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- David L Pulver

T
elepathy. Teleportation. ESP. The powers of the mind ... Once the stuff of
superstition, these abilities are now a recognized part of science fiction,
and many serious researchers are working to prove that they are real.

This book owes a great debt 10 the scores of science fiction writers who
developed and codHied the concept of psionics. John Campbell's name for me
mighty science of mind that would come into being when these powers were
underslocx1 as thoroughly as electronics or nuclear physics.

GURPS Psionics is designed for flexibility - it lets you create anything
from the supenninds of science fiction to psis with the more fickle powers of
the "real world." It will let you add psionic powers 10 a multitude of possible
worlds, from four-color comics 10 the depths of space and the dark fantasies of
modern horror.

As well as making this a useful sourcebook for existing campaigns, I've also
tried to show that psi can be the focus of an adventure, rather than just another
superpower. Why not explore the mysteries of the human mind. the enigmatic
aslral plane. or the depths of a sleeper's dreams? The world of the Phoenix
Projecl described in Chapter 8 presents some of these possibilities.

Welcome to the realms of the mind t

About the Author
David L. Pulver grew up in Canada, England and New Zealand. He has been

a science fiction fan for most of his life, and an avid gamer since 1978. He began
freelance writing in 1988, and is currently trying to support himself as a full-time
game designer. David's work has appeared in the magazines Roleplayer,
Challenge and White Wolf, and he is the author of GURPS UlJra-Tech. He is also
a frequent contributor to APAs such as Alarums and Excursions and All of the
Above. David presently lives in Kingston, Ontario. He has yet to manifest any
major psionic abilities.
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Psionic Abilities

C
assie Izumi climbed purposefully up the condemned tenement's rickety
.~tairs, her mental senses extended. She was tracking Astaroth, the psy
chic vampire-telepath who had stolen young Sean's dreams and

rep/aced them with hellish nightmares. The child had lived in terror for a
week, but tonight his ordeal would end. Cassie had monitored Sean's dream
time,jollowing the psychic trail to the monster's lair.

The srainvay ended, and she walked down the dingy corridor toward what
her psi-sense told her was the fight door. It was unlocked. She booted it open
and stepped into the room.



Psionic Abiiities

This is a short glossary of tcnns used
throughout this book. These are gaml!
terms; for psionic jargon that charac/I!rs
might use, see the sidebar on p. 119.

Active Skill: Refers 10 a normal psi
skill, use of which requires a tum of con
centration. A psi skill is assumed to be an
active skill unless nOled o!herwise.

Feat: Refers 10 !he use of a psi skill on
a specific subject. e.g.• maintaining a psy
chokinetic energy shield around oneself,
or reading a particular person's mind.

Latent: A particular Power is lalent in
a character if he has bought Ihe Power
itself at level I or better, but knows none
of the skills associated with it.

Mind Shield: Thc (natural or artifi
cial) shield used to protect a mind against
telepa!hic interference. The Power level of
a Mind Shield is subtracted from the skill
of hostile telepathic attacks. (Exception: if
the shield has already been penetraled by
Telereeei\ie, a skill such as Sleep or
Telereceive can be used "from within,"
ignoring the shield's Power.) See pp. 22
and 42.

Passive Skill: A psi skill that works
automatically, without concentralion on
the part of Ihe user, such as precognitive
Danger Sense. Rolls for passive skills are
often made by !he OM.

Power: A specific category of psi.
There are nine Powers: Antipsi, ASlral
Projection, Electrokinesis, ESP, Heating.
Psychic Vampirism, Psychokinesis.
Telepa!hy, and Teteponation.

Power Level: A character's sttength in
a panicular Power.

Psionic Resistance: An advantage thai
subtracts from all direcl uses of psi on me
eharacler. See p. 97.

Psi Skill: A single ability within a
Power. For ex.ample. Mental Blow is a psi
skill within the Telepathy Power.

Repeated Attempts: These are
attempts to try !he same feat after an ini
tial attempt has failed. Repeated altemplS
have a cumulative -I penalty (-2 if \is. a
Mind Shield).

SUbJect: The area. person or objeci
against which a psi skill is being directed.

User: The person using a psi skill.

Psionic Terms

The walls were decorated with cabalistic symbols and astrological posters,
the windows sheathed in black tape. On the floor, a Persian rug half-covered a
chalk-drawn pentagram. The room stank of cheap incense. A fancy hi-fi and
video rig filled one corner, and something that looked like an altar stood in
another. Aflickering candle and a long silver dagger lay upon it.

Astaroth floated in the middle of the room, legs crossed, levitating two feet
above the rug. His eyes were closed, but an ironic half-smile played over his
lips. His long, straight blond hair framed the same sharp visage that Cassie
had seen in Sean's mind. In from of him a child's ball bounced, up and down,
seemingly of its own accord.

He spoke softly, without looking up. "Welcome to my sanctum, my dear."
He waved a hand, and the door closed of its own accord. "A pity you shan't be
leaving. " She heard the lock click shut. The ball continued to bounce, but the
dagger lifted itself into the air, floated lazily toward her.

Cassie let her mind carry her words. You made one mistake, Astaroth. Sean
is part of the Phoenix Project. And we take care of our own. She reached out
lIIith her mind, seizing the ball, cru!>'hing it with her own telekinesis.

Astaroth opened his eyes, and the dagger hurled itself toward Cassie, but
she was ready. Cassie deflected it with her TK and it went spinning into one of
the posters on the wall. She stepped a pace closer, saw Astaroth's eyes widen as
he perceived the power of her personal aspect, the baleful, smoky glow and
flickering dragon-shape that her mind subconsciously projected. Astaroth 's own
aura wasn't strong enough for Cassie to sense from where she stood, so she
extended her mental perceptions. His aspect was a dark cloud, with an outer
halo still shimmering with colors from the dream-essence he had recently stolen
from Sean. Somewhere amid the darkness, Cassie thought she saw the outline
ofa predatory bird.

Enough tricks, vulture! Cassie readied a bolt ofpsychic force as Astaroth
concentrated on his own attack. She struck first. Her mental blow penetrated
his mind shield, burning away at the core of his mind. She deflected his cow/
terblow harmlessly. her own mental shields flaring brightly. First blood was
hers! The battle had only begun, but shefelt confident of its ultimate outcome.

Psionic abilities are grouped into nine distinct Powers: Antipsi, Astral
Projection, Electrokinesis, ESP, Healing, Psychic Vampirism, Psychokinesis,
Telepathy and Teleportation. Each Power is a distinct advantage, bought in lev
els. The more levels a character has in a specific Power, the stronger his ability
in that particular area of psi.

Electrokinesis, Psychokinesis, Telepathy and Teleportation cost 5 points per
level; all other Powers cost 3 points per level. A character can buy as many dif
ferent Powers as he wishes, with one exception - a person cannot have any
other psi Powers if he has Antipsi.

As with most other advantages, psionic Powers are inborn abilities. A char·
acter who starts with a particular Power can increase its level later, at nonnal
cost, by spending earned experience, but totally new Powers can't nonnally be
bought after the character is created.

Having at least one level in a Power gives its holder the ability to learn its
particular set of skills, which determine exactly what he can do with the Power.
For example, Teleport includes the skills Autoteleport (teleporting yourself),
Combat Teleport (blinking out of the way of blows) and Exoteleport (teleport·
ing other objects). Most psi skills cannot be used without training, even with
Power. There are a few exceptions which have a default value of IQ, but in gen
eral, the PC must have at least ~ point in a psi skill to use it at all.

PSI POWERS



One-Skill Powers
If you have only one skill under a Power, and can never learn any more.

that Power can be bought more cheaply. A star (*> by the name of a skill shows
the cost per level of Power if that skill is the only one the psi can ever learn for
that Power. If there is no star, the skill is not available as an "only" skill.

Power and Skill
A psi's proficiency is described by two factors: the strength of the underly·

ing Power and lhe level of training in the particular Skill that is being used.
Power Level is the raw ··slrength.. of your psi ability. The level of a Power

determines its potency - its range. damage done, weight affected and so on. It
remains constant for every skill associated with the Power.

Skill Level is the psi's trained ability to control each particular skill within a
Power. A skill cannot be used unless at least a half-point has been spent to learn
it. A die roll is required only if there is a significant question of skilJ or if the
skill is somehow opposed (e.g., by a Mind Shield or an unwilling subject). For
instance, no skill roll is needed to shove someone with TK, just as you don't
roll vs. OX to pick up a book. However, a roll would be required to move
something to a precise Spol, especially if you want to move itfast.

Example: A character buys Telepathy with a Power of 10 (50 points), so his
Power is 10 for all his telepathic skills. He buys Telesend-II and Telereceive·
18; these are skill levels, based on IQ. Hjs Power level of 10 would give him
good range for both these skills. He can use his high skill in Telereceive to pick
up complex thoughts under stressful situations, but sending his own thoughts is
harder for him.

Example: A Psychokinetic with Power 15 and the skill Telekinesis-S could
lift large weights by mental power, but his control would be p<K)r. He could
float a man across a street, but U)'ing to perch him on a parked car would be
tricky. On the other hand, if he had Power S and Telekinesis-IS he could
maneuver a dime into a coin slot while carrying on a conversation, but couldn't
lift more than a few ounces.

••

While normal skills can be learned by anyone, psi skills can never be
learned unless the character already has at least one level in the Power they are
associated with. Psi skills are bought like any other skills, and all are
Mental/Hard, but Eidetic Memory gives no bonus to learn them.

Jeremiah Cromwell is slallang the psi
ninja Ayami in her mountain fortress.
Jeremiah is 10 yards away when Ayami'!>
ESP wams her of his approach. She whiris
to face him, drawing a pair of poisoned
shuriken.

Turn 1/: Jeremiah is unarmed. bul be
is a strong psychokinetic. and Ayami is
~ng next 10 • wall bracket hok1ing an
ancient wakiushi shortsword. Knowing
the ninja's strength. he doesn't belic\'c he
can wrench lhe shunken out of her hand.
so he decides to lift the blade. With Powu
15 (lift 2.50 Ibs:.). Jeremiah has more lhan
enough PK 10 wield a wakizashi - and
since Ayami is within lhe blade's I-hex
reach, he can use it as a melee weapon,
Dot • missile. Jeremiah concentrate5 for
one tum. laking no action. announcing his
iotmtion 10 do lhis to the GM.

Turn 12: Ayami flips a poisoned
shurikco 81 Jeremiah, accurately_ He
decides to alletnpl. a Dodge. He succeeds.
but becausc he Dodged. he must now
make 8 WiII-3 roll to avoid losing his con
ttntration on TK. He has Will 15 and rolls
an II. He's still concentrating!

It is now Jeremiah's tum again. Psi u.'OC

is resolved 81 lhe beginning of his tum,
The waki"ushi swings at Ayami - but
docs it hit? Jeremiah rolls vs. his
Telekinesis skill of 15, at -4 for the diffi
culty of this particular feat (see Wi~lding

WtapollS with TK, p. 34). Jeremiah rolls
an 11, striking the ninja; since this was a
normal use of psi, without extra ~ffort

(sidebar. p. 7), there is no Fatigue cost.
Ayami fails her own Dodge roll. Jeremiah
rolls damage: with PK Power 15 he has
effective ST 10 (see Tdekinesis skill. p.
19), so (he shof(sword's swing does Id
cutting damage. wounding her. Had
Jeremiah failed his skill roll, the blade
would still have moved, but it would have
missed. Any further anacks using the
weapon would then have suffered the -I
penally and one Fatigue point cost for
Rtpfflltd Atltmp's (p. 8).

Allhough he has struck Ayami,
Jeremiah has still not acted this tum; the
auack sprang from his pr~vious turn's
Concentra~ maneuver. He is now free to
move. ready a weapon, or take any other
maneuver ... including concentrating on
another psi feat. such as a further allempt
at telekinetic swordsmanship!

Psionic Abittties

Example of Psi Use In
Combat



Psionic Abilities

Modifiers to Slclll

A few psi skills are passive skills.
Unlike normal "active" skills. these psi
skills require no concentration to activate
or maintain, and any rolls for success are
made secretly by die OM. An example of
a passive skill is Precognition, where the
OM secretly rolls to see if the PC's power
alerted him to danger. Another is Mind
Shield, which protects the psi even if he is
unaware of an attack. Extra Effort (see
above) can never be put into passive uses
of a skill. In this case. skill level is used to
determine other things. such as the
shield's sensitivity,

Passive skills never cost Fatigue.

A psi can put "extra effort" into an
activation roll and get an effective
increase in Power. For every 3 Fatigue
points spent on an ullempt, increase effec
tive Power by I. but decrease effective
skill by 1. If the psi use continues for
more than a minute, each extra minute
u~ing that skill cost~ another 3 Fatigue,

The levels added through extra effort
may nol exceed the character's original
Power. For example, a character with
Power 2 telepathy could add no more than
two additional levels widl Extra Effort,
regardless of how much Fatigue he had to
spend.

Extra Effort

Passive Psi Slcllls

When making the roll to activate a psi
ability, various modifiers will add 10 or
subtract from your basic skill. 1bese 'o'1U'y

for each psi power and skill. but some
common modifiers are:

For each repeated atlempt at the same
feat after the initial skill roll failed: -I (-2
for ESP skills or vs. a Mind Shield).

SUbjcct has Psionic Resistance: minus
its level.

Multiple feats: -I for each psi skill
except Telecontrol that the user has "on"
at the same time. Exception: other skills
can be used during Astral Projection al no
penalty!

Telecontrol (see p. 25): -4 to anything
else attempted at the same time.

Telepathy 'o'S. Mind Shield: minus its
Power.

User wounded while concentraling:
minus damage suffered.

USING PSI ABILITIES
Use of psi requires the Concentrate maneuver (p. B106). Unless specified

otherwise, each use of an "active" psi skill requires onc turn of concentration 
thai is. you stand still for one second, doing nothing, visualizing how the skill is
going to be used (and infonning the GM of what effect you wam). You never
have to use full Power - but if you don't want to do so, you should tell the OM.

If your attention wasn't distracted (p. B 106), at the beginning of your next
tum the actual feat takes place. U a skill roll is required, you make it now. A roll
against psi skill works just like any other skill roll: 3d vs. your level in mal skill.

Success mcans the psi skill takes effect as described. If use of the skill
would cost fatigue (see Fatigue Cost, p. 8), this is immediately marked off your
ST. If the skill is one which can be resisted, a Contest of Skills is rolled instead;
see the skill descriptions. See Resisted Skills, below.

A critical success means the skill worked especially well, and there is no
fatigue cost. If the skill is a resisted one, don't roll for resistance.

A failed roll means the skill had no effect - the user bungled that specific
use of psi. Further attempts to duplicate that same feat without resting flfSt will
be considered repeated Quempts: they will cost fatigue and be made at a -I
(cumulative) penalty to skill, or -2 if the failure was vs. a Mind Shield. See
Repeated Auempts, p. 8, for the length of this penalty.

A critical failure has the same effect as a failure, and always costs Id of
fatigue in addition to any olher fatigue costs,

After you have made your roll, you may take your action for that tum -lhe
psi effect was the result of last turn s concentration. You may move, fight or
concentrate on another use of psi.

Continuing Effects
Many psi skills produce effects that can be maintained continuously, such

as reading a person's mind. As long as the skill is being used in the same way
on the same subject, a Concentrate maneuver is not required after the first tum.
The psi can continue using his abilities while he takes other maneuvers,

However, a minimal level of concentration must always be maintained 
psi effects will stop working if the user dies or goes unconscious or the subject
moves out of range. Furthennore, the user must make a separate skill roll once
a minute for each individual psionic feat he is maintaining. This roll does not
cost fatigue, even on a critical failure. But if it fails, so does that particular use
of psi. Reactivating it would require a new tum of concentration and another
skill roll, which would count as a Repeated Attempt (p. 8),

Resisted Skills
Certain psi skills, as noted in their descriptions, may be resisted. This

means that a Quick Contest must be rolled before the skill takes effect.
Typically, this contest is between the attacker's psi skill and the defender's
Will, but there are exceptions; see lhe individual descriptions,

For instance, if the attacker is trying Sleep (p. 24), he attempts his Sleep
roll. If he fails, he fails, and the subject gets an IQ roll to notice the attack. If he
succeeds, the subject rolls vs. his Will or his best Telepathy skill. If he makes
this roll by at least as much as the attacker made his Sleep roll, he "resists,"
and, again, gets a chance to notice the attack. But if the attacker makes his roll
by more than the defender made his - or if the subject fails - then he sleeps.

The Rule of 16,' If the subject is a living being, !.he caster's effective skill
cannot exceed the higher of 16 or the subject's actual resistance,



Mental Signatures
Psi powers do not nonnally have an

obvious physical effect. However. they
leave a psychic "signature- which can be
detected by those with the propel slcills.

The Signature Sniffer skill (pan of the
Tciepathy Power - sec p. 24) can be used
10 detect the active use of any psi skill. On
• gocxl enough roll, the sniffer will Imow
'l.OO used the psi skill and whal for!

A Signature Sniffer who also has the
P<iychometry skill (p. 14) can even detect
old signaurrcs on Ihe area or item thai was
affected.

The enhancement "Weak Signature"
gives a -4 10 read a signature. The
enhancement "No Signature" means there
;s no trnee to read!

Improving Psi Abilities
Use the rules for Adding wullmprol'ing

Skills (p. 882) for psi skills. Powers can be
improved just like skills. but only if the
character has at least Power I 10 swt with.
Characters can apply e:a:perience to skills
or Powers that were used in an adventure,
or use any of the melhods for lmprollmwll
Through Study described on p. 882;

Finding a Teacher is the easiest
method. requiring 200 hours of personal
tutOring pel character point gained.
Hov-cver. the teacher must know the abili·
ty you wish 10 Ieam or improve at a. higher
1e"e1 than you do - and if psi is rare.
\Ceret or illegal. the quest for a proper
MguruM may be an adventure in itself! Few
psionic teachers charge for instruction
(unless psi is vuy common). but there is
always a price - which often involves
serving the teacher or his organization for
a period of time at least equal to the length
of inSlrUction.

Self-Teaching of .~kills and powers is
also possible. but this takes twice as long
- 400 hours per poinl.

&hools for psis sometimes exiSL in the
fann of Psionics InslilUtes (sidebar. p. lOS)
- see the descriptions of groups like the
Overmlnd Institute (p. 124) or Phoenix
ProJC'CI (p. 124) for examples. Military and
intelligence organizations may also run
5tCm training amps for psis. These camps
usually rtquire the student"5 total c0ncen
tration whenever he's not actually eating ()("
sleeping: at 14 bours of study per day. a
character point ..wid be gained every IWO
wee ! Tuition is rarely charged. but thefe
are usually Slrings anachod ...

Jobs count only if the psi is using his
psiontc skill or power as an integral pan
of his daily mutine. 1bey provide about
2JScharacter points of experience per )'eat

- see Working Psis (sidebar. p. 106) for
examples of psionic professions.

. . __.......
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Multiple Feats
A psi can activate only one skill use at a time. But he may use several skills

simultaneously, as long as they are started one at a lime. For each simultaneous
feat, there is a -I to skill. For Telecontrol (p. 25). the penalty is -4.

Example: You start juggling a hand grenade with your hands behind your
back. using Telekinesis. The pattern is the same each tum, so only minimal
concentration is required after your initial skill roll. Now you add a second
grenade. You concentrate for one tum (taking a·1 penalty for doing two things
at once) and make your roll. A failed roll would mean you dropped the new
grenade; on a critical failure. you'd fumble everything you were doing.

With your audience distracted, you attempt Telereceive, to read a foe's
mind. This requires a tum of concentration and a roll a( -2 (for the other two
feats). If you succeed and remain in your foe's mind. you will have to make
(wo rolls each minute - one each for TK and Telereceive, both at -2 - to contin
ue. You can keep mind reading and juggling every tum while you do other
things, but throwing a grenade would require you to Concentrate and make a
new skill roll to keep the other uses of psi on lrack.

Repeated Attempts
When a psi tries to use or maintain a skill and fails (misses his roll), he may

wait five minutes and try that particular feat again without a penalty. If he tries
again sooner, this is considered a repeated attempt and costs a fatigue point.
Furthennore. the skill roll for that second attempt is at -I. Should this effort
fail, he can spend another point of fatigue and try again at ·2, and so on, until
fatigue reaches 0 and he falls unconscious, or effective skill drops below 3. at
which point no success is possible. Double these penalties if he is attacking a
Mind Shield.

Once a psi starts spending fatigue for repeated efforts. all attempts with that
skill are considered repeated efforts until he has rested for long enough to
recover all lost fatigue. at 10 minutes per point (faster if he has the Breath
Control skill, p. 848).

Psi use is only considered a repeated attempt if the psi is trying the same feat
- that is, the identical skill on the same (or identical) subject. Two people are not
identical. Two bullets (to be moved by Telekinesis) would be. If distance is all
that changes, it is still a repeated attempt. In case of doubt, the GM decides.

Consecutive sllccessflll rolls to perform the same psi feat are flot "repeated
efforts" - as long as the psi continues to succeed, he can do the same thing for·
ever without penalty.

Fatigue Cost
Most uses of psi require no expenditure of energy, just as ordinary walking

and talking require no great effort. In this way psi is very different from magic.
But some uses are more strenuous. When use of a psionic skill costs ener

gy, it is always taken asfatigue - one point of fatigue per anempt. unless speci
fied otherwise. Unlike a mage, a psi cannot spend his own HT as energy for psi
use - this is another of the differences between magic and psionics.

Psi use costs fatigue under the following circumstances:
(a) For each rl!peated attempt to use a skill when the first attempt has failed.
(b) For any use that requires a Quick Contest of Skills or Contest of Skills

vs. the subject's attributes. unless the user wins the Contest by 5 or more. In
that case, the effort was so easy it cost no fatigue.

(c) For any skill specifically described as requiring fatigue expenditure 
this includes some of the more powerful skills in each Power.

(d) For an "extra effort" use of psi - that is, an attempt to raise your effec·
tive Power level above normal. See the sidebar on p. 7 for details.



(e) On any critical failure on a skill roll, the user loses Id of fatigue. Some
skills may have other critical failure hazards, as noted in their individual
descriptions.

ENHANCEMENTS AND LIMITATIONS
An enhancement is something that makes a psi Power more useful 

Instantaneous, for example. A limitation makes a psi ability less useful 
Unreliable and Touch Only are examples. The GM is free to disallow allY modi
fier thar he feels is abusive or inappropriate for a particular ability! A psi can
not have more than Iwo linked sets of enhancements and limitations.

Enhancements and limitations are described in terms of a percentage. For
example, a +20% enhancement reflects a 20% increase in the final cost for a
particular psi Power, rounded up.

Enhancements add to the cost; limitations subtract from the cost. Total all
modifiers before determining final cost. For instance, a +20% enhancement and
a -30% limitation result in a net -10% on cost. The final reduction can never
exceed -75%; treat anything over -75% as equal to -75%.

Example: You are buying Telepathy (5 points per level) with a 50% limita
tion. Buying it at level I costs 3 (half of 5, rounded up). Level 2 would cost 2
more, for a total of S (exactly half of 10). Level 7 costs 18 (%I of3S), and so on.

SpeCific enhancements and limitations are described starting on p. 27.

Turning Enhancements On and Off
Each time a psi uses an enhanced psi Power, he can decide which (if any)

enhancements 10 use. The player must inform the GM which enhancements are
being ignored before the roll is made to activate the ability. The "default"
assumption is that they're always being used.

This allows a PC to effectively have multiple versions of the same psi
Power by simply tailoring which enhancements are used at any particular time.

Linked Enhancements and Limitations
A psi may "link" a specific enhancement to a specific limitation, as long as

the limitation's value is greater than or equal to thai of the enhancement. For
instance, a +20% enhancement could be lin'ked to any limitation (or set of limi
tations) with a total value of -20% or worse.

When this is done, the enhancement is free: the limitations cancel out its
point cost. There is no further point break if the limitations were worth more
than the enhancement!

The game effect is that the limitations come into play whenever the
enhanced version of the power is used. For instance, a psi might have the
option of using his Mental Blow without leaving any signature (+20%), but
only ifhe takes a minute of preparation (-20%). He would still have the option
to use a normal Mental Blow, leaving a signature, without preparation.

Enhancements and Limitations for Skills
An enhancement or limitation may be applied to a skill rather than a Power.

This changes the effectiveness of that specific skill withoUi affecting other
skills. Only the cost of that specific skill is changed. Always compute the cost
of the unmodified skill first, and round the cost up to the nearest half-point.
Minimum cost is %I point.

Should a player apply the same enhancements or limitations to all the skills
in a Power so as to get the same effect for fewer points, the GM may laugh
ruthlessly and have the player enhance or limit the underlying Power instead!

For a one-skill Power, the enhancement or limitation is always applied to
the Power cost, regardless.

Roleplaying
Limitations

Limitations reduce the cost of Powers
and skills by making their use more diffi·
cult or dangerous. But limitations are not
just ways of saving points. They can also
be the focus of adventures. A psi with
dangerously Uncontrollable skills could
be a menace! Limitations can also be a
mystery to the researcher: many gadgets
or psi skills can detect Power level and
type. but few can determine what limita
tions a person has.

lmaginc the frustration of a parapsy"
chologisl when he discovers a genuine
lelepon who has only made one jump and
doesn't know how he did it. The scientist's
genetic tests reveal the person is a Power
14 Teleport - but his power has the limita
tions Emergencies Only, Unreliable, and
the Accessibility limitation "Only When
Intoxicated'" He made his frrst "jump" to
escape a robbery at a bar.

Cettlng Rid of L1mltotlons
At the OM's option, a character can

use earned experience to buy off limita
tions, paying the difference between the
original and limited cos\. Special training
with other psis might be required (reflect
ing a character learning to master his
Unconlrollable or Fickle powers).
Allernatively. a limitation may have
resulted from a "mental block" or buried
trauma., and can only be bought off if the
character recognizes and overcomes this
problem. perhaps by telepathic coun·
selling or dream·therapy.

Psionic Abilities



PSI POWERS AND SKILLS.
This section describes the nine psi powers and their associ

ated skills. The skill descriptions include the basic infonnation
needed to use them in adventure and combalo Additional uses
for many skills may be found in the Advanced Psionic
Techniques chapter.

Some skills have prerequisites. In order to learn such a skill,
a psi must have the prerequisite at the minimum listed level.

A star * refers to the power's cost if it is bought with that
skill alone (see One-Skill Powers, p. 6). The note "*nla" means
the skill cannot be the only skill in a power.

Many psi skills base their effects (damage, range or area)
on a fraction of Power, e.g., Power/5. Always round down. If
this gives a value of 0, then thc psi lacks the Power 10 effective
ly use the skill.

When an area effect is given for a skill, the area is always a
sphere of a given radius, counting the target hex. A two-yard
radius, for instance, consists of the target hex and all adjacent
hexes.

Parapsychologists have noticed that certain people seem to
score significantly below average on tcsts for psi ability. Test
results of previously reliable psis also drop when they are near
by! The conclusion: an ability exists that can interfere with other
psi powers - Antipsi. Unconscious use of Antipsi is sometimes
ascribed by psi researchers to overly skeptical observers if psi
experiments fail to work while under their scrutiny!

Antipsi abilities never affect other Antipsi abilities - Psi
Static doesn't jam other Psi Static, for example.

Special Limitation: The Antipsi only affects one psionic
power (e.g., Telepathy or Electrokinesis): -50%.

Neutralize *2
This skill is used to shon-circuit the abilities of a single

individual. It requires a minimum Antipsi Power of 5 to use,
and has a range of Power in yards.

To use Neutralize, take the Concentrate maneuver. At the
beginning of your next turn, roll a Quick Contest: your
Neutralize skill vs. the subject's Will or HT, whichever is high
er. The success roll is not modified by Antipsi abilities, Psi
Static, or the Psionic Resistance advantage.

If it succeeds, you reduce all the victim's psi abilities by 1
level of Power per 5 full levels of your Antipsi Power.
Repeated attempts can cumulatively reduce Power; following a
successful attempt. there are no penalties for trying again! Psi
abilities reduced to Power 0 stop working.

Repeated failed attempts on the same subject have the
usual penalties: on a critical failure, the Antipsi's own Power
levels are reduced appropriately.

Lost Power recovers at a rate of I level every hour, with all
reduced Powers recovering simultaneously.

ANTIPSI POWER (3 POINTS PER LEVEL)
"'I Static * 2

Those with this ability are sometimes called "Screamers."
A few Screamers are in control of their skill, but most are
untrained. Because of this, few psis want anything to do with a
Screamer.

A Screamer can use his power "globally" to inlerfere with
all psi use within an area defined by his Power (range as per a
"global" use of Telepathy). This requires no skill roll, bUI is still
an active use of psi, requiring the Concentrate maneuver. It
continues until turned off, without a skill roll.

While Psi Sialic is on, any use of psi that normally
requires a skill roll requires a Quick Contest of Skills instead
- the Screamer's unmodified Psi Static skill vs. the unmodi
fied level of !.he psi skill being attempted. The psi being inter
fered with must always spend one fatigue point per attempt, in
addition to any othcr costs. If thc Screamer wins the roll. the
psi usc is a failure. If thc other psi wins the contest, he can
attempt psi use normally, making another roll to turn on his
skill.

A Screamer may also use his skill to specifically interfere
with psi use by any single individual that he can sce (through
his own eyes, or through another's at -3 to skill). Take the
Concentrate maneuver. At the beginning of your next turn,
roll vs. Psi Static skill, at +2 if you are touching your victim.
Keep track of the amount you beat your skill by; this is the
amount the subject's own psi rolls must succeed by for any of
his psi skills to work. This is a continuing ability, and can be
maintained from turn to tum; make a new roll cvery minute
to determine the current level of effect on the subject.

ASTRAL PROJECTION (3 POINTS PER LEVEL)
Astral projection is the ability to send your mind (or soul)

out of your body. It has elements of both Telepathy and ESP,
but is effectively a psi power of its own.

The geography of the astral plane is discussed in the
Psychic Phenomena chapter.

Special Limiration: Your astral body is visible to people in
the real world. -30%.

Astral Projection *n/a
You can control your "astral body," sending it out to

explore while your physical body remains in place. Your astral
body is insubstantial and can fly at a Speed equal to your
Power. While Astral, your Dodge is equal to your normal
Dodge, modified by Combat Reflexes but not by running skill,
lameness or anything else.

To use Astral Projection. take the Concentrate maneuver.
At the beginning of your next tum, roll vs. skill. If successful,
your astral form leaves your material body and enters the astral
plane. Astral Projection lasts for a number of minutes equal to
your Power, after which a new skill roll is needed to stay astral.
If you fail a roll, you snap back to your body. You can also
return voluntarily by turning off the skill.

A glowing silvery "thread" links your astral body with
your physical body, so you can't get lost while astral. Your
astral body is normally invisible, except to others in astral fonn.
However, the astral body can be detected via Telescan and
Emotion Sense. You cannot take any equipment with you. You
may create an image of whatever clothing you currently (or
nonnally) wear, but it has no protective value.
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body (in general, anything resisted by IQ rather
than ST or HT) can also work, at the OM's dis
cretion.

The astral body does not seem to be affect
ed by damage to one's physical fonn - many
people have out-of-body experiences while
injured or dying. Keep track of your astral
body's HT separately from physical HT:
although your material fonn may be wounded,
your astral body will be fine. Similarly, damage
to an astral body is not applied to the physical
body. If your astral body is badly injured, and
you return to your own body. your physical
body may be fine - but if you re-enter the astral
plane without giving yourself time to heal, your
astral body will still be damaged.

If your astral body is ever destroyed, your
physical body is left a mindless husk. If your
physical body is destroyed while you are astral.
you become a creature of the astral plane, for
ever roaming. See p. 98.

Special Skill Enhancement: Extra "astral
DR" costs 2 points per point of DR. This may
only be purchased with character points earned
while adventuring on the astral plane!

ELECTROKINESIS (5 POINTS PER LEVEL)

Astral bodies can interact physically while on the astral
plane - they are fully solid to each other. If attacked physically
while astral, you have PO equal to half your Power (maximum
6) and DR equal to Powerl4.

An astral body cannot be physically hanned by anything in
the physical world, with the following exceptions: Antipsi,
Psychic Vampirism and Telepathy powers can reach into or out
of the astral plane at -5 to skill, enabling an astral entity to
affect a non-astral being or be affected by one. Any magical
spell or superpower that acts on the mind or soul rather than the

This is the ability to mentally control computers and elec
trical and electronic systems. An electrokinetic must be able to
see or touch the subject to affect it (or sense it with Energy
Sense). but a familiar subject (his home computer, for instance)
may be affected at a distance even if it is unseen. Maximum
range depends on the skill; see below. Roll at -3 if the target is
unseen or untouched but can be seen on live video or through
another's eyes, Roll at -5 if the target is unseen but can be
clearly visualized or (for a target cyborg or the like) detected by
Telescan. Energy Sense or Psi Sense. In this case, successful
"lock on" by Telescan would halve the penalty to -3.

Any skill roll for EK will have a +2 bonus if the user is
touching the subject.

Confuse *2
You have the ability to jangle the electrical impulses in an

opponent's brain. Range is touch, or line of sight. with a maxi
mum range of Power in yards.

To Confuse someone, take the Concentrate maneuver. At
the beginning of your next turn. roll a Quick Contest of your
Confuse skill vs. the subject's HT. If the subject fails, he is
mentally stunned (see p. B127) for one turn per level of Power.
At the end of this period. he starts rolling vs. IQ to come out of
the stun. Any physical injury will allow an immediate roll to
recover from the confused state.

Astral SIght * I
This is the ability 10 perceive astral fonns while you are in

the material world. with a range of Power (squared) in yards.
You get a passive skill roll each tum to notice any astral beings
within that distance. Beings within X (round up) of this range are
located automatically. Once you detect an astral form. it will
remain detected until it moves out of range.

Special Skill Enhancement: You can share your ability with
others within a yard of you; once you detect an astral creature.
they can see it as well. +40%.

.
If your target has the Electrokinesis power, he can instinc

tively shield against this ability, adding half his Power (rounded
down) to his effective HT. An enclosed helmet or natural armor
also offers some protection: add 10% of DR to HT (doubled if
helmet is lead-lined).

A P-web (p. 73) will completely protect against Confuse.

Cyberpsl *2
This is the ability to interface mentally with computers and

control them from a distance. Any computer system that is cur
rently turned on may be affected. Range is equal to Power in
yards, but once inside the system you can netrun and "visit" any
system the host computer is connected to.

To use Cyberpsi. take the Concentrate maneuver. At the
beginning of your next tum, roll vs. skill. Your roll must suc
ceed by an amount equal to or greater than the computer sys
tem's complexity. A TL7 contemporary home computer has an
effective complexity of I or 2, while a larger microframe or
mainframe has 3 or 4. As a rule of thumb, complexity increases
by I per TL over 7. A psionic computer or Artificial
Intelligence will be at least complexity 7. A new roll (which
must succeed by Complexity as above) is required each minute
to stay in the system.
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If you are ;'in" you can now operate and program the com
puter just as if you were using the keyboard, neural interface or
whatever normally controls the computer. In a GURPS
Cyberpunk campaign, the Computer Hacking skill can be sub
stituted for Computer Operation or Computer Programming.

This skill requires total concentration: computers' "minds"
are very fast and totally alien. A psi can do nothing else while
using this skill; he will appear to be in a lranCe. Anything that
breaks his concentration will sever his mental Link with the com
puter. Ordinary interruptions will have no effect: short of injury,
a prolonged shaking is about the only way to do it. If the psi is
injured, roll vs. (Will-damage taken). On a successful roll, he
ignores the injury: if he fails. he becomes aware of his surround
ings. This is sometimes good and sometimes bad ... so it goes!

This total concentration gives a cyberpsi an extra +2
defense to any mental attack while he is actually working.
However, he is at -2 to detect any mental invasion that occurs
during that time.

A cyberpsi can only do what can nonnally be done with
Computer Operation and Computer Programming skill. If he
has no skill. he must use the default. But whether he is skilled
or not. he always adds his Electrokinesis Power level to his
computer skill! A high-powered Cyberpsi who knows next to
nothing about computers can still be effective, but a psionic
hacker is much more so!

Someone with Cyberpsi can also control small dedicated
computers, e.g. a computerized scanner, lock or gunsighl. This
works as above; treat most dedicated computers as Complexity
I or 2. and any success enables the user to tum the system on or
off. In a successful Computer Programming roll, he can also
feed false data into it.

Dampen *2
You can hinder the function of all electrical devices in the

area by "slowing" the current that powers the object. This does
no damage to most equipment - it just turns it off for as long
the object remains in your range.

To use Dampen, take the Concenlrate maneuver. Roll vs.
skill at the beginning of your next tum. U successful, this skill
continuously affects an area of Powu/4 (round down) yard
radius. This area may be anywhere yoo can see or visualize (as
above), within a range of Power squared, in yards. A further
roll is required each minute to continue.

However. some devices, especially computers, can be dam
aged merely by suddenly turning them offor slowing them down.
causing a loss of stored data - and if you dampen the electrical
system of a plane during takeoff, while yoo aren't actually dam
aging the equipment. the subsequent crash will be nasty!

A few objects may be shielded against this ability; to affect
them, you must make your skill roll by an amount equal to or
greater than ~ their level of shielding (round down). For instance.
using the values for Surge. p. 13. to dampen a "Tempest-hard
ened" military system you must succeed by 4 or more.

Energy Sense * I
You can sense electromagnetic fields. This passive ability

allows you 10 sense and locate any operating electrical device
within a number of yards equal to your Power. It is useful for
locating hidden surveillance devices, power cables hidden in
walls, electrical traps, etc.

If the user also has Cyberpsi. he can use this ability to
"read" information stored on magnetic (not optical) disks and
tapes, at IQxlOO words per minute. Treat this as a nonnal use
of Energy Sense, but use the lower of Cyberpsi and Energy
Sense skills. The disk or tape must be touched! If the user fails.
he may try again. using the normal "repeated attempts" rule.

Energy Shield *2
Energy Shield lets the psi "lock on" to incoming energy

particles and funnel them harmlessly away. This skill gives I
DR per 2 full levels of Power versus energy attacks like laser
beams, fire or lightning bolts, but has no effect versus physical
or purely mental attacks.

To use this ability. take the Concentrate maneuver. At the
beginning of next tum. make your Energy Shield roll. If you
succeed, the shield is up and can be maintained from tum to
turn without any further concentration. However. a skill roll is
required each second to keep the shield active. If the roll fails.
you must concentrate again to build up the Shield, with the
usual fatigue cost and skill penalty for repeated attempts.

Energy Shield costs I fatigue to activate, and (if it stays up)
a further fatigue poine each minute it is maintained.

LIghtning *n/a Prerequisite: Surge-12+
You can direct bolts of electricity, doing Id damage per 3

full levels of Power you possess. You must have a source of
energy - normal building current is enough. An auto bauery or
even a 0 cell isn't, but an E cell would suppon up to a 2d bolt.
The "lightning boh" will jump OUt of the battery, wall cable or
electrical appliance and ground itself through your target.

To use this skill (called "electrodirection" by researchers).
take the Concentrate maneuver for one tum. At the stan of yoor
next tum. make your skill roll. In addition to usual modifiers.
lreat the attack as a snap shot by a ranged weapon with SS 12.
Accuracy 2. M;uimum range is 10 yards per die of damage yoo
innict; ~D range is half (hat. Use the sum of tbe distance
between you and the bolt's source, and between the bolt's
source and the target.

The target may dodge. but metal armor has only PD 0, DR
I. TL8+ armor is usually made partly or wholly of non-metallic
material, and thus has normal DR.
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if the bolt comes out of an electrical device, that device will
suffer the effects of a Surge (below), based on your Power. If the
target is an electronic system, il will suffer a similar effect!

Photokinesis *2
This is the ability to manipulate light waves. To use it, you

must lake the Concentrate maneuver; at the stan of next turn,
roll vs. skill. A successful roll lets you bend light, creating a
three-dimensional image up to Power/3 hexes in size. It may
appear anywhere within a range of Power squared, in yards.
The image wiJI always glow in the dark.

The amount by which the roll succeeded determines how
realistic the image will be:

Success by 0-3: Simple line images and colors are IXJssible.
A man would be a vaguely humanoid bioI of light, while some
thing simple like a doorway would lack detail, appearing as a
rectangle with a knob in it.

Success by 4-7: Basic detail may be filled in. The image is
sketchy, resembling a cartoon, though from far enough away
the image may seem real.

Success by 8 or more: Full detail and lexture are possible.
An IQ roll is required 10 tell thai the image is not real just by
looking at it.

If an image doesn't tum out, the psi can dispel il and IJ)'
again as a Repeated Attempt.

A skill roll must be made each minule to maintain an
image, and it must succeed by the same amount or better (if it
succeeds by a lesser amount, the image will be seen 10

degrade). However, no further concentration is required unless
the psi is making the image change color, move or change
shape - to do this requires the Concenlfale maneuver and a new
skill roll.

If you have Power 10+, you can use this skill 10 make your
self (and anything you are carrying) invisible. (You can fool
cameras, but not infrared or ultraviolet vision.) This requires a
successful skill roll at -4 and a tum of concentration, and a fur
ther roll each minute to maintain. If you are attacked while
invisible, the anacker is at -6 10 hit, or -4 if he knows your exact
location (e.g.. you went invisible while prone). If you attack

someone who can't see you, they get no active defense unless
they make a Hearing-2 roll; then they can defend at -4.

Instead of becoming invisible, you can try to blur your
image. Use the same procedure, bUI it only requires Power 2+,
and is only at -2 to skill. [f successful. you are -I to be attacked
per 2 levels of Power you have, to a maximum of -5.

Special Skill Umjrarjoll: "For Invisibility Only." The only
effect you can create is to make yourself, and what you are car
rying, invisible. -50%.

Surge *2
This skill causes a power surge in an electrical device.

Take the Concentrate maneuver. At the beginning of your next
tum, roll vs. your Surge skill. On a successful roll, the target
takes Id damage per 3 levels of your Power. If its HT is
exceeded (see below), the item will shon-circuit or otherwise
bum out. On a critical success, the equipment catches fire!
Range is equal to Power squared, in yards.

You cannot "surge" an entire spacecraft or vehicle; you
must target specific electrical systems (e.g., laser-ignition sys
tem on the fusion reactor, a sensor system, etc.).

Psis will want 10 use this ability to knock out their foes'
ultra-tech equipment. Use the lable below. Remember that any
device might be specifically protected against Surge attacks (or
EMP from nuclear weapons, which gives the same effect),
adding to its HT.

Typical Equipment HT vs. Surge Attacks
Data on an unprotected computer: 3
Unprotected computer: 6
Shielded business computer and data: 9
Most electronic home appliances: 10
Electronic military hardware (e.g., cybersuit): 2xTL
Regular electrical appliances (washing machine): 20
Tempest-hardened military computer system and data: 20
Cheyenne-hardened military system and data: 50+
Antennas, power lines, etc. are totally immune to Surge;

they're designed to survive real lightning strikes.
Optical systems are also immune to Surge.

ESP is extra-sensory perception - the ability to perceive
events in paranormal ways. It is often called second sight, and
mystics sometimes refer to ESP as "the Sigh!." A technical term
for it is Remote Viewing, though this can also be applied to
Astral Projection.

ESP and Telepathy are the most common psychic abilities,
and the two are often confused. For instance, suppose a person
writes something on a piece of paper, and then places it in a
sealed envelope. A psi who has never seen it then accurately
reports what is written on it. Is she using ESP to read the paper
through the envelope, or Telepathy to read the writer's mind?
Only the psi can know ... and she often doesn't!

Unlike most psi abilities, there is no need to see or touch a
subject, and no skill penalty for range YS. unseen targets.
However, range is often sharply limited by Power.

When ESP is used, a skill roll, made by the OM, is always
required. The beller the roll, the more accurate and useful will be
the information he gives. On a failed roll, he says "You learn
nothing." But if a Psychometry, Precognition or Seekersense ron
is failed by more than 5, he lies. Repeated attempts at ESP pow
ers cost two fatigue apiece, at -2 skill for each repeated attempt.

ESP POWER (3 POINTS PER LEVEL)
Clairvoyance *2

This is the ability to see through walls and other solid
objects with your mind. Its range is affected by Power, but not
by what is in the way. You can not accidentally see "through"
what you are looking for.

To use Clairvoyance, take the Concentrate maneuver. At
the beginning of your next turn, roll vs. skill. Success means
you see something; failure means you see nothing, or that
everything is hazy and indistinct. Once you succeed, you can
maintain your observation of that object or place for as long as
you want, but a maintenance roll is required each minute. Each
time you look at a different thing or in a different direction, a
new tum of concentration and skill roll are required to deter
mine whether you see anything. The area observed can be
moved at a maximum Move equal to your Power (to follow
someone walking, for instance).

The range of Clairvoyance is equal to your Power squared,
expressed in inches. Thus, even Power I will let you see inside
an envelope in your hand. Power 20 will let you see 400 inches
- almost exactly 11 yards.

The area "seen" is equal to half the range. Thus, someone
with Power 1 can scan W' of that envelope at a time. Someone
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with Power 20 could see anything within 5 hexes of his "view
point."

Darkness is no barrier to ESP. A c1airvoyanl can use his
ability inslead of nalural vision when moving through an unlit
room or 10 compensate for blindness via a shon-ranged form of
··sight.'· If a clairvoyant takes the Blind disadvanlage. be only
gets -30 points for it if his skill is 9+. Uhis skiU is 12+. it's only
worth -15 points!

Clairvoyance has a very short range. To duplicate the
longer-ranged "remote viewing" feats described in some sto
ries. an ESPer should use the Astral Projection skill to travel to
the target in astral form. then use Clairvoyance to see inside
objects such as envelopes. or to see in darkness.

Special Skill limitation: Your Clairvoyance does not work
in darkness. You could see through a door into a lighted room.
bUI you can't read what was written in a sealed envelope. -50%.

-
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Clairaudience *2
As above, except that it lets the user hear what is being

said behind walls. etc .. and listen indefinitely to any conversa
tion of interest. Range and Area are expressed in yards rather
than inches; a Power 9 c1airaudient has a range of 81 yards and
an area of 40 yards.

An inellperienced esper may believe his Clairaudience abil·
ity to be Telepathy - after all, he is hearing "voices in his hcad"
from people who are not present!

Clalrsentlence *1
Other forms of ESP similar 10 clairaudience and clairvoy

ance may ellist corresponding to other senses. such as taste,
smell. touch. and more alien forms of perception. These are col
lectively known as Clairsentience; each is a separate skill. If
these are used in a campaign, use the Clairvoyance (rather than
Clairaudience) area and range.

Combat Sense *2 Prerequisite: ESP Power 10
This is a highly selective form of precognition - the user

can sense what a foe in melee combat is about to do, if he can
.~ee that foe.

This ability requires a separate roll for each turn of com
bal; no concentration is required. hut the skill is no use againsl
an ambush (unless the user was already warned via Danger
Sense!).

On a successful roll, for every 10 levels of ESP Power
(round down) he has. the user adds +1 10 effeclive melee com
bat skills Ihal tum: missile combat is not affected at all. He also
gets +I to his first Dodge that tum. A failed roll has 00 effecl,
but a critical failure subtracts I from all melee attacks and
defenses that tum.

Precognition *2
This is the ability to see the fulure. It is the chanci

est and least-understood of all known psi skills. A "pre
cog" vision may be sight. sound or just a flash of
knowledge. And remember that nothing about the
future is certain; even if the GM has made his mind up,
he could reconsider ...

An active attempt to Precog requires 10 minutes of
tOlal concentralion. and costs 2 fatigue points. It is
made al -10 (!) to skill.

A passive Precog roll may be made at the GM's
whim. Precognition is usually associaled with a person
or thing. For instance, if you meet a person who has
some very imponant event in his future, the GM will
make a roll in secret 10 see if you dctect the possibility
of thai event. Or seeing a picture of a place could set
off a vision having to do with that place.

Precognitive range is based on Power: you can
only detect a danger or scan the future of an object or
person within that range. Physical distance is figured as
per Telepathy (p. 20). Time is equal to Power squared.
expressed in days. But if you are dealing with a per·
son's future. the fact thai he may later leavel out of your
physical range does not affecl your skill.

Default use: Withoul training, this skill gives you a
roll vs. IQ any time you are in immediate danger; a suc
cessful roll means you arc aware of danger. and a very
good rott gives you some details. This works the same
as the Danger Sense advantage (p. 820) - because it is
the same. [f you have Danger Sense. you are a psi - an
Esper with Power 5 and no training.

Special Skill limitations: Your precognition is lim
ited 10 one panicular Iype of event. Some ellamples of legal
limitations: only events involving you personally (-10%); only
disasters (fire. air crashes. explosions, floods. etc.); (·30%);
only events related to death (-50%).

Special Skill limitations: Your precognition works only in
dreams: you must sleep to have a vision. -30%.

Psychometry *1
This talent (also called "retroeognition") lets the psi learn

something about the history of a place or inanimale objecl: gen
eral impressions. use, user's personalily, etc. The length of his·
lOry sensed is equal to Po.....er squared, expressed in years. up to
Power 15. after which it is Power cubed. The physical range is
nonnally Power squared, ellpressed in inches, but a very strong
impression can be detected at twice this distance. The clearest
readings (+ I to skill) will always be obtained right on top of the
place. or touching the object.
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HEALING (3 POINTS PER LEVEL)

Nonnally, a deliberate effort is required; each try takes one
tum of concentration and a skill roll. If successful, the effects
are felt instantly. But very strong "vibes" may be noticed pas
sively when the esper comes within sensing range; the GM rolls
in secret.

In all cases, the amount of detail gained is dependent on
how much the skill roll succeeded by. Usually only a brief
impression is gained; a success by 5+, or a critical success, is
required for details. Repeated attempts are possible to get better
results, al the usual penalties.

Psychometry will usually detect the psychic vibrations sur
rounding even an inactive psychotronic or biopsi device that
has been used recently. It will not detect magic. But (for
instance) a holy object would give "good" vibes because it had
been handled by holy men, and an evil altar would have a pall
about it because of the accumulated negative psychic energy
that the sacrifices made upon it had generated. Psychometry
would also detect an unusual psychic air about an artifact from
another dimension.

An esper who picks up exceptionally violent or alien
impressions, especially if they are unexpected. may have to
make a Will roll to avoid being mentally stunned.

Special Skill Limitations: Your Psychometry is limited to
one particular type of event, as described above for
Precognition.

The power of psychic healing seems to combine aspects of
Psychokinesis and Telepathy. but it is effectively a separate
power. It is also one of the most common psi abilities, as
demonstrated by the great numbers of faith heaJers and ageless
Eastern mystics.

Special Limitation: In addition to the fatigue cost, the psi
takes damage whenever healing another person. This damage is
equal to half the hits healed (round up). -50%.

Special Limitation: The psi'can only use this power on oth
ers, never himself. The psi cannot learn the Life Extension or
Metabolism Control skills. -50%.

Special Limitation: The psi can only use the power on him
self - he cannot use Sense Aura or use Healing on other beings.
This reflects the classic "yoga master" who never gets sick and
lives forever. II is incompatible with the two limitations above.
-30%_

Healing *n/a
You must be in physical contact with the subject and take

the Concentrate maneuver. At the beginning of your next tum,
roll vs. Healing skill. On a successful skill roll, you can restore
lost HT up to your own Power. Failure costs Id fatigue; critical
failure also causes Id damage! Successful healing costs 1
fatigue for every 2 hits healed. The cost to cure disease or poi
son is always at least 6 fatigue.

The worse the disease or poison, the greater level of Power
is required. A cold requires only Power I; most ordinary dis
eases require Power 5; cobra venom or malaria may require
Power 8; radiation damage requires Power 12; the poison of the
South American Arrow Toad. terminal cancer or AIDS may
require Power 15+. The GM decides what Power level is
required in case of question. As usual, Power can be boosted by
Extra Effort, which will also lower skill ...

The Healing skill is at -2 when the victim is unconscious,
and -2 or worse to cure disease or poisoning (see above). It

Ret'Ogren/on
In some campaigns, mental time travel may be treated as a

psionic power or skil1. A psi adept could send his mind back in
time to share the mind of a real person who lived in the past.
This ability will be covered in detail in GURPS Time Travel.

Seekenense *2
This ability enables you to "lock on" to one individual. or

one object or class of objects. For instance, an esper could
search for water, his misplaced wallet or another person.

To be located, the target must be within range. Use the
Telepathy Range Table (p. 20) to dctennine maximum range;
even though this is a global effect, range is not divided by 100.

To use. take the Concentrate maneuver. At the beginning
of your next lum, roll vs. Seekersense at -4. with one try only
per subject per day. If successful, the ESPer will feel a "pull"
toward his target and will know which direction to go in to find
it. A critical success gives him a vision of the location. A criti
cal failure provides misleading infonnation.

The ability can be mailllained. If the user continues to
make his skill roll (roll every 10 minutes, rather than every
minute) the "pull" will continue until he has located the subject,
and get stronger as he closes in. or weaken if he turns away.

Because it does not reveal distance. only direction.
Seekersense is somewhat less useful than Telescan (p. 26) for
locating people. If the target is a person. his Psi Resistance and
Mind Shield subtract from the chance of success.

can't restore a lost limb, and is at -6 to restore a crippled but
whole limb (each Healer gets only one try at anyone limb). It
can't bring back the dead.

Ute Extension *n/a Prerequisite: Metabolism
Cont'O/-74+

The psi can use his powers to slow or SlOp his body from
aging. This is a passive skill, and only works on the healer him
self. If the healer decides to use it, the GM rolls against (skill
10) + Power at the start of every year. If he succeeds, he will
not age at all during the year, or for the next five years on a crit
ical success. If it fails, he ages nonnally. On a critical failure,
he ages an extra ld years. This roll is not permitted unless the
psi has put at leaSI a half-point into the skill!

Example: Maya has Life Extension-I 3 and Healing Power 8.
She needs to roll an II or less to avoid adding a year to her phys
iological age. [f she fails and is old enough to suffer aging rolls,
she still gets her nonnal HT rolls to avoid losing attribute IXIints.

Metabolism Control *7
You can control your own nonnally involuntary biological

functions such as pulse, blood flow, digestion and respiration.
This skill allows you to enter into a deathlike trance by

concentrating for one tum and making a successful skill roll; a
doctor must win a Quick Contesl of Skills (Physician-2 vs. your
roll) to realize that you aren't dead. While in this trance. you
are unaware of your surroundings. You may set a mental "alarm
clock" that will awaken you after a certain amount of time has
passed, and you will automatically awaken if you take any dam
age. You may remain in the trance for as long as you desire (or
until you dehydrate or starve to death).

Oxygen, food and water requirements are reduced by 5%
per level of Power when using this skill, to a minimum of 5%
of nonnal.
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Example: if you were trapped in a room with only two
hours of air left, and had Power 14. entering lhe lfa1lCe would
reduce your oxygen requirements by 70%, allowing you to
brealhe for over 6.5 hours (120 minuteslO.3). This requires a
skill roll every hour for oxygen, every day for food and water,
roll individually. Failure means the skill won't work: for a day,
after which you can retry without penally.

You can also use this skill to fool a lie detector or someone
with DeleCt Lies. For every poinl!he skill roll is made by, add I to
effective IQ for this purpose. This counts as a passive use of skill.

Sense Aura * I
This ability is related to telepathic Emotion Sense, but is

active rather than passive. II enables the user to sense the ener
gy field (or aura) around aLi living things. Psis with a Power of
I can feel a tingling like static electricity, but only when touch
ing the subject: Power 2 or more enables the psi to actually see
a multicolored aura similar to those produced by Kirlian pho
tography. The state of the aura provides clues to a creature's

physical and mental health. Maximum range that an aura can be
seen is (power-I), in yards.

A psi can observe one person's aura at a time. This takes
one tum of concentration, and a roll vs. skill. Success means the
psi perceives the aura, gaining infonnation about the subject's
health. A psi could tell that someone had a fatal disease or that
they were down to their last few HT or fatigue points. On a crit
ical success, details are learned. Add the amount by which !he
sk.ill roll succeeded to Diagnosis skill in medical situations.

A successful roll also reveals the subject's emotional state.
1be psi won't gain detailed insights, but can tell if someone is
upset or happy, envious or mellow, etc., even if !hey are hiding
their emotions. A critical success may provide more information.

Once Sense Aura succeeds, a psi can observe a subject's
aura without further concentration. as long as the subject
remains in range and a new roll is made each minute. A psi
watching someone's aura might see it change if they become
agitated while lying; add the amount the Sense Aura roll suc
ceeded by to the chance of detecting a lie (p. 865).

Drain Emotion *2
You can cause a person to Stop feeling whatever emotions

he currently feels. The range is Power squared, in yards. To use
this ability, take !he Concentrate maneuver. At the beginning of
your next tum, roll a Quick Contest of your Drain Emotion skill
vs. the subject's Will.

If the attack. succeeds, the subject's current emotions van
ish. and he feels nothing. If he was angry. he is no longer angry.
If he was sad, he is no longer sad. and so on. Decisions primari
ly based on emotion will not be taken, though the subject will
still act from self-preservation and logic. He regains the ability
to experience emotions after 10 secondsxPower.

The vampire will experience the emotion be has drained,
for the next Id minutes; the GM may require a Will roll if it
was unusually strong. A Psychic Vampire who drains a per
son's love for another may (brieny) fall in love with that per
son! Players should roleplay this!

Drain (Attribute) *2
This is a separate skill for each attribute - ST. OX. HT and

IQ. If you wish to drain all four. you must know four different
versions!

To use this ability, take the Concentrate maneuver. At the
beginning of your next tum. roll a Quick Contest: your Drain
(Allribute) skill vs. the subject's targeted attribute (always at
the original value) plus Strong or Weak Will. If you win, you
drain Id-3 + (your Power/4) points From your foe's attribute.
Multiple attacks may be made. but you can never reduce any
attribute below I. The victim regains drained auributes at a rate
of I point per minute.

Maximum range for this sk.ilI is Po.....er squared. in yards.

'-,--

PSYCHIC VAMPIRISM (3 POINTS PER LEVEL)
Mind Shields subtract normally from the skill of an attack

ing Psychic Vampire. so a good shield will make you almost
immune from PV attacks. However. a Psychic Vampire can use
a "brute force" attack (p. 22).

Unless the allack is a critical success, the target of a
Psychic Vampire skill gets an IQ roll 10 realize som~lhing is
happening to him. If this roll is a critical success. he sees a
vision of the attacking psi.

S~cial Limitation: To simulate the classic "evil eye" abili
ty. lake the Eye Contact Only limitation (p. 28)! -20%.

Psychic Vampires can drain emotions, Life force and even
dreams from others. Some Psychic Vampires are poachers who
steal others' joy or creative energy; a few are sadists who feed
on life and feast on their victim's fear. But there is nothing
intrinsically "evil" aoout this power. A Psychic Vampire can
drain the halTed and rage from someone to stop violence, or
take away a troubled person's nightmares.

A Psychic Vampire must be able to touch or see his sub
ject, or see him through another's eyes (at -3 to skill). However.
a familiar subject within range (which varies from skill to skill)
may be affected at a distance even if unseen, if they can be
clearly visualized or detected by Telescan or Psi Sense. In this
case, the penalty is -5, or -3 with a successful "lock on" by
Telescan.
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Drain Emotion can be centered on an area instead of an
individual, at -4 to the Vampire's skill. If used on an area, the
radius of effect is Powerl3 (round down) hexes.

Steal Dream. * I
This ability can only be used on someone who is currently

asleep. It requires an entire hour to steal a night's dreams. It can
operate from a great distance; use the Telepathy Range Table.
To succeed, roll a Quick Contest of skill vs. the subject's Will.

I( the attempt is successful, the subject's dreams are
sipboned off by the user; the subject does not remember them,
and may experience a sense of loss or incompleteness upon
waking up.

Dreams are often a hidden source of creativity and a relief
for anxiety. Anyone who has had lheir dreams stolen nonnally
suffers a loss of -I to IQ and to all IQ-based skills until he has a
chance to dream nonnally. On lhe other hand, someone who has
been experiencing constant nightmares may actually benefit.

If successful, the Psychic Vampire experiences the dreams
he has stolen while he is concentrating on the ability. The exact
effects vary depending on the subject and the vampire - a vam
pire may be able to steal a creative person's ideas, or to discov
er a person's secret hopes, fears or desires.

Steal Energy *2
This is the ability to tap a subject for vital energy. The

range is Power in yards. To use this ability. take the

Concentrate maneuver. At the beginning of your next tum, roll
a Quick Contest: your Steal Energy skill vs. the subject's Will.
If you win, the subject loses Id-3 + (your Power/4) fatigue. if
fatigue is reduced to 0, the subject loses HT instead. The ability
can be used several times in succession. to drain a subject com
pletely or even kill him.

Any fatigue (not HT) drained is gained by the user, but this
may only be used to replace lost fatigue, not increase it above
nonnal ST.

The victim's lost fatigue is recovered nonnally.

