tags." lf sleep deprivation drops 
any attribute (other than APL) to O, thesubjectdies.Sleep 
deprivation wi ll eventually kill anyone; btXaust' o( the 
mechanics of this discipline, however, it's impossible for 
a somniomancer to maintain it long enough to cause 
death except by dropping attributes to 0. 

If the discipline has been maintained for 24 hours or 
less, the subject suffers no effect when the discipline is 
terminated . lf it has been maintained for 25 or more 
hours, however, as soon as the discipHne is te rminated 
the subject instantly fa lls into a deep sleep . During this 
sleep, the subject regains lost attributes at a rate of 1 per 
4 hours of comple te sleep (round fractions down). Left 
undisturbed , the subject w ill sk--ep long enough to 
return a ll a ttributes to nom1al. Thus, a subject deprived 



of sleep for 75 hours would sleep for 24 hours. 
The subject can be roused before this time is up, but 

his attributes won't have returned to normal. Take the 
example above: the subject who was deprived of sleep 
for 75 hours. When the discipline terminates, he falls 
into a deep sleep, but is awakened 5 hours later. This 
meansthathisattributeshaveimproved by only 1 point 
each. He continues to suffer the following penalties: 
1NT -4, INS -4, ST A -4, APL -5, THACO -4. When next he 
sleeps, the subject continues to regain lost attributes at 
a rate of 1 per 4 hours. Any sleep of more than 4 hours 
is enough to remove the "special" effects of sleep 
deprivation, however. 

This discipline has a fa ilure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 

This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 1 %. 
Possession of a psychically bound object decreases the 
chance of failure by 35%, and increases the range to 10 
miles per Skill Level of the SOflUliomancer. 

Maintaining this discipline requires only a minimal 
level of concentration by the somniomancer. He can 
perform any action, use any discipline, suffer wounds, 
or even sleep while sustaining Enforced Wakefulness. 
The somniomancer cannot regain lost MPs while sus
taining the discipline, however. This represents the ulti
mate Limit to how long a somniomancer can sustain 
Enforced Wakefulness. lf he chooses to do nothing else 
with his abilities, a Skill 11 somniomancer can keep a 
subject awake for no more than 122 hours. (Of course, 
that's quite unpleasant enough.) 

Identification 
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This discipline allows the somniomancer to identify 
the nature of a particular item whether magical or non· 
magical, and is thus somewhat similar to the magic-user 
spell Identify. To use this discipline, the somniomancer 
must sleep for at least 4 hours inconstant contact with the 
object. During that 4 hours, he experiences a dream 
which communicates some information about the ob· 
ject. (Whether the dream is dear or requires interpreta
tion is up to the GM.) 

The base chance of success is 10% per Skill Level of 
thesomniomancer, up to a maximum of90%. lfthe item 
is non-magical, the somniomancer receives a 10% bo
nus; however, the maximum chance of success cannot 
be pushed over 90%. A roll of 96-00 indicates a false 
reading (the GM makes up an untruth about the item); 
a failure on a roll of 95 or less simply means that the 
somniomancer gained no information about the object. 

As with Identify, a magical item never reveals its 
exact attack or damage bonuses, although the 
somniomancer will receive a feeling as to w hether the 
bonusesare manyorfew. ln thecaseofa charged item. 
the somniomancer receives only a general indication of 
the number of charges remaining: powerful (81 %-100% 
of the total possiblecharges),strong(61 %-80%), moder
ate (41%-60%), weak (6%-40%) or faint (5 charges or 
less). "Faint" takes precedence, so a Ring of Tiuee 
Wishes would qualify as "faint." 

In the case of a non-magical item, the disciplinc 
works more like Legend Lore: the somniomancer expe
riences a dream providing information about the his
tory of the item. Thistakesplaceonly if the item actually 
has some interesting history behind it. A typical sword 
would yield no information, while a sword that be
longed to an ancient king-even if the weapon were 
non-magical-would have a fascinating ta le associated 
with it.ln the case of unique or highly significant items, 
the information prov ided might be highly cryptic or 
symbolic, perhaps in the form of a rhyme or riddle, or 
otherwise obscured. 

The somniomancerexpends the necessary MPs, then 
must immediately go to sleep in contact with the object 
to be analyzed. 

Locale 

MPa.t:t2 =• 
4TC~IOUDds 

,~~·Noae 

Locale is similar to the discipline Identification, except 
that it is used on a particular geographic region, while 
the latter is used on an object. To use the discipline, the 
somniomancer must sleep for 4 hours in the area to be 



studied. During that time, he experiences a dream which 
communicates some information about the locale. 
(Whether the dream is dear or requires interpretation is 
up to the GM.) In this case, thedefini tion of "locale" is left 
up to the GM. It shouldn't be too strict (e.g., "That 
particular copse of trees? No, nothing interesting ever 
happened there.") nor too broad (e.g., "Okay, 
here's the history of the country.") 

The base chance of success is 
10% per Skill Level of the 
somniomancer, up to a 
maximumof90%.A roll 
o f 96-00 indicates a 
false reading (the 
GM makes up an 
untruth about the 
locale); a failure 
on a roll of 95 
or less simply 
means that the 
somniomancer 
gained no infor
mation pertaining 
to the area. 

The dream com
municatesinformation 
to the somniomancer 
about the most interesting 
or significant event that ever 
happened in the area. Perhaps 
the region was the site of a pivotal 
battle in a forgotten war, or was the home of a 
famous hero. The GM can use this discipline to provide 
Players with important background information, or 
can simply use it to add texture to a campaign world. In 
the case of highly significant locales, the information 
provided might be highly cryptic or symbolic, perhaps 
in the form of a rhyme or riddle, or otherwise obscured. 

The somniomancerexpends the necessary MPs, then 
must immediately go to sleep in the region in which 
he's interested. 

Sleeping Automaton 

This discipline allows the somniomancer to take 
control of a sleeping subject's body and cause it to 
perform simple actions. Such actions include move-
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ment (sleep-walking), picking up and moving small 
objects, etc., but no thing either delicate or violent, noth
ing that involves any decision-making processes, and 
nothing that requires the use of any character class 
skills. (For example, the subject couldn't attack some
one, pick a lock, or cast a spell. He could, however, pick 

up a small item and drop it out the window 
to someone below, open an unlocked 

door,orwalkadistanceawayfrom 
where he was sleeping.) The 

somnio- mancer can't force 
the subject to commit sui

cide, or actively damage 
himselJ in any way; 

suchanorderwillau
tomatically be ig
nored, and will give 
the subject another 
saving throw and a 
chance to throw off 
the influence. 

The s ubject can 
speak-basically 
parroting words that 

the somniomancer is 
inserting into his 

mind-but his voice will 
be s leep-blurred and 

unemotional. Since the con
sciousness of the subject isn't en

gaged, he can't be forced to ctivulge 
secrets, etc. In effect, the subject becomes a 

mindless puppet for the duration of the discipline. 
When the subject wakes, he remembers nothing of 
what went on. 

While the discipline is in effect, the somniomancer 
experiences the world through the subject's senses. The 
somniomancer's own body remains alive, but basically 
in a catatonic state. When the discipline duration ex
pires, the somniomancer rouses from this state. The 
somniomancercan terminate the discipline at any time. 
lfthesomniomancer'sbodyiswoundedwhilecatatonic, 
the discipline immediately terminates, with a chance of 
traumatic shock to the somniomancer. He must save vs. 
Death or suffer 108 HTK of damage. 

When the discipline terminates, the subject reverts to 
a normal state of sleep. lf he's in a stable position at this 
time, he can continue to sleep undisturbed. lf he's 
standing up when the discipline terminates, however, 
the subject will fall, certainly waking him. 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 



This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 
1%. Possession of a psychically bound object decreases 
the chance of failure by 35%, and increases the range to 
10 miles per Skill LeveJ of the somniomancer. 
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Dream Projection 

This is an enhanced version of the Skill 2 discipline 
Dream in that the somniomancer has control over the 
detajJs of the sleeping subject's dream. When the 
somruomancer uses this discipline, he must describe
either out loud or mentally-the dream he wishes the 
subject to experience. This description must be phrased 
in 25 words or less. The sleeping subject then experi
ences a dream that matches the somniomancer's de
scription. The somruomancer receives no "feedback" 
from thesubject,andcan'talterthecontentofthedream 
once it's begtm. He can't even teJJ if the subject is asleep 
or not. (If the subject is awake at the time of use, the 
discipline fails and the MPs expended are lost.) 

From the subject's point of view, the projected dream 
is vivid, and he will certainly remember it in detail 
when he ~akes. The dream has no emotional intensity 
to it, however, and can't be used to generate any 
emotion in the subject. (For instance, the dream mjght 
contain normally horrific elements, but the subject won't 
feel the fear engendered by a true rughbnare.) This 
emotionlessness can be a due to an informed subject that 
a particular dream was projected. 

A useful appHcation of this discipline is to convey 
information to a subject. (For example, a somruomancer 
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might use it to send a dream "record" of the day's 
events to a distant commander or leader.) 
Somniomancers with a more cunning bent might use it 
to plant false "omens" in a subject's mind. lf the 
somniomancer knows that the subject will then later 
come to hlm for interpretation of the "omen," this gives 
the psiorucist the potential to really mess with the 
subject's mind. 

The discipHne lasts just long enough for the subject to 
experience the dream described by the somniomancer, 
then terminates. At this point, the subject reverts to 
normal sleep. The subject can be woken during the 
dream, but it is much more difficult to do so than is 
normal for a sleeper. 

This discipHne has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 

This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 1 %. 
Possession of a psychkally bound object decreases the 
chance of failure by 25%, and increases the range to I 0 
miles per Skill Level of the somruomancer. 

Willing subjects can waive the saving throw-but 
not the chance of failure-if the somniomancer has 
informed them beforehand that the discipline will be 
used upon them at a particular time. (Thus, 
somniomantic "reports" can be scheduled ahead of 
time, and the recipient can wmve the saving throw.) 

Dream Reading 

This discipHne allows the somruomancer to view the 
dreams of a sleeping subject, whether these dreams are 
natural or the result of another somruomantic disci-



pline. The somniomancer experiences all aspects of the 
dream, including all sensory components. However, 
he doesn' t necessarily pick up the subject's response to 
the dream. 

When the somniomanceruses the discipline, he must 
make an Attribute Check against his INS with 506. If 
the dice rolJ is equal to or lower than his INS, the 
somniomancer experiences the dream as a detached 
observer, and suffers no emotional or other effects from 
it. H the dke roll exceeds his INS, however, the 
somniomancer suffers the same effects from the dream 
as the subject himself.ln other words, the somniomancer 
will be terrified by, and suffer damage from, a Night
mare; wilJ fall under the effect of a Dream Suggestion; 
and will be killed by a Dream of Death, if such is what 
the subject is undergoing. Even normal dreams can be 
a traumatic experience: the somniomancer might find 
himself driven to anger or tears by vicarious emotion. 
(This would have no concrete game effect, but would be 
a nice role-playing touch.) If the subject is the victim of 
a dream that allows a saving throw while the 
somniomancer is "eavesdropping," it's the subject's 
saving throw that determines if the somniomancer 
suffers the effects. If the subject saves, then the 
somniomancer suffers no ill effects; if the subject fails, 
the somniomancer suffers the effects of the discipline 
and receives no saving throw of his own. (Thus, Dream 
Reading can be a hazardous proposition.) 

Dream Reading can be a very useful way of finding 
out exactly what's on a character's mind. Since dreams 
often reflect-albeit in a very symbolic and cryptic 
manner- the dreamer's major concern, a Reading 
somniomancer could learn a lot about what's going on 
in the subject's world. (This must be mediated by the 
GM.) Also, coupling Dream Reading with Dream Inter
pretation avoids one of the major limitations to the 
latter discipline: the somniomancer doesn' t have to 
depend on thesubject's (possibly faulty) recollection of 
his dreams. 

While the discipline is in effect, the somniomancer 
experiences nothing but the subject's dream. The 
somniomancer' sown body remains in a catatonic state. 
When thedisciplinedurationexpires, thesomniomancer 
rouses from this state. The somniomancer can termi
nate the discipline at any time. If the somniomancer's 
body is wounded while catatonic, the discipline imme
diately terminates, with a chance of traumatic shock to 
the somniomancer. He must save vs. Death or suffer 
108 HTK of damage. 

The subject is normally unaware that someone is 
viewing his dreams. If the discipline is terminated by 
the wounding {or death) of the somniomancer, the 
subject has a chance equal to 4 times his INT to wake 
immediately and realize that someone was eavesdrop-
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ping on his dreams. (He still has no indication who, of 
course.) Otherwise, the subject continues to sleep nor
malJy after the discipline has ended. If, on the other 
hand, the subject wakes while the discipline is still in 
effect, the discipline terminates instantly, with no ill 
effects to the somniomancer. 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 

This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 
1%. Possession of a psychically bound object decreases 
the chance of failure by 35%, and increases the range to 
1 mile per Skill Level of the somniomancer. 

Willing subjects can waive the saving throw-but 
not the chance of failure-if the somniomancer has 
informed them beforehand that the discipline will be 
used on them at a particular time. (This becomes most 
relevant when the somniomance.r wants to interpret a 
willing subject's dreams, but doesn't want to depend 
on the subject's recall.) 

Dream Suggestion 

This is a variant of Dream Projection which allows the 
somniomancer to insinuate a suggestion of 15 words or 
less into a sleeping subject's mind in the form of a 
dream. When the subject awakes he won't remember 
the dream, but the suggestion will takeeffect(unlesshe 
makes his saving throw). The GM should adjudicate the 
suggestion as with the magic- user Suggestion spell (i.e., 
self-destructive suggestions will be discounted, etc.). 

As with other disciplines that must affect a sleeping 
subject, if the subject is not asleep when the 



somniomancer uses the discipline, then it fails and the 
MPs a.re lost. The Dream Suggestion doesn't take effect 
until the subject wakes up, although the saving throw 
is made at the moment of use. (The somniomancer 
doesn' t know whether the subject saved or not without 
watching his actions subsequent to waking.) 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 

Thls chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 
1 o;.,, Possession of a psychically bound object decreases 
the chance of failure by 35'}{,, 

Forenmners 

o$TdU. teoeh 4 MP CCJ$t: 16 
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.Dkr~·S~ Stming~;,~~ 
,.Are4~of Ef!ect; Somrtiomancer . . 
Forerunners are dreams that foreshadow the future. 

Although nowhere near as powerful as Prescient 
Dreams, they give the sonmiomancer some informa
tion about what may soon happen. 

After using the discipline, the sornniomancer must go 
to sleep. At some time during the period of sleep, he 
experiences a dream hinting at the future. (As usual, at the 
GM'sdiscretion, this can becrypticor symbolic.) When he 
wakes, he automatically remembers the dream. (This 
doesn't roean he can understand it immediately, how
ever. A Dream Interpretation d iscipline mightbeneeded .) 

When the somniomancer uses this discipline, he 
must concentrate on a single, specific question as he 
falls asleep. This question must refer to events that 
will-<>r might-take place within the next 12 hours. 
The base chance for receiving some insight into the 
future is 80%, pIus 1 o;., pe r S ki II Level of the 
somniomancer. TheGM should refer to the description 
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of the priest spell Augury for some guidelines on how 
to adjudicate this discipline. Also, theGM must remem
ber that-as Charles Dickens put it-these dreams are 
"shadows of the things that may be, not shadows of the 
things that will be." 

The discipline lasts long enough for the somniomancer 
to experience the dream. Immediately on completion of 
the dream, the somniomancer wakes up. Being awak
ened in the midst of a Forerunner is a highly traumatic 
experience, and the somniomancer automatically suf
fers 106 HTK of damage from the experience. 

Mental Guard 

This discipline protects the subject from a wide variety 
of mental effects. Firstly, it protects the subject from any 
and all somniomantic disciplines while it's in effect. 
Secondly,itprotectsthesubjectfromthefollowingspells: 

Charm, Comma11d, Confusion, ESP, Fear, Feeblemind, 
Mass Suggestion, Possession, Rulership, Soul Trappi11g, 
Suggestion, and Telepathy. 

Finally, by increasing the cost to 15 MPs per hour, the 
discipline can protect the subject from discovpry or 
information-gathering by crystal balls or other scrying 
devices, Clairaudience, Clairvoyance, or disciplines 
from other psionic traditions that mimic these spells. 

Once the discipline has been established, the subject 
must stay within a radius ofl mile per Skill Level of the 
somniomancer or the protection terminates; line of 
sight is not necessary. The discipline requires only the 
most minimal level of concentration; thesomniomancer 
can perform any action, use any discipline, suffer 
wounds, or even go to sleep while sustaining Mental 
Guard. The somniomancer cannot regain lost MPs 
while sustaining the discipline, however. This repre
sents the uJtimate limit to how long a somniomancer 
can sustain Mental Guard. (Death of the somniomancer 
immediately terminates the discipline, of course, as 
does the somniomancer's MP total reaching 0.) 

The sornniomancer can use this discipline on himself. 

Nightmare 



Th.isdisciplineaJiowsthesomniomancertocausethe 
sleeping subject to suffer a hideous and unsettling 
vision. The details of this discipline are the opposite of 
the seemingly similar Dream Projection in two impor
tant ways. Firstly, the somniomancer has no control 
over the content of the subject's nighbnare, and sec
ondly, has no way of knowing exactly what the dream 
was about. The discipline simply picks a deep, dark fear 
outofthesubject's mind and playsiton the screen of his 
dreams. Thus, one subject might dream of spiders, 
while another might dream of being removed from his 
position of power. In any case, the events of the dream 
reflect something that the subject himself finds pro
foundly terrifying. 

The Nightmare is so traumatic that it prevents restful 
sleep, prevents recovery of spells or MPs, and inflicts 
lDlO HTK of damage on the subject. The subject re
ceives a saving throw. A failed throw implies that the 
Nightmare has taken full effect; a successful throw 
nega tes the damage, but the subject still cannot recover 
spells or MPs. 

A subject in the throes of a Nightmare will usually 
thrash and moan in his discomfort. lf someone wakes 
the subject in the middle of the nightmare-trying to 
"save" him from the bad d ream-the damage suffered 
increases to 208 HTK as a result of trauma. Also, for 2 
rounds after awakening, the subject believes that the 
cunJ i lions of his dream are s tiJI continuing. His actions 
depend on the exact nature of the Nightmare (and thus 
on the GM's discretion). He might cower in fear of the 
person who woke him, or he might vidously attack the 
person, trying to kill him. (This sometimes happens m 
the "real world," and is referred to as "night terror.") 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 

Fan*lly otUlltct~ aJcnQe.d.TGIIIW 
Vf!J1wi!lllcliqjnl~«ij 10% r 

-. -
20% I FaidJ-Wenlmawa-(_....h,_..) 

dilaal~ 
-

1-- ~ " _j:i_O. _, 40% 
t ··~ 55% t *-• ~ - .. ,. ............ ,.,..._ 

(......,.,*}- . J 80% J 

lhis chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 1%. 
Possession of a psychically bound object decreases the 
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chance of failure by 35%, and increases the range lo 10 
miles per Skill Level of the somniomancer. 

Sleep of Healing 

This discipline allows the somniomancer to put a 
subject into a deep, healing sleep. This sleep lasts for 4 
hours, during which time the subject is cured of 106 
HTK of damage plus an additional 1 HTK for each 2 
Skill Levels of the somniomancer. It's impossible to 
wake the subject during these 4 hours. Sleep of Healing 
cannot raise the subject's HTI< total above his maxi
mum. It also cannot aid creatures without corporeal 
bodies, or creatures who aren't Hving or are of extra
planar origin. 

lf the somniomancer allocates 30 MPs to the disci
pline rather than 21, Sleep of Healing cures all diseases 
or blindness, dispels Feeblemind, and cures those men
tal disorders caused by spells, disciplines, or injuries to 
thebram. 

The duration is pennanent only insofar as the crea
ture doesn't sustain further damage. 

The somniomancer can use this discipline on himself. 

Stasis 

This discipline puts the subject into a cataleptic state 
that is impossible to distinguis h from death. The subject 
continues to breathe, and the heart continues to beat, 
but at a rate 1 /80 of normal. (In other words, the heart 
beats about once per minute, and breathing is shallow 
and slow, with one inhalation taking almost 3 minutes.) 
The subject does require oxygen, so immersion in water 
or exposure to vacuum will eventually kill him. (Brain 
damage wilJ occur after 4 hours, while death will occu r 
after 5 hrs., 20 mms.) 

The subject receives no sensory input from the outside 
world, and is totaiJy unaware of what is happening to his 
body.Thus,anywoundingorrnistreatmentofthebody
presumably to see if the "corpse" is faking it-isn' t felt, 
and no reaction occurs. Damage suffered from such 



mistreatment is only half of normal. Paralysis, poison, 
or energy-level drain cannot affect the subject. Poison 
·introduced into the body takes effect when the disci
pline terminates, although the subject gets a saving 
throw. 

No concentration is required to maintain this disci
pline, so wounding or even killing the somniomancer 
doesn't terminate the effect. The somniomancer can 
use it on himself, or on a willing subject. The sornnio
mancer can terminate the discipline at will; the subject 
takes 1 full round to actually return to normal, howev
er. If the sornniomancer used the discipline on himself, 
the effect will terminate only when the duration ex
prres. 

Waking Nightmare 

r 
Sldli Lewl: 4 
Ra,p: 1 mOe/level 
IJimltimt: Sustained 
Ami ofF/fed: Individual 

MP·Cost: 5 permaad 
'ITC: 3 ftJIIrias 
S«viitg.71rr'ow: Neg. 

This unpleasant discipline allows the somnio
mancer to project into an awake subject's mind hideous 
and unsettling emotions and minor hallucinations. The 
subject feels as though he's walking through a night
mare, except that no awakening is possible. Although 
when he looks at something directly, the subject sees 
nothing out of the ordinary, his peripheral vision is 
filled with stealthy movement. Beneath any noises that 
actually exist, the subject is sure that he can hear 
sounds of pursuit - gibbering, alien laughter, clashing 
of mandibles, etc_ 

While this discipline is sustained, the subject suf
fers the following penalties" 

lnitiatve -2, INT -1, INS -2, APL -3, THACO -3. 
These penalties end as soon as the discipline termi

nates. Also, every 5 rounds the subject must make a 
save vs Death Magic; this is in addition to the subject's 
initial saving throw when the dscipline is originally es
tablished. The consequences of failure depend on the 
subject's STA: 

This saving throw reflects the possibility that the 
subtle hallucinations, etc. will eventually overwhelm 
the subject's sanity. Death, of course, is permanent 
(unless Raised, etc.); the fear was to much, and the 
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subject's heart simply stopped. Feeblemind, Fear, and 
the additional-2 penalties are temporary effects, stop
ping when the discipline terminates. 

The somniomancer mus t maintain at least some con
centration on this discipline to sustain it. While he can 
perform any action or use any other disc.iptine without 
penalty, being wounded, killed, or knocked uncon
scious terminates the discipline immediately. The dis
cipline also terminates if the somniomancer's MP total 
reaches 0. 

This discipline has a failure rate based on how well 
the somniomancer knows the subject. Refer to the 
following table: 

Very wdl known (/rlerul, etc.) 

Fairly well1mown (~) 

Never met, but othmvise familiu 
(rrnnors, elr.) 

15% 

25% 

SO% 

55% 

65% 1 

This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 
1 °/c,. Possession of a psychically bound object decrea~'S 
the chance of failure by 30%, and increases the range to 
5 miles per Skill Level of the somniomancer. 

Walking Sleep 

SlciUUwl:4 
Ragt!Toadl 

~. MP Coilt: 10 ~hr. 

DrmltiOit; Sustained 
Ami ofF/fod: ~ 

T.l'Q~,roucl"' 

s.lftg~Jlone 

This discipline allows the subject to gain the benefits 
of sleep-countering exhaustion, gaining spells or MPs, 
even healing-while stili strictly being awake and func
tional. The subject is conscious and lucid, and is able to 
carry on a conversation. Physically, the subject can 
move at a walk, manipulate small objects, and carry a 
load of up to half of his normal encumbrance allow
ance. He cannot run,climb,entercombat, cast spells, or 
use any special class abmty (pick pockets for a thief, 
Dispel Evil for a paladin, etc.)-trying to do so will 
immediate ly terminate the discipline. The 
somniomancer must maintain at least some concentra
tion on this discipline to sustain it. While he can perform 
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any action o r use any other discipline without penalty 
(assuming the subject is someone other than himself), 
being wounded or knocked unconscious terminates 
the discipline immediately. The discipline also termi
nates if the somniomancer' s MP total reaches 0. As long 
as these restrictions are met, the subject gains the ben
efits of 1 hour sleep for each hour that the disci pI ine is 
maintained. 

Once the discipline has been established, the subject 
must stay within a radiusofl mileperSkiU Level of the 
somniomanceror the discipline terminates; line of sight 
is not necessary. 

Thesomniomancercanusethisdisciplineonhimself, 
but the process is slightly different. Before establishing 
the discipline, the somniomancer must decide how 
long he wants the effect to last. He must then expend 
enough MPs to cover that length of time. If the disci
pline is terminated before the end of the duration he's 
already "paid for," the somniomancer loses the extra 
MPs. If the somniomancer uses this discipline on him
self, using another d iscipline immediately terminates 
the effect. A somniomancer of high Skill Level can 
maintain this discipline long enough to regain lost MPs 
without actually going to sleep; the cost would be 80 
MPs, however. 

I I II II I I I I I I I II I I I I I II Skill 5 I II I I I I I II I I I II I II I I I I I 

Dream of Commurriorr 

SldlJ Lewl:-s 
~0 

MPCost:30 
1TC: 2 ruanda 

DtmrtiotJ: Special Stnmrg 11trow: None 
.AJu·of_Efftct:·SonudcnbaDcer .... . 

This discipline allows the somniomancer to make 
contact with a deity or extra-planar power and ask a 
number of questions. The somniomancer expends the 
MPstousethis discipline, then must go to sleep. During 
the period of sleep, the somniomancer dreams of con
versing with the desired power (assuming the disci
pline is successful). The conversation is two-sided, and 
thesomniomancercanask 1 question per Skill Level. As 
with the wizard spell Contact Other Plane, onJy brief 
answers are given to these questions ("yes," "no," 
"maybe," etc.). 

Thesomniomancer can contact an elemental plane or 
some plane further removed. The further removed the 
plane is from the Prime Materia l, the greater the chance 
that the shock will unseat the somniomancer's reason 
or even kill him, but the greater the chance of the power 
knowing the answer and telling the truth. 

lf the somniomancer goes insane, the effect strikes 
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~ Tal*~ DNam oiCcmrJualoft ~ 

f Plane Chance of Insanity• 
r· ......... ·, 20% -........ 

"· ' "" 25% 
~--· .... ,... ~- 30% E'i'-. a....- "' -~- ~ I 

NeiiOalerpJ-.. +5% 

upon asking the first question. The condition lasts for 
1010 days per plane that the target plane is removed 
from the Prime Material. There is a 1% chance per plane 
that the somniomancer dies before regaining his sanity, 
unless a Remove Curse is cast upon him. A surviving 
somniomancercannot recall the answer to the question 
that drove him mad. 

Refer to Table 2 for chances of insanity, knowledge, 
and veracity. 

Dream Quest 

MPCotit:30 
Rt:310111141 
~7Jnlr.Ne&-

This discipline allows the somniomancer to enter the 
dreams of a sleeping subject and place a magical com
ma nd on him to carry out some service or to refrain 
from some action or course of activity. (Thus, Dream 
Quest is similar in many ways to Geas.) 

To use the discipline, the somniomancer expends the 
MPs and expresses in 25 words or less the compulsion 
that he wants to inflict on the subject. This compulsion 
becomes woven into the sleeping subject's dreams. 
When the subject awakes he will remember the details 
of the d ream with extreme clarity, and will realize that 
he is under a magical compulsion (unless he makes his 
saving throw). The GM should adjudicate the compul
sion as with the magic-user spell Geas (for example, 
self-destructive commands will be discounted, etc.). As 
with Geas, the subject must follow the conditions of the 
dream until the "quest" is actually completed. Fai.lure 
to do so causes the subject to grow sick and die within 
1 D4 weeks. Deviation from of twisting of the instruc
tions causes the subject to lose STR points. Rate of STR 
loss is up to the GM, but here are some guidelines: 
Completely ignoring the compulsion would cause the 
subject to lose 5 STR points per day, while very subtly 
perverting the intent of the compulsion might cost only 

Cl1arrce of K11ow/edge Clla11ce of Veracityt I 
55%(90%) 62%(15%) 

60% 65% 
65% 67'Yo " 

70% '10% 
+5% +3% 

1 STR point per day. 
As w ith other disciplines that must affect a sleeping 

subject, if the subject is not asleep when the 
somniomancer uses the discipline, then it fails and the 
MPsare lost. The Dream Quest doesn't take effect until 
the subject wakes up, although the saving throw is 
made at the moment of use. (The sornnioman cerdoesn 't 
know whether the subject saved or not without watch
ing rus actions subsequent to waking.) 

This discipline has a failure rate based on how well 
the somniomancer knows the subjt.'Ct. Refer to the 
following table: 

V~well~-~.tr.) 15% 

....., .... kncnta(~) 35% 

c..l caalild 55% 

Never -.J, htc6iawile fiiiBiliar 
( ...... de.) 75% 

This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 
1%. Possession of a psychically bound object decreases 
the chance of failure by 35%. 

Sldll Lew~: s 
a...,:Spedal 

Dream Travel 

MPCost:SO 
Tro3mandl 

Dlnlioc'l'entAnrnt 5Grilg 71lrow: None 
At. ofF/fed: SCJmniomncpr 

Dream Travel is similar in effect to Teleport: it a llows 
the somniomancer to travel almost instantaneously to 
another place on the same plane of existence. The 



somniomancer expends the MPs, then goes to sleep, 
concentrating on his intended destination. Once asleep, 
he dreams of the destination. During the dream, his 
unconscious body vanishes and reappears in (or near) 
the desired locale. The somniomancer immediately 
wakes up upon arrival. Unlike Teleport, the 
somniomancer cannot transport another person using 
this discipline. The somniomancer can "take along" 
personal equipment up to 150 lbs in weight, as long as it's 
secured somehow to his body (in a backpack, perhaps). 

I Destitratiotr is I CscaHtr') 

Very fmailiar 85-x. 6Dlo,-. 
Studied carefally 75% 21)%:,... 
Seen~ '"* 2D%dydJ. 
Viewed C111C1e SO% UM,IIIiJa 

Neftr!aeeA tO% 21il6'md8 

The chance of success depends on how familiar the 
somniomancer is with the destination. Unlike Teleport, 
the somniomancer doesn't risk coming in low or high, 
but he does suffer a significant risk of arriving yards or 
even miles from his destination, in a random direction 
(refertoTable3). Forexample, Davittthesomniomancer 
wants to Dream Travel to a spot that he's seen only 
once. The chance of arriving on target is 50%. Davitt 
fails his roll According to the "scatter" column, he 
arrives 1 D4 miles away from his destination ina random 
direction. (lf Davitt's target is a small island, this might 
lead to a very wet awakening .... ) 

Madness 

This is an enhanced version of the discipline Night
mare. The somniomancer can stimulate such disturb
ing dreams in a subject that the subject becomes insane. 
The GM should decide on a suitable form of insanity, 
although Paranoia is a good suggestion. This insanity is 
permanent unless cured through other means. The 
somniomancer has no control over what form the 
nightmare will take, so he can't manipulate the subject 
into a certain kind of insanity. 

As with other disciplines that must affect a sleeping 
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subject, if the s ubject is no t asleep when the 
sornniomancer uses the discipline, then it fails and the 
MPs are lost. The insanity doesn' t become apparent 
until the subject wakes up, although the saving throw 
is made at the moment of use. (The somniomancer 
doesn' t know w hether the subject saved or not without 
watching his actions subsequent to waking.) 

This discipline has a failure rate based on how weU 
the somniomancer knows the subject. Refer to the 
following table: 

Very well known 1fMt4, &) 10% 
-

Faiil.ywellknown (~) 30% 

~ c.'Oiltacf 50% 

Met~ 60% 

Neva-..- bUt otherwiae .&miliar 
(~~t.f';.) 70% 

This chance of failure is in addition to the subject's 
saving throw. For each Skill Level possessed by the 
somniomancer, the chance of failure is decreased by 
1%. Possession o f a psychicaJ.Iy bound object decreases 
the chance of failure by 35% and increases the range to 
5 miles per Skill Level. 

Plane Sl1ift 

I' Sklll Leuel: 5 MP Cost: 55 
~ 1TC: 3 munds 
Dr1rJ11itm: l'ennanent Smnng nrow: None 
~ UjEf!,m ~CJIIIIMef ~ 

-

Plane Shift is simjlar in effect to the priest spell of the 
same name: it allows the somniomancer to move him
self to another plane of existence. The somniomancer 
expends the MPs, then goes to sleep, concentrating on 
the plane he wishes to reach. Once asleep, he dreams of 
the destination plane. During the dream, his uncon
scious body vanishes and reappears in the desired 
plane. The somniomancer immediately wakes up upon 
arrival. Unlike the priest spell, the somniomancer can
not transport another person using this di._c;cipline. The 
somniomancer can " take along" personal equipment 
up to 150 lbs in weight, as long as it's secured somehow 
to his body (in a backpack, perhaps). 

The nature of the destination plane must be deter
mined by the GM. There is no chance that the 
somniomancer wilJ arrive on the wrong plane; how-



ever, there is a chance-~qual to 35'¥o minus the 
somniomancer'~ Skill Level- that he won't arrive pre
cisely where he wants on that plane. The consequences 
of "missing the mark" will vary from plane to plane, so 
this is left up to the GM. 

Prescient Dream 

Skilll.nJel: 5 
Rlmge: Touch 

• Damltimr: Special 
Ami of Effrt;t: Individual 

MPCost:62 
1TC:1 turn 
SatmJg TJrrow: None 

Htis is a more powerful version of Forerunners in 
that it gives the somniomancer a wider view of what 
may occur in the future for a particular individual 
(including the somniomancer himself). 

If the subject is someone other than thesomniomancer 
himself, the psionicis t must spend at least 1 hour in 
close conversation with the su bjcct, lea m i ng as much as 
possible about his background, attitudes, e tc. If the 
somniomanceris using this disciplineon himself, thisl 
hour is unnecessary. Then the somniomancer expends 
the MPs to use the discipline, and goes to s leep. During 
the period of sleep, the somniomancer experiences a 
vivid dream which portrays an important event in the 
subject's future. As with most dreams, this will probably 
be some what cryptic and symbolic, g ivmg the 
somniomanceronly a vague idea of what's in store. When 
the somniomancer wakes up, he remembers the dream. 

The GM can adjudicate this discipline in two ways. 
The first is if he knows of an event that will happen to 
the subject in the near future. (For example, the GM 
knows that an old nemesis, who the subject thinks to be 
dead, will soon reappear and try to kill the subject. The 
GM could describe a dream that portrays "a faceless 
threat from the past, one that you thought yourself safe 
from," or something similar.) If the GM knows of no 
relevant event in the near future, he can roll 1 DlO and 
consult the following table. 

These outcomes are very vague and ambiguous, 
whjch is how they should be. TheGM should feel free 
to change these outcomes or add to them in any way. 

When the discipline is used, the GM should record 
the outcome. Then, as the campaign progresses, he 
should subtly influence matters so the outcome comes 
to pass. (The ideal result would be for the player to look 
back on events afterwards and say, "Oh yes, that's what 
the Prescient Dream said would happen.") 

As with Forerunners, the GM shouldn' t feel too 
constrained to make events fit the Prescient Dream 
exactly. After all, all the somnjomancer sees is shadows 
of thmgs that may happen. 
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,...--- a Die Roll Outcome a ----..... 
1 Tile clramcter will CO/If/IIC'r a grmt oppollc!llf, but 

at sig11ijicant cost. 

2 Tile dramcter will seem to lcr.;1' Iris {ortu11e a11d 
future, but will tileu regai11 them ilrrouglr struggle. 

3 

4 

The elm rae fer will gain something of grmt value, 
but suiJSI.•quently lose it. 

Tire clramcter will be raised to a positio11 of great 
renow11 or authority. 

5 Tire clraracter will be brouglrt low, disgraced, or 
humiliated. 

6 A seemirrgfrielllf will tum orr tire clmmc/cr at tire 
worst possible time. 

7 just wlrm tlri11gs looked tlrcir worst, SOIIIL'Onc 
believed to bt.• 1111 m crrry is found to be arr ally. 

8 Powerful beings will spare tire clraract£•r's life at mr 
rmexpected mome11t. 

9 An l'III'IIIY workirrg belrirrd tire scerres will cause 
grent trouble irr tire cltaracter's life. 

10 An urrknaw11 bc~refactor will work to aid tire clrar· 
acter a11d adva11ce Iris career. 

Skill l.euP: 5 
~:0 

Sleep Guard 

MPCost:tS 
ITC:tmund 

Dlmdion: Special Sln1btg 71rrow: None 
.Ama of Elfed: Somniomancer 

This discipline is somewhat similar to Contingency 
Awaken, in that the somniomancer can set up a contin
gency condition and, when that condition is fulfilled, 
take an action. The difference is that the action isn't 
simply to wake up-as with Contingency Awaken
but to trigger another discipline.There is no precise 
restriction on how complicated the contingency condi
tion can be. The only requirement is that the sleeping 
somnjomancer must be able to determine whether or 
not the contingency condition has actually occurred. lf 
the GM decides that the sleeping somniomancer would 
be unable to recognize the contingency condition, the 
cliscipl.ine fails. (The somniomancer won't know this 
until the Sleep Guard fails to be triggered at the appro
priate time, however.) An example of an acceptable 



contingency condition would be "Trigger a particular 
discipline at the first loud noise," or "Trigger a particu
lar discipline if someone/something touches you." 

A normal sleeper has his eyes closed, and has only the 
most rudimentary facilities of judgment. Thus, for a 
normal sleeper, contingency conditions like "Trigger a 
discipline when the door opens" or "Trigger a disci
pline if you're in danger" would probably not work. (In 
the first case, unless the door made a characteristic 
squeaking noise, the sleeping somniomancer simply 
wouldn't know that it had opened. In the second, 
"danger" requires too complex a judgment call for a 
sleeper to make.) 

Sleep Guard becomes a lot more useful when coupled 
with the discipline Sleeping Awareness. The latter 
discipline a llows the sleeper's brain to pay much more 
attention to stimuli, and allows for considerably more 
judgment. This is particularly true if the more powerful 
version of the discipline is used so the sleeper's eyes 
remain open. In this case, the two unacceptable contin
gency conditions become much more acceptable. The 
discipline remains in effect until the somniomancer 
awakens, for whatever reason. 

When the somniomancer establishes this discipline, 
he must state the other discipline to be used when the 
contingency condition is met. For example, the 
somniomancer might state that he will trigger the dis
cipline Waking Nightmare on the first person to touch 
him, or Enforced Sleep if anyone breaks into his room. 

To set up the Sleep Guard discipline, the 
somniomancer must expend 15 MPs before going to 
sleep. If the contingency condition is met, the second 
discipline is triggered and the somniomancer expends 
the MP cost of that discipline. (For the purpose of 
determining MP recovery, assume that the MPs for the 
second discipline were expended immediately before 
the somniomancer went to sleep.) If the contingency 
condition isn't met before the somniomancer wakes up, 
he doesn't have to pay the MP cost for the second 
discipline. Obviously, if the somniomancer doesn't 
have enough MPs remaining to pay for the second 
discipline, it is never triggered even if the contingency 
condition is met. Once the conditions of the Sleep 
Guard are set, the somniomancer sleeps normally and 
is capable of regaining MPs while he's asleep. 

Transportation 

Skill Level: 5 
Range: Touch 
ITC: 4 rounds 

Saving Throw: None 
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MP Cost: 50+ 15 per 
additional person 

Duration: Permanent 
Area of Effect: Special 

This is an enhanced version of Dream Travel: it 
allows the somniomancer to travel almost instanta
neously to another place on the same plane of existence. 
[t differs in that the somniomancer can take a long 
"passengers" at a costof15 MPseach. Thesomniomancer 
expends the MPs, then goes to sleep, concentrating on 
his intended destination. The "passengers" must also 
go to sleep. Once asleep, the sornniomancer dreams of 
the destination. During the dream, the somniomancer' s 
unconscious body and those of the passengers vanish 
and reappear in (or near) the desired locale. The 
somniomancer and passengers immediately wake upon 
arrival. The somniomancer and each passenger can 
"take along" personal equipment up to 150 lbs in 
weight per person, as long as it's secured somehow to 
the somniomancer's or passenger's body (in a back-

pack, perhaps.~)·~~~~~~s,.._ rrable 4: TturNf.l')lt ~ 

!Destination is I~~ 
Very familiar 85% 6010 yards 

Studied carefully 75% 20% yards 
Seen casually 60% 2D% x 2 yds. 
Viewed once 50% 1D4 miles· 

Never seen 40% 2D6 miles 

The chance of success depends on how familiar the 
somniomancer is with the destination. Unlike Teleport, 
the somniomancer doesn 't risk coming in low or high, 
but he does suffer a significant risk of arriving yards or 
even miles from his destination, in a random direction. 
Refer to Table 4. For example, Aria the somniomancer 
wants to Transport herself and her colleagues to a spot 
she's studied carefully. The chance of arriving on target 
is 75%. Aria fails her roll. According to the "scatter" 
column, she and her passengers arrive 20% yards 
away from her destination in a random direction. 

If the Transport "scatters," it's 80% likely that the 
somniomancer and her passengers wiH arrive in the 
same spot. If the somniomancer fails this roll, then each 
person involved in the Transport scatters individually. 
(If the somniomancer has only seen the destination 
once or has never seen it, this could spread the party 
over a wide area.) 

A sornniomancer can also use Transport to send a 
sleeping subject to another location. In this case, an 
unwilling subject receives a saving throw to resist the 
discipline. A willing subject can waive the saving throw 
if the somniomancer tells him, before he goes to sleep, 
that Transport will be used. Since the somniomancer is 
not so in tim a tel y involved in this process, the chance for 



a successful arrival is decreased by 10%. Scatter is 
calculated normally for an unsuccessful Transport. 
Transporting another person in this way costs 65 MPs. 
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Astral Dreaming 

r 
Skill Level: 6 
Range: Touch 
ITC: 4 rounds 
Saving Throw: None 

MP Cost: 55 + 5 per 
additional person 
Duration: Special 
Area of Effect: Special 

This discipline is similar in effect to the wizard Astral 
Spell. The somniomancer can project his spirit from his 
sleeping body into the astral p lane, and from there 
travel to other p lanes of existence. In addition, the 
somniomancer can take along up to 8 "passengers" (at 
an additional cost of 5 MPs per person), who must also 
be sleeping. 

As with the Astral Spell, the astral body is connected 
to the physical body by a silver cord. If this cord is 
broken, the astral traveler dies. While the spirit is 
traveling astrally, the physical body is in a state of 
suspended animation, with effects identical to those of 
the discip line Stasis. 

This discipline lasts until the somniomancer termi
nates it-at which time he and his passengers re turn to 
their bodies-or until the somniomancer's astral or 
physical body is killed. If the former, then the 
somniomancer's spirit returns to his body, but the pas
sengers are stranded; if the latter, then the somniomancer 
is dead and the passengers are again stranded. 

Refer to the Astral Spell in the basic rule book for 
more information on traveling the planes. 

Dream of Death 

Skill Level: 6 MPCost:55 
Range: 30 yards/level ITC: 4 rounds 
Duration: Instantaneous Saving Throw: None 
Area of Effect: 20'/level (diameter) 

This powerful discipline is similar to the wizard Death 
Spell, except that it only works on sleeping subjects. 
(Thus, it would be perfect for dispatching a camp full of 
sleeping enemies.) The discipline simply suppresses the 
subject's breathing and heartbeat, killing instantly (and 
painlessly). Unlike victims of the Death Spell, these 
victims can be Raised or Resurrected normally. 

The number of creatures that can be slain is a function 
of their HTK dice. Refer to the following table: 
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I Creatures' HfK Dice Max#Killed I 
Under2 5020 

2to4 3020 

4+1to6+3 206 

6+4to8+3 106 



Creatures with more than 8+3 HTK dice cannot be 
killed by Dream of Death. lfcreatures of differing HTK 
dice are attacked with this discipline, roll 5D20 to 
determine how many under 2 HTK dice creatures are 
affected. If the dice roll is greater than the number of 
under 2 HTK clice creatures asleep in the area of effect, 
apply the remainder of the roll to the higher HTK dice 
creatures according to the following table: 

I Creatures' lffK Dice Cottversiott Factor I 
2to4 2 

4+1 to6+3 8 
6+4to8+3 16 

·-= 

U the remaining points are equal to half or more of the 
next surviving creature's conversion factor, that crea
ture dies as well; otherwise the additional points are lost. 

As an example, Davitt the sornniomancer uses Dream 
of Death on a camp of25 orcs and 6ogres. The dice roll 
total is 60. This kills all the orcs (at a cost of 25) and 4 of 
the ogres (at a cost of 8 each, or 32). The remaining 3 
points are lost. U the dice roiJ had totaled 61, then Sof the 
ogres would have died. 

The somniomancer remains awake when using this 
cliscipline. It has no effect on creatures that aren't asleep. 
(Thus, in theexampleofeliminatinganenemycamp,any 
non-sleeping sentries would be untouched by the dis
cipline . . . and in fact wouldn't know what had hap
pened to their feiJows until they tried to wake their 
replacements at the end of their shift.) 

Sleeping Wish 

r Skilll..er1el: 6 
RAnge: Special 
lhmltiolf: Permanent 
Aml of F.f/tct: ~pedal 

MPCost:60 
ITC:ltum . 
Strritg Thr.ow::SpecW 

Also known as Affective Dreaming, this discipline is 
the sornniomantic version of the Wish spell. Before 
going to sleep, the sornniomancer states exactly the 
conditions he'd like to see arise as a result of the Sleeping 
Wish. While asleep, the somniomancer dreams of the 
condition. So intense is this dream that it resonates with 
the fabric of the universe and actually ·alters reality. 
Reality changes immediately, but thesomniomancer isn't 
aware of the change until he wakes. 

The GM should adjudicate this cliscipline carefully, 
as •..vith a Wish spell. The limitations on the discipline's 
effects are similar to those of a Wish: for example, a 
Wish will only raise an attribute by 1/10 of a point 
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above 18. Since reality is being altered by a dream-not 
directly by the will of the sornniomancer-the GM 
should remember the nature of dreams. No matter how 
hard the somniomancerconcentrateson what he wants, 
the details of the dream might well be altered by other 
factors, such as problems that the sornniomancer has on 
his mind. Although the dream-and hence the reality 
change-will probably be at least somewhat like what 
the somniomancer wanted, the details might be very 
different. (This gives the GM the opportunity to "tone 
down" a particularly disruptive Sleeping Wish ... and 
to have a Uttle fun!) 