Steal Power *2
You may drain another psi of psychic force. To use Steal

Power, take the Concentrate maneuver. At the beginning of
your next turn, roll a Quick Contest of your Steal Power skill
vs. the subject's Will. [f you win. you lower his Power (in all
powers at once) by one per four Jullieveis of your own Power.
This ability always costs I fatigue per use. This skill can be
used multiple times - effects are cumulative. Range is equal to
Power, in yards.

For every turn you succeed in draining Power from a sub
ject (as long as he still has levels to drain), you may increase
the level of any single power you possess by I.

If your target is reduced to 0 Power, he may no longer be
drained. Drained Power is lost (by you) and regained (by your
victim) at a rate of I level per minute. You cannot drain Antipsi
Power.

PSYCHOKINESIS (5 POINTS PER LEVEL)
Psychokinesis is the manipulation of matter and energy

using mental power. It covers moving things at a distance, mak
ing them colder or hotter, etc.

There is no explicit range limit for PK, but a user must nor
mally be able to see or touch the subject, or look telepathically
through another's eyes (at -3 to skill). However, a familiar sub
ject (a person well known to the psi, or an object he has handled
repeatedly) may be affected at a distance even if it is unseen: -I
to skill for 1 yard distance, and an extra -1 each time the dis
tance doubles. Any skill roll for PK will have a +1 bonus if the
user is touching the subject, or using the skill on himself.

Multiple feats using the same skill may not exceed the
maximum mass the psi can affect. A psi who can lift 125
pounds cannot lift one object weighing 100 lbs.. maintain the
ability. and then lift another 100 lb. object - his total mass is
limited to 125 lbs.

Cryoklnesls *2
This is the ability to slow molecular motion, thereby

decreasing the temperature of an object. To use it. concentrate
on the target for one second, then, at the start of your next tum.
make your skill roll. Lf successful, the target's temperature will
begin to decrease. On a failed roll you can try again. but if you
concentrate on the same target, you will have to spend fatigue
and take the nonnal penalty for Repeated Attempts.

You must take the Concentrate maneuver and roll vs. skill
each tum to continue to lower the temperature. You can main
tain whatever level of temperature you have reached without
special concentration, as long as you continue to make your
skill roll each minute. If you do not fail a skill roll or stop main
taining the ability, effects arc cumulative.

Each level of Power lets you lower the temperature of 10
cubic inches of material (of any shape) by 50° per tum of con
centration. Larger items cool more slowly. but smaller items do

not cool any faster. Continued concentration will lower the tem
perature by 50° each turn per level of Power. As a rough
approximation, assume each pound of mass is 20 cubic inches
which means that every 3 levels of PK Power can lower an
average man's temperature by 0.5° per turn.
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PK Shield costs I fatigue to activate, and (if it stays up) a
further fatigue point each minute it is maintained.
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Pyroklnesls *3
This is the ability to increase the temperature of an object.

Concentrate on the target for one second, then, at the start of your
next turn, make your skill roll. If successful, the target's tempera
ture will begin to increase. Once started, a pyrokinetically-set fire
burns normally - you can't use this power to put it out.

On a failed roll, something will still bum. A miss by I to 5
means nearby objects are also affected. A worse miss means the
target isn't burned, but other things are. A critical failure affects
everything within sight; the OM works out the details, mali
ciously. If the psi misses, he can continue to concentrate,
accepting the inaccuracy, or try again, with regular repeated
attempt penalties.

You must take the Concentrate maneuver and roll vs. skill
each rum to continue to raise the temperature, or you can main
tain whatever level of temperalure you have reached without
special concentTation, as long as you continue (Q make your
skill roll each minute. Until you fail a skill roll or stop main
taining the ability, effects are cumulative.

Each level of Power lets the pyrokinetic raise the tempera
ture by 50° per 10 cubic inches of material. Larger items can be
heated more slowly, but smaller items do not heat any faster.
Continued concentration will continue to raise the temperature
by 50° per tum for each level of Power. Thus at Power 10, you
could heat up a lO-cubic-inch item at 500° per second! So in a
single second, you could set a book ablaze. Again, assume a
pound of mass is roughly equal to 20 cubic inches. For every 3
levels of Power, a pyrokinetic can raise an average man's tem
perature by 0.5° per second.

Items must be heated as a unit; see Cryokinesis (p. 17).

Levitation *3
This skill works to lift only the psi's own body (and what

ever he is carrying). It is the psionic form of flight, and allows
horizontal as well as vertical movement. The psi can move only
his own body plus whatever he is carrying (no more than his
own weight).

No concentration or skill roll is required to use or maintain
this ability - once you have a half-point in it, it's as easy as
walking. Instead, use skilV2 (round down) to determine Dodge
while flying, or roll vs. skill for complex acrobatics.

Weight and skill are figured as for Telekinesis (below), but
Power is effectively increased by 10, for this skill only. This
means that a levitator with a Power as low as 5 (4, for a child)
can "fly" at a yard per second, and a high-powered levitator can
gofasl. (A levitator too weak to fly can still make his body very
light!) Maximum practical speed without special protection is
about 100 mph. A PK Shield of Power 10+ counts as special
protection.

A psi who has Telekinesis, but not Levitation, can still lift
himself if he has enough Power - he just doesn't get the +10
level increase.

Special Skill Limitalion: Only vertical movement. The levi
tator can float in the air or go directly up or down, but cannot
maneuver. -50%.

PK ShIeld *2 Prerequisite: ESP Power J+
To get this skill. the PK must also have at least I point of

ESP Power, in order to sense the air next to his body. PK Shield
lets the psi "lock on" to that air and hold it in place as a shield.
This gives DR I per 2 levels of Power against physical attacks
only - not lasers, for instance. It works normally on flame
attacks and sonic weapons. It also adds I point of PO (only I
point, not one per level).

To use this ability, take the Concentrate maneuver. At the
beginning of next tum, make your PK Shield rolt Lf you suc
ceed, the shield is up. and can be maintained from tum to tum
without any further concentration. However, a skill roll is
required each second to keep the shield active. Lf the roll fails,
you must concentrate again to build up the Shield, with the
usual fatigue cost and skill penalty for Repeated Attempts.

Items must be cooled as a unit; you cannot, for instance,
focus on a victim's heart and freeze it solid while ignoring the
rest of the body. The OM must use common sense, tempered by
dramatic license, to decide what constitutes a "unit" here.

Ice forms at 32°, and absolute zero (the lowest possible
temperature) is -460°. A cryokinetic can put out small fires by
cooling it below the point at which that substance can bum 
see Pyrokinesis. below, for high temperatures.

Cryokinetic Attacks
If a person's body temperature (normally 98.6°) is lowered

below 95°, he may become unconscious - each tum. he must
make a HT+5 roll, at -I per degree below 95° F. For every
point the roll is failed by, the victim loses I fatigue, or takes HT
damage if fatigue is at O.

Even minor sudden alterations in whole body temperature
can cause fever. brain damage, or death. If a person's body tem
perature is lowered (or raised) by at least I° in a single tum, he
must make a HT+3 roll. at-2 per additional 0.5°. Failure means
the victim loses 2 fatigue, I OX and I HT for every point the
roll failed by. Failure by 10 or more, or critical failure, results
in brain damage as well: the victim falls into a coma for Id
days. and loses I point of IQ.
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Power
I
2
3
4
5
6
7
8
9
10
II

see the speed at which the object can be moved. As the chart
shows, for every 2 levels of difference, speed doubles, up to a
Power difference of 16: after that, each 2 levels increase speed
by 500 mph (Move 250). If the excess Power is an odd number,
multiply the next lower speed by 1.4 (or add 125 mph if the
Power difference is 16 or more).

With a Power of 16 or better, you can throw small stones,
etc., as though they were bul1ets. RoF is I, use range and dam
age as for guns (see p. 8208), as follows:

Power 16: .22 pistol (Ruger STD).
Power 17: .32 pistol (Walther PPK).
Power 18: 9 mm pistol (FN HP35).
Power 19: .357 magnum (Colt Python).
Power 20:.44 magnum (S&W M29).

For each level of Power over 20, add 25 yards to half-dam
age range, 50 yards to maximum range and I point to damage.
Snap Shot is (25-Skill) and Accuracy is I.

Speed
Move I
Move 1.4 (5 feet/second)
Move 2
Move 3
Move 4
Move 6
Move 8
Move 12 (24 mpe"h;,-)__
Move!S\3llmpn)
Move 30 (60 !'!!Ph; thrown rock)
Move 60 (120 mph; arrow speed)

_ _ Move 120 (240 mph)
ove 250 (500 mph; bullet)

Move 500 (Mach 1.5)
Move 750 (Mach 2)

Excess Power
o
I
2
3
4
5
6
7
8
10
12
14
Ib
18
20

Getting Tricky
No concentration is required for simple telekinetic lifting

or movement. If telekinesis is used for anything beyond basic
straight-line movement, the user must take the Concentrate
action, and roll vs. TK skill at the beginning of his next tum, to
aim it. A failed roll means the subject misses its target (or oth
erwise perfonns badly - GMs can be creative here). The GM
sets the skill penalty, with the following guidelines:

Precise aim. slow movement (guiding a coin into a slot): -2.
Precise aim, fast movement (rhrowing a ball through a

hoop, or swinging a chair at an enemy): -4.
Precise aim, bullet-fast movement (throwing a rock to do

damage like a bullet): -6.
Precise orientation (keeping an arrow going point-first): -3.

This adds to the above penalties for aim.
Complex movement (writing your name with a crayon): -2

or more.
Target is moving when you try to control it: -I for every yard

per second that it is moving, up to a maximum of -10 (thrown
weapons and arrows fall into this category). You cannot catch a
bullet, because you can't see it coming - use PK Shield instead.

You may try to deflect an incoming missile if you can see it
coming. This counts as a parry. The roll to deflect something is
4 easier than the roll to control it (6 easier for long objects like
spears and arrows). Thus the net roll to deflect a fast-moving
arrow is -4. A successful roll moves the object off course - it
automatical1y misses its target. Note that deflecting a grenade
by one hex won't help much ...

Speed af Movement
The mass given for Telekinesis assume that the subject

moves I yard per second. For barely visible motion (the subject
shifts a tiny bit and stops) double the weight that can be affected.

For greater speeds, consider the object's mass. Take the
difference between the PK's actual Power and the minimum
Power required (from the Telekinesis Mass Table, above) to
move it continuously.

Now look up this "excess Power" on the chan below, to

Further increases in Power continue to add 250 pounds per
level. To determine equivalent ST, divide the "lift weight" by
25. Thus, a Power 20 psychokinetic can "teke" objects with ST
60. TK can also affect non-solids, such as smoke, affecting one
cubic foot per level of Power. To affect water, use the water's
mass ~ a gallon weighs about 8 Ibs., and as long as the water is
lifted as a single unit, it won't spill.

In general, PK Power of 15 or better is needed to move an
object fast enough to do harm. A lesser Power can still cause a
distraction, even if the objects thrown aren't heavy or moving
fast enough to cause injury.

Pyrokinetic heat is (rapped within (he subject: very little
escapes to the outside world until the psi stops concentrating.
Thus, a powerful - or patient - Pyrotic could bum a victim to
ashes while his clothing is almost unaffected, although the vic
tim would notice the temperature increase long beforehand, and
if he realized what was happening, could try to get out of line of
sight of the pyrokinetic! A better tactic might be to set a vic
tim's clothes on fire; he would notice nothing until they burst
into flame, but then the flames would hurt!

Some important temperatures (all in degrees Fahrenheit):
Room temperature: 75-80°. Body temperature: 98.6°. Person
becomes unconscious: 120°. Water boils: 212°. Paper bursts into
!lame: 451°. Wood bursts into flame: 550°. Meat broils: 550°.
Lead mehs: 621°. Copper melts: 1,980°. Iron melts: 2,786°.

Special Skill Enhancement: Lmproved Control. On a regu
lar miss, other things aren't heated up; instead, nothing hap
pens. A critical failure is treated as a nonnal pyrokinetic miss
(above). +20%.

Pyrokinetic Attacks
After a person's body temperature reaches J05°, he must

make a HT+5 roll each tum, at -I per degree over J05° F. For
every point the roll is failed by, the victim loses I fatigue, or
takes HT damage if fatigue is at O. A powerful pyrokinetic can
also cause shock or death as a result of sudden changes in body
temperature - see Cryokinesis, p. 17.

Telekinesis *4
This is the ability to move objects by mental power. Your

PK Power controls the mass you can move mentally, as follows:

Telekinesis Mass Table
Mass Moved Power Mass Moved
X oz. 12 301bs.
X oz. 13 60 Ibs.
I oz. 14 1251bs.
2 oz. 15 250 Ibs.
4 oz. 16 500 Ibs.
8 oz. 17 7501bs.
I lb. 18 1,000 Ibs.
2 Ibs. 19 1,250 Ibs.
4 Ibs. 20 1,500 fbs.
8lbs. 21 1,750Ibs.
15 Ibs. 22 2,000 Ibs. (I ton)
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TELEPATHY (5 POINTS PER LEVEL)

!

Telepathy is the power of mental communication and con
trol. II is among the most versatile of all psionic abilities, and
along with ESP and Healing, it is also the commonest. Because
of this, when people think of psis they are usually Ihinking of
telepaths.

Your Power controls the range at which you can use your
telepathic skills, as follows:

Telepathy Range Table
Power
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21

Further increases in Power continue to double range. These
ranges are for contact with a single target. For powers involving
a "global" use of psi (e.g.. a Shout directed at everyone around
you), divide Range by loo!

Targeting Telepathy
For Telepathy, the subject is always the person you are try

ing to detect, control. attack or communicate with. In general,
you must be able to touch or see your subjtxt, or borrow anoth
er's eyes using Telertxeive (in which case you are at -3 to skill).

However, a familiar subject (a person well known to you)
may be affected at a distance even if unseen. This always
includes acquainlances, but also applies to anyone (or anything)
deliberately studied by the psi or who can be clearly visualized.
A favorite movie star is familiar; so is the attractive passerby
whose face the psi remembers ten minutes after encountering her.
[fin doubt, the GM should require an IQ roll; add +3 for Eidetic
Memory, +2 (not cumulative) if good photos are available.

The penalty for an "unseen" subject is -5, or -3 if the target
is seen through another's eyes (or on live video). The penalty is
also -3 if a "lock" has been achieved with Telescan.

A few ski lis suffer no penalty for use on unseen targets:
they are Telescan, any Passive skills, and the "global" use of
Telesend (or "shout") at I% of nonnal range.

Telepathy Skill Modifiers
A Telepathy skill roll will have the following modifiers:
User is touching subject: +2. Exception: if your Power is I

or 2, you must touch the subject. and you do not get a skill bonus.
User knows subject slightly (GM's discretion): + I.

User knows subject intimately (GM 's discretion): +2.
Subject not seen or touched by user: See above.
Subject has Mind Shield: minus Power of Shield, if skill is

one that is nonnally affected (see below).

Aspect *2 PrerequisIte: Telepathy Power JO+
You radiate a charismatic aura that manipulates the emotions

of others, making everyone you meet notice and respect you,
whether through love or fear. People will turn their heads to look
at you as you pass. The range of this effect is determined by the
Telepathy Range Table, divided by 100. At level la, a successful
skill roll gives you a +1 modifier on reaction and influence rolls.
For every 2 full levels after that (e.g., at 12, 14, and so on) you
get another +1. If you don't want to be noticed, you can voluntar
ily "dim" your charisma, reducing effective Power.

You also radiate an "aspect" - a subliminal impression or
image related to your personality that people notice when you
are in range. At Power 10 to 12, aspects are indistinct: an aura
of peace around a gentle guru, or the feeling of fear that comes
over those in the presence of the cruel psi-lord. At Power 13+,
they may be strong enough to automatically project visions
symbolic of the psi's self-image into the minds of those within
range. A warrior psi's aspect cO'lld convey the impression of a
snarling wolf, while a wise mystic might radiate an image of
Mount Fuji and a feeling of calm strength. The impression an
aspect gives is a manifestation of the psi's personality, and may
change over time as the psi's self-image alters. Not all Power
10+ telepaths will have this kind of aspect, but players should
be able to design their character's symbolism if they wish.

This ability (not the charisma bonus) works regardless of
skill, as a "defaull" - any lelepath with Power 10+ may have an
Aspect if he chooses to. A skill roll is required to change your
normal aspect. however, and to keep it changed (roll each
minute). However, Emotion Sense and Sense Aura can always
detect a person's true aspect if they succeed in reading aura or
personality.

Special Skill Enhancement: The reaction bonus from your
Aspect is doubled when dealing with the opposite sex:. +50%.

EmotIon Sense *2
This is the ability to tell not what someone is thinking, but

what he is feeling. When a subject is in range of your power
and you hear him speak. you can tell whether he is lying - not
what the truth really is, but whether he is being truthful. This is
a "passive" roll, so the GM should make it for you automatical
ly, and notify you if someone is lying.

You can also get a general "feeling'" for someone's person
ality (and their aspect, if any); the better the skill roll. the more
detailed a feeling you get. This is also a ;'passive" process. but
only works if you are aware of the person you are reading - if
you have an eight-mile range, you won't inadvertently pick up
the feelings of everyone in the city. although you might pick up
general tendencies C1"he city is seething with anger!"). But if
you are in range, you can get a feel for someone you are speak
ing to on the telephone, or even watching on live TV.

Finally, you can also see through people's emotional
masks. If someone is sad but pretending to be happy, for
instance, a successful skill roll will reveal it. This is not a pas
sive process - it require a turn of concentration and a skill roll.

Default use: At a Power of 3 or beuer, the passive aspects
of this skill can be used without training. You can sense lies,
but not other emotions, by rolling vs. your IQ. You get only one
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"personaliIY" roll for each person you meet (if you are separat
ed for more than a month, you get anolher roll). This works
exacliy like the Empathy advantage (p. B20) - because they're
the same Ihing! If you have Empathy. you are a psi. The 15
points you spent for Empathy make you a Telepath (probably
with Power 3 and no training).

Erase Signature *1
This skill allows you to erase mental tracks from an area or

object. To do so. take the Concentrate maneuver. AI the begin
ning of your next tum, make your skill roll, and record by how
much you succeeded (bul your level of success may nOI exceed
half your Power, rounded down). You get only one Iry per
object. though another psi could try to erase (or erase better) the
same signature.

If someone aHempts to read a signature that you've erased
they must subtract the amount you made your roll by from their
Signature Sniffer skill - and they only get one allempl.

If you are attempling 10 erase someone else's signature,
you must make a successful Signature Sniffer roll to detect the
mental imprint to be erased.

This skill does not leave a signature except on a critical failure!

illusion *n/a Prerequisite: Telerecelve 14+
and Telesend 14+

Illusion is the abilily 10 seize control of the subject's per
ceptions. To try it, the telepath mUSI already have successfully
entered the subject's mind using Telereceive.

To use Illusion, take the Concentrate maneuver and decide
what kind of illusion you are projecting. At the beginning of
your next tum, roll a Quick Contest of your Illusion skill vs. the
subject's Will. A Mind Shield does not protect. since it has

already been penetrated. Illusions work best if they are of things
you are familiar with: the OM may impose a -4 (or greater)
penalty to create an illusion of something unfamiliar. Once suc
cessful. further concentration is not required, and a new Quick
Conlest is required to maintain it each minute (see below).

An illusion may totally alter the subject's sensory percep
tions. II can be something as subtle as making the $5 bill you are
holding appear to be a $100 bill, or as complex as making the
subject experience the bombing of Nagasaki a mile from ground
zero. You can even edit out some or all the subject's sensory
input, blinding him or placing him in complete sensory depriva
tion. or making something - like yourself - appear invisible.

However. an illusion will nel'U cause physical injury, and
you cannot create physical sensations so potent as 10 be inca
pacitating. An illusion of being caught in an explosion will be
loud and hurt a little, but won't harm the subject's ears, stun
him or do any damage. But a terrifying or seemingly fatal illu
sion may require a Fright Check. at a -I to Will roll for every
point the subject lost the Quick Contesl by.

A specific illusion can be maintained without concentration
by the user as long as it conlinues to behave as the subject e:<pects
it to. The user can have illusionary beings move or converse - this
only takes as much effort as normal talking, since most of the
"subtext" is provided by the subject's own e:<pectations. This also
applies to illusions of non-living objects. (For e:<ample. if the sub
jcci rips an illusionary paper in half, the two bits will flutter to the
ground.) But making a major change in the illusion requires alum
of concentration and a totally new Quick Contest

Note also that the illusion need not be within the creator's
range. as long as the subject is. The illusion doesn't even nist
excepl within the mind of the subjcct. It is as easy to make the
subject see a monster eat the moon as it is to make him see
someone standing beside him.

I.IIusion is a very powerful ability, but remember. the sub
ject's mind isn'l being controlled - just his perceptions.
Someone can overcome an illusion by ignoring what his own
senses are telling him: "To heck with this - I don'l care that my
senses tell me I'm falling naked through Jupiter's atmosphere
I was in Detroit a minute ago! larder my bOOy 10 move forward
and spray the area with machinegun fire. Yes, I know I can't
see or feel my Uzi, but I don't remember dropping it. I tell my
finger to squeeze the trigger and my feet to keep on moving."
He might need a OX roll to avoid falling over and would be at
·10 to see or hit anything, bUI it could be done!

Illusion is mosl dangerous when it interacts with reality. For
instance, a driver sees a small girl run in front of him - so he
swerves off the road to avoid her. The girl was an iUusion. If he
had merely been blinded by a full-sensory illusion. he might have
realized whal was happening and could have braked the car.

Special Skill Enhancement: Can be used against groups of
people. See sidebar, p. 39. +50%.

Special Skill Limitation: "For Invisibility Only:' The only
illusion you can create is thai you are not there - your subjecl
cannot see you. -50%.

Mental Blow *n/aPrerequlslte: Telesend 12+
This is a direct menial attack. To strike a Mental Blow,

take the Concentrate maneuver. At the beginning of your nexi
tum. spend one fatigue and roll against your Menial Blow sk.iII.
with a penalty for the subject's Mind Shield (if any). If you suc
ceed, the subject must make a HT roll or be mentally stunned
(p. B122). In addition. if Power is 10+, the subject takes fatigue
damage as well. Once the victim's ST reaches zero, and he falls
unconscious, no further damage can be done.
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Exception: A critical success with a Mental Blow does
physical harm to the victim instead! A critical failure backfires,
causing physical damage to the attacker in addition to the nor
mal fatigue losses from a critical failure.

Damage is based on the attacker's Power. Roll ld for every
full 10 painls of Power, and add I painl if the remainder is 5 or
more - thus, Power of 16 does Id+1 damage. Mental Blows
may also be aimed at specific "parts" of the mind, or may be
targeted at a Mind Shield itself, to tear it down. See Telepathic
Techniques, p. 35.

The victim, if he is telepathic and still conscious, gets an
automatic passive roll against his own Telereceive, Mind Shield
or Psi Sense skill (whichever is highest). A successful roll gives
infonnation about the attacker, as per Psi Sense. Ignore critical
failures.

Mental Stab *n/a PrerequIJlte: Mental
Blow 15+

This is a lethal mental attack, It works just like Mental
Blow except that it costs 2 fatigue, and does I point of real HT
damage - not fatigue - per 5 full levels of Power. However,
Menial Stabs cannot be aimed at a part of the mind or at a
shield! On a critical success, a Mental Stab does Id of damage
per 5 levels of Power! A critical failure does nonnal Mental
Stab damage to the attacker.

MInd ShIeld *2
This is the ability to maintain a mental "shield" that warns

you of mental attacks (Psychic Vampirism, Telereceive and
Mental Blow), and helps defend as welL

You may turn your shield on or off at will; this may be
done at any time, even when il is not your tum during combat
order. When you go to sleep or become unconscious, your
shield remains as it was set. If there is some need for your
shield to come up or go down while you are asleep or uncon
scious, you get a single Mind Shield skill roll (at -2 if you are
unconscious rather than merely asleep). If the roll fails, your
shield stays as it is until you awaken.

Power of Shield
Your Telepathy Power is the shield's strength. Subtract this

number from the skill of any use of psi that is affected by the
shield (see below). If a hostile presence does enter your mind,
the best thing 10 do is 10 try to force him out before he can do
anything - see Gel Out ofMy Mind!, below.

Mind Shield defends against Mental Blow, Mental Stab,
Telereceive and aU uses of Psychic Vampirism. It doesn't work
against Illusion, Mindswitch, Mindwipe, Sleep, Suggestion or
Telecontrol, but it wiU protect against the initial Telereceive
roll that is required to enter your mjnd before these abilities can
be used.

Example: A Telepath with skill 18 is trying to enter your
mind. Your Telepathy Power is 5. The intruder psi rolls against
a Telereceive skill of 13. If he succeeds in getting past your
shields, he can now read your mind and use skills like Sleep
and Telecontrol against you.

Repeated Attempts: If a psi attack meets a Mind Shield and
fails to penetrate it, each "repeated attempt" is at -2 rather than
the nonnal -I, and costs two fatigue points.

Effects of Skill
The user's skill with Mind Shield determines the type of

protection it gives:
8 or less: Interferes with all Psychic Vampirism and above

listed uses of Telepathy, friendly or hostile, against or by the

subject. In other words, when the shield is up, it interferes with
his own telepathic abilities!

9 to II: Interferes with all uses of PV and Telepathy when
the Mind Shield user is the subject - but nOI with the user's
own Telepathy.

12 to 14: Interferes with all uses of PV and Telepathy when
the Mind Shield user is the subject, unless Ihe user consciously
designates a use as "friendly." That use then suffers only half
the nonnal interference (round up),

1510 17: The shield automatically discriminates between
friendly and hostile contacts. Friendly contacts are detected, but
can work through the shield without opposition. The user can
decide, at any time, whether "neutral" contacts will be treated
as friendly or hostile.

181020: As above - and if a "friendly" contact turns hos
tile, the attacker must make a new skill roll against the shield to
stay in contact.

Over 20: As above, but any psi contacting the shield with
Telereceive must win a Quick Contest of Skills (Telereceive vs.
Shield) to even perceive the user as psionic. If he doesn't real
ize the user is a psi and his roll fails to penetrate the user's
Shield, he will believe he has succeeded, but merely perceive
surface thought appropriate to a non-psi. This is called "cloak
ing." (If an attacker doesn't know he is dealing with a psi, an
attempt to use PV, Telecontrol, Mindwipe, or Ihe like will
detect the cloak on a skill roll, but automatically fail, since the
user's shields have not really been penetrated).

Brute Force Attacks
Even with superior skiB. getting through a Mind Shield can

be almost impossible if the target has very high Power.
However, an attacker opposed by a Mind Shield can attempt to
use his own Power to batter through the shield by sheer force.

Use of "brute force" must be announced before the roll is
made to detennine success. It allows the attacking psi to subtract
half (round down) his Psychic Vampirism or Telepathy Power
from the Shield's effective strength. If the target doesn't have a
Shield, or if the Shield's strength is reduced to 0 through this
method, brute force does not increase the chance of success any
further.

A brute-force attempt always costs 2 extra fatigue points,
plus the 2 paid for a repeated attempt against a mind shield. It
will always be noticed and will always give the victim some
mental picture of its source's Aspeci or personality. If the vic
tim knows the allacker, he will recognize them.

Example: The rogue psionic computer Agamemnon uses its
Telereceive against Calvert, who is trying to shut it off.
Agamemnon has Telereceive-16 and 21 levels of Telepathy Power,
while Calvert has a Mind Shield with a Power of 14. Nonnally
Agamemnon would only have a 2 or less chance, despite its high
Power. However, if Agamemnon decides to use brute force. this
reduces Calvert's Mind Shield Power by (2X), or 10 levels, to 4.
Agamemnon's skill roll succeeds on a 12 or less. Whether
Agamemnon fails or succeeds, Calvert will know exactly what is
happening, and will have a chance to deal with il- see below.

"Get Out of My Mind!"
It can happen thai a hostile psi penetrates your shields with

Psychic Vampire or Telereceive. and that you later become aware
of his presence - for instance, because he failed an Illusion,
Mindswitch, Mindwipe, Sleep or Telecontrol roll. Or he might
have entered your mind while your shields were down, or simply
battered his way in with brute force. In any case. you may attempt
to close him out of your mind. Roll a Quick Contest: your
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(Telepathy Power + Mind Shield skill) or (Will+IO), whichever is
beUer. vs. his (attacking Power + attacking Skill). Even if you lack
a Mind Shield, you can try to evict an intnJder in this way - roll
Vli. Will+ 10. 1be attempt counts as your action for the tUITl.

If you win. you drive the intruder out of your mind. and he
will suffer the nonnal repeated-attempt penalties if he tries to
return.

But if you lose. the enemy psi is in your mind for as long as
be maintains his attacking skill. If you want to keep your
thoughts a secret. you must make an 1Q+4 (or Mind Block+4)
roll to conuol your own thoughts. or you will immediately think
of whatever it is you fear be is trying to learn - which can give
your secrets away even to an unskilled attacker. If the enemy
stays in your mind for long, your chance of keeping your secrets
will decrease: see the Mind Block skill (p. 100) for details.

Mlndswitch *nla PlerequWte: Telerecelve-14+
and Telesend-14

This ability enables you to switch your mind with a sub
ject's, and vice versa. II may only be used after you have
already made contact with the sUbject's mind using Telereceive.
If successful, Mindswitch always costs both bodies 3 fatigue!

To use Mindswitch, take the Concentrate maneuver. At the
beginning of your next turn. roll a Quick Contest of your
Mindswitch skill vs. the subject's Will+5. A Mind Shield does
nol protect. since it has already been peneltated. If you win the
contest. your mind enters the subject's body. and the subject's
mind enters yours. If you make the skill roll but lose the con
test. the subject will be aware of a "presence" in his mind.

Mindswitch is pennanent - the only way to return to your
body is to Mindswitch back. However. a critical failure on any
Mindswitch attempt prevents you e';er trying to switch into that
body again - which may lock you out of your original fonn.

A person in a new body has that body's ST. DX. HT and all
ils physical advantages and disadvanlages. He does not get the
body's IQ. mental advantages and disadvantages. skills, or psi
powers - he retains his own. (Exception: Combat Reflexes will
be relained if either the mind or the body had the advantage!)

All mental and psi skills remain unchanged. but all physi
cal skills are based on the new body's DX or HT. Thus, if
someone with DX II and Broadsword-13 switched into a body
with DX 15. he would now have Broadsword-I 7• since the new
body has a DX 4 points higher.

Until the switcher becomes used to his new body. DX-and
HT·bascd skills are temporarily reduced: -3 for the first hour.-2
until a day has passed. and -I until a week has passed.

You can Mindswitch into an animal's body, providing it
has IQ 5 or beller. If a person switches into a body with a lower
starting IQ. the GM may reduce the higher IQ by hnlf the dif
rerence between the a\'erage intelligence of the races. and vice
versa. Example: human starting IQ is 10: an average wolf has
IQ 6, so the difference is IQ 4. If an IQ 13 man's mind is trans
ferred into a wolfs body, his intelligence will drop by half of
that nonnal difference, to IQ II. Similarly. the wolf-mind now
has the potential to gain 2 points of intelligence from the human
brain. Any increase in IQ should be gradual (one IQ per week).
A decrease in IQ will be instant.

If a character's point total increases as the result of a
Mindswitch and he decides to remain in his new body. any
points earned must first go to paying off the difference.

Special limitation: The psi can only transfer to one specific
body (e.g.. a pair of telepathic twins who can shift their minds
around, or a person who can swap minds with his animal com
panion). ·50%.

Mlndsword *nla Prerequisite:
Mental Slow 12+

You can create a visible blade of concentrated mental ener
gy. To do so, take the Concentrate maneuver. At the beginning
of your next tum, roll against Mindsword skill (the only modi
fiers that apply are those for Multiple Feats. p. 7). If you suc·
ceed. the Mindsword appears in your hand. It vanishes immedi·
ately if dropped: otherwise no concentration is required to
maintain the Mindsword. but a new skill roll is required each
minute. If the roll fails. the user can try again with the usual
penalty and fatigue cost for Repeated Attempts.

The Mindsword is used exactly like a melee weapon - use
Force Sword skill to wield it. Determine damage from the
Weapon Damage Table in the Basic Set. basing damage on the
wielder's Telepathy Power in place of ST. The user can thruSt
or swing: it does thrusting damage as actual impaling injury, or
swinging damage to fatigue. like a Mental Blow.

A Mindsword's blow can be Dodged. but not Blocked.
Only another Mindsword can parry it. Normal weapons (even
energy blades like Force Swords) are useless. However, a
Mindsword cannot parry a nonnal weapon either. only another
Mindsword. Similarly. nonnal PD and DR (or Toughness) give
no protection against a Mindsword. A Mind Shield has DR
equal to half its Power. Psionic Resistance has DR equal to half
its level.

A Mindsword can reach into or out of the astral plane. at ·5 to
hit. An astral entity uses ils astral PD and DR against the blade.

The wielder of a Mindsword may aim at specific hit loca·
tions, at the usual penalties: blows to the vitals do double dam·
age after DR, and strikes at the brain do triple damage. while
blows to the limbs may numb (if fatigue damage is over half
ST) or cripple (rrom HT damage). but limb damage in excess of
half HT (or half ST) is lost.

Note to GMs: This power is definitely cinematic. if not
actually "comic book." It's out ofplace in a hard-science cam
paign, and rna}' be dropped.

Mlndwlpe *nla Prerequisite: Telesend and
Telerecelve at 12+

This is the ability to edit or remove a subject's memories.
To try it, the telepath must have already entered the subject's
mind using Telereceive. Most attempts take al least an hour or
solid concenltation; if you are interrupted and fail a Will-3 roll.
you must start again. Mindwipe is always resolved as a Quick
Contest between your Mindwipe skiJI and the subject's WiJI
(once per hour for long processes). If the user fails. the subject
will be aware that someone is trying to tamper with his mind. If
the user succeeds several limes but then fails. the subject's
memory will reappear in 3d days.

Since it takes so long. Mindwipe is best perfonned on a
subject who is sleeping or restrained. The time required to do
(or undo) a memory change, or to find traces of a change in the
subject's mind, varies with the complexity of the change. The
more subtle the change. the harder it is to make. repair or find:

Delete all the SUbject's memories permanently (leaving a
babbling idiot): I bour.

Delete all the subject's memories. but in such a way that
they could be restored: 2 hours. . ..

Delete all the subject's memories but retain skills and abIli
ty (0 function day-ta-day (a classic amnesia victim): 4 hours.

Delete a group of memories (e.g.. several weeks of time): 3
hours.

Replace a group of memories with a false memory: 5 hours.

Psionic Abilities



Suggest *n/a

Remove one memory: I hour (10 minutes for a memory
within the past day).

Change one memory: 2 hours (20 minutes for a memory
within the past day).

Delele (unselectively) all memories from the last ten minutes:
one tum! This deletes memories of the Mindwipe. as \\'ell. ("This is
the only Mindwipe abilily fast enough 10 work in combaL)

Planl a compulsion (a single order which the subject must
obey at an appropriate time): 4 hours. A compulsion may not
compel the subject to do anything that takes longer than a minute
or two to perfonn; compulsions are always obeyed literally.

Implant or remove a Mental Advantage, Disadvantage or
Quirk: A half-hour per point of original cost. Mindwipe can
affect any advantage, disadvantage or quirk thai the GM feels
can be logically linked to the erasure of memories or the inser
tion of false memories. Traits associated with Ihe physical
structure of the brain, and most supernatural (i.e., magical or
psionic) traits cannot be affected. The subject must buy off any
disadvantages permanently removed this way, or pay for any
advantage added.

Resisting Compulsions
If an implanted compulsion goes radically against the sub

ject's personal morality, or is strongly in opposition to his men
tal disadvantages, the subject may be allowed to resist at the
last second before the programmed compulsion takes effect.
(GM's discretion. but this rule should be applied when a PC is
compelled to suicide or murder his best friend. for inslance.)

Roll another Quick Contest between the subject's Will and
Ihe Mindwipe skill of the te1epath who planted it (use the
amount he made the original roll by, rather than reroUing). If
the subject wins. he stops himself just in time, shoots himself in
the foot rather than the head if ordered to suicide. or whatever.
and then passes out from the strain. Be dramatic!

Other Mindwipe Techniques
A skilled telepath can do other things with Mindwipe.

including delecting or undoing another psi's tampering. See
Chapter 2, Admnced Psionic Techniques. for details.

Psi Sense *1
This is the ability to detect use of psi powers. The possessor

of the power (sometimes called a sniffer) gets a passive skill roll
10 detect any active use of psi within his range. He may also use
the skill actively, by concentrating for one second, and making a
skill roll at the start of his next turn. Range is based on the
Telepathy Range Table. Use full range. not range divided by 100.

A Sniffer has the following bonuses and penalties:
Sniffer is using power actively: +5.
Subject is using a Telepathic psi ability: +2.

The success of the skill roll determines the amount of
infonnation the Sniffer gets. as follows:

Failed roll: No psi use detected.
Succeeds: Sniffer knows psi was used within his range.
Succeeds by I: Sniffer also knows approximale direction.
Succeeds by 3: SnifTer also knows approximate disrance.
Succeeds by 5: Sniffer also knows what psi Power was used.
Succeeds by 7: Sniffer also knows whal psi skill was used.
Succeeds by 9: Sniffer also knows what the skill was being

used on. or for.
Succeeds by 11: Sniffer also gets image of user's personal

ity (or recognizes user, if he knows him already).

The skill delects only a psi user. nOI subjects of psi use. A
shon-range Sniffer, in the same room with another person, would

not know that person's mind was being read unless the spying
Telepath was also within the Sniffer's range.

In cases where there are many active uses of psi going on
(e.g., the Sniffer uses a very long range. or the world is full of
active psionics), the GM may roll to see if the nearest use is
detected. Once the Sniffer has located (success by 3+) a particu
lar source of psi, he can choose to ignore it, and go for the nexi
nearest psi-source, and so on.

Signature Sniffer *1 Prerequisite:
ESP Power 1+

You mUSI have ESP Power I or m<m to learn this skill. With
Signalure Sniffer, you can read old psychic signatures left by the
use of psi-skills. To use it, take the Concentrale maneuver. At the
beginning of your next tum. roll vs. Signature Sniffer skill. A suc
cessful roll will give you the mental "'fingerprints" of the user,
and some hints as to the user's personality (unless you already
know him, in which case the identity will be clear). Use the Psi
Sense lable to determine how much you found OUI.

You can Lry again for more information (Le., get a better
roll), but doing so requires a Repeated Attempt, regardless of
how long you wait between attempts.

If the subject used Erase Signature to cover his tracks. sub
tract the amount he made his roll by from your skill!

This skill leaves no signature!

Sleep *n/a Prerequisite: Telesend at 12+
This is an indirect mental attack - it may only be used after

the telepath has contacted the subject's mind using Telereceive.
To use Sleep. take the Coocemr.ue maneuver. At the begin

ning of your next tum, roll a Quick Contesl of your Sleep skill
vs. the subject's Will. A Mind Shield does nol protect. since il
has already been penetrated.

If you win. the subject falls imo a nonnal sleep lasting for
Id hours unless awakened. On a failure, the subject gets an IQ
roll to realize he is under attack.

Exceptions: Any Telepath rolls against his best Telepathy
skill. And in a world where neither magic nor psi is commonly
known, most victims will have no experience with Sleep attacks
and will just think they're sick.

The attacker can also attempt to place the victim into a deep
coma, rather than normal sleep. This attempt is at -4 to skill, but
if successful, the duration is Id hours per 3 levels of Power, and
the victim cannot be awakened through nonnal means. A psi who
makes a Telereceive roll at -5 can attempt to reach into a victim's
mind to awaken him; one try per day is allowed.

Special Skill Enhancement: The ability can be used against
a whole group of people. See sidebar. p. 39. +100%.

Prerequisite: Telerecelve
and Telesend at 12+

A telepath with this skill can project a simple feeling or
emotion which can affect the actions of others. This is an indi
rect mental attack - it may only be used after you have already
made contact with the subject's mind using Telereceive.

To use Suggestion. decide on the message (see below) and
then take the Concentrate maneuver and expend one fatigue. At
the start of your next tum. roll a Quick: Contest of your Suggest
skill vs. the subject's Will. A Mind Shield does not protect.
since it has already been penetrated. If you win, the subject acts
on the suggestion. If your skill roll is successful. but the subject
won the Quick: Contest. the subject receives the emotional mes
sage, but it doesn't influence him.

The feeling or emotion to be sent may be simple or com·
plex. The more complex, the greater the penalty to your skill.
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Simple (one word) feeling-messages might be: need, love. joy,
anger, danger. hunger. etc. Only primal feelings and emotions
may be sent using this skill; it is up to the GM to determine
whether a proposed communication meets these criteria.

Complex messages involve adding a subject, objeci. or
qualifier to the base feeling or emotion.

A subject is the entil)' expressing the emotion. Adding a
subject to the basic "danger" could generate the messages "I'm
in danger." "you're in danger" or "the world is in danger."

An object is what the emotion is expressed towards. This is
the difference belween "hungry" and "hungry for pretzels."

A qualifier describes or limits the feeling, subject, or object
and must be limited to something that can be communicated in
simple. clear terms, like "pull the red lever" or "hit the big man."

Subjects, objects and qualifiers each add a -5 penalty to the
roll, but this may be modified by the GM. Add +3 for an object
or subject well-known to the receiver. and +2 if it is in the sub
ject's presence. Suggestions about objects or subjects unknown
to the receiver will have no effect.

Modifiers are cumulative. For instance, communicating
"your sister is in danger from the KGB," if the sister is present
and emotionally close to the receiver, is at -5 (subject), +3 (sub
ject well-known), +2 (subject present), -5 (object), and +3
(object is well-known) for a total -2 modifier. To qualify it (e.g..
sister is in immediate danger) would add another -5 modifier.

A targeted subject who succeeds in lhe Contest is immune
to further Suggestions for OQ) minutes. The GM makes an IQ
roll for any psi who resists a Suggestion. If successful, he real
izes that an attack has occurred. On a critical success, the GM
should give a clue to the identity of the allacker.

relecontrol *n/a Prerequl.lte: rel..end and
relerecelve at IS+

This is the ability to take over the victim's mind and oper
ate him from a distance like a puppet. Telecontrol may only be
used after the telepath has successfully made contact with the
subject's mind using Telereceive.

To use Telecontrol, take the Concentrate maneuver for one
second. At lhe Slart of your next tum, roll a Quick Contest of
your Telecontrol skill vs. the subject's Will. A Mind Shield
does nOI protect, since it has already been penetrated. If you
win, the victim is under your control. [f you lose. the subject is
alerted to your presence: he feels you in his mind, and further
attempts at Telecontrol on that person have the usual penalties
and fatigue costs for Repeated Attempts.

A controlled victim is operated like a robot. You can order
him to say or do anything you wish. You can make him use his
own physical or mental skills. or you can use your own mental
(not physical) skills through his body, but you do not have
access to his memories, nor can you ask him for advice.

Telecontrol requires great concentration. Although the user
need not take the Concentrate maneuver each turn to control his
puppet, he will be at an extra -4 on skill rolls if he wants to do
anything else - either psi use or a normal skilL It is possible to
control more than one victim at a time, but anempts to control
each successive victim will be at a cumulative -4 to Telecontrol
rolls and anything else the controller attempts, and the puppets
will have slurred speech and DX-4.

Once established, Telecontrol may be continued for as long
as you wish. A new Contest of Telecontrol vs. Will is required
for each minute that you stay in the subject's mind, but this
requires no concentration and costs no fatigue, even on a criti
cal failure. However, you are at -4 to skill for each extra person
you control, and failure lets the subject break free!

When control ends, the victim will remember nothing of what
happened during the period of control, nor will he remember the
attack itself. After a victim has been controlled once, you have a
+2 on any further attempt on the same victim; this decreases to +1
after a week has passed. and is gone after a month.

Special Skill limitation: You must enter a trance-like state.
during which you yourself are helpless and unaware of your
surroundings, to Telecontrol someone. -30%.

relerecelve *3
This is the skill of receiving thought. Received thought

comes at the speed of speech, except between two very skilled
telepaths who have entered "full communion" (see Two· Way
Communication. p. 36). Establishing contact with Telereceive is
a necessary prerequisite for many "indirect" telepathic abilities,
such as Sleep or Telecontrol; anyone who wants to use these
skills must also have this one. This is the skill that can find a
path through a Mind Shield, "listening" to the thoughts wilhin
and opening the way for olher skills.

To use Telereceive, take the Concentrate maneuver for one
turn. At the start of your next tum, roll vs. Telereceive skill. If
the subject is unwilling (or unaware of the probing), subtract his
Mind Shield's Power and any levels of Strong Will he has (or
add his Weak Will!). If the subject is deliberately keeping his
mind blank, waiting for a contact, add 2 to effective skill.

If you succeed, you remain "in contact" with the subject's
mind. A new skill roll (as above) is required each minute that
you stay in the subject's mind, but this requires no concentra
tion and costs no fatigue, even on a critical failure.

If you fail, you may try again at the normal penalty for
repeated attempts. Note that a Mind Shield makes repeated
attempts more difficult: -2 penalty per repetition, and 2 fatigue!
(If you failed because of a Mind Shield, and you are not trying to
be secretive, you may attempt the mental equivalent of a polite
knock. If this roll succeeds, you won't be in the other person's
mind, but he will have a chance to make his own Telereceive roll,
if he has the skill, to know that someone is are trying to make
contact. Whether he drops the shield is up to him.)

A critical failure automatically alerts your target that a
Telereceive is being anempted - which is sometimes good and
sometimes bad.

If you get into the subject's mind, the level of thought you
get depends upon the amount by which you make your skill roll.

0-2: You can read active surface thoughts only. If the subject
is talking or subvocalizing, you pick up only what he is saying.
You are now within the subject's Mind Shield, and can use skills
such as Sleep or Telecontrol. Also, there is no range penalty for
using further psi skills on the subject, even if he is out of sight.

3, 4: As above, but you pick up all surface thoughts, plus
occasional mental associations and background on them. You
can also pick one of the subject's senses (sight. hearing.
Telepathy. etc.) to "tap into." Lf you are using someone else's
vision, you can target psi abilities through that person's eyes at
-3, ignoring lhe "subject unseen" range penalty.

5, 6: As above, but you gain all significant mental associa
tions and background on what the subject is currently talking or
thinking about. You receive all the subject's sense impressions.
This, however. makes you vulnerable to them! If your subject
hurts himself, you will suffer shock and stun effects (though no
actual damage); if he dies, make a Fright Check at -6. On the
flip side, telepathic lovers experience shared pleasures.

7. 8: As above, but the subject's subconscious mind is
exposed. You understand his personality. and know all his
Mental Disadvantages and Quirks. You may attempt to deter-
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TELEPORTATION (5 POINTS PER LEVEL)

mine the root cause of any neuroses or other psychological
problems. This takes a minute of total concentration, and a
Psychology+6 roll (so with the +6 bonus, it defaults to IQ).
However, doing so can be dangerous: roll a Quick Contest of
the user's unmodified Telereceive skill 'Is. the Will of the sub
ject, with a + I bonus to the SUbject's Will for every 5 character
IXlints of Mental Disadvantages he possesses. Failure means the
psi suffers a Fright Check with a + I on the roll for every point
he failed by.

9, 10: As above, but the subject's memories of the last day
are also exposed. The user only remembers them as clearly as
the subject does. Another Telereceive roll and one minute of
concentration is needed to locate a specific memory over an
hour old. A failure on this roll means the memory cannot be
located; try again another day.

11,12: As above. but the subject's memories of the last week
are also exposed. Again. clarity is based on the subject's own rec
ollections. A roll is only needed to find a specific memory that is
over a day old. Lfyou fail, you cannot try again for a day.

13+: As above, but all the subject's memories are exposed,
though a separate skill roll is still necessary to "Iocate" any par
ticular memory over a year old. If you fail, you cannot try again
for a day. Memories the subject docs not consciously remember
may be discovered.

Contact is lost if you lose consciousness or go to sleep, or
if you voluntarily "tums off' the ability. If me subject puts up a
Mind Shield, you must immediately make another skill roll
(with the penalty for the Shield) to retain contact.

It is possible to try for a "better level" of contac!, but this is
treated as a normal "repeated attempt," and if it goes wrong.
you could lose contact entirely.

A victim may try to evict a Telereceive-using intruder from
his mind - see Get Out of My Mind!, p. 22. Note that this is
possible even without a Mind Shield!

Subtle Invasion
A nonnal Telereceive attempt can be sensed by the subject

as a "presence" in his mind. To avoid such notice, before
rolling for success with the actual Telereceive attempt, make a
roll for subtlety. This takes no extra time, and is a Quick
Contest between the intruding psi's unmodified Telereceive
skill and the subject's Mind Shield skill, or IQ if he has no
Shield. A success by the mind reader means his allempt
(whether successful or not) went unnoticed by me target. A tie
or failure means the subject notices you, though whether he
understood that crawling sensation in his brain will depend on
his experience with Telepathy.

Telescon *2
You can "search" an area and hunt for a specific person's

mind. This takes a tum of concentration and a Telescan roll.
Although you must specify who you are looking for, you need
not be able to see or even clearly visualize your target. and you
never suffer range penalties to your skill.

Your range is not divided by 100 for this skill. If the person
you're searching for has a Mind Shield, its Power is subtracted
from your Telescan skill. Other modifiers are as follows:

This is the power of instantaneously moving things from
place to place. A teleported object "blinks" fTom one place to
another.

You've never met the subject: -8.
You've met the subject once (physically or mentally):-4.
You've met the subject several times: O.
Subject is a casual acquaintance: + I.
Subject is a friend: +2.
Subject is a close friend: +3.
Subject is a close family member: +5.
A successful skill roll will tell you the direction and dis

tance to the subject - a critical success will give you a mental
picture of the area he is in as well. A critical failure will alert
the subject that he is being scanned for. How he reacts to this
will depend on his familiarity with Telepathy.

If you succeed, you can maimain this skill continuously, 10
track a person. No extra concentration is needed, but an addi
tional roll at +4 is required each minute. Lf mis roll is failed.
you have lost your target, and must begin the process over
again, with penalties for Repeated Attempts.

If you have a "lock" on a subject via Telescan, me range
penalties for using telepathic or PV abilities on an "unseen"
subject are reduccd to -3. As long as you have a Telescan
"lock" on the subject, you may use psi abilities on him while he
is in range but out of sight, even if he is not "familiar" to you.

Telesend *3
This is the skill of sending thought to a single subject.

Communication is about the speed of talking, though simple
pictures may also be sent (by visualizing them) at the speed it
would take to draw them on paper.

To use Telesend, take the Concentrate maneuver for one
second. At the start of your next tum, roll against Telesend skill.
If you have no language in common with the subject, the skill
roll is at -4 (unless sending pictures). If the roll fails by 4 or less.
the subject feels a mental contact, but understands nothing!

If the roll was successful, you remain in communication,
although a roll is needed each minute to keep contact. Lf you
began communication when the subject's Mind Shield was
down and he suddenly raises it, you must immediately make
another skill roll (with penalty for the Shield) to see if you
remain in communication.

If you have Power 10+, you can broadcast globally, your
sending picked up by everyone within I% of your normal
range. This doesn't require a skill roll, but you must take the
Concentrate maneuver each tum.

The Shout: Also at Power 10+, Telesend ability call be
used for a telepamic shout which can stun those who receive it.
If the shout is broadcast, no skill roll is required. A Shout can
be wordless, or can carry a message of onc simple concept (as
determined by the GM). "Help!" is a concept; "Martians" is a
concept. "Help, the Martians are invading New York!" is too
complex for a single Shout.

The psi may use the Shout on any area within his nonnal
Telepathy range. The radius affected is equal to the psi's "global"
area (a lesser area can be specified if the psi Shouts less loudly).
Everyone within this area must roU 'Is. HT. A failed roll results in
a Mental Stun (see Total Surpri~·e. p. BI22). If a person has a
Mind Shield up, he can add half his Mind Shield Power to HT to
resist the Shout. Psionic Resistance also adds to HT.

Special Skill Umjtation: Cannot Lie with Telesend. -30%.

If me destination isn't in sight, the teleporter must be able
to clearly visualize it. Anyone will be intimately familiar with
some places. such as his home, but the GM should put a finite
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limit on the number of locations a teleporter can have memo
rized - equal to IQ, or IQx2 for someone with Eidetic Memory,
and only allow one "Iocation" to be changed per day. A person
who wants to memorize more locations may do so by spending
character points ~ a half-point per location.

Special Limitalion: You can carry nothing, and always
arrive nude. Exoteleport can never be learned. ·50%.

Special Limilation: Your teleported objects retain any ori
entation and speed vector they had before being blinked. If you
are falling, and transport yourself to the surface of the earth,
you will hit hard! -50%.

Special Limitation: Material in the space you telepon into
does not exchange places with you; it is pushed aside. When
you teleport away, the air creates a loud pop as it fills the vacu
um you left -20%.

Special Limitation: If you teleport into a solid, non-living
object, you will lose whatever ponion of your body intersects
the object. Be careful. -50%.

Special En}umcement: You can memorize and use any loca
tion you ever visited, with no limit on numbers of locations. -+40%.

Autoteleport *4
This is the basic Teleport ability - the skill to move yourself

(and up to 5 pounds of clothing and carried items) from point to
point without crossing the space between. You cannot go some
where unless you have been there, or can see it at the moment you
are teleporting. You can try to teleport to a place you are seeing
on live TV (at -5), or through someone else's eyes (at -3).

The distance you can teleport is based on the Telepathy
Range Table, p. 20. You must have at least Power 3 to go a
yard or more; Power 2 lets you teleport 1.5 feet, and Power I
only 9 inches, so you can use it to "walk through walls."

To usc Autoteleport. take the Concentrate maneuver for
one second. At the start of your next tum, roll vs. skill. Failures
will send you someplace unplanned, usually somewhere similar
to your intended destination (not necessarily nearby, just simi~

lar: for instance, instead of teleporting to your new apartment,
you may go to your old one) and cost 2 fatigue. Critical failures
send you somewhere unpleasant. and stun your Teleport power,
rendering it unusable for Id hours.

Teleporting may require the user to make a roll against
Body Sense skill (p. 100) to avoid disorientation.

Combat Teleport *n/a
Prerequisfte: Autoteleport-14+, Power 10+
This is the ability to use teleportation to avoid being hit 

to make a short-range teleport away from a blow, or out of the

ENHANCEMENTS.
Players can use enhancements and limitations (see p. 9) to

customize psi powers, increasing the variety of abilities avail
able to their characters.

Many special enhancements and limitations are listed for
particular psi powers or skills; the ones below are "generic" and
can be applied to most powers. The GM may reject any combi
nation that seems silly!

Extended Duration +30%
A power enhanced in this manner lasts twice the normal

Duration. This may be purchased as many times as desired.
each enhancement doubling the Duration again. This can't be
bought for attack powers.

line of fire of a ranged attack. To learn this skill, the user must
have a minimum Teleport Power of 10!

Unlike most skills, no concentration is required. An
attempt to combat teleport replaces the user's active defense
against the attack. and the user can only attempt one Combat
Telepon in a tum. The chance of success and other restrictions
are identical to Autoteleport, but the user must be able to see his
destination. Range for a Combat Teleport is I% of nonnal tele
pon range.

A successful combat teleport means the user evaded the
attack and is now elsewhere; a Body Sense (p. I(0) roll is
required to avoid falling over. The teleporter can change facing
during the jump, at a -2 to skill and to the following Body
Sense roll.

A failed teleport roll means he fails to jump in time; if the
attack hits, he has only passive defense to protect him. A criti
cal failure means he is automatically hit by the attack and then
goes somewhere unpleasant.

Each use of Combat Teleport costs I fatigue.

Exoteleport *4
This is the ability to transport objects from point to point.

allowing you to teleport objects without teleporting yourself.
Power determines distance (as with Autoteleport) and weight;
weight is equal to 10% of !.hat shown on !.he TK Mass Table (p.
19). For instance, a Power of 8 lets you blink 0.2 pounds (3.2
ounces); a Power of 20 or more can teleport an adult human.

To use Exoteleport, you take the Concentrate maneuver for
one second. At the start of your nexi !Urn, roll vs. skill.

Modifiers: +3 if you carry the item by Autoteleporting or
Combat Teleporting (roll separately, at no extra penalty, for !.he
arrival of yourself and your cargo; in this one case both skills
can be used at the same time); +2 if you are touching the object
when you send it -3 if you can neither see nor touch it.

You may attempt to bring an object to you rather than
sending it. This is at -5 to skill, or -8 if you cannot see it. The
object must be a very familiar one, and you must know exactly
where it is. A failure on the roll will lose the item forever,
embed it in a wall, etc. A critical failure could bring it to a spot
over or inside the teleportcr!

Special Skill Limitations: An exoteleport may be able only
to bring objccts or only to send objects. Either of these is -40%.

World-Jumper
This is the ability to travel bem'een dimensions. It is not

teleportation, but may be combined with teleportation. World
jumping is covered in detail in GURPS Time TraveL

Instantaneous +20%
This ability does not require a turn of concentration. You

are still limited to one power use per turn, but you may now use
a power, then take a full nonnal move or hand-to·hand attack.

Movable Area +40%
Any area power with this enhancement can be "attached"

to a person or other moving object, allowing the area to move
with that person.

No Signature or Weak Signature +I 00/0 or 200A>
Mental powers with !.his enhancement are harder to trace.

For +10%, any attempt to trace a psionic "signature" is at a-4;
this is a '·weak signature." For +20%. there is simply no mental
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signature at all. (This enhancement is listed as "No Obvious
Effect" in GURPS Supers.)

Reduced Fatigue Cost +20%
This only applies to powers that cost fatigue. Each time

you buy Reduced Fatigue Cost, it cuts the fatigue COSI of the
ability by I per tum. You may buy it any number of times.

LIMITATIONS
Limitations (see p. 9) reduce the utility of psi powers, and

reduce the point cost as well. An interesting limitation can not
only make a power affordable, but can also inspire good role
playing. Remember that no matter how many limitations are
taken. the total reduction in cost of a power or skill can never
be more than -75%.

Accesslblllty varies
This is a catch-all tenn that can be used to cover all limita

tions not specifically defined. Accessibility limitations fall into
two groups: usable only against certain things or usable only in
certain situations.

If the power only works against a limited segment of the
population, its modifier is based on how common the target
group is. "Usable Only Against Opposite Sex" would cover
roughly half of the population, and would be worlh -20%.
"Usable Only Against Sea Creatures" would be worth ~30%

unless the campaign is in a world mostly covered with water. in
which case it wouldn't be worth more than -10%. "Usable Only
Against Aliens" would be worth -30% or -40%, depending on
the world. "Not Usable Against Redheads" is the same as
"Usable Against Everyone But Redheads," and would be a
-10% limitation.

If the power is only weakened (half Power) inSlead of
becoming useless, halve the value of the limitation.

The GM shouldn't allow meaningless accessibility limita
tions! For instance, buying the Mental Blow power with the limi
tation "Usable Only On Enemies" would be worthless. Buying it
with "Usable Only on Friends" would be interesting, though!

This same yardstick can be applied to limitations based on
the situation. If the ability only works during the day, it would
be worth -20%. [f it only works in direct sunlight, it would be
worth -30%. Most such limitations would reflect a psychological
quirk on the part of the psi, but they would nevertheless be real!

Some possible special limitations are suggested with the
individual powers - see the power descriptions. Others can be
made up to simulate weird power quirks or abilities from fic
tion. Some examples are given below.

Nor Usable Under Stress: -60%. See Uncontrollable (p.
30) for definitions of stress.

Usable Only \IS. Non-Psis (or Usable Only \IS. Psis): -50%.
Usually only applicable for Psychic Vampirism or Telepathy.

Usable Only In Hypnotic Trance: -30%. The same value
would apply (Q a power that worked only if the user were under
incapacitating drugs or dead drunk.

Usable Only By One Side ofSplit Personality: -40%.

Costs Fatigue varies
When this limitation is taken, each use of the power costs

fatigue immediately. Each skill roll to start or maintain the
power is a "use." You can spend enough fatigue points (Q take
you down to 0 (and unconsciousness), but not beyond. For
every point of fatigue the power costs you, power cost is
reduced by 5% - up to a maximum of -50%, which would cost

Selective Effect +SO%
Applied to an Area Effect power, this lets the user select

which targets are actually affected by the attack. This lets you
make a wide-area attack without hurting innocent people or
your friends.

10 fatigue per use.
Example: Chin Ho's Telepathy costs him 6 points of

fatigue each use. This would be a -30% limitation.

Differential Effect varies
The power has a reduced effect against some kinds of tar

gets, figured as in Accessibility, above. For instance, "Usable
Only Against Women" is the same as "Not Against Men," and
is worth -20%. So "Half Damage Against Men" is only half as
inconvenient a limitation, and is worth half that: -10%.

Any son of differential limilation can be created this way.
Use the Accessibility rules to detennine what the value would be,
if that target could nO[ be attacked at aU. Then adjust downward
as appropriate for the amount of damage that is actually done.