The MP cost for this discipline is stated as 60, but this 
figure is merely to determine whether thesomniomancer 
has enough mental energy remaining to use it. (ln other 
words, if the sornniomancer doesn't have 60 MPs re
maining, he can't use the discipline at all.) Use of a 
Sleeping Wish drains all of the sornniomancer' s MPs. In 
ad clition, he can't regain any MPs for 48 hours. Finally, 
thestrainofusingthisdisciplineagesthesornniomancer 
by 3 years. 

(As an aside: Some philosophers daim that Affective 
Dreaming doesn't actually change reality. What they 
say it really does is shift the somniomancer to another, 
parallel reality where conditions match what the 
somniomancer desires. Since the measurable and de
monstrable effects are identical either way, there's no 
way of proving or disproving this theory . . . but it does 
make for interesting philosophical discussions.) 

MAGIC ITEMS. 
Although sornniomancy isn 't strictly magic-just as 

no psionic tradition is magic in the normal sense of the 
word-there are various items that bear the same rela
tionship to sornniomancy that magic items do to nor
mal magical abilities. Several such items are described 
following, but the GM should feel free to design any 
other items as he sees fit. 

Although individual GMs may wish to rule other
wise, mostofthese items can be created (and used) only 
by the sornniomancers. Exceptions are noted in the text. 

Incense of Dreaming: Usually found in small cones, 
this sweet-smelling incense enhances the effectiveness of 
any somniomantic discipUne in which thesomniomancer 
is asleep. While the incense is burning, MP costs for such 
disciplines are reduced by 10% (round fractions do·wn). 
In adclition, if the subject of the disdpUne receives a 
saving throw, this save is made at a penalty of -1. One 
cone of incense will bum for 1 04+4 turns. 

Incense of Dark Dreams: This incense is indistin
guishable from Incense of Dreaming, even in its scent 
while burning. lts effects are quite different, however. 
II a somniomancer inhales the smoke of Incense of Dark 



Dreams while he's asleep, he must save vs. Spells
with a -3 penalty to the die roll-or suffer the effects of 
the discipline Nightmare. The Nightmare will continue 
until the lncense is extinguished or consumed, or until 
the somniomancer is woken. incense of Dark Dreams 
has no effect on non-som.niomancers. One cone of 
incen..c;e will bum for 1 06+6 turns. 

Somniomantic Eyeshades: This is a small black vel
vet mask whid1 covers the wearer's eyes, excluding 
light. If a somniomancer sleeps while wearing the 
Eyeshades, he need only sleep for4 hours-rather than 
6--to recover MPs. Somniomantic Eyeshades have no 
effect on non-somniomancers. 

Dream Focus: A Dream Focus can be any small object 
weighing less than one pound. A somniomancer must 
create his own Dream Focuses if 
they're to be effective. The proce
dure involves concentrating on 
the item for 1 hour-any inter
ruption negates the process-and 
pouring 50 MPs into it. (The 
somniomancer sin1ply expends 
50 MPs.) Somniomancersoflower 
Skill Level can break the proce
dure into up to three phases, each 
performed on a subsequent day. 
Each phase takes I hour. Tf the 
process is broken in to two phases, 
each phase costs 30 MPs; if bro
ken into three, each costs 20 MPs. When the requisite 
number of MPs have been poured into the object, it 
becomes a charged Dream Focus attuned to the 
somniomancer who created it. 

A Dream Focus increases the efficacy of any disci
pline that affects a sleeping subject ... but only so long 
as the subject has the Dream Focus on or near his body 
while he's asleep. If the subject of a discipline has a 
Dr~am Focus in his possession, the chance of the disci
pline failing is decreased by 15%. ln addition, any 
saving throw the subject receives against the discipline 
is made at a -4 penalty. 

Dream Focuses can greatly in1prove the effectiveness 
of difficult disciplines. The trick, of course, is to insinuate 
the Focus into the prospective subject's possession .... 

POTIONS 
During their initial training, somniomancers use 

various potions to help them achieve the profound 
sleep necessary to explore their powers. When they 
reach higher Skill Levels, of course, they need no longer 
resort to pharmaceutical aid to sleep. 

Any somniomancer, regardless of level, knows how 
to concoct various formulations of sleep potion. (The 
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formulations will vary from individu<~l to individual, 
depending on their teacher. This gives the GM free 
reign to invent weird and wonderful formulae.) ln 
general, the ingredients of these potions are naturally
occurring substances, rather than the monstrous ichor 
(e.g., beholder's blood) or symbolic components (e.g., 
the voice of a spider) that appear in traditional magic
user potions. This doesn't mean that somniomancers 
necessarily have it easy when collecting ingredients, 
however. Some substances may be dauntingly expen
sive or almost impossible to obtain (for example, an 
extract from a kind of kelp that only grows at depths in 
excess of 50 fathoms). As with other potions, it's up to 
the GM to determine the appropriate ingredients. ln 
general, the ingredients will cost between 200 nnd 400 

gp. The time required to 
brew, diffuse, distill, decant, 
and extract the potion is a 
number of days equal to the 
cost of the ingredients di
vided by 100. 

The base chance for creat
ing a sleep potion is 85'X .. 
This is decreased by l 'Yo for 
each 100 gp worth of ingre
dients required (reflecting 
the innate complexity of the 
potion). The base chance oi 
success is increased by I% 

for every 2 Skill Levels (or fraction thereof) possessed by 
thesomniomancer. (Forexample,a Skill? somruomancer 
wishes to create a sleep potion. The GM decides that the 
formulation known to the somniomancer rt•quires 300 
gp worth of material. This potion will take 3 days to 
concoct, and the chance for success is 86% [85-3+4].) If 
the somniomancer fails the roll, the resulting potion can 
be totally ineffective or poisonous, or can have the 
effects of a Potion of Delusion (GM's option). Of course, 
the somniomancer won't know whether the potion is 
effective or not until it's tested. 

Certain somniomancers know how to concoct a po
tion that has the same effect as the discipline Enforced 
Wakefulness. This potion v.-ill cost 500 gp to make, and 
has a base chance of success of 75%, modified by the 
normal considerations. The period of Enforced Wake
fulness is 5012+24 hours. This potion is very bitter to 
the taste, so the somniomancer must take pains to 
conceal the flavor. 

SOMNIOMANCERS AND THE CAMPAIGN. 
Somniomancers rarely become adventurers. Their 

abilities are powerful, particularly at higher Skill Lev
els, but require uninterrupted sleep both to use their 



disciplines and to recover MPs. Uninterrupted sleep is 
usually at a premium on an adventure, lessening the 
effectiveness of a somniomancer. Thus, somniomancers 
usually prefer to operate at least partially covertly, from 
a safe home base. Some daring somniomancers do 
become adventurers, however, and can be useful allies 
or deadly enemies. 

In societies where psionic abilities are distrusted, 
somniomancers will keep their true naturesecret. There 
are tales of groups of somniomancers combining their 
powers to overthrow an oppressing government. In 
these cases, even if the overthrow is totally successful, 
it's a rare situation to see a somniomancer actually 
taking the throne of a land. Most somniomancers will 
prefer to put a puppet on the throne, and rule from 
behind the scenes. 

.SAMPLE NON-PLAYER CHARACTER 
Berron Somnus 
Human, Ski/1 10 somniomancer 
STR: 10, INT: 13, INS: 13, ST A: 11, DEX: 10, APL: 14 
HTK: 21, AC: 10 
MY: 12," AL: N. Good 
AT: 1, DM: (by weapon), THACO 17 
HT: 5'9," WT: 160 lbs. 
Weapon Proficiencies: dagger, sling 
Weapons: dagger, sling 
Armor: none 
Magic Items: none 
Disciplines: 
Skilll: Awaken, Dream Interpretation, Instant 

Sleep, Sleeping Awareness, Wakefulness 
Skill2: Contingency Awaken, Dream, Message, 

Untroubled Sleep 
Skill3: Accelera ted Sleep, Alertness, Clairvoyant 

Dreaming, Dream Protection, Identification, 
Legend 

Skill4: DreamReading,Forerunners,MentalGuard 
Sleep of Healing, Stasis, Walking Sleep 

Specials: none 
Berron is a handsome man in his Ia te 20s, slender, and 

pale w ith finely-chiselled features and thick black hair. 
He can be very articulate w hen he wants to be, but his 
manner is usually somewhat introverted . Berron is a 
good listener, believing in the old saying "Give every
one your ear but few your voice." His ability to truly 
listen-rather than just wait for his tum to talk-has 
earned him considerable respect. He is well-educated 
in philosophy and history, and has a fascination with 
distant lands, although he has yet to get up the courage 
to travel himself. 

When he was 6 years old, Berron was badly injured 
when he was thrown from a horse. For several years he 
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was unable to walk, and for a decade after that he could 
move only slowly and with a pronounced limp. When 
he was bedridden, his parents-who were well-off 
enough to afford this boon-employed a tutor cum 
nurse to make young Berron's life as bearable as pos
sible. The tutor they selected was a middle-aged woman 
named Cara, who happened to be a somniomancer of 
great skill. (Berron's parents did not know this; if they 
had, they would not have hired her, since they feel a 
grave mistrust toward anyone with "unnatural" pow
ers like psionics.) 

Car a felt sorry for Berron. She saw the mental abilities 
within him, and secretly taught him many of her skills. 
Somniomancy gave the boy the opportunity to experi
ence the world in ways that would otherwise have been 
denied to him by his ailments. When he was finally able 
to live a normal life, he kept in close contact with Cara; 
she still remains his mentor. 

Berron is cautious about admitting his abilities to 
anyone, and in fact is somewhat ashamed ofthem. (This 
is a result of his early indoctrination from his parents.) 
He uses his abilities to help others, particularly those 
who are in a position analogous to his own youth. 



1 elepathy refers to the ability to read the thoughts 
of others and to insinuate thoughts into other 
minds. Telepaths have a deep understanding of 

their own thought processes, and an wunatched ability 
to control their own minds. This allows them to resist 
the effects of most mind-altering magic and even to 
control their own emotions. 

Telepaths are very sensitive to the " thought waves" 
that most people unconsciously emit. Their own brains 
resonate harmonically with these waves, allowing them 
to read at least the surface thoughts-and sometimes 
the deep memories and emotions-of others. By focus
ing their own mental processes, they can strengthen 
their own emitted thought waves so much that even an 
untrained brain will resonate with theirs. 

More than any other sub-class of psionicist, telepaths 
are born and not made. The ability to read other minds 
is innate and-at least initially-continuous. A child 
genetically endowed to become a telepath is constantly 
bombarded by the thoughts of others. To the untrained 
mind, the thoughts of others become a continuous 
background babble, out of which no useful information 
can be extracted. This condition is trauma tic, enough to 
unseat the reason of anyone without the strong will
power required to ding to sanity. For this reason, all 
telepathshavean INSattributeoflSormore. Telepaths 
with lower INS attributes are being born all the time, 
but they either go mad as children or become hermits. 
In the latter case, complete isolation protects them from 
the background "mental noise," but also prevents them 
from ever developing their telepathic powers. 

The process of "clinging to sanity" described previ
ously actually refers to learning how to block out the 
thoughts of others. This must be done, or the telepath 
will go insane. Because of this, many telepathic disci
plines actually represent a way of selectively lowering 
the guards that the character has learned to erect in self
defense. (This has no direct game effects, but is a useful 
role-playing "tag.") 
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WORLD VIEW . 
Before they learn how to properly shield their minds, 

telepaths frequently develop an aversion to other people. 
They become introspective, even actively antisocial. 
Even after they've gained enough control to fil ter out 
mental background noise, these attitudes usually re
main. Since most telepaths don't learn during their 
formative years how to deal with other people, their 
APL attribute is rarely over 10. (Certainly, the re are 
some telepaths with better social skills, but they' re very 
few and far between.) Telepaths frequently don' t enjoy 
verbal conversation, much preferring to communicate 
directly, mind to mind. 

The vast majority of telepaths are loners, and this is 
reflected in their alignment. Most telepaths are Chaotic 
in outlook, with C. Neutral as the most common align
ment. There are also a fair number of true Neutral 
telepaths. Some individuals see their abilities as a way 
to help others; these lean towards C. Good. Others find 
tha t their early aversion to people has developed into 
disdain, even hatred; these lean more towards C. Evil. 
In any case, telepaths are possibly more likely than any 
other sub-class of psionicist to use their abilities actively 
to get what they want. Many telepaths become ad
venturers, for two major reasons. Firstly, it gets them 
away from cities and towns, away from the great 
throngs of people around whom they still usually feel 
uncomfortable. Secondly, their fellow adventurers are 
much more likely to accept their abilities as a boon, 
rather than a curse or a threat. 

In almost all societies, telepa ths are viewed with 
great distrust, and often hatred. The ability to look 
inside another's mind, to read his thoughts, is seen as 
the most heinous invasion of privacy that's possible. 
And actually implanting thoughts in his mind is in 
violation of virtually every right that civilized society 
has ever come up with. Although most telepaths may 
claim that they can' t force anyone to do something 
that's totally against his nature, very few people will 
believe that. Telepaths make great scapegoats: "I don't 
know why I stole that purse, officer, it wasn't my idea. 



It must have been that •&%~ telepath over there 
that made me do it!" 

Some societies might look on telepaths cooUy but 
fairly: as a fact of life, but not one to be trusted or 

welcomed with open arms. Others might go 
to other extremes, and declare the 

practice or possession of tele
pathic powers to be a capital 

crime! In such societies, the 
government might order 
the expulsion or maybe, 
even the extermination of 
aU telepaths. 

How then, would the 
telepaths respond to such 

oppression? Many would 
simply fade into the woodwork, 

hiding their abilities and maybe 
changing their identities. They would 

reveal their powers only to those few friends 
that they reaUy trusted (and the typical antisocial telepath 
would have precious few trusted friends!). Others might 
hit the road and search for more accepting societies. 

Some few would vent their rage against the oppres
sive government by trying to overthrow it . . . and 
telepathsare justthecharacterstomakesucharebellion 
work. (This, of course, is one of the reasons why many 
governments fear telepaths among their subjects.) While 
telepaths wouldn't normally go out of their way to 
work together, combating oppression might be a valid 
motive. A small group of dedicated and powerful 
telepaths could make life very unpleasant for virtually 
any government. 

As with most psionicists, telepaths are rarely physi
cal people. In fact, many will view physical strength 
and those who rely on it with some degree of scorn. 
After all, apes rely on strength. It takes a "true" human 
to get by solely by using his mind. While telepaths are 
much less constrained by the requirements of medita
tion than somniomancers, they still must spend con
siderable amounts of time practicing and honing their 
mental skills. Mosttelepaths will avoid athletic pursuits, 
but this is usually more a matter of taste than one of 
ability. In conflict, telepaths will always operate from 
well back of the front line, and often will make their 
presence felt from a great distance out of harm's way. 

Telepaths--if the Player Characters can identify and 
befriend them-can be valuable allies. They can also be 
daunting foes, particularly when they're surrounded 
by mind-controUed minions. 

.COMBAT 
Telepaths use the Magic-User Combat Result Table, 

and operate under the weapon and armor restrictions 

Hsted for the "basic" psionicist, as discussed in Chapter 
1. Telepaths can engage in psionic combat, and their 
ability to read the surface thoughts of an enemy makes 
them particularly lethal. Whenever a telepath uses a 
controlling attack in psionic combat, or counterattacks 
against a controlling attack, he gains 2 "free" MPs 
which are added to his attack total; these additional 
MPs are not subtracted from the telepath's MP total. 
Thetelepath'sopponentmustexpend MPs normally to 
counter these 2 "free" MPs. ln addition, the duration of 
control, if the telepath establishes it through psionic 
combat, is increased by 50%. For example, Jubal the 
telepath bests Rath the telekineticist in psionic combat. 
In Jubal's last controlling attack, Rath runs out of MPs 
and leaves 3 of jubal's attacking MPs un-countered. 
Normally, Rath would be under Jubal's control for 3 
rounds. Since jubal is a telepath, however, he controls 
Rath for 4 rounds plus 5 segments. 

TELEPATHY. 
As a basic attribute of their sub-class, teJepaths are 

able to detect changes in their own thought proa:.>sses 
that might escape "mundanes." A telepath will always 
know if he's under the influence of mind-controlling 
magic such as Chann, Suggestion, etc. He will also 
know if his memory record has been altered in anyway, 
either a loss caused by Forget or something similar, or 
an addition caused by the witch spell Mindwrite (see 
the Witches Sourcebook). In the fanner case, the telepath 
will detect a gap in his memory but won't know what 
memory was excised; in the latter, he'll know that 
something was added to his memory record, but won't 
know which is the false memory. 

Thedisciplinesavailable toa telepatha!J relate in one 
way or another to mental processes and emotions. 
Some of these disciplines mimic the effects of tradi
tional magic-user or cleric speHs. 

Many of these disciplines give the subject a "will
power saving throw." This is based on the subject's INS, 
and modified by his Skill Level. Refer toT able 1 and 
Table 2, following. 
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This discipline allows the telepath to tell if the subject 
deliberately and knowingly speaks a lie. As with the 
priest spell of the same name, Detect Lie doesn't reveal 
the truth, uncover unintentional inaccuracies, or reveal 
evasions or "lies of omission." ln practice, this disci
pline lets the telepath pick up on the subtle menta] dues 
that always accompany an active lie. The subject re
ceives a willpower saving throw (INS or less on 306), 
butwithanadditionaJ penalty equal to-1 for each point 
the telepath's INT exceeds 14. (Thus, if the telepath has 
lNT 16, the subject saves at -2.) 

For this discipline to work, the telepath and subject 
must share a common language, and the telepath must 
be able to hear the subject (this explains the "Special" 
entry under Range). Detect Lie will work only if the 
telepath can hear the subject's voiced irectly, not through 
theintermediaryof any magical item, spell,ordiscipline. 

Dispel Exlraustion 

MI!Ctm:S 
TTC:lmund 

This discipline allows the telepath to remove the 
symptoms of exhaustion from the mind of the subject 
(but not the cause, of course). This has the effect of 
temporarily restoring 25% of any HTK that the subject 
has lost as a result of combat (round fractions up). The 
rationale is that lost HTK-particu]arly in characters 
with higher Skill Levels-represent exhaustion and 
stress more than they do physical damage. When the 
discipline's duration expires. all regained HTK are lost. 
The telepath can use this discipline on hlmseU. Only 
one Dispel Exhaustion discipline can be in effect on a 
single character at any time, although there's no restric
tion against using another one once the first has ter
minated. While under the effect of this discipline, the 
subject takes additional damage normally. 

For example, Jubal the telepath has 22 HTK when at 
full strength. Thanks to a run-in with an alleybasher, 
he's taken 10 HTK of damage. He uses Dispel Exhaus
tion on hi.rru;elf, which restores 25% of the HTK he's Jost. 
He's lost 10, so he regains 3 (round fractions up), giving 
him a current HTK total of 15. While under the influence 
of this discipline, the alleybasher's assistant inflicts 
another 12 HTK of damage, dropping JubaJ's current 
total to 3. When the Dispel Exhaustion discipline termi
nates, JubaJ Joses the 3 HTK he'd temporarily regained. 
His HTK total is now 0, so Jubal collapses . 



Distract 

Skill Level: 1 
Range: 5 yards/Level 
Duration: Sustained 
Area of Effect: lndividuaJ 

MP Cost: 5 per round 
ITC: 1 segment 
Saving 'l'lrrow: Neg. 

This discipline allows the telepath to infiltrate dis
turbing thuughtsand confusing emotions into the mind 
of a subject. TI1ese thoughts and emotions are some
what unple,,sant, but not intense enough to cause a 
concrete effect (such as fear) in most characters. ln the 
case o f a spellcaster preparing to cast a spell, however, 
the efft'CI is intense enough to disrupt the casting. Any 
spell being readied when the d iscipline takes effect is 
lost_ and the subject is unable tocastanntherspell while 
the d iscipline is maintained . The subject must make a 
willpower saving throw to resis t the effl>et. 

TI1is d iscipline requires a low but s ignificant level of 
concentration from the telepath. He can move or take 
any physical action, including melee combat, but he is 
unable to use another discipline while maintaining 
Dis tract. TI1e discipline terminates if the telepath is 
wounded, rendered unconscious, or killed. It also ter
minates as soon as the telepath has insufficient MPs 
remaining to mainta in the d iscipline. 

TI1e subject must make a save against his fNT on 3Dn 
to recognize that the confusing thoughts come from an 
o utside source. Even on a successful roll, the subject will 
not know the source of the distraction, however. 

Extrasensory Scan 

Skill Level: 1 
Rilnge: 10 yards/level 
Duration: Sustained 
Area of Effect: Special 

MP Cost: 2 per IOUl\d 
1TC: 1 segment 
Stnring Tltrow: None 

Extrasensory Scan a llows the telepath to search a 
region d irectly in front o f him for the mental emissions 
characteristic of I ife. The disci pljne gives the telepath no 
information on what the Jiving creature is, or what its 
desiresoremotionsare; these must be determined with 
subsequent d isciplines. Neither does it te ll the telepath 
exactly where the creature(s) may be, or their number. 

The effect forms a cone originating from the telepath, 
and extends away in the directionhe'sfacing. TIUscone 
expandsS yards laterally for each 10 yards of its length. 
(Thus, the Extrasensory Scan of a Ski1112 telepath will 
be 120 yards long and 60 yards wide at its greatest 
spread .) The d iscipline g ives the telepath no indication 
o f where w ithin the scan volume the detected mind(s) 
may be, either in terms of distance or direction. The 

cone will move with the telepath, so he can narrow 
down the possible locations by scanning around with 
the cone. 

Mental emissions can be blocked by intervening 
substances. The amount required depends on the ma
terial, as follows: 

jfatenal Tl11ckness to Block Emm1on5 

Wood 
.Stone 

Light metal (r.g,. copptr) 

Heavy metal (e.g .. kU, gold) 

2-feef 
6.indJes 

1:-
- lfl.iida 

Thus, a telepath could detect a creature on the other 
side of a 4"-thick stone wall, but not if the wall was lined 
with 1/ 2" of lead. 

Undead and non-intelligent creatures like puddings 
have no mental processes in the normal sense, and so 
cannot be detected with thjs discipline. The GM mjght 
also decide that the mental processes of certain extra
planarcreaturesare soa)jen as to preclude detection also. 

This discipline takes a reasonable level of concentra
tion from the telepath. He can move or take any simple 
physical action, but is unable to enter melee, run, climb, 
or use another discipline while maintaining Extrasen
sory Scan. The discipline terminates if the telepath is 
wounded, rendered unconscious, or kjlled. It also ter
minates as soon as the tclepath has insufficient MPs 
rema.inmg to maintain the discipline. 

Hide Emotion 

Skill Lewl: 1 
Rtmgr. Touch 
lhmftimr:·SusWned 
M4 ofEI/f¢ lndividul 

Thisdisciplineallowsthe telepathtoscreenasubject's 
emotions from readings by the discipline Emotion 
Read and by the wizard spe.U ESP. While trus discipline 
is maintained, these effects will provide the caster with 
no useful information about the subject. ln the case of 
Emotion Read, the other telepath will receive a com
plete blank, indicating to him that Hide Emotion is in 
use. ln the case of ESP, the caster will know that there's 
an intelligent mind within range of the spell, but can get 
no reading as to the subject's motives or emotions. 

In addition, Hide Emotion gives the subject a +3 
bonus to saving throws against the following disci
plines and spells: 



Spook 

Taunt 

irritation 
Know Alignment 

Scare 
Emotion 

Fear 

Phantasmal Killer 

The tclcpath can usc this discipline on himself. The 
telepath w i II sense when any of the spells or disciplines 
discussed above are being attempted on him, although 
he won't au tom a tic ally know the source. Subjects other 
than the telepath won't sense the attempted use of these 
spells o r disciplines. 

This discipline requires a low but significant level of 
concentration from the telepath. He can move or take 
any physical action, including melee combat, but he is 
unable to use another discipline while maintaining 
Hide Emotion. The discipline terminates if th.e telepath 
is wounded, rendered unconscious, or killed. It also 
terminates as soon as the telepath has insufficient MPs 
remaining to maintain thedisciplineforanotherround. 

Spook 

SkiU level: 1 
Rtmgt: 30 yards/level 
lJJmrtion: Spedal 
An!« of Effod: Individual 

MPCost:S 

Tl'C:l~ 
Slrubtg 1Jirow:·Nes-

This discipline is similar to the wizard spell of the 
same name. By playing on his subconscious fears, this 
discipline persuades the subject that the te lepath is 
someone dangerous. To use Spook, the telepath must be 
able to communicate verbally with the subject (that is, 
they mus t share a common language, and the subject 
must be able to hear the telepath). While expending the 
necessary MPs, the telepath talks to the subject. Exactly 
what he says is unimportant, as long as the emotional 
content of the speech is threa tening. The te lepath's 
mental influence intensifies the subject's hidden fears 
until the subject is forced to move away from the telepath. 
This isn't headlong flight-it' sa controlled retreat, at the 
subject's normal walking rate-but it is directly away 
from the te lepath. 

The subject receives a w illpower saving throw when 
the discipline is initially established, and another at the 
beginning of each subsequent round that he remains 
within the range of the discipline. As soon as the subject 
successfully saves, or w hen he moves out of range, the 
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effect of the discipline te rminates. ln addition to the 
modifiers for subject Skill Level, this saving throw is 
modified by -1 for each 3 Skill Levels of the telepath. 

The discipline terminates if the telepath is killed, 
knocked unconscious, or suffers more than 8 HTK of 
damage from a single attack. (This proves to the subject 
that the telepath isn ' t as daunting an opponent as he 
had come to think.) 

Suggest 

SIJDII.bl:1 
~20ymts 
-~1 }lr. ;~ot l\r.llevel 
-~of~ Individual 

MPCost:8 
TTC: 4 segments 
Strvbrg Throw: Neg. 

This discipline is similar to the wizard spell Sugges
tion in that the telepath influences the actions of the 
subject by uttering a short sentence or two describing a 
course of action desired by the telepath. Obvious! y, the 
subject must be able to hear and understand tl1e 
telepath's statement. The statement must a lso be 
couched so as to sound at least partiaUy reasonable to 
the subject. Obviously and directly self-destructive sug
gestions are always ignored. While the telepath utters the 
suggestion, he focuses his mental energy to break down 
the subject's innate resistance and suspicions. 

The subject receives a willpower saving throw to 
resist the effect. lf the GM decides that the suggestion 
sounds particularly reasonable, then the save is made 
with an additional +1 or +2 penalty. 

Once the suggestion has been made and the mental 
manipulations performed, this discipline requires no 
further attention from the telepath. The discipline will 
remain in force until its duration expires, no matter 
what happens to the telepath in the meantime. 

Tongues 

MP Cost: 3 per round 
Tl'C:,t segment 
Strrn.rg'Dtow: None 

This discipline allows the telepath to communicate 
with a creature with whom he shares no common 
language. While this discipline is being maintained, 
both the telepath and the subject can speak their native 
languages, but each will understand the other. (The 
rationale is that this discipline allows the te lepath to 
monitor and subtly control the speech and language 
centers in the subject's brain. As the subject speaks, the 
telepath picks up the meaning o f the communication 



directly from the speech center; conversely, as the 
telepath speaks he projects his meaning directly into 
the subject's language center.) Neither participant gains 
any knowledge of the other's language. Eavesdroppers 
gain no benefit from this discipline; however, they can 
understand the conversation if they speak the appro
priate languages, of course. 

Thisdisciplinegivesthetelepathaccesstothesubject's 
brain, but only at a rudimentary level. The telepath can 
only "hear" the content that the subject is putting into 
speech; he can't read emotions, thoughts or memories, 
and can't automatically tell if the creature is lying. 
(Detect Lie will work in this situation, however.) The 
level of communication is similar to the kind of everyday 
conversation you hear on the streets. While it can 
handle commercial negotiations, requests for direc
tions, arguments and perhaps even jokes, it's normally 
incapable of conveying more complex subjects. If the 
telcpath wan to; to get into a closely-reasoned theologi
cal debate, expound on the subtleties of psionics, or 
discuss other, more complex subjects, he must expend 
6 MPs per round for as long as it takes to finish the more 
detailed intercourse. 

Tongues requires a high level of concentration from 
the telepath. He can walk slowly, but can't do anything 
more strenuous than that, and can't use another disci
pline while sustaining Tongues. In addition, the disci
pline terminates if the telepath suffers any damage. 
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Active Telepathy 

Skilll...lwl: 2 
Range: 30 yards 
Duration: Sustained 
Ana of Effect: fndividual 

MP Cost: S per round 
TI'C: 1 segment 
Savbtg Throw: Neg. 

This discipline is what most people imagine when 
they think about telepathy: direct mind-to-mind com
munkation between two people. It allows the telepath 
and the subject-or two or more subjects-to commu
nicate silently and instantly. Although the range limit 
to establish the discipline is 30 yards, once Telepathy is 
in effect, the range is unlimited assuming that the 
characters attempting to communicate have dear lines 
of sight to ead1 other. · 

Active Telepathy can't be used to read the thoughts, 
memory, or emotions of another; it's simply a way of 
establishing quick and silent communication. One par
ticipant can only "hear" the thoughts that another 
participant actively "sends" to him. (The rationale is 
that Active Telepathy gives the participants mental 

access to each other's speech centers. Thus, one partici
pant can hear only those thoughts that the other "si
lently speaks." There are other disciplines that allow 
the telepath to read thethoughtsof a subjectwithoutthe 
subject's cooperation, but these are more costly, and 
only one-directional.) 

Directmind-to-mindcommunionisapproximately4 
times faster than verbal communication. TheGMshouJd 
keep this in mind when determining how long a com
plex dialogue takes. 

The MP cost listed is to establish Telepathy between 
the telepath and a single subject. The telepath can set up 
a three-way-or more complex-link by spending an 
additional 5 MPs per round for each additional person 
included in the linkage. The telepath must always be 
part of the link-up. Every member of the linkage can 
heareverything"sent" byeveryotherparticipant. Thus, 
it's impossible to "target" a communication to only one 
participant, unheard by other participants. (Therefore, 
it's impossible to "tap" into a telepathic link between 
other characters.) 

The telepathcansetupas many separate "circuits" as 
he likes, subject to MP costconsidera tions. For exan1 pie, 
jubal the telepath can set up one circuit with Aria (at a 
cost of 5 MPs per round) and another drcui t with Davitt 
(an additional 5 rvfPs per round). jubal can then send a 
particular message to either Aria or Davitt, without the 
other overhearing. (He can also send a message to both 
if he wishes.) Aria can hear nothing sent by Davitt, or 
vice versa. 

The discipline description says that subjects are al
lowed a saving throw. This is to reflect the situation 
wherethetelepathwantstoformalinkwithanunwilling 
subject, so he can threaten or taunt him silently and 
directly. (This can be particularly effective, since the 
subjectcan't"blockhisears" to a telepathic message.) In 
such a case, the subject receives a willpower saving 
throw to resist the communication. lf the subject suc
cessfully saves, the telepath expends 5 MPs, but no 
linkageisestablished. Willingsubjectscan freelywaive 
this saving throw. 

Maintaining this discipline requires no significant 
concentration by the telepath. The telepath and other 
participants are free to take any action, or use any other 
discipline (subject to MP considerations, of coun;e). The 
linkage is not affected if the telepath or any participant 
suffers a wound. However, the discipline immediately 
terminates if the telepath is rendered unconscious or 
killed, or if he has insufficient MPs remaining to main
tain the discipline. 

A multi-person link is normally an aU-or-nothing 
affair, and the telepath can't terminate only one "arm" 
of such a linkage to save MPs. For example, take a single 
three-way linkage between Jubal, Davitt, and Aria, 



which costs 10 MPs per round to maintain. Jubal the 
telepath can't drop Aria out ofthecircuitwhile keeping 
contact with Davitt. He would have to drop the whole 
circuit, and re-establish a link with Davitt alone .. . 
which would require Davitt to be within the 30 yard 
range to establish the discipline. The only exception is 
when one of the subjects in a multi-person link-not the 
telepath who established the link-is rendered uncon
scious or killed. That "ann" of the linkage immediately 
terminates, and the telepath ceases to pay MPs to 
maintain it. The other "arms" of the linkage are unaf
fected, however. (Thus, in the three-cornered example 
above, Aria is knocked unconscious; J ubal 's connection 
with Davitt is unaffected, and the cost to maintain the 
Linkage drops from 10 to 5 MPs per round.) 

Chameleon 

This discipline allows the telepath to mentally moni
tor how his behavior and speech is affecting another, 
and modify his approach to make the subject more 
comfortable ... and more gullible. (fhc discipline name 
comes from the concept of being a "social chame
leon"-modifying one's persona to better fit the ex
pectations and preferences of another.) For example, a 
telepath is trying to "sweet-talk" a bartender into giv
ing her some information that the bartender is unwill
ing to furnish. Through the Chameleon discipline, the 
telepath recognizes that her initial approach was too 
submissive and fawning: the bartender doesn't Like 
subservient people. She toughens her manner, but now 
she senses that she has gone too far to the other extreme, 
and that she's rubbing the bartender the wrong way. 
She backs off a little, becoming less aggressive but 
maintaining a veneer of healthy self-confidence. That's 
exactly the manner that the bartender Likes to deal with, 
so she maintains that persona throughout her dealings 
with him. 

In game terms, Chameleon increases the telepath's 
APL by 4 points for as long as he maintains the disci
pline, but only with respect to 1 person-the subject. 
The maximum effective APL that can be generated 
through this discipline is 18. 

The subject receives a willpower saving throw to 
resist this effect. This save is modified by the factors 
listed in the following table. Multiple modifiers are 
cumulative. 
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Sabject is ,..,tdous of telepath 

Desired course of action• ia: 
•r-qidtaltoSIIbjtd 
• natrtal to subject 
• potmilllly htmlf/ul to sttbjtd 
• potimWly tludly to subject 

0 

+1 

+1 

-1 
0 

+1 
+4 

• This reftrs to the course of action which the telepath wishes to 
persuade the subject to take. 

For example, Jubal the telepath wants to persuade a 
half-elven clerk to let him in to speak with the mayor, 
and decides to use Chameleon to give him an edge. As 
a civil servant paper-pusher, the clerk is at best neutral 
towards Jubal ( -3 modjfier to saving throw); as a half
elf, he views the human Jubal with tolerance ( + l); he 
would probably be somewhat suspicious of any dusty 
adventurer who is wanting to see the mayor ( + 1); and 
finally, the desired course of action-letting JubaJ in
has the potential of getting the clerk in trouble with his 
boss, which would be a harmful outcome (+1). The 
clerk makes his willpower saving throw with a total 
modilier of 0. 

If the subject successfulJy saves against the discipline, 
he realizes that the telepath is trying to manipulate him, 
or is mocking him. Throughout the encounter, the 
telepath's APL is lowered by 1 D4 points. (The telepath 
has no direct way of knowing whether the Chameleon 
discipline is working or not, although he might be able 
to guess it from the subject's reactions.) 

Confllse 

This discipline is similar in effect to the priest spell 
Confusion. The telepath actively disrupts the subject's 



mental processes, making it impossible for him to 
concentrate on any subject for more than a moment at 
a time. While under the influence of Confusion, the 
subject cannot cast spells or use psionic disciplines. In 
addition, it creates indecision and the inability to take 
effective action. Confused subjects react as follows (roll 
1Dl0): 

1 "Wander away (unless preventedHor 
duration·of discipline. 

2-7 Stand confused for 1 round ( and then 
roll again). · 

8-9 Attack nearest creature for 1 round 
(then roll ~gain). • ·· 

10 Act normally·for lroiutd (then·roll again). 

Subjects who roll the "attack nearest creature" result 
will preferentially use natural or body weaponry; only 
if they have no effective natural weaponry will they use 
manufactured weapons. Note that magic use-or the 
use of innate abilities that mimic magic-is impossible. 

The MP cost refers to use of this discipline against a 
single subject. If multiple subjects are within 15 yards of 
each other, and a ll are within range, the cost is 8 MPs per 
subject per round that the discipline is maintained. If a 
subject wanders out of the 15-yard radius, the cost for 
maintaining the discipline's effect on that subject in
creases to 14 MPs per round. 

The telepath must maintain a moderate level of 
concentration on this discipline to sustain it. While he 
can perform any simple physical action, he cannot use 
any other discipline. Being wounded, killed, or knocked 
unconscious terminates the discipline immediately. 
The discipline also terminates if the telepath' s MP total 
reaches 0. The telepath can terminate the discipline at 
any time. 

Subjects receive a willpower saving throw to resist 
the effects of this discipline. 

Detect Motive 

· Skill 'Let1elr2 
Range: s·yards:ll.evel. 

' ' ·Duration: lnstari~eOus· ~ 

Area of ~.ffeCtrmillViduar 

This discipline allows the telepath to perform an 
"instantaneous reading" of a single subject's central 
motivation or desire. It can be used on any subject with 

an fNT attribute of 1 or better. In the case of a subject 
with animal intelligence, the motivation will be simple 
and straightforward: fear, hunger, territorial im pera
tive, e tc. If the subject has an intelligence level closer to 
human, the telepath will receive a sense of the subject's 
central motivation-the desire or objective that is near
est to the core of his behavior. 

This reading is neither particularly deep nor subtle 
and can't pick out layered motivations, or intricate 
details. For example, it might tell the telepath that the 
subject is lying because he wants the telepath to go away 
. .. but it won't tell exactly why the subject wants the 
telepath to leave. Alternatively, it might tell the telepath 
that the subject's friendly behavior covers an undercur
rent of suspicion. It won't tell exactly what the subject is 
suspicious about ... and it certainly won't reveal that the 
subject has a hair-trigger temper, until that temper has 
been set off. Thus, Detect Motive will warn the telepath 
that someone represents a potential ally or possible 
enemy, but won't open the subject's mind like a book for 
the telepath to read. Detect Motive doesn't reveal 
thoughts, nor does it expose the subject's current emo
tions. (Thus, the discipline might reveal that the subject 
is trying to threaten the telepath, but not the fact that the 
threat covers a deep fear on the part of the subject.) 

Note that this is an instantaneous reading; thus it 
reveals the motive that is the strongest at the instant the 
discipline is used. While this will usually be at least 
related to the subject's core motivation, it might not 
always be so. (The subject might be distracted for a 
moment, or letting his mind wander onto other subjects. 

The subject receives a willpower saving throw to 
resist thisdiscipline.lfhesavessuccessfully, the telepath 
receives no reading at all (he expends the MPs as 
normal, of course). If the subject's roll exceeds the 
necessary figure by 6 or more, however, the telepath 
perceives a motivediametricall y opposite to the subject's 
true motive. 

Emotion Read 

Skill Level: 2 
Range: 5 yards/level 
Duration: Instantaneous 
.ATea of Effect: Individual 

' 

MPCost:lO 
ITC: 2 segments 
Saving Throw: Neg. 

Similar to Detect Motive, Emotion Read allows the 
telepath to perform an "instantaneous reading" of a 
single subject's emotional state. It can be used on any 
subject with an INT ofl or better. This reading is neither 
particularly deep nor subtle, and can't pick out layered 
emotions, or intricate details. For example, it might tell 
the telepath that the subject is deathly afraid . .. but it 



won't tell exacty what the subject is afraid of, or why. 
Alternatively, it might reveal that the subject is tragically 
sad, but not the cause of the despair. 

Emotion Read doesn 't reveal thoughts, nor does it 
expose the subject's motivation. (Thus, the discipline 
might reveal that the subject is coldly unemotional at the 
moment, but not the fact that the subject is contemplating 
the cold-blooded murder ofthe telepath.) 

Note that this is an instantaneous reading; thus it re
veals the motion that is the strongest at the instant the dis
cipline is used. While this will usually be at least related 
to the subject's continuing emotional "set", it might not 
always be so. (The subject might be distracted for a 
moment, or remembering and responding to past events.) 

The subject receives a willpower saving throw to 
resist this discipline. If he saves successfully, the tete
path received no reading at all (he expends the MPs as 
normal, of course). If the subject's roll exceeds the nec
essary figure by 6 or more, however, the telepath per
ceives an emotion diametrically opposite to the subject's 
true emotion. 

False Emotion 

~SkilU:nel: 2. 
Range: Touch 
~l'hirtiffbn: Sustained 
~atea 'of Effect: Indtvidual 
""'-

,MP Cost: 7 per roundt 
ITC:lro\md 
Stivihg ThroW: Neg. 

-
Thisdisciplineallowsthetelepathtoshieldasubject's 

true emotions from magical and psionic examination. 
Thus, it can counter the discipline Emotion Read and 
the wizard spell ESP. While this discipline is main
tained, any psionicist or wizard using one of these 
effects will sense the emotion desired by the telepath. 
(While establishing the discipline, the telepath must 
concentrate on exactly what kind of False Emotion he 
wants portrayed.) 

In addition, False Emotion gives the subject a +3 
bonus to saving throws against the following disci
plines and spells: 

-Spook 

Detect Motive 

l<now Alignment 

Emotion Write 

Spook 
Taunt 

Irritation 
Know Alignment 

Scare 
Emotion 

Fear 
Phantasmal Killer 

The telepath can use 
this discipline on him
self. The telepath will 
sense when any of the 
spells or disciplines dis
cussed previously are 
being attempted on him, 
a lthough he won't auto
matically know the 
source. Subjects other 
than the telepath won't 
sense the attempted use 
of these spells or disciplines. 

This discipline requires a low but significant level of 
concentration from the telepath. He can move or take 
any physical action, including melee combat, but he is 
unable to use another discipline while maintaining 
Hide Emotion. The discipline terminates if the telepath 
is wounded, rendered unconscious, or killed. It also 
terminates as soon as the telepath has insufficient MPs 
remaining to maintain the discipline. 

Anyone trying to use Emotion Read or ESP on the 
subject must make a willpower saving throw, modified 
by a +2 penalty for each 5 Skill Levels (or portion 
thereof) possessed by the telepath who established the 
discipline. If he fails the saving throw, the character 
reads the false emotion; if he succeeds, he reads the 
subject's true emotion. 



Fear 

SJdll Lewl: 2 
RA1F & yud&llml 
DlmJiiDir: 1 roandllevel 
AiM li/F/fod: lndiYldUil 

MPeo.t:17 
Tro:.2'aesmmf8 
saisg71ww: Neg. 

This discipline lets the telepath generate a strong and 
unnatural fear in the mind of the subject. As with the 
discipline Spook, the telepath must be able to commu
nicate verbally with the subject (that is, they must share 
a common language, and the subject must be able to 
hear the telepath). While expending the necessary MPs, 
the telepath talks to the subject. Exactly what he says is 
unimportant, as long as the emotional content of the 
speech is threatening. The telepath's mental influence 
intensifies the subject's hidden fears until the subject 
turns and flees directly away from the telepath, at his 
maximum rate of speed. This flight continues for the 
duration of the discipline, or until the discipline is 
terminated for other reasons. (Note that the range refers 
to the maximum distance that the discipline can be 
established. An affected subject continues to flee until 
the discipline terminates, regardless of his distance 
from the telepath .) 

As with the wizard spell of the same name, there's a 
chance that the subject will drop anything he is holding 
when afflicted by Fear. The base chance is 70% at Skill 
1 (or 1 HTK die). Each Skill Level (or HTK die) above 1 
decreases this probability by 5%. 

The subject receives a willpower saving throw when 
the discipline is initially established. In addition to the 
normal modifiers for subject Skill Level, this saving 
throw is further modified by a + 1 pen a I ty for each 3 Skill 
Levels of the telepath. 

The discipline tcnnin<~tcs if the tclcpath is killed, 
knocked unconscious, or suffers more than 8 HTK of 
damage from a single attack. (This proves to the subject 
that the telepath isn't as daunting an opponent as he 
had come to think.) 

Feeblemind 

This discipline .is similar to the wizard spell of the 
same name in that it causes a subject's intellect to 
degenerate to the level of a moronic child (and INT of 
about 3). Feeblemind is particularly effective against 

PSIQNICS 

wizard or psionicist subjects, causing them to get the 
following modifiers added to their willpower saving 
throws to resist the discipline's effects: 

I Modifier I 
+4 

t3 
-1 

These modifiers also apply to creatures with innate 
magic use. lf their natural abilities mimic wizard-style 
spells, they suffer a +4 penalty to theirwillpowersaving 
throws; if they mimic clerical magic, they will receive a 
-1 bonus. 
_ Feeblemind immediately strips spell-casting sub
jects of any spells that they have memorized, and 
prevents them from learning any more while the disci
pline is in effect. It strips psionicists of all remaining 
MPs, making it impossible for them to used isciplines or 
regain MPs while the discipline is in effect. 

This discipline requires a low but significant level of 
concentration from the telepath. He can move or take 
any physical action, including melee combat, but he is 
unable t? use another discipline while maintaining 
Feehlemmd. The discipline terminates if the telepath is 
wounded, rendered unconscious, or killed . It also ter
minates as soon as the telepath has insufficient MPs 
remaining to maintain the discipline. 

Feeblemind can also be used as an instantaneous 
effect, more directly analogous to the wizard spell. For a 
one-time cost of 50 MPs, the telepath can make the effect 
permanent . .. at least, until a Heal or Wish spell-<>r 
equally powerful effect- is used to reverse it. In its 
instantaneous form, Feeblemind maintains its effects 
regardless of the actions or fate of the telepath. 

Know Alignment 

Sldll.Lewl:2 
Ragr.S~el 
DilnatiotJ::Jastantaneous 
Afta ·ofEffoct: Individual 

MPCost:U 
1TCr2 segments 
Stn1ing 'Ifmnv: Neg. 

~is discipline allows the telepath to probe the 
subject's thoughts for clues to his moral and ethical 
belief system-in other words, his alignment. When 
using this discipline, the telepath must decide whid1 
axis of alignment he'll probe: Lawful-Chaotic or Good
Evil. To probe both simultaneously costs 20 MPs and 
takes 3 segments. 



TI1e psionic version of Know Alignment will work 
only on Living creatures. The subject receives a will
power saving throw to resist the discipline. If the sub
ject successfully saves, the telepath receives no 
information. Lf, however, the subject rolls a natural 20 
on the saving throw, the telepath "reads" an alignment 
103 "steps" away from the subject's true alignment. 
(For example, Jubal the telepath is trying to learn the 
alignment of Dyson, who is true Neutral. Dyson rolls 
his saving throw, and gets a natural 20. The GM rolls 
103, and gets 2. Jubal gets an impression of an align
ment from Dyson .. . but it's tota lly wrong. He senses 
either C. Evil or L. Good (GM's choice), both of which 
are two alignm ent "steps" away from true Neutral.) 

Mind Read 

SlciU Ltwl: 2 MP Cost: 20 per l'OUDd 
RMF s yards/level rm 3sepae•" 
DrmltUm: Sustained SllUiag Tirrow: Neg. 
Ami ofF/fret: Individual 

This discipline lets the telepath "listen in" on the 
surface thoughts of a subject. Mind Read is a case of 
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simple "mental eavesdropping;" the telepath can't 
communicate thoughts to the subject. Mind Read is 
neither particu1a rly sensitive nor pa rticu Ia rly deep. Tht• 
te lepath will sense surface thoughts, but not hidden 
motivations or memories. As an analogy. the telepath 
would receive about the same level of information as he 
would from hearing the subject talk to himself. 