Note that "Double Damage" effects can be achieved the
same way. For instance, if you want to do double damage
against blondes, start by figuring the value of "Blondes Only"
call it -40%. That's the same as "Not Against Non-Blondes."
So, doing only half damage against non-blondes is -20%. Now,
buy the power at the level you want to have against blondes,
and apply the -20% limitation "Half Damage against Non
Blondes." You can then, if you choose, list the half-power
allack on your sheet with the notation "Doubled Against
Blondes." It sounds much better. even though the attack was
worked out the other way.

Emergencies Only -20% or -30%
The power is triggered by your fear or excitement, and can

not be used under "routine·' conditions. The GM is the final
arbiter of the emotional stale of your character. The GM may rule
that multiple successive failures of your power make you angry
enough that it begins to work, but this is entirely up to him.

A less severe form of Ihis limitation is Full Power in
Emergencies Only (-20%). You can work at half Power, round
ed down, under normal conditions, but at full Power only under
stress.

The GM is the final arbiter of the emotional state of a char
acter and of how much danger it takes to trigger an ability. Note
that a Psychic Vampire can block an "Emergencies Only" skill
by draining a victim of strong emotion!

Eye Contact Only -20%
Your power will only work if you make direct eye contact

with the subject. Range on this is limited to 3 yards.

Fickle varies
Your ability has the disturbing tendency to stop working

suddenly. A Fickle power always works right if you have nOI
used it for a 24-hour period. After that use, and after every suc
cessive use, you must make Ihe Fickleness roll: roll the
Fickleness number, or less, to gel the power to work. A failed
roll means that power is unavailable for the next 5d lurns.
When this time is up, the power will work normally on the next
use - but you must make another roll after that use!
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Reduced Range -5%
Each time this limitation is taken, the Range of a power is

reduced by half (round down). The limitation can be taken a
maximum of three times for a single power.

For an Fickleness number of 5. this limitation is wonh
-70%; for 8, -30%; for II. -20%; and for 14. -10%.

Umlted Use varies
This power can only be used a certain number of times per

day; then it is unavailable for a 24-hour "recharge" period. The
value of this limitation depends on the number of uses per day
allowed. I per day =-40%, 2 per day =-30%. 3 or 4 per day =
-20%,5 or 6 per day = -10%. More than 6 uses per day does not
constitute a significant limitation.

If this limitation is applied to an advantage. each hour (or
fraction thereof) that it is on constitutes one '·use.··

Preparation Required
Your skills under this power require special preparation

before they can be used. This limitation can reflect a need to
meditate before using a power. or to perfonn some fonn of ritu
al to focus concentration.

An unprepared skill cannot be used. To prepare a skill. take
the Concentrate maneuver for the required amount of time. You
need not specify how the skill is to be used when you are
preparing it. only which skill is being readied.

A prepared skill can be used normally, either right away or
at some later point in lime. However, you can only have one
skill prepared at a time, and it becomes unprepared immediately
after you make a roll to use it. whether you succeed or fail
(although a continuing skill can be maintained).

A more practical version of this power is Weakened
Without Preparation - your power works at half its level if you
don't prepare the skill beforehand.

The cost depends on the time required to prepare a skill, as
shown on the table below.

/
Touch Only -20%

Your power will only work if you touch the intended sub
ject - you have an effective Range of O. no matter what your
Power leveL If you can make the ability work with either touch
or eye contact (above), the limitation is -15%.

Unconscious Only -20%
This can be taken only in conjunction with the

Uncontrollable limitation (below). The psi skill cannot be con
sciously activated at all; it can only come into play under GM
control. as a result of failing a Will roll while under stress. Pes
may take it in the hope of buying it off later, but it is mainly
intended for NPCs, especially those who are unaware that they
are actually psis.

Telepathy and ESP powers may be both unconscious and
uncontrollable, for a net 50% reduction in cost. They cannot be
uncontrollable without being unconscious; thus. they are not
listed separately under Uncontrollable. below.

Tokes Recharge varies
Your psi power requires "recharging" after each use. Value

of the limitation depends on the time between uses: 5 seconds:
-10%: 15 seconds: -20%.

Longer recharge times would make combat powers alrnO!>t
worthless, and don't affect non-combat powers much. A
recharge time of an hour is a -30% limitation; longer recharge
times are not valid as limitations (but see Limited Use, above).

Takes Extra Time -10%
Your power takes two seconds of concentration. rather than

one. You can take this Limitation any number of times. doubling
the time required to activate the power each time. Note that a
power with this limitation cannot be used as an active defense.

Weakened Without
Preparation

-10%
-15%
-25%
-30%

Requires
Preparation

-20%
-30%
-50%
-60%

One minute:
10 minutes:
One hour:
Eight hours:

Time

Nuisance Effect varies
Your ability has an annoying side effect of some sort 

something that actually causes harm to you or those around
you. or that causes you a serious inconvenience. The GM must
approve any such nuisance effect and set its value. ruthlessly
forbidding abusive and pointless effects and allowing points
only for those effects that genuinely limit the Power's value.
See Pside Effects, sidebar. p. 88.

A valuable Power cannot be taken as a nuisance effect. "Kills
everyone within a mile" is not an acceptable nuisance effect.

Note that a harmless nuisance is merely a special effect. If
any use of your ESP attracts cockroaches, this is amusing but
worth no points.

Examples: If any use of your ability kills all the grass with
in two blocks. this is a -10% limitation, and could be used to
justify a negative reaction modifier.

If any use of your ability makes you look ugly and disgust
ing. or requires you to perfonn some distressing ritual. this is a
-5% limitation for each -I of reaction in those who see it used.
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Uncontrollable -30%
This limitation is only available for the Anlipsi,

Electrokinetic. Psychokinetic and Teleport powers. Your power
tends to manifest by itself - even against your will - when you
are angry or excited. This can be especially interesting if your
skill is destructive and you have a high power.

Whenever you are under stress (OM's decision. bul a pho
bia situation is always stressful) you must make a Will roll to
control your power. If you fail the roll, the GM takes over your
power, playing it as though it were a separate entity of hostile
or prankish nature. Usually only one roll is required per stress
ful situation. but a 14+ always fails.

GMs may wish to base the actions of an uncontrollable
skill on the character's "suppressed desires" as reflected in his
QuirkS and menial disadvantages. Your power will go after
obvious foes first, and will never tum on you, but nobody else
is safe. After each unconlrolled act (or before an attack on a
dependent or other loved one), you get another Will roll to con
trol your power. This continues until you master the power or
destroy everything around you!

When a psi's power is out of control, he cannot even choose
what skill he uses. The out-of-control power can use psi skills the
individual does not nonnally have (unless the power was a single
skill). with a default value in all psi skills under that power equal
to IQ. TIle psi suffers nonnal fatigue effects. but the skill requires
00 concentration to use, since it's operating autonomously.

At the OM's option, "stress" need not be confined to OC'tual
danger situations. Someone striving to solve a difficult mechanical
problem. arguing with his boss or trying to pass an e;{am is under

stress. So is someone having a nightmare. Uncontrollable powers
can explain much "supernatural" activity, such as poltergeist phe
nomena - see the Psychic Phenomena chapter. You may not even
be aware that your {X)wers are producing the effeclS in question!

Unreliable varies
Sometimes your Power works and sometimes it doesn't! It

just comes and goes; you've Dever identified why. This is com
pletely separate from the skill roll to hit a target. You can have
skill 15 and still have problems making it work!

Every time you want to use the Power, you must roll the acti
vation number or less (see below) on 3d. Once you succeed. the
Power will work for that particular use. When you stop using the
Power, another activation roll will be required to start it again.

If it fails to activate, you may continue to try on subsequent
turns, at no penalty. Each successive attempt costs I point of
fatigue. If your ST drops below 3, you must rest until all fatigue
is regained before you can attempt to use the power again.

A failed attempt to activate can be noted by someone with
the Psi Sense skill. just like a normal use of a psi skill.

For an activation number of 5 or less. this limitation is
worth -70%: for 8 or less. it is worth -30%; for II or less.
-20%; and for 14 or less, -10%.

Untralnable -40%
You can't leam to control this power well. You leam all

skills under the affected power as though your IQ were only 8
(or at -I to IQ. if already IQ 8 or below). You can never learn
any skill at higher than level 10.

PSI SKILLS TABLE

Skill

Astral Projection
ASlral Projection
ASlral Sight'"

10
11

11
11
12
12

HT
Spcl.
Spcl.
nI.

P min. nla
_ nI.

P yds.' subject nI.
~ds.# subjcct min.
P yds.N P/4 yds. min.
Pyds. ",If -

nI.
p' yds.

o
o

o
o
o
o

Fatigue Range Area Milt. Resist Page

0 P yds. subject nI. HTlWill 10
0 0 TP/IOO - Spel. 10
0 LOS subject mm. Spel. 10

turned off, no rolls are necessary to maintain it. An n1a means
the skill cannot be maintained.

Resist: Will or HT means the psi's skill roll is a Quick
Contest of Skill with the listed attribute of the subject: HTlWil1
means use !.he higher attribute; n1a means no Quick Contest is
necessary. MS means the subject's Mind Shield subtracts from
user's skill. (Exception: if area effect, to affect an individual,
user must succeed by an amount equal or greater than the sub
ject's Mind Shield.) Spcl. means that certain subjeclS may get a
special defensive bonus - see description.

Page: The page the skill is described on.

EJedrokinesis
Confuse
Cyberpsi
Dampen
Energy Sense·

Antipsl
Neulraliu:
Psi Static
- specific target:

This section can be copied and used for reference. It lislS
all psi skills, and describes how they are used.

Skill: The name of the psi skill. '" means a passive skill 
no concenlration is required to use. All other skills are active. +
means that more than one tum of concenlration may be needed,
depending on how the skill is used. ± indicates that extensive
modifiers are always applied to skill level.

Fatigue: 1be fatigue cost. Var. means that the cost varies.
A number in parentheses, e.g., (10), indicates a minimum
Power is required to use the skill. Brute Force, Extra Effort,
Repeated AttemplS, and Contests of Skill may increase fatigue
cost- see Fatigue Cost, p. 8.

Range: The skill's range. TP means use the Telepathy
Range Table (p. 20). N means that the subject must either be
touched or in sight to avoid a penalty. If not in
sight or touched, the skill can still be used at a
skill penalty if !.he psi can visualize the sub
ject. If no range except "N" is given, range is
theoretically indefinite, subject to the above
limits. LOS means line of sight. PK means
range is as described under Psychokinesis, p.
17.

Area: Subject means it affects one sub
ject (or hex): self means it affects only the
user. Otherwise the skill has a global area of
effect. P = Power. TP/IOO means use
Telepathy Distance Table. and divide range
by 100, rounding down.

Mn/.: How often a roll is required to
maintain a continuing use of skill. Sec. =
every second: Min. = every minute: Var. =
varies: see description: 00 means it lasts until
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C
assie squatted in the mined building, heedless of her own broken ankle
and ,he dust 1hal covered everything in the wake of the mOlister quake.
Ourside. sirens were going ojJ. bur help was still/ar away.

Michael Jay buried in rubble, a huge slab ofconcrete pinning his body. His
breathing was labored - at least one rib had been crushed, and it was a mira
cle he was still alive. He couldn', talk, but he could still send his thoughts to

her.
"Face it. Cass, I'm dOl/e for. That wall is going to give way in the after

shock, and theres 110 way you can get me out. Leave me - save yourself!"

.~-

-

•

•
•

• .. •
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"No, there's got to be a way. I won't let you die, Michael." Cassie's voice
was strained, and from his position under the slab, Michael saw her aura was
tinged with red, the dragon aspect twisting infearand grief

He tried to keep his mental voice gentle. "Cassie, be realistic. I'm already
dead. You've got to get out of here before this whole place comes down. That
slab must weigh a ton - you can only use your telekine!.is to lift, what, 2 pounds
on your own? No chance. I think you'd better . .. " Michael stopped - Cassie
wa.~ looking down at him, a smile incongruously lighting her dust and tear
streaked face.

"Michael, that's it.' You said it - I can only lift 2 pounds on my own. But the
others are back at the hotel, within my telepathy range - I can link with them,
form a gestalt: Jeremiah's a strong psychokinetic, and with his power linked to
the others, working through my eyes, we can do it.'''

As Michael saw Cassie's aspect blaz.e with hope, he felt that maybe, just
maybe, he would live . ..

TelekInetic Throwl"g
A telekinetic cannot throw an object

heavier than he can mentally lifl. To
determine how far an object can be
thr()wn, compute the effective ST of the
telekinesis (weight that can be liftedl25).
Divide the weight of the objecl by the
effective ST of the lelekinetic to gel a
weight ratio. Find that ratio on the Ratio
column of the thrown objecl table (round
the ralio up!) Read across to the DiSlanCe

column and multiply the number under it
times the psi's effective ST. This is the
distance in yards the object can be
thrown.

PSYCHOKINETIC TECHNIQUES
A skilled psychokinetic can perform dozens of tricks with his powers. This

section provides guidelines for resolving some common (and not-sa-common!)
actions involving psychokinetic skills.

AVAILABILITY OF ADVANCED TECHNIQUES
This chapter describes some special applications of the psionic skills already

described. Most of these techniques focus on the "big three" abilities:
Psychokinesis, Telepathy, Teleportation.

Psionic techniques can be used by any psi with the appropriate skills - they
are methods of using skills, not skills themselves. However, gestalt (p. 37),
power tap (p. 38) and the ability to aim mental blows may be too powerful for
some campaigns in which psis are not the primary focus (although they add con
siderable flavor to a psi-centered campaign). The OM should feel free to prohibit
any psionic techniques that he feels would unbalance the campaign.

0q
'-

Thrown Object Table
Ratio Distance

, .

Example: A psi has enough Power to
lift 500 Ibs., giving him a Telekinetic ST
of 20. He wishes to throw a 28 lb. object.
% "" 1.4 ratio. rounded up 10 1.5. This
gives a Distance of 0.7. The object can be
thrown (0.7><20) 14 yards.

To determine damage, see the
Throwing DanuJge Table 011 the next page.

•

o

o
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Telekinetic Strength
It is sometimes important to know exactly how strong a psi's TK is in rela

tion to a living being. If a Power 15 telekinetic and a ST 15 man are fighting for
control of a briefcase filled with valuable papers, who gets hold of it? If some
one is telekinetically striking with a sword, how much damage does it do?

The effective ST of a psi's telekinesis is based on how much weight he can
move. Simply divide the weight in pounds of the heaviest object he can normally
lift by 25. For example, a Power 15 telekinetic can lift 250 pounds, so his TK
has an effective ST of 10.

This ST can be used in any way normal ST can be used, including grabbing
or crushing objects.
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Throwing Damage
Table

A telekinetically-thrown object will do
nonnalthrust damage (use the table in !he
/lGsic Sn) based on the effective ST used
to lhmw it, with damage per die modified
by ilS weight - sec the Throwing Danrage
Table, above, for these modifien.

Exwnple: A psi throws an 28 lb. objeCt
wlth his Telekinesis. He bas an effective
TK sU'ength of 20. The object weight IS

grealer than ST in pounds but less than
3xST. so he does thruSI+ I damage per die.
Since I\Qrmal thrust damage at ST 20 is
2d·I, thrust+ I per die means this damage
increases by 2, so he does 2d+ I crushing
damage.

Obj«t W~;ghl

La$ lhan 2 lbs.
2 Ibs, 105 Ibs.
S+ 1~. 10 ST Ibs.
ST+ to 3XS'T Jbs..
3+xST to 7XSf Ibs.
7+xST to 1l><ST Ibs.
II+XST + Ibs.

Danwg,
1'hrust-2 pet die
Thrusl-I per die
Thn»t
Thrust+ I per die
Thru~

Thrust·~ per die
Thrust-) per die

Psychokinesis In Combat
Psychokinetic abilities can be used in battle to directly harm opponents, or,

in the case of Energy Shield and PK Shield, to protect against harm. But more
subtle uses of PK can be just as deadly.

Fire and Ice
Using pyrokinesis to melt a weapon or device is flashy, but difficult with

out high Power. But even a few degrees more heat can cause an electronic sys
tem to malfunction; most equipment fails at temperatures over 120°.
Pyrokinesis can also detonate temperature-sensitive materials, but setting off a
gas tank is usually impossible since all the gasoline must be heated as a unit.

If cryokinesis is used to reduce the temperature of a metal object 1'0 below
_1000

• it can become brittle. Depending on the type and structure of the materi
al, the GM may rule that its DR is halved, and that any crushing attack that
does damage in a single blow equal to ~of a supercooled object's entire HT
will shaner it. Many ultra-tech devices (especially those intended to function in
space) will be made of advanced alloys or nonmetallic or composite materials,
and will not be vulnerable at low temperatures.

Wielding Weapons with TK
Psychokinetics with enough telekinetic ability to brandish a sword or lift a

gun might want to fight with them. Determine the effective ST of the telekine
sis for damage and minimum ST requirement as above.

Firing a gun or using a ranged weapon is "precise aim, slow movement,
precise orientation" with a -7 penalty to TK skill. If manipulating a distant
weapon to attack a target. always use whatever range is greater: psi-to-weapon
or weapon-to-target.

Attacking or parrying with a melee weapon is "precise aim, fast move
ment" for a.4 to skill, and the target must be within the weapon's Reach (other
wise it must either be thrown at the target, or the user must take a tum to move
it up to the foe).

Gremllnsl
Grabbing an object out of someone's grasp with

telekinesis is a favorite trick. Roll a Quick Contest
between the TK's effective ST and that of the per
son grasping the object. if the TK wins, he has it.

TK and Electrokinesis are effective for trigger
ing dangerous objects, weapons, etc. Telekinesis
can also be used to pull the pin on a hand grenade.
This requires a Power of 10 or more, and a skill
roll at -I. Use the same procedure for releasing
safety levers, brakes on cars, etc.

It's easier to take off a gun's safety or pull a
trigger (roll at -2). A Power of 5 or more is
required - less if the weapon has a "hair trigger."
A roll at -6 can be used to deliberately jam a pro
jectile-firing weapon. Ultra-tech weapons may
have electronic rather than mechanical triggers,
requiring only a feather-light touch (Power I or
more). On the other hand, some ultra-tech weapons
will be activated only through a neural interface 
a cyberpsi might be able to trigger them, but not a
telekinetic!
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TELEPATHIC TECHNIQUES
Telepathy is the most versatile psi power; for this reason, most of the tech

niques in trus chapter are for telepaths. Some require two or more psis to work
together. The ultimate expression of this is the gestalt, or "group mind," in
which several psis fonn one consciousness, combining their powers inlo a col
lective entity.

Long-Distance Sending
The range of Telesend can be boosted by sending a brief bUI powerful sin·

gle message. A skill penalty of ·1 per word applies; an emotion or simple pic·
ture can be sent at no penalty. When sending a single message, the character's
Power is treated asfive levels higher, bUI he cannot maintain contact: a separate
tum of concentration and skill roll is needed for each message.

Any failure bums the user's telepathic ability out for Id hours. If the sub
ject is within 10% of the maximum normal range the telepath can send, he
receives the message, but also suffers the effect of a telepathic Shout (see p. 26)
-at that range, the sending is so loud, it's painful!

DIrect TelekInetIc
Attaclcs

Telekinesis can be used to reach inside
a person, and anack a victim's body
squeezing internal organs, for instance.
The damage this does is taken from the
Swing Damage table (p. 874) based on the
PK's Power. So, for instance, a telekinetic
with PK Power 7 would do Id-3 damage
per second, and a Power of 10 would do
Id per second. The attacker can also try
(al -3 to skill) to do fatigue damage rather
than real injury,

To initiate this attack, the psi must see
01' touch the victim and visualize the inte
rior of the body. This requires a successful
IQ roll, or a roll vs. Physiology+3 or
Surgery+3. Only one try is allowed.
Ahernately, Clairvoyance could be used to
aclually see inside - in that case, a
Claif"Voyance skill roll is needed, with a
tum of concentration.

With the largel in sight, he stam his
Telekinetic attack. This requires a tum of
concentration and a TK skill roll, U the
roll is succe.~sful, the victim takes damage
as IonS as the psi maintains the ability! No
further rolls are required unless the victim
gw out of the attacker's sight In that case
a new roll is required, at -3, to retain con
tact. A new skill roll will be required each
minute, but the victim usually won't sur
vive that long.

This kilKl of attack need not be restrict·
ed to living things. A psi could just as eas
ily reach into a robot (or a radio) and pull
out wires or crush circuits. Use the same
procedure,

Neural Attacks
A direct telekinetic attack can also be

targeted against nef"Ve clusters, to induce
e,ither extreme pain or pleasure. Treat this
as an attack to do fatigue damage (-3
skill): fatigue inflicted is halved (round
down), but the subject must make a HT
roll to avoid being mentally stunned each
turn he is affected, at -I per point of
fatigue damage. Strong and Weak Will
modifiers apply. Against pain, Higb Pain
Threshold gives a +5 and Low Pain
Threshold gives a -5.

TelekInetic Grappling
A common telekinetic tactic is to grab

someone and either dangle him off the
ground or squeeze him. For grapple
attempts using TK, success is not auto
matic: use the Close Combat rules (p.
oIll). Substitute TK skill for DX when
making OX Contests. For ST Contests,
use (maximum weight in pounds you can
lift)n5.
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PK Defenses

Three- Way Interaction
Even if two or more lelepaths are "in" the same mind, they cannot commu

nicate directly through the third mind. They can use it as a "relay station" only
if that third mind is another telepath, actually listening and repeating the mes·
sage from ODe mind to another.

TWO-Way Communication
A two-way contact between telepaths can be initiated with Telesend skill.

Once the other telepath is aware of you, he makes his own Telesend roll at +4,
because the contact has already been made. After each minute of conversation,
each telepath must, as usual. make another skill roll. but all rolls to maintain
two-way contact are at +4.

For true two-way conversation, each telepath must be within his own
Telesend range of the other. But a very powerful telepath could hold a two-way
talk with someone wholly untalented, talking with Telesend and picking up
subvocalized answers with Telereceive.
Full Communion

If both telepaths are sending and receiving as above, and each has both
Telesend and Telereceive skills at an average skill of 10 or bener, they may
choose to enter fuJi communion. sometimes known as total rappon. Each is
aware of everything the other thinks and perceives, and communication is 10
times faster than speech!

Telepaths in full communion experience an exceptionally deep form of
mental rapport that transcends normal communication.

It is impossible to lie in full communion.
Entering full communion is a precondition for establishing a telepathic

gestalt.

,'

, .,

Creating Particle Beams
At -5 to Electrokinesis skill (10 activate

the power. DOt to roll to hit) and Power
15+. a psi with the Lightning sk.i11 can
form his lighlning bolt into a continuous
charged panicle beam rather than a nor
mal ('(<<trieal arc. This increases the dam
age 10 Id per 2 levels of Power!

If a psi with Psychokinesu Power is
attacked using the skills Pyroldnesis.
CrJoonesis Of a direct telekinetic attack
(squeezing internal organs. cIC.), the
defender can automatically subtract up to
half his PK pov.~ (round down) from the
anacker's effective Power level.

If someone is auacked by Pyrokinesis
and he (or 8 friend) has Cryokinesis (or
vice versa). it is a valid tactic to use the
opposite skill to try and retwu the ICrnpcr
ature 10 nonna!. This is flO' a contest of
skIll - it's simply one psi altering a lem
perature one way and the other uying to
reVeflie itl

Energy Manipulation

Shifting Laser frequencies
At·S 10 skill, a Power 15+ psi wilh the

Photokinesis skill can shifl a lascr
weapon's frequency up or down one level
(e.g.. from laser to x-ray laser, or x-ray to
gamma-ray) or down (c.g" from laser to
microwave, turning it into a disnaplOr). He
must be holding the laser to do lbis. TItis
will draw heavily on the weapon's power
cell. usually burning it out (each shot COSlS
5x normal power, and the malfunction
number becomes 12), but can be very use
ful while the weapon lasts!

I•
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Telepathic Eavesdropping
If two telepaths are reading the same subject's mind, they will notice each

other unless one is deliberately hiding. In that case, make a Quick Contest of
Telereceive skills (the GM may make the rolls to keep secrecy). If one psi is
looking for mental intruders, he is at +2 to skill to notice.

If one of the psis escapes notice. he will be able to listen in on any mes
sages the other telepath sends using Telesend. He will also notice, but not be
affected by. attempts to use Telecontrol, Sleep. Suggestion or Mindwipe.

If both telepaths are trying to hide, and neither is aware of the other, the
OM should roll two contests - one to see if A notices B, and the other to see if
B notices A.

There is a more sophisticated way to eavesdrop. A character with Psi Sense
who has detected an active use of Telesend and made his Psi Sense roll by 7 or
more may attempt to intercept the conununication (as long as it is still ongo
ing). Count the range to the sender or receiver, whichever is nearest. Mind
Shields have no effect, and there is no chance of either person realizing the
message is being intercepted (unless they have Psi Sense as well ...).

Make a normal roll against Telereceive skill, but the "subject" is the mes
sage itself. A success by 0-2 means that a rough idea of the message's content
is provided, together with any emotional associations: the psi might discover it
was "an urgent warning" or "a calm discussion of a tactical plan." A success by
3 or more enables the psi to perceive the entire content of the message.

[n order to continue eavesdropping, make a maintenance roll every minute.

Telepathic Gestalts
In a gestalt, two or more psis combine their minds into a single more pow

erful whole to focus their power.
One member of the gestalt must be chosen as its coordinator, responsible for

holding the massed minds together. Each individual must enter into full commu
nion (p. 36) with the coordinator. TItis requires that they make telepathic contact
with the coordinator using Telesend and Telereceive, and the coordinator must do
the same with them. Alternatively, a psi-tech Gestalt Web (p. 61) may be used to
achieve full communion, enabling non-telepalhs to merge into the gestalt.

A gestalt can only initiate a single psionic feat at once, as directed by the
coordinator. If the gestalt is using an Active skill, all its members must concen
trate on it. Compute range from the coordinator (with good enough telepaths, it
is possible for a gestalt to be widely dispersed). The skill of a gestalt is that of
the most skilled member. But since the minds are linked, any fatigue loss and
the effects of critical failures (including any special effects when using Psi
Amplifiers) are jointly suffered by all participants in the gestalt.

The strength of the gestalt's Power in any particular ability is equal to that
of the most powerful member in the group, plus a bonus based on a fraction of
the total power (in that ability) of all other members. Use the table below to
determine the actual bonus:

Total Power Total Power
Power Bonus Power Bonus

1-3 +1 36-48 +6
4-8 +2 49-63 +7
9-15 +3 64-80 +8
16-24 +4 81-99 +9
25-35 +5 100-120 +10

A Cestalt In Action
Caught in an earthquake. Cassie Izumi

(see p. 126) wanls to use Psychokinesis to
lift a one-ton slab of concrete that has
pinned her friend Michael to the ground.
But she has only a Psychokinetic (PK)
power of 8 - enough to lift a mere 2
pounds. Fortunately, she is a far better
telepath. Sending out her mind, she coo
tacts four powetful psis who have enough
telepalhic power to reach her and form a
gestalt. Three of the te1epaths prove to be
psychokinetics: Sean (PK Power 12), Tau
Lin (PK Power 6), and Jeremiah (PK
Power IS). Unfortunately, the fourth.
Christine, has no psychokinetic ability, so
she cannot help.

Telekinesis requires line of sight and
Cassie is the one on lhe scene, so she must
coordinate. The others join their minds
into full communion with Cassie and she
with them. To do so Jean, Jeremiah, and
Sean must make a Telesend and
Telcrcceive roll, and Cassie must make
three each. Seven seconds later (with two
failed rolls requiring fatigue loss for
repeated auempts) the group is in fulltele
pathic communion - a gestalt. But can
they lift the slab?

The best PK power in the: group is
Jeremiah's 15. The remaining PK power
10lals 26, which gives a +5 bonus to
Jeremiah's Power. With an effective
Power of 20 they can now lift 1.500
pounds. This would nOI normally be
enough. so Cassie decides to use eXIra
ejfon (p. 8), e",pending 6 fatigue to boost
Power by 2 (and laking a -4 on the skill
roll), enough to lift 2,000 pounds. But
because they are in the gestalt. Sean,
Jeremiah, and Tau also lose the fatigue.

The most skilled telekinetic in the
group is Tau Lin, with Telekinesis-17.
Rolling against her skill (at -4 for Extra
Effort) Cassie rolls a 9 and succeeds: the
slab rises into the air, and Michael is free!

Further increases follow the same progression: the bonus is equal to the
square root of the total added Power, rounded down.
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Extending Shields
With Power 4+, Mind Shield, PK

Shield and Energy Shield can be extended
10 protect others as well as the user.

By dropping the effecliJ;e power level
of the shield by 3, its radius can be
extended to cover everyone in the user's
hell. Each additional reduction of Power
by 3 doubles the radius.

1be user of a shield can decide at Ibc
start of his tum if he will expand Of con
b'8Ct the area covered by his shield. This
does not take an aclion.

If several shields of the same type
overlap. use the highest value, plus 20%
(round down) of the strength or DR of
weaker shields.

Telepathic Assistance
If a telepath is controlling a subject

with Telecontrol. reading his thoughts
with Telereceive, or influencing him via
Illusion. another telepath can anempt to
stop il. as long as he knows the skill that is
being used on the subject.

This requires enlering the subjecl's
mind via Telereceive; the intervening pi'li
must be aware of the intruder. This will be
automatic if the subject is affected by
TelecQntrol or 11Iusion; for Telereceive,
see Thru< Way Interaction (p. 36).

Evicting a hostile psi requires a Quick
Contest of Skill between the two
telepaths. The friendly psi must concen*
tralC foc a tum, then roll against the same
skill as Ihe intruder, e.g., Illusion vs.
lI1usion. Both psis add their Telepathy
Power to their skill. If the friendly psi
wins, the intruder is forced out of the sub
jecl"s mind. If he loses, he can try again.
bUI at normal penalty for repeated
allempts. Win or lose, the intruder will be
aware of the friendJy psi's allempl!

Power Tap
Although it is not a true group-mind, a Power Tap is a type of forced

gestalt. It requires high Telereceive and Telecontrol skill, but enables the user to
incapacitate another psi and then steal Power from his brain.

To use a Power Tap, the lelepath must have already entered the subject's mind
via Telereceive, and have succeeded by 7 or more, reaching into the subconscious.

A Power Tap requires a Quick Contest between the user's Telecontrol and
the subject's WilI+5 (simply roll vs. Telecontrol if the subject is willing). This
counts as a normal active use of psi (requiring a tum of concentration, etc.).
Mind Shield has no effect since the telepath is already past the subject's defense.
If the user wins, the Power Tap has succeeded; see below. Failure allows the psi
to try again the following tum, but with the usual penalties for repeated attempts.
It also automatically alerts the subject, who may try to force the intruding
telepath oul of his mind (see Get Out ofMy Mind, p. 22), shoot him, etc.

If the attempt succeeds. the subject instantly falls into a trance, and cannOI
do anything umil the Telepath releases him. For as long as he maintains the
Power Tap (see below), the telepath can then draw upon any psi Powers that
both he and the target possess, using them to increase his own effective Power
level. Look up the subject's Power level on the Gestalt Table (p. 37) and use it
to determine the exact Power Bonus added.

Example: Cassie has a PK Power of 8, a Telepathy Power of 16 and an ESP
power of 5. She uses Power Tap on Sean, who has a PK Power of 12, a
Telepathy Power of 7, and a Healing Power of 2. Consulting the Gestalt Table
on p. 37, we find that Cassie can draw on Sean's Telepathy Power to gain a
Power Bonus of +2 to her Telepathy, raising it to 18, and upon his PK Power to
gain a Power Bonus of +3, raising her Psychokinesis to II. She cannot raise her
ESP since Sean does not have this Power, nor can she draw upon his Healing,
since that's a Power she lacks.

Any fatigue costs or effects of critical failure are suffered by both characters.
The Power Tap may be maintained for one minute, during which the user

may freely engage in other activities or use other psi abilities (with lhe penalty
for multiple feats) while the subject remains unconscious. Each minute the
telepath must win another Quick Contest of Telecontrol skill vs. Wil1+5 if the
subject was unwilling, or make another Telecontrol roll if willing, to maintain it.

Aiming Mental Blows
The mental blow skilJ can be aimed, just like a physical attack. There is no

penalty "to hit" but damage is usually less than would have been inflicted by
normal fatigue loss. The targets include:

The Ego: Mental Blows aimed at the Ego are resolved al normal skill
chance, but do no physical damage. Instead, a mental blow to the Ego results in
the target losing his sense of self. It can only be used on conscious opponents.
Roll damage normally, but do not apply it to fatigue. For every 2 full points of
damage rolled, the subject's Will is reduced by I. If this ever reduces his Will to
3 or less, the target effectively becomes an aulomaton or zombie, with no voli
tion of his own, though he will listlessly (aL -2 to DX and IQ) obey anyone's
orders. If Will is reduced to 0, the target loses any will to live, and passes into a
coma; unless he is on life-support, a HT roll is required each day to stay alive.

The CeTltral Nervous System; A mental blow can be aimed at the mOlor
centers of the target's brain in an attempt to disrupt his nervous system. Roll
damage normally. but do not apply il to fatigue. Instead, for every 2 full points
of damage rolled. reduce the subject's DX by I.

The Memory: A mental blow can be aimed to disrupt or destroy short-term
memories in a manner similar to electroshock therapy. This is not as precise as
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Mindwipe! It only works on conscious opponents. If lhe mental blow succeeds,
roll damage normally, but only apply half of it (round up) to fatigue. The other
half is the number of minutes of short term memory lost prior to the mental
blow. Example: damage rolled from a mental blow is 5 points. The character
loses 3 fatigue and the last 2 minutes of his memory.

A Mind Shield: A mental blow can be targeted at a Mind Shield rather than
its user. The target's Mind Shield Power protects the shield with only half its
present value (after reductions from previous damage to it or Brute Force, p. 22).
If the attack succeeds, damage subtracts from the effective strength of the Mind
Shield mther than the subject's fatigue. If an attack does enough damage to a
shield to reduce it to Power 0, any excess damage is applied to the owner's
fatigue. An electronic Mind Shield can be affected as well as a physical Mind
Shield. Reducing il to 0 Strength shorts the device out - it will require an hour,
proper tools, and a successful Electronics (Psychotronics) skill roll to repair.

A Mental Blow aimed at a Mind Shield will never slun the target; other
aimed Mental Blows still Mentally Stun the subject if they succeed, and the
subject fails his HT roll.

Lost points of OX, or levels of Strong Will or Mind Shield, are regained at
a rate of I per 10 minutes. Added levels of Weak Will are lost at the same rate.
However, if Will is reduced to zero, only outside aid can restore any will at all;
see Healing Attributes, p. 44. Until outside help has restored all the victim's
will, none will "heal" by itself.

Offensive Mind Shields
A normal Mind Shield functions as a barrier against intruding psis. More

exotic defenses are possible with the proper skill, defenses that do more than
just keep intruders out ...

Mind Trap
A Mind Trap can be set by anyone with both Mind Shield and Mindwipe al

skill-14 or better. It takes a successful roll against the lowest of Mind Shield-3
or Mindwipe-3. The time required, in minutes, is 60 minus twice the lower of
your Mind Shield and Mindwipe skills. Attempting to set a Mind Trap always
costs 2 fatigue. Keep track of how much the skill roll was made by.

Once set, anyone (friend or foe) who successfully enters the shielded mind
with Psychic Vampirism or Telereceive will trigger the trap.

If the PV or Telereceive roll succeeded by an amount greater than the
amount the Mind Trap roll succeeded by, the intruder noticed the trap and can
try to disarm it before it springs on him.

Disarming the trap requires an immediate successful roll against Mindwipe
skill, Telereceive-5 or Telecontrol·5, whichever is greater. Success by an
amounl greater than the creator's roll (when setting the trap) disarms it.

If the intruder did not notice the trap, or tried to defuse it and failed, it is
sprung. The intruder must roll vs. his WiII-5, plus his own Telepathy Power,
and minus the Telepathy Power and any Strong Will bonus of the trap's creator.
If the intruder wins, he has broken free. If he fails, his mind is trapped in a men
talloop within the defender's mind.

A person trapped in a mental loop is effectively incapacitated. His body
slumps down, unconscious. He may try to break free each turn (roll as above) but
each time a roll is failed, he loses 2 points of Will as his ego disintegrates under
the pressure of an alien consciousness. If his Will is ever reduced to 0 or less, the
intruder falls into a coma; see Aiming Mental Blows. above, for the results.

If he breaks free before then, his Will recovers at 1 point per len minutes.
(Treat lost Will not as loss of IQ, which remains the same, but as losing levels
of Strong Will or gaining levels of the Weak Will disadvantage).

Telepathic Area
Attacks

Some telepathic abilities can be used
against more than one target at a time.
Any telepath with power 10+ can use
Mental Blow or Mental Stab skills as an
area-effect blast, at a penalty of -5 to skill.
The area affected is based on a "global"
use of telepathy, on an area anywhere
within normal telepathy range. Example: a
telepath with Power 12 could attack an
area with a 4-yard radius, anywhere with
in 400 yards.

With the appropriate enhancements,
the Sleep and Ulusion skills can also be
used on groups.

If people with different levels of Mind
Shield or Psionic Resistance are caught in
an area-effect telepathic attack. do nOI
subtract Psionic Resistance or Mind
Shield from the user's skill as normal.
Instead, simply note how much the attack
er's Mental Blow roll succeeded by. If the
Power of a specific defender's Mind
Shield or the level of Psionic Resistance
e:a:ceeds that amount. then the attack failed
to affect him.

Alfect/ng CroupS: An
Optional Rule
When dealing with any wide-area tele

pathic attack, it can be very tedious for the
OM to make a resistance roll for each per
son in the area affected. If he desires. the
OM can use the Probability of Succ~ss
table on p. 845 to detennine. on the aver
age, how many people in the area are
affected by a Power.

The OM starts by leuing the PC roll
versus his skill. If the roll succeeds, the
OM subtracts the amount by which the
roll was made from the average attribute
(usually 10; modified by Psi Shields, etc.)
of the crowd. He men finds this number
on the table. The percentage indicates
what portion of the crowd is likely to
resist the PC's attack.

Exampl~ /: Darren uses his lIIusion-13
skill to affect a IQ-hex group (10 peopte).
He rolls an II, beating his skill by 2. 1be
OM assumes that this is a completely
average crowd (IQ 10), and looks up 8
(10·2) on the table. This indicates that
25.9% are likely to resist. This rounds up
to 3 people.

Example 2: Darren beats his skill by 5,
but the subjects are all protected by psi
shields mat add 2 to their resistance. gi....
ing them a resistance roll of 12 (IQ 10 + 2
from the shield). The GM would look up 7
(12·5) on the table. indicating that 16.2%
were affected. Two people are unaffected.
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Telepathic Combat
Using these advanced rules, mental

combat can be as complex as the players
Iile. Here's an example:

Cassie is hunting the rogue telepath
A.'ilaroth. and finally comers him in his
apartment lair. Both have enough
Telepathy Power thai they are in rangc,
and they begin a mental duel.

Ast.aroth bas ST II and IQ 15 with one
le ... e1 of SlrOng Will. He has Telepathy
Power 13. and his skills include MeoLal
Blow 18. Mind Shiek! 15. Tek:conlrol IS,
Telem.:cive 21, and Telesend 15. among

"""".
Cassie has ST 9 and IQ 14. with +2

SU'OIIg Will. Sbe has Telepathy Power 16.
with the suUs Mind Shield 15. Mental
Blow 21, Telesend 14, TekHuive 17 and
Tdocontroll5.

Tum II: Cassie has a higher Move, so
"he acts first. She decides to deliver a
Meolal Blow. and concentrates on it. On
his turn. ASlaroth retaliates with
Telereceivc. hoping to penetrate Cassie' ..
shields and then use his Sleep skill He
also takes a tum to concentrate.

Tum #2: At the beginning of her tum,
cassie's attack is resolved. A Mental Blow
costs I fatigue automatically. She has
Mental Blow-21. which is at -13 for
Astaroth's Mind Shield's Power 13. and at
+-1 because she knows Astaroth slightly
(she has studied him). Cassie needs a 9 or
~. She rolls an g, succeeding by I. Since
Cassie has Power 16, Astaroth takes Id+-I
damage. Cassie rolls a 2 which becomes a
3, but since Ibis attack is aimed at the Ego,
its effect is halved (rounding down).
Astaroth loses I Will, which erase~ his
Strong Will bonus. Astaroth must now
make a HT roll to avoid being mentally
stunned and losing his concentration on hi~

Telereceive. He has HT 12, and makes it,
rolling a 10, so he continues concentrating.

Even as she auacks, Cassie is already
concentrating on her next action. She
decides to use Telereceive, a differcnt
skill. BUI first she must ward off Astaroth!

Astaro!h's own altempt at Telereceive
is now resolved. He has skill 21, down to
20 now that his IQ has dropped from
Cassie's attack. He uses the brute force
maneun~:r(see Mind Shield, p. 22): he sub
ITllCIS one-half his own Telepathy Power
(rounded down) from Cassie's shIeld.
reducing its effective Power from 1610 10
at !be cost of an additiooa! 1 fatigue. His
effective Tcle,eceive-20 is al-IO (her Mind
Shield) and -2 (Strong Will bonus subu'aLu
from Telerecei\'C) for an 8 or less. He rolls
I 10, failing. He k>scs 1 fatigue. dtOllplng
to ST 10. Not wishing to take the -2 for
"repeated IUCffipl$" at Telereceive YS. a
Mind Shield, he decides lO change taetks.
He begjnsooncentrating on Menial Blow.

Continued <Hi nUl poge . ..

Reflective Shield
The decision to defend with a Reflective Shield must be made after a tele

pathic intrusion is announced but before dice are roJJed for its success. A
Reflective Shield has only half (round down) normal Power (halved after all
other modifiers). However, if any attempt to penetrate it with Mental Blow,
Mental Stab or Telereceive fails, the intruding psi's power is reflected back
upon him! Since Sleep, Telecontrol and Mindwipe only function after a shield
is penetrated, they cannot be reflected.

A reflected Mental Blow or Stab directly affects the attacker - roll the nor
mal damage based on the attacker's power, and apply it to him. In the case of
Telereceive, the shielding character penetrates the intruder's mind. Use the nor·
mal Telereceive rules to determine the level of thought he gets, but based
instead on how badly the intruder failed his skill roll. The defender can remain
in the intruder's mind for the next minute. and can attempt to use Telecontrol.
Sleep or Mindwipe if he has these skills.

A Reflective Shield is a useful defensive tactic, but since the mind shield
only has half the power of a normal mind shield, it is dangerous against a high·
Iy skilled opponent.

Deathblock
A psi who fears telepathic probing more than death may set a deathblock

a desperation measure in which he programs his mind to self-deslfUct rather
than submit to another's will.

Setting a deathblock requires a tum of concentration, and successful active
use of the Mind Shield skill. Once established, a deathblock can be maintained
indefinitely.

Rather than bend under pressure, a mind protected by a dealhblock will
break. If a hostile Mindswitch. Mindwipe, Suggestion or Telereceive roll sue·
ceeds against a subject who has set a deathblock, that subject must make an
immediate Will roll.

If he succeeds, he can Opl 10 have his mind "go nova" and collapse under
the strain of the attack, every neuron in his brain instantly overloading. The
subject dies; his mind cannot be read by Telereceive, and any attempt at
Mindswitch, Mindwipe or Suggestion obviously fails.

If he fails, he didn't have the nerve to go through with the Deathblock, and
deactivated it at the last second. The Deathblock is no longer "set''' and the
intruder"s psi skill has its normal effect.

Deathscream
Some psis possess the ability to let out a powerful "dying scream" that can

stun anyone in range when they die.
Any being who has Telesend can deathscream when killed, unless he is

killed instantly and by tolal surprise (GM's decision). One may try not to death
scream; make a Will roll to avoid it.
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In addition, any telepath killed while Mindlinked will dealhscream through
the link, unless the Will roll is made. Use the Power of the Mindlink (plus any
levels of Telepathy).

A deathscream is treated exactly as a Shout (see Telesend, p. 26) except it is
much more powerful: subtract the dying psi's Telepathy Power from the HT
save, and for every IX'int the HT roll is failed by, the user is automatically men
tally stunned for Id+! turns. Only after this period is over can a roll against lQ
be made to recover.

Nonnally a deathscream can only stun. But for someone who is actually in
mental contact via Telereceive with a psi who delivers a deathscream, the effecl
is much more severe. The psi's mind shield does not protect. and he takes one
point of damage 10 HT for every poinl he failed his HT roll by.

Mlndwlpe Techniques
Mindwipe is a highly versatile skill, and can be used to perform more sub

tle fonus of mental surgery then simply erasing memory. It is also possible to
detect and fix the damage from another's mindwipe.

Temporary Mlndwlpe
A mindwipe (either an erasure of information or an implanting of false

memories) can be made temporary. In this case, the real memories are not
erased, only hidden in the subject's subconscious. The user must decide on a
trigger to unlock the hidden memories (or erase implanted ones). This may be an
event (e.g., meeting someone, or going somewhere) or simply the passage of a
predetermined period of time. Attempting a temporary Mindwipe is resolved
like a nonnal Mindwipe attempt, but at an additional -3. On a critical failure, the
trigger was improperly set. and will not activate - the mindwipe is pennanent!

Temporary mindwipe is useful for withholding secrets from normal or tele
pathic interrogators. A telepath can even use it on himself - this is a useful tac
tic when infiltrating hostile groups who have access to Telepathy.

Example: Cassie's friend Jeremiah is now a prisoner of the Overmind
Institute. She wants to infiltrate them and rescue him, posing as a new recruit,
bUl knows they will probe her mind for hostile intent. To prevent this from
working, she uses Mindwipe to edit her memories so that even she herself will
believe she sympathizes with their goals. She sets a trigger to restore her mem
ories as soon as she finds Jeremiah. Unfol1unately, Cassie rolls a critical failure
- she fools the telepathic examination and later finds oul where Jeremiah is
held, but because the trigger fails to activate, she is still a willing member of
the Institute! Unless someone undoes the tampering using Mindwipe skill,
Cassie will never regain her true memories ...

Detecting Mlndwlpe
Total memory deletion is obvious. A psi can detect lesser tampering when

he is in mental contact with the victim. Roll vs. Mindwipe, or Telereceive-5 if
the PC doesn't have Mindwipe. Only one such "passive roll" is allowed, made at
the first contact with the person after the tampering takes place. This roll is at -2
to notice a compulsion, at -4 to notice a single memory has been changed, and at
a further -I for every week since the tampering took place, up to six weeks.

A PC deliberately looking for mental tampering who fails the passive roll
10 notice it must make a mental contact using Telereceive, and then make the
above skill roll. This effort takes an hour, and any further check within a day is
a "repeated attempt" for fatigue purposes.

Undoing Mlndwlpe
Any memory alteration or compulsion except a deliberate, permanent

mindwipe can be undone. This requires as many weeks as the original process

Telepathic Combat
(Continued)

Tum #3: Cassie's player rolls for suc
cess with her own Telereceive attempt.
This time she also uses brute force, so she
also subtracts half her Power from
Aslaroth's Mind Shield, reducing its
effective value from 13 to 5. She has
Telereceive 17. -5 (his Mind Shield), +1
for knowing him, for a 13 or less:
Astaroth's Strong wm does not subtraCt,
since that was reduced by the Menial
Blow. Cassie rolls an 12, barely succeed
ing. She is inside Astaroth's shields! Since
she succeeded by I. she automatically
picks up his surface thoughts and emo
tions (he's angry!). and more importantly,
she can lry to use "indirect" attack skitls.
She begins concentrating on Teleconltol.

It's now Astaroth·s tum, so he resolves
his Menw Blow, deciding to "tear down"
Cassie's Mind Shield (see Aiming Mental
Btows, p. 38. for how this is done). He
would normally be -16 for Cassie's Mind
Shield, but he is using brute foree again,
which reduces the Shield's effective
Power to II (at cost of another fatigue).
Furthermore, against an attack on its own
structure, a Shield only protects with half
its (modified) Power. so ASlaroth is only
at -5. With his base Mental Blow 18, he
wi11 succeed on an 13 or less. He rolls an
II. and does so, but his damage (ld for
Power 13) will only affects Cassie's Mind
Shield. not her. He rolls a 4, and Cassie's
Shield slrength drops from 16 to 12. but
Cassie herself is still unhurt, and she is
stiU "inside" his mind.

As!aroth doesn't like this, so he
attempts to close her out (see Get Our of
My Mind. p. 22). He attempts a Quick
Contest of his Telepathy Power (13) and
Shield sk.ilI (15) vs. her Power (16) and
Telereccive skill (17). He rolls a 7, suc
ettding by 21, but she rolls an II and suc
ceeds by 22. She's still in his mind.

Tllm #4: Cassie tries her Telecontrol
roll. Telecontrol is usable only from with
in a Mind Shield. so the shield doesn't
reduce its chance. but a Quick. Comest Vi.

Witl is required. Cassie has Telecontrol
15, +1 for knowing ASlaroth, giving her a
16 or less chance. She rolls a 10 and suc
ceeds by 6. Astaroth gets a Will roll to
resist, but rolls a 13. succeeding by only 2
(remember that his Strong Will was
destroyed by Cassie's earlier attack.). He
fails to resist, and is now her pUppel!

She forces him to walk over to her.
take a hypodermic needle out of her pock
et, and inject himself with a dose of seda
tive. Astaroth collapses at her fe.et. Cassie
has won!
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Advanced Psionic Techniques

Blind Jumps
A teleport normally can't go someplace he hasn't been to or seen. But a

telepath who can visualize the exacl distance and direction he wanlS to appear
at can use his ability "blindly:' The danger is that he will miscalculate even if
the teleportation roll succeeds, appearing in the wrong place or inside some
thing solid.

The player must tell the aM exactly how many yards and in what direction
the character will try to teleport. The skill roll is at -6, or -3 if the jumper has
Absolute Direction. If the roll is failed, the jump will almost certainly result in
some sort of unpleasanuy.

Autoteleport (p. 27) allows travel to destinations seen on live TV, at a
penalty. But what if the scene is nOllive, and the viewer doesn't realize this and
tries to teleport? Or if he wishes to teleport to a destination shown in a phol<r
graph, for instance?

This depends on the situation. If the teleporter is oul of range, he obviously
won't go anywhere. If the destination is within range, the aM can decide that

Castling
The default system for teleporting is that the air (or liquid) at the destina

tion point vanishes rather than being displaced. Since telepom don't create
massive explosions when they appear, it must have gone somewhere rather than
having been destroyed. What normally happens is that it "trades places" with
the teleporter. So if a psi teleported from his house to the bottom of his swim
ming pool, a man-sized volume of water suddenly fills his living room! This is
called "castling" since, like the chess move, the psi is trading places with
another piece of reality.

Castling can nOI be used as an assassination method. If you try to teleport
into the space occupied by a living being, you will nOI cut il in two or come oul
inside it! This appears to have something to do with the energy field produced
by a living being. As a rule, if you would "displace" more than half of a living
being, it will be casIled to your original position. Otherwise, you will arrive LO
Ihe side of your expected location, and you must make a Body Sense roll. al -2.
to keep your feet.

Displacement
The first possibility is that psi teleporters can somehow displace the air or

liquid around them as they appear, This means that any teleporter who material
izes normally does so in a blast of displaced air, blowing papers off desks and
hats off peoples' heads. And any teleporter who vanishes creates a loud pop as
air rushes into the vacuum he has left. This has obvious implications if a party
is trying to use stealth! For GURPSJ this is not the default, but it's available as
a skill limitation.

TELEPORTATION TECHNIQUES
Most psis know enough not to teleport into solid objects. But what if you

teleport into water? Even a perron who appears out of "thin air" is not material
izing in totally empty space - something has to happen to the atmosphere!
There are two simple ways of handling this, each with its own ramifications
about how teleportation will work in the campaign.

took hours. The psi trying to reconstruct the memories must make his own
Mindwipe skill daily; failed rolls mean the day doesn't count, and critical fail·
ure means the process must start over. A critical success counlS as a full week
of success. A psi always rolls at +4 when undoing his own work.

,

Telepathic Questioning
A telepath will often want to question

a subject while using Telereceive. If the
questioner's Telereceive roll succeeded by
8 or less. he must actually question the
subject vernally (or ask a verbal question
via Telesend). Use normal Interrogation
skill and techniques, but he gets a bonus
to skill equal to the amount his
Telereceive roll succeeded since he can
read surface thoughts. Resolve the interro
gation normally. but Mindblock may be
substilUted for Will when making a
Cootest of Interrogation V$. Will.

If he succeeded by 9 or more (peOClnlt
ing into memory), he does not. need to use
Interrogation. He can just look: into the
subject's mind and watch the memories
unfold like a motioo picture. with tri"iali
ties skimmed over and major e,'ents high
lighted. Attempts to locate specific (espe
cially trivial) memories will require addi
tional concentration - see pp. 25-26.

Suggestion can be used to coerce pe0
ple into revealing information, but
Telcconuol can't; the subject is effective·
Iy mindless while under control.

Telerecelve In Battle
One of the most potent ways a telepa.th

can use his powers in a physicaJ battle is
to use Telereceive to read an opponenl's
thoughts during the fight. This lets the
lekpath learn what the sUbject is lhioking
of doing before it is actually done! This is
primarily. defensive ability. Remember
Ibal if the Ielepath is injured. he mU$!
make a Will roll (0 maintain his ability.

To read a foe's combat intentions. the
telereceive attempt must have succeeded
by alleast 3 points.

The psi gains +2 10 active defenses
again~1 that subject (he knows exactly
when to parry. dodge. elc.) and the subject
has a penalty of -Ion his active defenses.
since the te!cpath can predict how his
opponent will react.

If you guess yOUf mind is being read.
you can try to light without planning (and
thus menlally telegraphing) your actions.
This reduces skill level by 3, since you
must rely totally on reOexes rather than
strategy. and you may not Feint. (This
also applies if you think your mind is
being read, and stop planning, bUI are
"",rong!) If you haves Combat Reflexes,
only reduce skill by 2. as you are bener
able to act based on renex rather than
planning.
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he still goes nowhere - the roll automatically fails. But if the destination hasn't
changed much (perhaps different people are there, but the environment is the
same) the jumper might actually arrive. Or he might arrive somewhere else
within range that resembles what he saw. This is particularly likely if the desti
nation is a movie set that has since been dismantled.

What if the location is wholly fictional (a child teleporting into an animated
cartoon, for instance, or trying to teleport Lo lhe area depicted in a painting of a
fantasy landscape)? It's easiest to assume the teleporter doesn't go anywhere.
Or perhaps he goes somewhere simiLar: if he tried to teleport into a Mickey
Mouse cartoon, he ends up in Disneyland. But if someone truly believes what
he is watching is real - who knows? Maybe the teleporter can slip into another
dimension ... This subject is covered in further detail in GURPS Time Travel.

Tactical Teleportatlon
Over 90% of any special operations mission is concerned with reaching the

objective and then getting away afterwards. Autoteleport allows the ultimate
commando raid: blink in, perform the mission, and blink out. Since few tele
ports have the Power to blink miles behind enemy lines without special aug
mentation, this means that most teleporting commandos make several shorter
"hops" to reach their destination. Unless the mission has been very carefully
planned, all these hops will be to unfamiliar places, each in line-of-sight of the
last. Rarely will these be unobserved - but rarely will they be reported in time
to do any good.

OTHER PSIONIC TECHNIQUES
Psychic Lobotomy

Using the Neutralize skill (p. 10), an antipsi can suppress another person's
psi powers - perhaps forever. This takes one hour per Power to be eliminated,
during which the user must touch the subject. The subject need not be con
scious. If awake, he will be aware of the process.

To eliminate a Power, the antipsi's Power level must be equal to or greater
than that of the target Power. Make a Quick Contest between the Neutralize
skill of the antipsi and the subject's HT or Will, whichever is greater; a Mind
Shield will subtract from the anacker's Power. If successful, the target Power
may be reduced by as many levels as the antipsi desires, or totally eliminated.
Only one faiLure per week is allowed, but a successful suppression of one
Power could be followed immediately by an attack on another.

Lost Power may recover on its own accord; roll vs. Will-8 every week to
regain a Power level. On a success, the Power begins to return at the rate of I
level per week, with no further rolls needed. On a critical failure, the power
will never return without outside help. The OM may allow catalyst drugs,
neuro-psi devices or other gadgetry to restore missing Power, or send the party
on a quest for the one telepathic healer with the skill to do the job ...

Dowsing
Dowsing is a means of psychically locating something using a focus. usually

a forked rod or a pendulum. As the user concentrates, he moves it unconsciously
to point unerringly in the direction of whatever is being sought. Dowsing is
often used to find water or hidden treasure (such as coins). But many dowsers
seem to be able to mentally program themselves to find almost anything.

An esper may take dowsing as an optional specialization of the Seekersense
skill. This gives the specialized psi a +4 to skill when using a pendulum or
dowsing rod, but ·2 for other applications of Seekersense. Dowsing enables

!"""!'~_. ._._~

Teleport/ng Into Solid
Objects

Tbere are three simple ways to treat
this. The first is to say that some kind of
mental "circuit breaker" exists: anything
that deliberately (or accidentally) ends up
tcleporting into a solid object instead
appears somewhere else (probably in the
nearest open space within range) or
doe!.n't telepon at all. This is what hap
pens when someone tries to teleport into a
living thing.

However, psi stories are fun of people
who met nasty ends while teleponing. and
another possibility is that the teleponer
does indeed appear inside the solid object.
In general, this means he ends up messily
dead, possibly with an explosion. Though
(for instance) if someone teleports in such
a way that only his foot or arm is within
an object, he might survive - assess 6d of
damage, ignoring armor, in addition to
crippling the limb. Vulnerability to this
sort of danger is listed as a Teleport limi
tation.

A third way works if the "castling"
option (p. 42) is used. If the psi telepons
intO something, that something appears
wherever the psi vanished from. So if a
psi teleponed underground into solid rock,
he would be alive but entombed, and a
man-sized rock statue would appear at his
point of origin.

Combat Exoteleport
Psi warriors may wish to use

Exoteleport to materialize a small solid
object inside someone else, killing him.
Even worse, they might like to cause their
foes to vanish one bloody chunk at a time.
This would be a good skill enhancement
for a villain in a horror campaign (charge
an extra 100% for the power, and assess
normal hit location penalties to the skill
roll), but is not allowed under the default
rules of teleportation.

A more effective method of attacking
with Exotelepon is to use it to deliver
grenades or bombs. With a high enough
Power, a teleport - or several tclepons
linked in gestalt - could even deliver a
small nuclear weapon, especially if it were
encased in an aCTUality shield (see p. 69).......__.- "



Healing Attributes
The Healing skill can restore attribute points or Will lost due 10 Psychic

Vampirism, Mind Trap or aimed Mental Blows. Treat them like any other fonn
of damage, but with 2 levels of Healing Power required to restore a point
instead of one.

additional precision in using this ability. Rather than feel a "tug" on his own
body, the psi's pointer or pendulum moves, pointing exactly at the object the
user is looking for. Moreover, dowsing - especially with a pendulum - can also
be used over a map. It would be possible to use a series of finer and finer scaled
maps to gradually home in on something.

Cyberpsl and the Net
In a game using GURPS Cyberpunk, an Electrokinetic using Cyberpsi (p.

II) can enter the net without a computer, by connecting his mind to the
cyberdeck at a distance.

Once the hacker has made contact with a cyberdeck, his Cyberpsi bonus
and default to Computer Operations and Compuler Programming skill also
apply 10 Computer Hacking and Cyberdeck Operation skill. thus potenlially
reducing the length of his Command Phases (GURPS Cyberpunk, p. 75). The
psi can command the deck he is linked wilh to run any of its standard programs.

Because he is not physically attached to the deck, however, he is partially
immune to Flatline (p. CY90). Normal attempls to fry his brain electrically
won'l work. and vs. insidious systems (e.g., hypnotic programs) he gets an
automatic roll againsl his Cyberpsi skill to pull out in time.

Advanced Psionic Techniques

In general, the OM should let a suc
cessful psi roll give a bonus on an appro
priate skill roll. What is "appropriate" is
left up 10 the player's ingenuity; as
always. the OM has the final word.

A psi roll must first be attempted. If it
succeeds, the real task is made easier,
allhough in some cases the user must
maintain his psi ability for the duration of
the task to gel any bonus. A failure does
not affect the task, but a critical failure
gives a penalty equal 10 the bonus that
would have been gained. Some examples:

A successful Telekinesis skill roll
gives a +4 bonus to Lockpicking skill with
any lllmbler or combination-type lock. A
StIccessful Clairvoyance rol1 also gives a
+4 to lockpicking skill - this time, 10 see
the tumblers. If the lockpicker made both
rolls, he would get both bonuses. A psi
thief is fonnidablc ...

So is a psionic medic. Clairvoyance
alone could give a +2 bonus to Diagnosis
of physical injuries or to Surgery skill;
used with TK, it could give a +4 10
Surgery, and allow some operations with
out opening up the body.