Obviously, the details-and the usefulness-of the 
thoughts "overheard" w ill depend on the intelligence 
of the subject. While a telepath cou.ld read the thoughts 
of an animal, he'd probably receive only a confused 
"mental mumble" of emotions and barely-formed 
thoughts. "Listening in" to the mind of a highly intelli
gent wizard, however, would be much more Uluminat
ing; the telepath might be amazed by the crystal clarity 
and deep insight of the wiza.rd 's mental processes. 

The subject receives a willpower saving throw to 
resist the effects of this discipline. A successful save 
means that the telepath receives no reading; 20 MPs are 
expended anyway, of course. lf the subject exceeds his 
necessary saving throw by 5 or more, he senses that 
someone is trying to enter his mind. He won't automa ti
cally know who or how, of course. 

In addition to the saving throw, this discipline has a 
failure rate based on how well thesomniomancer knows 



the subject. Reier to the following table: 

Vety well known (/rlettll, etcJ 5% 

Fairly well kndwit (~)· 15% 

Casual amtad 30% 

Metonce 45% 

N~er met, but othmviie ·familia' 
(nmuns, de.) 60% 

This chance of failure is decreased by l 'Yo per Skill 
Level of the somniomancer. Possession of a psychically 
bound object' decreaSi.'S the chance of failure by 25"/o. 

1 A "p~ydrically bo1111d o/1jr•ct " is somt• obj~rl wit/1 a close "psychic 
bo11d" to tile JJTOSpt•clin· sllbjt•cl. Til is object cm1 bt• t'illu•r a part of tile 
Sllbjrct'~ body-a lock oflmirrtr 1111il paring .for ~XIIIIIJII~-ar 011 object 
llmt l/rr S ll/ljt'cl/111~ lind clo::w to IIi,; l>o<'iy ft~r 11 prolonged period for time. 
A du:risllt'd rmg. :>t:nrf. ,•/c. .for exnm[•le. 

Pain Ease 

Slcill Leoti: 2 
Rangt: Touch 
Duttltion: Sustained 
Am~ of Effect: lndivid.W 

-
MP Cost: 8 per round 
TfC: 3 septent& 

Smnng 'l'lrtow: None-

This discipline allows the telepath to partially block 
the neural pathways that carry the sensation of pain to 
the brain. While this d iscipline is in effect, the subject 
can feel the sensation of touch normally, and will 
receive menta I "cues" that an action or event has caused 
physical damage, but won' t feel intense pain as such, or 
suffer its debilitating effects. 

In game terms, this a fft.>cts a wounded character in the 
same way as the discipline Dispel Exhaustion: it has the 
effect of temporarily restoring 25o;., of any HTK that the 
subject has lost as a result o f combat (round fractions 
up). The ra tionale is that lost HTK- particularly in 
characters w ith higher Skill Levels-represent pain 
more than they do physical damage. When the 
discipline's d uration expires, aU regained HTKare lost. 

Only one Pain Ease can be in effect on a single 
character a t any time, although there is no restriction 
using another one, once the fi rst has terminated. 

While this discipline is in effect, the subject suffers 
on I y 75% of damage he incurs (round fractions down in 
this case). TheGM must keep trackofthe"extra" points, 
because when the discipline terminates, the subject 
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suffers all of those additional HTK as if he suffered 
another wound . In addition, the sudden onset of the 
eased pain is such a physical shock that the subject must 
make a save vs. System Shock or fall unconscious for 
103 rounds. 

The telepath can use this discipline on himself. Main
taining this discipline requires only a minimal level of 
concentra tion by the telepath. He can take any physical 
action, even enter combat, and use any other disci
plines. Wounding the telepath won't terminate the 
d iscipline. Pain Ease terminates immediately if the 
telepath is killed or rendered unconscious, or if he has 
insufficient MPs remaining to maintain the discipline. 

Remove Fear 

r . 
Skill Lewl: 2 
Range: 5 yardalleftl 
Dtmlfum: ID8tantaDeOus 

'Ant~ of Fifo¢ IDdividUl 

MPCost:S 
ITC:4~ 
Stivihg llmrW: None: 

This discipline allows the telepath to counter the 
effects of magical or psionic Fear (this indudes such 
spells/ d isciplines as Spook and Scare). In effect, the 
telepath enters the subject's mind, calming and smooth
ing away the unnatural thoughts that cause the fear. 

In game terms, Remove Fea.r a llows the subject an
other saving throw against magical or psionic Fear, this 
time with a +4 bonus to the die roll. If the saving throw 
succeeds, the effects o f the Fear terminate immediately. 
In addition, the discipline p rovides ongoing resistance 
to Fear and Fear-Like effects for one tum after its use. 
During this ti.me, a ll saving throws against Fear are 
made with the same +4 bonus. 

The telepath can use this discipline on himself, but 
only ifhe's notcurrently undertheeffectsofFear. (That 
is, he can benefit by the secondary effect of the disci
pline, but not the primary.) 

I I I I II II I I I I II II I I II I I I Skill 3 I I I II I I I II I II I I I I I I I II I 

Animal Communicatio11 

Slcill, Ltwl: 3 
.Ragf: Syanl!l/level 

MP Cost: 12 per roaDd. 
1TC:lround 

DunJtUm; s.ta1ned .Smmtg l7mno: Neg. 
AIM ofE/foct: Individual 

This discipline allows the telepath to set up direct 
mental communication with any single non-monstrous 
animal The effect is similar to Active Telepathy in that 



neither participant can read the deep thoughts, emo
tions, or memory oi the other: all that comes across the 
Link is what U1e partidpant wants to communicate. 
(Thus, whi le it's possible ior the telepath to send a 
message to a mouse, it's very unlikely that he' ll get 
anything worthwhile back.) 

Animal Communication doesn' tautomaticaiJy make 
the subject animal-friendly towards the telepath, al
though creatures near the higher end of the animal 
intelligence range-dogs, cats, Lions, etc., although not 
rats or snakes-would probably put off attacking the 
telepath Lmtil they've figured out what this "voice in 
their head" is all about. TI1e GM should remember that 
anycommw1ication that the telepath receives will match 
the mentality nnd interests of the creature, and thatthe 
creature's motives and priorities will certainJy be very 
different from the telepath 's. As with the priest speU 
Speak With Animals, responses from basically wary 
and cunning creatures will usually be terse or evasive, 
while the less inte iJigent creatures will probably just 
make inane comments about the things that interest 
them. (For cxnmple, a rabbit will be much more inter
este:•d in asking the telepath where i lean find some nice, 
succulent lettuce than in explaining where it saw an 
encampment of orcs.) 

Direct mind-to-mind communion is approximately4 
times faster than verbal communication. TheGM should 

kl.--ep this in mind when deter
mining how long a complex dia
logue takes. 
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munication between the telepath and a single subject 
animal. The telepath can set up a three-way-or more 
complex-link by spending an additional 5 MPs per 
round for each adctitional animal included in the link
age. The telepath must always be part of the link-up. 
(This could be used to set up a "meaningful dialogue" 
between a lion and a lamb, for example.) Every member 
of the Linkage can hear everything "sent" by every other 
participant. Thus, it's impossible to "target" a commu
nication to only one participant, unheard by other 
participants. (It's impossible to "tap" into a telepathic 
Link between other characters.) The telepath can set up as 
many separate "circuits" as he likes, subject to MP cost 
considerations. 

The subject animal receives a willpower saving throw 
to resist this discipline. 

Maintaining this discipline requires no significant 
concentration by the telepath. The telepath and other 
partidpants are free to take any action, or use any other 
discipline (subject to MP considerations, of course). The 
linkage is not affected if the telepath or any of the 
participants suffer a wound. The discipline immedi
ately terminate if the telepath is rendered unconscious 
or killed, or if he has insufficient MPs remaining to 
maintain the discipline. 

A multi-creature link is normally an aU-or-nothing 
affair, and the telepath can't terminate only one "am1" 
of such a lin.kagt> to save MPs. The only exception is 

when one of the subjects in a multi-crea
ture link-not the telepath who es

tablished the link-As with Active Telepathy, 

the MP cost listed is to _c:;;~ij~~~6~~3J 
establi sh com- ,~;;s~Jt.·rii:~~ 

... .....,.. 
' . .I .,, .. ---~~-



W1conscious or killed. That "arm" of the linkage imme
diately terminates, and the telepath ceases to pay MPs 
to maintain it. The other "arms" of the linkage are 
unaJfected, however. 

Automatotr 

Skill Uwl: 3 MP·Cosf: 211* ~ 
Rlmv-10 yaidsllewl 1TC: 1 round 
Drmltion: Sustained Smmrg lfmJw: Neg. 
Ana of Elfra: Individual 

This discipline ~ets the te lepath temporarily takeover 
and control the motor centers of a subject. By concen
trating, the te lepath can move the subject's limbs and 
cause him to perform simple physical actions. 

The key word here is" sim pie." It's strictly impossible 
to force a subject to perform delicate actions such as 
picking a lock or picking a pocket. Movement is pos
sible, up to 75% of the subject's maximum movement. 
It's also possible to force a subject to attack someone, 
either through melee or ranged combat, butthesubject's 
"to hit" roll suffers a -4 penalty to represent the clumsi
ness of using another's body. The subject cannot be 
forced to use magic. 

It's also impossible to force the subject to speak-the 
physical motions are too intricate for remote control
but it is possible to prevent the subject from speaking. 
If the te lepath so wills, the most that the subject can do 
is utter inarticulate mumbles and wails. 

Automatongivesthetelepathnoaccesstothesubject's 
thoughts, memory, o r sensory apparatus. Thus, the 
te lepathcan'tsee through thesubject'seyes. To control 
the subject, the telepath must be within the range of the 
discipline and must be able to see the subject. Breaking 
either of these conditions causes the discipline to termi
nate immediately. 

This discipline requires a high level of concentration 
by the telepath. While maintaining this discipline, he 
cannot move or take any physical action, and cannot 
use another psionic discipline. If he is woW1ded, ren
dered W1conscious, or killed, the discipline immedi
ately terminates. 

Note that Automaton gives the telepath control over 
the subject's body, not his mind. If the subject is also a 
psionicist, he can use psionic disciplines .. :but only by 
expending the extra MPs to use them without a focus
ing ritual (seeChapter1). This can lead to the interesting 
situation where a telepath is causing the subject to walk 
towards the edge of the cliff, while the subject is wildly 
belaboring the telepath with his own psionic disci
plines, trying madly to distract the telepath before 
something dreadful happens. 
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Confoutrd 

sldii teWJ: 3 
.Rage:O 
~SultaiMd . -
;A.u'tJfEiftd:i~ 

MP Cost: 15 per round 
TI'C: 2 segments 
Siwi11J Throw: Neg. 

ConfoW1d allows the telepath to hide his true thoughts 
from magic such as ESP and disciplines such as Mind 
Read. Instead of the telepath 's true thoughts, the reader 
receives a pattern of thoughts that the te lepath has 
created as a screen. When initially establishing the 
discipline, the telepath must concentrate on the false 
thoughts that he wants to erect. These thoughts can be 
as dilierent from his true thoughts as he wishes. (For 
example, a telepath who is planning to infiltrate a group 
and destroy it from within might e rect false thoughts 
which portray him as a true believer, loyal to the 
purposes of that group.) 

Anyone trying to read the thoughts of someone 
protected byConfoW1d must make a willpower saving 
throw . A successful save means tha t the reader senses 
the telepath's true tho ughts, not the false ones. The 
reader a lso recognizes that the telepath is making an 
effort to shield those thoughts. The te lepath can' t tell
except from the reader ' ssubsequent behavior-whether 
or not the reader has penetrated the discipline. This 
willpower saving throw is modified according to the 
Skill Level of the telepath using Confound. For each 3 
Skill Levels possessed by the telepath, the willpower 
saving throw suffers a+ 1 modifie r. (This is in addition 
to the normal willpower saving throw modifiers.) 

Maintaining this discipline requires only a minimal 
level of concentration by the telepa th. He can take any 
physical action, even enter combat, and use any other 
disciplines. WoW1ding thetelepath won' tterminatethe 
discipline. ConfoW1d terminates immediately if the 
telepath is killed or rendered W1conscious, or if he has 
insufficient MPs remaining to maintain the discipline 
for another roW1d. 

At lower Skill Levels, the telepath can use this disci
pline only on himseU. When he achieves Skillll, how
ever, he can use it on another, as long as the subject is 
willing. This use of the discipline requires that the 
telepath touch the subject. Once the discipline is estab
lished, there is no range Limit, as long as the telepath can 
see the subject. Someone trying to read the thoughts of 
the subject receives a willpower saving throw to pen
etrate the eJfects of the discipline. This save is modified 
by+ 1 for each 4 Skill Levels possessed by the telepath. 
The discipline terminates normally if the telepath is 
killed, rendered W1Conscious, or if he has insufficient 
MPs remaining to maintain the discipline. 



Cotttrol 

MP Cost: 30 per round 
ITC: lround 

Dunztion: Sustained S4Ving T1rrow: Neg. 
Ana of Effrct: Individual 

This is a significantly more powerful version of the 
discipline Automaton. Using Control, the telepa th gains 
more subtlecontrol over the subject's actions. The modi
fier for the subject's ' to hit' rolls, if he's fo rced into 
combat, decreases to -2. The subject can be forced to 
perform significantly more delicate actions, including 
such things as picking a lock or a pocket. All such 
delicateactionssuffera -1.5% penalty, however, to reflect 
the " remote control" na ture of the discipline. The sub
ject can be forced to speak, although the telepath isn ' t 
able to inject a full range o f emotions into the subject's 
voice (everything said by the controlled subject is more 
or less in a mono tone). The subject cannot cast spells, 
and cannot use ps ionic disciplines-whether on his 
own beha If or at the command oft he controlling tel epa th. 

As with Automaton, Control gives the telepath no 
access to the subject's thoughts, memory, or sensory 
apparatus. Thus, the telepath can't see through the 
subject's eyes. To control the subject, the te lepath must 
be wiU1in the range of the discipline and must bt-ahle to 
see thesubjl'Ct. Breaking ei the rof thesecond itionscauses 
the d iscipline to te rmina te immedia tely. 

This discipline requires a high level of concentration by 
the telepath. While mainta ining this discipline, he can' t 
move or take an y physical action, and can't use another 
psionic d iscipline. If he is wounded, rendered uncon
scious, or killed, the discipline immediately terminates. 

The subject receives a normal will power saving throw 
to resist this discipline, but the save is made a t a + 1 
pena lty in addition to an y other modifiers that apply. 

Detect lttvisible Creatures 

Skilllnel: 3 
Rtmge: 10 yarclsllevel 
Drm1titnr: Sustdned 

, Ami ofl'/ftt:t: Sped.al 

MP Cost: l5 per round 
11(': 3 septents 
Stmilrg TltnnD: Neg. 

Detect Invisible CreaturesaUows thetelepath to search 
a region directly in front of him for the mental emissions 
characte ristic of life. The discipline gives thetelepath no 
information on what the liv ing creature is, or what its 
desires or emotions are; these must be determined with 
other disciplines. (ln these ways, the discipline is simi
lar to Extrasensory Scan.) This d iscipline is different in 
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that it gives the te lepath exact infom1ation as to where 
the crea ture is within his range of scan . This location 
information is precise enough to let the telepa th-and 
anyone mentally linked to him thro ugh Active T e lepa
thy, Rapport, or Group Mind-attack the creature 
without the normal-4 penalty to hit invisible creatures. 

The effect forms a cone origina ting from the te lcpath, 
and extending away in the direction in which he's 
facing. This cane, w hich moves with the telepath, ex
pands 5 yards la tera lly for ead1 10 yards of its length. 
(Thus, the Detect Invis ible C reatun.'S scan of a Skill 12 
telepath will be 120 yards long and 60 yards wide.) 

This discipline is designed to detect invisible crea
tures, not to search for creaturt'S un the other side of 
intervening material or te rrain. Thus, it is limited to the 
telepa th's line of sig ht. 

Undead and non-intelligent creatures have no mental 
processes in the normal sense, and so cannot be detected 
with this discipline. TheGM might decide tha t the mental 
processes of certain extra-planar creatures are so alien as 
to preclude detection also. 

This discipline takes a reasonable level of concen tra
tion from thetelepath. He can move or take any simple 
physical action , but is unable to enter melee, run, or 
climb. He may sustain a d iscipLine thnt he's a lready 
established , however. The discipline te rminates if the 
te lepath is wounded , goes unconscious, is killed, or 
when it also termina tes <IS soon as the te lepath has 
insufficient MPs remaining to maintain the d iscip line. 

While this discipline is-as its name implies -in
tended to detect invisible creatures, it also allows the 
telepa th to find and attack creatures concealed by dark
ness (na tura l or magical), smoke, fog, etc. 

An invisible creature receives a willpower saving 
throw to resist the effects of this discipline. To reflect the 
relative power of Detect lnv isible Creatures, ho\ove,·er, 
this save suffers an additional modifier of + I for each 
SkiH Level possessed by the telepath. A successful save 
indicates that the telepath knows an invisible creature is 
there,butreceivesnodetailed information on its location . 

Unlike the wizard spell Detect Invisibility, this disci
pline won't work on inanimate objects, or on creatures 
that are astral or out-of-phase. 