Moving away from Clairvoyance and
TK, other skills are obviously handy.
Reading a foe's mind at the right time
would be good for a +2 or better on a
Strategy roll - the trickier the foe's plans,
!he beUer the bonus. Similarly, Telereceive
can give a +2 bonus on any Influence skill
roll, since the psi knows what to say or do.
and when. Emotion Sense would only give
a +I bonus, but as it's a passive skill, it can
be used constantly I

Levitalion (with the InStanlaneous
enhancement!) could give a +2 on any
Acrobatics or Dancing roll (if you want to
conceal your psi ability) or +6 (if you
don't care who knows you're a psi).

Psychometry can give a +4 bonus to
Tracking skill, but is less likely to help
with Shadowing - in a crowded city. there
will be too many psychic impressions 10
get a clear "fix."

There are hundreds of other appliea
DOllS. Psi skills can also substitute for nor
mal skiUs. A fugitive can use nJusion to
bide himself when Camouflage isn't good
enough. With enough Power to move a
handgun. TK - or Exoteleportl - could be
used to perfect the ultimate fast draw!

Using Psi With Normal
Slellls



M
any mysterious occurrences. from ghosts to precognitive dreams, can be
explained through psi. This chapter deals with a variety of psychic phe
nomena in game terms. Like the previous chapter, these rules are option

al. and are best suited for campaigns that focus on psionic or horror adventures.

THE HOUSE IN THE OAKS
Dr. Christine Montoya moved into the attic of the big house, lugging the two

heavy suitcases up the :itairs. Dr. Basil Koopennan was already in the room. look
ing out the window into the French estate's grounds. The sun was setting over the
oak frees around the house. Just like him to be admiring the sunset, she thought,
while I do the work.

•
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A Tlmellne of Early
Parapsychology

/882: Society for Psychical Research
founded in England for scientific study of
psychic abilities. including Telepalhy and
Clairvoyance. and survival after death.
The term '"telepathy" is invented.

1885: American Society for Psychical
Resean:h established in Boston.

1927: J.8. Rhine joins the psychic
research learn of William McDougal at
Duke University. and the modem scudy of
parapsychology is born. The terms psi,
parapsychology. and ESP~ coined. K.E.
Zener, a colleague of Rhine's. de"e1~
lhe Zener cards - the standard deck of
ESP testing cards which shows stars.
waves. circles. crosses. and squares.

/929: Hans Berger invents electroen
cephalography. a method of detecting and
measuring brain waves.

1935: )o,.",a( oj Po.rapsJcholog)'

''''''''''''.1940: RhiDe and his colleagues publi~

their rt"liults, and lhe term ESP becomes
known throughout the world.

c. /950: John Campbell. editor of
ASlOullding Sci~nu Fic'ion, invents the
term "'psionics."

1957: The Parapsycholo&icaJ
Associatioo is founded in America.

1963: Soviel government begins seri
ous psi research.

1965: Rhine retires from Duke
University.

1969: Parapsychological Association
admitted to American Associalion for
Advancement of Science.

She put the cases down and stepped over to him, glancing briefly at the
sleeping boy on the bed.

"Dr. Kooperman. Hadn't we better begin psychometric scanning?"
He didn't seem to hear her. She paused. "Dr. Kooperman?"
He beckoned her over absently, his hands fluttering. "Look here, Doctor,

look here. These oaks. " His voice was full oj excitement. She sighed, but went
to see what it was this time. "Do you see? They Jonn a spiral pattern around
the house!"

She setup the equipment, bending over the boy and giving him an injection
of Trance, a drug that would make him more susceptible to what she was about
to do. She turned toface the doctor. "Trees. So what?"

"Don't you see? The trees mayJorm a group mind. Those oaks are very old,
Dr. Montoya. The boy might be tapping their power. They could be the true
source of this particular poltergeist manifestation's power - and oj the brood
ing presence you sensed in young Andre's strange dreams."

Christine did not bother to keep the scorn out of her voice. "Thats ridicu
lous - everyone knows RSPK manifestations usually result Jrom subconscious
trauma. "

"Perhaps, doctor, perhaps not. The possibilities of vegetative gestalt are
very real. The druids may have tapped this power. May 1 remind you of my
experiences at the New Forest, in England, and its connection with the stone
circle in Normandy? That monograph was to be published in Psychic Review,
bUI those short-sighted fools killed it. " He paused, and turned to face her. "'n
any case," he concluded, "we won't know until we find out. The boys in REM
state now. TIme to go in. ..

Christine sniffed. Kooperman was a genius at designing lab equipment. but
he was also a flake. Still. he was her flake. She smiled affectionately, then bent
over the sleeping child as a book fell offJrom the shelves near the boys bed. Its
pages began to tum ojits own accord.

The poltergeist was awake - Andre must be having the nightmare again.
There wouldn't be much time before it became dangerous, especially once it
realized what they were here to do. Kooperman was right. It had to he /lOW.

Gritting her teeth, she touched the boy's head with her fingers and concentrat
ed on summoning up her telepathy, embarking on her voyage i1l10 his mind.

I

+
SPONTANEOUS PSI PHENOMENA

Spontaneous psi effects are the bread and butter of the psychic investigator.
What is causing the smashed dishes and unexplained noises at the Hambly resi
dence? Why are computers spitting gibberish at Xotech Industries? Is the
strange glowing figure on the top floor of Saint Alban's church a ghost?

The explanation for most of these effects is psi gone awry. The cause might
be a living agent with uncontrollable powers - or it might be something else.

Living Agents: Uncontrollable Psi
Most spontaneous psi events have a human cause - someone with an

Uncontrollable psi skill who is accidentally causing the effects. The user may
not even be aware that he is a psi! tn this case. the person will have the lintita
tions Uncontrollable and Unconscious Use Only limitations (see pp. 29-30).

Psychological Causes
Once the investigators have found who is causing spontaneous psi phenom·

ena, they may wish to find out why the person is doing it. Since spontaneous
psi occurs unconsciously, the root of the problem will usually be psychological.
Some possibilities:

Psychic Phenomena



Psychic Phenomena

Out of Body
Experiences

An out or body experience is a sponta
neous case of astral projection. The dw
ac:ter finds himself outside his body, often
looking down on it. -oDBEs" arc related
to crisis apparitioos. Although they s0me

times occur in dream Of" tnuJce.stales. they
most often take place during death or
near-death experiences (sidebar. p. 48).
Dying seems to serve as a Cllalyst for psi
abilities!

A dying person will sometimes find
himself drawn upwards into a "tunnel,"
toward a "while lighl." He may even hear
voices or see images associated with dead
relatives or friends, or may simply hover
over his body while doctors struggle to
repair it. snapping back infO if when they
are successful.

In game terms. most OOBEs are an
example or spontaneous astral projection.
A character with latent ESP abilities has
them activated in a crisis point (sec LatOit
Po'tl'~rs, p. 86). 1be "lunncl~ experience
associated wilh a narrow escape from
death may simply be a physiological reac·
tion to death Of" a flasbback. to the binh
canal unrelated 10 astral projection. or
could represent the character finding hi\
Vo'1l.y into the inner aslnll plane.

On the Olher hand. it could be 5OfTIe

thing rJ'lOfe •••

Triggering Evenb
Uncontrollable psi can be triggeRd by

any of the foUowing stressfut e'o'enb:

A psi suffers an emotional shock. ID
game terms. this includes failure or •
Fnght Checlr.. the death of a Dependent.
bemg exposed to a phobia and similar Soli

uations. However. a ho.ppy shock. such as
a roomful of people yelling "'Surpri.scl" on
the psi's binhday, could also be a trigger.

The psi fails a Will roll to control a
disadvantage like Bad Temper Of Berserk.

The psi is in danger. or someone he
cares about is threatened.

The psi has a nighlrnare.
The psi is engaged in sexual activity.
The psi is intoxicated or drugged.

e~pecially if hallucinating.
Under any of these circumstances, a

psi with an uncontrollable ability should
make a Will roll to avoid uiggering it.

A buried trauma or psychosis is calling auention to itself through psi.
A frightened or intimidated person is subconsciously reaching out for help

by trying to attract auention.
The psi is going through hormonal changes at puberty, or is sexually

repressed.
"The psi has a difficult personal life, and is unconsciously "striking back"

lhrough ps;.
The psi is dead, and died in the grip of some strong emotion - see Ghosts,

p.49.

Po/tergebb
Poltergeist means "noisy ghost," but few parapsychologists believe there is

anything supernatural about them.
Poltergeist effects are random psychokinetic manifestations brought on by

disturbed psis who are (usually) unaware of what they do. or at least how they
are doing it. Psychic researchers often refer to poltergeist phenomena as
;'RSPK," or recurrent spontaneolls psychokinesis.

Poltergeist effects typically manifest out of sight of observers, with only
their results (loud noises, or the residue of damage) visible. Poltergeist manifes
tations have the normal Power of the source character, and are thus limited in
range and effect. This usually means either that the source can be found in close
proximity to the point of manifestation ... or that he's extremely powerful.
Manifestations are usually cryokinetic. photokinetic, pyrokinetic or telekinetic.

Cr)'okinesis might cause someone's sofl drink to freeze solid, or turn a plate
of hot food suddenly cold, or cool down a pocket of air to send a chill down
someonc's back.

Photokinetic manifestations are rarely recognized as the work of polter
geists. The floating images or lights usually are mistaken for ghosts.

Pyrokinesis might bring a glass of milk or a pot to a boil, set fire to paper or
cause a moth to burst into flame. Some poltergeists are far more violent, and
are responsible for cases of spontaneous combustion in humans (or, more com·
monly. their clothing). A pyrokinetic poltergeist is especially dangerous, since
even non-malevolent manifestations have the potential to start a fire.

Telekinesis is the most common skill used by poltergeists. A powerful pol
tergeist can lift up objects and move or throw them around with great violence.
But even a weak poltergeist can manifest in numerous ways with telekinesis.
TK can make tapping sounds or stack objects like match boxes, books or dish
es. Toy cars and trains are easy to move, since they are on wheels. Dolls and
stuffed animals can be made to march about. Lights can be switched on or off,
and controls on electronic devices like radios, televisions and dishwashers can
be manipulated. Doors (and drawers) mighl slowly open or close on their own,
or the pages could tum in a magazine. A bystander may find his shoelaces inex·
plicably lied together.

For example, Eric is a teenage pyrokinetic who has burned down three
orphanages in as many months. The Pes investigate the mysterious flfCS and
trace the cause to Eric. Probing his origins, they discover he lost his parents in a
fiery auto crash. He was pulled unhanned from the burning wreckage, but was
only an infant and does not consciously remember the accident or his parents.
But Eric has been having nighlmares about the accident, and with his psi powers
triggered by the onset of puberty, the buried trauma has manifested as pyrokinet
ic activity. The investigators could use Telereceive, Dreamshaping (p. 65), or
conventional detective work to discover his condition, then provide counselling
and teach him to control his abilities. enabling him to buy off his limitations.



PIIantoms of the Living
Some people have reported seeing

ghostly images of a person (usually a rela
tive or friend) who is still alive, though
often dying. Since these apparitions usual
ly appear when the person seen is in dan
ger or near death, they are sometimes
called "crisis apparitions" (by the scientif
ic) or "felches" (by the superstitious).
Usually the apparition is only seen by a
single person. even if other people are pre
sent. Sometimes the apparition is experi
enced as part of a dream.

The best explanation for a crisis
apparition is telepathy. Facing death, a
latenllclepath gains unconscious access to
his abilities. He uses them to direct a pow
erful Telesend to a friend or relative. 1be
sending may be a cry for help or a desire
to be with a friend at the momenl of death.
Since he is untrained and in trouble, Ihe
sender cannot transmit a coherent mes
sage. so the recipient experiences it as a
simple sense of that person's presence. or
as a ghostly vision of the sender.

Another possibility is that the person
seeing the image is himself a Precog. The
apparition is a prescient flash of infonna
tion that a friend or relative was in trouble.

Telepathic Twins
The strong similarities in their central

nervous system and brain may make iden
tical twins more likely to develop a tele
pathic bond between each other.

Case studies have been made of identi
cal twins that have shared some kind of
psychic connection. even when separated
al birth. Psychic phenomena that have
been reported include cases of telepathy.
Ihe sudden awareness by one twin of
injury suffered by the other. and even
simultaneous death.

Treat this as a Mindlink advantage (p.
96) shared by both twins. perhaps in con
junction with latent or active telepathy.

Psychic Phenomena

Investigators can Slap a pohergeist by discovering who is responsible for it
and why. A poltergeist will usually resist discovery! Convincing a person they
are a psi, however, is only the first step. Usually the trauma that was causing
the spontaneous manifestation must be healed.

Apports
An "apport" is the mysterious appearance or disappearance of an object.

Apportations are rarer than other poltergeist phenomena, but can occur when a
psi has an uncontrolled Exoteleport skill. As with other poltergeist activity, the
actual displacement of an object is rarely witnessed. Instead, a person may tum
around to find something missing, or be waJking along when a frog suddenly
falls from the sky. The psi may be using unconscious ESP or Telepathy to "lock
onto" distant objects.

Gremlins
Gremlins are poltergeists thai affect machinery (using TK to press bunons,

loosen screws, etc.) or eleclrical systems and electronics (via cyberpsi). They
are generated in the same way as other poltergeists. though they are as likely to
result from a bored shift worker with latent psi abilities or a fighter pilot under
severe combat stress as from a disturbed teenager.

Precognitive Dreams
Since ESP is one of the most common psi powers, and precognition is a

passive psi skill which can be used by default by anyone with the Danger Sense
advantage. a fair number of "psionically sensitive" people experience sponta
neous visions of the future.

Far and away the most common form taken by these visions is the precog
nitive dream. They are identical to nonnal dreams. except that part or all of it is
a true vision of the future, and it often seems more lucid than usual.



However, a psi may not even be aware thai his dream was precognitive
until it comes true. If precognilive dreams are not immediately recognizable as
such. the GM should occasionally describe interesting normal dreams as well,
and let the player figure out which are visions of the future.

Precognitive dreams are sometimes referred to as "true dreams" and those
who have them as "true dreamers." Some precogs only get premonitions in the
fonn of dreams (even if they are deliberately trying for a vision, it will still
come in dream form). This is a 30% limitation on Precognition power.

SleepJumpers
Some people walk in their sleep. But what if a sleepwalker is a teleport?

Sleepjumping may also be responsible for the phenomenon known as biloca
rion, where a person thought to be in one place turns up in another area, then
mysteriously vanishes.

Teleportation normally requires the visualization of a destination. For the
sleepjumper, this is provided through dreaming. The destination of a sleepjump
will always be a place that he has previously been, and within his normal teleport
range; it may be as close as the opposite side of the bed. or as far as his old apart
ment in another city. Whatever the distance, it should be a place that is familiar.
After sleepjumping, teleportation powers will not work again for Id minutes.

Very rarely, a sleepjumper is also an uncontrollable ESPer and teleports to a
place he has seen in a precognitive dream or visited in astral form.

GMs may apply Sleepjumping to anyone who has Teleportation bought
with the Uncontrollable limitation, or to any teleporter who suffers from a dis
advantage or quirk like sleepwalking. In this case, a Will roll should be made
on any night that the teleporter goes to sleep under stress; failing the roll means
he sleepjumps.

Example: Morgaine is a powerful teenaged teleporter who is nol always in
full control of her abilities. She has just been through a difficult math exam in
high school and has collapsed into bed. The GM decides thai she is dreaming
about it. and that the dream may lead her to sleepjump. To see if she does, he
makes a Will roll for the character, who fails it.

Morgaine wakes up - in a large, dimly-lit room full of school desks. She
blinks the sleep oul of her eyes, wondering where her bed has gone, and checks
the clock on the wall - 6:00 AM. Just then, the door opens, and a custodian
sleps into the room. When he gets over his surprise, Morgaine may have lrouble
explaining just what a girl in a nightgown is doing in a locked school room!

Ghosts: Psychic Residues
Investigating a haunted house, the adventurers experience a growing sense

of depression as the night wears on. Suddenly, the sense of despair deepens,
accompanied by an icy chill. The visitor see a slightly translucent image of a
young woman writing a note on a nonexistent table. Ignoring them all, the fig
ure climbs an invisible chair, goes through the motions of attaching a noose,
and hangs herself. The body dangles in mid~air for a few seconds, the girl's
hands clawing at her neck, then vanishes. Later, the Pes discover that a girl had
committed suicide in that room nearly 20 years ago.

A classic ghost ... but is the apparition really the dead girl's spirit?
Perhaps not. Everyone leaves psychic traces of themselves on objects they have
used or places they have been; these impressions are what an ESPer with the
Psychometry or Signature Sniffer skill picks up. But when an emotionally
charged event occurs, such as a murder or suicide, this psychic residue may be
strong enough that the tragedy leaves an impression that anyone can sense - a
ghost. So hauntings - the term "ghost" is not really appropriate, since it is a

Klrllan Photography
Many psychics claim to be able 10

"feel" energy or see colorful auras around
all living things. With experience. a psy
chic can detcnnine a person's physical or
mental condition from the state of Iheir
aura. This abilily, Sense Aura. is described
under the Healing power. on p. \6.

In 1939. a technique known as Kirlian
photography was developed in the Soviet
Union. It seemed to offer scientific proof
that thh kind of "life field" really did
exisl. More importantly. it could be
repellled in laboratories around the world.
The procedure was simple. Place a biolog
ical object. like a person's hand. or a
recently cuI leaf. in contact with film lying
on a photographic plate. Send an electrical
charge through the plate to the object.
When the film is developed. it will show a
brilliant halo - the Kirlian aura - sur
rounding the object's image.

Early Sllldies showed that the corona
seemed to vary in intensily and color if ilS
subjects were emolionally excited or
aroused, and Kirlian photographs of psy
chics purportedly showed a change in the
aura when they wetc exercising their abili·
ties. Did some kind of biological energy
field really exisl?

More recent experiments have suggest
ed that the Kirlian effect is the result of
water vapor interacting with the electrical
field. Since people sweat when under
slresS. or when concentrating hard to pro
duce psi effects. this rna)' explain why
Kirlinn photographs show a change in
color and intensity.

Although generally dismissed today.
Kirlian photography may be used by para
psychologists in campaigns sct between
the 1940s and 1970s. OMs may also
decide that the Kirlian effect - or some
thing like it - is real, in which case it
might lead to scientific understanding of
psi abilities. For instance. Piers Anthony's
Cluner series uses "Kirlian force" as the
basis for both psychic powers and a
unique fonn of interstellar travel.

Psychic Phenomena



Invading Dreams
A telepath can invade another person's

dreams with Telereceive. This requires
penelration into the subject's subcon
scious (success by 7 or more) while he Of

she is dreaming.
Once a person's mind has been coo

tacted, the psi can use Telesend to influ
ence his dreams. This is a normal use of
Telesend, with the amount the roll suc
ceeds by dctennining how real the dream
seems to be. On any critical failure, the
subject awakens!

If lrying to give someone actual oight
mares. the Telesend roll is resisted by
Will. If it succeeds, the subject must make
a Fright Check. Use the amount it suc
ceeds by as a penalty on the sleeper's
Fright Check. The sender can force the
dreamer 10 make one Fright Check per
minute he is manipulating lIle dream.

To do so without being noticed, make
a roll for subtlety (Telesend skill 'IS. the
subject's Mind Shield or lQ. whichever is
highest). This is not an activation roll, SO
it doesn't require time, cost Fatigue, etc. If
successful, the dreamer remains unaware
of the telepath's presence. If it fails, (or is
no!. attempted), the sleeper feels a foreign
presence in his mind. and will remember
this when he awakes.

If the dreamer is experiencing a partic
ularly strong dream, the psi may become
trapped. Use the rules for tbe
Dreamscanner device (p. 65).
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location rather than an actual entity which is generating the effect - are psychic
recordings, psychometric photographs or memory images of past events.

All hauntings have a Power, which determines the strength of the psychic
residue. Hauntings occupy fairly localized areas - typically they can only be
sensed within Power/3 hexes of the event that produced them. They are easier
to sense after dark; in daylight there are usually too many people aboul, and
their "mental vibrations" make it difficult to notice anything e\se. But at night
(especially in bad weather) there is far less psychic interference.

When a person firsl approaches the sight of a haunting, and for every hour
thereafter, roIJ against IQ-5 (or against Psychometry skill, if the character is an
ESPer) to see if they notice anything. Add the haunting's Power. Other modi
fiers: +3 in bad weather, -10 in daylight, -I if more than one person is present
(per extra person), +4 to a person's IQ if the viewer is in an emotional state
similar to that which generated the haunting ~ depressed, lonely, angry, or
whatever. If multiple characters are at a site, the OM may wish to make only
one roll for the entire group.

Failure means the intruder doesn't notice anything. A success means that
the person feels somerhing - a strange smell (actually a psychic impression),
perhaps, or bad vibrations. A success by 5 or more means that an apparition
actually appears, with the degree of success determining how long it remains
and how solid it seems.

There are two ways a haunting may affect a living person. First, the sudden
apparition may be frightening. The OM may require anyone experiencing a
haunt to make a Fright Check, with a penalty equal the amount the roll to notice
it succeeded by. Secondly, the psychic power of a haunt may be strong enough
to overwhelm an intruder, even if he doesn't notice it. The charaCler should
make a roll against Will+5. with a penalty equal to the Power of the haunt. If he
fails, the haunt influences him in some way. For instance, the psychic residue of
a suicide might leave others feeling depressed; on a failure by 5 or more, or a
critical failure, someone may become actively suicidal. Similarly. the psychic
echo of a murder may lead to violence.

"Exorcism" - Dealing With a Psychic Echo
A psychic "ghost" may sometimes be destroyed by direct psychic con

frontation. Others may be "appeased" in some fashion. Some vanish on their
own, and others must simply be avoided. Investigators are advised to proceed
with great caution if the existence of a psychic residuum is suspected. These
effects are not well understood, even today. (Translation: The OM may make
them easy or hard to deal with, as he pleases, and the players won't have a clue,
even if they have all read this book.)

DREAMS AND ALTERED STATES
The Sleeping Mind

There are different types of sleep, from half-awakelhalf·asleep periods to
deep slumber. People dream during a type of sleep known as REM (rapid eye
movement). REM periods begin about an hour after a person falls asleep, lasting
about ten minutes, then going into quiescence, then another REM cycle. During



a typical seven-hour sleep period, four to seven REM cycles will usually occur,
though children spend more time in REM sleep then adults do. A person who
wakes up during REM cycles will tend to clearly remember his dreams.

Tests have suggested that people in REM sleep are highly receptive to tele
pathic messages. If this is true, add +2 to the chance of success for any
Suggestion, Telesend and Telecontrol, although any telepathic messages will
usually be worked into the fabric of the dream itself. Some psi abilities and
devices may only function on dreaming characters ~ see Dreamscanners (p. 65)
and Psychic Vampirism (p. 16).

To determine if someone is dreaming at any particular time after they have
been asleep for an hour or more, roll 2d. On a roll of 10 (exactly) the sleeper is
dreamjng.

Hypnagogic Stare: Thjs is the gray transition period between wakefulness
and actual sleep. A person in this state, which lasts only a few minutes before
true sleep begins, is even more suggestible than someone in REM sleep. Add
+4 to lhe chance of success of the telepathic skills Sleep, Telesend, Suggestion,
Telecontrol and Telereceive. A Brainscanner (p. 60) can determine if someone
is in a hypnagogic state.

Hypnosis
A hypnotic trance can be highly conducive to the use of certain psi abili

ties. See Hypnotism, p. 100.

THE OCCULT AS PSI PHENOMENA

The Astral Plane
The astral plane is the place visited by psis using astral projection. It may

be a real place, or a fonn of consensual or veridical hallucination - a psychic
dream shared by psis mentally linked on the subconscious level. In any case,
damage or injury suffered on the astral plane is very real.

Travelers in the astral plane have observed two "levels" to it, referred to as
the outer plane and the inner plane. The outer plane is the easiest to reach but
the hardest to remain in, perhaps because it is the closest 10 the material world.
Objects and people in the normal world are visible but intangible to the astral
traveler.

The inner plane is more difficult to reach, though paradoxically, untrained
psis experiencing spontaneous "out of body experiences" (see sidebar, p. 47)
are likelier to visit it. Attempting to reach the inner plane requires a second
active use of Astral Projection skill, at -5. Failure has the usual effects; repeated
attempts are possible at normal penalties.

If successful, the character finds himself in a strange, silent world. Different
travelers often experience the inner plane in different ways. It may be a kaleido
scope of abstract shapes and colors, a dark void, an infinity of whiteness or the
eye of a hurricane. The astral plane usually has no "floor" and no reference to
the real world, so distances are difficult to judge, and may in fact be illusionary.
A character always exits the inner plane at the place he entered it.

The inner plane is easy to maintain an astral body in: no rolls are required
to do so, and the traveler may stay there as long as he likes. The strangest quali
ty of the inner astral plane is its temporal distortion. Time usually passes at a
ratio of 10 seconds in the astral plane for every second in the real world. A
Iraveler cannot automatically "snap back" to his body from the inner plane. He
must nrst return to the outer plane, and to do so must make an Astral Projection
roll, with the usual penalties for Repeated Attempts.

A person in the astral plane never needs to eat, drink or excrete.

Mind and Soul
Psi abilities such as Mindswitch aad

Astral Projection allow Ihe mind to leave
lhe body. This raises some questions: is
the mind the same as the soul? Does !he
soul exist scientifically, perhaps as a sta
ble pattern of energy? If an astral form can
exist or a mind inhabit another's body, can
this energy pattern survive after death?
Characters interested in metaphysics may
tty to find the answers.

Magic and Ritual
Psi powers which seem like magic can

be an interesting change of pace, and may
throw adventuren; a curve.

The limitation "requires preparation"
can simulate a psychological need on !he
pan of the psi for meditation, occult cere
mony, mystic phrases or tantric magic as a
method of focusing mental power. And
isn't a coven of witches or a circle of
magicians just another way of creating a
psychic gestalt?

But PCs who watch the ritual being
performed and see the "magical" effects
produced may jump to the conclusion that
they are witnessing magic ra!her Ihan psi!

Psychic Phenomena



Astral Constnlcts
Another kind of astral encounler is the

"construct" - essentially a pocket dimen
!>ion within lhe astrnl plane. Within a con
struCI. reality is ~solid~ and material
objects can eltisl. A constnlCI may be as
simple as a rock nooting in the void. or as
comp1eJL: 11$ a duplicalion of l8th-century
Paris. complete with inhabitanls.
Howc,·cr. objecls native 10 the pocket Call
ne\'er be removed from it; if you find a
rapier in ~Paris" il will vanish when you
Iea ....e the pockel 10 reenter the rest of the
astral plane. or if you "snap back" into the
material world. Whether tlarh'~s of a
pocket can Iea....e is up 10 the OM.

As with the reSt of the inner plane.
time Sperll in a constnlct is tlot counted
toward the duration of your Astral
Projection, and no rolls ar~ needed to
maintain your astra1 body while you are in
00<.

Some pockets may be prisons. A
prison looks like a normal consuuct. but if
you try 10 leave it. you must make a
(power + ASlral Projcclioo skill) roll at
-15. Failure means you cannot leave 
only one try is allowed per day. and eacb
successi ....e failure gives you a ·2 to your
neJL:t attempt If effective skill drops below
3. you are trapped forever. unless. s0me

how. someone else can help you! How?
That's a good question ...

Astral Entities
A character in the inner plane may encounter a variety of astral structures

and entities. Some may be other travelers exploring this strange realm. Others
may be constructs of his own subconscious. All are "solid," at least from the
astral character's perspective - it's possible to touch or fight an astral being,
and take damage. or even be killed.

The more Power a visitor has, the more likely he is to meet somelhing, either
because he altracts attention or because he creates whomever he meets. GMs may
wish to give a chance of meeting someone or encountering something every ten
(subjective) minutes: roll 5 or less on 3d, +I per 4 full levels of Astral Projection
Power. Those actively searching for someone or something roll every 5 minutes.

Travelers in the inner astral plane can meet personifications of their own
memories, emotions, inner desires or fears. These entities can give the visitor
advice. teach them. or even fight them. For example, an astral traveler might
meet her daughter. who died as a child, as a grown-up woman. More fantasti
cally. someone could fight a personification of one facet of his own character.
in an adventure constructed to "buy off' a mental disadvantage.

Treat astral entities as Pes. with any characteristics the GM wants - they
are physical, and can interact with a visitor's aslTal body. The only limitation is
that such a "mind child" can never have skills, abilities or knowledge that the
traveler himself does not have - even if he does not realize he has them.

Mediums and Seances
A medium is someone who acts as a channel through which spirits can com

municate with the living. Usually this occurs at a seance. in which the medium
goes into a trance Slate during which spirits - often relatives of those present at
the seance ~ speak through her. Sometimes a Ouija board. automatic writing in a
trance state, or other mechanism is used to generate replies. Most of the best
mediums are female.
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Some mediums may be charlatans or
deluded. but others seem to know informa
tion about their subjects that could not be
explained through fraUd. But a real medi·
urn may not actually be communicating
with spirits. Instead, she may (deliberately
or subconsciously) be telepathically gath
ering information from the minds of those
around her. and perhaps telekinetically
manipulating a board. using Precognition
to make any predictions of future events
that occur.

It is possible that those present with the
medium may even form a spo"ta"eous
gestalt during the seance, with powers and
abilities far beyond that of the medium alone.
This would be true if any of them had
Unconscious or Uncontrolled psi powers of
their own.

A medium may. however, actually be
receiving information from beyond the
seance itself. She could be in unknowing
communication with a powerful living
telepath, who may occasionally use
Telecontrol or Suggestion to guide the



medium's actions. The fragmentary nature of communication suggests that
"spirits" may actually be psychic residues (see p. 49) left as a result of traumat
ic events. An ahemate possibility is that the medium is reaching backward or
forward through lime to communicate mentally with the subconscious of beings
living in the past or future. Arthur C. Clarke's classic Childhood's End offers
some interesting psionic explanations for seances.

Ectoplasm
A phenomenon which has yet to be fully explained is that of ectoplasm,

luminescent strands of semi·solid material that sometimes appear during
seances. Ectoplasm may be amorphous. or may take the form of shapes, some
times providing an apparent "physical body" for the spirits summoned through
the seance. Sometimes ectoplasm can form into phosphorescent hands or ropes
that can wrap around or manipulate objects.

The simplest way to handle ectoplasm in game terms is to treat it as a (pos·
sibly Uncontrollable) use of psychokinetic Telekinesis and Photokinesis on the
part of the medium. Perhaps the ectoplasm is created out of dust motes. candle
smoke or the like.

NONHUMAN PSI POWERS
Animals have been Irnown to exhibit psychic faculties similar to those pos

sessed by humans. These abililies tend to fall into several distinct categories:
Sensilivil)': Many animals, but especially dogs. tend to react to invisible

presences such as astral forms or hauntings. GMs may allow non-intelligent
animals a +6 bonus to IQ to detect illusions. hauntings and the like. However.
few animals will tolerate being used as psychic detectors for long: most will
flee immediately upon encountering any such phenomena!

Mind Links: Some pets develop empathic relationships with their owners.
There are cases of dogs who have howled on their master's death and other pets
who somehow sense when their owner is in trouble. To simulate this, GMs may
allow characters to buy the Mindlink advantage (p. 96) and low Power telere·
ceive abilities for any IQ 6+ pet thaI they enjoy a particularly close relationship
with.

Danger Sense: Many animals seem to have a supernormal ability to
sense trouble. This could just be exceptionally keen senses, or it might be a
psi power. GMs may allow some animals to have the Danger Sense advan
tage.

Alien Animals: Extraterrestrial animals (or plants) may have powerful
psionic abilities. A group of animals may share a single swann mind, a tele·
pathic gestalt in which all members are linked together as one organism. Other
psi powers may be used in mating (e.g., Telesend or Aspect) or defense (e.g.,
musion or PK Shield). A psionic predator may even be strong enough to cap
ture its prey with mind power alone - or might feed off psychic energies such
as thoughts or emotions. See GURPS Space Bestiary for some examples of
psionic creatures.

Beings of Mental Force: Insubstantial creatures of pure mental force could
also exist, capable of affecting solid beings only through psionic powers. Treat
these as having OX and IQ. but no ST or HT. They could have any psi powers
or skills. They are immune to physical auack, but apply fatigue loss from use of
psi powers (or psychic attacks they suffer) 10 their Will. reducing their levels of
Strong Will or adding levels of Weak Will. If a creature's modified Will reaches
0, il dies; otherwise it recovers I point every 10 minutes.

Curses and the Evil Eye
Although the ignorant may call it

magic. traditional curses are usually the
result of simple hypnotic suggestion aided
by the ~t's helier. But sometimes the
problem is more than that: in"estigaoon
shows Wt a psi is responsible.

In particular. someone using Psychic
Vampirism skills such as Drain Attribute.
Drain Life or Drain Energy can cast an
effective "curse." To simulate the "evil
eye," characters may take the limitation
0,,1)' With Eye CO"lact. reducing the
Power's COSL

Faith Healing
The Healing power can accoum for

many miraculous cures which cannot be
explained by simple belief - but belief
helps! Many faith healers use their powers
in front of an audience of true belie"ers,
and the focused will of these people can
form a kind of subconscious gestalt to aid
the healer.

OMs may wish to give psychic heakrs
a bonus of +1 or +2 to Healing power ()("
skill if both the subject and audience ~in

cercly believes in the efficiency of the
cure, and conversely, a -lor a -2 if the
healer is using his powers before a group
of skeptics.
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When a psi encounters an unbonded catalyst creature under the proper cir
cumstances, the GM rolls a reaction for it. Add a bonus to reaction if the psi is
a telepath (whether he's latent or not doesn't matter) equal to half his Telepathy
Power, rounded up. If the character is only a single-skill telepath, he can only
add this bonus if he has Suggest or Telesend. Animal Empathy adds +2. Other
reaction modifiers such as Status or Appearance will have no effect, but
Charisma works on intelligent creatures. On an excellent reaction, the catalyst
creature bonds with the psi. A psi only gets one chance to bond with a particu
lar creature.

Catalyst Creatures
Some animals, known as "catalyst creatures," have the ability to mentally

bond with psis. A catalyst creature can be thought of as a psionic familiar. It
may be a alien animal with exotic psi powers, or a specially-bred earth creature
designed for such bonding, such as a genetically-modified or cybernetically
enhanced dog or cat. Or it may just be a normal animal with psi abilities - after
all, there are many reports of pets who exhibited unusual psychic powers!

Regardless of origin, a catalyst creature becomes a partner and companion
rather than a pel. A catalyst creature is always a full-fledged NPC played by the
GM.

The prerequisites for bonding depend on the creature. It may be enough to
simply encounter one, but usually the character must demonstrate some form of
affection: attempt to make friends, feed it, help it hatch or whatever. Many
creatures can only bond while infants. Bonding may be involuntary: a character
may not realize that he is dealing with a catalyst creature. Unless the creature
was genetically engineered, there will be some natural explanation for its abili
ties: perhaps an infant normally bonds with its parents, or an adult with its
mate. Maybe the creature normally exists as part of a hive mind. No creature
may bond with more than one person at once.

Animal Psi
Anyone using Telepathy or Psychic

Vampirism on a non-intelligent animal
(generally, any species with an avemge IQ
of 6 or less) has a -2 to skill per point of
average IQ below 7. This means that con
trolling or communicating with an insect,
for instance, is quite hard! They have little
in the way of "mind" 10 affecl. A psi with
Animal Empathy receives a bonus to skill
- see Animal Empathy, p. 9.5.
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Researchers have performed experi
ments that suggest plants can react to
"hostile" thoughts. The plant is hooked up
10 a brain wave detector, polygraph or
similar device. When a person thinks
about hanning a plant. the machine regis
len; a reaction. Does vegclable life form a
gestal! superconsciollsness with psionic
powers? Perhaps it does, on some worlds
- maybe even on Earth. In that case. pe0
ple had better be more careful about
deslfOying old forests ...

Many people have found Ihat plams
seem to grow beHer when people think
loving thoughts al them, talk to them, eIC.
This will work even better for those with
mental powers. The gardens of psis will
blossom, and farmers with psychic abili
ties could ensure good harvests.

Someone with Suggestion or TeJesend
can increase the monthly growth rate of a
number of hexes of plants equal to Y)

Power (rounded down), squared, by an
amount equal to Power x 5% if he makes
his skill roll; one roll only per month.

Plant Psi

Types of Catalyst
Creatures

Several creatures in the GURPS Spau
Bntiory have psi powers. Some mighl be
eat:l1yst creatures. Examples of catalysl
creatures are also common in science fic
tion. although for some reason. a majority
tend 10 resemble miniature dragons.
Examples are the minidrags in Alan Dean
FOSler's Humanx series (see GURPS
Humanx for statistics), the fire lizards of
Anne McCaffrey's Dragonriders of Pern
and Ha'lNr Hall novels, and the jhereg in
Sleven Brust's Jhereg series.

Non-draconic catalysts can be found in
many of the works of Andre Norton, par
ticularly in The Zero Stone and its sequel
Uncharred Stars. and the Telzey
Amberdon slories of James Schmilz. not
to menlion the many feline familiars of
fantasy.
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The actual bonding may be a sudden joyous instant of mental rapport or a
gradual process that requires careful nurturing over hours or days. But once it is
complete, the creature and the psi both immediately gain 4 levels of Mindlink
advantage (p. 96) with each other. Character points can later be spent to
increase this at normal cost. The character and the creature will consider each
other the deepest of companions; treat this as a Sense of Duty towards each
other. The actual relationship will depend on relative IQ; a person will usually
feel affection for a catalyst creature with IQ 6 or less, similar to that of a person
for a very much-loved pet. If the creature is more intelligent, the partners will
share a deep personal friendship.

The death of one partner will have a devastating effect on the other.
Regardless of distance, the surviving partner will know of the death and be
mentally stunned, recovering at IQ-4. If the catalyst dies, the psi will develop
mental disadvantages or quirks relating to the event, with a point value equal to
the number of months they were bonded (maximum -15 points). If the human
dies and the creature survives him, it will develop mental disadvantages. If it
has IQ 7 or less, it may lose its will to live and waste away.

Other Abilities
Beyond the mind link and companionship provided by the catalyst creature,

a variety of other abilities may be produced through the bonding. This depends
on the type of creature, and is up to the GM designing it. Some possibilities:

Power Catalyst: This is the most typical ability of a catalyst creature, hence
its name. The mental bonding with it serves as a catalyst to telepathicalJy awak
en some or all latent psi abilities possessed by the character; see Latent Powers,
p. 86. These abilities remain awakened even if the creature later dies.

Psi Abilities: The creature has a variety of psi abilities, with its own Power
and skills. These abilities are controlled and used by the creature. The human
psi has no access to them.

Power Enhancement: The level of any Powers possessed by both the psi
and the creature are added together. For example, if the psi had Teleport Power
2 and the creature had Teleport Power-6, each would have an effective Teleport
Power of 8 when together. This is an extremely powerful ability. If a catalyst
creature has it, the character will not be able to bond to more than one such
creature at a time. If the creature dies, these abilities are lost.

Total Rapport: Both partners have Mindlink; the human psi must buy at
least 4 levels as soon as he can after acquiring the creature. They are in a con
stant state of mental rapport with each other as long as they remain within
range. While within range, each can share the other's surface thoughts and
emotions, and communicate freely through telepathy at normal talking speed.
No skill roll or concentration is required. Use the Telepathy Distance Table to
determine this range. Effective Power is equal to the sum of the psi and the cat
alyst creature's Telepathy Power levels (if any) plus the sum of their levels of
Mindlink. Since both partners will always have at least a 4-level Mindlink, the
minimum Power will be 8, with a range of 30 yards.

r---=T,:'h-e;O"SS'"'O--"
ST:2to5 DX:14 IQ:8 lIT: 3112.
SpeedIDodge: 14n PDIDR: HI
Damage: Id-4 cut Reach: C
Weight: 5 Ibs. Size: under 1 bex

Also known as dreamhunters. the lassa
are catalyst creatures native to an
Earthlike jungle planet on the fringes of
settled space. An Iassa resembles a furry
snake, up to four feet long, with pointed
ears and a big-eyed foxy face. Colors are
bright and vary widely; their native jun
gles are a riot of color, and a pattern of red
and yellow slripes. for instance, might be
good camouflage there. The lassa is sur
prisingly strong and fast for its size: in
close combat. its constricting grapple
anack is eqUivalent to that of a human 3
times its strength! They are slrictly carniv
orous.

A psi may bond with an unbonded
Iassa simply by approaching it and talking
10 it calmly - it bonds if he gets a good
reaction roll. Animal Empathy helps!
Non-psis will not interest an lassa, but
even a uselessly weak latent power will
qualify someone for bonding. (In some
campaigns. this will not be known: it will
just be observed that some people can
befriend a dreamhunter, and others can·l.)
On rare occasions a psi has bonded two
lassa; almost always the two creatures are.
or become, a mated pair.

lassa are Power Catalysts. They pos
sess two psi abilities: Steal Dreams-14 (p.
17) as a One-Skill Only ability with a
Psychic Vampire Power of 15, and
Telepathy Power I. usually with the psi
skills Telesend and Telereceive. lassa do
not sleep: instead they usc their abilities to
obtain psychic nourishment from the
dreams of other creatures. They love to
prowl the dreamtime of sentient beings
and bring interesting tidbits to their part
ners. They will not steal their partner's
dreams. but may share them through
Telereceive.

In an interstellar campaign, lassa may
be encountered by explorers or free
traders, or tamed by Survey personnel. In
an Earth-centered campaign, they could
have been brought to Terra by alien visi
tors or dimension-warping teleporters.
They might even be native to the Amazon
jungle.

Psychic Phenomena



O
nce psi powers are understood by science. the
powers of the mind can be joined with advanced
technology to produce effects unobtainable by nat

ural psionic abilities - psi-tech.

The Battle of Arcadia
The l/shani srarfleet drops Ollt of hyperspace near

Arcadia S OilIer moon. Their sensors conjiml what their
spies have already told them: the planet be/ow lacks

ground or orbital defenses. and has only a tiny fleet. This
will be WI easy conquesrJor the Domination!

On Arcadia. Sarah Blake. the duty World-Web coordi
nator. floats peacefu//y in a sensory deprivation tank. her
brai" connected 10 a pOIverfulteiepathy amplifier throne.
tubes feeding psi-dmgs into her body. One oja handful of
highly skilled reJeparhs serving in the Arcadian Defense
Force, it is her fate to be on duty when sensors dereer rile
invasion fleer.
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She sounds the alarm. All across the planet, citizens drop
what they are doing and plug into their World-Web terminals
Ilomzally just another gadget built into the home computer, but
now a matler of life and death. Sarah feels their warm closeness
as rhey join their minds to hers in defense of their planet.

The sensors show rhe hostile starships are 30,000 miles
away and closing rapidly into bombardment range of the plan
et. That can't be aI/owed. Sarah watches the numbers projected
into her brain: within 10 minutes of receiving the invasion
alert. 87% percent of Arclu!ia's population have joined the
World-Web - 28 million minds. They will have to be enough.

Power floods into her, and Sarah's expanded mind stretch
es toward the enemy fleet. Her inborn talent is boosted by the
planerary mind and the amplifiers, focused by the Mind Hype
alld her long hours in the tank. Searching the fleet, her tele
pathic senses locate the llsJzani admiral. piercing his primitive
psi shields and entering his mind. Looking through the mlmi
ral's eyes, she surveys the bridge of the flagship, taking note of
each crew member. None suspect her presence. She reaches
our, raking a grip on the leader's mind ...

Waspfike, Sarah sends her mind flitting from ship to ship,
administering her painful sting. Captains and gunnery officers
fall unconscious or begin behaving irrationally. Some ships
begin firing on each other. In others, firefights break out on
board as crewmen suspect their leaders of treachery. Sarah's
mind srays on each vessel only long enough to maximize confu
sion. Within minutes, she has thrown the llshani fleet into
chaos. With the invader's cohesion destroyed. the outnumbered
Arcadian space forces are easily able to hold off the attackers.

Only one llshani warship, under computer control, gets
within range ofArcadia. Sarah knows that in less then ten sec
onds it will begin launching nuclear weapons. There is Ito way
she can disable the ship's computer - .~he lacks Electrokinetic
ability. There is no time to summon another coordinator, and
only one way to save the planet. A quick flash of thought gets
approval from the Arcadian Council. She visualizes the
Arcadian Defense Force armory, focusing on the small fusion
bomb clmister she ~iees there. ClItching hold of its actuality
shield, she exoteleports it into the enemy vessel. There is a
globe ofexpanding light, ami the battle ofArcadia is over.

Cost and Accessibility
Just because something is available in the campaign, it

doesn't mean it can easily be purchased - a device might be a
unique prototype or an alien artifact, or a psi-drug could be an
experiment-in-progress that has yet to be fully tested.

Experimental: The technology is available only as an
experimental protOlype and will not usually be for sale. All
examples are "hand-made" by individual labs or researchers,
often in secret military installations or psionic institutes. The
same device may look very different depending on who built it.
Mass, cost and volume will all be up to ten times greater than
normal (implants may have bulky and visible external compo
nents). The price renects the work involved after the original
research and development is complete, not the cost of that
development itself, so any one-of-a-kind prototype will be
much more valuable! Items from one or even two TLs higher
may be available in experimental form, but will usually be less
reliable or totally untested. with dangerous side effects.
Repairing a damaged experimental device will be ver), difficult!

Emerging: The technology has been around for some
years, but is still in the early stages, and the mass, cost and vol
ume are three times base values. Only a few specialized labs or
institutes are engaged in manufacturing the item. It is still hard
to get, and there will usually be a waiting period of weeks or
months before it will arrive. Emerging combat or espionage
type equipment is likely to be limited to government authorities

Complexity
Complexity is used in GURPS Supers as a measure of how

difficult a gadget is to invent, build or understand. Complexity
is rated as Simple. Average, Complex or Amazing. It is provid
ed here for those GMs who wish to use Psionics as a source
book for GURPS Supers (see pp. 108, 110).

When someone encounters an unfamiliar psi-tech item.
complexity also determines the roll to make against an appropri
ate skill to figure out what it does. The skill used is Electronics
(Psychotronics) or, for drugs and the like, Biochemistry (Psi).
This assumes the investigator can take apart a gadget, scan it or
(in the case of a drug) subject it to analysis. Roll against skill for
a simple item, skill-2 for an average one, skill-4 for a complex
one or skill-8 for an amazingly complex one.

The psi-tech devices described in this chapter are optional.
As the invaders of Arcadia learned, psionic technology can seri
ously affect a campaign. The GM who doesn't want powerful
psionic devices in his campaign may limit certain types of
psionic technology. restrict it to unique alien artifacts or ignore
it allogether.

Two types of psionic technology arc described in this chap
ter: psychotfonics, and more mundane technology with applica~

tions 10 psi-tech.
Psychotronics: Once science understands the physical laws

that govern psi. engineers will be able to build devices utilizing
them. Psychotronic machines are electronic devices that
enhance, detect or duplicate or disrupt psionic abilities.

Mundane Technology: A catch-phrase for devices like sen
sory deprivation tanks or advanced EEG detectors. These are
not strictly "psionic devices" but are either useful to psis or
psionic researchers, or, as in the case of advanced brainwave
detectors, can produce psi-like effects using normal technology.

Tech Levels
The GM should determine the TL at which psionic devices

first appear in his campaign. In the world described in Chapter
8, the simplest psi-tech devices appeared in the late 20th centu
ry, so basic psionic technology is listed as TL7, and better
devices appear at TL8 and later. But in a GURPS Space cam
paign. psi-tech may not appear until TL8, 9 or even later! In
that case, the GM can increase the TLs of all psi-tech devices
by I or more.

Different nations or races may develop psi-tech at different
times, and may be more or less advanced in distinct fields. For
example, in a near-future Eanh campaign, the Soviets might
have developed much better psychotronic devices while the
West leads in bio-psi technology.

It is assumed that the earliest TL at which psi will be
understood is TL7, so most psionic lechnologies will not appear
until at least TL8. For that reason, many psi-tech devices rely
on advanced computers, genetic engineering and the like. A few
devices require an even higher level of background technology,
or can be developed regardless of when psi powers are proven
to exist.

AVAILABILITY OF PSI TECHNOLOGY _ ..
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(or very wealthy corporations). Even relatively harmless psy
chotronic devices such as dreamscanners or psi scanners may
be restricted to licensed researchers or psychologists (though a
black market may exist for them). Devices may have various
"bugs." or be fragile and require frequent maintenance by
skilled lechnicians.

Mature: The technology is well understood. and is mass
produced and widely available. The cost is the listed cost.
Devices that were designed in earlier TLs can be considered
"mature" technology. Drugs may still be hard to get, but psy
chotronic devices are sold JUSt like other electronic equipment.
Common psi weaponry and devices with military or intelli
gence applications will still be restricted to military units. the
security forces of corporations or specially licensed individuals.
But they may also be available on the black market! Common
civilian devices like Thought Globes or Psi Testing Gear are
easily purchased and available to anyone who can afford them.

Legality CIa..
If psi-lech is availahle, PCs will still want to know if they

can legally purchase or carry it On the street. For this reason. all
forms of technology have been given a Legality Class rating, or
ugaliry for shan. The lower the Legality. the less likely it is
that society will pennit the unrestricted sale or use of the tech
nology. In some societies. anything to do with psi will be ille
gal. In that case. GMs should lower the Legality Class of all
psi-tech (except perhaps anti psi devices or drugs) by one or
more levels.

Control Rating: The actual effects of Legality Class
depend on the Control Rating (CR) of a society. which ranges
between 0 (Iolal freedom) and 6 (total control). Using contem
porary examples. the United States has a CR of 2; the United
Kingdom. with stricter laws relating to things like gun control
and Official Secrets. has CR 3. The Soviet Union had a CR of 6
in Stalin's day and CR 5 in more recent times. With glasnost it
may drop to CR 4. or a backlash may result in less openness.
After the clampdown that followed the 1989 pro-democracy
movement. communist China became CR 6.

Compare Legality to Control Rating to determine how
legal something is:

USING PSIONIC DEVICES
Power Supply

In order 10 work. most electronic devices need power. At
TL8 and above. most equipment runs on standardized power
cells, described below.

A device that appeared at a lower TL will have more power
if manufactured at a higher TL. Increase its operating time or
number of shots by 50% per TL after it was introduced. if TL I0
psychosynaptic neutralizers normally have 10 shots or work for
10 minutes. the TLiI version would get 15 minutes or shots.
and a TL 12 model would have 20.

Types of Power Cells
1llere are six sizes of power cells, designaled by letter from

AA (the smallest) to E (the largest). Power cells increase in
power exponentially - an A cell is 10 times as powerful as an
AA cell. a B cell has 10 times the power of an A cell. and so on.

AA: A very tiny disk the size of a pinhead. Xi' across by
~"thick. 52. 8.000 weigh I pound.

A: A tiny cylinder less than W' across by !of' tall. 510. 400
weigh I pound.

B: A small cylinder about W' across by Y.;" tall. $30; 20
weigh I pound.

CR+2 or more: Any citizen can carry the item.
CR+I: May be carried by anyone except a convicted crimi

nal or the equivalent. Registration is required. but there is no
pennit fee.

CR: A license is required to own or carry the item. To get a
license. one must show a legitimate need. pass a safety test. etc.
Generally a license costs IdxlO percent of the price of the item
itself. BUI (for instance) any licensed doctor may acquire medical
drugs without needing a specific license for that type ofdrug.

CR-I: Prohibited exceptio government agents, police and
bonded security personnel.

CR-2: Prohibited except to police SWAT teams. military
units and perhaps secret inlelLigence agencies.

CR-3 or worse: Only pennitted to the military.

Allen Technology
The GM may wish to restrict some (or all!) fonns of psion

ic technology to cenain alien races. or allow them to exist only
as artifacts of long-dead Precursor races. Pemaps because of
differing psionic wavelengths or braiDwave patterns, some
kinds of alien technology may not work for humans without
adjustment. The same would apply for human technology being
used by aliens. If a human used an alien psionic amplifier with
out adjustment. it might bum out his brain! A mindscanner
designed to detect a narrow range of human thought patterns
might not register alien thoughts. or might detect them as ani
mals rather than sentient. The results of laking alien psi·drugs
will be dangerous or unpredictable. if they have any effect at
all. Successful Biochemistry (for psi-drugs) or Electronics (for
psycholronics) skill rolls may be needed to discover exactly
what a cenain gadget does and how it may be modified 10 safe
ly work with humans.

One form of alien technology thai should work is devices
specifically designed for cross-race contact - mentallranslators.
for instance. But even if it works in an identical way. an alien
device may look very different from its human equivalent. A
psionic computer might be a featureless black monolith that can
only be controlled through hidden telepathic switches ... or a
glob of green jelly!

C: A cylinder I" across by 2" tall. $100; ~ pound.
D: A cylinder 2" across by 4" tall. $500; 5 pounds.
E: A cylinder 4" across by 6" tall. $2.000; 20 pounds.
Replacing Power Cells: It takes 3 seconds to replace a

power cell. or six seconds for !.he tiny AA or large E cells.
All gadget weights and volumes include power cells; cost

of power cells is extra.

Contemporary Power Supplies
If using psionic technology in a conlemporary (TL7 or

less) campaign. power cells may not be available. Instead. GMs
should assume that any item listed for AA or A cells runs on
small commercially available batteries. or can be plugged into
household current.

Any item requiring B or C cells requires either household
current. a vehicle battery or specially made lithium cells.

Any item requiring 0 or E cells must be plugged directly
into a building generalor or large vehicle power supply.

DR and Hit Points of Equipment
Most gadgets are protected by a durable plastic casing.

with screens or monilors made of thick plastic rather than glass.

Psychotronlcs



Unless otherwise mentioned, gadgets have I hit point per 5
pounds of weight and DR 2, plus DR 2 per TL after 7. All but
experimental eleclfOnic devices will be water-resistant.

At an extra 20% weighl and cost, any gadget can be
armored with DR 10. plus 5 per TL after 7: this makes it totally
waterproof. At TL8+, armored devices can be used in vacuum
or hostile environments. All military-style equipment (weapons,
suits, etc.) is already armored.

Experimental and emerging technology may be less robust
than mature technology. Experimental devices will typically
have only DR I and half normal hit points for their weight.
Emerging gadgets have half normal DR and the same hit points
as mature devices.

These hit point totals refer to physical damage. Large
devices may stiU be vulnerable to EMP and the Surge skilJ; see
p. 13. Experimental gadgets will be more vulnerable 10 Surge
and the like.

Improvement At HIgher Tu
Psiborgs (p. 82) and all electronic and psycbouonic devices

halve in weight and cost one TL after being ftrst introduced,
and quarter in weight and cost two TLs later.

All other technologies. including psi-drugs, halve in cost
one TL after first appearing and halve again two TLs later:
weight remains the same.

Items using power increase their operating duration: see
Power Supply, above.

MUNDANE TECHNOLOGY
Although all have psionic applications or produce psi-type

effects, none of the devices described in this section are actually
"psionic" in nature. A brainscanncr, for instance, does not
detect psychic energy or thoughts - it detects the low-level
electrical fields emitted by the brain. As a result, this "mun
dane" tcchnology may be available even if other psi-tech is not.

PsIonIc TestIng EquIpment TL7
Found in most psionics institutes, this is a bauery of labora

tory tests which can determine a subject's exact psi powers. The
subject should be conscious and willing to cooperate: if he is
not, equipment operators roll at -4 to their skill. Each Power
(Telepathy, ESP. etc.) must be checked for individually, with a
separate roll and 4 hours of testing, though some could be
skipped if the subject or scientist doesn't want to bother. For
each Power checked. make a Psychology
(Parapsychology) roll; see p. 100. Success
means that the user learns whether the subject
has a particular Power or not and gives a rough
idea of how powerful it is: under 5. 6-10, 11-15
or 16+. On a critical success. the user deter
mines the exact Power of the subject. Only one
try is allowed by a single researcher, at least
until something happens to convince that
researcher that his earlier findings were wrong!
Failure means the readings are ambiguous as to
whether the subject has that psi power or not,
and critical failure gives a wrong answer or
results in some disaster (an accidental manifes
tation of one of the subject's skills, perhaps).
A conscious subject can try to deliberately give false results.
Roll a contest between his IQ and the tester's skill. Success
means he fools the testing devices, and can (if non-psionic)
convince the examiner he has a minor power of 1-5. or if psion+
ic. can make his power seem up 10 50% higher. or any amount
lower. than it really is.
Psi-testing gear weighs 400 pounds and takes up .5 cy. Four C
cells power il for about 50 tests, or a year of normal lab use. It
is ponable - son of ~ but requires an hour to set up. S I00,000.
Legality: 6. Complexity: Average.

Deepsleep Box TL7
This is a small box with electrodes that are attached to the

subject's head. At TL8, it is available as a headband with a self
contained power supply. Once attached 10 a subject and turned
on, it lulls him into deeper sleep with an electromagnetic field
("electronarcosis") and soothing sound.

The subject remains asleep as long as the electrodes are in
place, but a timer is usually set for personal use. Four hours of
deepsleep are equivalent to eight hours of normal sleep. It is
mainly used to safely restrain captives.

If the subject is unwilling when the device is activated. he
gets a Will-4 roll every 10 seconds to resist falling asleep. A
subjeci who is already asleep normally does not resist.

Electronarcosis has been reponed from the Soviet Union
for years, and so is sometimes called "Russian Sleep." BUI

recent evidence questions its effectiveness. If the GM believes
Russian Sleep doesn't work al TL7, increase the Deepsleep
box's TL to 8 and assume it works by direct neural stimulation.

The deepsleep box runs for 3 months off a B cell. 5500, 2
pounds. Complexity: Simple. Legality: 6.

Sensory DeprivatIon Tank TL7
Sensory deprivation techniques isolate the user from exter

nal sensory stimuli. serving to focus his mind inward. They are
used before attempting delicate psionic operations in which
high skill level is necessary, or 10 make a subjecl especially
receptive to psi.

A typical "S-O" tank is filled with water, in which the sub
ject floats suspended. His senses are completely blocked. Tubes
provide oxygen and nourishment and remove waste products,
and a medical computer monitors his condition. allowing an
indefinite stay within the tank.

Less sophisticated versions of sensory deprivation also
exist (e.g., blindfolds and ear plugs), but are unsuitable for
long-tenn use due to physical discomfon.

After an hour of sensory deprivation, the user must make a
Will roll. Success means that the isolation has successfully
focused his mind, and he receives a bonus of +1 to use psi skills
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while in the SO tank, with an additional + I for every 3 points
his roll succeeded by (rounding down). to a maximum of +5.

Failure means that he has not gained any benefit from the
experience. [f he spends additional bours in the tank he may try
again each hour. but further Will rolls wiU be at a cumulative-I
penalty.

Any time a Will roll is failed by 5 or more. or any Critical
Failure, the prolonged sensory deprivation has not only failed to
increase his concentration. but the isolation and loss of sensa
tion has worked to unhinge his mind! The psi will experience
hallucinations, and is treated as having failed a fright check; roll
3d on the Fright Check Table (p. 894), with a +1 modifier for
every point he failed his Will roll by! Any quirks or phobias
acquired will relate 10 the sensory deprivation - Scotophobia,
Claustrophobia or perhaps Autophobia (the fear of being alone).

In addition, regardless of his roll, the user is also more
open to any form of telepathic comact (he has no physical sen·
sations to distract his attention). Add I to the success chance of
any Telepathy skill (friendly or hostile) used on the subject per
hour he spends in the tank, up to a maximum of +5 after five
hours of deprivation,

Psi·amplifiers. gestalt webs, world-webs and psi drugs may
be used in conjunction with an S-D tank.

A sensory deprivation tank weighs SOO pounds and
requires 1.5 cubic yards: it runs off household or vehicle current
or, at TLS+, can operate off a 0 cell for two weeks. It costs
$10,000. Complexity: Average. Legality: 6.

Bra/nscanner TL8
This is a sophisticated version of an Electroencephalograph

(EEG) machine, which is designed to monitor brain-waves (the
very weak electrical fields that are produced by the electro
chemical processes of thought).

A brainscanner differs from earlier EEG machines in the
degree of accuracy with which its imegral computer can con·
nect brain activity with specific emotions or types of lhought.
and the speed at which it can determine how an individual's
particular set of brain waves calibrate to specific feelings or
expenences.

To interpret the scanner's data. the operator must make a
successful roll against Electronic Operation (Sensor or

Medical). This takes one minute. The operator can use his own
skill or the computer's default skill of 12. The scanner can
determine:

(I) The emotional or physical reactions a subject is current·
Iy experiencing. such as pleasure. pain. love. hatred, imeresl,
creative thought. joy. boredom, etc. It cannot detect the object
of the emotion, but by offering differem stimuli, e.g. showing a
person a picture, or guiding the conversation, a subject's
response to a specific thing can be measured in more detail.

(2) If a subject is actively or passively using psi powers,
and if EEG states associated with the use of specific Powers
have been mapped. the brainscanner can tell which Power(s)
are in use. It will not tell what psi skills are being used.

(3) If a subject is being affected by a psi power. especially
telepathy or psychic vampirism, this can be detected as above.

The GM makes all skill rolls. If a roll fails. the operator
receives ambiguous readings. On a critical failure. he complete
ly misinterprets them. 1lle brainscanner can be set to automati·
cally record a person's readings over a long period oftime (sev.
eral hours or days) for latter analysis.

A subject can try to fool the scanner by adjusting his brain
waves if he has the Metabolism Control psi skill; make a Quick
Contest of skills between the psi and the operator. If the psi
wins by 0-4 he can block the scan; if he wins by 5 or more he
can feed it false data.

Since EEGs differ from person to person, a brainscanner
must be calibrated before it can be used on a particular person.
This takes at least 4 hours, during which the subject must coop
erate, and a successful skill roll as above.

At TL8. a brainscanner's sensors must be placed in physi
cal contact with the subject's head. At TL9. a brainscanner can
scan one subject at a time at a range of 10 yards. Double lhe
range for each TL over 9. The scanner's integral dedicated
computer also improves at higher TLs. Add +1 to the operator's
and the default skill for each TL over 9.

A brainscanner is not a psionic device; psi shields are no
barrier 10 it, but physical obstructions (walls. etc.). sealed armor
and force fields are. It runs off a 8 cell for up to 100 hours of
continuous use.

$6,000.4 pounds. Complexity: Average. Legality: 5.

PSYCHOTRONIC DEVICES
Psychotronic devices operate under physical laws that are

not yet fully understood. They can generate, enhance or manip
ulate psionic and antipsionic energy.

Interface Technology

Pslberface Helmet TL7
1bese neural inlerface helmets are required to link a person's

brain (via electromagnetic induclion) directly wilh some types of
psychotronic machinery, including gestalt webs (p. 61), dream
scanners (p. 65). dcathscanners (p. 63) and world-webs (p. 62).

Donning a psiberface helmel takes 2 turns. A psiberface
helmet can also be built into a combat annor or vacc sui I helmet
at 10% extra cost; this adds 4 pounds to the helmet's weight.

The helmet uses an AA celL which runs it for 3 months. It
costs $4,000 and weighs 4 pounds. Complexity: Complex.
Legality 6.

Psiberface Implam: Those not wanting a full helmet may
instead have an implant socket installed in their skull. A psiber
face socket accepts standard interface cables from psychotronic

devices. Cost. etc.• is the same as above. and inserting or
removing it requires a surgery roll and takes 3 hours. plus a day
to recover. Failure destroys the implant; critical failure causes
brain damage. resulting in a loss of I poinl of IQ.

Telepathic "Switches"
Telepathic switches are usually mounted in systems such

as lights. car ignitions or electronic doors. They may replace or
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supplement the normal manual on/off switch. They can tum
on, but not controL most electronic devices, from TVs to com
puters. Other uses: to activate or deactivate electronic detona
tors or timers for explosives or psi-bombs: to tum On or off a
homing beacon: to activate or deactivate a hidden security
system.

Several telepathic switches may be built into a single
device to tum on or off different functions.

A teleswitch runs off an AA cell for a year and costs $200;
the weight is negligible. TL8. Complexity: Simple. Legality: 6.

Secure Teleswitches: "Secure" teleswitches are avail
able. A secure teleswitch is sensitized to a single set of men
tal signatures; only these minds can use it. This makes them
very useful as electronic locks on doors or safes, or for limit
ing access to computers and the like. One disadvantage to
secure teleswitches: the signature of the Owner can be detect
ed with use of a Signature Sniffer skill. They run off an AA
cell for a year and costs $1 ,000. TL9. Complexity: Average.
Legality: 6.

Telepathic Control Panel: These are simply arrays of
exceptionally sensitive miniaturized telepathic switches built
into the same device. For instance, built into a computer key
board, each switch may correspond to a single key. The switch
es are more sensitive so that the psi can control several switches
per second. Thus, a psi could use his mind to operare a properly
fitted computer, calculator, sensor device, gunnery console, etc.
at a distance, visualizing each key or button and so activating
the switch. When doing so, use the nonnal skill for operating
the device, or the average of that skill and the psi's Telesend
skill, whichever is lower. One Telesend skill roll should be
required each minute to maintain mental communication with
the control panel.

Cost: The cost is that of a normal control panel, plus
$10,000, or +$ IOO,(X)() for a secure system. TUO. Complexity:
Average. Legality: 6.

Psionic Amplifiers
Psi-amps boost a psi's Power level. Each amplifier is

designed to only amplify a single power (e.g. telepathy) while it
is being used. Only active psi skills are amplified; pa~sive abili
ties such as Mind Shield or passive uses of Precognition are not
boosted,

Psi Amplifiers must be attuned 10 a particular user. This
can be done immediately, requiring a Will roll at -4, but if it
fails, the user must readjust the setting, which takes at least
an hour and a successful roll against Electronic Operation
(Psycholronics) skill. Failure wastes an hour; critical failure
damages the device. It is possible to use a psi-amplifier that
is not properly anuned, but the psi will have a -5 penalty on
any psi skills he uses through it, which could be fatal (see
below).

The surge of power experienced when using an amplifier
can be dangerous. If the user's psi skill roll to activate or main
tain a psi ability fails by 5+ or is a critical failure, he suffers
psionic feedback, burning out the machine (which must be
repaired) and causing 2d damage each turn to the user, with DR
not protecting at all (it is his brain that's being fried!) The dam
age continues until someone pulls him free. The user must also
roll vs. Will at -3 or suffer "brain-bum." A brain-burn victim is
effectively reduced to a mindless state, though recovery is pos
sible given proper care and treatment. See GURPS Ullra.Tech,
p. 87 for more details.

Types of psi amplifiers available include:

Amplifier Throne TL8
This device artificially augments the Power of a single

psionic ability. It is a throne-like chai.r, with helmet, biofeed·
back monitors and monitoring computer. The user sits in the
chair; power floods through him and is channeled into psionic
energy. Unless the user has very high Power, machines ampli
fying teleportation will move the user. but not the machine!

It increases the user's Power by up !O 8 levels, but is dan
gerous if improperly used. For every level that Power is
increased after the first 4 when using a psionic skill, reduce
skill level by -2. For instance, if a person boosted his Power by
7 levels, he would be at -6 to skill.

A psi-amp is powered by a E cell, which works for 2
months of steady usc. The device weighs ~ ton, takes up I cy
and costs $200,000. Machines that can amplify more than one
Power at once arc available - add $100,000. .5 cy and Y. ton per
extra Power. Complexity: Amazing. Legality: 3.

Backpack Psi-Amplifier TL8
These devices work like standard psionic amplifiers, but

use a smaller (backpack size) power pack connected to a hel
met, and run off a D cell. Portable amplifiers can increase the
user's Power by up to 6 levels. For every level Power is
increased after the first 3 levels, reduce skill by 2. For instance,
if a person increased his Power by 5 levels, he would be at -4 !O

skill. Effects of a failure by 5 or more, or critical failure, are
identical to those of other psi amps, above.

The device runs for 6 months On a D cell. It costs $40,000
and weighs 20 pounds for a device that amplifies a single psi
power. Add $20,000 and 10 pounds per extra power it can
amplify. Complexity: Amazing. Legality: 4.

Amplifier Helmet TL8
This is lower-powered psionic amplifier. It adds a maxi

mum of 4 levels to the user's Power. If the user adds I or 2 lev
els, there is no penalty to skill. If he increases his Power by 3
levels, he is at -2 to skill. If he adds 4 levels, he is at -4 to skill.

The device runs for 3 months on a C cell. It costs $25,000
and weighs 4 pounds to boost a single psi power. Add $10,000
and I pound per extra Power Group it can affect. Complexity:
Amazing. Legality 5.

At TLi 0 this device weighs only I pound and is headband
sized. An amplifier headband costs only $6,250 plus $2,500 per
extra power, and weighs ~ lb. At TLl2 the device can be worn
as a bell instead of a headband; cost and weight of an amplifier
belt are the same as for a headband. For both, complexity and
legality are unchanged.

Other Augmentation Devices
Gestalt Web TLJ 0

A gestalt web machine is a large electronic device attached
to several psiberface helmets (see above). The web machine
links the psis wearing the helmets into a gestalt (p. 37).
Donning or removing a helmet takes 4 seconds. It runs on
building power or a D cell, which operates the web for up to a
month of steady use.

A gestalt web costs $100,000, takes up 1.2 cubic yards and
weighs 1,200 pounds for the basic device, which can link two
minds into a gestalt. For each extra mind the web is to accom
modate, add $20,000, .1 cubic yard and 100 pounds.
Complexity: Amazing. Legality: 3.

Warld-Web TLJ 1
A world-web is a device for harnessing the innate mental

power of non-psionic individuals and placing it at the disposal
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A world-web's power can be increased dramatically if the
coordinator is also receiving power from a Telepathic gestalt at
the same time. In this way it is theoretically possible to gain
enough power to reach across interstellar distances - and per
haps link with other gestalts and world webs, perhaps even
fonning a galactic mind!

A world-web can also be an interesting plot device. For
instance, a world web {enninal may nonnally function as (say)
a high-tech interactive computer network. Citizens may plug
themselves into it 10 play games or perfonn nonnal computer
work, and enjoy the benefits, - perhaps without even realizing
that they are enhancing the psi powers of whoever is at the cen
ter of the web.

World-web Terminal: This device is about the same size as
a micro computer tenninal (it may even be a computer terminal
- see below). By plugging a psiberface helmet (see p. 60) into it
and donning the helmet, a user can become part of the world
web, contributing his psychic power to Web Central. A world
web tenninal weighs 20 pounds and costs $2,000, not including
psiberface. It is powered by household current. TLi I. Legality
5. Complexity: Average.

Web Central Processor: The heart of any world-web net
work, using building power. 18 cubic yards, 25 tons,
$25,000,000. TL II. Legality I. Complexity: Amazing.

Power
Bonus Persons

+15
+16
+17
+18
+19
+20
+21
+22
+23
+24
+25
+26
+27
+28

1.5 million
3 million
6 million
12 million
25 million
50 million
100 million
200 million
400 million
800 million
1.5 billion
3 billion
6 bilfion
12 billion

World·Web Table
PersonsPower

Bonus Persons
+1
+2
+3
+4
+5
+6
+7
+8
+9

+10
+11
+12
+13
+14

100
200
400
800
1,600
3,200
6,400
12,500
25.000
50,000
100.000
200,000
400,000
800,000

Persons
of a single psi - the "director." It is similar to a gestalt-web, but
requires at least IDO nonnal minds to generate any power.

To become part of a world-web, the user plugs himself into
a world-web terminal by donning the psiberface helmet that is
attached to it. The temlinal is then connected to other world
web tenninals via nonnal data linkage systems, and also to the
web central processor.

The web central processor can gather the psychic energy of
all participants, increasing the psi Power of the web director in
whatever psi skill he is using. The World· Web Table, below,
shows how much Power is added 10 the director, based on the
number of people plugged into the world-web. These people do
not have to be psis!

For example, if the web consisted of 5,300,299 people, the
web would have a Power of +16. Whoever was in the director's
position would add 16 levels to any psionic ability he had.
Obviously, the director can only gain any benefit if he is a psi.
The web director may be a psionic computer (see below).

While plugged into world-web, no one can lake any physi
cal action - they are in a trance. Disconnecting requires a Will
roll. A person can only be plugged into one world-web device
at a time.

PSIONIC COMPUTERS
Artificially Intelligent (AI) computers may be designed

with psionic powers, or they might develop them spontaneous
ly. Computers have a complexity rating which detennines how
powerful they are. A computer capable of psionic power must
also be on the verge of artificial intelligence - Complexity 6+ 
which limits them to TL9 or better.

At TL9, psionic computers are restricted to the most
sophisticated experimental AI systems - Complexity 7 mega
comps massing a ton or more, taking up 10 cy and costing
$2,000,000. At higher TLs, cheaper versions are possible - see
GVRPS Ultra-Tech, p. 6.

AI is not necessarily psionic, however, and adding psy~

chotronic generation equipment is expensive. involving dupli
cating many of the neural networks of the human brain. To
detennine the cost of building a psionic AI, add $lO.OOOxthe
character point cost of the psi powers it will have. For instance,
a Complexity 7 megacomp nonnally costs $2,000,000. If it is to
have Telepathy 4 (20 points) and ESP 10 (30 points) for a total

of 50 points, it would cost an additional $500,000, for a total of
$2,500,000. Obviously, only major corporations or govern
ments would have access to such systems! Complexity:
Complex. Legality: 2.

Power and Skill
A psionic computer may have a maximum Power in any

single psi ability of (Complexity-5)x5. A Complexity 6 com
puter could have a Power in each ability of up to 5, a
Complexity 7 could have a Power up to 10. and so on. The
absolute limit for a computer is a power of 25 (Complexity
10+). There is no limit on how many different Powers a com
puter may have, except that it cannot have Antipsi and any
other power.

To use its power, the computer must have appropriate psi
skills. Psi skills are available as programs. Each skill is an indi
vidual Complexity 6 program. and each gives the computer a
skill level of 14 and costs $\00,000. Skill level may be
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increased by + I each time the cost of the program is doubled. A
Complexity 7 megacomp may run 10 psi skill programs at once
if il isn't doing anything else.

As all psionic computers are sentient, each has its own IQ.
Use the compuler's Complexityx2 to determine its IQ and Will
when resisting psionic attacks or interacting with humans.

ApplicatIons
A psicomp's uses are only limited by its power and pro

gramming. Programmed with Telereceive, it might be used as a
psychic probe; with Mindwipe, it could serve as a brainwashing
machine: with Cyberpsi, an AI could take over other computers.
With Astral Projection, an artificial intelligence would be able
to leave its hardware!

For more power, several psionic computers could network
together in the cybernetic equivalent of a telepathic gestalt.

A psionic computer can be attacked by psionic means, or
have its "mind" erased, read, ele. Cyberpsi may be used nonnal·
lyon a psionic computer, but it subtracts its Mind Shield's
Power (if any) from the psi's Cyberpsi skill. Telereceive can
also be used, but any unwary psi that actually makes contact
with the actual memories (success by 9+ with Telereceive, p. 25)
of an artificial intelligence is likely to suffer information over
load. Roll vs. Ihe inlruder's Telereceive skill at -I per
ComplexilY level of the AI 10 avoid instant insanity of some SOl1
(a catatonic Slate. technophobia, etc,) lasting I day per point
failed: the insanity may last indefinitely on a critical failure!

Psiberghosts: Using "ghostcomp" techniques described in
GURPS Cyberpunk and GURPS UlJra.Tech, thinking person
alities can be preserved in computer memories. If these person
alities had psi powers, GMs may decide that they may still use
them. Use the Psionic Computer rules to calculate Fatigue,
effects of attacks against them, etc.

""onic Computers In ActIon
A psionic computer uses its powers in much the same way

as a human does. When using psi powers, a psionic computer
does expend fatigue points to use its powers (and can lose them
if struck by a Mental Blow). Fatigue does not represent energy,
lxIt instead the strain placed on its programming when dealing
with something like psi. When fatigue used equals IQ. !he com
puter "crashes" and shuts down until it recovers. Psionic com
puters regain one fatigue point per 10 minutes if nOi doing any
thing else.

"'lcomp Characters
A Psicomp (or normal AI) can be an Enemy, or, with thc

OM's permission, an Ally or even a PC. lis point cost is I point
per $10,000 of hardware and software. Attributes and skills are
solely dependent on its hardware and software and are not
bought separately. Disadvantages may be taken to reduce the
point cost. Als always have the Astral Entity disadvantage and
up to 45 addilional points of disadvantages. In many cultures,
some form of Social Stigma (e,g" "valuable property") is very
likely. If an Al is to improve its abilities, both points and
money must be paid for any improvements.

The user must roll against Electronics OperationsffL
(PsycholrOnics) to sort through the memories, at -I per 30 min
utes since death. Scanning takes 15 minutes per attempt. A suc
cessful roll gives a general impression of Ihe circumstances sur
rounding Ihe person's death - whal was going on in the last few
minutes, what !he victim saw and heard, etc, Further attempts
may be made 10 find OUI more details.

On a failed roll the user picks up only a confusing mish
mash of pain and fear, perhaps a constant repetition of frighten
ing images from the last few seconds surrounding the death;
this may be useful if the cause of death is totally unknown, but
no clear information will be gained. After a failed roll, any fur
ther attempts will be at a cumulative penalty of-I.

A critical failure, or any failure by 5 or more, means the user
has been trapped in the dark whirlpool of the victim's death
experience. Make a Fright Check at -5, with all usual effects, and
any further attempts by that user to probe the corpse are at -2.

A deathscanner takes a minute to set up. It is powered by a
C cell for 20 uses. $80,000. 12 pounds. Complexity: Complex.
Legality 5.

At TLlO, a deathscanner may make a recording of the
experiences; these are often admissible in court.

Deathscanner TL9
Using technology similar to the dreamscanner (p. 65), a

deathscanner consists of two psiberface hel
mets and a psychOironic scanning module.
One helmel is placed over the head of a
recenlly-dead (within 24 hours) corpse (Ihe
brain must be more or less intact) and the
other is worn by the user. With the helmet on,
the user can examine the last hour or so of the
corpse's memories, up to death. The memo
ries scanned arc of both physical sensory
impressions and what the subject was actually
thinking.

COMMUNICATION AND INFORMATION EQUIPMENT·
Memory Crystal TL8

A memory crystal is a sphere or cube 2"" across. A telepath
can use the psi skill Telesend to permanently imprint a single
menial image within il. along with all associated emotional res·
onances. For instance, a person could place a telepathic image
of their lover within, and anyone who touched il. psionic or not.
would experience what that person felt for his love: a pair of
lovers might exchange memory crystals.

If the memory is particular Slrong and violent, such as an
angry memory of a friend's murder. a Will roll (in a Quick
Comcs! vs. the Telesend skill of the person who placed it) is
required to avoid being mentally stunned!

A psi with Signature Sniffer can automatically gCI a per
son's signature from a memory crystal they have imprinted.

Memory crystals have no power requirements.
~ pound, $2,000. Larger objects could also be made of

memory crystal - a memorial, for inSlance. Complexity:
Average. Legality: 6.
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Mind Probe TL9
This is a psionic device thaI can "read" a person's mind. A

psiberface helmet allached to the probe unit is placed on the
subjecl's head and he is injected wit.h the Trance psi-drug (p.
80) to keep him in a receptive stale. The subject need nOI be
willing, but must be conscious. The Mind Probe is controHed
by a console or directly through a second psiberface helmet. In
either case, the operator must have Psychology 10+ and
Electronic Operation (PsychOlronics)-12+.

Thoughts arc not Tcad by the Mind Probe. What the
machine reads is sensory experience: everything that the person
has seen, heard, and so on, in detail far beyond what the subject
can consciously recollect. Visual perceptions are displayed on a
telepsychic monitor screen for anyone to see. The operator can
also don a psiberface helmet of his own and experience every
thing that the subject feels.

Naturally, this can sometimes be unpleasant - operators
have suffered psychological problems or even heart attacks
when reliving intense experiences of injuries, torture, etc. suf
fered by their subjects. GMs may require anyone using the psi
berface helmet to make Fright Checks (al penalties depending
on the nature of the experience) to remain unaffected.

AJI Mind Probes incorporate a form of memory-compres
sion that enables the operator to "fast-forward" past boring
memories, and to move forward or backward over interesting
material at up to I hour per second al TL9, increasing by a fac
tor of 10 each TL after that. Although these sensory experiences
cannot be taped until TLlO, visual and auditory images can be
recorded as they appear to the monitor.

Since any mind contains a mass of information, GMs may
require Research or Intelligence Analysis skill rolls to locate

specific data quickly, with increasing penalties depending on
where they know to look (e.g., 0 if scanning through a specific
hour of memories, ·2 if the search can only be narrowed down
to a day, -4 if riming through ten days of experience, -6 if 100
days, and so on). Add +3 if using a Psiberface helmet rather the
just the telepsychic monitor or taped images.

At TL9 a Mind Probe can only access perceptions that are
no more than 100 days old. At TLlO il can access perceptions
from up to 3 years in the past, and can record them for later
playback. At TL II. it can refill through a persons sensory expe
riences over the last thirty years. At TLl2 a mind probe can
access all a person's sensory experiences, back to when his
brain developed in the womb.

The device uses an E cell, which powers it for I week.
Alternatively, it may operate off building power. A Mind Probe
machine costs $120,000. It weighs 400 pounds and takes up .2
cubic yards. Complexity: Amazing. Legality: 3.

Thought Globe TL9
A sphere a few inches in diameter, the thought globe is

highly sensitive to psychic impressions. Any individual ~ psion
ic or nOI- who touches the dcvice and concentrates on a specif
ic image will cause the globe to project that thought-image as a
hologram. up 10 3 cy in size. Proper visualization may require
an IQ roll (Eidetic Memory adds +3 10 recall something you
have seen). The image is an actual hologram, not a mental pro
jection, and can be photographed. Useful for non-verbal com
munication with aliens, especially if a menial translator (see
below) is not programmed for their language. ~ pound, $5,000,
powered by a B cell 24 hours of steady use. Complexity:
Complex. Legality 6.

DETECTION EQUIPMENT

Ps/tector TL8
This is a simple sensor headband. When worn and activat

ed, it can perform a rudimentary neural scan to determine if the
subject is a psi with a Power of I or more in any Power; a green
light flashes if non-psionic, a red light if psionic. It does not
reveal anything else (see Psionic Testing, p. 59).

The device is relatively simple to use; after it is placed on
the subject's head it takes 5 seconds to run the scan. It will not
work within a null-field or if the subject is wearing a psi
impeder (p. 74) or under the influence of Shatter or Monobloc
(p. 79).

Psitectors are the usual method security agencies use to
detennine if a person is psionic. Fortunately for those psis who
wish to remain anonymous, a clever psi can fool one. Since the
psi cannot have his powers restrained during the scan, the usual

method is to disable the device (use Cyberpsi to bum it out, TK
to pull out a wire, etc.) or fool the observer (Illusion could
make him think he saw a green light). Of course, if a psi scan
ner is operating at the same time to detect any active use of psi
powers, fooling someone could be more difficult!

A psitector weighs I pound and costs $1,000. It runs on an
A cell for one month. Complexily; Average. Legality 6.

Psi Scanner TL9
Also called a psychometer, this is a smaJi hand-held sensor

the size of a hardback book. It aJlows a roll against Electronics
Operation (Psychotronics or Sensor) skill to detect the active
use of psionic powers. It cannot determine if a person is a psi
unless he or she is using any psi abilities; a psiteclOt (p. 64) is
required 10 do that. Psi scanners can be set to sweep a 6O-degree
arc, or a complete 360 degree scan at 20% maximum range.
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Each use requires 30 seconds of scanning to gather the data.
A failed roll means that the user has not focused the gadget prop
erly and nothing is detected; further rolls will be at -2 (cumula
tive) until the user takes a half hour to rccalibrate the sensors.

Used directionally. a psi-scanner has a range of I,OClO yards
to detect general use of psi powers or any psi-tech gadgets. This
requires a simple roll against skill. Success means the user
detects all such psi phenomena in range. If set to search for a
specific type of psi power Oike Telepathy. or Telepathy-related
psychotronics) it does so at -2 (0 skill. Large or powerful psi
emanations (null-fields. power levels above 15) can be detected
up to twice as far away.

Once a general fix has been achieved, more specific data
(what kind of telepathic skill is being used. is it an anificial, a
gadget or a natural psi. and approximately how powerful) can be
picked up at 100 yards or less on a skill-2 roll. This requires at
least ten seconds of scanning, and if there are multiple psi
sources the user can only focus on a single one of them at a time.

The device can be used for a much more detailed analysis
of a single specific psi phenomenon (to detennine exact power
and skill levels, etc.) within 25 yards, but a Paraphysics roll
must be made to interpret the results.

A psi-scanner uses a B cell for 2 months of continuous oper
ation. $10.000, 2 pounds. Complexity: Complex. Legality: 5.

Mlndscanner TL8
An early development in telepathy psychotronics. the

mindscanner detects thoughts. It is not sensitive enough to
interpret them, or to tell a psi from a non-psi, but its screen dis
plays the location of all sentient beings (red dots) and non-sen
tient beings (blue dots) with an IQ above 3 who are within
range. No skill is required to use it.

A mindscanner does not detect individuals protected by
Mind Shields, within null-fields or in areas of Psi Static.
Psionic Resistance. however. will not prevent detection.

One TL after introduction, range doubles. increasing to 100
yards. After two or more TLs, range becomes 200 yards.

Weight is 20 pounds, range is 50 yards, 56,000. Its B cell
powers it for 2 hours of constant operation. Complexity:
Average. Legality; 6.

Psychic Lock TLl 0
A more sophisticated form of mindscanner, but very short

ranged. A psychic lock resembles a normal electronic lock.
made of psychically resonant crystal.

A psychic lock cannot be picked nonnally, for it is tuned to
the owner's unique telepathic pattern and only the owner's
mental touch can lock or unlock it, though the door could
always be forced. It can be used by a non-telepath who touches
it or comes within 5 yards of it. If the owner is a telepatb with
the Telesend psi-skill he can may be able to activate it at a
greater distance. within his nonnal Telepathy range.

A telepath may also try to mentally ·'pick" it. To do so, he
must make a successful roll against Signature Sniffer skill at -5
to determine the owner's residual signature; a successful
Telesend roll at -3 can then duplicate it. One try only is allowed
- failure blurs the signature until the owner uses it again.

A Mind Shield or other jamming device will not open the
lock, but will bar it from detecting anyone and prevent it from
opemng.

A Psychic Lock is powered by an A cell that fUns it for ten
years. ~ pound, 5500. Complexity: Average. Legality: 6.

Empathic Lock: Similar to the standard Psychic Lock. bUI
not tuned to a specific individual. An empathic lock opens only
if it senses that the subject is actually feeling a specific emo
tion, e.g .. fear, lust, love, etc., or not experiencing a certain
emotion. Cost. etc.• as above. The lock is very sensitive; people
may try to counterfeit emotions to fool it. but it requires an
Acting roll at -6 to do so.

Ute Field Detector TL9
This device lets the user detect the life-field auras of all

moving things larger than insects within a given area. Stationary
things are not displayed. since their auras would blend with
those of trees, grass, etc. A display screen shows their approxi
mate size and position.

It has a range of 100 yards. Life fonns within 3 yards of
each other show as a single entity: a human would be a dot.
while a rat would be a pinprick. A crowd would be a single pul
sating blob of light. If holographic technology is unavailable,
flyers will be displayed with their altitude noted separately.

This is a passive sensor and does not radiale any psionic
emanations. Mind Shields do not affecl it. since il detects life
auras rather than thoughts, but an object inside a null-field is
undetectable. It runs off a B cell for 2 weeks.

$4,000,4 pounds. Complexity; Average. Legality: 6.

DREAM TECHNOLOGY
Dreamscanner TL9

A dreamscanner allows its user to experience another per
SOD'S dreams. Both the dreaming subject and the users of the
scanner must be linked to the scanner using psiberface helmets.
and both must sleep, but only the subject actually dreams. As
the subject dreams. his dreams are shared by the individuals
who are "monitoring" him through the scanner. They do not
experience the dreams themselves. but rather see them "second
hand"' and thus avoid much of the disorientation that a nonnal
dreamer has. They will automatically remember the dreams
when they awake and cannot influence them.

A successful Electronics Operations (Psychotronics) roll
must be made to set up a dreamscanner. Failure means the
user(s) only experience a vague sense of the subject"s dreams.
Up to six people can monitor a dreamscanner at once. using
attached psibcrface helmets.

The dreamscanner is very useful in psychological therapy
and research, and as a result, Dreamscanners are usually avail-

able only to licensed psychologists or psychiatrists. However,
those with enough money or scientific connections can acquire
one legally without too much difficulty. Intelligence organiza
tions sometimes purchase dreamscanners for use after debrief
ings or interrogations, hoping that the subconscious mind of the
subject can provide additional infonnation.

In some societies. dreamscanning may be considered a form
of entertainment. People who are especially vivid dreamers may
make a living entertaining others - or be enslaved to do so.

A dreamscanner is powered by household current, or a pair
of C cells can operate it for 2 weeks of steady use. $150,000, 20
pounds. Complexity: Complex. Legality: 5.

Dreamshaplng
If someone with Telepathy Power 1+ is either the subject

or the user of a scanner, he can do more with it. A dreaming
telepath can create and control his own dreams (a lucid dream),
using the lIIusion skill. If a telepath is the monitor, he can alter
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the subject's dreams or insert himself into them. In either case,
both the telepath and anyone else using the scanner will also
experience the dreams, but as active participants rather than
passive observers!

Before going to sleep, the telepath decides what the basic
elements and structure of the dream will be. For instance. he
might want to shape a dream as
an exotic adventure story. More
ambitiously. a telepathic psy
chologist monitoring a dreamer
with claustrophobia might try to
shape a dream in which he helps
the sleeper, as a child. escape the
traumatic cave-in which left him
buried in real life. It's also possi
ble to shape a dream that will
harm those experiencing it, by
playing on the panicipants'
fears, or just crafting a horrify
ing nightmare. Psychology skill
may help to tailor a specific
dream. People who make their
Living crafting dreams are some
times called dream weavers.

The Telepathy Power of the
dreamweaver determines how
real the dream appears to be:

A Power of 8 or less allows
the creation of dreams that are
vivid. but surreal - with cartoon
like figures. or perhaps all in
black and white. People
involved will be aware that they
are dreaming.

A Power of 9 to 14 can cre
ate powerful dreams that seem
life-like. Even if they are delib
erately unrealistic, those experi
encing them will feel a powerful
sense of reality.

A Power of 15 or more can create dreams with a clarity
that seems more real than life itself. Those experiencing the
dream can easily forget that events arc unreal.

The dreamweaver must make a roll against Illusion skill (in
this case. defaulting to IQ-4) to shape the dream in the desired
fashion. Intimate familiarity with the subject matter can add a
+ I or +2. while unfamiliarity can subtract up to -4.

Telecontrol skill can be used to influence the course of the
dream. A skill roll (again, defaulting to IQ-4 in this case) is
made after the subject goes to sleep. Mindshields and resistance
apply nonnaUy; the exact effect will depend on how well the
skill roll was made by. which detennines how close the dream
was to the dceamweaver's intentions.

A successful roU against Telecontrol skill means that the
dream turned out as the weaver wanted, and if properly con
ceived and powerful enough. could have a significant effect on
the subject's mental state (curing phobias. making them feel
better. etc.). If the objective is to create a nightmare, everyone
experiencing the (except the one creating it) will the suffer the
effects of an uncontrolled dream - see below.

A failed roll means the telepath lost control of the dream at
some point. and the GM should alter it in some way to make it
disturbing. Whenever a Telecontrol roll is failed. both the con
trolling telepath and the other dreamers experience the effects!

Pcrhaps a fantasy turned into a horror situation, or a PC trying
to treat a phobia got caught up in the patient's nightmare. with
out changing it for the better. Experiencing an uncontrolled
dream or nightmare always requires a Fright Check at Will +3.
but with a extra -I modifier for every 3 levels of Power of the
telepath, and an additional -5 if a telepath lost control of a

deliberate nightmare. Ln addition, a failed roll may worsen any
existing phobias or othcr psychological traumas the telepath
was trying to ease.

On a critical failure, anything can happen. The participants
may even be trapped within the dream even after the machinery
is shut off, tclepathically linked and lost in "dream space." per
haps until they perfonn certain actions within the dream's logic
that will enable them to escape.

Telepath vs. Telepath: If one telepath is monitoring and the
other is dreaming, and both are trying to manipulate the dream or
change a created scenario. roll a COntest of SkiU between their
Telesend skills to see whose scenario wins ouL If the contest is
tied, neither has control: elements of both dreams wiU be present.

Dreamcorder TLJ 0
A dreamcorder module can be attached to a dreamscanner.

It records the dream-experiences of the person using it into the
module. After a dream has been recorded. anyone who goes to
sleep attached to the dream scanner can set it to access the mod
ule. Several people can use the dreamscanner to experience the
same recorded dream at once. Unless dulled by familiarity. the
cffects of a recorded tclepathically-induced nightmare or
uncontrolled dream will be idcmical to a real one (see below).
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An Electronics Operation (Psychotronics) roll is required
to use a dreamcorder to record a dream. Failure means that the
recording was unclear, and anyone using it will experience
extreme disorientation and only a vague sense of the subject's
actual dream. Critical failure means that the recorder produces
nightmarish images that only superficially resemble what was
in the dream (perhaps from deeper levels of the subconscious)
and anyone experiencing the tape will have 10 make a Fright
Check at -5.

No skill roll is required to access a recorded dream-tape.
Dreams take the same recording space as any other full

sense media, depending on the TL; dreams can be erased to
make room for new ones. It requires a pair of B cells, running it
for a month of steady use.

A dreamcorder module costs $40,000 and weighs 10
pounds. Complexity: Complex. Legality: 5.

Adventures In Drearnspace
GMs may elect 10 run an important dream as an adventure,

perhaps rolling secretly to determine whether the dream
remains faithful to the telepath's original vision or is warped in
some way. The PCs' actions within the dream will influence

how beneficial or hurtful it is, rather lhan requiring a single
Fright Check or skill roll. If a PC is controlling the dream and
other players are involved, the GM might consider letting the
dreamshaping player design and run the dream-scenario as an
adventure. If the dream runs out of control. the GM can inter
vene part way through - taking over the dream-characters and
setting and twisting them into a nightmare.

Visiting a dream-world can be a good excuse to try OUI dif
ferent world settings, as the adventurers find themselves pirates
on the high seas or the heroes of a sword-and-sorcery epic.
Military organizations (for instance) may also use shared
dreams for training exercises, or as "dry runs" for operations.

Dream Death: If a dream is run as an adventure, someone
seriously injured (0 HT) or killed within a dream can suffer
serious psychological effects. If someone suffers torture or
other serious trauma, or was reduced to "0 HT," and ifhe does
not recover within the context of the dream, he must make a
Fright Check at -5 or more upon waking (with modifiers
depending on how nasly the death or injury-situation was). If a
character actually died, he must make a Frighl Check with a
penalty of -10 or more! Fright Check effects, such as phobias,
should always be related to the dream-cause of injury.

M/nd-Transfer Machine TLl 0
This device enables two people to switch minds. The

new inhabitant of the body has all his old memories (and
none of the body's). Mental skills and advantages are
unchanged; determine new physical skills as for the
Mindswitch skill (p. 23).

Mind-Transfer cannot be resisted by either party. The
process takes about 5 minutes and requires a successful
Electronics Operations (Psychotronics) roll by the operator.
Critical success halves the adjustment time; failure causes dis
orientation, doubling it. Critical failure bums out the machine
and causes exotic effects (e.g., both minds in both bodies. for
example, resulting in each character suffering from Split
Personality) or brain damage that turns both minds into Drones
(p. 81). All effects are pennanent, and although a machine can
transfer a person back to their old body, damage from a Critical
Failure may be irreversible.

If a character's point total increases as the result of a Mind
Transfer and he decides to remain in his new body, any earned
points must first go 10 paying off the difference.

The machine can be used to transfer into animals - use the
effects described under the Mindswitch skill (p. 23).

For example, if an empathic sink was tuned to siphon away
courage, the victim might suffer from Cowardice; one that
drains fear may make the subject immune to Fright Checks. but
leave him with no Will roll to resist other disadvantages like
Overconfidence or Lecherousness, since he does not fear the
consequences. The GM is always the final arbiter on exactly
what effects an empathic sink will have and should balance
advantages with disadvantages.

An empathic sink is a headband or collar packed with psy
chotronic circuitry. It costs $3,000, weighs I pound and runs for
I year on an AA cell. Complexity: Complex. Legality: 3.

An empathic sink may also be a brain implant. Use the
rules on Mind Control Implants (above) for installing it. It runs
for a year on an AA cell. Cost: $2,000, plus $1 ,OCXJ for the oper
ation. TLlO. Complexity: Complex. Legality: 2.

Empathic Sink TLl 0
This is a psychotronic device thai siphons away emotions

even as the wearer experiences them. It is usually tuned to drain
a single emotion. It is often placed on psychiatric patients, dis
sidents or prisoners to better control them, by siphoning off
anger or courage. Other uses are also possible: soldiers or gladi
ators could be given Empathic Sinks that drained away their
compassion or fear, for instance. Someone who cannot experi
ence an emotion may gain various mental disadvantages.

(OVERT OPERATIONS EQUIPMENT
Mind Control Implant TL8

This device increases the sUbject's sensitivity to external
telepathic influences. An implant could be given to a non-psi by
a telepathic companion to facilitate mental contact through
Telereceivc. enabling a deeper rapport. BUI, as its name sug
gests, it also makes the subject far more vulnerable to telepathic
mind control and interrogation. As a result, the implants are
often placed in individuals against their will (and sometimes
without their knowledge), for sinister purposes.

While the implant is in place, anyone attempting to use
Mindwipe, Telereceive, Suggestion or Telecontrol psi-skills on
the subject has a +5 bonus to skill. Psychic Vampire, Telesend.
or direct attacks such as Mental Blow gain no such bonus.

Inserting or removing a mind control implant requires a
Surgery roll and takes 3 hours, plus a day to recover. Failure
destroys the implant; critical failure causes brain damage,
resulting in a loss of I point of IQ. If the operation is perfonned
under anesthetic and the scar hidden, the subject may not even
be aware the surgery has taken place, especially if Mindwipe is
used to erase memories of any abduction.

The implant costs $4,000 plus another $2,000 for the oper
ation. It runs on an AA cell for a year. Complexity: Average.
Legality: 2.

Mind Colltrol Headband: This is a larger external version
of the implant. It is not easily concealable and is no more effec
tive than the implant, but does not require brain surgery to
insert! It runs on an A cell for 5 years. $6,000. \4 lb. TL9.
Complexity: Average. Legality: 2.
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It·s interesting to imagine a society where mind transfer
technology is widespread. Mind transfer has obvious uses for
espionage. immortality or even exploration: imagine exploring
an alien culture by becoming a native while the original owner
explores your own. as an exchange SlUdent. People with attrac
tive. youthful bodies may be used as "transfer stock" by an
inunortal elite when their own bodies wear out.

So far. we have assumed mind transfer is only possible
between two bodies. But if one body is a blank-minded clone
(for instance) then old or worn-out bodies can be easily

HEALING TECHNOLOGY
Auric Scanner TL9

This device consists of five successive hoops (each 2 feet
across). fixed to a 7-foot platform packed with psychotronic cir
cuitry: the subject is placed so that his body lies inside all five
nngs,

When the device is turned on. the subject is surrounded by
a brilliant glow - his own aura (see Sense Aura skill, p. 16).
strengthened dramatically so as to be visible to anyone (even a
non-psi!) who is looking at it. As usual, the brightness of the
aura shows the subject's HT, while injuries and disease show as
discolorations. Anyone who has had the equipment explained to
him (or who makes an Electronics Operations (Psychotronics)
roll will get a +3 bonus on Diagnosis skill when examining the
person in the machine: if he can already Sense Aura, be gets a
+3 to use that skill on the patient.

An Auric Scanner can use building power. or IlIn on a pair
of C cells for a month of steady use. It weighs 400 pounds,
takes up 2 cy (though most of this is the empty space inside the
hoops) and costs $ I0.000. Complexity: Average. Legality: 6.

Blolntens/fer TLJ 0
This device channels a patient's own life force to assist a

Healer. greatly increasing the effectiveness of psychic healing.
It can only be used by a psionic Healer who is treating someone
other than himself. The patient may be anyone, conscious or
unconscious. as long as their mind is intact.

replaced, People could wear new bodies like sets of clothes,
with several waiting in suspended animation, Bodies could be
of different sexes, ages or even races - be a dolphin for a day!
With genetic engineering, bodies could be designed to order.

For examples of societies where mind transfer is common.
see Tanith Lee's novel Don't Bite the Sun. Roger Zelazny's
Lord of Ught. and Jack Chalker's Four Lords of the Diamond
tetralogy.

A mind transfer machine weighs ~ton and takes up.5 cy. It
costs $ I0,000.000. Complexity: Amazing. Legality: 3.

This device somewhat resembles an Auric Scanner, but is
larger. The patient is placed on the device, and the power takes I
minute to build up. during which the Healer must also concen
trate. A soft prismatic glow fonns around the injured area of the
body (or the whole body. in the case of disease). 1lle psi then
makes a normal Healing skill roll. If successful. the Healing skill
works nonnally. except that the Healer's Power is increased by
the (Will-8) of the subject. Thus. if the subject had Will 12. the
psi's Power would be increased by 4! If Will is 8 or less. there is
no bonus (or penalty). If the Healer fails the roll. nothing hap
pens. but another attempt may be made at the usual penalty for
Repeated Effons after a further minute of concentration,

lbere is one danger when using it: if the subject wants to
die. the psi will inflict damage instead of healing! If the psi
makes a successful Healing skill roll. be will realize this in
time. and the subject will only take damage equal to his WiLl-8:
if he fails. the psi will add his own Healing power to this dam
age. A psi-medic who may be dealing with a suicide victim (or
someone with no will to live) should to check the subject's
mental stale before using this device!

A Biointensifier IlIns off building current, or uses a pair of
C cells (good for a month of stcady use), It takes up 3 cy and
weighs 600 pounds. It costs $20.000. A Biointensifer may
incorporate an Auric Scanner: add the Auric Scanner cost. but
size and weight are unchanced. Complexity: Complex.
Legality: 5.

Add 2 to the Power required for every TL the power cell is
over TL8: higher TL cells require greater capacity and are thus
harder to recharge.

Recharging requires constant concentration. and takes
10.000 seconds (about two and a half hours), one Fatigue and a
Telekinesis-2 roll: failure of the skill roll bums out the battery!
Divide the recharge time by 10 for every 4 full levels of Power
over the minimum required to charge the battery (minimum I
second). For example. a psychokinetic with Power 19 would
require only 100 seconds to recharge a B cell built at TLS.

PK batteries cost ten times as much as nonnal power cells.
The weight and volume are identical. Complexity: Average.
Legality: 6.

EK Batteries are identical to PK batteries. but are charged
by Electrokinesis (use the Lightning-2 or Surge-2 skill) and
require a source of electrical power. Charging time is halved.

PSYCHOKINETIC TECHNOLOGY
Kinetic Bubble TLJ 0

A kinetic bubblc is a spherical (typically I yard in diame
ter) psychokinetic energy focus rcsembling a translucent globe,
The surface of the sphcre is constructed of PK-sensitive bin
molecules that resonate with and amplify the user's Telekinesis.
making the bubble and its contents easier to lift.

Whcn a psi uses the Telekinesis skill, objects placed within
the bubble are treated as being Xo normal mass. solely for pur
poses of determining how much material the psi can lift with
TK. Actual weight and mass are the same.

A kinetic bubble capable of holding up to I cubic yard
weighs ~ pound and costs $20.000; larger bubbles are available
with proportionately higher price and weight. Complexity:
Complex. Legality: 6.

PK Batteries TL8
A PK battery is similar to any other power celJ (see p. 58).

except that it is powered by psychokinctic energy and can be
recharged by a psi. PK batteries come in standard power cell
sizes. from AA to E.

The maximum size of PK banery that can be recharged
depends on the Power of the psychokinetic doing the recharging.

Type
AA
A
B

Mill. Power
1
5
9

Type
C
D
E

Min. Power
13
17
21
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TELEPORTATION TECHNOLOGY
lump Beacon TLll

A jump beacon is a device thai stresses space/time, creating
a node that is "weaker" than its surrounding area. As a result,
anyone teleporting to a destination within lhe beacon's range
will be intercepted and drawn to the beacon instead of his
planned destination! If using Exolclcport. lhe object thai was
being teleported is diverted. The person or object appears on the
jump beacon plalfonn.

The range of a jump beacon is set by ils Power; see the
Tef~p01h)' Range Table. The more powerful a beacon. the
greater the area over which it can draw people in. A beacon will
"catch" anyone teleporting ow of its affected area. It will also
draw anyone Ieleporting 10 a destination within its affected area.
!ftwo or more jump beacons are within range, a teleport will be
drawn to the nearest one, regardless of its Power.

A powerful and highly trained teleporter can resist the pull
of a jump beacon. To do so, make a separate roll against the
teleporter's (Power + Skill)-15. A successful roll means he
senses he is being pulled "off course" and instantly readjusts his
destination. A critical success means he does so. and also
detects the exact location of the jump beacon. A criLical failure
means that he not only fails, but the strain leaves him uncon
scious when he arrives at the beacon.

Jump beacons are typically set as traps to snare intruding
teleporters. But a jump beacon can also be used consciously.
Any teleporter deliberately trying to go to or to send something
to a specific jump beacon does so at +4 Power. Jump beacons
can thus serve as useful "stations" for long-range telepons.

The ex:act mechanism by which a jump beacon operates
depends on the actual TL. At TLl2+ it may contain a mini·
black hole or an antigravity generator. At lower TLs, it may use
a psiborg brain with PK or Teleport Power to generate a local·
ized spacewarp. At the GM's discretion, a jump beacon may
also affect mechanical forms of teleportation.

The smallest jump beacon (Power 5) is a backpack unit;
psis trying to jump from within its field are not drawn to it. but
simply find their power ineffective. $15,000; 20 Ibs.

A Power 10 beacon would cost $80,000, take I cy, and
weigh 500 lbs.

Pslberpla. TLl 0
Normal bioplas (available at TLlO: see GURPS Ultra·

T~chJ p. 71) is a tough, electrically-sensitive organic plastic that
can alter its shape into pre-programmed configurations in
response to electrical impulses. Psiberplas is similar, but is
composed of specially engineered psi-interactive biomolecules
sensitive to psychokinetic impulses.

Anyone with Telekinesis can "tweak" the molecules of his
psiberplas garment 10 make it instantly change color or texture.
or within limits, cut. even lurning it transparent. Changes of
texture or complicated patterns (e.g., a Stewart Plaid) require an
active use of TK and a skill roll. Failure results in unintended
changes, with repeated attempts (at the usual penalty) required
to fix the outfit.

Imaginative users may come up with other ideas for psiber
plas, e.g .. vehicle or suit camounage, or shape-changing
devices.

Psiberplas clothing costs $500 and weighs 2 pounds for a
stylish skin-tight body suit that can be worn under normal
clothing. It has PD 2, DR 15 and is available at TLI O.
Complexity: Complex. Legality: 6.

A Power 15 beacon would cost $200,000, take 3 cy, and
weigh a half-ton.

A Power 20 beacon would cost $250,000 at the same size
and weight.

Larger beacons would add $10,000 per point of Power, at
the same size and weight. Intennediate beacon sizes may be
interpolated by the GM.

Complexity: Amazing. Legality: Highly variable depend
ing on size. intended use and attitudes of society!

Actuality Shield
An actuality shield is built into the surface of a device to

decrease its hold on normal space/time, making it easier to
Exotelep0rl or carry while using Autotelep0rl or Combat
Telepon.

An object protected by an actuality shield has only 10 per
cent of its normal weight for the purpose of detennining how
much weight can be teleported.

If a military force includes people with Exotelepon capa·
bility, actuality shields are often built into grenades or larger
bombs, for obvious reasons.

Cost of an Actuality Shield grid for an object is equal to
$ 10,OOOxthe object's weight in pounds. For example, an actual
ity shield for a lOS-pound suit of powered combat armor would
cost S1,050,000 ... and the suit would only count as weighing
10.5 pounds when the user tried to teleport while wearing it.

An actuality shield grid does not require power.
nil. Complexity: Complex:. Legality: 5.

Bllnlaat Sy.tem
A blinksat system consists of one or more high-resolution

reconnaissance satellites which are data-linked to an psionic
computer (see p. 62) programmed with Telesend. For best
results, the psi-camp and satellite dish should be mounted in a
vehicle or several vehicles. Those lacking the budget to
launch their own satellites may wish to tap or hack into exist
ing government or corporate spysats (see GURPS
Cyb~rpunk).
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Through datalink, the computer can monitor the satellite's
observations in realtime and transmit these images directly into
the mind of a living psi. With a global network of satellites, this
lets a telepon jump almost anywhere on the planet's surface.
Few telepons will have the range (without extensive psi-tech
augmentation) to do this, but a single satellite can still provide
useful ''jump coordinates" for jaunts within a city or rural area.

Note that teleporting to a place seen only through some
one's mind is at -3.

The cost of a satellite and its deployment varies greatly, from
millions of dollars to a few thousand, depending on space tech
nology. Sec Psionic Com/JUters (p. 62) for the cost of the com
puter and program; the price of the datalink and communications
system is negligible compared to that of the system itself.

"'Ionic Stardrlve TLI 0
If it could be understood, the "instantaneous" communica

tion possible with telepathy and teleportation would revolution
ize physics. One area of engineering that would benefit imme
diately is lhe search for faster-lhan-light interstellar travel.

A "psionic stardrive" adds the power of a living psi (or psi
borg or psionic computer) to a psychotronic field generator that
surrounds the ship. The psi must be on board, brain-linked by
electrodes or electromagnetic induction to the ship's onboard
navigation computers and psychotronic drive.

A psionic stardrive works just like teleportation, but the
jump cannot begin or end within a planetary atmosphere or in a
gravity field stronger than .00 I Gs. This means that some form
of supplementary normal-space drive will be necessary for most
ships.

A Teleport Power of 21 or higher is necessary. Attaining
this power level wilt almost certainly require that multiple psis
be linked together in a gestalt (p. 37), either by telepathy or
using a Gestalt Web (p. 61) device. Alternately (or in addition)
drugs or psionic amplifiers may be used.

The maximum range is one parsec (slightly over three light
years) with a Power of 21. Add I pc to jump range for each
level of Power above 21 and 5 pc to jump range for each level
above 25. Thus, a psi with Power 23 could jump 3 parsecs, and
a psi with power 26 could jump 10 parsecs.

To achieve the hyperjump successfully. a skill roll against
Exoteleport skill is required, with a penalty of -I per parsec of
distance. Ten minutes of concentration and 3 fatigue points are
required. Success transports the starship to its destination across

PSYCHOTRONIC WEAPONRY.
Hypnagogic Web TL8

This hand-held scanner-like device sends signals into the
subject's brain. The target must be in sight of the user, and lhe
target must be able to see the Web Projector. It is controlled by
a psiberface helmet or implant (p. 60) linked to the device itself.

It can affect one target at a time. It takes a normal attack
action to use. Make a Quick Contest of the user's Electronic
Operations (Psychotronics) skill+5 vs. lhe subject's Will. with
one try only per day. Mind Shield and Psionic Resistance both
subtract from lhe user's skill. There is no range penalty, but it
has a maximum range of 400 yards.

Success means the subject goes into a lrance state for 2
seconds for every point the roll succeeded by. In addition, suc
cess by 5 or more (or a critical success) means the user may
implant a compulsion in the subject (as per Mindwipe skill, p.
23) - including suicide. The compulsion cannot occur until
after !.he subject comes out of his trance.

intervening space in effectively zero time. Failure means that
nothing happens; another ten minutes of concentration and
another roll will be required. with the usual penalty for repeated
attempts. Critical failure sends the ship somewhere unpleasam.
burning out the psionic jump drive and stunning the teleporter' s
Power for Id days.

A teleporter can only jump the ship somewhere he has
already been or can see in someone else's mind (-3 to skill).
This means that the first voyage to any interstellar destination
must be made by a pathfinder ship (with a non-psionic drive or
a foolhardy blind-jump scout), or proceed in small steps.
Familiarization trips or a telepathic navigator who has already
visited the destination will be necessary for training psionic
pilots.

A psionic stardrive masses 10 tons, costs $50,000,000 and
takes up 10 cy, plus I ton, $5,000,000 and I cy for every 100
tons of ship mass. Complexity: Amazing. Legality: 4.

GMs may wish to adjust the stardrive's TL or statistics to
better fit their own campaigns.

It weighs 2 pounds and costs $100,000. Complexity:
Average. Legality: O.

At TL9, a Hypnagogic Web may be implanted into a per
son's head (operation $2,(00), usually replacing an eye and part
of the brain (-I to IQ), and no psiberface helmet or implant is
needed. The user must have eye contact wilh the subject. Use
the rules for Mind Control implants (p. 67) for inserting or
removing the device. Removing it does not negate the -I to IQ:
the device is fairly large for an implant, and lhe brain damage is
permanent. At TL1I+, there is no IQ penalty.

Complexity: Complex. Legality: O.

Telestatlc Field Projector TL9
A teleslatic field projector generates annoying menial "static"

that interferes wilh the target's concentration. It is a pocket-sized
weapon, with a range of 25 yards, often worn strapped to the wrist
(concealed under a sleeve). The device is silent, noiseless and pro-

Psychotronlcs



jects no visible beam; a non-psi affected by one may simply
believe he has a migraine headache. No skill roll is required, but
the user must have the target in range and line of sight (it doesn't
work through thick walls, but will penetrate armor or force
screens, though not stasis fields) and be Aiming each tum.

The victim of the projector will suffer a -2 to IQ (and all
IQ-based skills and abilities, including magic, psionics and
Will). Because his concentration is broken, in combat the sub
ject will always go last in a tum for initiative purposes, regard
less of Speed. Effects last only as long as the user trains the
projector on the subject, vanishing as soon as he stops.

A telestatic projector will not affect someone with a P
Web, Mind Shield or telepathic shield helmet (which will also
register that a psionic attack is taking place). It will affect any
one within a null-field, unless they are also shielded.

As it is easily concealed and its beam is nearly unde
tectable, a telestatic field projector is a useful device for
unscrupulous gamblers, diplomats or merchants. Used "under
the table" it can disrupt a rival's concentration during an impor
tant speech, or at a game or bargaining session.

A telestatic projector is powered by a B cell. which allows
five minutes of continuous operation. $2,000, Yo. pound.
Complexity: Average. Legality: 3,

Plychosynoptlc D/sruptor TL 10
This weapon projects a powerful telepathic beam that over

loads the target's brain and nervous system, causing shock, con
fusion and possibly short-term memory loss.

Psychosynaptic disruptors are ranged weapons and require
a nOfmal roll to hit, using Beam Weapons (Neural) skill.
However, cover has no effect on the hit chance: the beam will
pass directly through anything material. The psychic beam is
invisible to everyone but the person who is actually hit, who
will "see" it as a beam of blinding light emanating from the
weapon. This effect is species-specific - a being whose primary
sense was hearing (including a blind person) would perceive a
deafening sound, for instance.

Anyone hit by the beam must make a Will roll. Failure
means that the victim is mentally stunned and loses 2 fatigue
per point the roll fails by, or I fatigue per point beyond ~D

range. If the Will roll is a Critical Failure, the subject also loses
ld points of IQ. Lost IQ recovers at I point per day.

A person who becomes unconscious (0 fatigue) as the
result of a psychosynaptic disruptor hit loses all memory of
what happened during the last Id minutes before he passed out!
Lost memories are permanently gone - not even use of the
Mindwipe skill can restore them. This effeci makes the weapon
highly useful for covert-operations activities.

A Mind Shield or telepathic shield only adds 1 to Will rolls
to resist this weapon for every two levels of Power - psychosy
naptic weapons project a concentrated "needle" beam of mental
energy designed to slip through most psychic shields.

All psychosynaptic weapons are recoilless and silent. They
come in three models:

Psychosynaptic Disruptor Pistol: A small sidearm, easily
concealed. The Will roll to resist is at -3. Acc 4, SS 7, ID 10,
Max 25, RoF I. It gets 8 shots from a B cell. It weighs 2 pounds
and costs $2,000. TLlO. Complexity: Complex. Legality: 3.

Psychosynaptic Disruptor Rifle: A "bullpup" style rifle
sized version. The Will roll is at -5. Acc 7, SS 10, ID 25, Max
100, RoF I. It gels 20 shots from a C cell. It weighs 8 pounds
and costs $5,200. TLIO. Complexity: Complex. Legality: 2.

Semi-Portuble Psychosynaptic Disruptor: A heavier tri
pod-mounted weapon. though someone with ST 15+ can fire it

from the hip. It projects a wide beam that can be "fanned" over
several targets if they are in the weapon's arc of fire. If the
beam if concentrated on a single target, the roll to resist is Will
6. Against two targets, the roll is Wi1l4. Against three targets,
the roll is WiIl-2. Against four targets, the roll is against Will.
No more than four targets can be affected at once. Ace 10, SS
12, ID 50, Max 200, RoF 1. It gets 40 shots from a D cell. It
weighs 30 pounds and costs $20,000. Complexity: Complex.
Legality: I.

Empathic Mirror TL 10
This is a lightweight headband which amplifies any physi

cal sensations felt by the user and broadcasts them around him.
While it has its peaceti.me uses (primarily in the bedroom), an
empalhic mirror is mainly intended as a defensive weapon.
Everyone lacking a telepathic shield or a natural mind shield in
a 5-yard radius around the user will suffer the same shock, stun
ning and knockdown effects that the wearer does! A person
affected by the device makes his own rolls against HT or Will.
however, rather than using the wearer's.

For example, if the wearer lost 4 hits from a bullet wound,
everyone within 5 yards would be at -4 DX due to the wearer's
pain. If the wearer was stunned, everyone would have to make a
HT roll to recover.

Aside from its recreational value, an empathic mirror is
most useful for close combat by a single person against several
enemies. since it will affect friends as well as foes. It is pow
ered by a single C cell for up 10 an hour of continuous use. It
masses I pound and costs $7,000. At 20% extra cost, it can be
built into a combat helmet. Complexity: Complex. Legality: 5.

Bodyshleld TL 11
A Bodyshield is a psionic augmentation device resembling

a one-piece silver mesh body stocking with a belt-mounted
power pack; it can be worn under armor. It may only be used by
a psi with the PK Shield or Energy Shield skills. The
bodyshield acts to attract and hold the psi's own force field
more tightly around his body.

The user activates his PK or Energy Shield normally, then,
if successful, turns on the bodyshield. As long as the user main
tains his PK or Energy Shield, each level of Power will provide
DR 3 (+ I per TL after it first appears) against appropriate
attacks (energy for Energy Shield, physical for PK Shield)
rather than the normal DR I per 2 levels. The higher-powered
field is visible as a faint shimmering in the air around the user.
It can enhance both skills, if the psi has both.

The Bodyshield is powered by a C cell that operates it for
30 seconds of continuous use. II takes one tum to activate or
deactivate. It costs $10,000 and weighs 2 pounds; for an extra
$1,000, it may be made out of psiberplas (see p. 69).
Complexity: Complex. Legality: 3.

Support Weaponry

Psi-Bomb TL8
A psi-bomb generates a burst of deafening psychic "noise"

similar to a Mental Blow (p. 21), but the effect is continuous.
The bomb broadcasts for 10 seconds and affects everyone with
in its radius. After use, the bomb's power cell and its casiDg are
fused together - the bomb cannot be reused.

Anyone in the bomb's radius of effect is attacked individu
ally each tum, as per a Mental Blow of equivalent Power and a
Skill of 15. Roll at the start of the subject's tum to resist the
bomb's effect.
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Someone with a mind shield or telepathic shield adds the
shield's strength to his HT to resist the bomb' s effect. However.
psi bombs are especially effective against unprepared adepts.
Add I to the bomb's effective Power for every 5 points of the
victim's highest psi power. This bonus does not count against a
shielded psi. or one who was expecting the bomb.

In addition to stunning victims and causing fatigue damage
(physical injury for critical hits). psi bombs can deliver one
simple emotional message. set when the bomb is built: hate.
fear. disgust. joviality or even lust! Victims who fail a Will roll
will Dcl out the emotion on those around them for as many turns
as they failed the roll by!

A psi-bomb is usually activated via a timer. though a
microbomb (see below) could also be thrown. Although not stur
dy enough for use in a missile warhead. an aircraft could drop
one fined with a parachute. The timer on a psi-bomb is designed
to allow it to be set for a delay from I second to 24 hours.

Smaller psi-bombs are usually employed much like pre
sent-day stun munitions - special ops teams use them (while
wearing psi shields!) 10 stun unprotected individuals without
causing damage to property or innocent bystanders. Larger psi
bombs can be dropped on unprotected troops prior to an assault.
or used in a continuous psychic bombardment to wear down
morale of civilians or soldiers alike.

Message Psi Bombs
These bombs carry a specific psychic message. which

works over a radius of effect ten times that of the equivalent
Mental Blow bomb. Every creature in the area is "attacked" by
the message. If the attack is successful. the message is received.
Those acquainted with the sender have a + I to +4 to receive the
message. A critical hit lets a recipient read between the lines
and learn something about the sender!

The message may be one word in length per TL of the
bomb. The GM makes a secret Electronic Operations
(Psychotronics) roll for the person loading the m\bomb.
Increase the word total by I for each point the loader makes his
roll by. Double word total on a critical success. Failure decreas
es the message length by I for each point failed by. Critical fail
ure results in a misleading message. but the loader thinks he
succeeded nonnally. Only one roll may be made per bomb.

Typical Sizes af Psi-Bomb:
Thimble: Affects a I-yard radius. $100. 4 oz. Power: 10.

Complexity: Average. Legality: 3.
Grellade: Affects a 4-yard radius. $200. I lb. Power: 12.