Emotion Write 

Slcill Uw1: 3 
Range: 5 yards/level 
Drmltilm: Sustained 
~~~ of Ef!tct: 'JJ1 radius 

MP Cost: 9 per round 
TI'C: 3 segments 
Stnmlg Throw: Neg. 

Like the wizard spell Emotion, this d iscipline le ts the 
te lepath create a s ing le emotional reaction in the 



subjf.'Ct(s). Some typical emotions are listed following, 
but the GM should feel free to allow other effects that 
follow similar guidelines. 

Courage: The subject becomes berserk, fighting at + 1 
to hit and +3 to damage, and temporarily gaining o 
HTK (a ll damage against the subject is deducted from 
these temporary points first). The subject never has to 
check morale, and receives a +5 bonus to saving throws 
vs. the various forms of Fear. Courage counters--and is 
countered by-the fear emotion. 

Fenr: The effect is similar to the Fear discipline. The 
subject flees directly away from the telepath while the 
discipline is sustained. Fear counters-and is coun
tered by-courage. 

Frie11dsltip: The subject reacts more positively to any 
encounter; in game terms, the result of any roll on the 
EIICCJIIIIIl'r l~enctiolls Tn/J/e (see standard mle book) is 
improw d by one step (i.e., threatening becomes cau
tious, cautious becomes indifferent, etc.). Friendship 
counters-and is countered by-hate. 

Happi11ess: The subject experiences a feeling of warm 
well-being and confidence. All rolls on the Encounter 
Rcnctio11s Tnblcare improved by 3 (probably making the 
reaction more friendly). Thesubjectwon'tattack unless 
sorely provoked. Happiness counters--and is coun
tered bv--sadness. 

Hate: The subject reacts more negatively to any 
encounter; in game terms, the result of any roll on the 
Ellcowrtcr /~cnctio11s Tnblt' is d ropped by one step (i.e., 
friend I y becomes i nd i fferen t, cautious becomes 
threatening, etc.). Hate counters-and is 
countered by- friendship. 

Hope: The subject's morale is im
proved by +3, and saving throws, and 
attack and damage rolls are all im
proved by+ I while this discipline is in 
effect. Hope counters-and is coun
tered by-hopelessness. 

Hopelessness: The subject's morale 
is decreased by -10 while the discipline 
is in efft'CI. In addition, in the round in 
which the discipline is initially established, a11 
subjects must immediately make a mora le check. 
Hopelessness counters-and is countered by-hope. 

Sad11ess: The subject feels unaccountably glum, and 
is prone to fits of morose introspection. All ' to hit' and 
initiative rolls suffer a penalty of L while the chance of 
being surprised is increased by 25%. Sadness cow1 ters
and is countered by- happiness. 

All subjects within the area of effect receive a will
power saving throw when the discipline is initially 
established . In addition to the normal modifiers for 
subject Skill Level, this saving throw is further modi
fied by+ 1 for each 3Skill Levels of the telepath. Even in 
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the case of beneficial emotions and a will ing subject, 
there is no way to w;:~ive this saving throw (this reflects 
the mind's innate resistance to having its emotions 
played w ith). 

The discipline terminates if the telepath is killed, 
knocked unconscious, or suffers more than 8 HTK of 
damage from a s ingle attack. 

Hold 

/ 
Skill Level: 3 
Rlmge: 5 yards/level 
DUTation: Sustained 
Area of Effect: Individual 

-..., 
MP Cost: 5 per round 
ITC:"4segments 
Saving Throto: Neg. 

This discipline is similar in effect to the wizard spelJs 
Hold Person and Hold Monster: it holds any thinking 
creature rig id ly immobile for as long as the telepath 
maintains the effect. ("Thinking creatures" include all 
demihuman races, animals, monsters, etc. Undead, 
mindless creatures, magical constructs such as golems, 
and most creatures of the outer planes an• not affected 
by Hold.) 

Held subjects can't move, speak, cast spells, or em
ploy focusing rituals to use psionic disciplines. They 
can think and sense normally, howen:•r, and so can use 
inna te magical abilities that don't reLlui re speech or 
movement. Held subjects continue to suffer the full 

effects of wounds, disease, o r poison. 
This discipline requires a low but sig
nificant level of concentration from the 

telepath. He can move or take any 
physical action, including meleecom
b<Jt, but he is unable to usc another 
discipline while maintaining Hold. 
The discipline te rm inates if the 
tclepath is wounded in combat, ren
dered unconscious, or killed. It also 

terminates as soon as the telepath has 
insufficient MPs remaining to ma intain 

the discipline. 

l11satrity 

Skill Level: 3 MP Cost: 16 per round 
Range: 10 yards/level ITC: 5 segments 
DUTation: Sustained Saving Throw: Neg. 
Area of Effect: Individual 

This discipline is similar to the discipline Fecblemind 
in that it causes a subject's rNT to degenerate to the level 
of a moronic child (an INT of about 3). In addition, it 



causes the subject to suffer one of the types of insanity 
listed in the standard guide book. The GM can either roll 
randomly, or choose a particularly interesting one. 

Insanity is particularly effective against wizard or 
psionicist subjects, causing them to suffer the following 
penalties to their willpower saving throws to resist the 
discipline's effects: 

~ I Modifier I 
Psionidst +4 

Wiurd +3 

Priest -1 

These modifiers also apply to creatures with innate 
magic use. If their natural abilities mimic wizard-style 
spells, they suffer a+ 3 pena I ty to their will power saving 
throws; if they mimic clerical magic, they will receive a 
-1 bonus. 

lnsanity immediately strips spell-casting subjects of 
any spells that they have memorized, and prevents 
them from learning any more while the discipline is in 
effect. lt strips psionicists of aU remaining MPs, making 
it impossible for them to use d isciplines or regain MPs 
while the discipline is in effect. 

This discipline rPquires a low but significant level of 
concentration from the telepath. He can move or take 
an y physical action, including melee combat, but he is 
unable to use another discipline while maintaining 
Insanity. The discipline terminates if the telepath is 
wounded in combat, rendered unconscious, or killed . It 
also term.inates as soon as the telepath has insufficient 
MPs remaining to maintain the d iscipline. 

Insanity can also be used as an instantaneous effect, 
more directly analogous to the wizard spell. For a one
time cost of 60 MPs, the telepath can make the effect 
permanent ... at least, until a Heal or Wish spell--or 
equally powerful effect- is used to reverse it. In its 
instantaneous form, Insani ty maintains its effects re
gardless of the actions or fa te of the telepath. 

Masks 

SkiU Level: 3 
Rlmge:O 
Dumtion: Sustained 
Am~ of Effect: Telepath 

MP Cost: 20 per round 
ITC: 4 segments 
Saving Throw: Neg. 

Masks is a more powerful-and more costly- ver
sion of the d iscipline confound in that it allows the 
telepath to hide his true thoughts, emotions, and mo
tives from magic such as ESP and d isciplines such as 
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Mind Read . Instead of the telepath 's true thoughts, 
motives, etc. the reader "reads" a mental structt1re that 
the telepath has created as a screen. When in itially 
establishing the discipline, the telepath must concen
trate on the false structure he wants to erect. This 
structu.re can be as different from his true thoughts and 
emotions as he wishes. (For example, a telepath who is 
contemplating an attack on a more powerful enemy, 
and is nervous about the outcome, might erect fa lse 
thoughts whjch portray him as totally confiden t, be
lieving that it's inconceivable that he and his large 
group of (really nonexistent) followers can fai l.) 

Anyone trying to read the thoughts of someone pro
tected by Masks must make a willpower saving throw. 
A succt."Ssful save means that the reader senses the 
telepath 's true thoughts and emotions, not the fa LSt, ones. 
The reader also recognizes that the telepath is making an 
effort to shield those thoughts. The telepath can't te ll
except from thereader'ssubsequentbehavior-whether 
o r not the reader has penetrated the discipline. This 
willpower saving throw is modified according to tht' 
Skill Level of the telepath using Masks. For each 3 Skill 
Levels possessed by the telepath, the willpower saving 
throw suffers a +2 modifier. (This is in addition to the 
normal willpower saving throw modifiers.) 

Mainta ining this discipline requires only a minimal 
level of concentration by the telepath. He can take any 
physical action, even enter combat, ;md usc any nther 
disciplines. Wounding the telepath won' t terminate tht• 
discipline. Masks terminates immt>diately ii the telepath 
is killed, rendered unconscious, or if he has insufficient 
Mrs remaining to maintain the d iscipline. 

At lower Skill Levels, the telepath can usc this d isci
pline only on himself. When he achieves Skilll l, how
ever, he can use it on another, as long as the subject is 
willing. This use of the discipline requires that thl' 
telepath touch the subject. Once the d iscipline is estab
lished, there is no range I im it, as long as the telepath can 
see the subject. Someone trying to read the thoughts 
and beliefs of the subject receives a willpower S<l\'ing 
throw to penetrate theeffectsofthediscipline. Thissa\'c 
is modified by +2 for each 4 Skill Leve ls possessed by 
the telepath. The d iscipline terminates normally if the 
telepath is killed or rendered unconscious, or if he has 
insufficient MPs remaining to maintain the d isciplint• 
for another round. 

Pain Block 

Skilll.Lvel: 3 MP Cost: 15 per round 
Range: Touch TIC: 4 segments 
Dumtion: Sustained Saving Throto: None 
Ami of Effect: Individual 



This discipline is a more powerful version of Pain 
Ease, and aUows the telepath to completely block the 
neural pathways that carry the sensation of pain to the 
brain. While this discipline is in effect, the subject can 
feel the sensation of touch normaUy, and will rece.ive 
mental "cues" that an actionoreventhascaused physi
cal damage, but won't feel any pain or suffer its debili
tating effects. 

Ln game terms, this affects a wounded character by 
temporarily restoring 50% of any HTK that the subject 
has lost as a result of combat (round fractions up). The 
rationale is that lost HTK-particularly in characters 
with higher Skill Levels-represent pain more than they 
do physical damage. When the discipline's duration 
expires, aU regained HTI< are lost. Only one Pain Block 
disciplinecanbeineffectonasinglecharacteratanytime, 
although there's no restridion against using another one 
once the first has terminated. 

While this discipline is in effect, the subject suffers 
only 50% of damage he incurs (round fractions down in 
this case). TheGM must keep track of the "extra" points, 
because when the discipline terminates, the subject 
suffers all of those additional HTK as if he suffered 
another wound. Ln addition, the sudden onset of the 
blocked pain is such a physical shock that the subject 
must make a System Shock roU or faU unconscious for 
1D6rounds. 

In addition, Pain Block temporarily gives an 
unwounded character 8 HTK in excess of his normal 
maximum.Anydamagesufferedbythesubjectwhilethe 
discipline is maintained is taken first from these temper 
rary points. When the discipline terminates, any re
maining temporary points are lost. Damage that has been 
suffered in excess of these temporary points remains, but 
no further HTK are deducted from the subject. 

The telepath can use this discipline on himself. Main
taining this discipline requires only a minimal level of 
concentration by the telepath. He can take any physical 
action, even enter combat, and use any other disci
plines. Wounding the telepath won't terminate the 
discipline. Pain Block terminates immediately if the 
telepath is killed, rendered unconscious, or if he has 
insufficient MPs remaining to maintain the discipline. 

Rapport 

This is a deeper and more intense version of Active 
Telepathy. It aHows the telepath and the subject-or 
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two or more subjects-to communicate silently and 
instantly. Ln addition, it aHows the participants to share 
deeper thoughts, emotions, and even memories. The 
participants experience aU sensory input received by 
each other-albeit to a weak, diluted degree. Partici
pants can quickly share memories, descriptions, plans, 
hopes and fears, etc. Rapport is not intense enough to 
communicate highly complex or detailed information; 
for example, the discipline can't be used to explain to 
another how to cast a particular speU, pick a lock, etc. 

Although the range limit to establish the discipline is 
30 yards, once Rapport is in effect the range is unlim
ited, assuming that the characters are on the same plane 
of existence. Clear Line of sight is not necessary, and 
intervening obstacles or terrain do not interfere with 
the Linkage. 

Direct mind-to-mind cummunion using Rapport is 
approximately 20 times faster than verbal comm unica
tion. The GM should keep this in mind when determin
ing how long a complex dialogue takes. 

The MP cost listed is to establish Rapport between the 
telepath and a single subject. The telepath can set up a 
three-way-or more complex-link by spending an 
additionallOMPsperround for each additional person 
included in the linkage. The telepath must always be 
part of the Link-up. Every member of the linkage can 
share freely with every other participant. Thus, it's 
impossible to "target" a communication to only one 
participant, unheard by other participants. (Therefore, 
it's impossible to "tap" into a Rapport link between 
other characters.) 

The telepath can set up as many separate "circuits" as 
he likes, subject to MP cost considerations. Forexample, 
Jubal the telepath can set up one circuit with Aria (at a 
cost of 10 MPs per round) and another circuit with 
Davitt (an additiona110 MPs per round). 

The discipline description says that subjects are al
lowed a saving throw. This is to reflect the situation 
where the telepath wants to form a Link with an unwill
ing subject, so he can threaten or taunt him silently and 
directly. There's a significant risk to this, however, since 
the telepath has no control over what the subject can 
read over the link. Thetelepath using Rapport opens up 
his mind, memories, etc. to the other creature, and is 
incapable of keeping secrets, etc. Thus, it's unlikely that 
a telepath will establish Rapport with anyone whom he 
doesn't fulJy trust. If the telepath decides to do so 
regardless of the consequences, the subject receives a 
willpower saving throw to resist the communication. If 
the subject successfulJy saves, the telepath expends 10 
MPs, but no Linkage is established. Willing subjects can 
freely waive this saving throw. 

Maintaining this discipline requires no significant 
concentration by the telepath. The telepath and other 



participants are free to take any action, or use any other 
discipline (subject to MP considerations, of course). The 
linkage isn't affected if the telepath or any participant 
suffers a wound. The discipline immediately terminates 
if the telepath is rendered unconscious, killed, or if he has 
insufficient MPs remaining to maintain the discipline. 

A multi-person link is normally an all-or-nothing 
affair, and the telepath can't terminate only one " arm" of 
such a linkage to save MPs. 

Remote Sensing 

stmlrod:3 
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This discipline lets the telepath temporarily "tap 
into" the sensory apparatus of a subject. The telepath 
sees everything the subject sees, hears everything he 
hears, etc. Normally the subject is totally unaware that 
someone else is "riding along" inside his head. 

Remote Sensing gives the telepath no access to the 
subject's thoughts or memory. Thus, the telepath can
not sense what the subject is thinking, just what he's 
experiencing with his senses. Note that the telepath 
shares aU sensory input Pxperienced by the subject, 
including senses that the telepath doesn't normally 
possess (infravision, etc.). This also includes sensory 
input that the subject gains through the use of spells 
such as Clairvoyance. 

"AU sensory input" includes pain. If the subject is 
wounded, the telepath immediately suffers damage 
equal to 25% (rounded down) of the HTK suffered by 
the subject. This damage does not vanish when the 
discipline terminates-it represents the debilitating 
effects o f severe pain-and must be healed normally. 

This discipline requires a high level of concentration 
by the telepath. While maintaining this discipline, he 
cannnot move or take any physical action, and cannot 
use another psionic discipline. If he is wounded, ren
dered unconscious, or killed, the discipline immedi
ately terminates. 

The subject receives a willpower saving throw to 
resist the .effects of this discipline. A successful save 
means that the tel epa th doesn't" make the connection;" 
the MPs are expended anyway, of course. lf the subject 
exceeds his necessary saving throw by 5 or more, he 
senses that someone is trying to enter his mind. He 
won' t automatica!Jy know who or how, of course. A 
willing subject can waive the saving throw. 

In addition to the saving throw, this discipline has a 
failureratebasedon howwe!J thesomniomancerknows 
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the subject. Refer to the following table: 

~lyd~ ChancedFGIIute 

Vsywell known (frla4, de.) 0% 

twdywelllaam(~) 10% 

25% 

40% 

Never lilet, bat_~ familiar 
(~mJ 65% 

This chance of failure is decreased by 2% per Ski U Level 
of the somniomancer. Possession of a psychically bound 
object decreases the chance of failure by 25% and in
creases the range to 10 miles per Skill Level of the telepath. 

Ventriloquism 

MI.! Cost: 18 ·per.roqnct 
ltt.t-.3 aepents 

This discipline lets the telepath temporarily take over 
and control the speech centers of a subject. By concen
trating, the telepath can cause the subject-no m atter 
whether he is conscious or unconscious, asleep or 
awake--to say whatever the telepath wants him to say, 
or to remain completely silent. Unlike Control, Ven
tril<XJuism gives the telepath complete control over all 
aspects of the subject's voice: pitch, volume, and emo
tional nuances. While the discipline is in effect, the 
subject can say only what the telepath wants him to say. 

Ventril<XJuism gives the telepath no access to the 
subject's thoughts, memory, or sensory apparatus. Thus, 
the telepath cannot see through the subject's eyes. Nor 
does it give him control over the subject's movements. 
(Thus, the subject might be saying one thing, while 
using gestures or writing notes to communicate some
thing totally different. ln such a situation, the reactions 
of people observing the subject would depend totally 
on whether they are aware that the psionic discipline 
Ventril<XJuism exists. People who don not know that 
telepaths have this ability might conclude that the 
subject has just gone mad.) To control the subject's 
speech, the telepath must be within the range of the 
discipline and must be able to see the subject. Breaking 
either of these conditions causes the discipline to termi
nate immediately. 

This discipline requires a relatively high level of 



concentration by the telepath. While maintaining this 
disciplme, he can move at a slow walk, or perform 
sim pic and non-strenuous physica I actions, but he can't 
use another psionic discipline. If he is wounded, ren
dered unconscious, or killed, the discipline immedi
ately terminates. 

Note that Ventriloquism gives the telepath control 
over the subject's speech a ppa ra tus, not his mind. If the 
subject is also a psionicist, he can use psionic disciplines 
... but only by expending Lhe extra MPs to use them 
without a verbal focusing ritual (see Cl1apter 1). The 
subject could also cast any spell that doesn't have a verbal 
component, or use any innate magical ability that doesn't 
depend on the power of speech. 
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Agony 

Skill Let1el: 4 MP Colt: 10 per IOUDCl 
Rllnge: 5 yanisllevel. 1TC: s le(PMIIfs 
Drmdi011: Sustained Slmiag IJirow: N!B-
Area of Effect: Individual 

This discipline is the opposite of Pain Ease and Pain 
Block in that it lets the telepath maximally stimuJate the 
neural pathways responsible for communicating pain 
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to the brain. While this telepath is sustained, the subject 
is racked with agonizing pain, preventing coherent 
thought or coordinated movement. The subject can't 
cast speUs or use psionic disciplines, can move no faster 
than a slow walk, and is incapable of any intricate 
physical actions. Speech is slow and hoarse. The subject 
can engage in combat, but 'to hit' and damage rolls 
suffer a -3 penalty. INTis temporarily decreased by 3 
points, and INS by 4 (with consequent modifiers to 
willpower saving throws, etc.). Normal saving throws 
are made at -3; this last penalty doesn't apply to will
power saving throws, since these havealread y suffered 
due to the subject's decreased INS. Finally, the subject 
suffers 103 HTK of damage in each round that the 
discipline is sust(\ined. 

The subject of Agony receives a normal willpower 
saving throw to resist its effects; this save suffers an 
additional + 1 penalty for each 4 SkilJ Levels of the 
telepath.lf the subject successh1lly saves, the discipline 
isn't established; the telepath expends 10 MPs, how
ever. If the subject exceeds his necessary saving throw 
by 5 or more, he senses that someone is trying to enter 
his mind. He won't automatically know who or how, of 
course. In addition, on such a high saving throw, the 
telepath experiences a "backlash" of pain, and suffers 
1 03 HTK of damage. 

This discipline requires a low but significant level of 
concentration from the telepath. He can move or take 



any physical action, including melee combat, but he is 
unable to use another discipline while maintaining 
Agony. The discipline terminates if the telepath is 
wounded in combat, rendered unconscious, or killed. It 
also terminates as soon as the telepath has sufficient MPs 
remaining to maintain the discipline. 

Memory Protection 

/Skill Level: 4 

Rlutge:O 
Duration: Special 

Area of Effect: Telepath 

MP Cost: Special 
ITC:Spedal 
Saving 17trow: None 

Memory Protection is designed to protect the telepath 
from disciplines tha t read or alte r his memory record. 
Its first effect is to give him a bonus of 3 to his saving 
throw-whether based on willpower or a standard 
magical savc--againstan y magic or discipline tha t tries 
to corrupt, erase, read, or otherwise affect his memory 
(i.e., Forget, Memory Read, Mind wipe. etc.). This effect 
mimics a sustained discipline. and costs 5 MPs per 
round; it takes 2 segments to establish this protection. 
Maintaining this form of the discipline requires only a 
minimal level of concentration by the tc lcpath. He can 
take any physical action, even enter combat, and use any 
other disciplines. Wuw1ding the telepath won't terminate 
the d iscipline. TI1e protection terminates immediately if 
the telepath is killed , rendered unconscious, or if he has 
insufficient MPs remaining to maintain the discipline. 

The more powerful- and more interesting- version 
of this discipline is an instantaneous effect, costing 50 
MPs and taking 1 tum to use. This version records a 
"back-up" of the telcpath's memory record- an instan
taneous "snap-shot" of his memory at the moment the 
discipline is used- and stores it safely in some unused 
portion of the telepath's mind. (This is exactly analogous 
to making a back-up of a computer's hard disk, and 
storing tha t back-up in a safe place.) This back-up is not 
updated as the telepath's "true" memory record ex
pands; it is a static record of everything that the telepath 
remembered at the instant he used the discipline. 

The advantage of this back-up is that it can' t be 
altered or erased by any magical o r psionic power used 
against t~c te lepa th. Thus, r:orge t might clip a few 
minutes out of the te lepath's " true" memory record; 
Mental Erasure might dele te huge portions of it; 
Mindwipe might destroy tile entire record, but the 
back-up record isn' t affected in any way. As long as the 
telepathstill retains his psionic abilities and his memory 
of how to use this particular discipline, hecan ins tantly 
" restore" his " true" memory record &om the back-up. 
This costs 10 MPs, takes 1 round, and eliminates the 
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back-up record. 
Let's lookatanexamplcofhow this works. Knowing 

that he might soon come into conflict with another 
telepath, Jubal makes a back-up of h is memory record. 
Two hours later. he runs afoul of another te lepa th, w ho 
uses the discipline Mental Erasure to ~rase the last 60 
hours of Jubal's memory record . Jubal wanders away, 
not remembering anything of his encounter with the 
other telepath, or anything tha t happened to him over 
the past 60 hours. When he finds tha t the current date is 
a lmost three days later than what he thinks it should be, 
Jubal realizes that someone's been running rough-shod 
through his memory. Luckily, it was more than 60 hours 
ago that Juballeamed the Memory Protection discipline 
(otherwise he'd have been out of luck until he relearned 
it). Jubal hopes that he might have had the foresig ht of 
backing up his memory, and so expends the 10 MPs 
n ecessary to " restore" from such a back-up--if it exists. 
(Note that he has no way of know ing whether such a 
back-up exists or not until he uses the discipline.) The 
back-updoesexist.so J ubal regains most of his memory
everything tha t happened between 60 hours ago (\·Vh(•n 
the "erasure" began) and the moment that he made the 
back-up. He also remembers everything since the time 
that his memory was erased. Alas, there is no way that 
J ubaJ can restore tile memory of the two hours between 
when he made the back-up and when he got his memory 
e rased. Since the back-up is a sta tic snap-shot, it d id not 
record events subsequent to its creation. The only place 
that those memories existed was in Jubal's "true" 
memory record ... which was erased. 

Memory Read 

Skilll.ewl: 4 
Rtmgt: Touch 
Durtztion: Sustained 
Ami of Effect: lndividual 

MP Cost: 8 per round 
1TC: 2 rounds 
Smmrg Throw: Neg. 

This discipline allows the te lepath to read portions of 
the subject's memory record, experiencing those 
memories as intensely as does the subject when he 
remembers. First, this discipline is to put the subject 
into a deep, almost comatose s leep. Then it lets the 
telepath browse through selected portions o f the 
subject's memory. 

The time this process takes depends on tile amount of 
memory that the telepath wants to view. When the 
discipline is first establis hed, it takes the telepath 103 
rounds to locate the desired area of the memory. The 
actual reading ta kes one-twenty-fourth (l / 24) as long 
as the events being read took in real life. For example, 
J ubal the te lepa tll wants to read the subjt:.>ct' s memory of 



a pivotal battle. The battle lasted for 8 hours, or 48 turns. 
Thus it will take Jubal 2 turns to read the subject's 
memory of the battle. (This is in addition to the 103 
rounds it takes jubal to locate the area of the memory 
record he's interested in.) 

The telepath experiences the memory record with the 
same intensity as the subject. Thus, if the event of 
interest is long ago and not particularly important to the 
subject, the telepath will receive only a faded and 
probably incomplete experience of it. 

The subject receives a willpower saving throw to 
resist the initial establishment of the discipline. If he 
makes this save, he doesn' t lose consciousness, and the 
telepath can' t read his memory. (The telepath still 
expends 8 MPs, of course.) Once asleep, the subject 
receives another willpower saving throw to prevent the 
telepath from actually reading his memory. This sec
ond saving throw is made at a +5 pen
alty, however. Again, a successful save 
means that the telepath is unable to read 
the subject's memory. Both of these 
willpower saving throws are modified 
by + 1 for each 4 Skill Levels possessed 
by the telepath. 

Tills discipline re<Juiresa high level of 
concentration by the telepath. While 
maintaining this discipline, he cannot 
move or take any physical action, and 
cannot use another psionic discipline. If he is wounded, 
rendered unconscious, or killed, the discipline immedi
ately terminates. 

Metrtal Erasure 

Skill LerJd: 4 
Rtmge: 25 yards 
Durtttitm: Pennanent 
Ateil o{Eifed! Individual 

nus discipline is similar in effect to the wizard spell 
Forget, except that the period of time that is forgotten is 
much greater: 3 hours per Skill Level of the telepath. 
(Thus a Skill 20 telepath can make a subject Forget the 
last 60 hours.) The excision of so much memory is 
traumatic. When and if the memory is ever returned (by 
a Heal or Restoration spell, for example), the shock is so 
greatthatthesubjectmustsavevs. Wandsorbestunned 
for 1 round per hour of memory excised. There is no risk 
of stunning if the subject restores his memory from a 
back-up created by Memory Protection, however. 

The subject receives a willpower saving throw to 
resist the effects of this discipline, but the saving throw 
is made at a +5 penalty to reflect the power of Mental 
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Erasure. In addition, the die roll is modified by another 
+ 1 for each 3 Skill Levels possessed by the telepath. 

11111111111111111111111 SkillS 11111111111111111111111 

Memory Write 

SldllLtwl: 5 
Jr-.:Taadl 
~ .......... 
:AtN-DfF/fw:t: IDdivid1lll 

MP c;:dllt: 65 
Tro:~ 
s.rilg~:Ne& 

This powerful discipline could be described as the 
reverse of Mental Erasure: instead of removing the 
subject's memory, it lets the te lepath feed false memo
ries into the subject's mind. The subject is unable to 

distinguish false memories inserted this 
way from natural memories. 

The total duration of "memory time" 
that the telepath can insert is Hmited to 
1 hour per Skill Level. nus means that a 
Skill16 telepath could create memories 
of an entire 16-hour period that never 
really happened. The time taken to in
sert the memories is 5 minutes for each 
hour of memory being created. Thus, in 
the previous example, the telepath 

would take 80 minutes, to insert the memory. 
The telepath can choose exactly how far back in the 

subject's memory record the false memories should be 
"spliced in." The Hmit is 1 year per Skill Level of the 
telepath. Continuing with the previous example, the Skill 
16 telepathcould "insert" the false day so that the subject 
thinks it occurred anywhere up to 16 years ago. 

The telepath must have some reasonable familiarity 
with the events being described, but the subject's own 
brain fills in the fine details. For example, if the telepath 
is inserting memories of a fishing trip, he must be 
familiar with the sensations of being aboard a fishing 
boat. The telepath doesn't have to fill in all details, such 
as a boat's color, thecaptain's name,etc., unless these are 
somehow significant parts of the memory. 

Lf the subject has real memories covering the same 
period as the false memories, there might be confusion. 
The subject can't tell which version of events is the true 
one, but he will recognize that there is some kind of 
contradiction. nus contradiction won't cause a prob
lem unless the memories are specifically Hnked to a 
particuJar day. (For example, the subject remembers 
spending last midsummer's day at home, but also 
remembers spending the same day climbing a local 
mountain. Or, the subject knows he spent the two 
weeks centered around last midsummer's day on an 



adventure in the wildemes, while also remembering that 
he spent last midsummer's day gaming in the market
place.) The GM must adjudicate whether or not the con
tradiction is striking enough for the subject to worry 
about it. (If there's no specific date attached to the 
(false) memory of gaming in the marketplace, then the 
subject might simply assume that the day he remembers 
took place before or after the adventure.) If the contra
diction is sufficiently striking, the subject must make a 
willpower saving throw or fall into a confused introspec
tion (treat as a Confusion spell). False memories that in
clude actions totally against the subject's nature - such as 
a cleric slaying an enemy with a sword - will immediate
ly cease this introspective, confused state. (For these 
reasons, a smart telepath will remove the real memories 
using Mental Erasure - if possible -before implanting the 
false memories.) 

The cleric spells Heal or Restoration (i£ cast for this 
specific purpose) or a Wish will so reduce the intensity of 
the false memories that the subject can recognize them for 
what they a re. If the subject is a telepath and restores his 
memory from a back-up created by Memory Protection, 
the false memories are totally deleted. 

Note that this discipline can't be used to convince the 
subject that he is someone else. that he has a different 
name, hails from a different place, or anything that wide
ranging. These matters are stored in the memory record 
in toomanydilferentplacesto modify in such a way. For 
example, a telepath might give the subject the memory 
that-{)n a particular occasion-someone called him by 
a different name, but this would have no effect on the 
many other times the subject remembers hearing or 
using his own name. Memory Write can't be used to 
teach a character a magical or clerical spell, imbue a non
spellcaster with spellcasting ability, teach a psionicist a 
discipline, or imbue a non-psionicist with psionic abili
ties. (The subject might think he can cast a spell or use a 
discipline, and falsely remember having done it before, 
but he will still be incapable of performing the action.) 

The subject receives a willpower saving throw to resist 
the establishment of this discipline. A willing subject can 
waive this saving throw. (Cunning Players and GMs can 
no doubt think of cases where it would be beneficial to 
a character to have his memory record altered.) 

SkiULewl:S 
Rmrgr:O 

Mind Block 

Durtltion: PermiDellt 
ht~rofE~'(~ 
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the telepath is totally protected from all devices, spells, 
and disciplines that detect, influence, or read emotions 
or thoughts. This protects against the spells Augury, 
Charm, Command, Confusion, Divination, Empathy 
(all forms), ESP, Fear, Feeblemind, Mass Suggestion, 
Phantasmal Killer, Possession, Rulership, Soul Trap
ping, Suggestion, and Telepathy. It also protects against 
the psionic disciplines Detect Lie, Distract, Extrasen
sory Scan, Spook, Suggest, Active Telepathy, Confuse, 
Detect Motive, Emotion Read, Fear, Feeblemind, Know 
Alignment, Mind Read, Automaton, Confound, Con
trol, Detect Invisible Creatures, Emotion Write, Hold, 
Insanity, Remote Sensing, Ventriloquism, Agony, 
Mental Erasure, Memory Write, Mindreave, Mind 
Quench, Mindwipe, and Trigger (in other words, the 
vast majority of telepathic disciplines). 

The discipline also protects the tel epa th from detection 
or information gath~ring by crystal balls or other scrying 
devices, Clairaudience, Oairvoyance, Commune, Con
tact Other Planes, or Wish-related methods. 

Mindreave 

Skilflewl:· s 
Rage;S~ 
"Drmdimr; Permanent 

\.. Ama.aJE/frd: ladMdua1 

MPCost:'70 
TIC: 5 segments 
Sla1ing l'htow: Neg. 

This discipline is a much more powerful version of 
Insanity in that it causes a subject's intellect to degener
ate to the level of a moronic child (an fNT ofabout3). ln 
addition, it causes the subject to suffer one of the types 
of insanity listed in the standard guide book The GM 
can either roll randomly, or choose a particularly inter
esting one. The effects of this madness grow progres
sively worse, until thesubject'smind is totally destroyed 
and he dies. Theti.meittakesforthis to occur is 1 day for 
each point of the subject's normal INT (not IUs INT 
while affected by Mindreave). 

Mindreave is particularly effective against wizard or 
psionicist subjects, causing them to suffer the following 
penalties to their willpower saving throws to resist the 
discipline's effects: 

~ 
Plionidlt 
Wlaril 
Pde8t 

I Modifier I 
+5 

~ 

-t 

These modifiers also apply to creatures with innate 
While the powerful discipline Mind Block is in effect, magic use. Jf their natural abilities mimic wizard-style 



spells, they suffer a +4penaltytotheirwillpowersaving or two or more subjects-to communicate silently and 
throws; if they mimic clerical magic, they will receive a instantly. In addition, it allows the participants to share 
-1 bonus. deeper thoughts, emotions, memories, and even cer-

Mindreave immediately strips spell-casting subjects tain skills. The participants experience all sensory input 
of any spells that they have memorized, and ..... .... .

1 
received by each other-albeit to a slightly 

Prevents them from learning anymore -<·.:·<>· . .._ ·.. diluteddegree.Participantscanquickly 
' \ t • • 

while the discipline is in effect. Un- ,..~,.··· · · .. ,:~:·: . .._.:.~~share memories, descriptions, plans, 
like Insanity and Feeblemind, it ~"'-.''··. " . hopes and fears, etc. Group Mind 
docsn'tstrippsionicistsofMPs: . \\. . ·\.:.· is intense enough to communi-
it causes them to expend all of \ · :·: cate any information, no mat-
their MPs by using disci- b ''-:.· > ter how complex or detailed. 
plines chosen at random. ~ Willing participants in a 
(The GM can roll dice to se- .. ~··. / ~:;-:;. Group Mi~d can_m~pulate 
lect the disciplines to be •. .. . .,.. ., : •':'·,: each other sbod1esma man-
used, or can select particu- · ::::;.,. · ·~:·rf(t~· ... ~ :~~~ ..: -~r~• · ner similar to Control. This 
larlyinterestingones.)ffthe ~:·'!"~~':.::; . · . _ · :·~::: :~ <r~~-~-;'_ ! "remotecontrol' tsverypre-...,.;., .••. .._-r ...... , ... :;l~ ··'·· ·~ . . 

psionicist uses a sustained ~·- '\··~ '~ . :.: .'•· ... .' if/~~.

4
.. /!.;> · .~· cise, enabling the controlling , • ~. ...... ... . 'f J. . • 0 

dlSO. 'pline, he will sustam' it · --~ ~. "~·:·:- · - ~ .... :· · .. :·:.-·: f*.: mind to use another 
~~ . ·. .... , ....... . tf'' ' 

untilherunsoutofMPs,oruntil .. ' .,. · · .·· .. _ ~~:.;..-~,('/ .'l ,f: '. participant's body to perform 
one of the normal conditions for . ... . ·.::;: ~ :i:r, ·-~~~'"· . . / .;;..,f;· . very delicate actions. This includes 
terminating the discipline occurs (un- · ·: ~'·1 ~;,;··.· : ·. =.:.:__ p-li:'·:; ·. skills specific to various character 
consciousness, wounding, etc.). Han instan- -~ classes. (Thus, a thief could remotely use 
taneous discipline is selected, the psionicist will use it, another participant's body to pick a lock or pick a 
then immediately trigger another discipline. This will pocket.) All delicate actions used remotely like this are 
continue until the psionicist runs out of MPs or is performed at 75% of their normal chance for success. 
rendered unconscious. In all cases, the subject(s) of any (Thus, if the thief in the example above normally has an 
discipline will be randomly selected by the GM. (Thus 80% chance to pick a pocket, remote use of this skill 
a psionicist under the affects of Mindreave can be a would have only a 60% chance of success.) The p<~rtici
major threat to everyone in his immediate vicinity. The pant whose body will be controlled remotely must be 
GM should adjudicate this situation carefully. Obvi- willing, and can take back control at any time. 
ously, an insane somniomancer isn't going to take the Participants in Group Mind cannot be controlled to 
timetocalmlygotosleeptouseaparticulardiscipline.) cast spells that they are normally unable to cast. (A 
Once the psionicist has expended all his MPs in this Group Mind connection can be used to by a wizard to 
wild useofpsionicpower,hecanneverregainanyMPs teach another wizard a particular spell, however, as
while the discipline is in effect. sum.ing that the learning wizard is eligible to learn and 

Mindreave can only be cured by a Wish; a Limited use that spell.) 
Wishisineffective.AclericalHealorRestorationspell- Psionicists participating in a Group Mind can use 
cast for this express purpose-will prevent the mad- psionic disciplines, and can choose any other partici
ness from growing any worse and will save the subject pant as the origin of the discipline. (For example, a 
from dying, butthesemagicksareunabletoremovethe telepathparticipatingin a Group Mind wants to use the 
insanity or restore the subject's mental faculties. discipline Mindreave on an enemy. Unfortunately, the 
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Group Mind 

This is a deeper and much more intense version of 
Rapport. It allows the telepath and a willing subject-
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enemy is out of range of the telepath. Another partici
pant in the Group Mind is 'much closer to the enemy, 
however. Thetelepathcan use the discipline and choose 
that other participant as its originating point. lJ a 
psionicist chooses this option, all constraints concern
ing concentration, movement, combat, etc. that would 
normally apply to him now apply to both him and the 
other participant. 

Even if the range limit to establish the discipline is 30 
yards, once Group Mind is in effect the range is infinite, 
assuming that the characters are on the same plane of 
existence. Clear line of sight is unnecessary, and interven
ing obstacles or terrain don' t interfere with the linkage. 



Direct mind-to-mind communion usingGroup Mind 
is approximately 30 times faster than verbalcommuni
cation. The GM should keep this in mind when deter
mining how long a complex dialogue takes. 

The MP cost listed is to establish Group Mind be
tween thetelepath and a single subject. The telepathcan 
set up a three-way~r more complex-link by spend
ing an additionallO MPs per round for each additional 
person included in the Unkage. The telepath must 
always be part of the link-up. Every m ember of the 
linkage can share freely with every other participant. 
Thus, it's impossible to "target" a communication to 
only one participant, unheard by other participants. 
(Therefore, it's impossible to " tap" into a Group Mind 
link between other characters.) 

The telepath can set up as many separate "circuits" as 
he likes, subject to MP cost considerations. Forexample, 
jubal the telepath can set up one d rcwt with Aria (at a 
cost of 10 MPs per round) and another circuit with 
Davitt (an additionallO MPs per round). 

Group Mind can only be established with willing 
subjects; thus there is no saving throw. A participant
other than the telepath, of course--can drop out of the 
Group Mind at any time, with no penalty. This doesn't 
affect other "arms" of the linkage. 

Maintaining this discipline requires no significant 
concentration by the telepath. The telepath and other 
participants are free to take any action, or use any other 
discipline (subjectto MP considerations, of course). The 
linkage is not affected if the telepath or any of the 
participants suffer a wound. The discipline immedi
ately terminates if the telepath is rendered uncon
scious, is killed, o r if he has insufficient MPs remaining 
to maintain the discipline. 

A multi-person link is normally an aU-or-nothing 
affair, and the telepath can't terminate only one "arm" 
of such a linkage to save MPs. 

Mind Quenclr 

Slilt:UWk6 .... ~ .14Po-t:~ 
1TC: 6 ...,...., .. 

"Diiidbtl:' ._...taneoul Stnm,glJmno: None 
AMI tljF/Iect; 21111eftl (diiJ 

This powerful discipline is similar to the wizard 
Death Spell. The discipline suppresses all neural activ
ity in its subjects, including the actions of the autonomic 
nervous system. Death is immediate and painless. 
Unlike victims of the Death Spell, victims of Mind 
Quench can be Raised or Resurrected normally. 

The number of creatures that can be slain is a function 
of their HTK dice. Refer to the following table: 
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I Creahtres' HTK Dice Max# Killed I 
Under2 5020 

2to4 3020 

4+1 to6+3 lD6 
6+4to8+3 106 

Creatures with more than 8+3 HTK dice cannot be 
killed by Mind Quench. If creatures of differing HTK 
dice are attacked with this discipline, roll 5020 to 
determine how many under 2 HTK dice creatures are 
affected. If the dice ro ll is greater than the number of 
under 2 HTK dice creatures in the area of effect, apply 
the remainder of the roll to the higher HTK dice crea
tures according to the following table: 

I Creatures' HTK Dice Conllersiotl Factor I 
2to4 ·-> 2 

4+1-to6+3 • 8 

6+4to8+3 16 

If the remaining points are equal to half or more of the 
next surviving creature's con version factor, that crea
ture dies as well; otherwise the additional points are lost. 

As an example, J ubal the telepath uses Mind Quench 
on a group of 25 orcs and 6 ogres. The dice roll total is 
60. Thjs kills aJJ theorcs(ata costof25) and4oftheogres 
(at a cost of 8 each, or 32). The remaining 3 points are 
los t. lf the dice roU had totaled 61, then 5 of the ogres 
would have died. 

Mind Quench is a difficult and draining discipline. 
The telepath is unable to use any other disciplines for 
lot rounds after using Mind Quench, although he still 
retains all his remaining MPs. 

Mindwipe 

Slti1l Uwl: 6 
~Toadt 
~<-t.»...,..,mt 

Amr·ofEfhct:'~ 

MPeost:6s 
1TC:1.bour 
~Tirrow: Ne& 

This discipline allows the tclepath to totally erase the 
subject's mental record-in o ther words, to totally oblit
erate everything that the subject remembers. Mind wipe 
allows for no half-measures or selective erasures: if the 
discipline succeeds, the subject remembers nothing about 
hlspast life. ltisas if the subject were literally born again, 
with a totally clear memory. For the first 2010 hours 



after the discipline is complete, the subject is effectively 
paralyzed , doing nothing but soaking up sensations. 
After that, the subject is able to function on a simple 
physical level-since physical activities such as walk
ing are stored as "muscle memory" in the cerebellum 
and are beyond the reach of this spell-but that's all. 
The subject must learn language all over again, can 
remember no profidencies thatinvolveeven the slightest 
level of mental involvement, etc. (This is the classic 

"soap opera" version 
of amnesia.) 

The subject has lost 
all experiences except 
for those at the most 
grossly physical level, 
and is effectively a 
Skill 0 (non-classed) 
character once more. 
If the subject was a 
fighter,heretainsone
tenth of the Experi
ence Points possessed 
before the use of the 
discipline (these 
points represent 
purely physical reac
tions, efc.); with cor

rect training, the Character can theoretically advance in 
SkilJ qujte rapidly.lf the subject was of any other class, 
that person's Experience Points drop to 0. Mindwipe 
will remove aU spellcasting and psionic ability, but not 
the potential to retrain as a spellcaster or psionicist. 

When coupled with multiple castings of Memory 
Write, Mindwipe can be used tocreateanenti.relynew 
person-the ultimate form of personality manjpula
tion. The subject has no memories, so there is no possi
bility of contradiction. 

The subject of Mind wipe receives a willpower saving 
throw to resist the effects of the discipline. To reflect the 
power of the discipline, however, this saving throw 
suffers a + 1 pena I ty for each 2 Skill Levels of the telepath. 

A Heal or Restoration spell (if cast for thjs specific 
purpose)ora Wish spell will retumsomeofthe subject's 
memory, but not all; there have been physical changes 
in the makeup of the brain whlch cannot be reversed. 
The GM should roll I 08 and multiply the result by 10; 
thls result is the percent of memories that have been 
returned. The shock of returning memory is so great 
that the subject is stunned (as if by a Power Word) for 
108 hours, Feebleminded for another 108 hours, and 
Confused for another 1 D4 hours. 

If the subject of the Mindwipe was a telepath, it's 
possible that he has made a back-up of his memory 
using Memory Protection. Unfortunately, to access thls 
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back-up he must advance sufficiently in Skill Level to 
use the discipline Memory Protection, then learn it once 
more. Afterwards, he can restore rus complete memory 
record. Even restoring from back-up is traumatic, but 
not as much as with other remedies. The subject is still 
stunned, Feebleminded, and Confused, but all dura
tions are half of what they would be for other characters. 

Reversing a Mindwipe could conceivably tum the 
subject into a dual-or multi-classed character. Take, for 
example, the case of a character who attained several 
Skill Levels as a cleric, then was Mind wiped and trained 
to be a fighter. When the effects of the Mindwipe are 
removed, the character becomes a fighter I cleric. If the 
character is human, he can' t progress in the class held 
before the Mind wipe; if the character is a race entitled 
to be multi-classed, he can progress in both. There is no 
way that characters can gain multiple classes through 
reversed Mmdwipe that they would not otherwise be 
entitled to (for example, forbidden combinations such 
as cleric/ magic-user). Ln such a situation, the trauma of 
returning memory wipes out all the class abilities ac
quired since the Mind wipe. 

Mind wipe is a very powerful and intricate discipline, 
and, as such, puts significant stress on the telepath. The 
telepath must make a System Shock roll or perma
nently lose I pointofSTA. Whatevertheoutcomeofthe 
roll, the telepath must recover for 1 D4 turns after using 
Mindwipe. During this time, he is w1able to use dny 
discipl.ine of Skill 3 or above, and hjs MP total is cut in 
half. He is also incapable of physical exertion (including 
melee combat). 

Trigger 

r - -
Skm Lewl: 6 
Rag: Touch 
DttNtUm: Special 
Alu of Efftct: Individual 

MPCost:70 
1TC:1tum 
Sllving Throw: Neg. 

Trigger is a nasty little ruscipline that couples the 
effects of Mind Quench with a contingency situation in 
a subject. The discipline allows the telepath to plant a 
"trigger" in the subject's rrund. Thjs trigger will be set 
off, and will instantly kill the victim in the same manner 
as Mind Quench, whenever a certain set of circum
stances arises. These circumstances must be somehow 
linked with the subject's mind. (For example, a trigger 
rrught be placed so that, when another telepath tries to 
read the subject's mmd, the trigger kills the subject.) 
The subject gains a willpower saving throw at the time 
of casting, with a +3 penalty to reflect the power of thjs 

djscipline. A successful save means that the trigger 
hasn't "taken" (of course, the telepath using the doo-



pline doesn't know this). \1\'hen the conditions of the 
trigger :1 rc met, the su bjL>ct gets to make a save vs. Death 
Magic, and with a -3 penalty. A successful save means 
that the subject lives, but is temporarily insane (as per 
the discipline Insanity) for 2010 hours. 

Once the telepath has established this djscipline, it 
requires no further concentration from him. The Trig
ger will remain in place until activated, regardless of 
what happens to the telepath. 

A Trigger can be removed only through a Wish, or 
through the actions of a telepath who knows this disci
pline. Removing a Trigger takes 2 turns and costs 85 
MPs. There's also a chance that the telepath will acci
dentally set off the Trigger while trying to remove it. 
The telepath must make a save against his INT on 406; 
a successful roll means that the Trigger is successfully 
removed; a failure means that the telepath set off the 
Trigger, killing the subject. 

.MAGIC ITEMS . 
There e>dst several items that bear the same relation

ship to telepathy that magic items do to normal magical 
abilities. Several such items are described below. TheGM 
shouJd feel free to design any other items as he sees fit. 

Although individual GMs may wish to rule other
wise, most of these items can be created (and used) only 
by telepaths. Exceptions are noted in the text. 

Amulet of Mental Protection: This amulet usually 
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takes the form of a simple platinum disc, but other 
forms have been recorded. It bestows upon its wearer 
some protection against all telepathic disciplin~ that 
grant a willpower saving throw. If the wearer is a 
telepath, this protection takes the form of a -3 bonus to 
aU willpower saving throws; if the wearer is a non
telepath, the bonus is only -2. 

Psychic Bond: lltis powerful item can take the fom1 
of any small object, but most often appears as a plain 
gold ring. Any tel epa th can bond the i tern to hj m mere I y 
by concentrating on it for 30 uninterrupted minutes. 
From then on, the item makes anyone who possesses or 
wears it particularly vulnerable to any discipline used 
by the telcpath. (The trick, of course, is to get the item 
into the possession of a prospective subject of the 
telepath's discjplines.) The possessor of the Psychic 
Bond suffers a +3 penalty to all willpower saving 
throws against any discipline used by the telepath who 
has bound the item to himself. In addition, it gives the 
telepath all the advantages of possessing a "psychically 
bound" object when using thoS<.• disciplines to which 
such an object is relevant (specifically, Mind Read and 
Remote Sensing). 

Circlet of Telepathy: This appears as a plain plati
num band large enough to fit around the brow of a 
human. When worn, it magically alters its s ize to fit the 
telepath perfectly. While wearing the Circlet, the MP 
cost of using the disciplines Active Telepathy, Rapport, 
and Group Mind are reduced by 25% (round fractions 
up); the MP cost of using the discipl.ines Detect Lie, 
Tongues, Detect Motive, Emotion Read, Know Align
ment, Mind Read, Anjma) Communkation, Detect In
visible Creature, lnsaruty, Remote Sensing, Mental 
Erasure, Memory Write, Mindreave, and Trigger are 
reduced by 10% (round fractions up). 

Circlet of Mental Protection: Similar in appearance 
totheCircletofTelepathy, this item provides the wearer 
with the effects of the discipline Mind Block. To use the 
item, the telepath must concentrate on its power, and 
must spend 5 MPs per hour to maintain the protection. 
The level of concentration is very low. The telepath can 
perform any physical action and can use any other 
discipline; the effect terminates only when the telepath 
runs out of MPs, chooses to cancel the effect, or is 
rendered unconscjous. Note that the telepath doesn' t 
have to know-or be of sufficient Skill Level to use-
Mind Block to gain thls protection. The Circlet of Men
tal Protection can be used only by telepaths. 

TELEPATHS AND THE CAMPAIGN. 
Many telepaths become adventurers, although few 

form long-term bonds with adventuring colleagues. A 
telepath mjght join a company for a single adventure, 
then break away and follow their own path. Even those 



telepaths who do form long-term bonds with colleagues 
will probably find itdifficulttobecomeclose friends, o r 
to admit their true nature and the range of their a bill ties. 

ln most towns and cities, telepaths will try their best 
to keep a low profile. This is particularly true of those 
who harbor ill-will against the current government. 
They' ll do w hatever it takes to hide their true nature 
from their neighbors and from those who might cause 
them harm. Town-based telepaths will have learned 
early on the advantages of secrecy, and will be highly 
distrusting of strangers. lt would be very difficult for 
adventuring characters to find and befriend a telepath. 

The majority of telepaths encountered by adventurers 
will be opponents or enemies. These telepaths might 
decide that the adventurers represent useful tools, or that 
they're obstacles to their ongoing causes and a mbitions. 

As with somniomancers, most telepaths who are try
ing to overthrow the status quo will be unwilling to take 
the throne themselves, greatly preferring to put a puppet 
in command while ruling from behind the scenes. 

• SAMPLE NON-PLAYER CHARACTER 
Teela Moumglum Human 
Ski/114 telt'Patlr 
STR: 9, INT: 16, rNS: 16, STA: 10, DEX: 9, APL: 9 
HTK: 25, AC: 10 
MY: 12," AL: C. Neutral (Evil tem.le ncies) 
AT: 1, OM: (by weapon), THACO 16 
HT: 5'2," WT: 110 lbs 
Weapon Proficiencies: dagger 
Weapons: dagger 
Armor: none 
Magic Items: Amulet of Mental Protection 
Disci1Jiines: 

Skilll: Detect Lie, Dispel Exhaustion, Distract, Hide 
Emotion, Spook, Suggest 

Skill2: Active Telepathy, Chameleon, Confuse, 
Detect Motive, Emotion Read, False Emotion 
Feeblemind, Know Alignment, Mind Read 

Skill 3: Automaton, Confound, Control, Emotion 
Write, Hold, Insanity, Masks, Remote Sensing 

Skill4: Agony, Memory Protection, Mental Erasure 
Skill 5: Memory Write, Mind Block, Mindreave 
Specials: none 
Teelaisa petite, raven-haired woman in herearly40s. 

Her beau ty is striking, but her personality is unpleasant 
and abrasive in the extreme. She cares little about he r 
clothes or appearance, and so often looks unkempt. 

Teela was born in a society that hated and feared 
psionicists-or anyone different from the norm, for 
that matter. When she started to show signs that she 
might be telepathic, her parents took her to a variety of 
churches and temples, hoping for a miracle to remove 
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the "taint" from their child. Teela didn't see her psionic 
potential as a taint, however, but rather as a blessing. 
During her early childhood she developed a hatred for 
everyone around her, including her parents, because 
they didn't share her powerful inte Uect. She discovered 
early on that her genius (as she sees it) made it impos
:sible fur her to fit in. As soon as this penetrated, she 
decided to do whatever she could to make herself as 
different as possible from everyone else. Her parents' 
attempts to make her conform angered her, and she left 
home at age 13 to find a home more to he r liking. 

On the ro~d, she met an aging telepath, and became 
his companion, student ... and lover. It was he who 
taught her most of the disciplines she now can wield 
with such great effect. Both she and her mentor were 
strong-willed and selfish, so it was only a matter of time 
before they came into conflict. In a duel of psionic 
powers, Teela killed her mentor, and carried on alone . 

Her current home is a society that brutally oppresses 
psionicists, so she must disguise her true nature. Teela 
now runs a small store that deals in nick-knacks and 
junk. Behind the scenes, however, she's gathering a 
group of like-minded telepaths wjth the aim of over
throwing the town government and running it herself. 

Teela still hates others (including other telepaths, 
although she doesn't let them know that). Other people 
<~re either tools, T eel a believes, to be used then discarded, 
or obstacles to be removed as efficiently as possible. 



r he w.ord "telekinetics" refers to those powers of 
the mind relating to the remote movement and 
manipulation of matter. (These are the powers 
that most people consider "mind over matter.") 

Telekineticists are intimately aware of the laws of me
chanics-particularly what we call Newton's Laws of 
Motion-and can use their mental abilities to modify or 
temporarily override these laws. By concentrating and 
expending mental energy, telekineticists can move 
objects, alter their speed and direction, and sometimes 
even modify their physical properties. At higher Skill 
Levels, this control extends even to the molecules that 
make up matter. High-powered telekineticists can in
crease or decrease the kinetic energy of these molecules, 
raising or lowering the temperature of an object. (Some 
of these effects mimic discip}ines possessed by 
pyromancers.) A sufficiently powerful telekineticist 
can increase molecular kinetic energy sufficiently to 
make an object disintegrate. 

More so than perhaps any othersub-dassof psionicist, 
telekineticistsmustbeas muchscientistsaspractitioners 
of the psionic arts. They must understand precisely 
how objects normally react to the laws of physics in 
order to know how to subvert those laws to suit them
selves. Thus, the early career of a telekineticist is usually 
little different from that of a would-be wizard or sage: 
poring over books and parchments, eschewing action 
for contemplation. (The big difference,of course, is that 
the telekineticist is studying treatises on the physical
rather than the magical-sciences.) After this hard
studying apprenticeship, however, the telekineticist is 
usually much more active than the average magic-user. 
A telekineticist is frequently no stranger to weapons; 
after all, a thrown dagger or a swung sword is just as 
much an example of the laws of physics as a falling 
apple or swinging pendulum. Because of his knowl
edge of kinetics, inertia, leverage, etc., a telekineticist 
understands the mechanics of combat. A warrior may 
know from experience how far an arrow wilJ drop over 
a 200-yard flight, and his muscle sense may tell him 
when he's overswinging with his bastard sword; a 
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telekineticist, on the other hand, can often figure such 
things out intellectually. (This is the difference between 
trained-almost instinctive-reactions and solving the 
same problems through "brute force computation.") 
For these reasons, telekineticists are considerably more 
skilled in combat than their psionicist brethren of other 
sub-classes. (This is discussed further under Combat.) 

WORLD VIEW. 
At lower Skill Levels, telekineticists are often rather 

bookish and somewhat naive in the ways of the world. 
Once the book-learning phase of their training is over, 
they are often as active in the world as members of 
virtually any other character class. 

While some telekineticists see their ability merely as 
something to study and perfect for its own sake, most 
see the power as a means towards an end: a way of 
bending the world to their wilJ. Telekinetic abilities 
may seem to be the perfect choice for the E vii character 
who wants to run rough-shod over those around him. 
After all, doesn' t his power extend his reach, often as far 
as his eye can see? The fact of the matter is, however, 
that the mentally arduous early training selects against 
those people eager for an "inside track." The book
learning side of being a telekineticist is tedious-and 
probably impossible to follow to its conclusion- for 
anyone who's not at least partially fascinated with 
physics for its own sake. (This isn't to say that a 
telekineticist's attitude will change once he's out in the 
real world, of course.) For these reasons, there are few 
strongly Evil telekineticists; the most common align
ments are N. Good, true Neutral, or C. Neutral. Some 
Lawful telekineticists exist, but- as with most other 
psionicists--most practitioners of the art are more or 
less loners. 

While tete kinetics are viewed in many societies as the 
same evil practices as other psionic arts, they're much 
easier for the telekineticist to conceal. Certainly, a 
telekineticist who spends his time levitating tables or 
m oving wagons with his mind is going to be recognized 
for what he is. But telekinetic powers can be used much 



more subtly. Objects can be made to fall "accidentally;" 
a heavy object can be reduced in weight (i.e., partially 
levitated) while the telekineticist lifts it; items can be 
moved around while nobody is looking. Thus, it's much 
easier for a telekineticist to wield his powers right under 
the noses of suspicious observers than it is for virtually 
any other kind of psionicist. 

When d isguising their true nature, telekineticists will 
frequently pretend to be thjeves. It's relatively easy for 
a skilled telekineticist to mimic most thlef-related abili
ties, and-while not totally acceptable socially-thleves 
don 't engender the same blind fear and hatred that 
known ps iorticists do. 

Telekineticists can be much more free in using their 
more subtle powers. This goes a long way towards 
removing the fea r and paranoia that many other 
psionicists feel about "mundanes." Telekineticists are 
much less likely than telepaths or pyromancers to 
suffer the psychological "warping" that turns them 
Evil. This, in tum, reflects in mundanes' attitudes towards 
te lekineticis ts. While telekineticists are still feared, 
sometimes hated, simply because they' re different the 
level of fear is usualJy nowhere near as great as with 
somniomancers, telepaths, or pyromancers. 

Nevertheless, there are still some societies where the 
use of telekinetic abilities is illegal, and sometimes 
punishable by death. As do other psionicists, 
telekineticists keep a low profile, masquerading as other 
character classes or totally non-skilled workers. The 
abilities of the telekineticist are much less appropriate to 
waging a rebellion than are those of somniomancers 
and telepaths, and even pyromancers. For this reason, 
few telekineticists---even in the most reptessivesociety
will consider banding together to overthrow the gov
ernment themselves. CertainJy, individual telekineticists 
might-and probably wilJ-join other organized forces 
of resistance, but you will rarely see a power bloc of 
telekineticists staging a coup d'etat. 

Telekineticists are the most likely out of all psionicist 
sub-classes to be helpfuJ towards Player Characters. If 
the characters do encounter a telekineticist enemy, 
however, their work may well be cut out for them in 
trying to defeat him. 

.COMBAT 
Telekineticists use the ThiefCombat Result Table and 

are free to use any armor up to and including studded 
leather, and have the same selection of weapons as 
thleves. Telekineticists can' t use shields. To reflect their 
knowledge of the physics of motion-leverage, inertia, 
etc.-as applied to moving human bodies, they gain a 
+ 1 bonus to all unarmed physical attacks. 

Telekineticists can engage in psionic combat. 
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T£L£KIN£T/CS. 
Relatively speaking, telekineticis ts have few disci

plines. The majority of them can be used in varying 
ranges of power or precision, however, with different 
applications having different MP costs, usage times, 
and degrees of concentration. These are reflected in the 
discipline descriptions. For each discipline there is a 
"base" condition that describes the MP cost, concen
tration level, time to cast, and effect for the minimal usc 
of this discipline. A table then describes various 
modifiers based on changes to this base condition. 

For example, the "base" condition for the discipline 
Lift states an MP cost of 3 MPs per round, a time to cast 
of 2 segments, and a level of concentration of " moder
ate." The effect generated by this base condition is an 
object of Sibs. or less, with a vertical movement o f 1 foot 
per second. Thls might be useful for lifting a fu II tankard 
of ale off a barroom table. But let's say that the 
telekineticis t wants to lift a chest full of gold coins at a 
speed of 10 feet per second. just for argument's sake, 
assume that a chest full of gold coins weighs 500 lbs. 
According to the table in the description of Lift, an 
object weighing 500 lbs. has the following modifiers: 

MPcost:x3 
TIC: no modification 
Concentration: +2 

Thls means that using Lift on a 500 pound object costs 
9 MPs per round (rather than 3), that the discipline takes 
2 segments to establish, and that the level of concentra
tion is increased by 2 "steps," from "moderate" to 
"extreme." (Refer to the following section for a discus
sion of the different "steps" of concentration.) The chest 
still moves at only 1 foot per second, however. 

The table in the description of Lift also sta tes that a 
velocity of 10 feet per sec. has the following modifiers: 

MPcost:x3 
TIC: no modification 

Concentration: + 1 

Thls means that the total feat-lifting the chest at 10 
feet per second-costs 27 MPs per round, that the 
discipline still takes2segments to establish, and that the 
level of concentration is increased by 1 "step." (As 
discussed later, aU concentration levels above extreme 
are treated as extreme. This limiting step is applied only 
after all modifications have been made for telekineticist 
Skill Level, however.) 

All modifiers are cumulative. 



1 

2 

3 

Minimal Telekineticist can move and 
fight normally; can use other disciplines; 
discpline termlnated by unconsciousness 
or death. 
Moderate Telekineticist can move norm
ally, but cannot enter melee combat; can 
use other disciplines; discipline termina-
ted unconsciousness or death. 
High Telekineticist can move at 
and perform simple physical actions; can't 
use other disciplines; discipline terminated 

or wound. 
cannot move or per

form any physical actions; cannot use other 
disciplines; discipline terminated by uncon
sciousness, death, or wound. 

"Concentra tion s teps" a re a convenient way of dis
cussing the level o f concentra tion tha t a telekinetids t 
needs to devote to a particular use of a discipline. 

Each d iscipline has a "base" concentra tion s tep. This 
can lx modified if the telekineticis t changes lhe "base" 
conditions of the di..<;eipline: a ffecting a larger object, 
having a grea ter effect, etc. Changes in the base condition 
will us ua lly incrl:.'ase U1e base concentration by a certain 
number of s teps (as described in the previous example). 
Ln essence, affecting a larger object o r causing a greater 
d egree of change is more draining on the telekineticis t 
and requires a grea ter level of concentration. 

T elekineticeffectsareeasier for high-Skill telekinetidsts 
than they are for beginners. lfits is reflected as follows: 
for each 5 Skill Levels of the telekineticist of Skill 5 or 

4: TELEKINEnCISTS 

Le t's look at how this mig ht work. A Ski ll 11 
telekineticis t w ants to Lift a n object weighing 500 lbs. a t 
a velocity of 10 feet per second. The d escription of Li ft 
gives a concentration modifier for a 500object of +2,and 
a modifier for 10 feet per second of +2. The "base" 
concentration for Lift is "moderate." This concen tra
tion level must be increased by 4 s teps to account for the 
conditions. This is then decreased by 2 steps lx.>ea use the 
telekine ticist is Skill 11 . This brings the concentra tion 
required up to "extreme." Lfthe telekineticis t were Skill 
16, however, he would decrease theconcentmtion k'vel 
by 3; thus the concentration level would only be "h igh" 
for this task. 

Concentra tion can't be decreased below "minimal" 
or increased above "extre me." All modifiers a re calcu
la ted and summed before this " Limit cond ition" is 
imposed, however. 

Fearlwr Fall 

Li(r 

,\!miipulare 

Slide 

Skil/4 
C/1111 

Teleki11eticist Discipli11es 

Skill2 
Bend 

Break 

floating Disc 

'""'" l..t'Vitate 

Pus I• 

Shield 

Wind 

SkillS 
Cleave 

fly 

Skill3 

Skill6 

above, the "concentratiQn step" of a discipline is de- Kinetic Dome 
Hear 

K111ef1c Wall 

Slow 

Compress 

Dlmlfegrafe 

Enlarge 
creased by 1. For example, the "concentration step" for 
using a d iscipline in a particular way is "extreme." For 
telekineticists ofSkilll through Skil14, the concentration 
remains "extreme." For telekineticists ofSkill5 through 
9, the concentration decreases to ''high;" for Skill 10 DISCIPLINE DESCRIPTIONS. 
through 14, it decreases to "moderate," while forSkill1 5 
and higner it becomes " minimal." 11111111111111111111111 SkUll 11111 111111 1111111 111 11 

Stated another way, telekinetidsts rece ive a deere a~ 
in the level of concentration required based on the ir Feather Fall 
Skill Level: 

~kill Leve'J) 

1-1 

5-9 
10..14 

1S+ 

I Concentration Level Modifier! 

-
-1 

-2 
-3 

Slcill Lewl: 1 
RMF to yudlllevel 
Drntitm: SUitained 
Ala ofF/frd: IDdivldul 

MP Cost: Varl.tble 
'ITC:Vwble 
Slaving 'IJrrow: None 

Similar to the wizard spell of the same name, this 
discipline causes the subject to assume the effective 



mass of a piece of down. The object's rate oi fall is 
instantly changed to two feet per second (120 feet per 
round). The subject suffers no damage when landing a t 
this speed, regardless o f the height from w hich he 
origina lly fell. lf the discipline terminates while the 
subject is still in the a ir, however, he begins to fall at the 
normal rate. Falling damage is caJcula ted from the 
height o f the subject when the discipline te rminated. 

The telekineticist can use this d iscipline on himself. 
Unlike the wizard spell, it can't be used on an inanimate 
object (some of the energy required by the discipline is 
presumed to come from the mind of the subject). 

The te lekineticis t must be within range of, and have 
a clear line of sight to, the subject for as long as the 
disci pi ine is maintained. Breaking either condition te r
minates the discipline immediately . The discipline also 
te rminates if the telekineticist has insufficient MPs to 
sustain it for another round. 

Base Condition: Subject plus equipment weighs 
less tlran 300 lbs. 

MPCost 

TIC: 

Concentration: 

1 per round 

1 segment 

Moderate 

I Cottdition I ~ 
Subject plus equipment MPx2 
weighs 301·500 lbs 

Subject phis equipment MP x3; Concmtntion +1 
weighs 501-700 lbs 

Subject plut equipment MP x4: Conmtlralian +2; 
weishs 701-1,0110 lbs TICx2 

Subject"plus equipment MP x8; Conmtlralioft +4; 
weighs 1,001+ lbs TI'Cx2 

Example: Darin, a Skilll 0 telekineticist, wants to use 
Feather Fall on an armored storm giant who's fallen 
over a cliff. The G M rules that a storm giant in full ann or 
weighs more than 1,000 lbs. Thus the MPcost is 16MPs 
per round (2 x 8), the level of concentration required is 
"extreme," and the time required to establish the d isci
pline is 2 segments. 

Lift 

Skill l.ePel: 1 
Range: 5 yards/level 
Ihmltion: Sustained 
Ana of Effect: Qh;ect or 

individual 
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MP Cost: Variable 
1TC: Variable 
Smmtg JJrrow: None 

This discipline a llows a te lekinetidst to Jjft an object 
or creature vertically. Lift can' t move objects horizon
ta lly; they can be pushed o r dragged , however, if 
horizonta l movement is necessary. The "base condi
tion" of this discipline is a very slow rate of w rtical 
movement: 1 foot per second, or 60 feet per round. This 
can be increased, but at a significant cost; after all, Lift 
is intended to be a con venient way of moving heavy 
objects, not a creator of high-velocity vertical missiles. 

Base Condition: Object weighs 5 lbs. or less; ver-
tical speed 1 foot per sec. or less. 

MP Cost: 3 per rou11d 

TIC: 2 segme11ts 

Concentration: Moderate 

I Co11dition I ~ 
Object weighs 5-10 lbs. MP+l 

Object wtighs U-50 lbs. MP+2 

Object weighs 51·100 lbL MP+3 

Object weighs 101-250 1115. MP +4; Conmrtntion +1 

Object weighs 251-500 lbs. MP x3; Cmcmlrllion +2 • 

Object weighs 501-1,000 lbs. MP xS; Concentration +3; 
TI'Cx2 

Object weighl1))01·2,000 lbs. MP dO; Conmdration +3 

Object weighs 2,001-5,000 lbs. MP x20; Concmtration +3; 
TI'Cx2 

Object weighs 5,0D1·10,000 lbs. MP x25; Concmtration +5; 
TI'Cx3 

Object weighs lD,OOl-20,000 lbs. MP x33; Concentration +5; 
lTCxS 

Object weighs 20,oot+ lbs. lmpoasible 

Speed 1-5 feet per aecond MPx2 

Speed 6-10 feet per lleCOilCl MP x3; Coocmtratioll + 1 

Speed 11-tsfettperseamd MP x4; Concmtralion +2 

Speed 16+ feet per aemnd Impossible 

The maximum vertical speed that can be generated 
by Lift is 15 feet per second. All modifications for 
weight a re made before modifica tions for spt.'ed. 

Example: Darin, a Skill10 telekineticist, wants to Lift 
a 50 pound block of stone at 5 feet per second. The MP 
cost is 10 MPs per round ([3+21 + 5); the concentration 
level required is "minimal" (thanks to Darin'sSkiU Level 



modifier), and the time to cast remains 2 segments. 
A telekineticist cannot use Uft on himself. 
The telekineticist must be within range of, and have 

a clear Line of sight to, the subject for as long as the 
discipline is ma.intained. Breaking either condition ter
minates the discipline immediately. The discipline also 
term.inates if the telekineticist has insufficient MPs to 
sustain it for another round. 

Once a lifted object comes to rest against a solid 
surface, the discipline can apply no more force to that 
object than is necessary to hold it there.ln other words, 
Uft can hold an enemy against the ceiling, but it can't 
crush him against the ceiling. The initial impact against 
a solid object can inflict damage, however, dependent 
on the speed of impact: 

({2> I Darnage Inflicted I 
1-5 feet/sec none 
~tO feet/sec 1D3-1 
11-15 feet/sec 104-1 

Manipulate 

SkiU Level: 1 
~ 1 yarclllevel 
DurtatUm: Sustained 

1 Ama. of Effed: Object 

MP Cost: Variable 
TTC: Varlable 
Stavmg llJrow: None 

4: TELEKINEnCISTS 

This is a discipline that stresses fine control over brute 
power. It affects only items under 1 lb. in weight, but 
can manipulate those with a high d egree oi precision, 
particularly when wielded by high-Skill telekineticists. 

The telekineticist must be within range of, and have 
a clear line of sight to, the target for as long as the 
discipline is maintained. Breaking either condition ter
minates the discipline immediately. The disciplinealso 
terminates if the telekineticist has insufficient MPs to 
sustain it for another round. 

Base Condition: Object weiglts 1 lb. or less; com
plexity of manipulation is low. 
(e.g. h1ming a book page, moving 
a coin, etc.) 

MPCost: 

TIC: 
Concentration: 

5 per ro11 11 d 
1 segment 
Higlt 

I Condition I ~ 
Ceatplexity of maaipala- MP ll2; Concentration + 1; 
tlon is moclerale (e.g., wri- 1TCx2 
lias I simpte·IMIIIp} 

~ty of manipula- MP xS; Concentntion +3; 
tiall il'hip 1TCx3 
(~lmot) 

·~of manipula- MP x1S; Conmltntion +4; 
tiollil~ Concentration +4; ITC xS 

-(e.s.. piddas I ).,&) 

The GM must adjudicate how complex any manipu
lation is, and how many rounds it will take. Additiona I 
modifiers can be included for unusual conditions: time 
presswe, pursuit, e tc. 

Example: Dworkin, the Skill 20 telekineticist, has 
been tied up and wants to release himself. The GM 
determines that untying the ropes is a highly complex 
manipulation that will take 2 rounds. This means that 
the MP cost for the endeavor is 25 MPs per round for 2 
rounds; it takes Dworkin 3 segments to establish the 
discipline, and the level of concentration is "high." 

Slide 

Skill Level: 1 
Rtmgr: 5 ymtsllevel 
DlmltUm: Sustained 
AMI of Effoct: Object or 

individ.W 

MP Cost: Variable 
1TC: Variable 
Saoing Throw: None 

This discipline is analogous to Lift-it's a s low appli
cation of force in a single plane--except that with Slide, 



the force is purely horizontal. The "base condition" of 
this discipline is a very slow rate of horizontal move
ment: 1 foot per second, or 60 feet per round. This can 
be increased, but at a significant cost; after all, Slide is 
intended to be a convenient way of moving heavy 
objects, not a creator of high-velocity projectiles. 

The force generated by Slide can be applied in any 
direction; this direction can be changed at will by the 
telek.ineticist. (This is in contrast to the discipline Push, 
where the force is always generated directly away from 
the telek.ineticist.) 

Base Condition: Object weighs 5 lbs. or less; ho-
rizontal speed 1ft. per sec. or less. 

MP Cost: 2 per round 

TIC: 2 segments 
Concentration: Moderate 

I Conditio11 I @B 
Object weighs 5-10 lbs. MP+l 

Object weighs 11-SO lbL MP+1 

Object weighs 51·100 lbL MP+3 

Object weighs 101·250 lbs. MP-+4;~+1 

Object weighs 251·500 lbl. MP x3; Conl.-el...m'• +2 

Object weighs 501·1,000 lbe. MP x4; Coomdralion +3i 

Object weip.l,OOl-2,000 lbl. MPxJ;C...alrll-+3 

Object weJshs 2,001·5,101 lbl. MP .d; C...lrlllaa +3; 
1TCx2 

Object,. 5,001·10,000 lbl. MP. ec.••h• ~ 
TI'Cd 

Object ..... H.G01·2D,D ... MP-0+ llllll•f!f 
TI'CII 

Object .... 20,000t lbl. .. .,..... 
Sabftd ita u.b.s Cllll8t MPdtO. II'IIIM+2 

Speed 1-5 feel per leCODd MPxZ 

Speecl6-10 &et per ...... Ml'xS; c. ........ +1 

Speed U·lS feet per IKcnl MP,. C.:enlralbl +2 

Speed 16+ &et per ....... ....... 
The maximum vertical speed that can be generated 

by Slide is 15 feet per second. All modifications for 
weight are made before modifications for speed. The 
GM can apply additional modifiers to account for 
exceptional circumstances (e.g., icy or greased surface, 
particularly rough surface, etc.). 

PSIQNICS 

Example: Darin, a Skill 10 telekineticist, wants to 
Slide a 2,500 pound boulder at 15 feet per second. The 
MP cost is 64 MPs per round (2 x 8 x 4 ); the concentration 
level required is "extreme," and the time to cast is 4 
segments. 

A telekineticist cannot use Slide on himself. The 
application of force from the Slide discipline is too 
smooth and steady to knock a character off his feet; it 
will force him in the desired direction, however ... with 
nasty consequences if he's near a steep drop. ln addi
tion, the force is applied equaJJy to all parts of the target. 
Thus, it can't be used to topple an object. 

The force applied by this discipline is purely one
dimensional. A creature is totaJJy free to move in any 
direction perpendicular to that in which the Slide force 
is working. (Thus, an enemy being pushed backwards 
by Slide is free to run to his left or right to try to escape 
the range of the discipline.) 

The telek.ineticist must be within range of, and have 
a dear line of sight to, the subject for as long as the 
discipline is maintained. Breaking either condition ter
minatesthedisciplineirnmediately. The discipline also 
terminates if the telek.ineticist has insufficient MPs to 
sustain it for another round. 

Once a slid object comes to rest against a solid surface, 
the discipline can apply no more force to that object 
than is necessary to hold it there. ln other words, Slide 
can hold an enemy against a wall, but it can't crush him 
against a wall. The initial impact against a solid object 
can inflict damage, however, dependent on the speed 
of impact 

11-UIILIIM 

Damage Inflicted .... 
li)S.l 

II II I I I Ill II II I II II II I I Skill 2 I I II I I II I II I I I II I II I II I 

$ldllr...H 
~~~ 
~itt? 'eel 
~ .... ~ 

Bend 

MP CMI: Vuiable 
TJ'OVailble 
~'IJwru:.None 

As its name implies, this discipline lets the telekineticist 
bend a single object, ranging from a spoon to the bar of 
a jail cell. Bend can only be used on inanimate objects, 



and only those objects which are at least partially 
flexible. (This condition excludes fragile objects, and 
generally limits the discipline's use to wood or metal.) 