Complexity: Average. Legality: 2.
Satchel: Affects a 7().yard radius (enough to include most

of a large building). $1.000, 10 pounds. Power: 16. Complexity:
Average. Legality: I.

Terror bomb: Affects a 5-mile radius. Power: 23. 510.000.
200 pounds. Complexity: Average. Legality: O.

Pslbermlne TL9
This box-shaped device was developed to disable unshield

ed armored vehicle crews and to clear bunkers and strong poims:
it can also be used as a type of "claymore mine" or booby tnlp.

A psibermine generates a cone-Shaped directional pulse of
painful telepathic noise intense enough to cause a normal mind
to "shut down" in self-defense. It is usually used much like a
limpet mine: its timer is activated and it is clamped onto an
object. It can be set for a timed delay of between 1 and 30 sec
onds. It can also be set to trigger from a scrambled radio or
communicator pulse. Setting the timer takes 2 seconds.

When activated, anything within 8 yards of the direction
the psibermine is facing will be affected. in a 6O-degree cone
extending out from its base. A HT or Will roll (whichever is
better) is required. at -4; reduce the penalty by I per 2 hexes
away from the bomb. Failing the roll means the victim falls
unconscious for I minute for every point the roll was failed by.
Succeeding by 0 to 2 means the subject is mentally stunned.
Success by 3 or more means they are unaffected.

TIle psychic emanations pass through solid objects without
difficulty. Thus. if the psibennine is attached to the outside of a
vehicle and activated, it will affect the crew inside.

A psibennine can be used only once - its power cell bums
out when activated, destroying the device. It includes a C cell.
It costs 5500 and weighs 6 pounds. Complexity: Complex.
Legality: I.

Fear Extractor TLJ 0
A true terror weapon. this semi-ponable device resembles a

small radar dish. It is usually installed in a vehicle turret or lri
pod moun!. It projects a telepathic impulse that releases the sub
conscious minds of its targets. who experience nightmare
visiolls from their deepest fears. It affects a 5-yard radius at a
range of 240 yards; no skill is required to use it. bUI the user
must make a normal "attack" maneuver to aim it.

Anyone in the area affected must roll a Fright Check at -4
to Will. Add the level of the user's Mind Shield or Psionic
Resistance. if any, to user's Will to resist its effects.

Further attacks by a fear projector are less effective. A second
attack in a 24-hour period is at +3 to resist.. a third anack at +6. etc.

Nevertheless, released terrors may not be easily repressed
again and may manifest through nightmares. Additional checks
(at -3) must be made each time the subject sleeps during the
next Id nights after the attack.

The device is powered by a D cell. which gives 60 uses. It
weighs 120 pounds and costs $80.000. Complexity: Complex.
Legality: 3.

Mlndseeker TLB
A mindseeker can replace the normal homing system on

any TL8+ guided missile. The mindseeker enables the missile
to detect the thoughts of semient minds within a 3()'degree cone
in front of it, with a range of 500 yards. Unless it has its own
inertial guidance system with a prcprogrammed flight path. the
missile will fly direcfly forward until a sentient mind comes
into range. and then will sleer the missile toward il. Lf it detects
more than one sentient mind before it slrikes. it will lock onto
the nearesl.

A miodseeker may fail to "notice" someone using a mind
shield. Lf a mindseeker's target is mind shielded. make a roll
against the shield's Skill + Power. If the roll succeeds. Ihe seek
er will attempt to target the next nearest mind. If it cannot lock
onto anyane within its defection range and sensor arc. it will
just continue to fly straight ahead.

Once it is locked onto a target. the mindseeker guidance
system ensures that the missile will always hit. It is immune to
mundane antimissile countenneasures such as flares. chaff or
electronic jamming. The only defense is to dodge or take cover.
A successful Dodge roll means the missile will strike a random
hex I yard from its target for every point by which the target
succeeded in the Dodge roll. PO does not add to Dodge against
missiles, but the target can be allowed the +3 bonus for "retreat
ing" ifhe dropped prone or dived for cover to avoid it.

A TLiO mindseeker simply guides the missile toward
thinking minds. Mindseekers are usually species specific: a

Psychotronlcs



mindseeker to be used on nonhumans must be programmed for
that species and will not be useful against humans. However,
later mindseekers become more sophisticated.

A TLiI mindseeker can be programmed with the psychic
signature of a specific individual. The mindseeker will move
until the missile finds its target. Most missiles will move direct
ly ahead, but TLl2+ missiles (such as the Hunter Missile, on p.
103 of GURPS ULJra-Tech) could actively seek out a larget. II
will not home on other targets, and if il runs OUI of fuel or
crashes before finding its target, its warhead will not detonate.

In order to hunt a specific target, that mental signature
must be first transmitted to the seeker's memory, generally
through a psi using Telesend who has encountered the target's
mind before (through Telereceive or indirectly via Signature
Sense). An alternative method is to connect the mindseeker
missile to a Mindscanner and program its brain with any pat
terns stored in the Mindscanner's own computer memory.

A psi who notices a mindseeker missile may attempt to
divert it telepathically - assuming he has time before it hits!
This involves using Telesend to transmit alternative signals to
its "brain." Roll against Telesend at -5. Success means that the
missile has been diverted and will crash harmlessly; critical
success means that the psi can give it an alternate target signa
ture if he wishes to.

If mindseekers are available, they can be built into any type
of GURPS Ultra-Tech guided missile, or into TLlO+ clever
grenades. At TL14, mindseekers can be used in Smangun bul
lets. If using GURPS High-Tech, any modem "fire and forget"
guided missile could be retrofined with a mindseeker guidance
system.

Mindseekers double the cost of the guided weapon they are
built into.

Complexity: Complex. Legality: I.

Thanatos Field TU 0
Also known as a vampire field or death field, this is a semi

portable weapon that kills by psionic means, draining the life
force from living things. Since it kills people without damaging
electronics or machinery, it is a very useful weapon system. It
has no effect on life fonns of IQ 0 - bacteria, plants, etc.

A Will roll is required at the stan of each tum within the
field. Failure results in a loss of I hit point; critical failure
results in Id+1 damage. People in a death-field experience dis
orientation, pain and feelings of despair. A mind shield is inef
fective, but Psionic Resistance adds half its level to the Will
roll. Rats and cockroaches suffer "flight" reflexes. dogs howl
despondently and other animals behave similarly.

The field is unaffected by solid objects, armor or force
fields. Its area of effect is a spherical radius of anywhere
between 10 yards to I mile; changing the radius or the target
settings on the field takes 2 turns.

At higher TLs, a thanatos field generator can be tuned to be
more selective in its destruction.

At TLlI, it can be tuned to affect only higher animals (IQ
4+), leaving insects, fish, etc. unhanned.

At TLl2 it can be tuned to affect only sentient life fonns
(those with IQ 7+), without hanning normal animals.

At TL 13 a vampire field is tunable to a single species or
category (e.g., only non-psis, or only insects).

A thanatos field generator is too heavy for one person to
carry, but two men can lift it, or it can be mounted on a vehicle.
Since machines are immune to its radiations, robots are often
fined with thanatos field generators. Tactically, death fields are
usually used as booby traps in urban areas or spaceships; people
caught in the effects must either quickly locate and destroy the
generator or flee the area. But since the field works through
solid objects, a generator could be hidden almost anywhere,
even deep beneath the ground. With the proper codes, any com
puter/communicator can operate it remotely.

The generator weighs 220 pounds and costs $140,000. It is
powered by an E cell that operates it for up to half an hour, or
continuously from a building or vehicle generator. Complexity:
Amazing. Legality: I.

Exterminator: This is a death field generator with safety
interlocks designed to function only vs. lower (IQ 6 or less) life
fonns and restrict the radius to 100 yards. It is used to control
major pest outbreaks. Breaking the safcty intcrlocks is difficult.
requiring an Electronics (Security Systems)-4 roll, one try only.
Any failure destroys the device. It is otherwise identical to a
death field generator, but is Legality 4.

ANTI-PSI TECHNOLOGY
These devices restrain, disrupt or protect against psionic

powers. If psi powers are known, then unless everyone is psy
chic, some of these devices will likely either be in common use,
or someone will be actively trying to develop them.

P·Web TL7
A very simple development, the P-Web is a fine mesh of

platinum-group metal alloy. Worn on the head (huilt into a hat
or helmet to protect the webhing) it will totally protect against
the Confuse skill. It will also prevent the wearer from using any
Electrokinetic abilities (but affects no other type of psi). Its only
drawback is cost: the materials are expensive and the mesh must
be very fine. It adds only a half-pound to the weight of the hat or
helmet, but costs $1,200. Complexity: Simple. Legality: 4.

Psionic Shield TL8
This is actually a misnomer, for the psionic shield only

protects against Telepathy. It generales a psychic barrier identi
caIto a telepathic Mind Shield (p. 22). If reliable telepaths are
known to exist and not everyone is psionic, shield helmets will
become a common item of dress for anyone who has secrets

they wish to protect: politicians, police, intelligence agents, sol
diers and possibly even husinessmen.

The shield subtracts 6 from the skill of any use of
Telepathy, friendly or hostile, against or by the suhject, exactly
as if it were a Mind Shield used by a telepath with a skill of 3
and a Power of 6. The shield circuits automatically warn the
wearer (through a beeper or silent signal on an auached Head
Up Display) when a tclepath fails to penetrate the shields, but
provide no warning if the telepath succeeded.

They appear at TL8; at each TL after its introduction, the
Power of a Psi Shield increases by 2, so a TLi a shield would
have a Power of 10. The OM may allow experimental high
powered shields to be available earlier!

Lightweight helmets are available (PD 0, DR I, cover only
the brain) with telepathic shielding are available (1.5 pounds,
$1,000). Alternately, psionic shield circuitry can be built into
any type of comhat helmet, adding I pound to weight and
$1,000 to cost (or $1,200 if added to a helmet after initial pur
chase). A telepathic shield helmet uses a B cell, which powers it
for 6 months. Complexity: Average. Legality: 5.
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Mini-Shield: A compact version of the standard telepathic
shield, it resembles a small crystal, and thus can be easily con
cealed in a pocket or worn as jewelry, perhaps an earring. It only
protects the user with a 0011 of 3 and a Power of 4. This increas
es by 2 per extra TL. so a T1I2 Mini-Shield would have a
Power of 12. It costs S1.000; weight is negligible. 11 is powered
by an A cell for I month. Complexity: Average. Legality: 5.

Neutralizer TL9
A neutralizer is a specially designed neural disruptor, simi

lar in operation to the TlIO nerve gun and paralysis guns
described in GURPS Ullra-Tech and GURPS Space. It is a
large, heavy pistol and fires an invisible beam which selectively
scrambles the areas of the target's brain and nervous system
that control psi powers.

Any psi-user hit by a neutralizer loses Id levels
of Power from all psi abilities he possesses (roll sep
arately for each) and is stunned for one tum unless a
WilI-3 roll is made. Multiple hits have cumulative
effects, but no Power can be reduced below O. Lost
Power recovers at I level per hour. Any critical hit
by a neutralizer can cause permanent loss of Power.
Non-psionics are totally unaffected by a neutralizer 
possibly to their surprise. if they see a psionic being
shot and stunned.

Neutralizers are single-shot weapons. firing a
beam that lasts for an entire tum. They require Beam
Weapons (Neural) skill. They do not affect targets in totally
sealed annor or who are prolected by force screens. but do
work in vacuum.

A neutralizer has SS 12, Accuracy 5, ~D range 15 (for
detennination of SS only) and a Max range of 30 yards. It has a
RoF of I. It uses a C cell. which gives it 12 shots. It is recoilless
and requires no minimum ST to use. It weighs 2 pounds and
costs S6.000. Complexity: Complex.

If psionics are illegal. neutralizers could be pan of the stan
dard equipment of police and security forces - or kept secret
and restricted to special units, for fear that resistance psis will
develop a countenneasure if they capture one. If psionics arc
legal, than a neutralizer is Legality 5, just like mosl stun
weapons; use of one on a psi is considered assault.

Null-Field TLB
Also called a psionic damper, a null-field generator pro

jects psychic interference patterns which disrupt or absorb all
natural uses of psi within the area covered - including
Teleportation. Psychokinesis or ESP. A skillful psi can work
around their interference, but not without effort.

A null-field does not affect psycholronic devices, unless a psi
must channel his power through them or use his power to activate
them. in which case it interferes with the skill roll nonnally.

Overlapping fields do not enhance each other, but don't
intetfere with each other.

The null-field's disruption applies both to psis within the
null field using their powers and to psis outside the field trying
to affect targets within the field. The null-field subtracts 5 from
all skill levels. and any allempt to use psi automatically costs
fatigue, while any attempt that normally costs fatigue costs
twice as much. For instance, a psi trying to teleport into a null
field from outside it would have the same penalty as one who
was inside the field trying to teleport out.

The radiation of a null-field can be picked up by a psi scan
ner. Any telepath or esper attempting to use their powers into
(or from within) a null-field perceives the field as a cold.

oppressive "dead zone." Two types of null-field generator are
available:

Portable Nulls are suitcase-sized generators which project a
null-field over an area 10 yards across. They are powered by D
cells and ron for 48 hours. They may also be set to project a
smaller, more powerful null-field, covering only a 2-yard radius
but subtracting 10 from any psi use. Portable Nulls are often used
as anti-surveillance devices by people who fear psi-eavesdrop
ping. $10,000,10 pounds. Complexity: Average. Legality: 4.

Pocket Dampers are about the size of a paperback book.
They can be worn strapped to a belt, cover a 2-yard radius
around the user and run on C cells for 24 hoors of continuous
use. S6.000, 2 lbs. These appear at n..9. Complexity: Average.
Legality: 6.

-

Psi-Impeder TLB
This is a headband with projects a psi-damping ficld that

prevents the wearer from using psionic powers. A psi with a
Power of 7 or less cannot use any of that Power's skills; a high
er-Power psi can try. but before making a skill roll. he must roll
3d vs. Power-5. Success bums out the damper circuits, freeing
the "prisoner": failure means the ability doesn't work and the
psi lakes one point of fatigue damage per point the roll was
failed by. In the case of failure, further attempts are at a cumu
lative -I per try until the psionic has rested for at least an hour.
Critical failure knocks the psi unconscious for ld hours.

A psi·impeder may have a built in "punishment circuit"
which stimulates the wearer's pain ccnters whenever the user
attempts a psionic ability, further discouraging escape attempts.
This effect occurs after the attempt to use a psi skill (whether
successful or not) so it is possible to bum out the psi-impeder
and then collapse due to the pain.

When the pain circuits activate. the psi must make a HT-5
roll (+ or· Will modifiers). Success means he can still function,
but is at -2 to ST. OX and IQ (and all derived skills and abilities
such as Will) due 10 pain for IS-Will turns (minimum one tum).
Failure means he is in such agony that he can do nothing for
this time. Each consecutive failure during a 24-hour period low
ers the HT by I (e.g., the second attempt to break free requires
a HT-6 save to resisl the pain). A critical failure causes uncon
sciousness for 20-HT minutes (at least I minute).

Psi-impeders are the commonest way of restraining a con
scious psi. They are likely to be found in the arsenal of any psi
tech equipped security force; research institutes may also have
them on hand to restrain difficult subjects.

The device works for 2 months on an AA cell; weight ~lb..
cost S6OO, or S1,000 with punishment circuit. At double COSL
Psi-Impeders can be surgically implanted into a person's brain
- see Mind Control Implants, p. 67. for the chance of success
when implanting or removing them. and the penalties for fail
ure. Complexity: Average. Legality: 3.
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GADGET TABLES
Mundane Technology Wr
PsiOlric Tes6i1gl!ijilip. 400
SeIlSOf)' Deprivation Tanle 800
Deepsleep 80,; 2
Brainscanner 4

Interface Technology
PSiberface Helmet 4
Psibaface Implant
~COS(

Tele~Switch

Secure TeJe-Switeh
TdepaihiC Contml Panel
Secure Telepathic Ctrt Panel -

Psionic Amplil"lCfS
Amplif1el" Throne 1.000
-each ~tnl Power +500

BaCtpaCl P$i-Amjjtif1el" 20
~ e:lUl. Power +I0

Amplifier Helmet 4
-each e,;lra Power I

Amplifief ReaifiiKl I
-each «lei Power If

""..
61
61
61
61
61

60
60

60

"..
"

61
61
61
'2'2'2

Pagt
59
'9
'9
60

7
7

10
10
1

"9
9

8
9
10
10

8
8
8
8
8
8

10
10

Am
Am
A.
Am
C
C

Am
Am
Am
Am
Am
Am
Am
Am

3
3
4
4,,,,
3
3,
1
2
2

,
6

6,,,

LC Comp/tL TL
6 Av 7
6 Av 7
6 s 7
5 Av S

200,000
+100,000
40,000
+20,000
25,000
10.000

''''''2,500

e(m
100.000
10,000
'00

',000

4,000
4,000

+2,000
200

1,000
0.000

100.000

100.000
"',000
2,000

25.000.000

"''''100,000

1,200
100,.,

so.OOO
varies

Gestalt Web
-each ~1eI mind

W"OOa-Web TmiiiiiaI
Web Central Proceuor
Psionic Computer
Psklnks Program

This table also covers the psi-drugs. operations
and other bio-psi devices described in the next chapler.

Weight: In pounds. Weight will be halved one TL
after the gadget first appears. and halved again after
!\\-'O TLs. No weight is given for drugs or implants.

Complexity: How difficull it is to invent and
manufacture the item - for use with the Gadgeteering
rules in GURPS Supus. S:Simple: Av:Average;
CComplex; Am:Amazing.

Name: The name of lhe item.

l.LgaJil)' Class (LC): How likely the gadget is to
be legally available. See p. 58, Note that if psi powers
m illegal in themselves. all items except Mundane
Technology and Antipsi Devices will be Legality O!

Cost: The cost of me gadget: like weight, cost
drops by half one TL after the gadget initially
appears. and is quartered after two TLs. For implants,
!be cost of the operation is also given: this cost is also
reduced by TL. There is no operation cost if a charac
Ier performs the operation using his own skills.

Te&eportalion Technology
Jump Beacon varies varies varies Am II

Actuality Shick! vanes varies 5 ~Ci.....,~'~'~
Bliitiat System varies varies vanes ~
Psiortk Stankive 2O.0Cl0"' SO,OOO.OClO"' 4 Am 10

.. plus 2.000 Ibs. and $5.000.000 per 100 tons of shlp mass

Communication and Inronnallon Equipment
M""emory CijifiI If 2,000
Deathscanner 12 80.000
MInd Probe 400 120,000
Thought Globe ~ 5.000
Piiteetor I 1.00Cl
Psiscanner 2 10.000
Mi~anner 20 6,000
Psyl;hil; Lock ~ 500
Efupalhic Cock ll: "'j()()
Ufc Field Detector 4 4.000

"66

'"'"'"69

69
69
69
70

'"'"

67

""64
64
64
64
6'

"""

67"
67
67

'7

10
8
8
10

9
10

8

9
1O
10

fo

9
1O

8
9
9
9
8
9
8
10
10
9

M
C
C

Am

A.
C

Am
C
A.
C
A.
A.
A.
A.

c
c

,,
",

",

,,

•,
3,
•,
6,,,

10,000
"',000

"',000
varies

"""500

150.000
40,000

4,000 2
+2,000
6.000 2
3.000 3
2.000 -,.

+1.CKlO
10.CKlO.OOO 3

20
1O

400
600

,
varies
varies

2

Realing Technology

A"'" """""BiQintensifter

Covert Operations Equipment
Mind Control1rnptant n1a
-operation COSt

MindControl Headband l<f
Empathk Sinle I
Emparffic Sinle lfuplanl nla
-operation cost

Mind Transfer Machine 1.000

Dream Technology
Dreamscanner
Dreamwrder

Psychokinetic Technology
Kinetic Bubble
PK Baueries
EK"Battenes
Psiberplas Oothing

Fonn (jor drllgd): The form in which the drug
may be administered. See p. 78.

Page: The page where the item is described.

TL' the tech level at which the item is first manu
factured. See p. 57. Experimental versions of some
items may be available at earlier TLs - see COdl and
Acceddibility, p. 57.
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Psycbotronk: Weaponry W, c= LC CompJ~.(. TL Po.g~,.,..._Wd> 2 100;000 • A. 8 70
HYJlIIlIAic Web lmpIant "" 100,000 • C 9 7.
~tton 2,000

Telestat.ic Field Projector " 2,000 3 A' 9 7.
Psychosyooptic Disruptors varies varies varies C ,. 71
(see below)
Empathic Mirror 1 7,000 , C 10 71
Bodyshield 2 10,000 3 C " 71
Psiberplas Bodyshield 2 11.000 3 C " 71

Support Wfliponry
Thimble Psi-Bomb 40" 100 3 A' 8 72
Qrenaae Psi:B0m6 1 200 2 A. 8 72
satchel Psi-Bomb 10 1,000 , A> 8 72
Terror Psi-Bomb 200 10,000 • A' 8 72
Psibcnnine 6 SOD 1 C 9 72
Fear Extractor 120 80,000 3 C 10 72
Mindsecker oJ, x2 1 C 8 72
Thanatos Field Generator 22. 140.000 1 Am I. 73
Exterminator 220 140.000 4 Am ,. 73

Anti-PsI Technology
P·WCb • ';200 4 5 7 73
Pwnic Shield Helmet 1.5 1.000 , A. 8 73

--6(\d to combat belmet ., +1,000 , A' 8 73
MinI-ShIeld oJ, 1.000 , A> 8 74 •
Neutralizer 2 6,000 , C 9 74
Pocket Damper 2 6,000 6 A, 9 74
POl1able Null 10 10,000 4 A' 8 74
Psi-Impeder " 600 3 A> 8 74
-punishment circuit +400 3 A. 8

Psi.Impeder Imptant oJ, 600 3 A. 8 74
-q<ntioo +600
--puUshment circuit +400 3 A' 8 74

Bio-Psi Technology
Drone Brain oJ, 12,000 Spcl. .v, 8 81
Drone Surgery oJ, 10,000 Spcl. .v, 8 81
POwefVlros .v, varies 2 Am ,. 81
Null Virus .v. varies 1 C 9 81
Ovennmd Viros .v, 20.000 • Am ,. 81
MetamOI'phosis oJ, SO,ooo • Am ,. SI
Syriifiiiik;C~ oJ, 100.00l+ 4 Am 13 82
W"'...... 20 7;200 4 A. 8 83
Guardian 60 32,000 3 C 9 83
Inquisitor 200 200.000 3 C 9 83
Sponge '20 SO,OOO 3 C 8 83
Brain Tissue Graft .v, 20,000 1 C 8 83
Neuro-Psi Implant " 150.000 , Am " 84
-operation 2,000

Psi-Drugs COSI TL CC Comp/a. F,~ Pagt
BlUe File 100 7 2 A' H"ypo or Pill 78
Brain.stoml ISO 8 1 A' Hypo 78
Catalyst Drug 1.000 8 3 A' Hypo or Pill 79
Mind Hype 100 8 4 A' H,po 79........., 60 8 4 S PIlI 79
Psibooster .~~ 8 3 C H,po 79
Shatter 2. 8 2 C Hypo. Pill, Gas 80
Shiver 40 ,. 4 A' Hypo or Pill 8. 11-11'Trance 15 8 4 A, Hypo or Pill 8.

Psych05ynaptlc Disruptors
W~o.potI Oamo,< A" SS 'D MM W" R,F ,_ 57 Rei COSt LC TL Pag~-, Spc!. 4 7 10 2S 2 , 8IB • 2,000 3 ,. 71
Rill< Sl!'l 7 I. 2S 100 8 1 20IC • ';200 2 10 71
Semi-Portable Spcl. 10 12 SO 200 30 , 40ID " • 20,000 1 10 71

~

-.
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"Jeremiah, it's Christine. They've strapped me down on a table.
and given me some kind of neural anesthetic. I don'r know if I

;:=~~=:: can stay in contact with you anymore. Everything's going dark.
• I'm scared . .. !love you. "

Christine's last message echoing through his mind, Jeremiah
raced through the corridors of the Rocky Moutltain branch of the
Overmind Institute. He had snatched a drug ampule off a dead
guard - BNSX-7, the .~ynthetjc neuroenhancer the military called
Blue Fire. It boosted psi powers, but at a price - it was addictive.
and a deadly poison. Still, he might need it. With a grimace of dis
taste. he injected the Blue Fire into his ann.

Blo-PsI Technology



He increased his pace, sprinting down the passage, and
almost crashed into the two guards. He stopped shon: hefaced
two naked, sickly teenagers. a boy and a girt, each carrying an
Ul.i. Their heads were shaved. sockets showing where implants
were installed. They were guarding the entrance to an eleva
tor.

He reached out with his telepathy, attempting to discover
from them where Christine was being held - and recoiled in
horror when he found nothing there. They were drones - born
without minds, controlled like puppets by unseen masters, Jet
another of the abominations practiced in this hideous place.
They opened fire, their bullets spattering off his psychokinetic
shields like rain offa window pane.

The Blue Fire singing in his mind, Jeremiah snapped first
one, then the other's neck with his TK. He picked up one of the
guns. then walked past the bodies into the elevator.

The ele\'ator stopped at the fifth level. The door opened,

and Jeremiah stepped out into in a large. welt-lit room. He
sl(xxl still, staring.

The body of Christine Pendrake lay on the table. The top of
her skull was missing, where the brain had been removed with
surgical precision. On the table next to her lay a large metal box.
connected to a bank ofcomputers, monitors and life-suppon sys
tems. Two women in surgical whites were attaching electrodes IQ

the box, watching a steady pulse of life on monitor screens. A Jot.
bearded man was s~aking into a hand-held recorder.

"The operation was a success, with only minor damage to
subject's intellect when the brain was removed. and prelimi
nary psiscan shows no loss of telefHJthic facility. She will make
an exallent Psioorg, probably an Inquisitor. In fact . .... TM
man fHJused. as he noticed Jeremiah standing on the threshold.

"This fob is a restricted area! Who are you?"
His \'oice lost in a soundless scream, Jeremiah let tile Uti

answer for him.

AVAILABILITY OF Bio-Psi
This chapter describes "sort" psionic technology. including

psi-drugs, genetic engineering and neurosurgery. Biotech offers
a risky - but effective - means of enhancing or controlling psi
abilities.

Most bio-psi products will be even more closely regulated
than other fonns of psi-tech, panly because they are easier to
produce and partly due to their sinister reputation. See Chapter
4 for the availability and legality of psionic technology.

PSI-DRUGS
Biochemical methods may be the easiest means available

to enhance or suppress psionic ability_ although not necessarily
the safest. Psi-drugs could be new proteins produced by recom
binant DNA technology. Instead of drugs. they might be fast
acting "programmed viruses."

GMs may limit the availability of certain psi-drugs by
deciding they require rare natural compounds which cannot be
synthesized in the laboratory. For instance, a particular drug
may require honnones from a rare or dangerous alien animal
which does not breed in captivity. Totally natural psi-drugs may
also exist - the leaves of certain tropical plants, rare herbs or
animal venoms could have the same capabilities as manufac
tured drugs, giving primitive societies access to bio-psi technol
ogy.

Psi-drugs can be dclivered in pill or hypo form, or dissolved
in food or drink. Drugs in hypo fonn can be injcctcd in one tum
by hypodennic needle or by an advanced pneumospray injector.

Many psi-drugs have serious side effects. Even if psionics
are legal. most societies will restrict these drugs to doctors or
medical researchers. Licensing requirements vary. but usually
Biochemistry-14 or Physician-14 is the absolute minimum.

Unless psi-drugs are experimental, even restricted drugs
are likely to be available on the black market at higher prices.

BfueRn n7
This is the nickname of BNSX-7, a dangerous neurotrans·

miner that enhances the brain's ability to handle psionic energy.
However, it is also a deadly poison. Fon.unately, its effects are
relatively predictable, and an antidote exists that can neutralize
it, so many users will risk taking it when a boost to Power is
absolutely necessary.

As soon as a dose of Blue Fire takes effect. the user will
lose 2 hits and gain a +3 increase in Power in every psi ability
he has at Power 2 or better. He will lose an additional Id-2 hits
per minute (minimum I) until the drug is neutralized by an anti
toxin. If not ncutralized, it will eventually kill him. More than
one dose has no extra effect.

While on the drug, the user experiences a mild "pins and
needles" sensation across his skin (-2 to all non-psi skills, and
to OX and IQ rolls, due to distraction). This sensation vanishes
on any tum in which the user is using his psi powers, replaced
by a rush of euphoria. Immediately after first using a psi skill
while under the influence of Blue Fire. a user must make a
WiII-1 roll or gain the Overconfidence disadvantage. lasting
until the drug is neutralized. A roll is required each minute it is
used. Someone who becomes overconfident as a result of Blue
Fire will enjoy the sensational high of using his psi powers, and
tend to ignore the fact that the drug is eating away at his body.

Neutralizing Blue Fire requires a simple injection of
Neurovine, an antidote for nerve toxins (S30Jdose, hypo only).
However, users who have become Overconfident due to the
drug's effects must make a WiIl-l roll in order to convince
themselves to administer the Neurovine; an additional roll is
allowed every minute if the first onc fails.

Blue Fire is available in hypo or pill fonn. A dose takes
effect in five seconds. It costs 51 OO/dose. Complexity: Average.
Legality: 2.

Brainstorm ns
This is a very powerful psi-enhancing drug. A dose

increases the user's psi power in all abilities by 50% (round up
- Power II becomes Power 17) but leaves skills unchanged.
However, all skills become Uncontrollable (p. 30); psis who
already have the "uncontrollable" limitation on skills make Will
rolls to control them at -3. The effects of the drug last for 10
minutes for every point the user makes a HT roll by (minimum
of 10 minutes). Multiple doses of brainstorm have no effect.

Brainstonn is addictive; if more than one dose is taken in a
24-hour period, roll against HT to avoid addiction. Failure
means the user must have at least one dose every day. If not, he
suffers nonnal withdrawal symptoms, and in addition, his pow·
ers become Unpredictable even without the drug (or very
unpredictable, as the case may be) but do not have the 50%
enhancement.
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Brainstonn is highly illegal: a dose costs $150 to produce,
but will usually command far more on the black market. espe4
cially if psionics are themselves illegal. Hypo fonn only. A dose
takes effect in 10 seconds. Complexity: Average. Legality: I.

Catalyst Drug TL8
This drug is only useful if the optional Latent Powers rules

(see p. 86) are used.
A cataJyst drug requires I minute to take effect. It only

affects those with latent psi powers. i.e., Powers that the user
has without any psi skills. If someone without a latent Power
takes the drug, they suffer no effects except dizziness (-I DX
and IQ) for (2o-HT minutes) after the drug takes effect.

If someone taking the drug has latent psi abilities. he will
experience strange. nightmarish hallucinations as the drug acts
to dissolve whatever mental barriers have previously prevented
mastery of his abilities. The user will be incapacitated by the
hallucinations for (20-HT minutes). with a minimum of I
minute, and must make a Will-2 roll. If the roll is successful, he
gains a character point in the first skill he tries to use within one
of his latent Powers. If the Will roll fails. he gains the character
point. but suffers a mental Quirk of some son as a result of the
experience. On a critical failure. the user goes into a coma for
ld hours. He gains the psionic ability. but at the price of a 10
point disadvantage such as Paranoia or Delusions.

A dose of Catalyst Drug costs $1.000 and is available in
hypo or pi II fonn. Complexity: Average. Legality: 3.

This type of drug assumes that latency is psychological in
nature. If latency has a physical cause. the GM may wish to cre
ate other k.inds of catalyst drugs. with different side effects.

Mind Hype TL8
A reliable psi-boosting drug. Mind Hype focuses the user

on his inner self. dissolving boundaries between body and mind.
A user of Mind Hype adds +1 to IQ (and to all IQ-based

abilities. including Will. Magic skills and Mental skills); he
adds 3 rather than I to all psi skills. However. each time the
user takes it. he must make an IQ roll. at -I for each extra dose
taken in a 244hour period.

If the roll fails, the user has difficulty concentrating on less
abstract things - like walking across a room. OX is reduced by
2. along with all OX-based skills. For anything not having to do
with psionics or abstract reasoning. the user has the Absent
Minded disadvantage (p. 830); people who already have this
disadvantage make all rolls to remember trivial things or sustain
interest in boring activities at-31

More than one dose of Mind Hype has no extra effect (or
goes unnoticed by the user). Positive effects lasl for 10 minutes
for evcry point the user makes a HT roll by (minimum of one
hour). side effects last for Id hours. It is not addictive. and is
usually fairly legal (unless psionics are themselves illegal, in
which case possession of Mind Hype is a serious crime).

Hypo form only. and takes 10 minutes to have effect.
$IOOIdose. Complexity: Average. Legality: 4.

Monobloc TL8
Monobloc acts to increase an individual's natural telepathic

resistance, making the subject less vulnerable to telepathic inva
sion. After taking a dose. the user has a +3 on any rolls to resist
telepathic contact or attack. including attacks by telepathy
based psi weapons. Unfortunately, it also numbs the mind. giv.
ing the user a fuzzy. drunken feeling and a -Ion IQ and DX:
this affects all OX and IQ-based skills. including magical and
psionic skills. as well as Will.

One dose of Monobloc has the above effects. Up to three
doses can be taken in a 24-hour period with cumulative effects.
increasing resistance but decreasing OX. IQ and their associat
ed abilities and skills. Taking more than three doses does nOI
increase resistance any funher. but continues to reduce attribut
es and skills.

A dose of Monobloc lasts for six hours. It is available in
pill form only, and requires I minute to take effect. A dose
costs $60. Complexity: Simple. Legality: 4.

PsI-Booder TL8
Not a drug. but an injection of memory RNA taken from a

psi. Psi4booster treatments can exist for any psi skill that is
available as a "single skill:' For instance. there is a psi-booster
injection for Precognition. Mind Shield or Pyrokinesis. but not
one for Mental Stab. which cannot be purchased as a single skill.

lbe patient rolls against Will+4. minus the cost in points of
one Po.....er level of a single·skill version of that power. On a suc
cessful roll. he gains a skill level equal to his own IQ and a
Power equal to his WilV3 (rounded down). lasting for I hour for
every point roll was made by (minimum I hour). On a faik:d roll.
he is unable to cope with the alien sensations invading his mind.
and is incapacitated for I hour per point the roll was failed by.
Whether the roll succeeded or failed. the effects take 12 bours to
appear. as the RNA needs time to replicate within his body.

For example. suppose an IQ 13 character took a psi-booster
injection for Pyrokinesis. The single-skill cost of onc Power
level of Pyrokinesis is 3 points. so he would have to roll against

Blo-PsI Technology



WiII+1. If he succeeded he would have an effective skill of
Pyrokinesis-13 and a PK Power of 4 (or his own PK Power, if
higher). usable only with thai skill.

Effects of psi-booster are never cumulative with existing
Power levels - use the highest level possessed. A patient cannot
take more than one psi-booster injection (of any Power) within
24 hours of an earlier injection: muhiple doses have no effect.
A single injection costs $25Oxthe power point COSI of one "sin
gle skill" level. For inslance. Clairaudience (2 points for one
level of power as a single skill) costs $500 per dose.
Complexity: Complex. Legality: 3.

Shatter TLB
Any person with psionic powers (including lalems) who

uses this drug becomes dizzy and disoriented, with a -Ion OX
(and all OX-based skills) and a -2 on IQ and all IQ-based skills,
including magical and psi skills and Will. Only individuals with
at least one psi power are affected: individuals with no powers
suffer no effects. Shatters effects last for 10 minutes for every
level of psionic Power possessed by the user. For instance, if
someone with a Telepathy Power of 5 and a Psychokinesis
Power of 2 took Shaner, he would be affected for 70 minutes.
After this time is up, roll against HT every minule: a success
means thai the drug wears off.

Any use of psionic powers while under the influence of
Shatter causes extreme venigo and nausea. All psionic skills are
at an additional -4 penalty, and afler any active skill roll, the

user must immediately roll against HT-3 or succumb. The user
is 001 unconscious, but is incapacitated and can take no action
(pbysically or mentally) for one second times the amount the
HT roll was failed by.

Multiple doses of Shatter only increase the dUl1nion of the
drug's effects. Too much of the drug is toxic. however. For
each additional dose of Shatter taken in a 24-hour period by a
psionic. the user loses Id-3 hit points (minimum I).

Shatter is Iypically used by law enforcement agencies (or
others) to restrain people lhey know to be psionic. Shatter dans
can be fired from any weapon capable of firing drugged rounds.
An aerosol version of Shatler can be used in gas grenades
(requires 10 doses) and spray cans. Also. since il only affects
psis. it can be used to "test" for psionics. A psi must make a Will
roll at -2 to avoid reacting (showing signs of dizziness, sweating
elC.) if subjected to Shatter. even if he doesn'l use his powers.

Shaltercosts S20 a dose. and is available only 10 government
(or multistellar) security agencies, and on the black market. Its
hypo form takes effect instantly: gas or pill form requires 10 sec
onds to take effect. Complexity: Complex. Legality: 2.

Shiver THO
An alternative to Mind Hype, this reliable psi-drug is a

neurotransmiuer that makes it easy for the psi to use his psionic
abilities. It increases all the users psi skill levels by I (as long
as he has the skill to begin with.)

It has only mild side effects: the user experiences some
physical shakiness and a mild fever (-I to DX and aU OX-based
skills, and 2 fatigue per dose).

The effects of Shiver last for ten minutes (except for
fatigue. which recovers normally). Multiple doses have a cumu
lative effect. boosting skill while reducing OX and fatigue.

Shiver is available in pill or hypo form. The hypo takes
effect instantly: the pill requires 30 seconds. It COSIS S40 per
dose. Complexity: Average. LegalilY: 4.

Trance TLB
TIle opposite of Monobloc, this drug lowers the user's nat

ural resistance to psi. It is useful to telepathic psychologists - or
interrogators. Because it ean make subjects more susceptible to
Mindwipe or Telecontrol, Trance has gained a sinister reputa
tion. Paranoid people may worry that groups employing psis
will place it in the water supply ...

Each dose of Trance gives the user a·2 on Will to resist psi
abilities such as Mindwipe. If the user has a Mind Shield.
reduces its Power (but not its skill) by I. Doses are cumulative.

Multiple doses can be dangerous. For every dose taken the
user must make a HT+3 roll. with a·) per dose aher the first
one. Failure means the user collapses into a coma. taking I
point of damage for every point the roll was failed by.

It costs $15 a dose and is available in pill or hypo form.
Either takes 10 seconds to have any effect. Complexity:
Average. Legality: 4.

PSYCHOGENETICS
If psi powers are genetically based (see Origin of Psi

Powers. p. 102) and the chromosomes that govern psi are
known to science. a simple blood test could determine whether
a person was a psi or not. and what Powers he had. This
requires a minimum TL of7.

To handle genetic testing. a blood sample (tissue sample at
TL8+) must be taken, and studied in a lab (takes one hour).
Then roll vs. Genetics or Biochemistry·5. Success reveals

whether the subject is a psi or not; critical success or success by
5 or more reveals what Powers he has: failure gives ambiguous
results. One try only per day: the GM makes all rolls secretly,
and lies on a critical failure.

AI TL9+, a bioscanner (see GURPS Ullra-Tuh or CURPS
Space) can be used instead of a blood test - this takes only a
minute.
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Dron6 ns
A drone is a human whose brain has been genetically mod

ified to have as little ego or creativity as possible, while retain
ing a minimum level of useful imclleel. The result is a person
with an adult IQ of 8 and 5 levels of Weak Will, for an effective
WiU of 3. Funher tinkering makes the brain unusually receptive
(0 any fonn of telepathy, by adjusting its biochemistry so the
subject is in a permanent hypnagogic Siale - in effect. living a
waking dream. This adds an additional +3 to skilJ on any rolls
(0 innuence or contact the subject using with Telesend.
Suggestion. Telecontrol or Telereceive.

Among telepaths. drones are the ideal servants
for tasks where personality or initiative are not
required. Drones lend to be hard workers with little
or nothing in the way of personality. unless encour
aged to develop surface mannerisms through rote.
Drones are usually motivated by conditioning or
direct telepathic control. They are very easy to
Telecontrol: the nonnal penalty of -4 per extra per
son controlled is replaced by a -I if that extra mind
is a drone.

Drone brains are usually used in genetically
modified clones. or transplanted into adult bodies. A
drone brain costs $12.000. plus the price of a clone
(510.000 at TLS. plus two months to force-grow to
adulthood) or brain transplant ($50.000 at TLS).

Alternatively, drones can be produced surgical
ly. Using TL7+ surgical techniques, a living person
may be reduced to drone status. Adjust all skills
accordingly. The person may have brief moments
of lucidity (though still with IQ-2 and 5 levels of
Weak. Will). but will effectively be a zombie most
of the time. This operation costs SIO,OOO and is
generally illegal unless done by the government.
but anyone with the proper SurgerylTLS and
Biochemistry (Bio-Psi) skill could perfonn it.

Proteus Virus TL varies
Not really a virus, but rather genetically-altered

versions of the macrophage cells that make up the
bodies' own immune system. Instead of roaming
the bloodstream to seek out and destroy worn out
cells or foreign disease organisms, the Protcus cells
are programmed to track down specific target cells,
enter them and transform them. Taking over control
of the largct cells' metabolism, they can alter the genetic infor
mation encoded within. rebuild dead or dying cells or insen
entirely new genes or chemicals.

After they have entered the bloodstream. it takes the invad
er cells 1dx5 minutes to multiply. There is some chance that the
body's own immune system will fight them off: the subject gets
a HT-6 roll to resist. plus any bonuses for Panimmunity (see
GURPS SpaCt and UlJra.Tech).

Proteus cells are delivered by injection or pill like nonnal
drugs. At 5xcost. they may be delivered via dart guns or "poi
soned" blades, or at lO:xcost. as an aerosol spray. lbey are not
contagious. but contact with the blood or other secretions of an
infected person during the incubation period may (on a failed
HT-3 roll) result in infection. A single dose can contain enough
invader cells to perfonn a complete metamorphosis.

Power Virus: If psi powers are the result of certain "power
genes," a Proteus treatment can give a person those genes. This
will give the person Power I in any (or all) Psi Powers, though
he will not be able to use the Power until he obtains the appro-

priate psi skills. Further power levels may require development
via experience. Cost is 51O.()()()xthe point cost of the Power(s)
added. For example. Telepathy would cost 550,000. while
Antipsi would only cost S3O,OOO, and both would cost 5S0,OOO.
OMs may require characters to buy off any new Powers. TLiO.
Complexity: Amazing. Legality: 2.

Null Virus: Rewrites the user's genetic code to remove the
genes for specific Power(s). This effectively prevents him from
using or developing the Power. If a person later regains his
Power through the above treatment, he will regain his full level
rather than being Power I. Cost: as above. but only $1.()()()xIhe

cost. A full spectrum null-virus that would kill all psi Powers
would cost $38,000. 11.9. Complexity: Complex. Legality: I.

Ol'ermind Virus: Memory is chemical in nature. By altering
brain cells, invader macrophages could insert new memories or
delete old ones - cellular mindwipe. The virus is less precise
than the Telereceive ability, since it lacks reasoning capacity and
must be either designed for a single individual or programmed to
add or delete general blocks of memory, e.g., erase all memories
after age 12, or add a "generic" military career. Costs $20,000.
TLIO. Complexity: Amazjng. Legality: O.

Mttamorphosis: Rewriting the genetic code. the Proteus
cells cause radical physical changes in the body. A relatively
simple type might change a person's sex or alter the color of
their skin. A complex virus could transfonn a person into an
exact duplicate of someone else, cause them to grow a coat of
fur. or tum them into a monster or an alien species. Cost and TL
vary drastically; a sex-change virus would cost $50,OtXl and be
TLlO+. Complexity: Amazing. Legality: O.
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Symbiotic Crystal TL13
This is an bio.engincercd "living" crystal, usually about the

size and shape of a silver dollar. It is imbued with a form of
artificial sentience. and acts as a focus to enhance and refine the
psi's own ability, allowing greater precision.

While he is touching it. the owner can focus onc psi skill at
a lime through the crystal's pseudomind. increasing his own
effective skill by \oS (round down). For instance. a Iclepalh
focusing Mental Stab-13 through a symbiotic crystal would
have an effective Mental Stab skill of 17.

A disadvantage of using a symbiotic crystal is thaI after
using it once, the psi becomes mentally bonded to the crystal!
No other being can ever use it. 11le user can sense the crystal's
location over a distance. To determine Ihis range, use the
Telepathy Range Table - the psi's effective Power is his
Telepathy Power plus one·third of his Will - even a non-telepath
bonded to a psi crystal can maintain this rapport over a certain
distance.

If a person touches another's symbiotic crystal while it is
within range of the owner, the owner will experience the touch
as a violation of his own mind! To resist the effects, the owner
must make an immediate Will roll. Modifiers: -4 if the person
touching it is a psi. or -8 if be is Telepath. +2 if the owner
knows the person who is touching it slightly, or +4 if he is on

intimate and trusting terms with him, -2 if he dislikes the
owner, and·4 ifhe is actively hostile to the owner!

Success means that the psi can tolerate the touch, though it
is very uncomfortable (-\ to OX and IQ, including attribute
based skills and Will, for its duration). A failed roll means he
goes into shock and is stunned, and loses 2 HT for evcry point
he failed the roll by.

A symbiotic crystal has I HT and OR 8. It is -10 10 hit
because of its size. If it is destroyed within the owner's sensing
range, thc owning psi must make a Will roll at -10 to avoid
shock. Success means he is merely stunned; failure means the
loss of 2 hit points per point the roll was failed by, and uncon
sciousness for Id minutes.

A symbiotic crystal can be implantcd into the surface of the
body or under the skin. The disadvantage of subcutaneous
implantation is that surgery is required if the owner wishes to
remove it (to prevent detection, for instance).

Naturally·formed symbiotic crystals may also exist. The
planet or dimension they are native to should be an exotic place,
and the local inhabitants (if any) may be very protective of them!

A symbiotic crystal costs at least S I00,000. Its weight is
negligible. Complexity: Amazing. Legality: 4. GMs may
require payment of 25 character points for a symbiotic crystal.
especially if it is implanted.

PSIBORGS
Psiborgs are disembodied animal (or human) brains

encased in life support systems, cybernetically linked to power·
ful psi amplifiers. They are encouraged by direct neural stimu·
lation to constantly produce a single psionic effect.

Psiborgs are living creatures; they can be detected psioni
cally, and even attacked by telepathy, psychic vampirism, etc.,
though they have no emotions or thoughts as such. making
them invulnerable to some abilities. A psiborg can be remotely
dominated by Telecontrol. but not Suggestion. As psiborgs are
disembodied brains (see the disadvantage on p. 98) they have
IQ, but no ST, OX or HT. For purposes of using psi abilities

and being stunned by mental attacks. they have 10 fatigue
points.

All psiborgs cost I% of purchase price per week to maintain.
Failure to maintain a psiborg means that it will die in Id days.

Psiborgs require animal or human brains that have at least
some latent psionic potential. Usually this involves genetic
manipulation 10 grow an animal brain with latent psi ability, but
if psiborgs become common, there may be a demand for human
brains. A living human brain (child or adult) with appropriate
psionic potential (relevant Power al level I or more) may sell
for $50.000 or better on the black market.
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Some sample psiborgs are described below; use these as
models to develop your own.

Watchdog TLB
A watchdog is a simple psiborg that detects the presence of

telepathic activity. It uses a rat-brain (lQ 4) sensitized to tele
pathic impressions, encased in a life support unit. The braincase
and life support unit are about the size of a large suitcase.
Attached to !.hem is a monitor which shows the level of psionic
Power. The brain is super-sensitive to psionic impressions, and
becomes painfully agitated if anyone uses telepathic ability on a
subject within 100 yards of it. To a trained observer, the psi
borg's brainwave nuctuations can indicate !.he type of intruder.
On a successful Electronic Operations (Psychotronics) skill roll,
an observer can interpret me psiborg's readout to detennine !.he
Power level and Telepathic skill in use. 20 pounds, $7,200.
Complexity: Average. Legality: 4.

Cuardian TL9
This is a more sophisticated development of the watchdog,

using a higher animal brain (typically a predator of some sort,
with IQ 4-6). The psiborg is designed to react painfully to uses
of psi power wi!.hin 100 yards, and to strike back using Antipsi
Power 10 with the skill Neutralize~15 (Instantaneous). 60
pounds. $32,000. Complexity: Complex. Legality: 3.

inquisitor TL9
The Inquisitor is a psiborg conditioned to sift through

another being's mind. The psiborg consists of a bulbous central
module holding the disembodied human brain, psi-amplifying
circuitry and a complex life support system. A half-dozen tubes
radiate out from it, attaching it to cooling systems and nutrient
pumps. Two long sensor cables end in electrodes, ready to be
placed on the subject's head. The psiborg is crowned by a mon
itor screen 10 display the subject's thoughts.

The psychic Inquisitor functions as a Telepath with Power
I and Telereceive skill 14 (+2 per TL after introduction). Once
attached to a subject and activated, it will relentlessly probe into
its mind. Use the normal rules for unsubtle use of Telereceive
(pp. 25-26). If the subject can maintain a Mind Shield or has
Psionic Resistance, this reduces its skill. After the initial skill
roll, one additional roll is allowed each minute. If a roll fails,
the usual penalties for repeated altempts apply.

Surface thoughts picked up by the psiborg are translated
into text and visual form on the monitor screen as !.hey occur to
the subject. The psiborg does not actively interrogate the sub
ject, so unless it can actually probe into the subject's memories
(success by 9 or more) it will just display whatever the subject
is currently thinking about. Of course, someone could monitor
the responses, and question the subject, hoping he will slip up
and !.hink about whatever the interrogator wants him to reveal.
This can resolved as a Contest of Skill between the
Interrogation skill of the questioner and the subject's Mind
Block skill (p. 100).

If the psiborg actually penetrates into the subject's memo
ries, they will "play through" at fast speed. Day to day experi
ences will be skimmed over, with memorable events highlight
ed. The operator can order the psiborg to focus and amplify
specific memories as they appear.

Inquisitors are often fitted with a deepsleep box (p. 59)
which is used to induce a suggestible hypnagogic state in its sub
jcct. If this is done, add +3 to the Inquisitor's effective skill level.

If mentally anacked, a Inquisitor has IQ 10. It costs
$200.000, weighs 200 pounds. and takes up .2 cubic yards.
Complexity: Complex. Legality: 3.

Sponge TLB
This psiborg is a telepathic receiver and storage system the

size of a briefcase. It consists of a living brain with boosted tel
ereceive capabilities, conditioned to act solely as a telepathic
recording system. Sponges are usually used as surveillance sys
tems or perhaps as secretaries.

A sponge may be set for a detection range anywhere from
touch-only to 30 yards; changing the setting requires 5 seconds.

Once activated, all unshielded surface thoughts within
range are recorded in its brain. The radius is global, so a sponge
hidden in a basement could read minds on an upper floors. A
Mind Shield or Psionic Resistance of 5 or better will automati·
cally block a sponge, but lower levels are totally ineffective.
Nothing else will stop it.

It can store up to lOOman-hours of sutface thought, before
shutting down. The sponge can play its thoughts back onto a
Inquisitor's screen (see above) or can be scanned by anyone with
the Telereceive skill. Individual minds come across as distinct
mental voices; once a mind reader concentrates on a specific per
son, there is no difficully "hearing" his mind over a crowd.

If psionically auacked. a Sponge has IQ 4. It costs $50.000
and weighs 20 pounds. Complexity: Complex. Legality: 3.

Other PIiborg!
Other types of psiborgs can be created by the GM, including

versions in which the disembodied brain retains free will and the
ability to use any of its psionic abilities. If a PC is convened into
such a psiborg, he acquires the Disembodied Brain disadvantage
(p. 98), and possibly the modifiers for Drone Brains if his brain
was been tampered with to make him easier to control.

SURGICALLy-GRANTED POWERS
Brain nuue CraftJi TLB

A risky and controversial method of providing an individ
ual with "artificial" psionic powers. Brain tissue from the cen
ters thought to govern psionic power is selectively removed
from donors who have exhibited psionic powers, and trans
planted into a recipient. On a successful Surgery-3 roll, the
graft results in the user gaining half of the psi Power (but none

of the skills) of the donor; if the GM desires, the subject must
buy the advantage with character points.

Even with experimental drugs to prevent rejection, !.here is
much danger to the subject. In addition to the normal risks of
surgery (p. B56), make a HT-I roll to avoid rejection and brain
damage. If the subject fails the HT roll, he loses 1 point of IQ
for every point the roll was failed by. On a critical failure, he
dies within ld days of !.he operation.

Blo-PsI Technology



Although risky for the recipient. the procedure is fatal for
the donor. always resulting in either total lobotomy or deaUt.
One donor can provide. at best. three grafts. and the donor must
be alive or very freshly dead. For this reason. brain tissue grafts
are rarely used except by those organizations or individuals
lacking moral scruples.

Cost: $20.000 or more. Complexity: Complex. Legality: I.

Neuro-PsI Implants TL 11
Neuro-psi implants are devices that stimulate the wearer's

brain to artificially produce psionic powers. exciting the growth
of deeply buried embryonic psi abilities too weak to be discov
ered through normal psionic testing or training.

A neuro-psi implant resembles a headband packed with
electronic microcircuitry. The implant requires 4<1-4 minutes to
take effect, during which time the user feels mildly dizzy (-I to
OX and OX-based skills). When it is finished. the wearer rolls
against WiII+2. If he succeeds. the implant has stimulated the
development of a latent psi power (two powers on a critical suc
cess). If the roll fails, the wearer gains no psi powers.

On a critical failure. the patient's brain proves incompati
ble with neuro-psi implants. and he will suffer immediate prob
lems. Make a HT-2 roll to determine the severity of the effects.
If it succeeds. or on a critical success. the patient suffers an
epileptic-like seizure lasting for ld minutes (p. 820). losing that
many fatigue points. If it fails, he loses HT as well as fatigue.
and suffers brain damage resulting in the loss of I point of IQ.
On a second critical failure. he dies.

Whether the roll succeeds or fails. funher use of neuro-psi
implants will have no effect upon someone who has already
used one.

If a psi power is gained. roll 2d once (twice on a critical
success) on the table below to determine the Power:

Neuro-Psi Power Table
2 Astral Projection
3 Psychokinesis
4 Psychic Vampirism
5 Healing
6 Telepathy
7 ESP
8 Telepathy
9 Antipsi
10 Psychokinesis
II Electrokinesis
12 Teleportation

The patient gains a level of I in the Power rolled (if the
same one is rolled twice on a critical success, they get Power 2).

The user can improve his Power normally with experience and
learn psi skills. but the Power gained (both from the implant
and from later experience) only functions as long as the implant
IS worn.

If a successful neuro-psi implant (i.e., one that has given
someone powers) is removed or destroyed. the shock is danger
ous. Treat it as a critical failure (see above). with further effects
depending on whether the HT roll succeeds or fails. The patient
loses his powers until he can find a new implant; if he adds a
new implant. it has exactly the same effect as the previous one
- no roll is necessary. and it restores all the powers the original
implant gave him.

Neuro-psi implants only work on people without any natur
al psi Powers. If someone with actual or latent psi abilities dons
a neuro-psi implant. be suffers the effects of a critical failure on
the first (WilJ) roll. He must roll again against HT·2 to deter·
mine the severity of the effects, as above. If someone who has
psi generated through an implant gains psi powers by any other
method, he loses the effects of the implant.

If a character gains a Power as the result of a neuro-psi
implant. the GM may require him to pay points for it. Point cost
is half the nonnal cost (rounded up) for one level of that Power.

A neura-psi implant weighs ~ pound and costs $ I50.000
plus $2.000 for the operation; it is powered for one year by an
A cell. If the cell is removed or runs out of energy. the user's
powers stop working until it is restored. Complexity: Amazing.
Legality: 5.

•• •
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C
reating a psionic character requires a clear concept of what he or she is
to do, and how. Try to avoid the "idiot-savant" who has most of his
points spent on a single psionic ability. It's easy to lose interest in a PC

with only one way of doing things. so strive for an interesting balance of psi
abilities and mundane skiUs and advantages.

POINT LEVEL
The point level of the campaign should be decided by the GM, since it will

set lhe tone of the campaign. Keep in mind the level of psionic technology that
will be available in the campaign. With a full array of exotic psi-drugs, gestalt
webs and psychotronic amplifiers. even a low-powered psi can be very effective!

Characters



The Importance of IQ
All psi skills arc MenlaVHard. based

on IQ. and this makes IQ very important.
A character with IQ 10 pays 12 points to
purchase a psi skill al level



Pes should spend about half their points on psi abilities and the rest on nor
mal attributes, skills and advantages. IQ 15 is recommended; psis will generally
have one or two Powers at very high levels (Power 15+), and several levels
worth of secondary abilities. Primary psychic attacks (especially Telepathy)
should be at skill 21 or more. However, GMs should flot permit starting Power
or skill levels above 25. Any non-telepaths should definitely invest in Mind
Block or Mind Shield, and non-psionic PCs should take many levels of Psionic
Resistance!

CHARACTER TYPES
Anyone can be a psi - all that's needed is Power. There are no limits to the

number of different characters that can be created in a Psionics campaign. But
many of the classic protagonists of stories fealUring psi abilities fall into a few
distinct stereotypes, and these make good starting points for designing your
own Pes.

Child With Powers
Although only a child or young teenager just entering puberty, this person

already has very high levels of psi power, but litde knowledge or skill. He or
she may even generate spontaneous psi effects: hear telepathic "voices," pro
duce poltergeist activity or experience precognitive visions.

Suspecting mental illness, parents might try to have the child institutional
ized! Unscrupulous people may be drawn by these events to exploit the child's
powers, and by this time, the parent's fear and confusion can lead them to trust
anyone who can convincingly explain what is going on.

A Child With Powers might be on the run From an institution or abusive
home, or still be living with unsuspecting parents, sneaking out to meet the
other PCs for training or adventure and then going back to home or school.

Advantages: Patron or Allies (parents or siblings). The Child With Powers
may also be a mental genius, with talents like Eidetic Memory or Mathematical
Ability.

Disadvantages: Duty (to parents or school), Enemies, Sense of Duty (to
family), Impulsiveness, and of course, Youth.

Skills: Bicycling, Computer Operation (video games), Fast-Talk and vari
ous hobby skills are all appropriate.

Psi Abilities: The character will have few psi skills but very high levels of
Power, often with limitations like Uncontrollable.

Example: Charlie, from Stephen King's Firestarter.

Criminal Psi
Anyone might use psi powers to break the law and then cover it up, but

some people make a career out of doing so. Psionic criminals may steal for per
sonal gain, kicks or for a cause. A criminal might adventure with a more honest
group for monetary gain, or be drafted as a prisoner into a "dirty dozen" style
task-force.

In organized crime, psis detect informers and traitors, provide intelligence,
and act as soldiers. A psychic njnja would be terrifying, able to brush aside nor
mal defenses with ease.

A cat-burglar may use Astral Projection to memorize his destination and
then enter and exit with Autoteleport, using TK to help pick locks on safes, or
Clairaudience and Exoteleport to remove the contents. Some abilities are more
suitable for "white-collar" crime - a telepath can make his fortune on Wall
Street through insider trading and information brokerage, while a Electrokinetic
with Cyberpsi could be the ultimate hacker.

Instant Campaign: Just
Add Psi

The GM who wants to enliven an
e:tisting campaign can simply wave his
magic wand and declare all the Pes to be
psis. This can spring out of their adven
tures: perhaps they aid someone with
Strange Powers, or perhaps, after great
hardship, thcy recover an artifact which
proves to be a strange technological
gizmo. And, over the ne:tt few weeks,
they find they can Do Things ...

Alternatively, the OM can let some
thing strange happen to the whole cam
paign world - see the Wild Cards series.
or GURPS Wild Cards. for one eumple.
Here we have a very ordinary world in
which. suddcnly and amid greal catastro
phes. many people begin to develop psi
powers. The Wild Cards explanation was
a biological warfare - a virus being tested
by aliens. Other "origins" could work
equally well. The point is thaI suddenly a
lot of people - including, of course, the
PCs - gain psionic abilities.

The GM should decide how many
added points the Pes will have for psi
powers, and whether any psionic disad
vantage points (p. 88) will be allowed.
The players can be allowed 10 choose their
own powers, or the OM can assign them
and let the playcrs discover what their
characters can do. A good compromise:
the GM assigns the first 10 or 20 points of
powers, and then grants about three times
the nonnal allowance of character points
for the first few adventures, as the newly
found powers emerge.

Characters



Ps/de Effects
P~l skills can have Mside effeclsMWI

~ unique to a panicular ch3radcr. lbal
IS. your TeJeseod (for instance) has a spe
cial side effect that occurs when you use
il Side effects are optional. and are deter
mined when a character is crealed. There
are two general categories.

Sp«lal Effects
A special effect is a side effect which

is essentially unimponanl. though it may
occasionally inconvenience the user. For
cumpie. if your Telekinesis skill makes a
low humming noise. those nearby will
notice something (and those who know
you will know you're using your TK). A
special effect is worth 1 point as a uivial
disadvantage. 01" 2 if the GM feels it might
be a btl fI'IOfe iDOODveoienl. You may take
up 10 5 points of special effects for all
your skills combined.