The telekineticist can choose how far he wants to 
bend the object. The maximum is a 180° bend (i.e., bent 
double). A telekinetidstcan't use Bend to tie a sword in 
a knot, for example. Objects can only be bent around 
their shortest axis. (In other words, you can Bend a 
sword blade in half so the point is next to the pommel. 
You can't bend the blade in halflongitudinally,soit'sas 
long as ever but only half as wide.) Bend will not work 
on objects whose shortest dimension is more than 10% 
of their longest dimension. (Thus, you can bend a bar
provided the length of the bar is more than 10 times its 
diameter-but you can't bend a cubic block of steel.) 

The difficulty of this discipline and the number of 
rounds it takes to bend an object depend on both the 
size and the composition of the object. Obviously, it's 
faster and easier to bend a tin spoon than it is to bend a 
10"-long bar of case-hardened steel. This is reflected in 
the following table: 

Base Condition: 

MPCost 
TIC: 

Concentration: 

Object weighs less than 1 pound, 
composed of very soft metal 
(e.g. gold). 

2perround 

2 segments 
Moderate 

I Condition I 
Object ..... l-5lba. 

Object ...... 6-15 .... 

Obfed-...16-25 .... 
Object ............ 

a.ject1111ahs 5l·ltl0 ... 

Obfed ........ a.. 
..... d's? .... illNO 
......... •I• 

"IAIIplt& I 1151-121 ..................... 
t.a.,.~dlwNionum+ .......... __ 
Object iiiGft woocl ar 10ft 
.tallf+, c:opper.lad)l 

Obfed il hint waoCP 

Obfect ..... metal 
(e.g., hun, ~lee~)' 

Object ill meptionaUy bud 
..Mal (q.. Cllfohanlened ........... ,. 
Obj~ is lllilbdP 

1 9()0 bend takes 3 segments 
1 90" bend takes 5 segments 
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~ 
MPXLS 

MP ¢ C~ation +1 

MP x3;01nceDbatioa +1 

MP 7(1; Caac:ealralion +2 

MP 110; Conceatntion +3 

Impo.lble 

No modif!ation 

MP·to% 
(JUaDd frictions up) 

MP-25% 
(loud fractions up) 

MP¢1TCx2 

MP ¢ Conc:mtration +1; 
1TCx2 

MP xS; Conc:entntion +2; 
ITCx3 

MP x6; Concentration +4; 
TI'CxS 

MP ¢ Coacrntration +S; 
ITCxS 

3 90" bend takes 1 TOll nd 
4 90° bend takes 2 TOll nds 
5 goo bend takes 3 TOll nds 

Modifiers are applied in the following order: weight, 
relative length, then composition. 

Example: Darin (Skill10) wants to bend the bar of hjs 
cell so he can escape. The bar weighs around 10 lbs., all. 
told; it's 10 feet long and 1 inch thick (i.e., it's 120 times 
longer than it is thick), and it's made of speciaUy-hard
ened steel. The MP cost is 42 MPs per round ([14 x 21-
10%] x 6); the concentration level required is "extreme" 
(even after Darin's modifierforSkill Level), and the time 
necessary to establish the disdpline is 5 segments. 

The telekineticist must be within range of, and have 
a dear line of sight to, the subject for as long as the 
disdpline is maintained. Breaking either condition ter
minates the discipline immediately. The disdpline also 
terminates if the telekineticist has insufficient MPs to 
sustain it for another round. 

Magical items receive a save vs. Spells to resist this 
discipline. Non-magical items receive no saving throw. 



Break 

Skill Level: 2 
Range: 5 yardsllevel 
Duration: Instantaneous 
Area of Efledz Object 

MP Cost: YadaMe
rro variable 
~~ 

Th.is discipline is similar to Bend, except that it can 
onJy be targeted at fragile or potentially breakable 
objects: wooden lances, doors, stone pillars, etc. Objects 
can only be broken around their shortest axis. (ln other 
words, you can break a lance in half, as if you'd broken 
it over your knee. You can't Break the lance longitudi
nally, down the center of its shaft.) Break will not work 
on objects whose shortest dimension is more than 10% 
of their longest dimension. (Thus you can break a 
wooden plank-provided the length of the plank is 
more than 10 times its thickness-but you can't break a 
cubic block of wood.) 

The difficulty of this discipline depends on both the 
size and the composition of the object. Obviously, it's 
easier to break a chopstick than it is to break a 6"-thick 
stone pillar. 

Base Condition: Object weighs less than 1 pound, 
composed of light wood. 

MPCost 5 

TIC: 1 segmetrt 
Concentration: Minimal 

PSIQNICS 

I Cot~dition I ~ 
Object Mip.l-10 lbl. MPxt.S 

Objed weip tl-451ba. MP x2; Concmlralion +1 

Object Mi8ht 46-75 lbs. MP :113; eoncen~ ... t 
~ .... ~lSO lbe. MP -4; Ccnenlridioa +2 

Obfed weipa 1Slo300 .... MP x10; Callcenllation +3 

Object weips 301+ 1be. ImpoesibJe 

...... d ........ illNO Ne anadificatiaa 
times llhodest clbnensioll 

...... clialenlion is 51·120 MP-10% 
lima shade~~ cliiNNion ~ frac:lions ap) 

...... ctiiMII!Ijon ill%1+ MP-25"1. 
tims shodest climelsion (mund fractions ap) 

Objed is hiply bdtdt MP x1J2;. Concenlration ·1 
(e.&, .,.... Wood, lliia chiDI, etc.) 

Obkd • ibiidetalely ftlliatmt 
to bitabp ft.&. hatd wood. 

MPII2;Tl'Cx2 

thick~) 

~II lOft llbne MP x5; Concentration 1'2; 
(q...-...e) 1TCx3 

Objed lwd lillie MP llti; Concenlralion +4; 
(q.. pdtr.IUlble) 1TCx5 

Modifiers are applied in the following order: weight, 
relative length, then composition. 

Example: Darin (Skill 10) wants to Break the thick 
wooden pole that's been lowered across the road to 



block his wagon. The pole weighs 25 pounds; it's I 0 feet 
long, and 5 inches thick (i.e., it's 24 times longer than it 
is thick), and it's made of hard wood. The MP cost is 20 
MPs; the concentration level required is "moderate" 
(after Darin's modifier for Skill Level), and the time nec
essary to establish the discipline is 2 segments. 

The telekineticist must be within range of, and have a 
clear line of sight to, the subject. 

Floati11g Disc 

Skill Level: 2 
Range: 15 yards 
DunJtimr: Sustained 
Amr of Effect: Special 

MP Cost: V ar.iable 
ITC: Variable 
Saving Throw: None 

This discipline creates a circular, slightly concave 
plane of force. The disc can vary in its diameter and its 
weight-bearing capacity. It normally hovers about 3' 
above the ground, although it can be lowered to ease 
loading and unloading. It must remain within IS yards 
of the telekincticist; within this area, the disc is under his 
fu ll control. The disc can move at a maximum sp<.'ed of 
6. The disc will follow the telekineticist as long as he 
moves no faste r than 6 (and assuming the level of 
concentration requires doesn't preclude movement). 

I he tclekmeticist must be w ithin rcmge uf, and have 
a dear line of sight to, th~ disc for as lo ng as the 
discipline is maintained. Breaking e ither condition te r
minates the discipli.ne immedia te ly. The discipline also 
terminates if the telekineticist has insufficient MPs to 
sustain it for another round. 

Base Condition: Load capacihJ 100 JIOUnds 

diameter 3 feet 

MP Cost: 

ITC: 
Concentration: 

I Condition I 
Load apacity 300 lbs. 

Load ~ly 500 lba. 

Load capacity 750 lbs. 

2 per round 

3 segmetrts 
Minimal 

~ 
MPx2 

MP liS; CGac:ftdDtian. + 1 

MP x8; Ow a!bltiaa +2 

Load capacityl,ID) lbs. MP x:tO; Coaca~ +3 

Diameter 4 fed MPxl.S 

Diameter 5 fed MPx2 

Diameter 6 fed MPx3 
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The maximum load thatthedisccancarry is I,OOO ibs. 
Exceeding this limit causes the discipline to tt•rminate 
instantly. The disc can't be made larger than 6' in 
d iameter. Modifiers for weight a reapplied before those 
for diameter. 

Example: Darin (Skill10) has acquired a number of 
wooden statues. They're not particularly heavy-a 
total of2..c;() lbs.-butthey takeupa lotnfsp<~ce. He must 
use the largest Disc he can create. The MP cost is 12 pe r 
round (2 x 2 x3). Time to cast and concentration level ilre 
unchanged: 3 segments and "minimal." 

Jump 

Skill tet¥1: 2 MP Cost: Vamble 
Rlmge: 0 1TC: Variable 
Drmmmr: Instantaneous Stnring Tlrtow: None 
Amr of Effect: Telekineticist 

This discipline allows the tdekineticist to make a 
single leap of prodigious proportions: whether for
ward, backward, orverticaiJy upward. The MP cost for 
the discipline depends on the distance jumped. 

Horizontal jumps-forward or backward-have a 
vertical arc of only 2 feet pe r 10 feet traveled. The 
discipline does not g uarantee safety in landing or 
grasping at the end of the jump. 

Base Condition: 

MPCost 

ITC: 
Concentration: 

I Co11ditio11 I 

15' fonuardlrtpward or 
B' backward 

4perrormd 

1 segm1!11 t 
Mi11ima/ 

~ 
Jump 711lunmdlapwml 
or12'~ MPx2 

Jump 30' forwudlupwatd 
or18' Bad:wanl MPx3;ITCx2 

Jump fll forwudlupwanl 
or rr backwanl MPliS;ITC~ 

The maximum distance that can be jumped is 40 feet 
forward or directly upward, or 27 feet backward. 

Example: Darin (SkilllO), pursued by bloodthirsty 
bandits, is faced by a 35'-wide chasm which he must 
jump to make his escape. The jump costs 20 MPs (4 x 5), 
and he must mentally prepare for 4 segments before 
taking off. Since the discipline is ins tantaneous, concen
tration level is unimportant. 



Levitate 

SkiU Level: 2 MP Cost: Variable 
Range: 0 1TC: V_...bleDatra· 
tion: Sustained &rmrg 1Juvar. N.._ 
Area of F.f/ld: Telekineticist~ 

This discipline allows the telekineticist to lift himself 
bodily off the ground, but only in the vertical plane. (In 
this way, Levitate is similar to Lift.) The telekinetidst 
can't move horizonta.lly; he can puH himself along a 
ceiling, push himself away from a wall, or trust others 
to give him some horizontal velocity, however. The 
"base condition" of this discipline is a very slow rate of 
vertical movement: 1 foot per second, or 60 feet per 
round. This can be increased, but at a significant cost. 

Base Condition: Telekineticist plus equipment 
weighs 1751bs. or less; vertical 

speed I foot per second or less. 

MPCost 

TIC: 

Concentration: 

5 per r01111d 

3 segments 
Moderate 

I Cot~ditio" I ~ 
Teleldnetidlt plus equip-
ment weighs 176-225 1bs. MP+2 

T elekinetidst plus equip-
ment weighs 226-275 1bs. MP+C 

Telekinetidst plus equip-
ment weighs 216-350 1bs. MP+7 

Teleldnfticist plus equip-
ment weighs 351.+ lbs. llllpo.ib~ 

Speed.l-5 :feet per ltCODd MPx2 
Speed 6-10 feet per second MP~C~"'.Q 

Speed ll·15 feet per IIKOdd MP xt; Ca•••tiloa +2 

Speed 16+ ftet peJ' leaJDd. lllip-""e 

The maximum vertical speed that can be generated 
by Levitate is 15 feet per second. All modifications for 
weight are made before modifications for speed. 

Example: Darin (Skill 10) needs to escape the tender 
mercies of some hobgoblins who have surrounded him. 
Considering the circumstances, he wants the highest 
vertical velocity he can genera te-15 feet per second-to 
quickly get himself out of range of their bows. Darin 



himself weighs 170 lbs., and he's carrying 60 lbs. of 
equipment. Thus the MP cost wiU be 36 MPs per round 
((5 + 4) x 4). The time to cast is 3 segments, and the 
concentration level required is "high." 

If a levitating telekineticist strikes a solid object-for 
example, through f0rgetting that barrooms have ceil
ings-he takes damage, which varies depending on his 
speed: 

9 I Damage Inflicted I 
1·5 feet/lee 
6-10 feet/a« --

U·15 feet/aec 

Puslr 

Skill Ler1el: 2 
Range: 30 yards 
Dlll'tltion: Instantaneous 
An!a of Effect: Object or 

individual 

..... 
10$.-1 
ll)t,t 

MP Cost: Variable 
7TC: Variable 
Sirvbtg 11rtow: None 

This discipHne appHes a sudden force to an object. 
Unlike Slide, Push is an instantaneous effect. Also, the 
force can be localized on a particular part of the target 
object or individual. Thus, it can be used to topple an 
object (unlike Slide). 

ln its base condition, Push is a very Hmited effect: to 
be precise, it can generate only 5 foot-lbs. of effort. This 
amount of work will move a 5-pound object 1 foot, or a 
1-pound object 5 feet. This effect can be increased at the 
cost of more MPs. 

Base Condition: 

MPCost 

TIC: 

5 foot-lbs. of effort. 

3 

1 segment 

Concentration: Minimal 

I Condition I ~ 
10 fool..lbeo 

' 
MP-x2 

"" 
15-{0ot-lbs: MPxt-

~' 

20 foot·lbs. MPD 

30fuot-~ 
' 

MP,lCU 

50 foot-lbs,. MP.-X30 

Themaximumeffortthatcan be applied by Push is SO 
foot-lbs. 

4: TELEKINEnCISTS 

NOTE: Push is not intended to create high-speed projec
tiles,although the table above seems to hint at tlznt possibility. 
(Ajtt?r n/1, nt maximum effort Push should be nble to move a 
1-potmd object 50 feet in minimal time.) In fact, the instan
taneous nature of the discipline eliminates this possibility. 
The effect is simply too short-lived: no matter how IIIIlCh 

power is applied, mz object will have time to move 110 more 
than 2 feet before the effect terminates. Once the discipline 
terminates, the object immediately stops moving as the laws 
of physics re-establish themseh•es. Thus, Push can't be used 
to tlzrow missiles (that's the purpose of the discipline Thraw). 

Push can be used on a liv ing creature to cause it to lose 
its balance. The creature receives a saving throw vs. 
Spells to resist this effect; the die roll is modified by -1 
for each 10 foot-lbs. (or portion) of effort expended by 
the Push discipline. lf the creature fails its save, it gets 
no attack in the round it was pushed, and suffers a -3 
penalty to initiative on the subsequent round. 

Example 1: Darin (SkilllO) wants to push a marble 
statue off its pedestal. The statue weighs 30 lbs. Consid
ering the height of the sta tue, the width of its base, e tc., 
theGM decides that a force of 121bs. appHed to the head 
of the sta tue wi II be enough to topple it. This use of Push 
will cost 12 MPs. 

Example 2: A gnoll with a bad a ttitude is bearing 
down on Dworkin (Skill 20). Dworkin's companions 
are otherwise occupied for a moment, and he figures 
he'd better do something to ho ld the gnoll off, at least 
for a round or two. He uses Push a t maximum power: 
50 foot-lbs., at a cost of 90 MPs. The gnoll must save vs. 
Spells with a -5 penal ty on the die roll. If it fails its roll, 
it can't attack Dworkin this round, and suffers a -3 
penalty to its Initiative roll next round. Hopefully, this 
will give Dworkin's companions enough time to get in 
on the action. 

The telekinetidst must be within range of, and h<1ve a 
clear Line of sight to, the target or the discipline fails. 

Sllield 

' Skill Uwl: 2 
Rajl;l~ 
Dlnflmr:-S~ 
AIM"afF/fi!:t: Spect,l --

MP Cost: Variable 
7TC: Variable 
Stmiltg 11rtow: None 

This discipline establishes a wall of force in front of 
the teJekineticist. This wall of force provides significant 
protection against physical attacks-both in melee and 
from missile weapons-but none against magical ef
fects. The Shield is about the same size and shape as a 
policeman's riot shield; thus it completely covers the 
telekineticist's front, but leaves his flanks and rear 
unprotected. The Shield moves w ith the telekineticist at 



a speed of up to 12, and turns with him so it always 
protects his front no matter which way he's facing. Lfthe 
telekineticist exceeds this speed or moves in a discon
tinuous manner (e.g., he is teleported somewhere), the 
discipline terminates. 

Base Condition: 

MPCost 

TIC: 

Sllield provides Annor Class 4 

3 per rou11d 

1 segment 
Concentration: Moderate 

I Conditio11 I ~ 
Shield provides Armor 0.. 2 MP x3; TIC-XZ 

Shield provides Almor Oua 1 MP ~Cooif:'W'nW. 
tion tl;T{C-X3 

Shield pmrides Armor aa. 0 MP·x&;~ 
lion +2;'ITCxt 

Shield provides Annor 0.. -1 MPxtO;-~ 
tioll +~TIC x4 

SbieJd provides Armor Clalls -2 MP xt.S; Conc:entra-
lion ~.TI'C x5 

Armor Class -2 is the best protection that Shield can 
provide. 

Example: Dworkin (Skill 20) is face to face with an 
angry ogre. With no escape route, Dworkin has Little 
choice but to weather the attacks of the ogre until his 
colleagues can enter the fray and drive off the creature. 
The telekineticist wants the best protection he can get: 
AC -2. The MPcostis45MPs per round. The discipline 
takes 5 segments to establish, and the required concen
tration level is "high." 

Wind 

r 
Sb11l.eDel: 2 
Rllnge: 20 y.uds 
~Sustained 
Ami of Effect:.Spedal 

MP Colt: V-ariable 
Tl'C: Variable . 
saMg-iianno:Na.e 

This discipline creates a steady breeze or wind that 
blows directly away from the telekineticist. Wind takes 
the form of a cone originating at the telekineticist. For 
each 10 yards of range, the cone spreads 2 yards. Thus, 
at maximum range, the cone of wind is 4 yards in 
diameter. 

Wind is useful for d.issipating smoke or vapors, for 
blowing out candles or torches, for fanning fires, or for 
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blowing loose papers around. It isn't powerful enough 
to be used as a weapon (directly, at least; cunn.ing 
telekineticists m.ight use Wind to blow dust or bum.ing 
embers into an enemy's eyes). 

Base Condition: Wind velocity of 5 mph 
(gentle breeze) 

MPCost: 3 per round 

TIC: 1 segment 

Concentration: Moderate 

I Condition I ~-
~ ~ty of to mph 

- MPx2 

Wmcl wlodJy·ottS mpli MPx4 

~~01.20. o..Ml d; Colw a•"• 
lioa +2-

Wind ~of.25lll)iJI MP Xl5; Coacaitra... 
lian+4' 

I II I I I II I I I I I I I I I Ill I II Skill 3 I I II II II I I I II I II I I I II I I 

Cntsh 

Skill Lft¥1: 3 
~iOym:ls 
~ lbstmtaDeoal 

' Ami Dffffe«:.Obfect ' . 

MP Cost: Variable 
Tlr:Vmable 
~Tirrow: Neg. 

This discipline creates a localized area of force that 
applies the equivalent of a crushing blow to a single 
inanimate object. The 
object must make a 
successful saving 
throw vs. Crushing 
Blow or be destroyed. 
(Magica l items re
ceive their normal 
bonuses to this d ie 
roll.) By expending 
additional MPs, the 
telekineticist can in
crease the force of the 
crushing blow. This 
has the effect of a pen
alty to the object's 
saving throw. 



Base Condition: No modificatioll to sat1i11g tl~row. 

MPCost 10 

TIC: 3 segmrnts 

Concentration: Moderate 

I Condition I ~ 
-1 ~ toAViJ18 throw MP+4 

•2 peaalty to saving throw MP+8 

-3 penalty to saviDs tluow MP+l2 

-4-penalty to AVins throw MP+20 

-$ penalty to saving throw MP+30 

The maximum penalty that can be applied to the 
saving throw is -5. 

Example: Darin (SkilllO) is faced by an enemy wield
ing a+ 1 sword, and fig ures his best chance of survival 
comes from destroying the weapon before it can be 
used. For a sword to resist a crushing blow, the saving 
throw isnormally7"; this is modified to6 because o f the 
sword's + 1 bon us. Darin puts everything he can in to the 
Crush discipline, at a cost of 40 MPs. The sword must 
roU 11 or better to avoid being destroyed. 

The telekineticist must be within range of the object, 
and must have a clear line of sight to it; o therwise the 
discipline will fail. This djscipline can ' t be used on a 
living creature. 

"Tit is saving throw may differ dept'lldingon thr standard rule 
books used. 

Impact 

Sltill Ltwl: 3 MP Cost: Variable 
... 10 yards 7TC: Variable 
~ instantmeous St1ving Throw: Special 

'-AmJ'ofF/ftd! Object or inaividual 

This d&ipline is a more powerful version of Push, in 
that the force is much more intense and more concen
trated. It can be used against an inanima te object or a 
living creature. 

Againsr a creature, Impact has the same effect as a 
blow from a blunt object, whk h inflicts HTKofdamage 
as does a normal attack. The subject receives no saving 
throw, and the telekineticist does not have to m ake an 
attack roll (the attack always ruts its target). Against an 
inanimate object, Impact has the effect of a crusrung 
blow. By expending more MPs, the te lekineticist can 
either increase the damage inflicted on a creature or 

4: TELEKINEnCISTS 

modify an object's saving throw. 
1l1e maximum damage that can be intUcted by Jm-

Base Condition: Creatun•: 108 fffK of damage; 
Object: no modification to 
saving throw. 

MPCost: 

TIC: 

Concentration: 

12 per ro1md 

4 segme11 ts 

Modrrate 

I Cottditioll I ~ 
cmture suffem 2D8 HTK of cb.IMge MPx2 

Cmture sufms 308 HTK of damage MPx4 

Crmure suffets 4D8 HTK of damage MPx8 

Object suffers ·1 penalty to saving throw MP+S 

Object suffers ·2 penalty to saving throw MP+9 

Object suffers ·3 penalty to saving throw MP+13 

Object suffas -4 penalty to saving throw MP+2S 

pact is 408 HTK; the maximum modifica tion that can 
be made to an item's saving throw is -4. 

Example: Dworkin (SkiU 20) is faced with a charging 
wcn:wol f. lie knows he'U probably only have one shot 
at the creature before it's on him, and so he'd better 
make it a good one. He decides to inflict the maximum 
allowable damage: -+08 HTK.TIUs costs him 96 MPs for 
the single attack. 

The te)ekjneticist must be within range of the target, 
and must have a clear line of sight to it; otherwise the 
discipline wiJJ fail. 

Slratter 

Skill Level: 3 
Rlmgr: 10 yards 
Duration: Instantaneous 
Area ofEffoct: Obje« 

MP Cost: Variable 
·TrC: Variable 

Strving'IIrtow: Neg.. 

This is a restricted-and "cheaper," in MP terms
version of Crush, in that it can only be used against 
innately brittle objects. llis would include pottery or 
g lassware, but wouldn't include metal objects such as 
swords. The object must make a successful saving 
throw vs. Crusrung Blow or be destroyed. (Magical 
items receive their no rmal bonuses to thjs die roll.) By 
expending additional MPs, the te lekineticist can in
crease the force of the crushlng blow. This has the effect 
of a penalty to the object's saving throw. 



Base Condition: No modification to saving tltrow. 
MPCost: 6 

TIC: 3 segments 
Concentration: Moderate 

I Condition I ~ 
·1 penaltJ to laVing throw MP..S 

..Z-,peullytolftiastluuw MP.f6 

..,.,....., ........ ~ MP+9 

~,..,to ......... MP+16 

a$ peullito .... tiUow MP+2D 

The maximum penalty that can be applied to the 
saving throw is -5. 

Example: Darin (SkiU 1 0) wants to Shatter a Mirror of 
Life Trapping before it snares his compatriots_ The nor
mal saving throw vs. Crushing Blow for a glass mirror 
would be 20, but theGM decides that the Mirror's magic 
gives ita +2bonus; thus it would save on an l8orbetter. 
Darin wants to make this as much of a sure thing as 
possible, which would require a -2 modifier to the 
Mirror's saving throw to counteract its magical bonus. 
(The Mirror will stillsaveon a natural20, qfcourse.)This 
use of Shatter wil.l cost 12 MPs. 

The teleki.neticist must be within range of the object, 
and must have a clear line of sight to it; otherwise the 
discipline w ill fail. This cliscipline can't be used on a 
living creature. 

Throw 

Skill. J.nel: 3 
Rmtge: 2 yanls' 
DinYitiJm: JnstantDeoua 
Alu. of F/fet:t: Object 

' 

MP Cost: Vadable 
T-rovui.ab~e 
~~ ... 

• Tllis figure refers to lir<• maximum distance away from the 
telrkineticist of lhl' object to IJt' thrown. 71ws. a telckineticist can't 
meutally Throw 11 rock 111111 is more /Iran 2 yards away from !rim. 

Asitsnameimplies,thisdisciplineletsthetelekineticist 
mentaUy throw an object. Unlike Push, this cliscipline 
gives the object speed that doesn't "vanish" when the 
discipline terminates. The object instantly accelerates to 
a speed that depends on the number of MPs expended 
on the discipline (the object suffers no ill effects from 
this sudden acceleration, however). Once it's reached 
this speed, the telekineticist has no further control over 
it, and it obeys the normal laws of physics. Throw can 
only be used on an object that is motionless with respect 
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to the telekineticist at the instant the discipline is used. 
(Thus, it can't be used to further accelera te a flying 
arrow, for example.) 

The te leki.neticist has complete con tro t over the initial 
direction of the throw (that is, he can throw itduenorth, 
towards the center of the doorway, or right at that 
charging ore over there). 

Throw will only affect smaU objects weighing no 
more than 1 pound . 

Base Condition: 

MPCost: 

Velocity of 10 feet pn- second . 

8 

TIC: 

Concentration: 

I Conditiorr I 

3 segments 

Modn-ate 

Velocity201eet peuecond 

VelOdty 50~ peheconcl 

-Velodly 100 feet-per MC:Ond 

~ 
MP x4; TI'C x2 

MP ,x8; 'lTC lll3 

MP x12; TIC x4 

The maximum velocity at which ;m object can be 
thrown is 100 feet per second (fps}-almost 70 miles/ 
hour! A one-pound object traveling at high speed is a 
formidable weapon, and inflicts damage as follows: 

~ I Damage Inflicted I 
.o ·~ t.D3HTK 

2Dfps 1D6HTK 

lOOJps 5D6HIK 

To strike a target with a thrown mjssile , the 
teleki.neticist must make a normal 'to hit' roU. Range is 
a significant issue here, both in terms of accuracy and in 
tenns of "windage" and projectile drop. This is re
flected by the following ranges: 

1 

1 

4-

6 

8 

12 

'To hit' rolls are modified by -2 at medium range and -



5 for long range. Tdekineticists who know this disci
pline are considered to be "proficient" in its use, and so 
their ' to hit' rolls suffer no non-proficiency penalty. 

Example: Dworkin (Skil120) needs to silently pickoff 
a guard who is 100 yards away from him. The 
tdckincticist spies a rock at his feet, and decides to 
Throw it at the guard. To maximize his chances of 
hitting and the damage if he succeeds, Dworkin d e
cides to Throw the rock a t 100feetper second. This costs 
96 MPs, and Dworkin must concentrate on the disci
pline for 12 segments before he ct~n Throw the rock. One 
hundred yards is long range for a 100 fps projectile, so 
Dworkin suffers ,, -5 penalty to his ' to hit' roll. lf he 
succeeds in hitting the guard, the projectile inflicts 506 
HTK of damage. (Note that Dworkin wouldn't have 
sufficient range to hit the guard a tall ifhethrew the rock 
any slower. This and the prohibitively high MP cost for 
high-velocity throws seriously limits the effectiveness 
of this discipline for telekineticists of lower Skill Level.) 

The te lekineticist must be within range of the object 
to be thrown, and must have a clear line of sight to it and 
any target of the Throw; otherwise the discipline will 
fail. This discipline can't be used to Throw a living 
creature, even if it's under 1 lb. in weight (so throwing 
scorpions or poisonous spiders isn't an option). 

II I II I II I I I II I II II I I I II Skill 4 

Skill Level: 4 
Rlmge: 10 yanls 
Dunatimr: Sustained 
hea of Effect: Object 

Clrill 

II I I II II I I I I II II I I I I I I I 

MP Cost: Vamble 
1TC: Variable 
Savmg 7Jrrow: Ncme 

4: TELEKINEnCISTS 

This discipline lets the telekineticist decrease the ki
ne lic ene rgy of the molecules composing an int~nimate 

object, which decreases that object's temperature. The 
MP cost for this discipline depends on the mass of the 
object to be affected, and the rate of temperature drop 
that the te lekineticist wants to create. The lowest tem
perature to which any object can be reduced is -100° 1-'. 

Base Condition: Object weiglts 10 lbs. or less; tt>m
perature drop of 10" per round. 

MPCost 

ITC: 

Concentration: 

5 per rotmd 

1 round 
£ttrelne 

I Condition I ~ 
Object weipa U-50 lba. MP+2 

Objed-weiPs 51-100 lbe. MP +6; Coacentralion + l 

Obfed weipa 101·200 u.. MP + 15; CODCenlratlon +1 

Temp. drop r per round MP'X2; Coacmlndioa + 1 

Temp. drop 30" per round MP d; COIICtfttration +1 

Temp. clrop 50" per.roand MP 7(1; Concentralion +3 

The largest object that can be affected by Chill is 200 
pounds; the maximum rate of temperature drop is 50° 
per round. 

This discipline can be used to extinguish a burning 
object. If the temperature of a burning object is reduced 
below its "ignition temperature"-the temperature at 
which it catches fire-it immediately goes out. Differ
ent materials have different ignition tempera tures, and 
bum at different temperatures once they've been ig-



nited. Some examples follow: 
NOTE: T!Jcsc figlm's- m ld tile w!Jo/e discussion of igui

tioll n11d lmm i11g temperntures--are in/('lldedf£1r gnml' liSt'. 

a 111f don't nec:essnri/_11 rcjlecl llw rml world. 

I Substance I Qg71itiorr Temii) Bun1irrg Tet~ 

P~per 4500 5SOO 

Pudunmt 500" 575" 

Alcohol 300" 1,200" 

Oil 350" 900" 

Wood 475° 5150 

Thus if tht.• tempera ture of a burning book is dt.~ 
creased by more than 1 00°-from 550° to below 450°
it ceases to bum. 

Contact with very cold objects is painful and can 
cause physical damage. For each round (or portion ) 
that ba re flesh is in contact with exceedingly cold 
materia ls, the damage caused is as follows: 

(fimperahJre I Damage I 
16° or wanner none 

-25° to 15" 1D2HTK 

-26° md colder 1D4HTK 

• Proloii,I(Cd nmlnL"I willl o/Jjt•ct,; tlli~ cold ca11 cnuse hmg-l115till;>! 
•'ffi•r:ts such ns lll'r!'<' dnmtiS<'. For c•ncli ru1111d t~(tc•r tltt' first that 11 

am lure rrmnm~ iu nmtnct with ~ttc/1 Ill/ object. il ttutsl S/IVI' vs. Spells. 
I{ it filii; it;; Sill'!' Uti nuy rowuf, nen~· dntttagr /m;; rt•,;u/t,•d. Tlu· nrc'll ~( 
/hi' body i11 ((11/lll<'t '"itlt tlu· chilled obJt'c/ is mtml> 1111d totally wtlhou/ 
ft•eliugfi>r 1 D-l dnys. Alltiffi"c:it'd limb willll£' 1!..Tct'!'timmlly wmk--mul 
oirl111111y usde;;:;-f(>r the S<llll<'l't'riorl of time. 

An object that has been chilled will re turn to its 
normal tem perature at 10° per round, tvvice tha t if it's 
exposed to a s ignificant source of hea t such as a {ire. 

Example: Dworkin (Skill 20) wants to Chill the heavy 
crossbow in the hands of an enemy, and wants to d rop 
its temperature as fast as possible. (Maybe the enemy 
will drop it.) A heavy crossbow weighs 14 lbs., and 
Dworkin wants to Chill it at 50° per round. TI1e MP cost 
is 49 MPs per rmmd (!5 + 2] x 7); theconcentration level 
is "extreme." The GM dt'Cides that the crossbow is 
currently s lightly cooler than a ir temperature: about 50° 
F. ln the fi rst round, the crossbow's temperature drops to 
0°. Thecrossbowman candrop it and avoid damage, but 
he elects to hang onto it; he takes 1 D2 HTK of dam age. 
ln the second round, the crossbow d rops to -50°. If the 
enemy continues to han g onto it, he suffers I D4 HTK of 
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damage. Next round he must make a save vs. Spells to 
resis t ne rve damage. The pain is too much, however, and 
tht.• crossbowman drops the weapon. Dworkin can' t 
sustain the d isciplineany longer-he'salread yexpended 
98 MPs on it-so the crossbow begins to warm up at a 
ra te of 10° per round. (Obviously, it will be some time 
before anyone can touch the weapon safely.) 

TI1e te lek:ineticist must be within range of the object 
to be chilled, and musthavea d ear l.ineofsightto it. This 
d iscipline can' t be used to Chill a living creature . 

Heat 

Skill Level: 4 
Range: 10 yards 
IJuratitm: Sustained 
Area of Effect: Object 

MP Cost: Vaiiable 
1TC: Vamble 
Smlint'l'lmn.tr. NO.: 

This discipline lets the te lekineticist increase the ki
nt'tic energy of the molecules composing an inanimate 
object, w hich increases that object's temperature (the 
opposite o f C hill). The M.P cost for this discipline de
pends on the mass o f the object to be affected, and the 
rate of temperature rise that the telekineticis t wants to 
crea te. The only limitation on the temperature to which 
an object can be raised is the MP status of the te lekineticist. 

Base Condition: Object weiglts 10 lbs. or less; 
temperahm rise of 30" per rourrd. 

MPCost: 8 per round 
TIC: 1 rmmd 

Concentration: £rtreme 

I Cot~ditiotl I ~ 
Objed weighs 11-50 lbs. MP+3 

Objed weighs 51-100 Ibs. MP +6; Concmtration +1 

Objed w.eigha 101-200 lbs. MP +6; ConmdraticJa +2 

Temp. rl8e 6fT" per round MP x3; Concmtnlion +1 

Temp. rise 100" per round MP x5; Ccincentnlion +2 

Temp. rise 200" per round MP x8; Ceocentntioa +3 

The Ia rgest object that can be affected by Heat is 200 lbs.; 
the maximum rate of temperature rise is 200° per round. 

This discipline can be used to ignite flammable ob
jects. If the tempera ture of an object is raised above its 
"ignition temperature," it immediately catches fire. 
Diffe rent ma te rials have diffe rent ignition tempera
tures. Some examples follow : 



~ I Ignition Temperature I 
Alcohol 300" 

Oil 350" 

Paper 4!0" i -
Pardunent sooo 

Woocl 4'15" 

NOTE: Tlwse Jigures---t~nd tlte wholedismssion ofigllition 
tempcmtures-arc inte11ded for game use, and don'tnecessarily 
reflccttllr real world. 

Thus, if the temperature of a book is raised to 450° or 
higher, it catches fire. 

Contact with very hot objects is painful and can cause 
significant physical damage. For each round (or por
tion) that bare flesh is in contact with exceedingly hot 
materials, the damage caused is as foUows: 

~ I Damage I 
150" or cooler none 

151° to 200" 1D21fiK 

201 o or hotter' 104HTK 

' rnrt'nclt round (or porlionllltnt jii!Sit is in con/art witlt som~lltiiiX 
1/tisltol, tlll?viclimmusl rolla saving 1/Jrml•t'S. Sflt'lls, witlta -2 penalty. 
A failed SOl!(' iudica/t>s Oil<' of tit~ fc>lloo•ing disabililii!S: 

Body Area Disability 
ltand or foot: 11/tusablc for 204 day~ 
l~ldy: disnblrd for 104 d11ys 
ltt'Od: 111/COIISCiOIIS for 204 lums 

An object that has been heated will return to its 
no rinal temperature at zou per round, or three times 
faster if it's immersed in water. 

Example: Dworkin (Skill20) wants to Heat the great 
helm on an enemy's head, and do so fast. A great helm 
weighs 10 lbs., and Dworkin wants to Heat it at 100° per 
round. The MP cost is 40 MPs per round (8 x 5); the 
concentration level is "high." The GM decides that the 
helm is about 65° F. Ln the first round, the helm's 
temperature climbs to 165°. The enemy can remove it 
and avoid damage, but he elects to keep it on; he takes 
102 HTK of damage. In the second round, the helm 
climbs to 265°- hotter than boiling water. lf the enemy 
continues to wear it, he suffers 1 D4 HTK of damage. He 
must also save vs. Spells or fall unconscious from the 
heat and pain. He makes his save and removes the 
helmet. Dworkin terminates the discipline, so the helm 
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begins to cool at a rate of zoo per round. (If someone 
tosses the helm into a bucket of water, it will cool a t 60° 
per round.) 

The telekineticist must be within range of the object 
to be heated,and must have a clear line of sighttu it. This 
discipline can' t be used to Heat a living creature. 

Kinetic Wall 

-'Skill Level: 4 
Rmrgetyard 
Durtlticm: Sustained 
Aw• ofE/fod: Special 

MP Cost: 8 per round 
TfC: 4 segments 
Stnrilrg Throtu: None 

........ 

Like Shield, this discipline establishes a wall of force 
in front of the telekineticist. Kinetic Wa ll, however, 
offers considerably better protection against melee and 
missile weapons (with one significant exception, dis
eusst.'<i later); it offers no protection against magical 
effects. The Kinetic WaJI is square, I 0 feet on a side; thus 
it completely covers the telekineticist's front, but leaves 
his flanks and rear unprotected. The Wall moves with 
the telekineticist at a speed of up to 12, and turns with 
him so it always protects his front no matter which way 
he's facing. If the telekineticist exceeds this speed or 
moves in a discontinuous manner (e.g., he is teleported 
somewhere), the discipline terminates. 

The Wall is completely impenetrabletoany object (or 
creature) that is traveling at more than 4 fL>et per St.'C

ond-a s low walk-in either direction. Thus, arrows. 
axe cuts, and sword thrusts will bounce off the barrier, 
as will a running person. Any object or creature mo \'ing 
s lower than 3 feet per second passes through the Wall 
without being slowed down, and without even notic
ing it. Bludgeoning or slicing weapons that arc swung 
s low enough to penetrate the barrier do no damage to 
anyone they strike. Piercing weapons can be used ""ith 
effect through the barrier, as long as the thrust b slow 
a nd powerful; it's easy to dodge or block such a slow 
thrust, however, so the targets of these attacks gain a-
4 bonus to their Armor Class as long as they can see and 
respond to the attack. 

The Wnll is incapable of resisting extreme impacts
s uch as the impact of a charging 2,000-pound bull. It is 
impenetrable to lesser impacts, however, so a charging 
ore will bounce off the Wall, taking as much damage 
from the experience as he would from rurming headlong 
into a stone wall. To determine if a Wall can resist a 
particular impact, multiply th<.' weight of the creature or 
object in lbs. times its speed factor. If the r<.'Sult is equal 
to or less than 6,000, then the Wall resists the impact. !I 
the result exceeds 6,000, however, the discipline in
s tantly terminates and the telekineticist is stunned (as by 



a Power Word for 102 rounds). 
Example: An a rmored warrior (total weight 300 lbs.) 

slams into a Kinetic Wall at a movement rate of 12. 
Weight times movement rate is only 3,600, so the war
rior bounces off the barrier. On the next round, a 2,000-
pound bull, charging at a movement rate of 12, hits the 
wall. The bull's weight times its movement rate is 
24,000. The Kinetic Wall collapses under the impact, the 
bull continues through unchecked,and the telekineticist 
who erected the Wall is s tunned for 102 rounds. 

Slow 

Skill-Level: 4 
Rmrge: 10 yards/level 
Dlwatimr: Sustained 
~" of Effect: Individual 

MP Cost: V ariatile 
TfC: Variable 
Saving IJarow: Neg. 

Tilis discipline creates a fie ld or net afforce around a 
single creature. This fie ld resists the creature's move
ments, making a II physica l actions slower by a facto r of 
2. Thus, its movement rate is halved, and it makes only 
half as many a ttacks per round as it normally would. ln 
addition, all physical attacks by the creature suffer a -2 
penalty. Finally, the subject of this discipline a lways 
acts last in a rmmd. Slow has no effect on mental 
activity, however. The subject roUs initiative normally 
if it is using magical or psionic abilities. 

The effort and concentration involved in sustaining 
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this discipline depends on the STR of the creature 
involved. (For animals and mons ters, the GM must 
estimate thei r STR a ttributes.) 

Base Condition: 

MPCost: 

TTC: 

Concentration: 

I Condition I 
STR ts-18 (01) 

STR-18 (02-«J) 

STilU:.20 

"' S'IIU.t-22 I 

STR23-24 

STR 14 or less. 

3 per round 

1 segment 
Hi gil 

~ 
MPx2 

MP x3; Concentration+ 1 

MP x4; Concentration +1 

MP x6; CotKentr.ttion +3 

MP :dO; Concenbation +4 

Creatures with a STR attribute of 25 or more are 
unaffected by this discipline. 

Slow is an aU-or-nothing affair: if the ta rget creature 
has STR 20, the telekineticist must expend 12 MPs per 
round, or the discipline fails. Expending only a portion 
of the MPs required has no effect. 

The telekineticistmust be within range of the su bject, 
and must have a dear Line of sight to it; otherwise the 
discipline will fail . 
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1111 1111 111111111111111 SkillS 111111111111111111111 11 very slow rate of movement: 1 foot per St:'Cond , or 60 feet 
per round. This can be increased, but ala significant cost. 

Cleave 

Skill Ltroel: S 
Rmrge: 15 yards/level 
Duration: Sustained 
Are41 of Effect: Special 

MP Cost: Variable ......, 

ITC: Variable 
Saving Throw: None 

This discipline creates a thin plane of force, similar in 
dimensions to a sword blade, that the telekineticist can 
mentally w ield as a weapon. The plane of force strikes 
twice per round, and can hit any creatu re that can be 
struck only by silver or+ 1 enchanted weapons. 

The telekineticist must make normal ' to hit' rolls to 
strike w ith this weapon; he suffers no non-proficiency 
penalty, however. Damage and armor class adjustment 
vary with the number of MPs expended. 

Base Condition: Strikes as dagger; ID4/1DY 

MPCost 

TIC: 

Concentration: 

3 per round 
1 segment 

Extreme 

' Tirl'figurl" bcfrm• tiJPSIIIslr rt'fi·r~ tc>dmnagrt~gainst size Sor M oppo111'11ts; 
tht•.fi,~:urr after ttrt s/a,;/r rt'fi•rs to drmwgr a!iailrst si:e L opl'onmts. 

I Condition I ~ 
Strikes u shod sword; 
1061108 HTK of damage MP x2; Coacentration + 1 

Strikes as long sword; 
10811D12 RTK of damage MP x3; Omcenlration +2 

Strikes as ~ IWOl'cl; 
21WID81:11K of.clcnap MP lGI; Co.cealndMJo +3 

Sldkela two-haDded IWOid: 
lD1MD6 HTK of climap. MP x5; Coeceatnlion +3 

The plane of force created by this discipline is invis
ible to everyone but the te lekine tidst. 

The telekinetidst must be w ithin range of the subject, 
and must have a d ear line of sight to it, o therwise the 
discipline w ill faiJ. 

Fly 

SkiU Levt.l: 5 MP Cost: Variable 
~0 1TC:Variable 
Dundicm: s~ Smnng 11ti'O'W: None 
Aru of Effect: Teleldnetidat 

This discipline a llows the telekineticist to fly freely in 
any direction. The "base condition" of this discipline is a 

Base Condition: Teleki11eticist plus equipmeut 
weiglts 175 lbs. or less; spt'ett 1ft./ 
second or less 

MP Cost: 8 per round 

TIC: 3 segments 

Concentration: Moderate 

I Condition I ~ 
Telekinetidst plus equip-
ment weisbs 176-225 lbs. MP+2 

Teleldnetidat plus equip-
.mmt weighs 226-275 lbs. MP+4 

TeleldMticist plus equip-
ment weighs 276-350 lbs. MP+7 

Telekineticist plus equip-
mmt weighs 351+ lbs. Impossible 

Speed 1·5 ft. per second MPx2 

Speecl6-10 fl. per second MP x3; Co.ncentration +1 

Speed 11-15 ft. per second MP x4; Concentration +2 

Speed 16+ ft. per lii!COnd lmpo&Sible 

The maxjmum speed that can be g(•nerated by Fly is 
15 feet per second. AU modifications fo r weight a re 
made before modifications for speed. In this context, 
"speed" is the telek.ine tidst's total velocity, including 
both vertical and hori.zontal components (i.e., not jus t 
"ground speed"). 

If a flying te lekineticist strikes a soJjd object, he takes 
damage, which varies depending on his speed: 

9 I Damage Inflicted I 
t-SKet/aec none 
6-tO feetlaec 103-1 
U-15 Kef/sec 11>4-1 

A flying telekineticist is Maneuverability Class A. 

Kinetic Dome 

Skill ~1: 5 MP Cost: 10 per round 
~: 0 1TC: 5 segments 
Dlmdicm: Sustained Swilrg Throw: None 
Ami of Effect: lS' diameter 

hemisphere 



This discipline is like Kinetic Wall except that it 
creates a dome centered over the telekineticist's posi
tion. The Dome moves with the telekineticist at a speed 
of up to 12. If the telekineticist exceeds this speed or 
movt'S in a djscontinuous manner (e.g., he is teleported 
somewhere), the discipline terminates. 

The Dome is completely impenetrable to any object 
(or creature) that i.e; traveling a t more than 4 feet per 
second-a slow walk- in either direction. Thus, ar
rows, axe cuts, and sword thrusts will bounce off the 
barrier,as will a running person. Any obJect or creature 
moving slower than 3 feet per second passes through 
the Dome without being slowed down, and without 
even noticing it. Bludgeoning or slicing weapons that 
are swung slow enough to penetrate the barrier do no 
damage to anyone they strike. Piercing weapons can be 
used with effect through the barrier, as long as the 
thrust is slow and powerful; it's easy to dodge or block 
such a slow thrust, however, so the target of the attack 
gains a -4 bonus to their Armor Class as long as he can 
see and respond to the attack. The Dome is totally 
ineffective against magical attacks. 

The Dome is incapable of resisting extreme impacts; it 
is impenetrable to lesser impacts, however. To deter
mine if a Dome can resist a particular impact, multiply 
the weight of the creature or object in lbs. b y its speed 
factor.lfthe result is equal toorless than 8,000, the Dome 
resists the impact. lf the result exceeds 8,000, however, 
the discipline instantly terminates and the telekineticist 
is stunned (as by a Power Word for1D2 rounds). (Seethe 
description of Kinetic Wall for an example.) 

I I I II II I II I I I II I I I I I I I I Skill 6 I I I I I I I I I II I I I I I ll I I I I I 

Compress 
....... 

SkiU Level: 6 MP Cost: Variable 
.Rimge: 30 yuds TI'C: Variable 
Du.mtion: .Sustained Stnring 'Ihrow: Neg. 
Ami of Effect: Object or indMdual 

This difficult discipline allows the telekineticist to 
decrease the spacing between the molecules that make 
up an object or creature. This decreases the size of the 
target, but doesn't change its weight or its number of 
HTKorStructuraiPoints;neitherdoesitalteracreature's 
STR. (Theoretically, more dense muscle tissue makes up 
for the loss of leverage involved.) 

Compress immediately shrinks the target to half its 
normal dimensions. Note that this doubles the object's 
density, so that something that normally floats mjght, 
when compressed, sin.k Like a rock. Because of their 
grea ter density, compressed objects receive a +5 bonus 
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to saving throws vs. Crushing Blows or Falls. 
Compressed creatures move at half their nonnal rate; 

Lrutiative and ' to hit' rolls are unaffected. Damage in
flicted by any physical attack-whether by weapon or 
natural weaponry-is one-half of normal. (For conve
ruence, assume that all clothing and equipment on the 
person of a compressed target is also reduced in size.) 

The effort required to Compress a target depends on 
its mass and whether it's alive o r inanjmate. 

Base Condition: Target weiglrs 50 lbs. or less; 
target is inanimate. 

MP Cost 10 per round 

TIC: 1 round 

Con(:entration: Higl1 

I Condition I ~ 
Juptis alive MP x2; CoacmtraliOII +2 

Tatpt weighs 51-100 lba. MP xU; Concmlration +2 

Tatpt weighs 101·200 lbs. MP x2; Concentration +2 

Tugtt weighs 201-350 lbe. MP x3; Concentrati011 +3 

Tupts weight 350+ lba. Impossible 

Living cre>atures receive a saving throw vs. Spells to 
resist this discipline; inanimate objects receive a saving 
throw vs. Lightning. 

The telekineticist must be within range of the subject, 
and must have a dear line of sight to it, otherwise the 
discipline will fail . 

Compress can't be targeted specifically on a hollow 
object that contains something else. This excludes the 
possibility of compressing an enemy's helmet so it 
crushes his head, or compressing a locked chest, hoping 
that its contents will burst it apart at the seams. In both 
cases, the discipline is an all-or-nothing affair. Either it 
compresses both chest and contents-or helmet and 
wearer--or it compresses neither (at the GM's option). 
It can be targeted at an object mounted to something 
else, in which case the target will shrink and fall away 
from whatever it was mounted on. (Thus, a com
pressed door will fall out of its frame; a compressed 
breastplate will drop off the warrior wearing it.) 

Disintegrate 

SkiU Ler1d: 6 
Rlmge: 30 yuds 
Dunltitm: lnstmtmeoas 
Ami of Effoct: Special 

MP Cost: Vuiable 
1TC: Variable 
Smring Throw: Neg. 



This powerful discipline breaks down the bonds 
between the molecules making up an objector creature, 
totaUy disintegrating it. 

The effort required to Disintegrate a target depends 
on its mass and whether it's alive or inanimate. 

Base Condition: Target weighs 50 lbs. or less; 
target is inanimJtte. 

MPCost 

TIC: 

Concentration: 

I Condition 

r..-iullve 
I 

15 
1 round 

Extreme 

~ 
MP"'4e-!1 11•+2 r._.,..._., --~ Oltll:-·!1~+1 

T ............... .. .MPJ!:Oiw•P6w.ta ..,.. - . ."'-. " 

r.-,...351'~ ----~ ...... 
• 'r..P _p..!ll-i,aaD ... .-..e.-·•·ill*i'+3 
Targets weighing more than 1,000 lbs. cannot be 

disintegrated. (Note that the cumulative modifiers make 
it impossible to Disintegrate a living creature that weighs 
more than 350 lbs.) 

Living creatures receive a saving throw vs. Spells to 
resist this discipline; inanimate objects receive a saving 
throw vs. Disintegration. 

The telekinetidst must be within range of the subject, 
and must have a dear line of sight to it, otherwise the 
discipline will fail. 

Enlarge 

This difficult discipline allows the telekineticist to 
increase the spacing between the molecules that make 
up an object or creature. This increases the size of the 
target, but doesn't change its weight or its number of 
HTK or Structural Points; neither does itaJter a creature's 
STR. (TheoreticalJy, less dense muscle tissue makes up 
for the increased leverage provided by longer limbs.) 
This discipline is the reverse of Compress; the two 
disciplines can be used to counter each other. 

Enlarge immediately expands the target to twice its 
normal dimensions. Note that this halves the object's 
density, so that something that normally sinks might, 
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when enlarged, be able to float. Because of their de
creased density,enlarged objects receive a -3 penalty to 
saving throws vs. Crushing Blows or Falls. 

Enlarged creatures move at twice their normal rate; 
Initiative and 'to hit' rolls are unaffected. Damage 
inflicted by any physical attack-whether by weapon 
or natural weaponry-is twice normal. (For conve
nience, assume that a!J clothing and equipment on the 
person of a enlarged target is also increased in s ize.) 

The effort required to Enlarge a target depends on its 
mass and whether it's alive or inanimate. 

Base Condition: Target weiglrs 50 lbs. or less; 
target is inanimate. 

MP Cost 10 per round 
TIC: 1 round 

Concentration: High 

I Condition I ~ 
l' ••• MP 17; Caacentratim +2 

T ......... &UIOI,_h;. MP x1.5; Coacentration + l --r.--... .•• lbs. MP 17; Conmttration +2 

n..-......... 11* MP x3; Concentration +3 

Enlarge does not work on targets weighing more 
than 3.50 lbs. 

Living creatures receive a saving throw vs. Spells to 
resist this discipline; inanimate objects receive a saving 
throw vs. Lightning. 

The telekineticist must be within range of the subject, 
and must have a clear line of sight to it, otherwise the 
discipline will fail. 

Enlarge can't be targeted specifically on a hollow 
objectthatiseven partially contained within something 
else. This excludes the possibility of enJa rging an enemy 
within his armor. The discipline is an all-or-nothing 
affair. Either it enlarges both the wearer and his armor, 
or it enlarges neither (at the GM's option). 

MAGIC ITEMS. 
There exist several items that bear the same relation

ship to telekinesis that magic items do to normal magi
cal abilities. Several such items are described below. 
The GM should feel free to design any other items as he 
sees fit. 

Although individual GMs may wish to rule other
wise, most of these items can be created (and used) only 
by telekineticists. Exceptions are noted in the text. 



Ring of Shielding: UsuaUy appearing as a plain 
platinum ring, this item allows a telekineticist to create 
and maintain a Kinetic WaJJ with rninimaJ concentra
tion and MP expenditure. To activate the ring, the 
telekineticist must know its word of power. When the 
telekineticist speaks this word, a Kinetic Wall is imme
diately created. The telekineticist must concen-
trate at a "minimal" level, and must expend 
1 MP per round to maintain the 
Wall. The Wall has the same limi-
tations with regard to extreme 
impact that the normal Ki
netic Wall discipline has; 
however, if the Wall is de
s troyed by impact, the 
telekineticist wearing the 
ring is not stunned. The 
Wall can be dropped at 
any time. A telekineticist 
using this ring doesn't 
have to know the Kinetic 
Wall discipline, or even 
be of sufficient Skill Level 
to qualify for its use. 

Ring of Suppression: 
Also non-descript in appear
ance, this ring creates a perma
nent area around it within which 
telekinetic activities are impossible (the 
effects are suppressed, hence the name). 
The area affected varies from ring to ring, but is usually 
a hemisphere of 6' or 10' radius. U this ring is worn by 
a telekineticist, he is unable to use any telekinetic disci
plines; he can still engage in psionic combat, however. 
No telekinetic power can reach into the area of effect. 
(Thus, the wearer-and anyone else within the radius 
of effect-cannot be affected by Enlarge, Impact, etc.) 
Note that an object propelled by the discipline Throw is 
not strictly under the effect of a telekinetic discipline 
once it's in flight; it's merely a high-speed projectile that 
obeys the normal laws of physics. Thus, a thrown object 
can enter the ring's area of effect without penalty. This 
ring can be worn by anyone of any character class. 

Telekinetic Focus: This can take the form of any 
small object, but is usually a 1" cube of black basaJt. 
Before a telekineticist can use it, he must "attune" it to 
himself. This process takes 1 hour of uninterrupted 
concentration on the object. Once it's attuned, the 
telekineticist can use the Focus as the originating point 
of any telekinetic discipline, as long as the Focus itself 
is within range of the discipline he's using. Thus, the 
Focus lets a telekineticist significantly extend the range 
of any discipline. 
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For example, a telekineticist is expecting to be at
tacked from a certain direction, and is ready to use the 
discipline Impact to fight off his attackers. He wants to 
be able to engage the attackers at the greatest range 
possible. The normal range for Impact is 10 yards. The 
telekineticist places a Telekinetic Focus 10 yards away 

from his position. When he uses Impact, he 
can choose either his own position or 

the position of the Focus as the 
originatingpointforthedisci

pline. (Thus, he can attack 
an yone who comes 

within 10 yards of the 
Focus.) 

The telekineticist 
should then have 
unobstructed line 
of sight to both the 
Focus and the 
eventuaJ target of 
the discipline. 

Ward: Like a 
Telekinetic Focus, 

this item can take the 
form of any small ob

ject. When the word of 
power is spoken, the Ward 

creates a 15'-radius Kinetic 
Dome around itself. The Dome 

remains in existence for up to 6 hours, or 
until a word of release is spoken. The Ward must be 
"recharged" for twice as long as the Dome was main
tained; during this recharge period, the Ward is totally 
inert. lf the Dome is breached by extreme impact, the 
Ward becomes inert for 24 hours. Any Character can 
use a Ward, assuming that he knows the appropriate 
word of power. 

The Ward must aJways be stationary when it is 
triggered. Subsequently moving it immediately termi
nates its effect. 

TELEK/N£1"/C/STS AND THE CAMPAIGN. 
Telekinetidsts are perhaps more likely than any other 

sub-class of psionicist to become adventurers. Although 
their early training is highly theoretical, they must at 
some time move out of the library into the reaJ world to 
learn how the laws of physics actually operate "in the 
field." The fact that they are more skilled at combat than 
anyothertypeofpsiorucistcertainly theirlifeexpectancy. 

Adventuring telekineticists are quite likely to conceal 
their true abilities even from traveling companions, at 
least until they feel they can trust their colleagues. 



Psionic abilities of all kinds are frequently distrusted, 
after all, and psionicists are widely hated and feared. 
Telekineticists are usually more or less loners, how
ever, and probably won't form long-term bonds with 
other adventurers . 

• SAMPLE NON-PLAYER CHARACTER 

Holly Greenbough 
Human, Skill 8 telekineticist 
STR: 10, INT: 13, INS: 14, STA: 9, DEX: 10, APL: 11 
HTK: 15, AC: 8 
MV: 12", AL: C. Good (Neutral tendencies) 
AT: 1, OM: (by weapon), THACO 17 
HT: 5'9", WT: 120 lbs. 
Weapon Proficiencies: dagger, short sword, 
light crossbow 
Weapons: dagger, short sword, light crossbow 
Annor: Leather 
Magic ltenzs: ward 
Disci pi i nes: 

Skilll: Feather Fall, Lift, Manipulate 
Skill 2: Bend, Break, Floating Disc, Shield, Wind 
Skill 3: Impact, Throw 
Specials: none 
Holly Greenbough is in her mid-20s, tall and slen

der-and somewhat gangly-with short-cropped 
blonde hair and green eyes. She was orphaned at age 2, 
and raised by a family of half-elves. No one knows the 
identity of her true parents, so she took the name of the 
family who raised her 

Her adoptive family quickly realized that Holly had 
the potential to become a psionicist. While others might 
have tried to repress the child's abilities, the 
Greenboughs saw Holly's abil.ities as a gift to be culti
vated. As soon as Holly was old enough to profit from 
it, they sought out a telekineticist to train her. 

Holly loved the supportive environment of the 
Greenboughs' home, and enjoyed browsing through 
the books provided by her tutor. When she reached 21, 
however, her adoptive parents gently urged her to 
"leave the nest." For the past four or so years, Holly has 
been traveling the land. At her core, she retains much of 
the naivete of her childhood, but she affects a mild 
cynicism to conceal this. When Holly makes a mistake 
in dealing with people, it's usually through being too 
trusting, however, rather than the opposite. 

The adventuring life appeals to Holly; how else could 
she satisfy the strong <.-uriosity that has been part of her 
natu.re since birth? She has learned to be more careful 
over who she reveals her true abilities to. Most of the 
time she poses as a scholar who's received a modicum 
of warrior training. 
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P 
yromnncy is usually defined as magic that deals 
with fire. In the context of psionics, however, it 
refers to the ability to control the flow of different 
forms of energy, and to change the temperature 

of objects. (Since this latter ability depends on changing 
the speed or kinetic energy of the molecules that make 
up an object, it's similar in some ways to telekinetics.) 

Pyromancers are highly attuned to energy around 
them, and can sense fluctuations in that energy. 
Through concentration, they can sense the nature 
and causes of alterations in the energy flux, and can 
modify the flux to suit themselves. Though it may 
seem that pyromancers can create energy, all they are 
in fact doing is altering and directing the energy that 
already surrounds them in the form of heat, light, etc. 

Thus, when a pyromancer uses a discipline to-for 
example-create a Heat Ray, he is actually drawing 
energy from his surroundings and altering it to suit 
himself. This can be experienced by people who are 
close to the pyromancer. When he uses a particularly 
powerful discipline, the temperature around the 
pyromancer might drop by a few degrees, or the level 
of illumination around him might decrease slightly. 
These effects are subtle, however, and only someone 
who's actively looking for them will notice them. 

Although pyromancers must have a solid under
standing of the nature of energy, this knowledge comes 
more from their own innate ability to sense energy 
fluxes than from book learning. Thus, they must spend 
less time than telekineticists during their early training 
in reading and study. (For this reason, they don't gain 
a telekineticist's understanding of how the laws of 
physics can be used in ways other than the direct 
application of their disciplines.) 

• WORLD VIEW 
Many of the disciplines wielded by pyromancers are 

either directly or indirectly destructive; at high Skill 
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Levels, their powers can be highly destructive indeed. 
Thus, only certain personality types wiU be drawn to 
explore these abilities. By far the majority of 
pyromancers, then, are Evil in alignment. Since 
psionicists-almost by their very nature-are usually 
loners, and more or less selfish, the most common 
alignment for pyromancers is N. Evil, with C. Evil 
coming in a close second. Certainly there are Lawful or 
Good pyromancers,butthey are rare individuals indeed. 

Pyromancers are not the naive, bookish types that 
low-Skill telekineticists are, or introspective philoso
phers like somniomancers. To develop their abilities 
they must be willing to experiment, and hone their skills 
Hin the field." Thus, pyromancers are very likely to 
become adventurers ... although the companions they 
choose are more likely to be wandering bandits or 
others who share their outlook on life. 

Pyromancy is a discipline that's hated and feared as 
much as somniomancy and telepathy, although for a 
different reason. There are very few societies where 
pyromancers can practice openly, or even admit their 
abilities. For this reason, pyromancers usually find it 
very difficult to find teachers and mentors. Thus, 
pyromancers have to develop "street smarts" when 
quite young in order to find those who will train them 
. .. and then persuade them to do so.ln game terms, this 
is reflected by a relatively high APL attribute: 
pyromancers must have an APL of 12 or better. (In this 
case, APLcorresponds to "people skills" and persuasion, 
not to physical attractiveness.) 

The abilities of a pyromancer are hard to disguise, 
unlike those of telekineticists. Anyone seeing a 
pyromantic discipline in use will almost certainly rec
ognize its nature. Thus, pyromancers are forced to use 
their abilities in secret, or only in situations where it 
doesn't matter that people recognize their powers. 

Long-term cooperation between pyromancers is rare . 
Certainly, several pyromancers might collaborate for a 
short period of time, working towards a limited goal, but 
over long periods of time the selfish and Evil nature of 



the participants will break up the partnership. This 
break-up might take the form of the pyromancers sim
ply going their own ways, or might lead to conflict as one 
pyromancer tries to improve his position to the detri
ment-possibly the terminal detriment-of the others. 
This makes it very difficult for a faction of pyromancers 
to challenge the government of the realm they live in. 
The faction will be internally unstable, and usually will 
be destroyed by in-fighting and back-stabbing. 

.COMBAT 
Pyromancers use the Magic-User Combat Result Table 

and are free to use leather armor, and no shields, but are 
limited to the selection of weapons open to magic-tLc;ers. 
To reflect their knowledge of and attunement to energy 
fluxes, they receive a+ 1 bonus to all saving throws vs. Fire 
and Electricity (both the mundane and magical varieties). 

Pyromancers can engage in psionic combat. 

• PYROMANCY 
The disciplines available loa pyromancer all relate in 

one way or another to energy or temperature. 

Skill I 
A.f(ecr Normal Fires 

Hear 

IgniTe 

Lighr 

Melr 

Skil14 
Energ~ Armor 

Ftre Srream 

Sraflc Drscharge 

Skill 2 
&am of Light 

Cool 

Darkntss 

Extinguish 

Firl' Protection 

Homeostasis 

lnttnsify firr 

Pillar of fire 

Warmth 

SkillS 
firr Blast 

firt Strands 

Lightning Bolt 

Skil/3 

Bum 

Chill Meral 

Fire Currain 

Fire Missiles 

Free:e 

Grototd 

Hear Meral 

HmrRar 

Sraric Charge 

Wall of Fire 

Skill6 
A111maf!'Ftr1' 

Energ~ Quench 

Suruntmt Frre El!'mertral 

• DISCIPLINE DESCRIPTIONS 

I I II II II II II I I I I I I I I I I I Skill 1 II II II II II II II I I I I I I Ill 

Affect Nonnal Fires 

'AiHUM:t 
~3~· 
~Sf'W;iitwd 

.AMI ofEffrd: ii1 adius 

MP Cost: 1 per l'OIIIId 
RO 2 acpenlll 
Sta1i#J 'l'Juuw!NDM 

5: PYROMANCEilS 

This discipline allows the pyromancer to cause small 
non-magical fires-ranging in size from a small torch to 
as large as a 20'-diameter bonfire--to reduce in size and 
brightness until they are mere coals, o r increase in 
intensity to become as bright as fulJ daylight, with 
double their normal range of illumination. This a.ffects 
neither their rate of fuel consumption nor the damage 
that they inflict. The discipline can affect any or aU fires 
in its area of effect, although aU fires must be affected in 
the same way (reduced or expanded). The pyromancer 
can change the type and degree of effect at will as long 
as he sustains the discipline. 

Maintaining this disciplim.• requires minimal con
centration by the pyromancer. He can perform an y 
physical action and can use any other disciplines, lim
ited only by his MP level. Wounding the pyromancer 
does not terminate the discipline, although rendering 
him unconscious or killing him does so. The pyromancer 
must have direct line of sight to the fire(s) to be affected . 

Slcill~l:1 

Ragf:lfoot 
DiiNtiort: Sustained 
AMI of Ejfrct: Object 

Heat 

MP Cost: 1 per round 
TlC: 2·segmmls 
S.W.g 'flriwn.D: None 

This discipline allows the pyromancer to raise the 
temperature of any small object weighing less than 10 
pounds. The rate of temperature increase is soo per 
round. Heat cannot raise the temperature of an object 
past its melting point, nor- in the case of flammable 
substances-past its ignition temperature. (There are 
other disciplines intended to do these things.) This is 
intended more as a "convenience discipline" for 
pyromancers, allowing them to boil a pot of water or 
cook food without using a fire. (Note that the limited 
range makes this discipline virtually useless as an 
attack form.) 

Once the discipline is terminated, the object returns 
to its previous temperature at a rate of 20° per round, 
triple that if it's immersed in water. 

Heated objects can cause damage to anyone who 
touches them or picks them up. For each round (or 
portion) that bare flesh is in contact with exceedingly 
hot materials, the damage caused is as follows: 

I Temperature I ~ 
1SOO-cooler :DOlle ~£ 
1519to 2JOIJO 1D211TK ~ 

.201° or holler tiMHTK: 



1 For caclr round (or portion) that f/t!Sh is in co11tact with something 
this lrol, tlrrvictimmusl rolla saving throw !IS. SPflls, witha-2penalty. 
A failt·d SOVt' indict~ It'S onr of 1111: following disabilities: 

Body Area Disability 
lumd or foot: unusable for 204 days 
body: disabled for 104 days 
hrod: rmconscious for ZD4 t·unrs 

The pyromancer must be able to see the object to be 
heated, and must concentrate on it to a moderate de
gree. He can take any physical action-keeping in mind 
the range of the discipline-but cannot use any other 
discipline. Wounding, killing, or rendering the 
pyromancer unconscious terminates the discipline. 

Ignite 

Skill~l:l 

Rmrge: Touch 
Durtitimr: Instantaneous 
Area of Effect: Spedal 

MPCost:4 
Tl'C: lllfJ8Dlellt 

Sln1ing 1lrrow: ~-

This discipline allows the pyromancer to ignite, by 
touch, any flammable object. Once ignited, the object 
continues to bum until extinguished by other means. 
To determine how much of a large object-such as a 
house--can be ignited instantly, consider the effect of 
thjs discipline to be equal to contact with a burning 
torch. (Thus, is can set fire to the edge of a thatched roof, 
but the fire will have to spread nom1ally tJefore the 
entire roof is aflame.) 

One use of this ctiscipline can ignite several small 
objects, such as 6 candles or 2 torches. 

Liglrt 

Skill Level! 1 
Rlmge: 30 yards 
Duration: Sustained 
Atu of Effect: IS' -radius 

globe 

MP Cosf:_3 per round 
TTC: 1 segment 
SmmagTimnD: s~ 

This discipline is similar in effect to the spell of the same 
name. It creates a luminous glow, equal in illumination to 
torchlight, that illuminates an area 15' in diameter. Like 
the spell, the discipline Light must be focused on an object 
(or creature; see below). The pyromancer must have a 
clear line of sight to the object. 

Once created, the effect is in1mobile, unless the object 
on which it is cast is mobile, then the effect moves with 
the focus object. 

Light can be focused on the optical organs of a 
creature, which receives a saving throw vs. Spells to 
resist the effect. A successful save means that the disci-
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pline is centered on an object in1mediately behind the 
target; if there is no object within range-for example, 
if the target is airborne-the discipline fails. (The 
pyromancer still expends 3 MPs, of course.) A failed 
saving throw means that the target creature is bJjnded 
for as long as the discipline remains in effect. 

The discipline in1med.iately terminates if the object or 
creature on which it was used is more than 30 yards 
from the pyromancer. A m.in.imallevel of concentration 
is required. The pyromancer can take any physical 
action and can use any other discipline; however, 
wounding the pyromancer or rendering him uncon
scious immediately terminates the discipline. 

Sldllbwl:l 
~10~ 
DrlrtriiDrt: Suifm.ed 

Melt 

-AlutJ/F{fod: Otijf!ct 

MP Cost: 5 permund 
Tl'C: 2 segments 
~7Jnow. None 

This discipline allows the pyromancer to raise the 
temperature of a single metal object, eventually to the 
melting point. While this is similar in effect to Heat 
Metal, therearesomesignificantdifferences. One is that 
only a single object can be heated; the second is that the 
heating process is considerably slower. 

The rate of heating is considerably faster than for the 
discipline Heat 100° per round. There is no limit to the 
temperature that can be achieved, however. 

Before it reaches its melting point, metals will start to 
soften. With armor, this has the effect of lowering the 
Armor Class of the affected armor by 2. (Thus, softened 
chain mail becomes AC 7 rather than AC 5.) For ease, 
refer to the following table to determine how many 



rounds of Melt are necessary to soften and melt differ
ent types of metal: 

I Metal I 9 IMettl 
SQft ...as.(pld.leilcD 2 3 
'Copper 3 - ·5 
Hmllb.etals~ I ~ 6 
Adllll)8fttine 5 1 

~ 6 8 

NOTE: This system represents a signifiCilnt simplifiCiltion 
for game purposes, and doesn't necessarily reflect the "real 
world" 11ature of these materials. 

Hot metal objects can cause damage to anyone who 
touches them or picks them up. For each round (or 
portion) that bare flesh is in contact with exceedingly 
hot materials, the damage caused is as follows: 

I Temperature I <EV 
'JSO'>'or coOler ·.,:,· + none· 

151 °to 200" 1D2.HI'K 
201° or hotter U:NHTK 

1 Formclr round (or portion) /Ira/ fles!r is in contact witlr some/Iring 
tlris /rot , I Ire t>ict im must roll a savinK 1/rrOit/lls. Spells, witlr a-2 perralty. 
A failed save indicates one of tire following disabilities: 

Body Area Disability 
ltand or foot: wwsnb/e for 204 days 
/J(ldy: disabled for 104 days 
/read: rmcmzscious for 204 tums 

The pyromancer must be able to see the object to be 
melted, and must concentrate on it to a moderate 
degree. He can take any physical action-keeping in 
mind the range of the discipline-but cannot use any 
other discipline. Wounding, killing, or rendering the 
pyromancer unconscious terminates the discipline. 

Heated metal cools at a rate of 50° per round, three 
times that if immersed in cold water. Softened material 
regains its normal AC rating after 2 rounds of cooling. 

11111111111111111111111 Skill2 11 111111111111111111111 

Beam of Ligltt 

Sldli UrJtl: 2 
~Spedal < 

DtntllM: S..•lt..t 
Aml-of~-Specil\ 

5: PYROMANCEilS 

This d iscipline allows the pyromancer to create a 
concentrated beam of bright light that springs from 
either his fist or his eyes (pyromancer's choice). The 
pyromancer can control the direction of the Beam, 
either by changing the direction of his gaze or by 
pointing with his denched fist. 

The Beam is considerably brighter than that created 
by a bullseye lantern, with a range of 1 00'. It is also more 
concentrated: at maximum range, the Beam spreads to 
a diameter of 3'. 

The pyromancer can focus the Beam on the optical 
apparatus of a single enemy, who receives a saving 
throwvs.Spells,ata -2penalty. A failed save means that 
the target is dazzled, effectively blinded for 103 rounds. 
The pyromancer can affect 1 enemy per round. (Obvi
ously, the pyromancer must have a clear line of sight to 
the target, and the target must be looking toward the 
pyromancer.) 

Cool 

Skill Uwl::2 
Ragt:O 
Dlritltm: Saltained 
Ami~ 15'-raclius 

sphere 

MP Cost: 8 per .round 
JTC: 2 segments 
Slnmeg Tht'Ow: None 

"This discipline allows the pyromancer to lower Lhe 
temperature within 15' of his body to a comfortable 
level-around 70° F-or by 100°, whichever is less. 
(This counters spells and effects that raise the ambient 
temperature.) In addition, the heating effects of powers 
such as Heat Metal-both the magical and psionic 
versions-are lessened within this area. All persons 
and objects within the area of Cool receive a +2 bonus 
to saving throws. For effects-like psionic disciplines
that cause a specific ri.se in temperature every round, 
this rise is halved. (Thus, within the area of Cool, the 
psionic d iscipline Melt raises the temperature of metal 
by only 50° per round; the time required to soften or 
melt metal doubles.) In addition, everyone-including 
thepyromancer-receivea + 1 bonus to all saving throws 
vs. Normal/Magical Fire. 

At low Skill Levels, the pyromancer must concen
trate on this discipline to a moderate degree. At Skill II 
or lower, the pyromancer can take any physical action, 
but cannot use any other discipline while sustaining 
Cool. At Skill 12 or higher, however, the pyromancer 
can use any other disciplines, subject to MP consider
ations. No matter what the pyromancer's Skill Level, 
wounding thepyromancer, rendering him unconscious, 
or killing him immediately terminates the discipline. 



Darkness 

skin l.nJel: 2 
Rmrge: 10 yards 
Durtltiort: Suat.ained 
ArtR of Effect: 10'-radius 

sphere 

MP Cost: 7 per round 
1TC:2...,....ts 
Stn1iilg 17mriv: None 

This discipline is similar to the wizard speU of the 
same name. It creates an area of impenetrable darkness 
within which aU forms of vis ion ( ind ud ing infra vision) 
are useless. Unlike the magical version of Darkness, the 
d iscipline is not countered by Light or Continual Light. 
Neither spelJ- nor psionic forms of Light-wiD oper
ate within the area of Darkness. 

Pyromantic Darkness works by converting all light 
energy within the area of effect into other forms of 
energy, mainly heat. This has the effect of raising the 
ambient temperature within the area of Darkness by 
15° F. (This can clue savvy characters to the source and 
nature of the darkness.) 

This discipline requires only a minimal level of con
centration by the pyromancer. He can perform any 
physical actions or use any other discipline (subject to 
MP considerations, of course). Wounding the 
pyromancer, rendering him unconscious, or killing 
him terminates the discipline instantly. 

Extinguish 

Skill Uwl:-2. 
'Rage: 5 ymkltevel 
Duration: Instmtaneous 
Ami· of E/f«t: 10' radius 

MPCMt:lO 
rm2....,.,.,. 
Siroing 77rrorD: N"'oue 

Using this discipline, the pyromancer can instantly 
extinguish any or non-magical fires within the area of 
effect. The fires are extinguished instantly, and won't 
spontaneously re-ignite. (However, this doesn't mean 
that the firescan' tbe re-ignited by the same means that 
started them in the first place.) 

Also, this discipline has a chance equal to twice the 
pyromancer's Skill Level of extinguishing magical fires, 
such as Wall of Fire, etc. Note that this won't work on 
instantaneous magical effects such as FirebaUs, or such 
effects as a red d ragon's breath weapon. 

Extinguish won't be totally effective against fires that 
are larger than the discipline's area of effect-for ex
ample,abumingbuilding.Certainly,thedisciplinewiU 
extinguish a 10'-radius portion of the fire-possibly 
providing the pyromancer with a safe escape from a 
burning house, forexample-buttheextinguished area 
will quickly be re;ignited by the remainder of the fire. 
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Fire Protectior1 

Skill Lewl: 2 
~Touch 
Drtftitum: Saatained 
AmiPJEifrd: Special 

MP Cost:8 per mancl 
rrc:·2 *8Jilellt& 
Stnmtg 1JrtmD: None 

This discipline totally protects the pyromancer-and 
any other characters who are touching thepyromancer
from non-magical fi.re. This protection extends to all 
equipment worn or carried by the subjects. In addition, 
it gives all subjects-and their equipment-a +4 bonus 
to saving throws vs. Magical Fire (including Fireballs, 
red dragon breath, etc.). The discipline provides protec
tion only against fire and fire-related effects, not against 
temperature effects that don't include flames. (Thus, 
subjects can still be harmed by Heat Metal, etc.) 

This discipline requires only a minimal level of con
centration by the pyromancer. He can perform any 
physical actions or use any other discipline (subject to 
MP considerations, o f course). Wounding the 
pyromancer, rendering him unconscious, or killing 
him terminates the discipline instantly. 

Homeostasis 

MP Cost: 1 per round 
7m2~ 

DlliwtimtrS.•bWl ~lJamv: NOM' 
Ala iifEJ!ect: ,......._ 

This discipline aUows the pyromancer to maintain a 
comfortable body temperature no matter what the 
ambient temperature may be, and to resist extremes of 
heat and cold. Thus, the pyromancer could survive 
comfortably in a blizzard or in the blistering heat of a 
desert. Homeostasis does not provide automatic pro
tection against fire, or direct applications of heat (as 
through Heat Metal). It does, however, decrease the 
damage suffered by the pyromancer from such effects. 
The discipline subtracts 1 04.+ 1 HTK per round from aU 
damage that the pyromancer suffers from direct con
tact with non-magical fi.re or cold, or from hot or cold 
objects. In addition, it subtracts 104-1 HTK per round 
from damage inflicted on the pyromancer by magical 
fire or cold (including white and red dragon breath, 
FirebaUs, Cones of Cold, etc.). 

This discipline requires virtually no concentration by 
the pyromancer. He can perform any physical actions or 
use any other discipline (subject to MP considerations, 
of course). Wounding the pyromancer does not termi
nate the discipline, although rendering him uncon
scious or killing him terminates the discipline instantly. 



Intensify Fire 

_Sia,11-IIoel:·2 
'RIIIIgr: 30 yards 
Dtlrtttitm: SasUined 
Ami ofE/frct: 10' radius 

MP Cost: 10 per round 
rrc: 2 segments 
Stn1ing Thtrno: None 

This d iscipline increases the heat and ferocity of alJ 
non-magical fires within the area of effect. The damage 
inflicted by such fi res is doubled while the discipline is 
in effect, and their ran ge of illumination is doubled. 
Saving throws vs. intensified fires are made as though 
the fires were magical, rather than normal. Intensified 
fires bum their fuel at four times their normal rate. 

This discipline has an ali-or-nothing effect: alJ fires 
within its area of effect are intensified; the pyromancer 
can't affect only selected fires. 

The discipline can be very damaging to lanterns, or 
other sources of fire that contain fuel. The lantern (or 
other object) mus t make a saving throw vs. Magical Fire 
with a -5 penal ty to the d ie roU. A failed roll means that 
the lantern explodes, destroying itself and inflicting 108 
HTK of damage on creatures within 10 ft. In addition, 
creatures and objects within a 10' radius are spattered 
with droplets of burning fuel. Flammable objects must 
save vs. Norma.l Fire-with a + 1 bonus-<)r ignite. 

This discipline requires a mini:mallt!velof concentra
tion by the pyromancer. He can perform any physica.l 
actions or use any other discipline (subject to MP con
siderations). Wounding the pyromancer, rendering him 
unconscious, or killing him terminates the discipline. 
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Pillar of Fire 

Slcill-Ltwl: 2 

~~ 
~-sq.&inei) 

~of~ Special 

MP Cost: tO per JOUDCI 
UC:·2·aegm.ads 
SniiJg IJirow: Spedal 

This impressive discipline creates a mobile pillar of 
roaring flames anywhere w ithin 50 yards of the 
pyromancer. The Pillar is 10 feet in diameter, and can be 
of any height up to 1 0' per Skill Level of the pyromancer. 
The Pillar is bright, with a radius of illumination equal 
to 30' per 10' .in height (thus, a 200' p iJlar illuminates an 
a rea 600' in radius). The Pillar is under the mental 
control of the pyromancer, can move at a rate of 6, and 
can change instantly in height within the 10'-per-Skill
Level lirnit. 

Anyone touched-or engu.lfed-by the Pillar suffers 
1010 HTK of damage per round (save vs. Spells for half 
d amage). Objects touched or engulfed by the Pillar 
must save vs. Norma.l Fire or be destroyed. The Pillar 
wil1 ignite any normally flammable materia.ls that it 
comes in contact with. 

This d iscipline requires a moderate level of concen
tration by the pyromancer. He can perform any physi
ca.l actions, but cannot use any other discipline while 
sustaining the Pillar . Wounding the pyromancer, ren
d ering him unconscious, or killing him terminates the 
discipline instantly. However, the pyromancer must 
a lso maintain a clear line of sight to the PiJla r or the 
d iscipline terminates. 



Wanntlr 

Rll#ge:O 
Dim1tiDn: Sustained 
Aretl-ofE/foct: 15'-radius 

spheft 

MP QMt: 8 periVICIId 
rrc:.t~ 
Strt1iltg lJirvw: Noae 

This discipline allows the pyromancer to raise the 
temrerature within 15' of his body to a comfortable 
level-around 70° F~r by 100°, whichever is less. 
(This counters spells and effects that lower the ambient 
tern perature.) In a deli tion, the cooling effects of powers 
such as Chill Metal-both the magicaJ and psionic 
versions-are lessened within this area. For effects that 
allow a saving throw, aiJ persons and objects within the 
area of Warmth receive a +2bonus to saving throws; for 
effects-like psionic disciplines-that cause a specific 
drop in temperature every round, this rise is halved. 
This saving throw bonus extends to cold-related magicks 
such as Ice Storm and Cone of Cold. 

At low Skill Levels, the pyromancer must concen
trate on this discipline to a moderate degree. AtSkillll 
or lower, the pyromancer can take any physical action, 
but can't use any oth~r disciplin~ while sustaining 
warmth. AtSkiiJ 12or higher, however, t~e pyromancer 
c;m use any other disciplines, subject to MP consider
ations. No matter what the pyromancer's Skill Level, 
wounding the pyromancer, rendering him unconscious, 
or kiUing him imme<liately terminates the discipline. 
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Burn 

Skill Uvel: 3 
~30yards 
Drmltbr; J:astaataneops 
AMI off/fod:~ 

MPCO.t:U 
ITC:4~ .. 
Std1iltg DrVw: m 

This nasty discipline causes the air surrounding an 
individual creature to burst into flame. The effect is 
instantaneous-similar to a Fireball-but affects only a 
single creature. The fire inflicts 406 HTK of damage, 
plus an additional 1 HTK per 3 Skill Levels of the 
pyromancer (thus, Bum used by a Skill15 pyromancer 
would inflict 406+5 HTK of damage). The subject 
receives a saving throw vs. Spells for haJf damage. In 
ad<lition, the discipline automatically ignites any flam
mable objects worn or carried by the subject. (If the 
subject fails its save, all non-flammable objects on its 

person must make a saving throw vs. Magical Fire or be 
destroyed; if the subject makes its save, non-flammable 
objects are not affected.) 

The pyromancer must have a direct lineofsightto the 
target. Since this discipline ignites the air around the 
target-not the target itself-it will not work under 
water, in a vacuum, or in an atmosphere that doesn' t 
contain oxygen. 

Clrill Metal 

.Sidll-Lewl:!J 
bp30ymll ,.,.,_,_.,.... 

• -'&. ·o{~'Speml 

MPCost:ll 
lTC:SRpltldl 
Sohtg I'lmnv.· Neg. 

This discipline drasticaiJy lowers the temperature of 
any ferrous metal (iron, iron alloys, or steel). Mithril 
and adamantine are not affected, and magicaJ metal 
armor receives a saving throw vs. Magical Fire (a 
successful save means that the armor is not affected by 
the discipline). 

The temperature of the affected metal drops drasti
cally for 4 rounds, then returns to normal over another 
3 rounds. On the fin;t and ::;ev~th (last) rounds, tht! 
metal is very cold, but merely uncomfortable to the 
touch. On the second and sixth rounds, the metal is icy, 
inflicting damage on flesh in contact with it (see the 
following table). On the third, fourth, and fifth rounds, 
the metal is freezing. 

I Metal Temperature I ~ 
cold 

~ 
.llON! 

ky ,.: tmBTK 71'i"<:. ~: 

~ liMHTK 

10 n tire fifth round oft he discipline, tire affected crealrrrl' 11111~1 sat•e 
vs. Spells or suffior nervr damage from the 1111111!1ing nffrcts of the cold. 
This causes the loss of all feeling in a hand (or CJ//u.'r manipulatit•t' digit) 
for 104 days. During I Iris I ime, till' creature's grip is very weak and he 
car11rol use tire harrd/digit for fighting or mry ollrer aclir•ity requiring n 
finn grasp. 

The <liscipline wilJ affect up to 75 lbs. of armor and 
equipment carried or worn by a single creature. 

Unlike most other pyromantic disciplines that have a 
duration longer than "instantaneous," Chill Metal 
doesn't require any concentration by the pyromancer; 
the MP cost is a "one-shot deaJ," and the pyromancer 
needn't expend MPs on subsequent rounds of the effect. 
(The rationale for this is that the <liscipline causes a 
change in the bonds holding together the atoms of 



ferrous metals. These bonds absorb energy from the 
metal, lowering its temperature. The one-time MP cost 
represents the mental effort that the pyromancer must 
expend to set up th is change. Once the change is estab
lished, continued concentration-{)r even the contin
ued existence of the pyromancer-is no longer required.) 

The pyromancer must have an uninterrupted line of 
sight to the target creature when initially establishing this 
discipline. Once the effect has begt:n, however, line of 
sight is not nCCl'SSary, and the discipline follows its course 
whether or not the tnrget creature remains within range. 

Fire Curtai11 

Skill Level: 3 
Rmtge:O 
Dlmltion: Sustained 
Ami of Efftct: Special 

MP Cost: 9 per round 
ITC:lmund 
Smnng Throw: Neg. 

This di5Cipline creates a 15'-high ci rcular wall o f 
roaring flame centered on the pyromancer's position. 
The diameter o f the circle is controlled by the 
pyromancer, from a minimum diameter of 10' to a 
maximum of 50'. The circle will move with the 
pyromancer at a mil xi mum rate of 6; if the pyromancer 
moves faster than this, or moves in a discontinuous 
manner (e.g., via Teleport), the discipline terminates. 

The flamt'S making up the Curtain are thick, obscur
ing vis ion into and out of the circle. All m issile attacks 
made through the Curtain-in either direction-suffer 
a -3 penalty to 'to hit' roU.s. The Curtain creates no 
smoke, however. 

Any creature touched by, or trying to move through, 
the Curtain suffers 306 HTK of damage (save vs. SpeU.s 
for half damage). The flames of the Curtain w ill auto
matically ignite any flammable material they come in 
contact with. The temperature within the circle rises to 
an uncomfortable-but no t damaging-level. The 
flames also consume much of U1e oxygen in the area. 
Each creature within the circle-other than the 
pyromancer- must make a System Shock roll on the 
third and each subsequent round that the Curtain is 
maintained . Failure means the creature falls uncon
scious from oxygen deprivation; unconsciousness lasts 
until the discipline is terminated, plus 102 rounds. The 
pyromancer is immune to this effect. 

This discipline requires a moderate level of concen
tration by the pyromancer. He can perform physical 
actions, but cannot use other discipline while sustain
ing the Curtain. Wounding the pyromancer, rendering 
him unconscious, or killing him terminates the disci
pline instantly. 
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Fire Missiles 

SldULtwl:3 
Rlmgt: 40 yan:ls + 
Dlntion: Instantaneous 
Arwa of'Effrct: One or moJe 

creatwes in a 
10' cube 

MPCost:10 
1TC: 3 segments 

10 yards/level 
Saving 'IJrtow: Neg. 

Like the wizard spell Magic Missile, this disciplinC' 
creates tiny, fiery projectilt'S that fly forth from the 
pointed forefinger of the pyromancer. As long as the 
Missiles have a straight, uninterrupted fl ight path to 
their target, they never miss. The Missiles can ' t curve 
around intervening objects, however. To fin.• the Mis
siles, the pyromancer must point at the targt!t. 

At SkiJI 6, the pyromancer can "shoot" 2 missiles. For 
e very 2 Skill Levels above Ski11 6, the pyromancer gains 
1 additional missile-3 at Skill S, -l at Skill I 0, etc. Each 
Missile inflicts 104 + 1 HTK of damage. 

Fire Missiles do no damage to inanimate objects 
(thus, they can' t be used to "shoot out" a lock). Al
though fiery in appearance, they wi ll not ignite flam
m able materials. 

The Missiles fly too fast to g ive their tnrgcts any time 
to dodge; thus, targets receive no saving throw. They 
leave a fiery trail in the air tor a split second, long 
enough for viewers to pick out where they en me from. 

Freeze 

r 
SldULtwl:3 
Rtmge: 30 yards 
Dlnttoll: lnstmlaneoas 
Ala of Efird: ladividual 

MPCost:13 
7TC: 4 segments 
s.mg Throw: 1!2 

This discipline drastically decreases the air tempera
ture in the immediate vicinity of a single individual 
target; this effect is instantaneous. The frigid air inflicts 
406 HTKofdamage, plus 1 additional1 HTK per3Skill 
Levels of the pyromancer (thus, Freeze used by a Skill 
15 pyromancer would inflict 406+5 HTK of damage). 
The subject receives a saving throw vs. Spells for half 
damage. Lf he fails the throw, aU objects on his person 
must save vs. Cold or be destroyed. 

Lf the subject or his clothing is wet, this moisture wiJI 
immediately freeze solid, becoming a sheath of ice 
around the subject. This sheath lasts for 3 rounds-after 
which it will melt away~r until shattered. Creatures 
with STR 8 or less are totally immobilized by this 
sheath, and unable to break out unaided. Creatures 
with STR 9-12 can crack but not shatter the sheath; they 



can move at half their normal rate, and suffer a -2 
penalty to all attack rolls (on the positive side, their AC 
is decreased by 1 until the ice sheath is removed). 
Creatures with STR 13 or greater can shatter the sheath 
instantly, and suffer no dam age from the sheath. 

U this discipline is used underwater, the sheath of ice 
formed around the target is much thicker: 3" or more. 
STR 18 or greater is required to break free of the sheath; 
the target's AC is decreased by 3d uring the 3 rounds the 
sheath lasts. The sheath of ice will drastically increase 
the target's buoyancy (GM's option as to effects; this is 
a great opportunity to have fun). 

The pyromancermust have a direct line of sight to the 
target. 

Ground 

SkiU Level: 3 MP Cost:-S·per round 
R!urge: 0 TI'C: 3 ~-

Duration: Sustained Stnmtg Tlirow: None 
An• of Effect: Pyromaacer 

Thisd iscipline protects the pyromancer from aU dam
age inflicted by electricity and electricity-related effects 
such as Shocking Grasp, Lightning Bolt, etc. It has the 
effect of instantly "grounding" the electrical current to 
the ground or to the air around the pyromancer. While 
this discipline is sustained, the pyromancer can suffer 
no damage from electrical attacks. 

Thesamecan 'tbesaid for those immediately near the 
pyromancer, however. Part of the electrical attack is 
dissipated into the air surrounding the pyromancer, 
inflicting damage on anyone within 5 feet (save for no 
damage). The damage done to all within range is one
third of the damage that the pyromancer would have 
suffered (round fractions down). (i.e., a pyromancer is 
struck by a Lightning Bolt cast by a Skill 6 wizard; the 
bolt inflicts 606 HTK of damage-in this case, 20 HTK. 
The pyromancer is unharmed, but everyone within 5 
feet of him suffers 7 HTK of damage unJess they make 
their saving throw.) 

Ground offers protection against 
electrical traps, blue dragon breath, 
and contact effects such as that of an 
electric eel. 

This discipline requires a moderate 
level of concentration by the 
pyromancer. He can perfo rm physi
ca I actions, but cannot use other disci
pline while susta ining Ground. 
Wounding the pyromancer, render
ing h.im unconscious, or killing h.im 
terminates the d iscipline instantly. 

PSIQNICS 

Heat Metal 

.Skill Level: 3 MP·Cost:ll 
Range: 30 ymls 
j)lmltitm: 7 rounds 
Ami ·0/'Effr.ct Sperdal 

TfC: 5 segments 
Sahlg~Nes-

This discipl.ine drastically raises the temperature of 
any ferrous metal (iron, iron alloys, or steel). Mithril 
and adamantine are not affected, and magical metal 
armor receives a saving throw vs. Magical Fire (a 
successfu l save means that the armor is not affected by 
the di.scipl.ine). 