Dnnt!IHJclu
Drawbacks are side effects thaI cause

real trouble 10 the user and those around
him. For instance, if your use of Telesclld
causes mild headaches to everyone within
20 feet, that's a problem!

A drawback is worth poinlS a<; a disad
vantage - but only if it makes mJI trouble
for the character. 15 poinlS is the maximum
allowed for all such damaging special
effects. As an example. the effect described
above might be worth 5 poinlS - mostly
because it keeps the psi from using his
po';\'cr up close wilhout being noticed

A really obnoxious special effect wiU
give its possessor a reaction·roll penalty.
This is worth 5 poinlS per -2 reaction if it
is noticeable some of the lime, and 5
points per.3 if relatively rate.

Chomcter Points
Points for special effcclS do not count

against the noonal (suggested) disadvan
tage IimiL ThUs. a psi can have up to 20
points worth of extra disadvantages: 5 for
side effects and 15 for drawbacks.
However. playm in a campaign whe~ psi
is supposed to be secret should exercise
~ome restraint in taking them: pside
effects can easily give someone away!

Illegal /'sIde Effects
No character may have a side effect

.....hich is obviously useful as a controllable
weapon or advantage. If a player fioos a
clever way to make a seemingly worthless
side effect very occasionally useful, thaI's
all right. The GM should also feel free to
ban side effects that seem too frivolous or
silly for the intended tooe of the campaign.

Characters

A gambler could employ Telekinesis to control the fall of dice, Telereceive
to reveal an opponenl's hand, Electrolcinesis to jinx eleclronic machines and
Precognition to bet on the winning horse ... and if he has an Uncontrollable
power, he might even believe he wins honestly!

Some criminals may commit purely menw crimes. such as stealing emo
tions and dreams, or altering or controlling minds.

Admlllages: Danger Sense, Reputation (fellow criminals). Patron (criminal
organization), Luck, Wealth (if successful!).

Disadva1l1ages: Reputation (law enforcement), Enemies (police, victims,
rival criminals), Greedy, Kleptomania, Secret.

Skil/s: Computer Operation, Fast-Talk, Gambling, all Thief/Spy skills.
Some criminals will have high combat skills.

Psi Abilities: See above.
£tample: Vlad Taltos, from Yendi and sequels, by Steven Brust.

ESPIonage Agent
A secret agent or revolulionary wilh psi powers is a pmen! combination. If

Ihey are known to exisl, psis will be recruited - perhaps even forced - to join
intelligence and security organizations. Those who were coerced into joining an
agency may have odd backgrounds (e.g., a criminal who was arresled). A
trained agent with psionic abilities may nol be allowed 10 retire (withoul exten
sive Mindwipe, anyway), so psis who are nol on active duty may either be on
the run, or occasionally called upon by their former employers 10 perform "one
more job."

Rather than working for an agency, they may operate on their own, as revo
lutionaries or freedom fighters struggling againsl an anti-psionic govemmen!,
or fighting against their own kind to overthrow an oppressive psionic tyranny.

Adva1l1ages: Intuition, Patron (the Agency), and Combat Reflexes can
come in handy.

Disadvantages: Enemies (rival agency), Duty (the Agency), Paranoia (if
retired).

Skills: Electronics Operation (Communications, Psychotronics, Security),
Guns or Beam Weapons. Computer Operation and Programming, Disguise.
Fast-Talk, Holdout, Forgery, Intelligence Analysis, Karate, Languages.
Shadowing. Stralegy.



Psi Abilities: All Electrokinesis, all ESP, Telepathy (especially Erase
Signature. Mindwipe. Mind Shield, Mindswitch, and Telereceive). and all
Teleport powers are exceptionally useful.

Example: Kimball Kinnison, from E.E. "Doc" Smith's Lell.WWll books.

GhoJthunter
Sometimes people are so badly troubled by what seems to be a supernatural

occurrence that they go looking for professional help. And when the shrink
doesn't make the problem go away. who are they going to call? A ghosthunter.
naturally.

Ghosthunters may style themselves as scientists, mediums or exorcists. but
what they try to do is discover the nature of a supJXtSedly "supernatural" prob
lem - and eliminate it. Some ghosthunters believe in real spirits and seek to lay
them to rest, or banish them through exorcism, perhaps unconsciously using psi
talents. Others understand the nature of psi, and trace poltergeists, haunting and
demonic possession to disturbed psychokinet.ic teenagers and mind·controlling
telepaths. See Sponraneous Psi Phenomena on p. 46 for examples.

Many ghosthunters perform their services for free, out of scientific curiosi·
ty or benevolence: others charge for each "removal." Either way, it's a danger·
ous profession, since the ghosthumer rarely knows what he is getting into when
he takes on the job. and there is usually a skeptical relative or friend of the vic
tim willing to throw him out on his ear.

Advantage!>': Clerical Investment (for an exorcist), Patron (research insti·
tute, magazine or church).

Disadvantages: Overconfidence, Reputation (as a crackpot!).
Skills: Detect Lies, Electronic Operation (Psychotronics), Fast·Talk,

Occultism, Research. Photography (Infrared or Kirlian).
Psi Abilities: Psychometry skill is useful for finding out what might have

caused a haunting. Telepathy can help make contact with a "spirit." or identify
a psychic perpetrator, especially with Signature Sniffer. Scientifically-oriented
ghosthunters may use psycholtonic equipment in addition to any psi-powers
they possess.

Example: Pavel Dru, from Tanith Lee's To Kill the Dead.

The Guy Next Door
The Guy (or Girl) Next Door is a normal person who doesn't know a thing

about psi who suddenly develops extremely powerful mental abilities - powers
he never expected and isn't sure he wants. But the Guy ext Door won't have
time to think about them because circumstances beyond his control will quickly
force him to use his abilities to protect himself and those he holds dear.

Adl'antages: Instead of skills, concentrate on inner strength: Alertness.
Intuition and Strong Will.

Making Psi Expensive
Some OMs may find that psionics are

too inexpensive (or (00 powerful 81 high
levels) f« their particular campaign. One
way to balance this. of course. is with a
high Unusual Background cost (see p. 96).
But there are other options !he GM can
use to bring Psionics inlO line wilh his".._,,_.
Single Skill Only

l( the GM feels thai psi is simply too
cheap, he can require that oil sulls be
bought at the single-skill cost Any ability
that is marked *nla should ba"e a COl>t
assigned equal to the nonnoJ Power cost
for lhlll skill. For example. Mental Stab is
nonna1ly nla. Using litis system. il ",wid
COSI S per level of Power. as Telepathy
has I cost of 5 per level.

This results in radically higher point
costs for multiple-skilled psis. while still
allowing a proficient. albeit limiled, one
or two-skilled psi-user.

Umltlng HIgh Power
1be GM may feel that high le"el5 of

Power are undesirable. 1be easiest solu
tlOII, of course. is to simply set a campaign
hmil (Xl Power (5. 10. 15 or e,,"en 20 will
all work for differem types of campaign).
For more Oexibility. however. the GM
may want to assign a cutoff point. above
which cost per level of Power doubles.

For example. if this cutoff is set at 12,
Telepathy would cost 5 points per level oC
Power up to 12. and 10 points per level
thereafler.
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Mystic
The mystic's life is built around exploring the spiritual dimension of psy

chic powers. Many mystics are followers of New Age, eastern or neo-pagan
traditions, though some come from more established faiths. A few style them
selves as magicians. witches or priests. but most consider themselves merely
enlightened individuals.

Although some mystics are virtual hermits who prefer to live alone. others
work as consulting psychics or spiritual advisors. Any mystic may be looking for
students (or followers) or might belong to an organization that accepts new mem
bers. A mystic usually makes a willing teacher, but requires students to devote
equal time to learning appropriate Occultism, Philosophy or Theology skills.

A mystic may adventure with a group to learn more about his own powers,
or because his philosophy requires him to use his abilities to struggle against
what he believes to be evil.

Some mystics use the noisy pretense of powers as a cover for their real
abilities!

Healer
This is a psi who uses his powers to heal others. either directly or by aug

menting nonnal medical techniques. There are two main kinds of healer: those
who heal bodies. and those who heal minds.

The Healing skills Sense Aura and Healing can diagnose and heal injury
and disease. Less obviously, Clairvoyance and Telekinesis could give nonnal
surgical techniques a powerful psychic edge, enabling the doctor to see into the
body. or even reach inside without breaking the skin.

Telepathy can give psychology and psychiatry a tremendous boost,
enabling the psi to actually see what is going on in the subject's mind.
Mindwipe can remove trauma or build up new belief structures. Telereceive can
monitor surface thoughts in response to questioning, or probe deeply into the
mind to find the roots of buried psychoses. A psi can even use his power to
monitor a person's dreams. and illusions could be used to test a person"s reac
tions to cenain stimuli.

Advamages: Reputation, Status. Wealth.
Disadvantages: Pacifism, Sense of Duty.
Skills: Biochemistry, Detect Lies, Diagnosis. Electronic Operation

(Medical or Psychotronics), Hypnotism, Psychology, Physician, Physiology.
Surgery.

Psi Abilities: see above.
Example: Elizabeth Onne, from Julian May's Saga of Pliocene Exile.

Disadvantages: The key to playing a Guy Next Door is the dichotomy
between normal life and the world of psi. Dependents (family. pets) and
Enemies (ruthless and powerful) reneet this.

Skills: This type of character usually won't have adventurer-type skills like
Pilot Helicopter, Karate, or Guns. Most Guys Next Door hold down nonnal
jobs: store clerks, housewives, students, assembly line workers, school teach
ers, truck drivers and the like, and their skills should renect this. On the other
hand. a retired Marine boxing champion who discovers he has ESP and Astral
Projection might be interesting.

Psi Abilities: Anything's possible. The more powerful and destructive, the
better! Limitations like Uncontrollable and Accessibility can renect his lack of
training. The character should have lots of points available for Power if he
doesn't spend much on skills.

Example: Danny Caden, from James Blish's Jack ofEngles.

Power Catalysts
Awakening a power can be an impor>

tant part of an adventure. or even the goal
of a long quest. The OM should decide
whether all psi abilities can be awakened
by the same means. or if each psi must
find his own unique path 10 power. Some
possibilities:

ClJwl)'st Drugs: A rare drug may be
needed 10 unlock the power. A catalyst
drug is usually hard 10 come by oc iUegal.
and may also be dangerous. requiring a
HT roll (often al a peoahy) to a\-oid tern-.
porary or permanent effects. or even
addiction. One type of catalyst drug is
described on p. 79.

Td,patlry: Awakening a latent psi
power requires the help of another psi,
usually a lelepath, who must enlcr the sub
ject's mind and "break through the bam
ers" blocking his ability. Sometimes the
blockage is the result of some childhood
trauma, and only by recognizing it (requir
ing a difficult Psychology or Will roll)
will the psi come to know his or her own
power.

Trouma: The psi may gain access to
hi, powers only after some sudden acci
dent or shock.. Perhaps a telepath realizes
his powers only after being telepathically
attacked, or a ESPer discovers her p0ten
tial while suffering temporary blindness
after an accident. This is where the sug
gested half-pain! award to a single skill
can be used by the OM to maximum dra
malic effect: the hero suddenly discovers
the power to retaliate (clumsily!) againsl
his foe with a Mental Blow or his own,
finds she can see. despite her blindness.
with Clairvoyance, or saves himself from
a fatal fall with newly-awakened
Levitlltion.
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Advantages: High Pain Threshold, Patron (other members of his tradition),
Reputation (among other mystics).

Disadvantages: Sense of Duty, Fanaticism, Pacifism, Shyness, Vows.
Skills: Astronomy (Astrology), Detect Lies, Judo, Languages, Naturalist,

Occultism, Staff, Philosophy, Teaching, Theology, and Writing. A professional
skill is useful, but some mystics try to eam a living as astrologers or consulting
psychics. In that case, Fast-Talk, Merchant and even Streetwise become valu
able.

Psi Abilities: Astral Projection, ESP (especially Clairvoyance and
Precognition), Healing and Telepathy are traditional mystical powers.

Example: Maelin, from Andre Norton's Moon of Three Rings,

ParapsychologIst
A parapsychologist is a researcher studying the nature of psionic powers

and performing scientific experiments to determine their limits. Many parapsy
chologists have controversial theories which have yet to be accepted or proved,
while some are debunkers, striving to expose frauds and educate the public.
Scientists may also be inventors, creating new forms of psionic technology.
Most parapsychologists will have strong connections with a private research
institute or university, or work for the government or a corporation.

Psi-researchers may not be deliberately seeking adventure, but they can get
into all sorts of trouble by attempting to study privacy-seeking psis, uncovering
unethical experiments being performed by their peers or undertaking dangerous
experiments of their own on themselves or their companions.

Advantages: a research institution may be a Patron or Contact. A positive
Reputation among fellow scientists (or, for a writer of popular science books,
among the public) is possible. Eidetic Memory is traditional.

Disadvantages: Absent·Mindedness, Megalomania or Fanaticism, a nega
tive Reputation as a crackpot (among other scientists) or as a skeptic (among
believers).

Skills: Biochemistry, Computer Operations, Electronics (Psychotronics),
Occultism, Psychology, Research. Writing is useful (to publish his results).

Psi Abilities: Telepathy is helpful for keeping subjects honest. A skeptic
may be a powerful Anti-Psi!

Example: Denis Remillard, from the Imervention series by Julian May.

. ,

Restrictions on Psi
Abilities

OMs may wish to impose certain restric·
tions on psi powers to fit them more com·
fonably into a particular campaign setting.

Umlfed Power
If this option is chosen, starting psis

are limited to a Power of (for instance) 5
or less. The advantage is that the lower
Power level makes it easier for both the
players and OM to learn to handle psionic
abilities, and the Pes are forced to come
up with creative ways to use their relative
ly weak abilities. The disadvantage is that
players who wish to emphasize their char
acters' psionic abilities may become fn!!;·
tratcd by the constraints, so it's best for
experienced roleplaycrs or for OMs who
wish to use psi in non·traditional genres
(e,g.. a Swashbucklers campaign).

Umlted Skill
Starting Pes may not begin with more

than one Of two psi skills per Power, and
only one point in each. The campaign
effect is similar to Limited Power, but
since gaining skill levels is easier than
gaining higher Power, this option is far
less likely to frustrate players. In fact.
since the Pes can quickly acquire totally
new psi skills, this will duplicate the sud·
den emergence of new abilities common
to many science fiction psis.

Nan-VIolent PsI
If this option is used, psi powers can

never directly harm anyone - skills that
can do physical or Fatigue damage such as
Mental Blow, Pyrokinesis and Telekinesis
are just not available, or, by OM fiat, do
not work against living beings! This
forces Pes to use more subtle tactics and
abilitie.'I, Of resort to more mundane forms
of violence. This can be interesting in a
mystery-oriented campaign, or in one in
which psis are defined as ethically superi.
or 10 normal humanity. With this restric
tion in effect, many psis may decide to
take the Pacifism disadvantage; others
willieam weapon skills and martial arts.
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Psychic Detective
The psychic detective uses Telepathy and ESP to solve crimes and trace

missing persons. He may have a private practice, be an unofficial consultant for
a local police or government department, an actual law officer or even an agent
of the Interstellar Patrol. A variation on this theme is the psychic reporter, sniff
ing out stories and discovering conspiracies. The "detective" may also be a
wholly private individual, like James Schmitz' Telzey Amberdon, who simply
makes a point of using her powers to right any wrong she happens across.

With a high enough Power, a psionic sleuth can be a true annchair detec
tive, using astral projection, long·range telepathy and precognition to solve
cases without leaving the comfort of home!

Performer
The perfonner is a psi who uses his powers to entertain others. He may

believe in them, or just use them subconsciously. The most common type is the
"mentalist," who entertains audiences with such tricks as guessing the contents
of envelopes, vanishing from sealed boxes and bending spoons. Because the
perfonner does not hide his powers, he may be easily recruited by agencies,
researchers or individuals seeking a psi.

In worlds where psi is better developed, telepaths could be privately
retained to shape entenaining dreams or play exciting mindgames with exclu
sive clients. Psychokinetics (and perhaps Teleports) might compete in special
sporting events, or perform openly in circuses.

Performers may also use their psi powers in a more coven manner. Stage
actors, dancers, singers, or comedians could use Telereceive or Emotion Sense
to sense an audience's mood and tailor their act to it. A psi with Suggestion or
Telecontrol with might manipulate an audience's reactions more directly - and
if he had Psychic Vampirism. he could feed off their adulation like a drug! A
professional athlete, circus acrobat, juggler. escape artist or stunt man can use
Psychokinesis or Teleponation to perfonn "impossible" feats.

Admmages: Appearance, Musical Abiliry, Reputation, Voice, Status.
Disadvanlages.' Addiction. Bad Temper, Lecherousness. Overconfidence,

Secret.
Skills: Acting, Bard, Dancing, Escape, Musical Instrument, Performance,

Sleight of Hand, Singing, Any Alhletic skills.
Psi Abilities: See above.
Example.' Tamisen. from Andre Norton's PeriiOllS Dreams.

Physical Disadvantages
A classic genre characlel" is the physi

cally dIsabled psi whose great mcntal
pov.m enable him 10 transcend his body's
frailty - and were perhaps awakened as a
result of whaleVer caused his handicap.

Blind psis can use Clairvoyance Of" TK
Sense as a panial substilUlc for vision. Of"

Telcreceive to see through the eyes of
another person or trained animal.
Telepathy can also serve as a replacement
fOr speech or hearing. and Telekinesis can
compensate for a missing limb. With the
right powers, even a total paraplegic can
participate in an advenlurc. using Astral
Projection to accompany his allies into
3CUQn.

While laking care not 10 penalize the
cn:ati\c player, OMs should reduce the
\"aJue of physical disadvantages if the char
aetercan reliably use psi to compensate for
it. Remembtt. a disadvantage lhal isn', a
disadvantage isn't worth any points!

Mental Disadvantages
Psis who live in a world where their

powers are rare will often suITer from var
iou~ menIal disadvantages, perhaps
because of the strain of being "different"
from the rest of humanity, or jX'ISsibly as a
sldc effect of thcir abilities. Mental
Disadvantages may be related to psi abili
ties: a powerful Pyrolt.inetic might ba\oe
P)'romania (or Pyrophobia!). Or~
with Telereceive and the Uncontrollable
limitation might have his mind fragment
ed mto a Split Personality under the pres
sure of alien thoughts.

On the other hand, "ncgativc" disad
vantages (including mild ones like
Lecherous, Jealousy or even Shyness)
may be very rare in a telepathic communi
ty: it's likely thaI thcy would have been
discovered early arKI "cured."

•
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The Non-Psi in a
Psionic Campaign

Sometimes it"s fun 10 play the only
non-psi in a campaign full of psychics.
Under what circumstances would he
adventure with a group of psis? Perhaps
he was hired to provide useful skills the
group otherwise lacks, working as a scien
tist, technician or bodyguard. Since he
won't have poinls locked up in powers
and psi skills, he can be very competent at
whal he does and still take advantage of a
wide variety of psionic technology.
Maybe he's a researcher who wanls to
study psionics up close, to prove or dis
prove his theories. Or if psis are OUllawed,
perhaps he was a member of the anti-psi
police who got tired of lhe killing. He
would have knowledge of police proce
dures and tactics, maybe even useful con
tlielS back in the agency, but could have
enemies both in the resistance and the
govemmenL

Another alternalive is to take one of
the psionic character types (e.g .• the
ghosthunler or the ESPionage agenl) and
assume that they rely on psi-tech equip
ment rather than natural abililies. The
charaCler should be well trained in
Eleclronics Operalion (Psyeholfonics),
and would start with a variety of psionic
devices, either purchased at the normal
cash cost if they are legally available, or
gained through an Unusual Background or
a Patron who can supply them.

-

Unusual Background
The Unusual Background advanlage

(see p. 95) is Ihe most important loot lhat
lhe OM has if he is trying 10 poinl-balance
a psi user versus other GURPS characters.
If no Unusual Background cost is
usse$sed, Ihen two lOO-point characters 
one psychic, one not- will differ wildJy in
ability.

10 a campaign where all Pes are psis,
this doesn't present much of a problem 
as long as lhe GM doesn't expect his non
psi NPCs 10 stack up to a psi buill on
equal poims. In a campaign where some
of the Pes have no psi powers, or where
the OM plans to use psis in a non-Supers
campaign, he should plan on assessing a
heavy unusual background COSI to those
with access to the special abilities listed in
GURPS Psionics.

Sensitive
The sensitive is a psychic who is especially talented in receiving extra-sen

sory information. Some sensitives are empaths who specialize in detecting
lhoughts and emotions. Others are psychics or clairvoyants, with powerful ESP
abilities.

Puppetmaster
The puppetmaster uses psi to influence those around him. This needn't be

as overt as Telecontrol or Suggestion - a psi could use Emotion Sense or
Telereceive to see how people are really reacting to whatever he is saying, and
by constantly monitoring the feelings of his audience, tailor his words and
actions as he spoke to perfectly manipulate them by saying exactly the right
things.

A puppetmaster is usually at (or behind) a position of power, or trying to
get there. He might have a specific goal, or just enjoy manipulating people. A
puppetmaster could be a politician, a senior bureaucrat, a religious leader or a
corporale execulive. He doesn't have to be highly placed: he or she might jusl
be a successful salesman or the most popular girl in school. The puppetmasler's
greatest fear is always exposure: even if he only used his powers for infonna
tion, people may still feel they were coerced.

AdvanIages: Charisma, Clerical Investment, Reputation, Status, Strong
Will, Wealth.

Disadvantages: Jealousy, Megalomania, Secret.
Skills: Administration, Detect Lies, Diplomacy, Fast-Talk, Leadership,

Intelligence Analysis, Politics, Sex Appeal.
Psi Abilities: Telepathy, especially the skills Aspect, Emotion Sense,

Suggestion, Telecontrol, and Telereceive.
Example: Stephen Leigh's Puppetman, from the Wild Cards series, edited

by George R. R. Martin.

Advantages: Legal Enforcement Powers, or a Patron in a police department
or law office, is handy. A good Reputation is useful for drawing clients or get
ting information. Intuition is good if all else fails!

Disadvantages: Enemies, Sense of Duty (to clients) or Duty (to the force).
Overweight, or a physical disability, is typical of classic armchair detectives.

Skills: Area Knowledge, Brawling, Criminology, Fast-Talk, Guns or Beam
Weapons, Interrogation, Research, Shadowing, Streetwise, vehicle or spacecraft
skills.

Psi Abilities: All ESP (especially Danger Sense and Psychometry) and all
Telepathy skills (especially Telereceive, Mindwipe and Signature Sniffer). See
Mystery and Psi, p. 114. A variation is the sleuth who investigates psis, but is
himself a normal or a powerful Anti-Psi.

Example: Gil Hamilton, from The Long ARM of Gil Hamilton by Larry
Niven.



Ubermensch
The ubennensch ("ovennan") knows his abilities make him both different

from and superior to nonnal humanity. As a result, he feels alienated from the
mundane people around him. He may decide to help the rest of humanity, or he
might consider nonnals dangerous children, or worse.

This person is likely to be a lonely titan, perhaps searching for others like him,
or just looking for peace. Some might attempt to control the world. His psi abili
ties (and often his physical and mental attributes) should be superior to the nonn.
In a world of nonnals, he is a talented psi-In a world of psis, he is powerful.

A variation on this theme is the person who is different physically as well
as mentally - perhaps a mutant or alien. This may add extra advantages or dis
advantages or exotic features.

Advantages: Charisma, Eidetic Memory, Strong Will.
Disadvantages: Appearance, Megalomania, Overconfidence, sometimes

Youth.
Skills: Nearly anything.
Psi Abilities: Usually Telereceive or Precognition, plus other abilities.
Example: Marc Remillard, from Julian May's Saga oj Pliocene Exile.

Sensitives may sometimes be roo vulnerable to the psychic emanations that
they pick up - the constant memal '"noise" of other people's thoughts and emo
tions can quickly become unendurable, while the psychic residues generated by a
modem metropolis are often excruciatingly painful. For this reason, many sensi
tives choose to live away from cities and people. But their own powers also make
them highly empathic, and few can resist an honest appeal for help.

Advantages: Animal Empathy, Empathy, Danger Sense, Reputation.
Disadvantages: Pacifism, Shyness, Supersensitive. An empathic sensitive

may very honest, or tactful to the point of being a Compulsive Liar, since he
doesn't want to risk giving offense.

Skills: Anjst, Detect Lies, NaLUralist, Occultism, Philosophy, Psychology,
Theology, and Writing. If there are combat skills, they may be non-lethal ones
like Judo or Staff.

Psi Abilities: ESP, Telepathy, sometimes Healing.
Example: Lady Miyago, from Katsuhiro Otomo's Akira comic book.

Warrior
A warrior can be a soldier, resistance fighter, polke officer or spy, but

whatever his profession, he sees his powers as weapons given him to use in bat
tle. Some psionic warriors might be members of mystic fighting orders, while
others are more pragmatic in their approach to psi.

A warrior may use his abilities directly, attacking with bolts of mental force
alone, or he may choose to rely on normal weapons, using his psi powers to
gain a subtle edge over his opponents. Decide whether he will fight on his own
or as part of a team: a lone super-warrior needs a mix of abilities, whereas a
team player can afford to specialize.

Advantages: Combat Reflexes, Law Enforcement Powers or Military Rank,
Strong Will, Toughness.

Disadvantages: Code of Honor, Duty, Overconfidence.
Skills: Leadership, Stealth, Tactics, Strategy, and all Weapon skills. A psi

with Combat Sense can be a formidable air or space pilot.
Psi Abilities: Most Powers have abilities usable in combat. Aside from

direct attacks and defenses, Teleportation can be vital to commandos,
Precognition is useful for leaders, and Telereceive and Telesend are invaluable
for forming an offensive gestalt.

Example: Kimball Kinnison, from E.E. "Doc" Smith's Lensman series.

TK Moss Table
This is the biggest change: it doesn't

affect character design, but il affects capa
bilities. Above TK level 16. the "dou
bling" changes 10 a straight +250 pounds
per level. World·shattering TKs can no
longer be created on 100 points ...

Psi Sense Single-Skill Costs
The single-skill cost of Psi Sense went

from 2 to 1 - nobody was buying il al 2
points per level.

Psionic Resistance
This has been made an advantage

fllther than a skill, so non-psis can take it!

Enhancements and
Um/totlons

EnhancemcniS have been added. The
way limitations work in this book has
been changed: it gives almost the same
result, but it's casier to explain and 10 cal
culate. Il's also wholly compatible with
GURPS Supers.

Rule Changes for
Character Design

There are a few changes between the
Basic Set, Third Edition, and this book.
None of them is especially large - they
just seemed worthwhile either to improve
game balance or to make the system, over
all, more consistent. When we reprint lhe
Basic Set, we'll fil( these.

Characters



ADVANTAGES, DISADVANTAGES AND SKILLS
Many of the ex.isting GURPS advantages, disadvantages and

skills can be applied in new ways in a psionic campaign. Ln addition,
several new abilities and disadvantages are appropriate for psis.

Status and Wealth
In a culture where psi powers arc known to exist, psionic

talent may determine a person's role in society. If psis are a
privileged elite, all psychic characters should be required to buy
Status 1 (maybe higher) and Comfortable or belief Wealth. Psis
who don't buy these advantages should have a good juslifica
tion: perhaps they are rebels or outcasts, for example, or have
decided to keep their powers hidden for some reason.

ADVANTAGES
Animal Empathy see p. B19

This also gives a +4 bonus when using any Telepathy psi
skill on an animal. with the exception of Mental Blow and
Mindsword. It adds +2 to the reaction roll when attempting to
bond with a Catalyst Creature (see p. 54).

Clerlcallnvestment see p. B19
Many religions will have no specific guidelines about psi,

either because of enlightcned attitude or disbelief. If this is the
case. members of that religion may use their powers as they
wish, as long as they follow the tenets of the faith.

Other creeds may refuse to ordain psis. or even forbid all
members of the faith from practicing some or all psi skills, per
haps applying any resuictions or prohibitions they might have
against magic use 10 psi powers. This can get complicated if the
religion believes in miracles or divine intervention - how do
you tell the difference between a faith healer whose powers are
miraculous in origin, and a true believer who is unknowingly
tapping his own Healing psi power?

Finally, if psi abilities are thought or known to exist. some
faiths may actively promote psi abilities (e.g.• New Age reli
gions), or make possession of psi power a requirement for high
rank in the church.

Non-psis in a psi-dominated society may be restricted to
low status and below-average wealth, whether by actual laws or
simply because they cannot compete with psis. They might also
be prohibited from having Law Enforcement Powers. Clerical
Investment. or Military Rank. or at least be limited in the levels
of these advantages that they can achieve.

These same restrictions will apply to psis, if widespread
anti-psionic prejudice exists. Lf psis are hunted or enslaved, then
any known psi will have negative status and little or no wealth,
although there may be high-placed psis who keep thcir powers
a secret (see the Secret disadvantage, p. 98).

Danger Sense see p. B20
This is a psi ability in campaigns where psi exists. A char

acter with Danger Sense has the ESP Power at level 5, with no
training. Detection is limited to threats within 4 yards range,
unless power is improved.

Empathy see p. B20
This is a psi ability in campaigns where psi exists. A char

acter with Empathy has Telepathy Power 3. with no training.
Range is limited to 1 yard unless Power is improved.

Strong Will see p. B23
lbis advantage is very useful for anyone in a psionic cam

paign, since most resistance rolls against psi abilities or devices
are made against Will. pes without telepathic Mind Shields
should certainly consider high levels of Will!

For play balance, the GM should consider limiting charac
ters to a maximum Will of 20 (e.g., someone with IQ 15 could
have no more than 5 levels of Strong Will).

Unusual Background see p. B23
This advantage is relative In a Psionics campaign.

Depending on the world, being a flying mutant with ESP pow
ers could be considered very unusual. slightly odd, or perfectly
ordinary.
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If psi powers are unknown or very unusual. even a relative
ly trivial power like Cryokinesis could make its owner powerful
(or at least wealthy). Thus, this advantage is used to "balance"
the psi character against the "nonnal" character. If this is not a
concern, the GM may simply ignore Unusual Background. On
the other hand. if a few Pes have psi abilities in a non-Psionic!
campaign, this advantage is necessary for game balance.

Suggested costs for Unusual Background would be:
Psi powers are incredibly rare (the PCs are the only psis on

the planet): 250 points.
Psi powers are very rare (the PCs and one or two other

groups are the only psis on the planet): 200 points.

NEW ADVANTAGES.
Being of Pure Thought 290 points

You have no physical body whatsoever. You exist only in
the realm of thought. which overlaps the astral plane, the
"insubstantial" plane. and other regions unimaginable to
humanity. You have normal attributes. and can pass for human
in the astral plane. You can fly at a rate equal to your Move:
however. most beings of pure thought can tcleport. You can
perceive the physical plane. but can communicate with it or
manipulate material objects only through psi powers.

A Being of Pure Thought is much more powerful than
someone with the disadvantage Astral Entity (see p. 98).
Whereas an Astral Entity is ltapped on the astral plane and can
only dimly perceive the physical world. a Being of Pure
Thought can fully perceive the physical plane. and unlimited
other planes.

Beings of Pure Thought are most likely to be found as
NPCs. though an occasional PC might reach that state. The
value of this advantage was calculated from the following
GURPS Supers powers - see that book for details, but the
names should be suggestive: Doesn"t Breathe. Doesn't Eat or
Drink. Doesn't Sleep, Right, Invisibility. Insubstantiality. 360
Degree Vision. IS points was added for an obligatory 5 points
of Astral Projection power: more can be added at any time.
Insubslantiability has a ·50% special limitation Always On and
the +100% special enhanccment Can Affect Substantial.

Characters

Psi powers are rare (only a few dozen psi-users in each
country): 150 points.

Psi powers are widespread (almost all large cities have a
known psi OTtwo): 100 points.

Psi powers are common (it is not unusual to see a psi or
two while grocery shopping): 50 points.

. Psi powers are very common (everybody knows a psi): 25
POints.

Everybody has psi powers: no points.
An extra cost may be required for someone with unique

powers or skills compared to his fel10ws (e.g., he's one of the
only tcleports in a world of telepaths), or someone free of limi·
tations which the GM has decided that most other psis havc.

Becoming a Being of Pure Thought: At the GM's discre
tion. any Telepath may attempt a (Power+WiII-25) roll when he
dies. If he succeeds. he may "pass on"' into this state, using
later-earned character points to pay for the advantage. If he
knows Mindswitch, he can attempt to switch with a living being
and regain a body. The individual thus thrust into the realm of
thought must attempt a similar roll. but at (Power+Will-15).

An old. experienced Being of Pure Thought (not an cx·
PC), if present at the death of a PC. could help in some incom
prehensible way, giving a + I0 to the roll to make the transition.

Mindlin" 1 point per level
Some telepaths develop a permanent mental rapport with a

specific individual that is so strong that telepathy seems to work
at far greater than nonnal distances. This is usually a manifesta+
tion of a panicularly close psychic bond - a pair of identical
twins might share a mindlink. or two telepaths who are very
much in love could spontaneously develop one. A character mUSI
have Telepathy power to have the Mindlink advantage. but the
person he is linked to need not be telepathic. Two telepaths be
MindHnked with each other, but both would have to pay for it.

Having a permanent Mindlink is an advantage rnal costs I
point per level, and works only with that one person. Whenever
you use any telepathic skill on the person you are mindlinked
to, your Telepathy Power and skill level in whatever ability you



are using are increased by the level of the Mindlink.
The reverse does not apply. unless you both have
Mindlinks.

For example, Isolde has a mindlink with her lover
Orion. She has paid 10 character points for it, and so
has a 100Ievei Mindlink. When Isolde uses Telepathy
to contact Orion, her Power and skill are treated as
being 10 levels higher, enabling her to reach him over
a far greater distance than nonnal. But if Orion were
also a telepalh, he would not gain any bonus to con
Iact Isolde, unless he also had a Mindlink with her.

At the OM's discretion, a Telepath may use
earned character points to purchase (or improve) a
Mindlink wilh any Telepath he or she is exceptionally
close to. GMs should oot allow Mindlinks with ene-
mies. unless the enemies are on very intimate tenns.

Psionic Resistance Z points per level
This advantage interferes with all uses of psi. friendly or

hostile, against or by the subject. II can never be turned off!
If yoo have Psionic Resistance, the level of yoor resistance

is subtracted from the effective skill of any psionic attempt
where you are the subject. even psychokinesis and clairvoyance.

DISADVANTAGES
Addiction see p. 830

Psis may become addicted to some of the exotic psi-drugs
described in this book. especially Blue Fire and Brainstonn (p.
78).

GMs may also decide that anyone's psi skills will go out of
control (i.e.. suffer from the Uncontrollable limitation described
on p. 30) if they come under the influence of hallucinogenic
drugs. or are very drunk.

A psi may be addicted to using a Psychic Vampirism skill,
especially Steal Energy. Drain Emotions. or Steal Dreams. This
would be worth -5 points (because there is no cash cost). If it
were highly or totally addictive, this would increase the cost by
5 or 10 points. Legality would depend on how psis are treated,
whether it the drain was perfonned on a willing or unwilling
subject, and whether a criminal codc exists for psionic assault.
An addict must successfully usc thc power on someone at least
once per day; failure results in the usual withdrawal cffects.

Enemies see p. 839
If socicty is hostile toward psi powers. all psi-users and

their sympathizers may have a common Enemy, such as
Enraged Mobs or Anti-Psionic Police.

Honesty see p. 833
In a society of mind readers, everyone but a few deviants

or exiles might possess this "disadvantage."

Pacifism see p. 83S
It is sometimes assumed that a telepathic culture - or any

one with mind reading or empathic abilities - may be more eth
ical than normal humanity, as their psi abilities enable them to
better understand and sympathize with their fellow beings. Like
Honesty and Truthfulness. in some telepathic cultures every nor
mal person may have Pacifism to one degree or another.

Social Stigma see p. 8Z7
In societies where psionics exist openly, psis may suffer

from a social stigma. typically Minority Group (-10 points) if

,
- I

II is also subtracted from your own effective skill with any
psi ability. You can still have psi powers. but if you have a high
Psionic resistance, it will be hard for yoo to develop any signifi
cant abilities of your own.

Psionic Resistance may also interfere with some kinds of
psionic technology: this depends on the individual device.

No Unusual Background is required for Psionic Resistance.
Not~: Psionic Resistance was part of An/ipsi in the Basic

Set - it is now an advantage of its own.

psionics are legally tolerated but distrusted by the citizens. If
they are kept in seclusion. drafted or enslaved, they would be
Valuable Property (.10 points). If being a psi (or at least afr~e
psi) is illegal. a psi-user may be an Outlaw (-15 points).

These disadvantages arc further defined by Status (see
above). For instance. if psis wcre enslaved. they would be
Valuable Property with -4 Status. while if all psis were simply
drafted into the military or government service, they woold still
be Valuablc Property, but could have nonnal or high Status.

In a culture where psis are ascendant. nonnals may be con
sidered Second-Class Citizens (-5 points) or Barbarians (-15
points).

Split Personality see p. 837
For a character with the IS-point version of this disadvan

tage, somc tclcpathic skills will only affect the current person
ality of the subject.

For instance, if someone suffered a total Mindwipe of his
current persona, he might still function "nonnally" when he
switched to another. Similarly, Telereceive may only probe one
set of memories, and a person under the stress of Tclecontrol
might reven to a different personality that was more able to
resist domination.

On the other hand, the stress of a psychic allack (or even
trying to usc psi abilities) might trigger a personality change.

Any Telereceive allempt that reaches the subconscious will
reveal the existence of a Split Personality. If a psi is aware of
multiple personalities in his subject and can only affect one. he
can choose which personality to affect.

Someone with a Split Personality may have up to 50 points
worth of difference between the character sheets of each per
sonality (see p. 837) - and if he's a psi. he could use some of
these points to buy multiple psi abilities, perhaps reflecting
facets of each personality (e.g.. the bad-tempered pyrokioetic or
the cowardly teleporter). This lets him have several different
powers at no extra cost, but he would only be able to use one
set at a time. and the player woold have no control over which
set was available at the moment!
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NEW DISADVANTAGES
ktral Entity -25 point>

You exist only within the astral plane. You have all the
nonnal character attributes, abilities, eIC., but they operale only
within the astral plane. except for those few psi abilities that
can cross planes (see p. 10). You can detect the physical plane,
but can only communicate with physical beings via psi unless
they enter the aslral.

If a human is trapped in the astral plane (e.g., by the death
of his body), this is the sort of creature he becomes, but he gets
no points for it unless he started the game that way.

A creature of the Net. or a netrunner trapped on the net by
the death of his body, would be in a similar situation - but in
cyberspace. nOl on the astral plane.

Disembodied Brain -100 point>
You have no limbs, sense organs. cardiovascular or gas·

troilltestinal systems, etc. You are a disembodied brain, and all
sensory input must be provided through psi abilities or hard
wired in.

Your brain tissue must be supported by an artificial nutri
ent system. This will cost $250.000. plus SIO,OOO/month in
maintenance at TL8 (halve costs at TL9 and again at TLIO).
Weighl is 200 pounds and volume .2 cubic yards. If such a sys
lem exists in a lale TL7 world, increase space, cost and weight
by a factor of ten or more.

You have no Strength allribute: you do have a Dexterity
attribute which will come into play if you learn a physical skill,
such as Driving, for exercise by remOle control. Your physical
brain has a HT attribute (for rolls against shock, etc.) but onc
point of actual damage will render you unconscious and two or
more points will kill you. Your life support system may have
moo, - see Psionic Technology for rules on equipment DR.

Although you have no strength. you have Fatigue points
equal to your IQ - these are used to calculate fatigue loss from
psi abilities or attacks such as Mental Blow. and measure psy.
chic stress. Recovery rules apply nonnally.

You have no glands, and therefore you feel no strong emo
tions. Lust, bloodlust. terror. and excitement ... all are lost to
you. You make all Fright Checks at +5, and ignore any physical
result of a failed Fright Check (read down the chart to the first
applicable mental result). But you can still feel intellectual
emotions like reasonable fear. cold hatred, friendship and greed.

Squeamish people and necrophobes must make Frighl
Checks when seeing you: they musl check al +2 even if they
just talk to you on the telephone or psionically. and know or
guess what you are. Most strangers. except doctors. will react 10

you al -I when meeting you in person.
You may have any kind of psi abilities (making you a "psi

borg"), and may be attached to any kind of psionic device that
can use a psiberface system. Psi drugs may be rigged to drip
into your nutrient nuid, with normal effects. Through telepathy,
you could come 10 experience another's emotions or see
through their minds. Astral Projection could give you a kind of
mobiLiIY. If would be up to the GM whether your astral form is
the body you had (if any) or that of a brain (with or without an
image of the life support system). If the cybernetic technology
is up to it, you may possess an interface jack that enables you to
be hooked up to computers. voice synthesizers. sensors. com·
munication systems, or the like - see GURPS Cyberpunk and
GURPS Ullra·Tech.

Secret Varles
A Secret is some aspect of youe life (or your past) that you

must keep hidden. Were it made public. the information could
harm your reputation, ruin your career. wreck your friendships
and possibly threaten your life.

The most common type of Secret in a psi campaign is "I
have psi powers." In some societies. the Secret may be thai you
do not have psi powers. e.g., if you are pan of a ruling elite who
are all expected to be psionic!

The point value of a Secret depends on the consequences if
lhe Secret is revealed. The worse the results. the higher the
value. as follows:

Serious Embarrassment. If this information gelS around,
you can forget about ever gelting a promOlion, gelling elected
or marrying well. Alternatively, your Secret could be one that
will simply atlfact unwelcome public anemian if it is known. -5
points.

Utter Rejection. If your Secret is discovered. your whole
life will be changed. Perhaps you would lose your job and be
rejected by friends and loved ones, or you might merely be
harassed by admirers. cultists. long-lost relatives or the press.
-10 points.

Imprisonment or Exile. If the authorities uncover your
Secret. you'll have to flee or be imprisoned for a long time
(GM's discretion). -20 points.

Possible Death. Your Secret is so terrible you would face
execution by the authorities, lynching by a mob or assassination
by enemy agents if it were revealed. ·30 points.

If a Secret is made public, there will be an immediate nega
tive effect, as described above, ranging from embarrassment 10

possible death. There is a lasting effect - you suddenly acquire
new, pennanent disadvanlages whose point value equals twice
that of the Secret itself! 1be points go firsl to buy off the Secret.
and may then (at the GM's option only) be used 10 buy off other
disadvantages or (rarely) new advanlages. Any unused points
are IOSI, reducing the character's point value.

The new disadvantages that can be acquired must be appro
priate to the Secret and should be determined (with the GM's
supervision) when the character is created. Most Secrets tum
into Enemies, Bad Reputations, and Social Stigmas. They may
also reduce the value of Slatus or Wealth - going from Filthy
Rich 10 merely Very Wealthy is effectively a -10 point disad
vantage. Some Secrets could even tum into mental or physical
disadvantages, though this would be rare.

If the GM allows you to buy off old disadvantages or add
new advantages, these too must be appropriate to the Secret.
The most common disadvantages to be bought off are DUlY and
Dependents ("Leaving job and family behind, he fled Ihe
country").

In general. a Secret is threalened during a particular game
session if the GM rolls a 6 or less on three dice before the
adventure begins. However. as for all other disadvamages of
this type. the GM need nOl feel constrained by the occurrence
roU - if he feels the Secret should come into play, il does!

When a Secret appears, il is nOI usually made public:
instead. the character faces some circumstance thai might result
in revelation if he does nol take appropriale action. This may
require him to cave in to blackmail, steal incriminating docu
ments, change his identity, or find someone good at Mindwipe.

Regardless of the solution, however, it's only temporary
the Secret will appear again and again until it is finally bought
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off. Secrets may be bought off either automatically through
exposure (see above) or with earned character points over the
course of play.

Sleepwalker -s points
You walk in your sleep ("somnambulation"). This is usual

ly just annoying or embarrassing (unless you fall down the
stairs), but can be very dangerous if you sleepwalk while
encamped in hostile territory!

If sleepwalking would mailer during the adventure, the GM
rolls 3d any time you go to sleep. On any roll of S or less, you
will sleepwalk sometime during the night. You wake up after
walking for Id minutes, or if someone else awakens you. The
GM will make DX rolls to see if you trip while going down
stairs or walking over rough ground - if this happens, you will
wake up suddenly and be mentally stunned.

While sleepwalking, you are considered to be in a hypna
gogic state (see p. 51) and are thus very susceptible to telepathic
influences. A person with Teleportation who would nonnally
sleepwalk may sleelJjump instead - see p. 49.

Supersensitive -2 points per level
This disadvantage is only available to Telepaths. You are

sensitive 10 the thoughts or emotions of people all the time. You
can hear the thoughts of everyone around you as a constant,
irrilating low-level buzz of psychic noise, but these thoughts are
always just below the threshold of conscious understanding!

The range at which you pick up psychic noise is based on
the Telepathy Range Table (p. 20), with the number of levels
you have of this disadvantage being used instead of Power to
determine the distance. Example: You have 10 levels of
Supersensitive, so you are affected by anyone within 100 yards.
This would be worth 20 points.

As long as you are in range of other sentient beings (lQ 7+)
you suffer a -Ion DX and IQ, or -2 if in range of 10 or more
people, -3 if in range of 100 or more people, -4 for 1,000, etc. If
OX or IQ is ever reduced below half because of this penalty.
you collapse and can take no action until the "noise" goes
away. People with Mind Shields do not bother you.

You cannot use Supersensitive to gain information about
others' thoughts or emotions or use it to detennine their loca
tions (although the simple fact of receiving psychic noise, and
the level of that noise, will tell you that people are present with
in your range).

Any drugs or devices that increase or decrease Telepathy
Power level (not just skill) will affect this disadvantage in the
same way. Example: Isolde, with Supersensitive-5, takes a psi
drug that increases all her psi powers (including Telepathy) by
50%. Her nonnal powers go up in level, but so does her disad
vantage - for as long as the drug affects her, she has
Supersensitive-S!

Telepathic Addiction -10/-20 points
You are so used to opening your mind and thoughts to

other telepaths Ihat you become lonely, depressed and wilh
drawn when you are denied this kind of mental rapport. In order
to have this disadvantage, you must have both Telesend and
Telereceive skills at level 10 or better. This disadvantage is
commonest in openly telepathic societies.

To avoid withdrawal symptoms, you must enter into Full
Communion (p. 36) with another telepath for a minute or more
every day. If you do not, treat is as drug withdrawal (p. 830)
with a -5 on withdrawal rolls, except that rolls are made against
Will rather than HT. A failed roll still means HT is lost. If you
can no longer use your Telereceive skill at all (e.g. your powers
have somehow been disabled), all rolls are at -10, since you no
longer have the comfort of even shallow telepathic awareness.

While undergoing withdrawal, you will suffer from mental
problems. Choose one of the following disadvantages you don't
already have: Bad Temper, Severe Shyness, or Paranoia. If you
survive withdrawal, you may either buy off this disadvamage,
or replace it with one of the above mental disadvantages.

This disadvantage is nonnally worth -10 points. It is worth
-20 points if the telepathic rapport must be with a specific per
son or being.

SKILLS

Armoury/TL (Psi Weaponry) see p. 8S3
Armorers may specialize in psi weaponry. This covers

building and repairing the weapons, defenses, and weapon
accessories described in Chapter 4.

Beam Weapons/TL (Neural) see p_ 849
The Beam Weapons (Neural) skill allows the user to fire

psionic beam weapons withoUi penalty. It also covers non
psionic neural weaponry, such as paralysis and nerve guns and
hypnagogic projectors.

Blochemlstry/TL see p. 860
With proper equipment, someone with Ihis skill can

attempt to create or analyze psi drugs. Using this skill or

GeneticsrrL, a sciemist could perform genetic tests to deter
mine if an individual possessed psionic powers.

Scientists with biochemistry skill can lake "bio-psi" as an
optional specialty (p. 859). This gives them special familiarity
with the biochemistry of the brain, and the chemical and genetic
basis for psionic abilities.

Electronic Operatlon/TL (Psychotron/cs)
see p. 8S8

Psychotronic equipment is a specialty of Electronic
Operation. It deals with the use of any type of psionic electronic
gadgetry. If the operator does not have this specialty, the penal
ly for its lack is only -2 if its use falls into the same category as
his actual specialization. Thus, someone with Electronics

Characters



ParaphyslalTL (Mental/Very Hard)
No Default

Prerequisites: Physics-I 2+. Biochemistry-12+
This is the study of the underlying physics behind psi pow

ers. A paraphysicist can develop the theoretical basis under
which new psi abilities or psychotronic devices work or answer
questions about how psi interacts with the physical world.

may be required each minute that the person does nothing. or
each tum in combat or stressful situations (e.g.• when someone is
trJing hard not to think about something that concerns him a lot).

If this skill is used, roll a Contest of Skills between Mind
Block and Telereceive, once per minute. This is separate from
any other roll required to make the skill work or to get through
a Mind Shield. If the subject wins. the peeper will get nothing
but poetry or the multiplication tables. If he loses. he is nOI suc·
cessfully blocking. A successful Telereceive will discover pan
or all of whalever he is thinking.

If the Mind Blocker rolls a critical failure. he thought about
;r - in detail- right there in the forefront of his mind!

If someone is doing nothing but concentrating on blocking.
they get a +2. Someone who is mentally or physically stunned
rolls at -3. Rolls to hide emotions rather than thoughts are hard
er. and should be made at -2 or more depending on how strong
the GM rules they are. GMs may impose addilional penalties
for other circumstances. e.g.• trying to mind block your emo
tions while sneaking up on your most hated enemy.

OccultIsm see p. B6 J
Occultism skill will rarely give useful practical infonnation

about how psi abilities work. It is useful for tracking down the
history or location of individuals and groups who may be con
nected with psi or the supematural. or for researching supposed·
Iy "haunted" areas that might actually be manifestations of psi.

the subject's effective Will and the Power of any natural (nOi
artificial) Mind Shield by I. only for the purposes of resisting
telepathy or psychic vampirism abilities.

..

MInd Block (Mental/Average) Defaults to
WlII·4

This is the ability to set up a non-psionic mental block to
prevent psis from listening in on thoughts or emotions using
Telereceive or Emotion Sense (only).

An example of a mental block might be doing complicated
mathematical calculations. or repeating poetry over and over
again. Anyone can do this for a short time (roll vs. IQ or Will+4),
bot maintaining a deliberate mental block while doing something
else. under stress. or for more than a minute. requires skill.

lbe GM may require a Mind Block roll whenever a question
arises about whether someone is or is not thinking about some
thing imponant. This procedure is useful even for those who
don't have the skill - roll against the default value. A new roll

NEW SKILLS
Body Sense (Physical/Hard) Defaults to DX·6

or Acrobat/a·J
This is the ability to adjust quickly after teleponing; roll at

-2 if you are changing facing. -5 if you are going fTOm venical
to horizontal or vice versa! (Yes. you can use Teleport to get up
in one tum if knocked prone - but it's not easy!)

A successful roll allows you to act nonnally after teleport
ing. A failed roll means disorientation - no actions except
defense possible on the tum you telepon. A critical failure
means you fall down. physically stunned. Modifiers: +3 for
Absolute Direction or 3-D Spatial Sense.

Operation (Communications) would only suffer a -2 penalty if
using a psychotronic communicator.

HypnotIsm see p. BS6
Successful use of Suggestion or Telesend gives a +2 bonus

to Hypnotism rolls (p. 856). Other Telepathy abilities do not
give a bonus. Psychology see p. 862

A subject placed into a hypnotic trance has lowered resis- A parapsychologist is a psychologist who studies people
tance against telepathy or psychic vampirism. For every 2 with psi abilities. Parapsychology may be taken as an optional
points the Hypnotism contest of skill succeeded by. reduce both spuialty (p. 859) by any psychologist.

-.,-----:------------, Psychologists may be able to discover
• • the cause behind the generation of sponta-

neous psi events (see p. 46). or discover
buried trauma thai is preventing a patient
from "awakening" latent psi powers.

Psychologists may be able to detennine a
psychological basis for specific limitations on
psi-skills (e.g .. "Usable Only vs. Opposite
Sex"). thus providing a rationale for the play
er to buy it off after undergoing therapy or
analysis.

Any type of psychologist can get a bonus
to his Psychology roll if he is actually insid~

the subject's mind through Telereceive while
examining him. See T~lereceive. p. 25. for
how psychology skill may be used.

Another useful optional specialty in a psi
campaign is the psychology of dreams - ,;ee
Dreamscanners on p. 65.

Electron/a/TL (Psychotron/a) see p. B60
This is the skill of designing and repairing psychotronic

hardware - psychotronic engineering. See Electronics
Operation. above.

Characters



T
he hawk wheeled in lazy circles
over the concrete jungle while
Jeric and Melinda watched the

benighted city through its eyes. So this was London, the fabled City
of Ghmts. There was no sign of life or movement. Only afew drifting
plumes of smoke showed that people still dwelt somewhere, among

~ the ruins left by the Total War.
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Everyone's a Psi
The blSic assumption in GURPS

hitmics is that psionic power is a special
gift that only some people have. But whal
if psi is an ability everyone shares?
Aashes of inlUiLion, dljd vu and precogni.
tive dreams are all examples of Ihis innate
power operating unreliably. But with
proper training, anyone can develop their
latent powers and learn psi skills.

This means thaI everyollf! should buy a
Power level of I in all Powers (this costs

35 points: since everyone has it. GMs may
wish to use a 133-poim base for charac
Ier.i). Most people will lack any skill and
be laknl$ (p. 86), unaWlm of their abili
ties - charxtm may. of course. buy hip..
er Power levels or psi skills, althoulh
GMs may wish to restrict characters 10
having psi skills in only a few Powers 10
sW1 with. A PC without psi would still
slar1 al 133 points, and might also have a
Social Stigma (Mind.Blind).

Racial Powers
In a Fanttu, or Space campaign in

which multiple races were encountered,
each species might have a monopoly on
Doe or two Powers. There seems to be
some basis for this: very few human
Telepons are recolded in histOf)'. unlike
people who exhibil ESP-like POWCf'S. To
rdlect this. the GM could decide that only
humans can have Telepathy and ESP, the
sole Electrokinelics are Ihe Hey'an
cyborgs. fhe only known Teleporting
~pecies are the fun-loving bat-winged
Skrce, and so on. In some mces these lal
cnls would be latent or limited to a few
individuals (Antipsi or ESP among
humans, for inslance), but in other races
e...eryooe mighl have the power.

Or a race may possess a specific One
Skill Only power. If Ihe skm was (for
Instance) Psychomc:try, and only a minori
ty of people possessed it. the: influence of
psi on the campaign would be very sligbL
But if the psi skill was something like
Telereccive. psis could still be very effec
tive. If enough telepaths existed. they
could change society. And if lhe only laI
ent around was something like
MlOdswilCh if ~l'tryol1~ could
Mindswitch things could be very
weird indeed!
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Jerie and his companions had been sent from the Ene/ave in the Black
Mountains in ans»-'er to a desperate telepathic cry Jor help Jrom a fellow band
oj "new humans" in London. Their quest had taken them across Wales, and
over the terrible mutant-haunted moors of Salisbury Plain. They were the best
psis the Enclave had, but he prayed that they weren't too late, that the
Londoners had managed to hold out this long.

It was a costly journey. They lost Rhys first, to a Nighmalker ambush - his
telekinesis dropped the mutants' leader; but his own shields failed, and he fell
to a bullet from a hidden wolfgirl. And only three days ago, Irene had been bit
ten by a poisonous Death-Adder. Before she died, she had Mindswitched with
Jerie's hawk, but the animal's tiny brain could not hold her full intellect. Jerie
grievedfor the friend and lover he had lost, knowing it was all for nothing - the
Londoner telepath hadn't colltacted them Jor days, and he feared they were all
dead.

It was Irene who saw the flashes of light - gunfire, near the Thames. Her
raplDr's cry oj triumph, and a swift thought winging down. broke through
Jeric s gloom. He smiled, lelling himself feel a sudden surge oj hope - the
London Enclave was still holding out, after all. The three oj them could be
there in a few minutes; together, their powers might make the difference.
Perhaps they were not too late after all ...

ORIGIN OF PSI POWERS
Before introducing psi into a campaign, the GM should ask himself the

question "Where did these powers come from?" There are many possible
answers, some of which are presented below. He can even use more than one,
particularly if several psionic races exist!

They Always Existed
Only in the late 19th century did researchers begin to pursue the idea that

psychic powers might be explainable by science. Earlier. they were considered
supernatural by those who believed, superstition by those who didn't. But real psi
powers might still have existed since antiquity in the guise of magic or miracles.

Perhaps everyone is innately psionic, but for most people this facility will
be so weak as to be useless for anything more than occasional flashes of intu
ition or deja vu. Perhaps the ability to make effective use of psi is genetically
inherited. If so, particular psionic powers might run in certain families, or even
be associated with other inherited lraits, like Eidetic Memory or insanity. If psi
powers (or the genes they are linked to) do not help their possessor survive.
psionic potential will remain rare. On the other hand, if psi power is a survival
trait by itself, more psis will live to have children, and psi will become more
common.

How widespread psi will become depends on whether the genes are recesslt'e
or dominnnt. If power-genes are recessive, psi abilities would occur in a person
only if both his parents had the same genes. So psi abilities would be rare.

But if the genes were dominant, only one parent need have the right chro
mosomes for a child to inherit the power. If both parents had the power, their
offspring would be very Slrong, inheriting both their parents' ability - and
unless the "power genes" were very rare, the psionic population would grow
rapidly!

The March of Science
This option assumes that psi is a natural ability as above, but remained

weak or unreliable until there was irrefutable scientific proof that such mental
powers exist. This spurred further research, leading to programs for training



psis, and the careful categorization of the different Powers and their associated
psi skills. An effective means of testing for psi is developed, along with a full
understanding of the genetic basis (if any) of the powers. If orthodox physics
and psionics are reconciled, technology designed to duplicate or amplify psi
abilities may be also be invented.

This premise can be used to explain the development of standard psionic
abilities in a campaign set in the future, providing a simple rationale for the
development of psi in any GURPS Space campaign at any TL. By assuming
that successful research has remained secret, GMs can also use it to explain
powerful psi abilities within a contemporary or historical setting. An example
of this is the world background in the next chapter.

Mutant Powers
If no nonnal humans have the potential for psionic abilities, then psis might

be mutants born with a genetic "x-factor" not found among the rest of humani
ty. But a successful mutation could spread through the gene pool; if the psis
survive and have children, mankind could eventually evolve into a psionic
species. In fact, a campaign could be set at that "critical point," where psi·
mutants exist in numbers large enough to threaten Homo sapiens' dominance
(as in A. E. Van Vogt's Sian).

Psionic mutations could be freaks of natural evolution, as in Olaf
Stapleton's classic novel Odd John, or might be triggered by man-made cata
strophes. This may be radiation from a nuclear war, as in John Wyndham's The
Chrysalids, but there are many other possible mutagenic agents. These include
a genetic virus, supernova radiation, the decline of the ozone layer resulting in
increased exposure to solar flares, or even the unforeseen mutagenic properties
of food additives, drugs or chemical waste.

The concept of psi powers as mutations is very appropriate for Supers and
post-holocaust Survivors campaigns, especially if the "new humans" are
opposed by the jealous remnants of "nonnal" humanity.

Allen Intervention
In this campaign, extraterrestrials teach us how to properly use our psi abil

ities. If some humans have psionic potential, the aliens may want us to join
them in mental fellowship as part of a "galactic mind." Or there might be more
pragmatic motives behind their actions. Perhaps they want us for allies in an
interstellar war, or need human brains as living engines for their FTL drives!

Alien visitors may even find that humanity has powerful dormant abilities,
perhaps greater than their own: maybe all of humanity has an innate potential
for psi, whereas only a few special talents exist among the aliens.

If aliens can mate with humans (possible if both races sprang from com
mon ancestors eons ago) then the half-breed children may inherit some or all of
the alien psi potential.

Another kind of alien inter·
venti on is symbiosi.~. An alien
life form joins (mentally, physi
cally or both) with a human host
or partner. This may be a cata
lyst creature (p. 54) which tele
pathically bonds with its com~

pan ion. Perhaps people with psi
power are hosts for invisible
energy beings that give them
their abilities while deriving
mental sustenance from human

Gender, Sex and Psi
Science fiction has often entertained

the idea that gender or sexual activity may
be related to psi. Some possibilities of dris
sort are described below, but remember:
each is optional, and some arc mutually
exclusive.

NQ Psionic Children: All psi powers
manifest during puberty. As a result, pre.
adolescent psis are rare or nonelliistent.
and most people discover their psychic
abilities while still teenagers. This is a
stock feature of many "mutant" stories
involving psis, and works well with what
is known of poltergeist phenomena.

No Psionic Adults: Psi powers disap
pear at puberty - only preadolescent chil
dren have psi powers! See Timothy
Zahn's A Coming ofAge as an example of
how dris might affect a society.