The temperature of the affected metaJ rises drasti
cally for 4 rounds, then returns to normal over another 
3 rounds. On the first and seventh (l.ast) rounds, the 
metal is very warm, but merely uncomfortable to the 
touch. On the second and sixth rounds, the metaJ is hot, 
inflicting damage on flesh in contact with it (see the 
following table). On the third, fourth, and fifth rounds, 
the metal is searing. 

I Metal Temperature II Damage Per Round I 
warm .nolle 

hot lJ)(HI'IC 

~ 204HI'K 

~o, the fifth round oftlu·disciplille, the affected creatmemust 
save vs. Spells or suffer neme damage from the numbing affects 
of the cold. This causes the loss of all fcelillg in a hand (or other 
mmripulativedigitJfor 1 D4days. During /Iris time, tlrecreah1re's 
grip is very weak and he camrot r1se tire lumd/digit for fighting 
or any other activity requiring a firm grasp. 

Body Area Disability 
lumd or foot: unusablt•for 20 4 days 
body: disabled for 104 days 
head: rmconscious for 204 tunzs 

The GM is free to create other, 
similar effects. 

The discipline will affect up to 75 
pounds of armor and equipment car
ried or worn by a single creature. 

Unlike most other pyromantic disci
plines that have a duration longer than 
"instantaneous," Heat Metal doesn't 
require any concentration by the 
pyromancer; the MP cost is a "one-shot 
deal," and the pyromancer needn't ex
pend MPs on subsequent rounds of the 
effect. (The rationale for this is that the 



discipline causes a change in the bonds holding to
gether the atoms of ferrous metals. These bonds begin 
to release energy, raising the metal's temperature. The 
one-time MP cost represents the mental effort that the 
pyromancer must expend to set up this change. Once 
the change is established, continued concentration-or 
even the continued existence of the pyromancer-is no 
longer required.) 

The pyromancer must have an uninterrupted line of 
sight to the target creature when initially establishing this 
discipline. Once the effect has begun, however, Line of 
s ight is tmnecessary, and the discipline follows its course 
whether or not the target creature remains within range. 

Heat Ray 

Skill I...ewl: 3 
R~ 10 yardsllewl 
Dmditm: Instantaneous 
Ami of Elfoct: Individual 

MPCost:12 
1TC: 3 segments 
s.rm,g 7JJrow: .1/l 

This discipline creates a ray of blistering heat that 
propagates from the pyromancer's pointing index fin
ger. The Ray is highly focused,does notspread out with 
distance, and inflicts 106 HTK of damage per Skill 
Level of the pyromancer, up to a maximum of 1006. 
The subject receivE'S a saving throw vs. Spells for half 
damage. The Heat Raywillnotigniteflammableobjects 
or clothing, and will do no damage to inanimateobjectc;;. 

The Ray is straight, and cannot curve around interven
ing objects, must have a clear Line of sight to the target, 
and must point directly at the target to be struck. Given 
these constraints, the Ray will always hit its target. 

The Ray appears as a faint, shimmering red beam . It 
remains in exjstence for only a split second; long enough 
for an observer to pick out its source. 

Static Cllarge 

Skill Leuel: 3 
Rlmge; Toudt 
Dutatimr: Special 
Ami ofE!foct: Object 

MPCost:tO 
1TC: 2 segments 
S«ving71rtow: Special 

This discipline a llows the pyromancer to develop an 
extremely powerful Static Charge in a single small 
object of up to 50 pounds in weight. The charge remains 
until somehow d ischarged. 

Lf flesh, metal, o r water touches the object, the static 
charge is released. ln the first case, the charge is dissi
pated into the creature or character touching the object, 
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inflicting204 HTKofdamageplusan additional l HTK 
for each 3 Skill Levels of the pyromancer (save vs. 
Lightning for half damage). ln the latter two caS<.-'5, the 
charge is conducted through the metal or the water. 
Every creature in contact with the metal or the water 
suffers2D4 HTKofdamage (but without the additional 
1 HTK per Skill Level; save for half damage). {Thus, if 
a spreading pool of water contacts the charged object, 
every creatun: standing in the pool suffers 204 HTK of 
damage.) ln addition, the metal object-whatever it 
is-must save vs. Lightning or be melted by the high
voltage discharge. Magical items receive their normal 
bonuses to thls saving throw. 

The object wi!J retain the Static Charge until dis
charged as described above. There is no way of telling 
that an object is charged simply by lookjng at it, and 
even Detect Magic will not reveal the danger. A character 
has a chance equal to twice his INT of realizing that an 
object is charged if he slowly brings his hand close to the 
object; in fact, he feels the hairs on the back of his hand 
standing on end. 

The Static Charge packs a high enough voltage to do 
full damage through normal clothing, or even through 
leather armor. (Metal armor, of course, conducts elec
tricity exceptionally well .... ) Generous GMs might 
allow characters to devise non-conducting g<nmtlets 
that allow them to handle--or even throw-charged 
objects, but such gauntlets would doubt less bed i fficul t 
to make, and probably wouldn' t always work. 

Once an object is charged, it's dan gerous to anyone 
who touches it, even the pyromancer who charged it in 
the first place. 

Wall of Fire 

skin Ltroel: 3 
Ragr: 20 yards 
Dlmation: 4rounds + 
Ami of Effect: 50 x 15 

footwall 

MPCost:l3 
TTC:tround 
Stroing Throw: Special 

1 round/level 

llis discipline creates a 15'-high wall-up to 50' 
long-of raging flames anywhere within 20 yards of 
the pyromancer's position. Once he has decided on the 
length and created the WaH, the pyromancer carmot 
alter this length. 

Unlike a Fire Curtain, a Wall of Fi re can't be moved. 
Also, it doesn' t necessitate any concentration on the 
part of the pyromancer, and the pyromancer need not 
remain within range. Once the Wall has been brought 
into existence, it continues to bum until the discipline 
expires, regardless of what happens to the pyromancer. 



The pyromancer cannot cancel the Wall once he's cre
ated it; it must bum out by itself. 

The flames making up the wall are thick, obscuring 
v ision into and outofit;a ll missileattacksmade through 
the walt-in either direction-suffer a -3 penalty to 'to 
hit' rolls. The wall creates no smoke. 

Any creature touched by, or trying to move through, 
the Wall suffers 306 HTK of damage (save vs. Spells for 
half damage). The flames of the Wall automatically 
ignite any flammable material they come in contact 
with. Thl' tl'mpt>raturl' within 10' of thl' wall rises to an 
uncomfortable-but not damaging-level. The flames 
a lso consume much of the oxygen in the area. Each 
creature who remains for 3or more rounds within 10' of 
the wa II must make a System Shock roll on the third and 
each subsequent round of such proximity. Failure means 
the creature fa Us unconscious from oxygen deprivation; 
unconsciousness lasts until thecrea tureis dragged more 
than 10' from the Wall or until the Wall bums itself out, 
p i us 1 02 rounds. The pyromancer is not immune to this 
effect, and must make System Shock rolls normally. 

Since the Wall requires no concentration from the 
pyromancer, rendering him unconscious or even kill
ing him w ill no t cause the wall to vanish. 
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Energy Annor 

"Skill Level: 4 MP Cost: 7 per round""" 
Rlmge: 0 TTC: 4 segments 
Drmrtion: Sustained Stnmrg'Dm1w: Sped.al 
~4 of Effect: Pyromancer 

This discipline surrounds the pyromancer's body 
w ith a sheath of shifting energy. In full daylight, view
ers must make a save against INT on 406 to notice the 
energy; in darkness, the energy is easily visible as a dim, 
flickering light similar to an aurora. 

Energy Armor provides the pyromancer with AC 0 
against a ll physical attacks, whether from missile or 
melee weapons or from a creature's natural weaponry. 
In addition, the Armor can damage any weapon that 
strikes it with any significant force. (In other words, a 
sword swung to harm the pyromancer will suffer the 
effect, but a weapon clutched in his hand, or handed to 
the pyromancer, won't.) Any weapon that strikes the 
Energy Armor must save vs. Magical Fire or Light
ning-whichever gives the weapon a lower chance to 
save. Failure means that the weapon is destroyed. If the 
Energy Armor is struck by an empty-handed attack
a punch or kick, or an overbearing attempt-the at
tacker must save vs. Spells or suffer 108 HTK of damage. 

The attack can still do damage to the pyromancer, 
however, assuming that the ' to hit' roll is successful. 

Energy Armor cannot be used as a weapon. In other 
words, no damage is inflicted by the Armor if the 
pyromancer tries to punch, kick, or overbear an oppo
nent. (The attack itself may still do damage, of course, 
but the armor itself adds no damage.)This discipline 
requires only a minimal level of concentration by the 
pyromancer. He can perform physical actions or use 
any other discipline (subject to MP considera tions, of 
course). Wounding U1e pyromancer has no effect on the 
discipline, but rendering him unconscious or killing 
him terminates it instantly. 

Fire Stream 

Skill Lnel:-4 
Rage:'40 yll'ds 
Dttr4tUm: 1 rounct 
Ami ofE/ftd: 30' cube 

MPCost:18 
ITC: 4 segments 
SaWag Throw: 1/'l 

This discipline creates a thin stream of liqujd fire that 
sprays forth from the pointing hand of the pyromancer. 
The Stream resembles the output of a flame thrower, is 
about 3 inches thick throughout its length, and has a 
straight trajectory. Thus, the pyromancer mus t have a 
direct line of sight to the targe t; the stream can' t bend 
around or over intervening objects. 

The Stream continues to spray from the pyromancer' s 
hand for a complete round. During that time, he can 
direct it at any targe ts within a 30' cube. (This is similar 
to "hosing" multiple targets with a flame thrower. ) The 
pyromancer can't move the Stream fast enough to 
spread the effect over a larger area. 

A Fire Stream inflicts 606 HTK of damage (save 
versusSpellsforhalfdamage)onanycreatureittouches 
and instantly ignites any flammable material it touches. 
While the Stream itself lasts for only a round, any fires 
that it starts will continue to bum until extinguished or 
until they finally run out of fuel. The Stream's physical 
force is minimal; insufficient to knock over even the 
smallest object. 

A Fire Stream doesn 't automatically hit its target, so 
the pyromancer must make a ' to hit' roll . However, the 
nature of the Stream makes it easier than normal to hit 
a single target (see the following table). Attacks against 
multiple targets are rolled independently; thus, it's 
possible for the pyromancer to hit one member of a 
group, but not the others. 

There are no range considerations with a Fire Stream: 
anything within 40 yards-the maximum range of the 
discipline--is considered to beat "short" range. Armor 
offers no significant protection against a Fire Stream; 



thus, attacks against creatures are calculated as though 
the targets were AC 10. 

I Number ofTar.gets I ~ 
1 +2 

2-3 +1 
4-S 0 

6oriDOft -1 

·The creatures receive normal AC bonuses for OEX, 
however (in addition to the "multiple targets" bonuses 
above). 

Static Discharge 

Skilll.euel: 4 
Rtmgt:O 
l>unltiotr: Instantaneous 

MPCost:35 
1TC: 4 segments 
Smm.g Thnnv: 111. 

Ana of E/foct: 25'-adius sphere 

' 
This discipline is an exceUent "last ditch" defense for 

a pyromancer about to be overwhelmed by enemies. It 
releases a sudden burst of electrical energy, in the form 
of large sparks~r small 
lightning bolts-that arc 
from the pyromancer's 
body to everything and 
everyonewithin25'. This 
effect is not selective; the 
pyromancercan'tchoose 
not to affect the colleague 
who is standing 15' away 
from him. 

All living creatures 
suf(er 1006 HTK of dam
age, plus 1 HTK per 3 
Skill Levels of the 
pyromancer. (Thus, a 
Skill 13 pyromancer in
flicts 1006+5 HTK of 
damage on every crea
turewithinrange. Round 
fractions up.) Creatures 
receive a saving throw vs. 
Spells for half damage.ln 
addition, every object 
within range must save 
vs. Lightning Bolts-with 
a -1 penalty to the die 
roll~r be destroyed. (For ease, assume that objects on 
the person of a creature that makes its saving throw are 
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unaffected. IJ the creature fails its save, important ob
jects must make their own saving throws to avoid 
destruction.) 

Static Discharge is a difficult discipline to use, and 
puts significant strain on the mind of the pyromancer. 
Although he retains any unexpended MPs, he cannot 
use any other psionic abilities for 1 03 hours after using 
Static Discharge. Also, for 103 hours, he is considered to 
be a non-psionicist for purposes of psionic combat. 

I I 1111 I I I II II I I I I I I I II I Skill 5 I I I I I II I II I I I I I I I II I II I 

Fire Blast 

SkiliLewi:S 
Rtmv. 50 yards + 
Dlmltion: Instantaneous 
Ami of Efird: S yards/ 

level radius 

MPCost:26 
TfC: 4 segments 

s yards/level 
Saving Throw: 112. 

This discipline causes a blast of intense heat and 
scorching fire to erupt at a point of the pyromancer's 
choosing. Fire Blast has a radius of up to 5 yards per Skill 
Level of the pyromancer. The pyromancer can specify 
the burst radius when he uses the discipline. 

All creatures 
within the blast ra
dius suffer 806 
HTK of damage, 
plus an additional 
1 D6HTK per5Skill 
Levels of the 
p y roman ce r 
(round fractions 
up). (Thus, a Skill 
16 pyromancer 
would inflict 1206 
HTK of damage.) 
Victims receive a 
saving throw vs. 
Spells for half dam
age. In addition, 
every object within 
rangemustsavevs. 
Lightning Bolts
with a -1 penalty to 
the die roll~r be 
destroyed. (For 
ease, assume that 
objects on the per
son of a creature 

that makes its saving throw are unaffected. If the crea
ture fails its save, important objects must make their 



mvn saving throws to avo id destruction.) Fina lly, an y 
fJammable ma te ria l w ithin the blast radius immedi
a te ly catches fire, and continues to bum until extin
guished or untiJ the fire consumes all available fuel. 

Fire Blast is s imila r to the wizard spell Fireball, but 
some di fferences a re worth s tressing. Firs tly, the 
pyromancer can control how big the blast is. SecondJ y, the 
Blast originates at the chosen point which makes this an 
excellent discipline to use from ambush. (The pyromancer 
mus t be able to St.'t' the chosen blast point, however.) 

Fire Stratrds 

Skill Ler1el: 5 
Range: 20 yards 
Duration: Special 
Area of Efftc:t: 40' cube 

MPCost:22 
ITC: 4 segments 
Saving Throw: 112 

This discipline fills a cubic area up to40' on a side with 
invisible threads, similar in fom1 to webs. These thread s 
crisscross the area, making it impossible to pass through 
withouttouchingsomeofthem. lfthe area to be a ffected 
is indoors, the Fire Strands bond to the wa lls and roof, 
fillin g a 64,000 cubic foot volume with a threc-din1en
siona l network. If the discipline is used o utdoors, the 
s trands form a closely-meshed net over the ground. 

As soon as a living creature tuuches one of the 
Strands, they a ll ignite , turning into strings of s ticky fire 
that are impossible to remove from flesh or clothing. 
The StrandscontinuP to bum for 2 rounds, then vanis h. 
Each strand inflicts 104 HTK ofdamage perround,and 
will ignite flammable ma te rial. 

The number of s trands that a creature comes into 
contact w ith d epends on the creature's size: 

® I Number of Stra11ds I 
s 104 
M 106 
L 206 

Larger than L 306 (or more, GM's option) 

This table assumes that the Strands are a ttached to 
the wa lls and ceilings of an indoor area . The number is 
haJved (round fractions up) if the Strands are ly ing li ke 
a ne t on the ground. 

Once an a rea is warded with Fire Strands, the 
pyromancer can pass through it freely and without 
damage (but only if he remembers that they're the re; 
thus, a Forget spell or simila r magic could precipitate a 
traged y ... ); the Strands s imply move out of his way. 
Any othe r living creature will trigger the Strands, how-

ever. (Note tha t undead , astral, or out-of-phase crea
tures w ill no t trigger the Strands.) 

Once an a rea is warded, the Strands remain until 
triggered; then all of tht•m vanish. The pyromancer 
need not waste any concentration on the Strands once 
they're in position . Wounding o r even killing the 
p yromancer won' t remove the Strands, nor prevent 
them from being triggered. 

Ligl1tning Bolt 

Skilll.Lt1el: 5 
Range: 30 yards+ 
Duration: Instantaneous 
Stwing 11mnv: 112 

MPCost:24 
ITC: 4 ~ents 5 

yards/level 
Area of Effect Special 

This discipline is similar in effect to the wizard spell of 
the same name. It creates a powerful stroke of electrical 
energy that inflicts 106 HTK of damage per Skill Level 
of the p yrom ancer- to a maximum of 1306 HTK- to 
each creature within its area o f effect (save vs. Spells for 
half damage). The Bolt originates at a range and height 
chosen by the pyro mancer; the point of origin must be 
within the range of the d iscipline. From that point, the 
Bolt extends to a length of 70 feet in a direction chosen 
by the pyrom ancer, w ith a 1-foot wid th. The Bolt can 
extend beyond the range of the d iscip line, as long as the 
point of origin is within range. (For example, a SkiJJ 20 
pyromancer might choose the point of origin to be 130 
ya rds (390 feet) from h is position- the maximw11 range 
o f the d iscipline-and choose tht• direction of the bolt to 
be directly away from him. The Bolt extends 70 feet, 
end ing 460 feet from the pyromancer's position.) 

A Lightning Bolt will ignite flammable ma terials, 
sha tter wooden d oors, smash through u p to ha lf a foot 
of rock, and melt soft me ta ls such as gold, copper, lead , 
s ilver, and b ronze. If the Bolt bursts through a barrier, 
it continues on the othe r side until it reaches its maxi
mum length. lf it s trikes a barrier that it can 't pene tra te, 
however-for example, a foot-thick stone walJ-it re
bounds unti.l it reaches its full length. (For example, a 
p yrom<Jncer creates a Bolt at a range of 60' from his 
position . Seventy feet away from the pyromancerisa2'
thlck s tone wall. The Bolt trave ls 10', strikes the stone 
walJ, and rebounds another 60'. The Bolt ends only 10' 
away from the pyromancer ... causing hin1 no d am age, 
but probably g iving him a nasty shock. 

Objects struck by the Lightning Bolt must save vs. 
Lightning or be destroyed. (For ease, assume that ob
jects on the person of a creature tha t makes its saving 
throw nre unaffected. If the creature fa ils its save, 
impo rtant objects must ma ke their own saving throws 
to avoid d estruction.) 
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Animate Fire 

This discipline, also known as Fire-Figure, allows the 
pyromancer to take control of any single fire up to the 
size of a large bonfire (5-foot diameter) within range. 
Under the influence of this discipline, the fire forms 
itself into a vaguely humanoid shape. The size of this 
humanoid figure depends on the size of the original fire: 

This Fire-Figure is under the complete control of the 
pyromancer. He can make it walk at a speed of 6, and 
can control the movements of its limbs. (Note that, 
despite the name of the discipline, this Fire-Figure is not 
truly alive; it has no inteUigence whatsoever.) 

A single touch from the Fire-Figure wiU instantly 
ignite any flammable materials. The touch of the Fire
Figure inflicts damage in relationship to its size: 

-~ I Damage Per Touch I 
,.\ 

1--Jdah 
.c -

~ lD!H'I'K 

- 3fooJbjp l.Q6H'I'K 
,6 foot.Jdsh~ 2DliD'K 

A 'to hit' roll is required to strike an opponent in 
combat. The Fire-Figure's THACO is the same as the 
pyromancer' s. The damage figures above refer to a 
single strike £rom the Fire-Figure's limb. If the Fire
Figure is adjacent to a target, it can also engulf its target, 
wrapping its arms around the target in a fiery hug. This 
inflicts three times the damage of a single strike. For an 
engulfing attack, the Fire-Figure gains a +2 bonus to its 
'to hit' roll. Against either form of attack, the target gets 
a saving throw vs. Wands for half damage. The Fire
Figure can make 3 striking attacks-against one or 
multiple opponents-or 1 engulfing attack per round. 

The Fire-figure can't be damaged by physical attacks, 

5: PYROMANCEilS 

or by most magical powers. Physical blows pass right 
through the flames--the weapon used must save vs. 
Normal Fire or be destroyed-and spells or discipUnes 
that inflict physical damage have no effect. The follow
ing spells (or disciplines that mimic their effects) have 
varying effects on the Fire-Figure: 

Disciplines such as Extinguish immediately destroy 
the Fire-Figure. The figure cannot pass through solid 
objects-unless it first sets fire to them and waits for 
them tobumaway-sospells such as Wall of Iron will 
block its passage. The Figure can pass freely through a 
Wall of Fire or any other fire barrier. The Figure is not 
truly magical, so Dispel Magic won't destroy it, and 
Anti-magic Shells and the like won't block its passage. 
A Fire-Figure is destroyed if it's immersed in water. 

Another pyromancer can try to control the Fi.re
Figure. To do so, he must expend as many MPs per 
roundasthepyromancerwhocreated thefigu.re: 15per 
round, plus an additional 5 MPs for the first round. 
While both pyromancers are concentrating on control
ling the figure, it remains stationary and cannot attack. 
This condition remains until one pyromancer gives up 
the battle-in which case the other pyromancer as
sumes control over the figure-or until one or both 
pyromancers runs out of MPs. lf one pyromancer runs 
out of MPs, the other pyromancer assumes control of 
the Figure; if both run out, the Figure dissipates. 

This discipline requires considerable concentration 
on the part of the pyromancer. He can move slowly
speed 4-but can take no other physical actions, and he 
cannot use another discipline. Wounding the 
pyromancer, rendering him unconscious, or killing him 
immediately terminates thediscipline.lf the pyromancer 
is locked in conflict with another pyromancer for con ITo I 
of the Figure, concentration becomes total: movement 
of any kind becomes impossible. 

The pyromancer must have a clear line of sight to the 
Fire-Figure. If this line of sight is broken, other than 
momentarily ,or if the distance between the pyromancer 
and the Fire-Figure exceeds 30 yards, the discipline 
terminates immediately. 



When the discipline terminates, the Fire-Figure im
mediately vanishes. 

Although it can only be created from a normal fire, 
once the Fire-Figure is in existence it continues to bum 
without the need for fuel until the discipline terminates 
for whatever reason. 

Energy Quench 

S~r..l:6 
Rage: »yant&.+:~ 

This discipline extinguishes the life energy of crea
tures within the area of effect, killing them instantly and 
painlessly. (Unlike the magic-user Death Spell, these 
creatures can later be Raised or Resurrected.) The num
ber of creatures that can be slain is a function of their 
HTKdice. 

I Creatures' HTK Dice Maximum I Slain L 
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Creatures with more than 8+3 HTK dice cannot be 
killed by Energy Quench. If creatures of differing HTK 
dice are attacked with this discipline, roll 4020 to 
determine how many under 2 HTK dice creatures are 
affected. If the dice roll is greater than the number of 
under 2 HTK dice creatures in the area of effect, apply 
the remainder of the roll to the higher HTK dice crea
tures according to the following table: 

I Creatures' HTK Dice Conversion Factor I 
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If the remaining points are equal to half or more of the 

next surviving creature's conversion factor, that crea
ture dies as well; otherwise the additional points are lost. 

As an example, a pyromancer uses Energy Quench 
on a group of 25 orcs and 6 ogres. The dice roll total is 
60. This kills all the orcs (at a costof25) and4of the ogres 
(at a cost of 8 each, or 32). The remaining 3 points are 

lost. lf the dice roll had totaled 61, then 5 of the ogres 
wouJd have died. 

Energy Quench is a difficult and draining discipl.ine. 
The pyromancer is unable to use any other disciplines 
for 104 rounds after using Energy Quench, a !though he 
still retains aU his remaining MPs. 

The pyromancer must have a dear line of sight to the 
target area. The discipline can be blocked by interven
ing objects or terrain. 

Summon Fire ElemetJtal 

MP Cost: 40 + S{roun.d 
T1'C:.3 roun.d$ 
Stit1i1tg '11ttow: None 

This discipline opens a temporary gate to the El
emental Plane of Fire, and summons a 12 J-ITK dice fire 
elemental to the pyromancer' s plane. The fire elementa I 
obeys the commands of the summoning pyromancer as 
long as he maintains concentration and continues to 
expend 5 MPs per round. (The initial summoning costs 
40 MPs.)The level of concentration required is low: the 
pyromancercan engage in any physicaJ actions, includ
ing combat, and can use any other discipline. Wound
ing the pyromancer has no effect, although rendering 
him unconscious or killing him immediately termi
nates his control over the elemental. 

If the discipline terminates while the fire elementaJ is 
still present, the creature is free to act as it chooses. (The 
GM shouJd determine the elemental's attitude and 
probable actions based on the tasks the pyromancer 
required of it, and the treabnent and respect it received. 
If the tasks the pyromancer requested are in at least 
partial alignment with the elemental's desires, it might 
continue to perform them of its own free wilJ; if the tasks 
were strongly opposed to its own goals, however, it will 
probably attack the pyromancer and/ or party.) 

TomaintaincontroloftheelementaJ,thepyromancer 
must remain within 60 yards of the creature. If this 
range is exceeded, control terrnina tes and the elementa I 
becomes free-wilJed. Line of sight isn't necessary for 
retaining control. 

A pyromancer can try to gain control of a fire elemen
taJ summoned and controlled by another pyromancer. 
To do so, he must expend 20 MPs per round. T ocounter 
this attempted "power grab," the summoning 
pyromancer must also expend 20 MPs per round (after 
the first round of attempted takeover). While both 
pyromancers are concentrating on controlling the el
emental, the creature is released from control and be
comes free-willed. This condition remains wttil one 



pyromancer gives up the battle-in which case the 
other pyromancer assumes control over the elemen
tal-or until one or both pyromancers nms out of MPs. 
If one pxromancer runs out of MPs, the other 
pyromancer assumes control of the elemental; if both 
run out, the elemental becomes free-willed. During a 
fight for control, both pyromancers must concentrate 
totally. Movement and the use of other disciplines 
becomes impossible, and a wound immediately breaks 
the pyromancer's concentration, ceding control-at 
least temporarily-to the othe.r pyromancer. 

The pyromancer who summoned the elemental can 
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return it to its home plane at any time,ata costof10 MPs. 
(The pyromancer had better keep d ose track of his MP 
total, or he might have insufficient points remaining to 
return the elemental home ... with potentially dire 
consequences.) The elemental can't return to its home 
plane unaided; therefore, being stranded on a strange 
plane will probably tick off the creature somewhat. 

A pyromancer can use a version of this disdpline to 
banish a fire elemental-whether free-willed, or under 
the control of another pyromancer-to its home plane. 
This use of the discipline costs 50 MPs, and takes 1 
round. If the elemental doesn't want to return, or if it's 
under the control of another, it receives a saving throw 
vs. Wands to resist the banishment. 

Most pyromancers will learn the "banish" aspect 
when they first Jearn the discipline. Individual GMs 
might rule, however, that this aspect is actually a differ
ent discipline-Banish Fire Elemental-that the 
pyromancer must learn separately. 

MAGIC ITEMS. 
In general, a pyromancercan use any magic item that 

relates in some way to fire. Thus, he could use a Ring of 
Fire Resistance or Wand of Fire, for example. (Indi
vidual GMs might decide that this makes pyromancers 
too powerful, and disallow the use of certain items.) 

There exist several items that bear the same relation
ship to pyromancy that magic items do to normal 
magical abilities. Several such items are described be
low. The GM should feel free to design any other items 
as he sees fit. 

Although individual GMs may wish to rule other
wise, most of these items can be created (and used) only 
by pyromancers. Exceptions are noted in the text. 

Circlet of Fire Suppression: Whenever this plain gold 
circlet is worn by a pyromancer, it creates a region 5' in 
radius around the wearer in which normal fire simply 
cannot bum. No fire can be kindled within this area, 
and normal fires that enter this region are immediately 
extinguished. Magical fires..--such as Fireballs or red 
dragon breath-are not extinguished. Any creature 
within the affected area receives a +4 bonus to any 
saving throw vs. Magical Fire; in addition, a successful 
save means that one-quarter damage is taken, not the 
usual one-half. 

The Circlet can be worn bynon-pyromancers, but the 
item'sonly effect is to give the wearer-and the wearer 
alone-a t4 bonus to any saving throw vs. Normal or 
Magical Fire. 

Wand of Ignition: This usually appears as a slender, 
3"-long shaft of light-colored wood. It gives off no aura 
of magic. If a pyromancer touches the item, however, he 
immediately knows its power. When in the hands of a 
pyromancer, the Wand can immediately ignite any 



flammable object it touches. (The effect is similar to 
touching a burning torch to the item.) The Wand can 
also be used as a weapon, inflicting 1 D3 HTK of damage 
to anyone the pyromancer touches with it (normal ' to 
hit' roll required). With most versions of this Wand, the 
pyromancer must mentally will the item touched to 
ignite. Some Wands, however, will ignite anything they 
touch-on purpose or by accident-whether the 
pyromancer wishes it or not. Even these Wands must be 
firmJy grasped by a pyromancer before they'll operate, 
however, so it's possible to store it safely in a backpack. 

Wand of Fire Casting: When the pyromancer speaks 
the word of command, this Wand creates a spray of 
liquid fire identical to that created by the discipline Fire 
Stream. The stream lasts for 1 round, and has the same 
restrictions as the discipline (refer to the discipline 
description). The majority of these Wands can only be 
used by pyromancers; a very small number can be 
wielded by anyone who knows the word of command. 

There are very rare, cursed versions of the Wand of 
Fire Casting. With these Wands, speaking the word of 
command causes a jet of fire to spurt from both ends of 
the wand, almost certainJy engulfing the wielder. 

Pyromantic Focus: This can take the form of any 
small object, but is usually a 1" cube of gold-veined pink 
marble. Beforeapyromancercanuseit,hemust"attune" 
it to himself. This process takes 1 hour of uninterrupted 
concentration on the object. Once it's attuned, the 
pyromancer can use the Focus as the originating point 
of any pyromantic discipline, as long as the Focus itself 
is within range of the discipline he's using. Thus, the 
Focus lets a pyromancer significantly extend the range 
of any discipline. 

For example, a pyromancer is expecting to be at
tacked from a certain direction, and is ready to summon 
a fire elementaJ to fight off his attackers. He wants to be 
able to engage the attackers at the greatest range pos
sible. The normal range for Summon Fire Elemental is 60 
yards. The pyromancer places a Pyromantic Focus 60 
yards away from his position. When he summons the 
fire elemental, he can choose either his own position or 
the position of the Focus as the originating point for the 
discipline. This means that the elemental can arrive up 
to 120 yards from the pyromancer's position, and that 
the elemental wiU remain incontrolaslongas it remains 
within 60 yards of either the Focus or the pyromancer. 

The pyromancer must have unobstructed line of 
sight to the Focus. Using the Focus doesn't negate the 
requirement for line of sight to the eventual target, if the 
discipline normally requires this. 

.PYROMANCERS AND THE CAMPAIGN 
Most pyromancers met by Player Characters will 

probably tum out to be enemies-whether immediately 

PSIQNICS 

or eventually. These psionicists will have their own 
goals, and will use the Player Characters or remove 
them, as circumstances warrant. 

If the Player Characters are lucky enough to meet a 
Good-aligned pyromancer, he can prove a worthy and 
valuableally.Thepyromancer,however,willknowthe 
distrust, fear, and hatred that most people hold for his 
kind, and will be highly unJikely to admit his true 
nature and abilities until he's come to trust and know 
the Player Characters. 

Even Good-aligned pyromancers are more or Jess 
loners,and rarely-if ever-form long-term bonds with 
other adventurers. 

SAMPLE NON-PLAYER CHARACTER. 

Balfas of Starbreak Fell 
Human, Skill18 pyromancer 
STR: 8, INT: 15, INS: 14, STA: 10, DEX: 11, APL: 15 
HTK: 35, AC: 10 
MV: 9", AL: N. Evil (Chaotic tendencies) 
AT: 1, OM: (by weapon), TIIACO 15 
HT: 5'11"', Wf: 165lbs. 
Weapon Proficiencies: dagger, staff, throwing dagger 
Weapons: dagger, staff, throwing daggers (x3) 
Annor:None 
Magic Items: Pyromantic Focus, Wand of Fire 

Casting 
Disciplines: 

Skilll: Affect Normal Fires, Heat, Ignite, Light, 
Melt 

Skill2: BeamofLight,Darkness,Extinguish,Fire 
Protection, Homeostasis, Intensify Fire 

Skill 3: Bum, Chill MetaJ, Fire Curtain, Fire Mis 
siles, Ground, Heat MetaJ, Heat Ray, Wall 
of Fire 

Skill4: Energy Armor, Fire Stream, Static Dis 
charge 

Skill 5: Fire Blast, Fire Strands 
Skill 6: Animate Fire, Energy Quench, Summon 

Fire ElementaJ 
Specials: Thief skills: PP 30%, OL 25%, Ff 20%, 

MS 15%, HS 10%, HN 10"/o, CW 15%. 

Balfas is a bent and withered old man of 65 summers. 
His body is stooped and his hair thin and gray, but his 
eyes are bright and his mind as sharp as that of a man 
of 20. His voice is thin and cracked, but is, oh so 
persuasive. 

Balfaswasachildofthestreet.Abandonedatanearly 
age, he had to fight and scrap for the crumbs that kept 
him alive. It was this hard existence that taught him the 
thieving skills he still possesses. (Note that his ability to 
climb walls has been drastically decreased as a resuJt of 



his age.) When he was 12, Balfas tried to lift the purse of 
a mysterious traveler who was passing through "his" 
territory. The travelcr GJught him in the act but, instead 
of punishjng him as Balfas exp<.>cted, lookL-'C! long and 
searchingly into the boy's t>yes, then invited him to 
become his apprentice. Set:•ing this as a way out of the 
gutters, Balfas accepted at once. 

The traveler tumed out to be a pyromancer of great 
abili ty, who had rt•cognized in the youth the potential 
for power even beyond his own. He trained Bal fas in the 
psionic arts, and the youth learned quick ly. 

The traveler kne"" the day would come when Ba lfas 
would feel the need to go his own way. When that day 
came, he swore, he'd let his apprentice go with his 
blessing. Unfortunately for him, Balfas had slightly 
d ifferent ideas. He km'W that his mentor owned a Wand 
of Fire Casting, and desire for the item grew within him. 
One night, as the older man slept, Balfas tried to slit his 
throat. His mentor woke in time to avoid the dagger 
thrust, however, and the two engaged in psionic com
bat. Balfas knew that eventuaUy the older pyromancer 
would wear him down, so he suddenly broke off com
bat--suffering serious damage from his opponent's 
mental attack-and threw a knife into the older man's 
throat. From that day forward, Balfaswenthisown way, 
leaving death and destruction in his wake. 

The years havt? no t been overly kind to Balfas. His 
strength is fa iling, and hjs body is bctr;~ying him. The 
Li fe of the traveling adventurer has lx>come too taxing, 
so he has settled down in a smaU mountain fort that he 
wrested from its previous owners. He has made a pact 
with a group of bandits that cla ims the area as their 
territory. In return for psionic help when they need it, 
they provide Balfas with food and other requirements. 

Unable to move far from his home, Balfas is becom
ing more bitter and twis ted as the years progress. 
Unless they look too much for him to handle, he will 
attack on sight any group or individual who draws 
near. The doors of his home are warded with Fire 
Strands, and before entering combat he always protects 
himself with Energy Armor. 

BaHas fears and hates the idea of his approaching 
death. He has recently come to the conclusion that, if he 
could only enter the Elemental Plane of Fire, he will be 
immortal. (It's the GM's option as to whether there's 
any truth to this, or whether the idea is the product of 
a deranged mind.) To this end, he's studying every
thing he can get his hands on about the Elemental 
Planes, and the construction of gates. His house con
tains many valuable tomes, and even several wizards' 
speU books--stolen from unfortunate travelers who 
took the wrong path through the mountains. 
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mpathy is usually defined as an awareness and a 
sharing of the emotions and feelings of others. In 
thecontextofpsionics, it goes further. An em path 
is able to "read" the emotions-and sometimes 

even the thoughts-of other humans, demihumans, 
and humanoids. Empaths are preternaturally attuned 
to the subtle "body language" that telegraphs people's 
feelings to those capable of deciphering it. When this is 
coupled with a high psychicrcceptivity,a skilled em path 
can sometimes know more about subjects' inner 
thoughts than the subjects themselves. 

As the sub-class name implies, empaths develop a 
deeprapportorempathywithothers. This bond extends 
much further than casual use of the word "empathy" 
implies. ln certain circumstances, empaths can quite 
literally "lose themselves" in the person with whom 
they have developed a bond. This "soul loss" is a 
significant risk for empaths of middle Skill Levels. ln 
addition to perceiving-or even sharing-what goes 
on inside others' heads, empaths have other abilities, 
including strong healing powers. The old cliche, "This 
is going to hurt me more than it hurts you," was 
probably coined by an em path .... 

Empaths need great "people-sense" (APL, in game 
terms), powers of observation (1N1J and willpower 
(INS). To become an empath, a Character must have 
scores of 14 or more in APL, INT, and INS. 

.BECOMING AN EMPATH 
The process of learning empathic abilities is different 

from that for other psionic traditions. The major differ
ence is that a potential empath doesn't necessarily need 
another, higher-Skill empath to train him. 

To become a Skill 1 empath, the Character must 
spend 1 D4+ 1 weeks-uninterrupted by the stress of 
adventuring-exercising his innate abilities. This re
quires that the potential empath have someone to 
practice on: a friend or colleague (someone with whom 
the potential empath is at least acquainted). Training 
consists of the would-be empath trying to "read" the 
friend's emotions and body language, and the friend 

giving feedback on the accuracy of the reading. This 
initial development stage is cut in half (round fractions 
up) if the friend who participates in the training is also 
an em path ofSkiU 1 or higher. At this point, the em path 
knows no disciplines, but gains the innate abilities 
discussed below. An empath can only learn a specific 
discipline from another em path who already knows it. 

As discussed in Chapter 1, psionicists can be dual
classed. There are some additional restrictions that 
apply only to empaths, however. Any single-classed 
empath whG takes up a second class that has a prime 
purpose of doing harm to another creature (i.e., fight
ers, thieves, and assassins) immediately loses aU em
pathic abilities. Any single-classed character with 
empathic ability, regardless of class, can become an 
empath as a second class. If the character's first class 
was fighter, thief, or assassin, and he ever uses any of 
the abilities of that class, the character receives no 
Experience Points for the current adventure. In addi
tion, the character immediately loses enough Experi
ence Points to drop him to the next lowest Skill Level as 
an em path. (Note that this is an exception to the normal 
rules for dual-class characters.) 

For example: Ethelred the Unready reached Skill4as 
a fighter, then became an em path and achieved Skill S. 
As an empath, Ethelred is limited in his choices of 
weapons, and must use the combat table appropriate to 
the em path dass (as discussed later). During a visit to a 
ruined city, Ethelred finds his life threatened by a horde 
of goblins. Figuring the odds to be too uneven, Ethelred 
pulls his old broadsword (a weapon forbidden to 
em paths) from his backpack, and lays about him using 
the FighterCombat Result Table. Not only does Ethelred 
not gain any experience for this adventure, but he also 
immediately drops to 22,499 Experience Points as an 
em path, making him Skill 4. 

WORLD VIEW. 
Because they can strongly empathize with others, 

and thus come to appreciate the value of life and the 
welfare of the individual, the em path class gravitates to 



Good alignment (this Good ethos can be Lawful, Neu
tral, or Chaotic in nature, however). No matter what the 
character's original alignment, he moves one step to
wards Good for each Skill Level attained as an em path 
after the first (with all the attendant consequences of an 
alignment change). For example, Mara the Unpleasant 
is dedicated to L. Evil. When she achieves Skill2 as an 
em path, her alignment moves to L. Neutral. When she 
achieves Skill 3, he r alignment becomes L. Good. If an 
em path .lets in such a manner that his aHgrunent strays 
from Good, he immediately loses all empathic abilities 
until the situation is remedied. Thus there cannot be a 
practicing empath of Skill 3 or higher who is not of 
Good alignment. 

With their ability to heal wounds, and their unwill
ingness to harm other creatures, empaths might seem 
to be among the most beneficent and unthreatening 
creatures possible. Unfortunately-for empaths and 
for others-people's fears aren't rational. People hate 
and fear what they don't understand, and the vast 
majo rity doesn't understand empathic powers. In many 
societies, em paths must practice under the same veil of 
secrecy as pyrnmancers or other potentially destructive 
psionicists. Some societies view em pa ths as a necessary 
evil; they serve a useful and valuable purpose, but 
they're never truly trusted, and must operate under 
more or less oppressive restrictions. In some very few, 
enlightened societies, empaths are viewed as trusted 
and valuable parts of the social fabric. 

Empaths are very unlikely to become adventurers. 
nus is mainly because the adventuring lifesty le almost 
always involves combat in one form or another, and 
combat is something to be avoided at virtually any cost. 
Empaths are much more like ly to find a safe, comfort
able home and stay there. At lower Skill Levels, this 
might be in a city; at higher Skill Levels, however, the 
empath's home is likely to be ina more remote location. 

Empaths a re frequently found withdrawn from so
c iety, associated with Good-aligned churches or mon
asteries. Here they can put their skills-particularly 
their curative abilities-to worthwhile use in a calm 
atmosphere. Unless they can find such .a haven of 
peace, em paths of higher Skill Levels-those in whom 
the ability to feel others' tempestuousemotions is stron
gest-are unlike ly to dwell in cities; there are just too 
many people "hurting at them" for an empath to feel 
comfortable. In fact, a significant percentage of em paths, 
once they reach Skill 7, will withdraw from society 
altogether. As he rmits or reel uses they find the peace of 
spirit that is unavailable elsewhere. 

At least initially, empaths are not the loners that 
other psionicists are. They enjoy the company of oth
ers, and require social ,contact to hone and develop 
their psionic abilities. 

6: EMPATHS 

COMBAT. 
Because they a re so well attuned to the emotions

and hence the pain-of others, empaths are greatly 
hampered in combat. Against humans, demihumans, 
and humanoids, em paths fight as Skill 0 humans (be
cause their knowledge of their opponent' spain is highly 
distressing and distracting). Against other creatures, 
empaths use the Magic-User Combat Result Table. ln 
general, an empath will do almost anything to avoid 
being forced into combat--even monster.; e~rience 
pain, and an em path can vicariously feel every wound. 
Empaths can wear any armor, but are limited to the 
same weapon choices and proficiencies as magic-users. 

Empaths cannot engage in psionic combat. If at
tacked psionically, they are trea ted as non-psionicists. 

EMPATHY. 
Em paths have several innate abilities, in addition to 

their complement of disci pi ines. 
Because of empaths' ability to " read" the body lan

guage of others, they can accurately gauge the effect of 
their words, actions, and mannerisms. They can then 
ta ilor their behavior to gain the reactjon they want. 
Thus,anempath canbe theperfect "socia lchameleon," 
changing his outward manner to suit the nature of 
other people. This is reflected by an increase in an 
empath's pffective APL. If an empath can work on a 
subject in a one-on-one situation-and can communi
cate with the subject-the em path gains an effective +2 
bonustoAPL.Inagroup si tua tion, theempathreceives 
a+ 1 bonus to APL. Even when the em pa th and subject 
d o not share a common language, the empath still 
receives a + 1 bonus (both in one-on-one and group 
encounters). This is because 93% of the content of a 
communication is carried by body language and tone of 
voice; onJy 7'Yo is carried by the words. These bonuses 
apply only when the subjects are human, demihuman, 
o r humanoid. 

Ln addition, em paths receive a bonus of +2 per Skill 
Level to reaction dice rolls when they are talking to the 
subject one-on-one; this bonus is ha lved when the 
empath is "working" a group. This bonus to reaction 
checks is only applied if the empath and his audience 
share a common language. 

For example: Darian the Intuitor, a Skill 6 empath 
with APL 15, is trying to talk a mob of angry human 
farmers out of lynching a shire ling accused of theft. 
Because she is dealing with a group, Darian receives a 
bonus of+ 1 to he r APL, and an additional bonus of +6 
to her reaction dice roll. Taking into account her effec
tive APL of 16, Darian receives a tota l bonus of 31% to 
her reaction check. This means that the mob's reaction 
is "immediate acceptance" if Darian rolls 65 or more on 



D%. lf Darian could talk with the ringleader privately, 
her bonus would increase to37'Yo, meaning "immediate 
acceptance" on a roll of 59-00 (see standard rule book). 

As thisexampleshows,empathscan be frighteningly 
persuasive. U they were not of Good alignmmt, they 
wouJd make excellent con men. 

The disciplines available to an empath all relate in 
one way or another to emotion, sensation, and body 
language. 
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Detect Evil 

SkiU Level: 1 
Range: Special 
Drmdiort: Instantaneous 
Ami ofEffect: lndividu.il 

MPCost:3 
1TC: 3 .rounds 
SII'Oing_'IJ,row: None 

By watching a subject's behavior, the empath has a 
chance of determining whether the subject's alignment 
is Evil. This chance is equal to 5% per Skill Level of the 
em path. In addition, for each Skill Level the em path is 
above 3, there is a 2% chance of determining the genera I 
bent of the Evil (Lawful, Neutral, or Chaotic). For 
example, Darian, a Skill6 em path, tries to determine if 
the ringleader of the mob is Evil. (ln fact, he is C. Evil.) 
She has a 30% chance of determining that he is E vi I, and 
an additionaJ 6% chance of determining that he is of a 
Chaotic bent. 

The consequences of failure depend on how badly the 
empath misses the roll. In the first case--the roll to 
actually Detect Evil-if the em path exceeds the required 
number by I to 50 points, he simply receives no result 
from the discipline. U he exceeds the required roll by 51 
points or more, however, he receives a very strong 

impression of the subject's alignment ... but it's dia
metrically opposed to the truth. (In other words, if the 
subject is actually Evil, the empath gets the distinct 
impression that he's not, and vice versa.) If the empath 
fails the second roll- no matter how badly he fails it-he 
simply receives no impression of the subject's Lawful / 
Chaotic axis of the subject's al ignment. 

This discipline i.s only effective on humans, 
demihumans, and humanoids. Alignment-masking 
spells do not negate this discipline. 

The empath mus t be able to observe the subject's 
behavior for an uninterrupted 3 rounds before being able 
to make a judgment. Tht> 3 MPs are expended at the end 
of this 3-round period, when the em path concentrates on 
drawing a conclusion from his observation. During the3-
round period, the empath can neither take any physical 
action nor u.seany otherdiscipline. Wounding the em path 
breaks his concentration, terminating the discipline be
fore it takes effect. 

The range of this d iscipline varies according to con
ditions of visibility. The em path must be able to see the 
subject with an observation quality of "detail" (refer to 
the standard rule book). 

Detect Lie 

Skill Level: 1 
Range: Special 
Dlmrtiort: Instantaneous 
AreR of Effect: Individual 

MPCost:3 
1TC:lround 
Swing 11tnnu: Neg. 

By watching teU-talessuch as the muscles around his 
eyes, the empath is able to determine if the subject is 
speaking the truth (as he knows it). This discipline is 
only effective on humans, demihumans, and human
oids. This discipline allows a saving throw vs. Spells, 
but with a -5 penalty. Undetectable Lie (the reverse of 
the Ski II 4 clerical speU Detect Lie) does not negate this 
discipline, but does change the -5 saving throw penalty 
to a +5 bonus. 

The empath must be able to see the subject clearly 
(which limits the discipline's range) and be able to hear 
his voice directly (i.e., not through any intermediary 
such as scrying devices, etc.). He must be able to ob
serve and l.isten for one uninterrupted minute. The 3 
MPs are expended at the end of this period, when the 
empath concentrates on drawing a conclusion from his 
observation. This discipline requires unbroken concen
tration from the em path. During the 3-rou.nd period, he 
can neither take any physicaJ action nor use any other 
discipline. Wounding the em path breaks his concentra
tion, terminating the discipline before it takes effect. 

Note that this discipline will not detect unintenti~mal 



falsehoods or errors, since the subject believes that he is 
speaking the truth.lt will inform the em path if the subject 
is consciously evading an important point or issue, al
though the cmpath won't know what the issue is. 
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Detect Clrann 

Skilt Lewl: 2 
~ 2:yardsllevel 
Dlmmon: Insb1ntaneoas 
Ami of Effrd: Individllal 

MP"Cost:8 
rre: 2 segments 
Slwing 'I'hrow: None 

This discipline allows the empath to detect subtle 
indications that a subject's will is not entirely free. The 
chance of success is equal to 10% per Skill Level of the 
empath (thus empaths of Skill 10 and above automati
cally succeed in this determination). This discipline is 
only effective on humans, demihumans, and humanoids. 

Detect Charm indicates to the em path that the subject 
is under the effect of Charm or Suggestion, whether 
magical or psionic in nature, or influenced by more 
powerful magicks like Geas, Quest, or Dream Quest. It 
doesn't differentiate between thedifferenteffects,how
ever. There is no indication of who cast the spel.l or 
discipline, and what the nature of the Suggestion, Geas, 
etc. is. 
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Empatlty 

Skill Level: 2 
Rlmge: S yan:tsllevel 
Dlmmon: Instantaneous 
Atra of Effect: Individual 

MPCost:10 
ITC: 3 segments 
Stroing Throw: None 

This discipline a llows the empath to determine the 
basic needs, drives and/ or emotions of any sentient 
creature that he can observe. Thus, the empath can 
sense thirst, hunger, fear, fatigue, pain, rage, hntred, 
uncertainty, curiosity, hostility, friendliness, love, and 
similar emotions. This discipline cJnnot de tect or read 
thoughts, o r anything deeper than a surface motiva
tion. Magicks or psionic disciplim·s which shie ld the 
mind negate this discipline. 

The empath must have a clear line of sight to the 
s ubject. Intervening objects or te rmin w ill block this 
discipline. 

Heali11g 

Skill Level: 2 MP Cost: 15 
Rage: Touch ITC: 5 rounds 
Durtltitm: Instantaneous Spving Throw: None 
Ami ofE/fod: Individual 



This ci.iscipline lets the em path heal the damage of a 
wounded subject by literally taking the wounds upon 
himself. The em path develops such a close rapport with 
his "patient" that his mind causes an identical wound 
on his own body. Drawing on his reserves of mental 
and emotional strength, he then transfers emotional 
energy to the patient, healing the wound. This is re
flected in game terms by HTK: to healS HTK of damage 
on a companion, Darian takes 8 HTK of damage herself. 
The wounds empaths take upon themselves heal at a 
rate of 1 HTK per round, and cannot be affected by 
clerical healing. Any damage the empath receives by 
other means heals at the normal rate. The empath can 
decide exactly how much or how little damage he 
wishes to heal, anywhere from 1 HTK to a maximum of 
24 HTK. Em paths cannot heal themselves. 

NOTE:Anrmpntllmnychoose tollealmore HTKofdnmnge 
limn he cum.>ntly possesses, ton maximum of half of his current 
HTK. In such a case, the Healing is successful, but tlze trauma 
is too much for theempnth n11d In• dies. (For example. Dorian I IllS 

6 HTK remaining. Her friJ.'nd is currently at -8 HTK-not dead, 
but comatose. Dorian chooses to heal 9 HTK of damage. Her 
frimd's HTK total is raised to 1./mt Dnrinndiesilr theprocess
sncrificing her life for ha jrie11d.) 

Healing is a very difficult and demanding discipline 
to learn. (It's also not one that an empath gets much 
practice with during his training.) Leafning the me
chanics of the discipline and actually using it correctly 
" in the field"-while being bombarded by the emo
tional anguish and pain of the wounded subject-are 
two totally different things. 

When an empath attempts to apply the Heating 
discipline for the first time, he rolls 0 %. lf the roll is 
equal to or less than the sum of the em path's INT, lNS, 
ST A, and APL, he can successfully apply the skill, and 
need never make the dice roll again on subsequent uses 
of the discipline (these subsequent attempts automati
cally succeed). If the dice roll exceeds the sum of TNT, 
INS, ST A, and APL, the attempt to use the discipline 
fails. On each subsequent attempt to heal, the empath 
must roll 0 % until the dice roll is successfuL This 
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reflects the spedal nature-and the spedal difficulty
of the Healing discipline. 

This discipline is only effective on humans, 
demihumans, and humanoids, and will only heal 
physical damage. Thus, an empath cannot remove 
blindness or cure diseases. 

The discipline takes 5 rounds-5 minutes-to com
plete. During this period, the empath's concentration 
must be total, preventing any other action or psionic 
activity. Interrupting the discipline before completion 
will prevent it from taking its full effect. The conse
quences depend on how far into the process the inter
ruption occurs: 

First 2 minutes: The disdpline fails totaJJy. The sub
ject receives no benefit, and the em path is unharmed. 

2 to 5 minutes: This is the worst possible outcome. 
The em path has taken the subject's wound upon him
self-and so suffers as many HTK of damage as he was 
attempting to hea 1-but he hasn' t yet cured the wound 
on the subject's body. The subject remains wounded. 
The damage that the empath has taken upon himself 
heals at a rate of 1 HTK per round. 
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Comprehend Languages 

SldllUwh3 
~SpecW 
DAndfcm:lsUitidned ; 

._,~~ 

By concentrating on a speaker's body language and 
tone of voice, the empath can determine the basic 
content of a speech in a foreign tongue. ln other words, 
the empath can sense the emotional content (is the 
speaker making a threat or telling a joke?), the core 
subject matter (is the speaker asking directions to the 
nearest inn or asking for a date?), and the urgency of the 
matter ("There's a dragon behind you" or "Do you like 
red or white wine?"). The person speaking does not 



have to be talking to the empath (which makes this 
ability useful for understanding overheard conversa
tions). The empath is unable to understand highly 
technical subjects, or subjects that he has no familiarity 
with (thus, the em path would be out of luck trying to 
team exactly how to pick a four-tumbler lock by eaves
dropping on a foreign thief). This ability is only effec
tive on humans, demihumans, and humanoids. 

The em path must be able to see and hear the subject 
dearly. The d iscipline wilJ not work through interme
diaries sud 1 as scrying devices. This discipline takes a 
moderate level of concentration from the empath. He 
can take any simple physical action short of running at 
full speed or engaging in combat, and can use an y other 
discipline. Wounding the em path breaks his concentra
tion, terminating the discipline. 

Know Aligumeut 

Skill Letlel: 3 
Rmrge: 3 yudsllevel 
Duration: Instantaneous 
Area of Effect: Individual 

MPCost:l7 
ITC: 5 rounds 
Saving Throw: Neg. 

As with the discipline Detect Evil, this depends on 
the empath 's ability to notice and analyze subtle dues 
in behavior, idiosyncrasies, etc. If the discipline is suc
cessful, the em path can determine both components of 
the subject's alignment (i.e., both the Lawful/Chaotic 
and Good/Evil axes). 

The chance of successfully determining a subject's 
dlignment isS% per Skill Level of theempath (thus Skill 
20 empaths are automatically successful). The conse
quences of failure depend on how badly the empath 
misses the roll. Uheexceeds the required number by 1 to 
20 points, he simply receives no result from the disci
pline. U he exceeds the required roll by 21 points or more, 
however, he receives a very strong impression of the 
subject's alignment . .. but the impression is wrong by 
1 D3 "steps" of alig:nmt'nt (in a random "direction," or as 
chosen by the GM for story-related reasons). For ex
ample, Chelta, a Skill15 em path, tries to read the align
ment of a L. Good traveler she meets. Her chance of 
success is 75%. Unluckily, Chelta rolls 98 on D'"'lo. This 
exceeds her required die roll by more than 20 points, so 
she receives a strong-but erroneous-impression of 
the traveler's alignment. The GM rolls 103, and gets 3. 
The alignment Chelta senses is 3 steps away from the 
traveler's real alignment. This means that Chelta senses 
an alignment of either C. Neutral or N. Evil, both of 
which will definitely color her reaction to the traveler.) 

This d iscip line is only e ffective on humans, 
demihumans, and humanoids. Alignment-masking 
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spells do not negate this discipline. 
The empath must be able to observe the subject's 

behavior for an uninterrupted 5 rounds before being 
able to make a judgment. The 17 MPs are expended at 
the end of this 5-round period, when the em path con
centrates on drawing a conclusion from his observa
tion. This discipline requires unbroken concentration 
from the empath. During the 5-round period, he can 
neither take any physical action nor use any other 
discipline. Wounding the em path breaks hisconcentra
tion, terminating the discipline before it ta kes effect. 

The range of this discipline varies according to con
di tions of visibility. The em path must be able to see the 
subject with an observation quality of "detail" (refer to 
the standard rule book). 

Remove Fear 

Skt1l Level: 3 

Rtmge: Touch 
Duration: Instantaneous 
~a of Effect: Individual 

' 

MPCost:8 
1TC: 3 segments 
Saving Throw: None 

This discipline removes a ll vestiges of magical Fear 
from a single subject. Alternatively, if the subject hasn' t 
yet been the victim of a magical Fear effect, it raises his 
saving throw against such an effect by +4 for 1 tum after 
the discipline has taken effect. ln addition, it raises the 
subject's morale by 4 points for 1 tum. 

The empath uses his knowledge of the recipient's 
reactions to tailor a highly effective "pep talk;" this is 
backed up by an actual transference of emotional energy, 
which requires physical contact. (Thus, an em path must 
find some way of preventing a Fear-afflicted subject from 
neeing while he uses the discipline.) 

This discipline is only effective on humans, 
demihumans, and humanoids, and requires that the 
em path and subject share a common language. 

The empath can use this discipline on himself, but 
only if he's not currently under the effects of Fear. (That 
is, he can benefit by the secondary effect of the disci
pline, but not the primary.) 
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Friends 

~'skill Leoel: 4 

Rlmge: Spedal 
Duration: 1 tum per 3 levels 
Ami of F.ffrct: Special 

MPCost:lS 
1TC: 2 rounds 
Stwing Throw: Special 



TI1is discipline allows lheempath to further enhance 
his effective A PL. .. but at a risk. It involves theempath 
pushing his innate "social chameleon" skills to the 
limit, attempting to make himself appear to be a true 
soul mate of his subjects, and backing this up with an 
actual transference of emotional energy (thus the MP 
cost). The risk is that the subjects might be aggravated 
by what they see as ingratiating behavior. The em path 
can attempt this discipline on up to 5 times as many 
individuals as he possesses Skill Levels. 

A subjro must roll 506 and compare the total to his 
INS attribute. If the total exceeds his lNS, the subject is 
totally taken in and responds as though theempathhad 
an APL of 19.lf the total is equal to or less than his lNS, 
however, the subject responds as though the empath 
had an APL 106 points lower than it actually is. Note 
that th is negates the empath's innate APL-enhancing 
skills; it does not negate his reaction bonus, however. 
This discipline is o nly effective on humans, 
demihumans, and humanoids, and requires tha t the 
empath and subjects share a common language. 

To establish this discipline, the em path must be able 
to speak with the subjects for 2 uninterrupted rounds. 
During this time he must concentrate to the utmost on 
his words, tone and gestures, and on the subjects' re
actions. He can take no physical action, and cannot use 
an y other discipline. Wounding the empath interrupts 
his concentration and terminates the discipline before it 
even takes effect. Once the transfer of emotional energy 
has taken place at the end of the 2 rounds-represented 
by the MP expenditure-the empath need no longer 
concentrate on the disci pI ine and is free to act norma II y. 

Masq11erade 

Skill Level: 4 
Ra,ge: 3 yards/level 
Duratio1f: Special 
Arta of Effect: Empath 

MP Co~ Special 
ITC: Special 
SIWing Tlrrow: None 

One of the more interesting empathic disciplines, this 
a llows the em path to mentally "become" another per
son: to think, act, and respond exactly the way the other 
would. Thisdisciplinecan be used in two distinct ways. 

The first is to allow the empath to "get inside the 
head" of another human, demihuman, or humanoid, 
and know exactly how he would respond to a certain 
situation. This would obviously be of great use to the 
commander of an army-"How would my enemy 
counterpart react to this feint?" -or to a thief entering 
a building-"H I were the Grand Vizier, where would 
I set a trap?". Other possibilities wilJ no doubt come to 
mind. To prepare for this use of the discipline, the 
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em path must learn as much about the subject as pos
sible. Under ideal circumstances, the empath should 
meet the subject and have time to converse; failing this, 
research and talking with others who know the subject 
will suffice. When it comes to determining whether the 
em path succeeds or fails in "getting inside the subject's 
head," the GM must adjuclicate based on how well the 
empath knows the subject. the amount of research 
done, and the difficulty of the decision(s) the empath is 
second-guessing. As a guideline, 8 solid hours of re

search would be a bare minimum. 
Once the preparations have been made, the em path 

can maintain the subject's mind-set for as long as 
desired, at a cost of 1 MP per 10 hours. There is a 5% 
chance per day, however, that the empath will suffer 
what is known as" sou I loss." If this occurs, the em path's 
personality has been submerged by the subject's: the 
em path truly believes that he is the subject and will act 
exactly as the subject would act (with potentially 
damaging consequences; imagine the example of the 
em path asked to predict an enemy commander's battle 
plan .. . ). For game purposes, soul loss is a form of 
insanity similar to schizophrenia as described in the 
standard rule book. The chance of soul loss is modified 
by several factors: 

9 I % Cl1ance of Soul Loss I 
Subiea is 11011-humm 2% 
Subj«tis of opposite sex +S% -
For eadl "'lep" Jhe 
subjed't alipunent diffen-
fmmlbe empalh's +2% 

These modifiers reflect the fact that an em path must 
deeply submerge his true personality to completely 
identify with a subject significantly different in race, sex, 
or ethical outlook. With his own personality that deeply 
suppressed, the risk of soul loss is significantly higher. 

This use of the discipline allows no saving throw. 
The second use of Masquerade is more exacting. 

There are many magicks that alJow a person to take on 
the outward appearance of another. None of these 
spells, however, covers such things as behavior, speech 
patterns (choice of words, for example, not voice tone), 
carriage, movement, idiosyncrasies, etc. Any magic
user worth his salt can make himself look like His 
Wisdom KarthSilvershield, High Overlord ofStarbreak 
Fell ... but the first conversation with anyone who 
remotely knew His Wisdom would blow the imperson
ation. An em path can use the Masquerade discipline to 
"become" someone else, however, in thought and deed. 
Since he knows how his subject thinks and reacts, the 



em path can carry through a perfect impersonation ... 
providing that he has done sufficient preparation, and 
that physical appearance is a lso taken care of. 

This form of Masquerade is much more demanding 
than the one discussed earlier-instead ofsin1ply mim
icking the thought processes of the subject, the em path 
must now mimic everything, right down to which hand 
the subject uses to pick up his wine goblet-and so 
requires considerably more prepa ra tion. The em pa th 
must observe the subjL>ct severa l times over a period of 
weeks, and preferably speak with him. The bare mini
mum period of pre paration is 2 weeks. Again, the GM 
must adjudicate success o r failure. 

lmpersonat.ion is highly stressful: the empath cannot 
re lax the Masquerade for a moment. Therefore, both the 
MP cost and the chance of soul loss are considerably 
higher. Th.is aspt>et of Mc1squerade costs 2 MPs per 10 
hours; the chance of soul loss is 13% per day (the same 
modifiers a re used). For example: Darian is a L. Good 
empath- human, of course--and she is impersonating 
a N. Evil ma le half-elf. Each day, the chance of Darian 
suffering soul loss is lJ"ft, (base chance ) + 2% (non
human) + 5% (opposite sex) + 6% (al ignments 3 s teps 
re moved) = 26'}1. . .. a very s ign i iican I chance of disaste r.) 

Masquerade in e ither of its fo rms is trduma tic a nd 
highly draining. After completing a Masquerade, an 
empath must rest fo r 1 entire week-during which he 
can use no othe r psionic discipline-and mus t wait 2 
months before beginning 
another Masquerade. 

During either form of 
Masquerade, the empath 
must maintain a significant 
level of concentration on 
playing thech()S('n role. He 
can take any physical ac
tio ns, including combat, 
bu~ can use no other psioaic 
disciplines (this might 
cause a problem if the per
son being impersona ted is 
a psion.icist). Suffering a 
wound causes the 
empath 's concentration to 
lapse for 103 rounds; dur
ing this time, there is a 
c h a nce that observe rs 
might see through the im
personation (GM's adju
dication). The r isk o f 
exposure is greater if the empath is rendered uncon
scious: for the 2010 rounds afte r regaining collSCious
ness, the empath is unable to fully concentrate on the 
role being played. Again, the G M must adjudicate this 
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s ituation, s ince the variables are too complex to con
sider htlly here. 

Scare 

,-Skill Level: 4 
Rap: Touch 
DJmmon: lD3 rouncls + 
AreG of f.jftd: Individual 

MPCost:lS 
'ITC:lmund 
5frving 1Jrrow: Neg. 
1 round per 2levels 

This discipline is s imilar in e ffect to the mag ic-user 
spc.U of thcS<Jmcna mc. The em path uses his knowledge 
of the recipient's reactions-and hence his ability to 
judge what the recipient finds most frighten ing-to 
tailor a highly e ffective "reverse pep talk;" this is backed 
up by an actual transference of negative e motional 
energy, which requires physical contact. 

This ability is only e ffective on humans, demihumans, 
and humanoids, and requires that the empath and 
recipient share a common language. The e mpath can 
use this d.iscipline oruy once per day, even if he has 
sufficient MPs remaining; this is because of the emo
tional trauma the empath feels from sensing the 
recipient's fear. For the same reason, a Non-Player 
Character em path wilJ typically avoid using this disci
pline unless constrained by circumstances. This disci
pline a llows the subject a saving throw vs. Spells. lf the 
subject fa ils this save, he is fun.:t'd to move away from 

the empa th. This isn't 
headlong fl.ight- it's a 
controlled retreat.a tthe 
subject's normal \.val k
ing rate-but it is di
rectly away from the 
em path. 

The subject receives 
a saving throw when 
the discipline is in.itialJy 
established , and an
other at the beginning 
of each s ubsequent 
round that he re mains 
within 60 yards of the 
em path. As soon as the 
s ubject s uccessfully 
saves, o r when h e 
moves beyond 60 yards 
from the empath, the 
effect of the discipline 
termina tes. 

The discipline immediate ly terminates if the em pa th 
is killed, knocked unconscious, o r suffers more than 8 
HTK of damage from a s ing le attack. (Th.is proves to the 
subject that the em path isn 't as daunting an opponent 



as he had come to think.) 
The em path must be able to communicate with the 

subject for 1 uninterrupted round, before making 
physical contact and transferring the emotional energy 
that completes the discipline. The 15 MPsareexpended 
at the end of this 1-round period. This discipline re
quires unbroken concentration from the em path. Dur
ing the 1-round period, he can neither take any physical 
action nor use any other discipline. Wounding the 
em path breaks his concentration, terminating the dis
cipline before it takes effect. 

Sensitivity to Psyclric Impressions 

Slcill Lewl: 4 
Rtmgr:O 
Dlmltion:~ 

ArN,ofEffw:t: 30'nadius 

MPCost:20 
1TC: 2 JOalllds 
Stniing 7lrowtNone 

This discipline allows the em path to sense the emo
tions-and perhaps see momentary visions-of those 
who haw died or suffered some powerful emotion in 
the place where the empath stands. The range of this 
discipline is limited to 30',or theempath's line of sight, 
whichever is less. Only those creatures with an !NT of 
3or more will leave a "psychic residue" thatanempath 
can detect. Thus, thedeathof an animal won'tleaveany 
trace, while the death of a human almost certainly will 
Except in the case of overwhelmingly significant events, 
all that the empath will pick up is a sense of the 
dominant emotion (e.g., "I feel sadness in this place. I 
fear some tragedy was played out here"). Only if the 
events in the locale were of the utmost extremity-the 
cold-blooded slaughter of 100 innocent monks, or the 
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death of a great legendary hero-will the empath re
ceive more details, or possibly see visions of the events 
as they unfolded. 

If the emotion that theempath senses is particularly 
severe (GM's adjudication; the example of the slaugh
tered monks would certainly qualify), the em path may 
suffer an emotional "backlash." The em path must rna ke 
a saving throw vs. Spells, or be confused (as the Confu
sion spell) for 102 rounds. 

The em path must be able to experience thl' ambiance 
of the location for an uninterrupted 2 rounds before 
receiving any impression. The 20 MPs are expended at 
the end of this 2-round period, when the em path con
centrates on drawing a conclusion from his sensations. 
This discipline requires unbroken concentration from 
the em path. During the 2-round period, he can neither 
take any physical action nor use any other discipline. 
Wounding the em path breaks his concentration, termi
nating the discipline before it takes effect. 
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Skill Lewl: 5 
~T~ 

Clwrm Person 

MPCost:lS 

Dtntioit: speJdal 
Aft&..#~~ '- . '!'__,,_ 

fTC: 1l'OIIIIds 
S4rWtg 'DrttnD: .Neg. 

Although the effects of this ability are very similar to 
those of the magic-user spell of the same name, an 
empathic Charm is basically non-magical. The em path 
uses his persuasive abiUties to dominate the w ill of the 
subject; this domination is enhanced by a direct transfer 

of emotional energy, which re
quiresphysical contact. To estab
lish the Charm, the empath must 
be able to engage the subject in 
uninterrupted conversation for2 
minutes. During this period, the 
empath must concentrate fully 
on his words and tone of voice, 
and on the subject's reactions. He 
can take no physical actions, and 
can use no other disciplines. 
Wounding the empath during 
this period terminates the disci
pline before it takes effect. 

Although the long casting time 
may appear a majo:-drawback to 
the ability, it has two great ad
vantages over the magical ver
s ion of C harm: since it is 



non-magical, it cannot be detected by Detect Magic and 
it cannot be Dispelled. However, this ability is only 
effective on humans, demihumans, and humanoids, 
and requires tha t the empath and recipient share a 
common language. 

The subject receives an initial saving throw vs. Spells 
to resist the effects of the discipline, and receives addi
tional saving throws on a periodic basis, the period 
depending on the subject's INT, as follows: 

@ I Time Behvee11 Savi11g 11trows I 
3otlees 4 ......... ~ 

4to6 3m0Dtba 
710,9 ~ 

:z,maatlil1 -,. ... 
-= 

101o.t2 3.- ~ 

131o14 I· .I week 
'""' 

151o16 
-

3'dayi 
17 2days --
18 ..,,, lay ' .} 

19or..more ± 12hoaa -

As with magic Charm, the subject remembers every
thing that occurs while the discipline is in effect. 

Hypnotism 

Skill· kvel: 5 MP Con:.10 
Rage 5 yards 
Drntiml: t.roaDd + 
Area of E;ffoct: 30' cube. 
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This discipline causes up to 8 creatures to become 
highly susceptible to a brief and reasonable-sounding 
suggestion made by the em path. To establish the disci
pline, the empath must talk to the subjects for 4 seg
ments (24 seconds) in a monotonous, droning voice. 
(The actual words used are basically irrelevant.) Once 
the discipline is established, the empath must utter a 
short sentence or two describing a course of action 
desired. Obviously, the subj<.>cts must be able to hear 
and understand theempath'sstaternent. Thesti'ltement 
must also be couched so as to smmd at least pi1rtia lly 
reasonable to the subject. Obviously and directly self
destructive suggestions are always ignored. While the 
empath utters the suggestion, he focuSt:~ his mental 
energy to break down the subjects' innate resistance 
and suspicions. 

Each subject receives a savi.ng throw vs. Spells to 
resist the effect. lf the GM decides that the suggestion 
sounds particularly reasonable, then the save is made 
with an additional -1 or -2 penalty. Lf the subjects are 
particularly hostile or suspicious, however, they may 
receive a bonus of+ 1 or +2. 

Once the suggestion has been made and the mental 
manipulations performed, thjs discipline requires no 
further attention from the em path. The discipline will 
remain in force until its duration expires, no matter 
what happens to the em path in the meantime. 

Thisabilityisonlycfk'Ctiveon humans,dem.ihumans, 
and humanoids, and requires that the cmpath and 
recipient share a common language. 

Object Readi11g 

rSkiptewt:s 
~Toach 
DIIMtUm: lnfGntanecq 
Ami of F./f'tt± Object 

MPCost:35 
7TC2twns 
Saving Throw: None 

This discipline a llows the empath to identify the 
nature a of particular item- whether magical or non
magical-and is thus somewhat similar to the magic
user spell Identify. To use this discipline, the empath 
must hold or touch the object, and concentrate on it for 
2 uninterrupted turns. 

The em path must be in a calm , comfortable, and non
threatening environment. He must also put hjs mind 
into a highly receptive state. The method for doing this 
varies from empath to empath, and must be deter
mined by the GM. Some must bum candles treated 
w ith soporific substances; others must drink drafts of 
laudanum or other drugs; still others must recite calm
ing poetry while gazing at a restful painting. At the end 



of the 2-tum period, the empath receives a mental 
impressiondescribingsomeoftheobject'sbackground. 

The base chance of success is 10% per Skill Level of 
the em path, up to a maximum of90%.lf the item is non
magical, the empath receivi:.'S a 10% bonus; however, 
the maxim urn chance of success cannot be pushed over 
90%. A roll of 96-00 indicates a false reading (the GM 
makes up an untruth about the item); a failure on a roll 
of 91-95 simply means that the empath gained no 
information about the object. 

As with Identify, a magical item never reveals its 
t•xact attack or damage bonuses, although the em path 
will receive a feeling as to whether the bonuses are 
many or few. Ln the case of a charged item, the em path 
receives only a general indication of the number of 
charges remainrng: powerful (81%-100% of the total 
possible charges), strong (61 %-80%), moderate (41%-
60%), weak(6'X,-4()'Yo)or faint(Schargesor less). "Faint" 
takes precedence, so a Ring of lhree Wishes would 
qualify as "faint." 

Ln the case of a non-magical item, the discipline 
works more li.ke Legend Lore: the em path experiences 
sensations that provide information about the history 
of the i tern 0 nus takes place only ifthe i tern actually has 
some interesting history behind it. A typical sword 
would yield no information, wh.ile a sword that be
longed to an ancient king--even if the weapon were 
non-magical-would have a fascinating tale associated 
with it. Ln the case of unique or highly significant items. 
the information provided might be highly cryptic or 
symbolic, perhaps in the form of a rhyme or riddle, or 
otherwise obscured. 

As with the abiHty Sensitivity to Psychic Impres
sions, particularly severe emotions (GM's adjudica
tion) associ a ted with the object could cause "emotional 
backlnsh," confusing the empath (as the spell Confu
sion) for 102 rounds unless he saves vs. Spells. 

Suggestion 

I' Skill Level: 5 

Rmtgr: 20 yards 
Duration: 1 hour+ 

1 hourll.evel 
Area of Effect: Individual 

MPCost:11 
TI'C: 2 segments 
Stnmtg 71tnnv: Neg. 

ThisdisciplineissimilartothediscipHne Hypnotism, 
except that it can only affect a single individual. It also 
has longer range, and a longer duration. The empath 
influences the actions of the subject by uttering a short 
sentence or two describing a course of action desired by 
the em path. Obviously, the subject must be able to hear 
and understand theempath'sstatement. The statement 
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must also be couched so as to sound at least partially 
reasonable to the subject. Obviously and directly self
destructive suggestions are always ignored. While the 
empath utters the Suggestion, he focuses his mental 
energy to break down the subject's innate resistance 
and suspicions. 

The subject receives a saving throw vs. Spells to resist 
the effect. If the G M decides that the Suggestion sounds 
particularly reasonable, then the save is made with an 
additional -1 or -2 penalty. 

Once the suggestion has been made and the mental 
manipulations performed, this d.iscipHne requires no 
further attention from the em path. The discipline will 
remain in force until its duration expires, no matter 
what happens to the empath in the meantime. 

Th.isabilityisonlyeffectiveonhumans,demihumans, 
and humanoids, and requires that the empath and 
recipient share a common language. 
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Telempatlric Projection 

Skill Level: 6 
Range:O 
Duration: IDstmdaneoua 
Area of Effed:-30' radius 

MPCost21 
TI'C: 2 rounds 
Saving Throw: None 

This discipline is effectively the reverse of the disci
plrne Empathy: instead of detecting emotions and 
motivations in another, by concentrating the em path is 
able to project h.is own emotions and motivations so 
that they can be sensed by another creature. This disci
pline has a range of 30 feet; any creature within that 
range-unless shielded from psychic impressions by 
psionics or mind-blocking magic-senses the em path's 
true emotions and motivations. (Note that it is impos
sible to "lie" using this ability.) If another empath is 
withrn range, he suffers "emotional backlash" (as de
scribed for the discipHne Sensitivity to Psych.ic Impres
sions) as the strength of the "sending" is sufficient to 
overload another empath's receptivity. 

This ability is effective on any non-shielded creature 
native to the Prime Material Plane. Creatures with 
"an.imal" levels of intelligence will receive only the 
most superficial impressions-along the Lines of 'Tm 
not going to attack you"-while more intelligent crea
tures can sense more detailed mutiv~.g., "I don't 
want to fight you, but I will if you force me to do so." 

Because of the effort involved, the em path must rest 
for 30 mrnutes before being able to continue with any 
other activity, physical or mental. 



Telepathy 

rSkill~l:6 
Rllllge: 30 yards 
DtmrtUm: Sustained 
A1't41 of Effect: Individual 

' 

MP Cost: 10 per round 
TTC: 3 segments 
Saving Throw: Neg. 

th.is disciplineestablishes direct mind-to-mind com
munication between two people. It aJlows the em path 
and the subject to communicate silently and instantly. 
Although the range limit to establish the discipline is30 
yards, once Telepathy is in effect the range is unlimited 
assuming that the characters attempting to communi
cate have clear lines of sight to each other. 

Telepathycan'tbeused to read the thoughts, mem ory, 
or emotions of another; it's simply a way of establishing 
quick and silent communication. One participant can 
only "hear" the thoughts that another participant ac
tively "sends" to him. (ll1e rationale is that Telepathy 
gives the participants mental access to each other's 
speech centers. Thus, one participant can hear only 
those thoughts that the other "silently speaks.") 

Direct mind-to-mind communion isapproxima tely4 
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times faster than verbal communication. TheGM shouJd 
keep this in mind when determining the length of a 
complex dialogue. 

Thesaving throw.thesubjectsareallowt'd is to reflect 
the situation where the empath wants to fom1 a Link 
with an unwilling subject, so he can threaten or taunt 
him silently and directly. (This can be particularly 
e ffective, since the subject can' t "block his ears" to a 
telepath.ic message.) ln such a case, the subject receives 
a willpower saving throw to resist the communication. 
lithe subject successfullysaves, theempath expends 10 
MPs, but no linkage is established . Willing subjects can 
freely waive this saving throw. 

Maintaining this discipline requires no significant 
concentration by the empath. The em path and subject 
are both free to take any action, or use an y other 
d iscipline (subject to MPconsiderations, of course). The 
Linkage isn' t affected if either em path or subject suffers 
a wound. The d.Lc;cipline immed iately terminates if 
either participant is rendered unconscious or killed, or 
if the em path has insufficient MPs remaining to main
tain the discipline for another round. 

II the subject is asleep, the em path can set up a one
way link through which he can communicate wi th the 



subject. The empath's communication-and perhaps 
his image-becomes incorporated into the subjects nor
mal dreams (perhaps being mistaken for a prophetic 
dream ... ). There is a risk in infiltrating another's 
dreams, however: each round thecontactis maintained, 
the empath must make a saving throw vs. Staves. A 
failed saving throw means that the empath becomes 
insane (due to the backward "leakage" of irrational 
dreaming emotion) for 208 days. This risk also exists if 
the mental processes of the subject contacted are suffi
ciently alien to the empath (GM's judgment); the GM 
can incorporate additional modifiers as appropriate. 
(For example, establishing Telepathy with Bahamut the 
Platinum Dragon might occasion a saving throw with 
no penalty or bonus; attempting tocontacta deity might 
reljuire a penalty of -5 to the saving throw.) 

Empathic Telepathy is exceedingly draining; after 
contact is broken, the em path must sleep uninterrupted 
for 4 hours, and cannot attempt this discipline again for 
a further 2010 hours. 

.MAGIC ITEMS 
There exis t several items that bear the same relation

ship to empathy that magic items do to normal magical 
.1bilities. Several such items are described following. 
The GM should feel free to design any other items as he 
sees fit. 

Although individual GMs may wish to rule other
w~,mostoftheseitemscan be created (and used)only 
by em paths. Exceptions are noted in the text. 

Ring of Empathy: This plain gold band, when worn 
by an empath, has the same effect as a continuous 
Empathy discipline. ln other words, the empath can 
continuously sense th.irst, hunger, fear, fatigue, pain, 
ragt•, hatred, uncertainty, curiosity, hostility, friendli
ness, love, and similar emotions from any creature 
within 10 yards. The Ring doesn' t allow the em path to 
detect or read thoughts, or anything deeper than a 
surface motivation. Magicksor psionicd isciplines which 
shield the mind negate this effect. The empath must 
have a clear line of sight to the subject. lntervening 
objects o r terrain will block this effect. 
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When worn by a non-empath, this Ring gives the 
wearer the ability to use the discipline Empathy once 
per day, to a range of 10 yards. 

Ring of Emotional Protection: When worn by an 
empath, this Ring partially numbs the wearer's innate 
sensitivity to others' emotions. This has the effect of 
canceling the empath's innate bonuses to APL and 
reaction checks, but also allows the em path to use the 
Magic-User Combat Result Table when fighting hu
man, demihuman, or humanoid opponents (as op
posed to using the 0-level table). The empath can use 
anydisciplinewhilewearingtheRing,butatanMPcost 
10% higher than usual (round fractions up). While 
worn, the Ring protects the empath against any "emo
tional backlash" effects that he would normally suifer. 
This Ring cannot be used by non-em paths. 

Bracelet of Empathy: When worn by an cmpath, this 
plain gold band decreases the MP cost of aU empathic 
disciplines by 10% (round fractions up). 

When worn by a non-empath, the Bracelet imbues 
theweare.rwithsomecharacteristicsofatrainedempath. 
The wearer gains an empath's bonuses to APL and 
reaction checks, but suffers the same difficulties when 
fighting human, demihuman, or humanoid opponents 
(i.e., the realization of the opponent's pain forces the 
wearer to fight as a 0-level character). Most versions of 
thls Bracelet can be removed freely. Some, however, 
bond to the flesh of any non-em path who wears them, 
necessitating a Remove Curse to remove the item. 

EMPATHS AND THE CAMPAIGN. 
Despite their beneficent nature, empaths are dis

trusted and feared in certain societies. Even in more 
enlightened cultures, empaths will frequently reveal 
their true nature only to those they trust, or those who 
really need their help. This is because the em paths are 
generally well awareofhow quickly popular sentiment 
can change, and how rapidly acceptance can become 
oppression. Empaths are among the most useful con
tacts that Player Characters can cultivate in a city or 
town, and can be valuable allies. 

Becauseoftheirntixofskills,empathswouldcertainly 
be able to "pull their weight" in most adventuring 
companies ... but advanced empathsare unlikely to do 
more than limited adventuring (because of their un
willingness to cause pain). 

SAMPLE NON-PLAYER CHARACTER. 
Tanis Elffriend 
Hunmn, Skill 20 empath 
STR: 10, INT: 14, INS: 16, ST A: 14, DEX: 10, APL: 15 
HTK: 42, AC: 10 
MV: 12," AL: L. Good 



AT: 1, OM: (by weapon), THACO 14 
HT: 5'7," WT: 130 lbs. 
Weapon Proftciencies: dagger, sling 
Weapons: dagger, sling 
Amzor:none 
Magic Items: none 
Disciplines: 

Skilll: Detect Evil, Detect Ue 
Skill 2: Detect Charm, Empathy, Healing 
Skill 3: Comprehend Languages, Know Align 

ment, Remove Fear 
Skill 4: Friends, Masquerade, Scare, Sensitivity 

to Psychic Impressions 
Skill 5: Charm Person, Hypnotism, Object Read 

ing_ Suggestion 
Skill 6: Telempathic Projection, Telepathy 
Specials: none 
Tanis is a kindly-looking middle-aged woman, 

slightly plump with short gray hair and twinkling blue 
eyes. She was born and raised in the small town in 
which she now lives, and she has no reason to think she 
won't die there. From a very young age, Tanis showed 
strong empathic powers. A local priest recognized her 
potential, and urged her to study and develop her 
abilities. For several months he helped her as much as 
he could, letting her try to read his emotions and giving 
her feedback on her accuracy. Unfortunately, the priest 
wasn't an empath himself, and thus could teach Tanis 
no disciplines. 

As fate would have it, an em path of great skill settled 
in Tanis' home town, and took over the responsibility of 
training her. When he moved on several years later, he 
left behind an empath of great ability. 

Tanis has been very open about her abilities; every
one who lives in the town knows what she is, and 
accepts her powers without fear or hatred. She is will
ing to help anyone who needs her assistance, asking 
nothing in return. Her fame has begun to spread, and 
she is recognized as perhaps the most skilled em path in 
the land. 

Several members of the government have made the 
trip to Tanis' home town to receive her aid on various 
matters. Mostly this involves using the discipline Mas
querade to forecast or second-guess the actions of a 
foreign government. Tanis is glad to help out in this 
capacity, so long as her government doesn't get itself 
embroiled in a war. (In fact, her aid might well have 
helped the government avoid at least one border war 
with a neighboring state.) The government pays Tanis 
lavishly for her help, but she keeps very Little of this 
payment, only what she needs to maintain her simple 
lifestyle. The rest she donates to local temples and other 
charitable institutions. 
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1 
his chapter contains a number of "adventure 
secds"-"story sta rters" designed to stimulate 
theGM's imagination when it comes to devising 
adventures involving psionicists. These adven

ture seeds are in tended to be brief sketches of a potential 
story line, not a fully-delineated scenario. The GM can 
flesh out these seeds as he or she sees fit. 

Each adventure seed follows the same format: 

THE PSIONS 

Set-Up: The PlayerCharactersare passing through 
a city convulsed by a growing level of senseless 
violence: bullies and alleybashers wander the streets, 
killing and robbing with impunjty. Despite the best 
attempts of the government to crack down, these 
depredations are continuing. The violence reaches its 
peak when an unknownassassincutsdown the city's 
Lord Mayor. Using the suppression of violence as the 
major plank in its platform, a new political party 
a rises, and seems ready to take over the government. 

The Player Characters become involved when the 
individual who assassinated the Lord Mayor comes 
to them for help. This individual admits his crime, 
but claims that he was acting under the mental 
control of another. Detect Lie or similar magic indi
cates that he's telling the truth ... . 

111e Plot: The political party poised to takeover the 
government is actually an affiliation of Evil-aligned 
psionicists: mainly telepaths and pyromancers, with 
one or two telekineticists and somniomancers thrown 
in for good measure. The members of this group call 
themselves "The Psions." Behind the scenes, they've 
been orchestrating the violence using street muscle 
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Set-Up: How the Player Characters become involved 
in the adventure and the problem presented to them. 

111e Plot: Background information, events of the 
story, and likely encounters. 

Notes: Other possible complications, suggestions for 
expanding the adventure, and general information for 
theGM. 

that they've either con trolled or hired. Their rationale 
is that the populace will accept virtually any hard
line laws and infringements of personal freedom if 
only their government will do somethmg about the 
vio lence. Once this group has gained power, they'll 
decrease the level of violence drastically, but keep 
enough going to remind the populace why they've 
got to put up with the somewhat draconian rule of 
their new government. 

The Player Characters can investigate what's go
ing on, possibly by infiltrating the groups of street 
muscle who are being hired by the Psions. Once they 
find out what's actually going on, they can somehow 
try to block the Psions' plans. 

[i Notes: if the Psions find out about tile Player Charac
ters' attempt~ to block tlrem, lire psionicists will certainly 
mobilize everything they've go/ to stop the meddlers. The CM 
is free to make the Psions as mmrerorts and as powerful as 
necessary to gille the Player Owmcters a good figlrt. Unless 
lire Player Clraraclers are spectacularly successful in slamp
ingoultlregroup,atleasl one of the psionicistss!rould escape, 
to retum as an ongoing nemesis seeking wnseance. 



MISTAKEN IDENTITY 

Set-Up: The Player Characters have acqui red a 
mysterious magic item and take it to a psionicist 
they've met for identification (via the discipline Ob
ject Reading, Identify, etc.) 

11re Plot: Although the psionidst might have been 
helpful towards the Player Characters in the past, 
now he liE-'S to them about the nature of the object. It's 
cursed, he tells the Player Characters, and must be 
destroyed. 

In fact, the object isn't cursed at all. It's a powerful 
item that has the power to block the plans of an evil 
NPC who has some leverage or hold over the psionidst. 

ESCAPED ELEMENTAL 

Set-Up: The Player Characters have a run-in with 
a fire e lemental on a rampage, and just manage to 
escape with their lives. They then meet a pyromancer 
who is tracking the e lemental. He summoned it, he 
explains, but the creature escaped when another 
pyromancer challenged him for control. Now he 
must catch up w ith the creature and banish it to its 
home plane before it causes too much more damage. 

11re Plot: The fire elemental has an attitude: it's an 
unusually nasty, aggressive creature, and revels in 
destruction for its own sake. It likes the Prime Material 

THE RESCUE 

Set-Up: A Player Character experiences recurring 
nightmares of imprisonment, and strong images of a 
fort situated among the nearby mountains. 

11re Plot: The dreams are the sendings of a Good
aligned somniomancer who has been captured by an 
Evil lord, who wishes to force the somnioman cer to 
help him in some nefarious plot. Somehow the 
somniomancer possesses an object that is psychically 
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He's using the psionicist ns a tool to manipulate the 
Player Characters into destroying the item for him. 

The psionicist is in such a position that he can' t 
openly go against the instructions of the evil NPC 
but, he can use his psionic abilities tocommunicateat 
least some of the truth to the Player Characters. How 
they proceed from there is up to them. 

[i Notes: The t"Pil NPC ~~~ ~~~~~ bt> able to cscapl' from tl11· 
Playa Characters, t"l'l'll tiloug!J his wrrc11t 11cjarious pla11~ 
nre i11 ruins. He call rd11r11 Inter n~ 1111 o11g!1i118 ll('lllt'>'i::. 

particularly ifllis leverage Ol't'r the psitmicisl is stillurtact. 

Plane as a place to spread terror and destruction, and 
has no intention of letting the pyromanccr send it home. 

[i Notes: Tire pyrommrcer who summo11ed tile clelltl'ttlal 
did so for SOIIU' Good purpo&. The other pyrommrca who 
cltallcnged ltimforcontrolwantcd to ust•tlrceleme11talasa tool 
ofdestruction. TltisEvil pyromanccr isalsoin 0 11 tlteclrase,and 
wmrts to get control of tire ell'mental before it's ban is/ted. 

To add further complexity, lite Euilpyrommrcer muf the> 
t'lementalmiglrt meet and decide to ;oi11 forces i11 destroyitrg 
the Good pyromancer and I Itt• Player Cltarncters. 

bound to the Player Character, allowing him to send 
dream messages asking for rescue. 

[i Notes: Rescuing lilesomniomancerslwuld involve morr 
stealt/r,guile,mzd infiltration tlranfrontal-assault combat. Titl' 
somniommrcer can relay at least some infommt ion to the Player 
C!Uirncterabout conditions wit/tin tlte fort. Tire Evil lord might 
escape wit it his life, to return as an ongoing nemesis. 



THE KING'S RING 

Set-Up: As a reward for performing some major 
service, the ruler of the realm gives one of the Player 
Characters a jeweled ring. Immediately, people start 
trying to kill the Player Character and take possession 
of the ring .... 

Tite Plot: The ring is actually a Dream Focus 
created by an Evil somn.iomancer, that was given to 
the ruler as a gift. Using the Focus to increase his 
chances of success, the somn.iomancer had intended 
to control the ruler's behavior, and eventually be
come the power behind th~ throne. As luck would 
have it, however, the ruler decided to give that very 

STAY OF EXECUTION 

Set-Up: Whjle passing through a town, the Player 
Characters see an execution about to take place. Sud
denly one of the Player Characters-totally against 
his will-charges the execution platform and fights to 
rt>scue the condemned criminal. ... 

Tite Plot: The condemned criminal is actually a 
telepath, and his only crime was to admit his true 
nature in a society where all psionicistsareautomati-

WITCH TRIAL 

Set-Up: The Player Characters stumble upon an 
incipient lynching. The victim is a harmless-looking 
old woman, but the townsfolk call her a "mmd
wi tch," and have every intention of burning her at the 
stake. Her death is assured unless the Player Charac
ters intervene. 

The Plot: There are two possible story-lines here. 
1. The "mind-witch" is a Good-a}jgned empath 

who made the mistake of exposing her true nature. lf 
the PlayerCharacterssave her and get her out of town, 
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ringawaytoa Player Character as a reward. Without 
the Focus in the ruler's possession, the somn.iomancer 
considers his chance of failure to be too high. There
fore he's going to go to great lengths to retrieve his 
Dream Focus from the Player Character and get it 
back into the possession of the ruler. 

[i Notes: Since the Player Character has tire Dream Focus 
i11 his possessio11, he is wry susceptible to discipli11es employed 
by the Evil somniomanccr. Whatever theoutcomewith the ri11g, 
the somniomancer cn11 escape to return as an on:;:oiltg nrmL>sis. 

cally put to death. He's sorry that he had to get the 
Player Characters into trouble, but the only alterna
tive was to have his head lopped off . . . not an 
attractive option. 

[i Notes: The Playt•rCharncters and the lelepatltare I lOW 

wanted criminals in tire region. They can either try to clear 
their names some/tow, or just move on quickly. 

she'Ll prove a useful resource for the future. 
2. The "mind-witch" is an Evil-aligned psionicist 

who also made the mistake of exposing her true na
ture. (She claims to be a Good-aligned victim of a 
misunderstanding, of course.) If the Pia yer Characters 
save her, she uses them as pawns in her black plans. 

[i Notes: In either case, the Player Cl111rncters will cer
tainly be Labeled as "public enemies" for snving the "roil 
mind-witch" from tlte tuwnsfolk's rigltteous wrntlt. 
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