Gender-Based Abilities: Some or all
powers could be made gender-specific 
perhaps only males can be espeTS and only
females may have Teleportation, or some
such combination. This division could
apply instead to psi skills within a Power
Group - see Christopher Stashcrrs The
Warlock In Spite of Himself and sequels.
Or perhaps psi power itself is sex-linked,
so that (for instance) all psis with signifi
cant Power are female.

Su and Psi: Maybe sexual activity
interferes with psi powers. For instance,
12 hours of abstinence are required to use
psi without penalty: any sexual activity
results in a -4 penalty to all psi skills, a
result of increased honnonal levels inter
fering with the centers of the brain gov
erning psi. This may explain the vows of
certain mystic orders, and the legend thaI
witches who lose their virginity also lose
their powers! See Marion Zimmer
Bradley's Darkover series for an example
of a society with this sort of psi.

Psionic Campaigns



Primitive Psionic
Cultures

In a Space selling, the OM may wish 10
create low-tech societies in which psiooics
are widespread. Nonnally. when spacefar.
m visit a primitive wortd, their advanced
technology gives them a great edge o';er
the natives. 1bcir adventures will be more
challenging if the natives are psionic 
especially if the Pes are not - and the OM
will be able 10 run swords-aDd-sorcery
adventures in aSpou campaign!

A primitive campaign may have psi as
a secretive magical force. an open part of
a society, or a bit of both. Travelers may
001 even realize that certain powers are
psci. especially if they are cloaked in the
trappings of magic and ritual.

When designing such a world., it can be
worthwhile 10 play around with unusual
customs and cultures created through the
interaction of psi and society. The inhabi
lanL~ might believe their powers are the
mull of magic. religion or science; they
may ha~'e developed primitive (or not so
primitive) psi-tech as well. If psi is limited
10 a ruling caste, the people could consider
~ psis to be the children of the gods. or
the gods themselves. Visitors who demon
strate similar powers may be considered
gods too - or demons.

There are many examples of low-tech
psionic cultures in science fiction; one of
the best is Marion Zimmer Bradley's
Darkovcr. Th~ Forbiddrn Towu and
Hrritag~of Hasrur arc eAcellent books to
start !.he series with. The worts of Andre
Norton. and many post-holocaust novels.
such as Raben Adams' Hors~daru series
(sec GURPS HonrclDns). also include ~i

as part of a low-tech setting.
......._lOIOOl
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emotions, experience or life force. These "psi wraiths" or "memal symbimes"
could even be inherited: if two psis mate, so might their energy wraiths, pro
ducing an offspring which possesses the unborn child!

Alien intervention may also accidentally result in psi powers, perhaps as a
result of contact with a telepathic energy, alien viruses or strange radiation.
Many people claim to have experienced heightened ESP or Telepathic abilities
after conlact with UFOs. The alien visitors needn't be benevolent: UFOs could
be sinister psychic vampires feeding on our emotions!

Genetic Manipulation
In this case, effective psionic powers did not evolve naturally in humans.

Instead, they resulted from tinkering with human (or alien) genes. The goal may
have been to create psi potential from scratch, or to raise it to a useful level.

OMs should decide who conducted the experiments, how long ago, for
what reason, and if they are still going on! The experimenters may be per
formed by aliens. corporations, the military. intelligence agencies, private
scientists, the Illuminati or even criminal organizations. The motive might
have been funhering of human evolution, simple profit. or even the forging
of living tools or weapons. Psi research may even be an accidental spinoff
of anOlher kind of project - the search for a stardrive might lead to an
investigation of the biophysics behind faster-than-light teleportation or
telepathy.

Technological Powers
Perhaps natural psi abilities do not exist at all! The only "psi powers" are

advanlages like Empathy or Danger Sense. But while there are no natural psi
abilities, psionic powers may be gained through advanced technology.

Several artificial means of granting psi powers are discussed in the chapters
on psionic technology. They include neuro-psi implants, proteus viruses, cata
lyst drugs and brain-tissue grafts. Alternatively, even artificially induced psi
powers may not exist, but psychotronic devices like dreamscanners or mind
probes might still be available.

PSI IN SOCIETY
Even in a campaign that is not centered around psi, its presence will affect

society. This will depend on how common psi powers are, and whether they are
publicly "proven" to exist.

If psi remains a shadowy occult force, then the influence of psychic powers
will only be felt "behind the scenes." On the other hand, if psi powers are proven
to be both real and useful, society will be changed. Psionic research can proceed
quickly, and the OM can experiment with the effect psi can have on the world.

Some possible ways psi could interact with society are described below.
Remember thai several of these premises could exist at once in a campaign, in
separate regions or on different worlds.

Mysterious Powers
At present, the major stumbling block of parapsychology as a science is

that psi powers seem to be too unreliable, subjective or nebulous to demon
strate properly to skeptical observers.

In a "Mysterious Powers" world. psi powers are as mysterious and difficull
to prove as they appear to be in the real world. Truly powerful psis are so rare
that only a few exist at anyone time. and they often have more important things
to do than submit to rigorous testing of their abilities. This makes it easy for
establishment scientists to ignore evidence of psi abilities.



In this type of campaign, GMs should restrict characters to "invisible" men
tal powers like Astral Projection, ESP, Psychic Vampirism and Telepathy. The
other powers - that is, Electrokinesis, Healing. Psychokinesis. and Teleportation
- are either banned or restricted to Power 5 or less. Furthennore, the GM should
require that all PC psi skills have the limitations (see p. 9) of Unreliable (work·
iog at no better than an 8 or less), and either Fickle or Uncontrollable. No char
acter should start with a higher skill level then his IQ, and psionic technology
will be rudimentary. If characters lake additional limitations like Emergencies
Only, Only During Hypnotic Trance, or Only Works on Other Psis, even the
most open·minded researcher may not be able to prove that psi exists!

This setting works well if the GM wants psi abilities to remain secret and
society to remain unchanged. The main disadvantage is that some players may
be unhappy with such a low·powered campaign.

Secret Masters
In this setting, powerful psis exist, but are deliberately keeping a low pro

file - perhaps for good reasons! One or more groups - anything from govern
ments to corporations to the Illuminati - are working Lo making sure that psi
powers remain unproven. perhaps to protect their own monopoly.
Parapsychologists who seem close to proving the existence of psi powers may
be discredited. their experiments sabotaged. Incidents of paranonnal activity
are carefully monitored, and real psis are recruited - or eliminated.

If a Secret Masters campaign is set in the contemporary world, the GM can
have fun with repons of "real" psychic and occult happenings or govemment
cover-ups. Supermarket tabloids are panicularly useful for inspiring adven
tures. but new-age magazines and parapsychology journals can also provide
scenario ideas. Current events can be worked into the campaign: perhaps that
"classified" space shuttle launch actually carried a telepathic psiborg intended
to communicate with ballistic missile subs ... By postulating the existence of
competing secret organizations and cover-ups by shadowy government agen
cies the GM can create an effective atmosphere of conspiracy and paranoia.

A contemporary Secret Musters background is described in the next chapter.

Special Talents
Psionics have been scientifically proven to exist. Most scientists and the

general public are convinced that psi is real. As a result. society is, to some

Pslonla Institutes
On the surface. this is a resean::h foun

U<llion dedicated to psionics or parapsy
chology. It may be just that, but it could
also be a secret society that offers aid and
training to psis,

1be Institute may be "good.' or "eyil.
A sinister organization might lake adyan
tage of a PC with developing lllknts. get
ting him into trOUble; a benevolent insti
tute can help protect a psi from persecu
tion. Either type can provide useful tf3in
ing. though there may be a price to pay.
Of course the institute could be a red her
ring, stuffed by crackpots!

There may be one such institutc. with
brunches everywhere. or many competing
organizations. including those that are
fronlS for military or intelligence organi
zations. If psis are persecuted and psionic
research is illegal. the Institute will be in
deepei cover. perhaps disguised as a uni
versity psychology department

There are two common variations on
the Psionic Institute:

TIre Pslonla Guild
Psis band together to cnforce a code of

ethics on their members. prevent their
exploitation and maintain a monopoly on
p~ionic services. The guild may e ...en
blacklist or punish psis who "go freelance"
and refuse to accept its authority. A
P$iooks Guild may embrace all psis. or
there may be sepante organizations for dif
ferent professions (e.g.• psychic healers or
judicial telepaths). A unified Psklnics Guild
could be a very powerful political force.

The Enclave
This is a hidden community of psis liv

ing apan from non-psionic sOCicty. An
enclave may appear normal on the sur
face. but wben outsiders arm·t pm;ent. psi
abilities arc in daily use: town meetings
are coodueted by telepathy. telekillCSis is
used to do the dishes. and e\'eryone le\-i
tates or telepons. An Enclave may be a
utopia. where everyone exists in mental
harmony and companionship or help is
just a thought away. Or it may be a rigid
community in which privacy is unknown
and every "deviant" thought is controlled
and suppressed. People who grew up in an
Enclaye may have trouble adjusting to the
outside world!

Psionic Campaigns



Worl<lng Psis
The section Special Ta/~nlS (p. 105)

desi.:ribes some '"'real wortdw uses for psi.
BUI nOI all psis are brain surgeons or
<;pies: many mundane professions exist
where psionics could be beneficial if used
openly or secretly.

Archaeologist: ESP, especially psy
chometry. is useful for knowing exactly
where to dig. Retrogression lets II scientist
explore the past first-hand!

Artist: Psi could usher in new art
fOfmS. such as lhought pictures. telepathic
music, dreamwcaving. illusions and pho
loldnelic light sculptures. A telepathic
v.liter or poet could use his power 10 gain
rraJ insight iola other people's minds.

Clergy; Telepathy and Healing powers
arc invaluable for helping parishioners
deal willi problems - not 10 mention deter
IllJnlOg wllelher a person in confessional is
betiding something back!

Hunur: ESP and Telepathy make
tracking easier; the stalker could even
communicate with animals. An ESPer
could be a professional treasure-hunler, or
finder of missing objccls or people.

III$Ur(HlU bwestigator: An insurance
company could employ skilled Precogs to
delcrminc if someone was a good risk., or to
predicl disaslClS and plevent !hem. befO«'
they cost the company millions of dollars.

Messenger: Psis with Telesend could
transmil secure messages, Ihough the)'
mighl have to agree to submit to
MlOdwipe aflerwaros. Telepons can be
u"Cd as couriers.

Rescue Worker: Autotelepon enables a
fe$Cue team to inslantly reach a disaslCc
Slle. and precogs could arrive before it
occurs! Levitalion lets a psi gel to trapped
people, while TK can remove debris or lift
viclims to safety. Tclescnn cnn qUickly
localc people in trouble. Paramedics will
usc Healing.

SecntLJry: A person wilt! Telereceive
and Telesend can be a perfect secrelary.
Instead of having to take dictation. a tcle~

palhic secretary could know the boss's
intent instanLlyl

Sel'Viu Jobs: Store ckrks, waiters. cab
drhm or bellboys wiLli Te~\'e could
read thclr client's intentions before they
were vocalized. providing prompt serYice.
A chauffeur wilh Teleport or a telepathic
and lelelcinetic butler might command fan
tastic wages ... or be valu3ble property.

Technician: Clairvoyance lets a Icchni·
cian cxamine the inside of a device with·
out taking it apart: telekinesis might
enable her to fix it Ihe same way, and pro
vides a useful "third hand."

- .
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extent, transformed. Psis are not the rulers, but they command high fees and are
highly respected. They may also be distrusted by normal society.

Psis may find lucmtive employment in any field that can exploit their tal·
ents. In some positions - in the judicial system, or as psychologists - they may
totally transform a profession. If they are allowed to use their talents for the
benefit of society, the world could become a very different place. A few of the
changes might be:

Politics: A single politician with mind control powers would be very dan
gerous. But imagine how much more honest elected officials would be if we
could read their minds!

Medicine: Healing and Sense Aura are the obvious skills, but Emotion
Sense, Clairvoyance. Telekinesis, Dmin Emotion and even Cryokinesis would
all be of vilal importance to the psionic physician.

Psychology: Enonnous progress would be made in the treatment of psycho
logical problems. The impact on the economy alone would be staggering, as
drug, tobacco and alcohol dependence could be cured almost instantly with the
proper use of Mindwipe.

Social Coftlrol: The ability to Mindwipe a person's antisocial tendencies
would greatly reduce the need for prisons. But what if holding the wrong politi
calor religious beliefs were considered antisocial?

Entertainment: Illusions, Photokinesis, PK Shield and Levitation could
stage awe-inspiring stunts and special effects. Audience participation would
take on a whole new meaning through a telepathic gestalt. Some entertainers
might be psychic vampires, draining energy from their fans! As for roleplaying
games, forget complex rules: let's dreamlink and live a story!

Law Enforcement: if police and judges had Telereceive, Signature Sniffer,
Telescan and Psychometry the crime mte would decline sharply. The authorities
lllay not be able to arrest someone for thinking about robbing a bank, but with
Precognition they could certainly catch him at the scene.

Education: Telepathy would allow teachers to develop programs of study
that fit the needs of an individual student, quickly determining how best to
teach him or motivate him to learn. It would also help direct a person into the
area for which they're best suited. Telereceive can find out how much a student
has progressed without resorting to clumsy exams or tests. Suggestion can set a
"mood" that encourages learning.



..
Psionic Crossovers

GURPS Cliffhangers: A few psi skills
are suitable for pulp-era heroes or villail)s,
but should be of a subtle nature - .~ the
description for a Mysterious Powers cam
paign (p. 104). A character will rarely
have more than one mental talent, so abili+
ties should be bought One-Skill Only.
Some psi+tceh dcvices may be used by
gadgeteers or mad scientists!

GURPS Cyberpunk: By emphasizing
psionic-computer interface and the use of
drugs, implants and genetic engineering to
gain psi JXlwers, the cyberpunk and psion
ic genres become psibuplmk.! The dark
fUlUre in Chapter 8 is already very close to
a cyberpunk world - 10 sct it in 2010
instead of 1991, the GM nced only add
TL8 street-Ieveltcchnology. and assume
that companies like Biotech Chulan were
successful in their attempt to cnd the gov
ernment monoJXlly on psi-tech.

GURPS Fantasy: Psi can act as a con·
vincing replacement for magic on a primi
tive world, but it may also coexist wilh
spells. A sorcerer may consider psi pow
ers as part of his magical arsenal. or psis
and wizards may be rivals, perhaps with
scparate "guilds" to represent them. A
good example of magic/psi crossover is
Steven Brust's Jhereg series. where sor
cery and psionics are practiced by distinct
cultures.

If psi JXlwers arc to be widely used in a
fantasy campaign. the OM should allow
several levels of Psionic Resistance to
powerful monsters such as dragons or
demons.

••

Continued on next page . ..
- ,

Outcasts
Under some circumstances, psis might be hated and feared by normal

humanity - perhaps they'd be drafted or put to work as slaves. This is especially
likely if psi powers are the result of genetic heritage rather than training or gad
getry, since nonnal people may be jealous of a power they can never have.

Prejudice can manifest itself in different ways. Religious groups may con
sider psi (0 be evil. Governments may forbid use of psi abilities. Psis might
even lose their civil rights; perhaps they would have to wear distinctive cloth·
ing to warn normal humans of their presence. Special police agencies could be
formed to capture psis for imprisonment or execution, or if their powers are
genetic, to sterilize them. Captured psis may be enslaved or forced to hunt
down their compatriots. Psionic technology may also be banned, or monopo
lized by the government as a counter to psionic abilities.

Political lobbying and human rights organizations may form to counter
prejudice. Or psis may react by going underground or forming self-regulating
organizations to assuage the fears of nonnals. If psis are actively oppressed, a
psionic resistance will develop. Psis may establish secret training institutes or
"underground railroads" to regions where psis are free. Militant psis would be
effective terrorists or revolutionaries! Katherine Kurtz' Deryfli series is a good
example of oppressed psi in a fantasy world.

See the sidebar Working Psis for other ideas. A society in which psis are
free to use their abilities will have laws to keep them from abusing them, e.g.,
for "mental privacy." Special police divisions, possibly staffed by psis or antip
sis, will be created to deal with psionic criminals, and PCs may be members 
or targets. Professional psis may adopt a code of conduct, or have one forced
upon them. Psis might be forced to register with the government, and be called
up 10 serve the state via mechanisms similar to jury duty or conscription.

Ordinary Citizens
When the majority of nonnal citizens has access to psi powers (or to lech

nology that duplicates them), every aspect of society will change.

Overlords
If they became organized, effective psis might quickly seize control of soci

ety. A psionic ruling class would be almost immune to overthrow by nonnal
humans, especially if they recruit (or eliminate) new psis born among the nor
mal population. After some decades, a psionic ruling caste may even develop a
very different culture from that of the "norms" under them, with unique cus
toms relating to telepathic privacy and the maintenance of their rule.

Psionic rulers might be ruthless totalitarians whose "thoughl police" really
do police thoughts. Or they could be enlightened despots who serve as the
guardians of mankind. An interesting option is for the psionic rulers to be "invis
ible," their commands delivered to their minions telepathically while their actual
identities remain unknown. Outsiders may nol even realize these rulers exisl!

In either case, the most interesting struggle for a campaign might involve
renegade psis. Perhaps a few young adepts. disillusioned with their role as
overlords, set out to aid or create a resistance among the "normals."

Two examples of benevolent psionic minorities are the Lensmen in E. E.
"Doc" Smith's Leflsmen novels (see GURPS Lensman) and the Galactic
Concilium in Julian May's Pliocene Exile series. There have been fewer exam
ples of totalitarian psionic ruling classes, perhaps because science fiction writ
ers are sympathetic to psis - so if psis aren't on the side of the angels, it's easier
to imagine them as the underdogs.

Psionic Campaigns



Psionic Crossovers
(Continued)

GURPS Horror: Psychic powers are
an integral part of modern horror. A
Psychic Investigators campaign is an ideal
setting for combining CURPS Psionics
and CURPS Horror. PC powers should
be limited 10 ESP and Telepathy. bot any
povt'cr is available for NPCs. especially if
Uncontrollable. The more disturbing
cJ.amples of psi-Iech (e.g.. brain tissue
grafts and dealhscanners) arc: useful props
for mad scientists or the alien super
science of Things Man Was Not Meant To
Know. The Psychic Ph~"om~no chapler
gi\'es -psionic" clIplanalions of the super
mlUra!. These may be true -sometimes.

CURPS Martiol Arts: Psi powers
work vcry well in cinematic manial ans
campaigns, with psychic warriors levitat
ing over the battlefield and releasing
"energy fists" channeled through their Ki
powers. or ninja stepping through walls
via tcleponulion. possessing the minds of
their foes and ulling with a thought. GMs
should resuict psi powers to NPCs to
begin with, but let the Pes buy latent abil
ities that can be awakened during the cam
paign, perhaps after finding a special
teacher.

CURPS Space: Psionics are a part of
many (but not all) science fiction settings.
An advantage of space travel is the multi
tude of possible societies. On one planet,
all the natives may be psis: psis may be
hunted fugitjves on another. and they
might run the government on a third.
CURPS Humanx and CURPS Uplift are
examples of SF settings in which psis
eX-ist.

CURPS Supers: Powerful psis are an
integral pan of many superhero worlds 
and In some worlds. ~II supers may be
psi!!! Psis created for a Su~n campaign
should be designed using CURPS
Psionics rather than the B~sic Set.
Gadgeteer'S can be allowed to invent psi.
tech and bio-psi devices. A word of warn
ing: Telepathy can be disproportionately
effec:th'e if Mind Shields are rare. In a
Supen game in which not everyone is a
telepath. GMs should make sure that most
PC and NPC supers have Psionic
Resistance or Psi Shield gadgets.

Psionic Campaigns

An openly telepalhic culture - one in which everyone was a telepalh, or in
which surface thoughts, at least, were open to mental scrutiny from lhe authori
ties - might be a very free society with total exchange of new ideas and infor·
mation. But it could also lead to mental conformity. Conformity may be
imposed from above by ';thought police" who scan for deviant mental patterns.
Or it might evolve gradually as society determines what kind of "mental behav
ior" is socially acceptable, just as our own verbal society has standards of
politeness for speech and gestures.

Even in a "closed" lelepathic society where minds remain shielded for pri
vacy's sake, there would be changes. Consider crime. When anyone can send a
telepathic cry for help (or teleport away!) if attacked, and judges can swiftly
determine guilt with a mind probe, crime might just fade away. If telepathic
psychologisls can cure "criminal tendencies" or mental illness in children from
infancy onwards, there might be no criminals at all! But psi could also lead to
new crimes, from erasing people's minds 10 slealing dreams. and new ways of

committing old ones. Mind Shields, Teleportation and Mindwipe are all potent
techniques for evading capture. Criminals may still be around after all.

Other psi abilities will also affeci daily life - see the sidebar Working P~'is

on p. 106 for some examples. Not all changes will be for the better - at least
from the 2Oth-cenlury perspeclive.

Even greater changes would take place if everyone possessed the same
power. In a world of powerful teleports, who needs to walk? Cars, airplanes.
mail, highways, even doors would be obsolete! What would life be like in a
society of precogs? Would the concept of ;'the present" have any meaning? In a
culture where the universal power was Psychokinesis, one might expect the
physical body to atrophy to some degree - why walk when you can levilate?

Telepathy will have the grealest effect: no one need be alone anymore.
Knowing what a person is really thinking, or even just that they are deliberately
shielding themselves, will either create a much more open and honest society,
or lead to rigid shielding of lhoughts and emotions and near·Victorian taboos to
maintain privacy. Decisions at all levels of society, from family and business to
government, might be made lhrough telepathic voting, or even mass participa·
tion in a gestalt or world-mind.

If almost everyone in a culture had psionic powers, what would life be like
for those who were "ot psionically endowed? They might be shunned, or even
hunted as deviants or animals. Perhaps they would only be looked down on as



freaks, primitives or handicapped. They could be put in reservations, or even
used as slaves (especially if abilities like Telecontrol and Suggestion were com
mon).

"Deviants" with innate psionic resistance or antipsi abilities might fare bet
ter. The possibility has already been mentioned that if everyone can read minds,
the very concept of lying - or even of dishonesty - might fade away. Then
along comes an individual whose mind cannot be read but who can lie. If he
played his cards right, he could end up controlling the world. Similarly, a world
whose inhabitants possessed Precognition powers may be a very safe, pre
dictable place. But if the GM drops in a few folks who possess a natural shield
against that sort of power ...

Several science fiction writers have imagined societies where psionic tal
ents are commonplace. Alfred Bester's The Stars My Destination describes a
culture where everyone can teleport, while his The Demolished Man details one
in which telepathy is similarly common.

CAMPAIGN THEMES
Ambitious GMs may wish to center an entire campaign around the theme

of psi powers, rather than just using psi powers as abilities possessed by some
characters. Several suitable campaign themes are described below; of course,
the GM can make up his own. He then must decide why psi powers exist and
how they fit into the world. Refer to the sections on Origin of P!>'i Powers and
Psi in Society, pp. 102 and 104. Finally, go to Chapter 6 to develop characters.
Decide on a starting poinl total for the campaign and whether there are any
restrictions on psionic abilities.

Children of the Atom
Most of humanity has perished in a nuclear holocaust or other disaster. but

some survivors remain. And among these survivors are people - and perhaps
other beings - with strange new powers.

Origin of Psi: Psis might be mutants caused by radiation or biological
mutagens. But some other cause, such as experiments performed just before the
war, could also explain their psi abilities.

Psi in Society: Anything is possible, from psi being a mysterious "magical"
power, to its users being Outcasts or dominating Overlords. Several post-holo
caust stories have also featured conOicts between utopian societies in which
ordinary citizens are psis, and normal "barbarians" live in the radioactive
wastelands outside their walls.

Character Roles: PCs may be primitive tribesmen, homeless wanderers or
members of surviving enclaves of high technology. With the GM's pennission,
Pes could even play mutant animals with intelligence and psi abilities, or have
them as allies or companions. Characters should be skilled in wilderness sur
vival. diplomacy, and primitive weapons. Some characters may have physical
mutations as well (e.g., Albinism or Dwarfism).

Things To Do: The wilderness quest is the basic theme of most post-holo
caust adventures. Psis may be fleeing anti-mutant prejudice from "normal"
humans (see Witch Hunt, p. 110) or searching for other psis. In the wilderness,
lhey can encounter groups of deranged survivors, mutant animals or hostile
psis. After several journeys of discovery, the pes will find some cause they can
make their own - a psionic enclave to defend. or an evil empire to overthrow.

Campaign Advantages: PCs should have a Sense of Duty toward something
higher than themselves - such as civilization or mutantkind. Characters often
have psionic mutant animals as Allies or Dependents - see Catalyst Creatures
on p. 54.

Pslonlcs and Magic
Magic and psionics are two different

things. Many of the same effects can be
achieved by both disciplines. For instance,
a fire-mage and a pyrokinetic can both 5(:1

your c10lhes aftre.
Howe\"er, the techniques are differetll.

An anti-magic spell will not affect psi
allacks in the leas!.

Likewise, a wizard's mind-reading
spell will have no more (or less) success if
his subja;t is a telepalhic psi.

However. the purely physical effects of
the two disciplines can interact. or even
cancel. If a pyrokinetic creates a fire, it is
like any olher fire. and water magic can
extinguish it normally.

On the rate occasions when magic and
psi inter.tet physically, roll a Contest of
Skills between the magic skill and the psi
skill.

So Which Is Better?
Neither magic nor psi is better than the

other - but, again. the disciplines are vcry
different.

Magic is more diverse. There are many
more spells than thcre are psi skills.
Furthermore, the average mage know~

many more spells than the average psi
knows skills.

However, magic (except for a \eT)'
skilled mage) requires a lot of energy.
Many psi powers n:quire no effort at all 
they are as simple as thought.

Magic can give unpredictable results,
or even backfire. Psi doesn't always wort,
bUI won't blow up in your face or sum
mon a demon unexpectedly.

Both mages and psis can be deadly.
But neither is immune to bullets ...

Supers and Psi
Many GMs will wish to use psionic

powers in their Supers campaign. This
works fine, but the GM should ma((e 'lUTC

that they are bought sepanltely. Many of
the enhancements and limitations in Super!
are inapplOpriate - or unbalancing - .....hen
applied to psi powers. Acceptable modi
fter.i are reproduced on pp. 27-30.

This doesll'l mean lhat a metahuman
cannot calf his Supc:rpoweIS psi - after all.
!he explanation of a super ability is merely
a special effect. If Captain Kumquat uses
''psionic energy" to form impenetrable bar
riers of vegetation, there's no need to con
sult Psionia for an appropriate psi POWCf

just use the normaJ Supers rules and call it
"mental c:ommand of plants.~

Psionic Campaigns



Campaign Disadvantllges: Psis may have a Social Stigma
(mutant). Members of some societies may have the Primitive dis
advantage.

References: The best novels include The Chrysalids by John
Wyndham and Heiros Journey by Sterling Lanier. Robert Adams'
HorsecJans series (see GURPS Horseclans) is anolber example of
a post-holocaust setting with psi powers. The special advantages
and disadvantage in GURPS Aliens or Supers can be helpful for
designing mutant creatures. Any post-holocaust story or movie that
doesn't feature psi powers can still provide useful ideas.

Witch Hunt
Psis are outcasts, hunted by a society that is both afraid and

envious of the frightening powers locked within their minds.
If psis are actually outlawed or enslaved, the government will

be the characters' enemies. The Pes must evade both nonnaJ police
and elite anti-psionic task forces; if caught, they may face concen
tration camps, death, lobotomy or worse! If psionics are stililegaJ,
the characters may live in a worsening climate of fear and hatred.

The Guardians
The characters are using lbeir psi powers to struggle against

evil forces that threaten civilization. The scope of the campaign
may be a single city, the Earth, or an entire interstellar society. The
adventurers may have gained their powers or been encouraged to
fonn lbeir organization lbrough lbe efforts of mysterious mentors.

Origin of Psi: They Always Existed, the March of Science, or
Alien lntervention are lbe most applicable. but olbers are possible.

Psis in Society: Psis will usually be Secret Masters or Special
TaJents.

Character Roles: The Pes are members of an elite military or
police force, a mystic order, secret agents working for the Galactic
Council, or just concerned citizens. This kind of campaign is often
cinematic: Pes should be built as heroes! Outside of the Pes and
their adversaries. psi powers are usually relatively rare.

Things To Do: The heroes could devote most of their time to a
single struggle against an almost unbeatable enemy, or face a wide
variety of menaces to civilization. Adversaries include galactic
overlords, terrorists, drug canels, unfriendly aJiens, rulbless corpo
rations, secret conspiracies, and "monsters" like psychic vampires
or psychokinetic serial killers. Although minions may be easy to
defeat, master villains will have access to psi powers or psionic
technology.

Campaign Advantages: Reputation, Patron, and perhaps Legal
Enforcement Powers or Military Rank.

Disadvamages: Duty or Sense of Duty, possibly Pacifism
(Cannot Kill), Secret (if the guardian organization is hidden) and of
course, lots of Enemies.

References: E.E."Doc" Smith's Lensman series, especially
Gray Lensman, is the seminal work on this lbeme. The Tomorrow
People TV series and Star Wars are other good sources of inspira
tion. The Phoenix Project chapter can be used as the background of
a Guardians campaign, with heroes being members of the Phoenix
Project or a c1eaned·up ESP or Psibercorps.
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lnstead of government agents, the PCs may face pressure groups trying to get
the government to outlaw psionics. "mutant hunting" vigilante groups and
unthinking prejudice from ordinary people.

Another alternative is to have the psis pursued by other psis who want to
exploit or control them.

Origin ofPsi: Any origin will do. although Mutants is especially applicable.
Psis in Society: Outcasts or Secret Masters.
Character Types: The PCs are psis, or their sympathizers among the normal

population. Depending on the type of campaign, they may be idealistic (or
embittered) resistance fighters. or normal people fleeing for their lives.

Things To Do: The heroes are fugitives, so a lot of time will be spent escap
ing from prisons or experimental labs, rescuing fellow psis from the clutches of
the government and dooging vigilante groups. lynch mobs and police patrols.
The GM should create some interesting opponents as the party's regular adver
saries - perhaps an entire agency dedicated to their destruction.

Objectives for the adventurers include locating (or establishing) a psionic
enclave, resistance group or psi institute, mounting attacks on government
installations or doing good deeds to counter anti~psionic propaganda. The char~

acters' ultimate goal may be to clear their names.
Psis who fall into the hands of their enemies can expect no mercy. But

rather than kill prisoners. their foes are more likely to subject them to danger
ous experiments or use them as slave labor, or bait for traps to capture others
like them. An interesting twist is for the government to employ a few brain
washed or turncoat psis as janissary psi-catchers. Nazi Germany and South
Africa under apartheid are useful historical models for oppressive anti psionic
cultures.

Campaign Advantages: Psionic abilities. possibly a Reputation among
other psis as freedom fighters.

Campaign Disadvantages: Secret until they are discovered, then Social
Stigma and Enemies. Possibly a Reputation among normals as evil psionic ter
rorists.

References: The hunted psi is a relatively common theme in science fiction.
GMs should read A.E. Van Vogt's Sian, John Wyndham's The Chrysalids, and
Marvel Comic's X-Men comic book. The Phoenix Project chapter can be used
as background for a Witch Hunt campaign, with the heroes fleeing the forces of
the Eugenic Security Police and the Human Alliance.

Emergence!
Useful psi abilities have just been scientifically proven to exist, and society

is struggling to come to terms with this new science. The PCs may be part of a
"first generation" of powerful psis. Or a secret psi campaign can quickly tum
into an Emergence campaign if the secret becomes public!

GMs should carefully consider how psi powers are gained. If anyone can
potentially develop psi powers, the overall reaction is likely to be positive. If
only a few mutants have the pOlential for psi abilities. there is a slrong chance
of backlash by the jealous majority of normal humanity. Some social groups
would not welcome psi powers. especially where existing monopolies are
threatened. Can lawyers exist in a world of telepaths? Would the Pentagon or
the Illuminati feel safe until they developed defenses against ESPionage? Does
the American Medical Association recognize psionic Healers?

The reactions of such groups depends on how widespread psi powers
threaten to become. and how quickly they are forced to adapt. A slow evolution
toward effective psionics mighl result in gradual acceptance. but a sudden revo
lution could lead to violent resistance.

Precognition and
Destiny

In some stories about precognition. a
character becomes locked into a s~ific

fale by what he sees in the future. NOlhing
he can do changes the vision. He sees his
death at the hands of Mob Boss Giovanni.
1'0 he flees to Spain - and when he arrh'cs
8t the hoI:el, who should be taking a vaca
tion there? So it goes.

Within limits, this can make an inter
esting background for an adventure, but
that kind of determinism doesn't sit very
well with most players. On the other hand.
if precognition only deals with probabtli
ti~. it loses much of its impact. especially
in Hurror campaigns.

The easiesl: solution is 10 make sure pre
cognitive visions are vague. with multiple
mtcrpretations. The precog sees a nash of
someone who looks like his brother run
ning down a darl:. alley. Then the vision
switches to a hand holding a gun. the pre
cog "hears" a shot and an indistinct scream.
and the bacl:. of a body is seen. ooz.ing
blood. What happened? Who shell: whom?
And when? lI' all premonitions must come
true, the cbaracten may try 10 maniptll3te
e'"eIl1S 10 their benefit. In the above exam
ple. the psi may decide to make sure Jw is
the one in that alley holding the gun, and
that be shoots the per.;on chasing his broth-
er. If a psi "sees" his own death. he might
make sure someone dies who looks like
him - a double or clone, for instance.

Another way to handle precognition is
to have the psi "see" two or more branch
ing possible realities hinging on a specific
choice of actions - the "event cusp." This
worts best when the choices lead 10 cru
cial. e,·co world·shaking. eventS: the char
acter has to make a real decision. It may be
deterministic. but at Ieasl: the player getli 10
choose what path he wanlS 10 follow.

Psionic Campaigns



Campaign Disadvantages: If the reaction to psis is negative, Enemies, bad
Reputation, Secret and Social Stigma are all JX)ssibilities. Characters should
have a shared Duty or Sense of Duty to some cause.

References: Some of the best works on this subject include Alan E.
Nourse's Psi High and the Intervention series by Julian May.

Origin ofPsis: The March of Science usually works best.
Psi in Society: Special Talents; depending on which faction wins the develop

ing struggle, the role of psis may be Overlords, Outcasts. or Ordinary Citizens.
Character Roles: Campaigns of litis nature work best if the characters belong

to an organization. such as an embryonic psionics' guild or psi-JX)lice force. They
can work to further the organization's goals in a rapidly changing situation,

Things to Do: Characters may be psi-rights crusaders struggling against
anti-psi groups. researchers working for Psionics Institutes, or individuals who
just want to exploit psi for their own gain. Perhaps legislation is being debated
that will force all psis to register their JX)wers with the government and to test
all citizens for psi JX)wers. Some psis fear this bill as a preliminary to concen
tration camps; others support it, since it will make it easier to locate fellow psis.
The Pes may become involved in plots to discredit or pass it.

Adventurers who work for psionic institutes may be involved in espionage
plots revolving around new discoveries, or be "volunteered" to try out experi
mental drugs, techniques or gadgetry. Perhaps researchers have just discovered
the first psionic stardrive (maybe even the first FTL drive ever!). Now they
need people to test it , ..

Campaign Advantages: With psionics in its infancy, any respectable public
psi or successful parapsychologist will usually have a high Reputation or Status
- but maybe not for long! Most psis may have Unusual Backgrounds,

Psychic Investigators
The characters are psis. or nonnals with psionic technology, who investi·

gate paranonnal phenomena. Their goal may be to help people. make money. or
gain scientific knowledge.

Origin of Psi: They Always Existed is likely. but others are possible. Maybe
the PCs don't ktww why psi JX)wers exist, and are trying to discover the answer.

Psis in Society: Mysterious Powers or Secret Masters are recommended.
but others are possible. A psionic investigator of "weird happenings" in a world
where everyone is a psi can be interesting.

•

Psionic Campaigns

Handling Psychometry
The Psychometry skill (p. 14) is a use

ful ability. bUI like precognition. it can
easily gel out of hand. It should never gi\"C
more than a cloudy view of an objccfs or
place's past history.

For instance. suppose a psychic delec
the scans the last 64 years of a basement
where an evil cult has been holding its rit·
uals. Unless he makes a phenomenal roll,
he should receive only general impres.
sions: the normal use of the cellar a~ a
stOfage room by three .'>(;15 of homeowners
over the last 50 years. then a sudden vio
lent death. followed by the sense that the
place was unused for over a decade.

A scan of the last few months reveals
renewed occupation and "very bad vibes"
- strong feelings of evil. fear and death.
On a critical success. !he GM could reveal
a few more details and useful clues. and
perhaps a few aclUal visions of the room's
history - but the degree of detail should
never be enough to ruin the suspense: of
any myslel")' scenario the GM is running!

Keeping Psis Prisoner
Capture and escape are an important

pan of ad"eOlures, but k:eeping a psi pris
oner can be difficult! Prisoners who were
de\ler enough 10 k:eep lheir powers secn:t
deserve 10 be able to use lhem to escape.
BUI when a jailer knOll'S his prisoner is a
psi, he will tak:e measures to k:eep him
under control. In a high-tech sctting, lhi~

means OMs should make liberal use of
drugs such as Shatter, psi-impeders, and
null-fields.

What if lhe psis are captives in a low
tech SClling? Their powers may be miSIak
en for magic. bullhat won't k:eep the jail
ers from lak:ing precautions. The psis
could be drugged into unconsciousness,
but Ihat isn't much fun for a player.
Perhaps the natives have doctors or magi
cians who could hypnotize someone mlO
lhinking his ability was gone. or are able
to brew homemade psi-damping drugs
from local herbs. Lobotomy is another
posSibility. but hardly attractive from a
game viewpoint.



•

Staging Psionic Combat
Subtle p.~ionic duels can easily be

overshadowed if everyone is carrying
assault rifles or military lasers. 8U1 if the
GM wants psionic combat. there arc ways
to stack the deck to get it. Emphasize the
stealth aspects of the adventure. Make the
opposition powerful enough that the char
acters can only succeed by going under
cover. Arrange for combats to take place
in situations where the heroes can't carry
hcavy armament - when they are frisked
and taken to the villain's headquarters. or
if they confront their opponents aboard a
passenger jet, or during thc Embassy Ball.

Certain psi abilities are useful defens
es. PK and Energy Shield can be com
bined with body armor to defeat bullets or
laser beams, and even non-Psychokineticil
can buy high levels as a One-Skill Only
powcr. Elcctrokinesis is useful for dis
abling energy weapons. When attacking,
psis can use the indirect approach: even
when accelerated to bullet speed, a TK-ed
rock is no lhreat to a soldier in heavy body
armor. Yanking his weapon away and
dangling him from the ceiling is more
effective; so is mind-controlling him to
shoot his friends. And remember, most psi
powers can be used through walls!

Character Roles: The heroes may be freelancers, affiliated with a universi·
ty or psionic institute, or even agents of a secret government agency. They are
usually ghosthunters, mystics, sensitives or parapsychologists. A related role is
the "dream psychologist" who enters people's dreams to cure buried mental
problems.

Things To Do: As well as studying psychic occurrences, the investigators
could look into hauntings, poltergeists, strange disappearances, cults or UFOs.
They may also have to deal with frauds and unhelpful local officials. Each
investigation could be totally unrelated to the others, or the adventurers might
gradually uncover evidence of a hidden conspiracy: alien infiltration, secret
cults, government psi research, or the like.

Campaign Advantages: Reputation as legitimate investigators, possibly
Patron.

Campaign Disadvantages: Negative Reputation as cranks.
References: Any good book on parapsychology; the novels Doc Phoenix by

Man' Wolfman and Ted White and The Dream Master by Roger Zelazny; the
films Dreamscape and Gliostbusters.

Aliens Among Us
The characters are psi-powered aliens who are living on Earth disguised as

humans.
Origin of Psi: The aliens' abilities may be natural or artificial. Possibly

there are some "natural" human psis, but the aliens will also grant powers their
human friends or servants.

Psis in Society: This works best in an Outcast or Mysterious Powers set
ting, although the aliens could be considered Secret Masters.

Character Roles: Characters are benevolent aliens, or humans who have
discovered the aliens' existence and befriended them. Alternatively, the PCs
could be Earthlings who have discovered a sinister alien invasion.

Things To Do: Are the aliens here for a reason, or did their ship just crash?
Perhaps they are hunting a different group of hostile aliens who are infiltrating
the planet, or searching for others of their race stranded on Earth. The need to
prmect the secret of the aliens' presence can also trigger adventures. People
could stumble upon alien children using their psi powers. A disguised alien
could be killed in a car accident - the PCs must recover the body before an
autopsy is perfonned.

The aliens need not be recent visitors: they could have dwelt on Earth for
generations. If they were here for long, they may have become scattered across
the planet. Aliens born on Earth might not even remember their home world, or
realize they are from another planet! This lets the OM keep alien Pes in the dark
about their abilities and gives them a reason to search for clues to their heritage
- others like them, artifacts, or the long-lost starship their race arrived in.

If the aliens are evil infiltrators here to take over Earth, the plOl follows
dozens of B movies. The Pes have discovered the aliens' existence, but no one
will believe them! It's up to the party to stop the aliens on their own.

Campaign Advantages: Unless the only difference is psi abilities, the OM
may wish to design the aliens using the guidelines in GURPS Aliens, GURPS
Space or GURPS Supers. If the aliens have access to ultra-tech devices, OMs
may require them to pay for an Unusual Background.

Campaign Disadvantages: Alien visitors may have racial disadvantages.
Also, they will either have a Secret or powerful Enemies - perhaps government
agents, the Men in Black who haunt UFO sites, nosy reporters, or other aliens.

References: The best works on this theme are the novels The People and The
People: No Different Flesh by Zenna Henderson, the Tomorrow People televi·
sian series and the children's book and movie Escape to Witch Mountain. Arthur

Psionic Campaigns



Sample Mystery Cases
Murder by Remote Comrol: A psi USC$

Mindwipe to implant a compulsion 10
force an innocent person to commil a
crime. The victim is caught. bUI has no
motive for what he did. The pes must
realize the obvious suspect has been
framed. lhen trace his or her movements
back to locate the pUppel master.

Locked Room: A person was killed in a
locked hotel room, with no signs of entry.
by a kitchen knife. No menial signature
exists. but perhaps it was erased. How was
the crime committed? Teleporlation
doesn't give much to go on, bUI long
range teleporters arc rare: perhaps rome
one suspicious was seen by a passerby 
someone who vanished. Or maybe telepa
thy was used, and the viclim had a com
pulsion \0 suicide implanted in his mind at
an earlier point. Who had the victim met
lately? Or maybe the knife was controlled
by TK from an adjoining suite, using ESP
to guide it. The investigators can examine
the hotel register to find who rented near
by rooms. And if they can't discover the
method, maybe they can find the motive:
who were the victim's enemies?

Personality Transfer: A criminal
switches minds with a friend of a PC to
elude capture by the police. The party
members may notice the personality shift
if they are alen. Meanwhile. lheir friend is
in the criminal's body. If the switch was
carefully planned, he may be caught and
facing punishment for the villain's crimes,
or dead if the villain (or the police!) killed
him after the switch.

New Crimes: Psi may lead to new
erimes. A psychic vampire/telepath is
stealing peoples' dreams and then selling
them as telepathic experiences. Does this
break the law? Is Astral Projection tres
pass? In a world of !clepaths, does a crim
inal thought count as planning a crime?
Someone will have to decide!

Randall Garrett's Lord Darcy stories
deal with magic rather than psi, but the
basic idea - crime-solving in a world
where both investigators and criminals
have unusual powen - makes this series a
valuable reference. Lord Darcy himself is
a detective with no magic ability at all; he
enters a case only when "routine" magical
in\'estigation has failed. Still, he depends
heavily on evidence turned up by his
assistant. who is a very powerful sorcerer
indeed.

Psionic Campaigns

C. Clarke's Childhood's End deals with the interaction between a psionic alien
intelligence and humanity. A.E. Van Vogt's Sian is the classic tale of a mutant
race living among nonnal humanjty. Reports of UFO contacts can also provide
inspiration. For evil aliens, the Invaders TV series is the perfect inspiration.

HANDLING PSI POWERS
Running a campaign with psi presents some subtle (and not-so-subtle)

problems of balance for the OM. On the one hand, Pes can be upset if their
powerful telekinetic is disposed of by a few goons with Uzis; on the other hand,
characters can easily come to depend on their psi powers for everything, espe
cially if psionic technology is widespread. To prevent this happening, design
adventures with problems that can be beuer solved with creative combinations
of psi~power and normal skills (see Using Psi With Normal Skills, p. 44) or
which require the players to use their wits.

Mystery and Psi
Take a simple murder mystery. Which suspect killed the victim? With

telepathy, it's easy for a character skilled with Telereceive to try a deep probe,
and find murderer and motive at once. That can kill suspense pretty quickly.
making roleplaying and Influence skills redundant.

Telescan lets a psi locate someone, wherever he is hiding. Psychometry
enables the psi to discover the history of objects, quickly finding a murder
weapon and who used it. If the OM isn't prepared, all these abilities can make a
mockery of the plot of a conventional mystery adventure.

But there are ways of keeping a mystery mysterious, even in the presence
of psi powers.

Legal Restrictions: Evidence gained through psi powers may not be admis
sible in court, perhaps because no one believes in them, they are unreliable, or
violate a person's right to privacy. The characters may know who did it, but
they will have to find (or manufacture) other evidence to prove their case. OMs
may wish to consult AJfred Bester's novel The Demolished Man for ideas on
how this might work.

Mind Shields: In a society where telepathy is common, everyone (or every
one impol1am) may have a natural or artificial Mind Shield. Considerations of
privacy aside, people would be unlikely to consent to casual Telereceive
attempts by those they did not trust, because once a telepath is past another's
shields, he is free to use sinister abilities such as Mindwipe, Sleep and
Telecontrol. On the other hand, if psi is uncommon, the mere presence of a
Mind Shield can expose the shielded character as a possible suspect. A useful
red herring is the sinister shielded individual who is keeping a secret which has
absolutely nothing to do with the Pes' case.

The Suspect Who Isn't There: When the plot of an adventure revolves
aroundjinding a suspect or witness, it doesn't matter how easy it is to read his
mind afterwards. A searcher with Telescan canjind find someone with psi, but
the Pes will still have to physically retrieve him. Or the search can be for miss
ing evidence - an object that could provide clues if studied by Psychometry or
Signature Sniffer, for instance.

Psionic Criminals: The Pes' adversaries may also be using psi to cover
their tracks. Erase Signature and Mindwipe can remove evidence or create false
leads; Telecontrol and Suggest can shift the apparent blame for crimes onto
innocent puppets.

The Crime that Wasn't: Mindwipe can insert memories as well as remove
them. What if someone "remembers" being the victim - or the perpetrator! - of
a crime that never took place?
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I identical to the world of today 
at least outwardly. But unknown to lhe population at large, individuals with
effective psi powers have been proven to exist. and research has led to the
development of a new and powerful technology.
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Does The Public Know1
Secret research centers, suppression of

research, kidnapping of gifled children,
squads of telepathic commandos - how
can a secret this big keep without leaks?
The answer is, it can't.

Perhaps half the public believes in psi
of SOffie sort. and hundreds of parapsy
chology newsletters and journals arc pub
lished every year. Rumors that the govern·
ment has conducted classified psi research
and suppressed the results are common
place among those who believe in psi
powers. just like rumors of a UFO cover
up arc common among flying saucer
enthusiasts. Some are close to being accu
rate, and a few even make il into the
tabloids. However. most members of the
public and media dismiss these stories as
hoaxes or conspiracy theories and refuse
to treat them seriously.

A few substantiated reports of unethi
cal drug experiments, harassment of scien
tists, and civil rights violations have
indeed surfaced - some have come to
legaJ action. Pes with law enforcement,
legal or journalistic backgrounds may
even have been drawn into the world of
psi through such an investigation.

When public displays of powerful psi
powers do occur, they are rarely believed
by people who don't see them with !heir
own eyes. Even a psi who used his powec
on live television - risking his life or free
dom to do so - would have trouble con
vincing the public thai a manifestation
wasn't just special effects.

With teams of govemment psycholo
gists to talk about mass hysteria, and if
worse comes to worst, Eugenic Security
Police agents or govemment spooks with
access to Mindwipe, Telecontrol and
advanced psychotronics, the Psiberocracy
find it is easy enough to destroy the credi
bility of witnesses and make hard evidence
disappear. Such actions are strictly without
official authorization from the Oval Office
or the Pentagon, of course, but this does
not make them any less effective.

The Phoenix Project

The public has been kept in the dark through a campaign of official secrecy
and government censorship. In North America, using the Eugenic Security
Police, the Pentagon, and the National Security Council, the United States gov.
ernment has secretly recruited and trained hundreds of psi agents - and silenced
or discredited those parapsychologists who wished to remain independent of
federal control. Other nations, chief among them the Soviet Union and Great
Britain, have followed suit.

Now psi powers are a powerful hidden reality which nations struggle to
control. Individuals with psi powers may be pawns in a deadly game, or master
players with the capacity to alter the destiny of humankind.

And many of the "master" class psis belong to the secret group known as
the Phoenix Project ...

WELCOME TO THE REAL WORLD
The teen-aged girl stepped out of thin air a few inches above the sidewalk.

Morgaine stumbled, then recovered her balance with a practiced ease. Clean
getaway, and Xotech Industries' ex-Special Forces rent-a-cops never knew
what hit them. She grinned, remembering the last guard's startled cry when she
had blinked behind him, the satisfying crack as her nunchaku knocked him
senseless. Amateurs.

The lot behind the Spadina subway station was just as she visualized before
the teleport: the green Toyota still on her right, the parking lot and checker's
booth now deserted at 2 a.m., the only movement a chill breeze playing polter·
geist with scraps of newsprint. Everything was fine. And then, for the second
time that day, something came crawling into Morgaine's mind, a whisper that
became a voice. She froze, trying to make out the words in her head.

u . .• you shouldn't do this, Morgaine. Don't let them twist your anger.
You're not a thief or a soldier. You belong with us. Morgaine, let us .....

Angrily, she snapped down her Mind Shield, and the whispers were ban
ished. The silly voices had started yesterday morning, when she first came to
Canada, and hadn't let up since. She'd tried to track them down, but her weak
Telepathy didn't have the range: all she got was a brief glimpse of a woman's
face, mirrorshades and a smell of . .. fur?

She shrugged. Biotech Chulan would get the microdisk with the blueprints
for the Pentagon's new psychosynaptic disrnptor, and she'd get $20,000, all the
Brainstorm she wanted, and a safe place to sleep. It wasn't much for a teleport
ing ex-black beret, but when Morgaine remembered who she had worked for,
she thought she was lucky Biotech paid her at all. It was better than
Psibercorps, and she didn't need any "voices" to tell her to get out while she
could. The trouble is, she thought, I can't.

Suddenly nervous, Morgaine squatted down on the pavement behind the
car, sheltering against the autumn wind as she hunted through her too-thin
jacket's pocket for a scrap of paper. She patted the comforting hardness of her
pistol and touched the plastic rectangle of the minidisk before she found what
she was looking for. She read the number again, then ducked around the front
of the car and stalked purposefully out of the lot and down the stairs into the
deserted subway tenninal, toward the nearest pay phone.

Morgaine dialed the number, got an answering machine and spoke three
quick words, codes that told a Biotech Chulan safe house that she had the
Xotech disk. She would be met four stations down. She hung up, and listened
for the train, heard a faint rumble in the distance. She approached the ticket
turnstile, and paused, hands on hips. Morgaine looked left, right: nobody in
sight. She blinked two yards across the intervening space. Time to catch a train.
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Ovlllan Research In
America

Many U.S. parapsychology institutes
and associations exist who are unaffiliated
with the government's psi-tcch progtam,
but all are secretly monitored. Under the
Emergency Powers provisions of the
Eugenics Security Act, the government
has been able to prevent the publication of
any successful experimental data that
might actually prove the existence of psi.
Successful psi researchers are silenced
through recruitmenl and coven pressure
(the threat of cancellation of federal grants
if such "crackpot" research continues, for
instance). In some cases, papers and
equipment are seized.

AU significant experimental break·
dwoughs in the last fifteen years ha\'e been
classified. Outside of a relatively IUUTOW

circle of scientists, psionic research is -.till
classed as parapsychology. II is considered
a somewhat disreputable area of psycholo
IY lII. best. ''rubber science" at WOf'SL 1be
result is that civilian panpsychology pro
p&lns are nothing but an unwitting YnOke
...un for the ""black labs.~

Rtal psi-tech programs are just as
closely guarded as SOl ("Star Wars")
research was. In fact, under the guise of
Y trategic reconnaissance" (ESP and
lelepathy) and "directed energy" (p y.
cbokinesis) programs, SOl served as a
cover for psi-tech projects! But the true
nature of psi-tech funding remains the
secret of a few innuential congressional
subcommittees, guarded not only by a
d.-t veil of security but by media, scien
tifIC., and public skepticism.

Gleeful 01 her schoolgirl prank. Morgaine was down the second flighl of
sleps and on the subway plat/ann before she took in the four dark suits waiting
below. J doubt they're catching the 2 a.m. train, Morgaine thought. Worse,
their jackets bulged suspiciously. Whoops. TIme to change plans. She gave them
ajaunly wave, and blinked ...

... and felt a wave ofnausea as her teleport was wrenched out of her con
trol. She was kneeling on a metal plat/ann in a flood-lit warehouse. Morgaine
took in the two men in combat fatigues and black berets, the slung H&Ks.
Psibercorps!

She recognized Major Calvert, the Jamiliar young/old Jace, Cheshire-cat
grin, and eyes glazed by Blue Fire, eyes that widened slightly as they saw her.
His \'oice was dead as the moon. "Morgaine Daniels. What a pleasant surprise.
You walked out on me in Lebanon, left us out to dry. I don't forget. .. He pointed
hisjingerat her; a child's make-believe gun.

Morgaine's headJelt fuzzy - she was dizzy, sweating - why was she so hot?
Pyrokinesis! She went Jar her pistol. The trooper on Calvert's right concentrat
ed. Her gun - and the microdisk nexl to it -flew out ojher jacket pocket, float
ed lazily to the other side oj the room. Calven snalched the disk out of the air;
glanced at il. "Taken to stealing government secrets, cuckoo?"

Calvert continued to grin as he raised her body temperature, waiting for
her brain to boil. Morgaine sought to teleport, but the power was gone, trapped
by the Jump Beacon. She took a slep fonvard, pulling the nunchaku out of her
bool, bUI her bones turned to jelly, and she collapsed. She lay curled into afelal
ball, waiting to die . .. at Calven's feet.

The thought fueled her anger, gave her strength. She couldn't teleport, but
she tried to use her weaker telepathy function to shape a mental blow. Fat
chance, she thought, ifJ could barely manage to read his Ihought- how could
I hurt him? She reached oul with her mind anyway, bUI her mental claws skit
tered offhis psi shields. He was 100 strong, and she was dying, burning . ..

A familiar presence, no longer a whisper. "Don't give up, Morgaine. We are
so close. "

What? The voices, again. Leave me alone! I am fire, burning. J will die,
but J wanl ...



Western Europe
France. Germany and the United

Kingrlom are all rumored to have eJtlco
si\'c research prOgilUflS. though not as weU
funded as those of the United States or
Ru~ia. However. since government ttO

socship is less exueme, private: organiza
liofb thai wOlIId be driven underground in
America or Russia can operate more open
ly in Europe. In addition 10 private
research foundations. a psionic institute
sympathetic to the Phoenix Project is
based in Edinburgh. Scotland. The
O\ennind InsutUle has a secret base in the
Pyrenees and a second lab is thought to
exist somewhere in the Black Forest. The
Phoenix Project has large branches in
Rome, London and Copenhagen. And of
course, Biotech Chulan is based in Zurich.

Ii
The Rest of the World

The science of psiooics is not believed
to be as advanced in other nations as II is
in the United Slates and Russia, especially
since neither nation's government has
shared psi information or technology with
its allies. In spite of this. it is quite po~si

ble that other secret private or government
organizations exist which mak.e use of
trained psionics or which possess access
10 psi-tech,

Certainly. private and government cen
~ exploring advanced psi-tech research
exist in Japan. Israel. South Africa.
Canada Pakistan. lnIq. and India. Biotech
Chulan has offices in Japan. AlJ.'itnllia and
South Korea. The CIA believes that China
Iw an exttnsive state-sponsol'td psi-tech
program that has stressed practical
research into astral projection and ESP.
The <h-mnind lnstirute has many connec
tions in the Third World. especiall)' in
Central America and the Middle East. and
is believed 10 have exponed advanced
ps)'chotronic defense systems to several
Middle Eastern counuies.

The Phoenix Project

"But won't you share that fire with us?"
Yes . ..
Her mind reached out to join with the voices. and Morgaine felt her own

power buoyed up. channeled into two other minds. Three minds merged into a
single being with a single desire. Its power hurled itself at its tormemors.
spearing their brains. There was a white light. and the pain was gone.

Morgaine looked up. There were two bodies next to her. both in combat
fatigues. Neither moved. The warehouse door opened. and in the shadows a
woman in mirrorshQdes and a great gray wolf were standing there. There was
something strange about the wolfs head. She sent out a thought. Who?

"Someone who cares about you. Welcome to the Phoenix Project.
Morgaine. "

The answer had come/rom the wolf

THE SECRET HISTORY
In the late sixties and early seventies, parapsychologists in the United

States, the Soviet Union and Czechoslovakia - to name some of the most
advanced centers of research - were consistently obtaining reliable test results
that conclusively proved the existence of psychic powers. Psi was beginning to
seem less a mystical force and more a legitimate part of science.

This was reflected in a change of terminology: the terms paraphysics and
psionics supplemented parapsychology in the West, while Russian scientists
studied "bioenergetics." The most exciting results were obtained in areas that
would later become known as psi-tech: the application of electronics. cybemet·
ics, biochemistry and genetic engineering to psychic powers. Many researchers
thought that psionics would soon take its place among the other branches of
physical science.

But in addition to those research centers sponsored by university psycholo
gy and psychiatry departments, secrel psi e;tperiments were being conducted by
mililary and intelligence agencies. As psi was transformed from imagination
into reality. there were those to whom this breakthrough came not as a dream.
but as a nightmare. Across the globe, government agencies recognized the
implications of psi-tech. Serious civilian psi research was smothered under the
blanket of national security, whiJe disinformation teams strove to eradicate the



image of respectability it had been developing. By the 19805. psionic individu
als had become a priceless secret commodity which nations and organizations
would kill to possess.

Runlo and Eo.tem Europe
Psi research behind the Iron Curtain had always possessed a more practical

orientation than that of the West. Although "bioenergetics" research was carried
on in all Warsaw Pact nations, the main centers of psychic exploration were in
the Soviet Union and Czechoslovakia.

In 1963, the Kremlin began to give top priority to psi research. The Soviet
Union's willingness to accept psi as a fundamental part of human biology rather
than an aberration of physics or a special field of psychology gave the Soviet
Bloc nations the lead in early genetic research on psionics.

As early as 1965, Czech scientists were making progress on the first psy
chotronic generators - machines capable of creating and amplifying psionic
energy. Independent Czechoslovakian psi-tech research ended with the Soviet
invasion of 1968, when the USSR appropriated their results. The Czech scien
tists continued their work - but in Moscow, under the auspices of the GRU and
KGB. Some vestiges survived. however. and with the demise of the Warsaw
Pact these may have been secretly revived by the Czech Republic.

With the military potential of psi readily apparent to communist leaders,
individuals who demonstrated psionic power were recruited, studied and
trained by the state. Experiments on a readily available pool of "volunteers"
resulted in the development of effective (if dangerous) psi·drugs by the late
70s. Other researchers moved readily into studies of human DNA. mapping the
genetic patterns of those who possessed psi powers. By 1982, a team working
under Academician Sergei Makarov was able to isolate the genetic basis of psi,
making identification of latent psionics possible with a simple blood test. Some
western sources believe that the biopsi program was followed by similar - and
more radical - experiments on unwilling subjects in Romania during the
Ceausescu regime.

Today, Russia remains advanced in psionic technology (averaging TL9) but
its economic difficulties have caused its psi programs to slip behind those of the
West. However, during the 1980s the old Soviet Union used genetic testing to
identify and recruit thousands of psis and psionic researchers. Some slill serve
in secret laboratories, intelligence and special forces agencies in Russia, the
Ukraine and other fonner Soviet repubUcs, but many of them have gone free
lance, working as mercenaries for other governments, terrorists or the Russian
Mafia.

In addition to the usual psionic spies and interrogation teams, the old Soviet
Union used special Spematz '"terror" squads in Afghanistan using telepathically·
induced fear and nighunares to disrupt Mujahadeen morale. Reports of Russian
psi-Qps in Chechnya suggest this capability remains intact. As budget cuts force
reductions in expensive convential forces and Russia faces more internal securi
ty crises, it's likely such special capabilities will be more important in the years
to come.

The United States
In the late 60s and early 70s, organized scientific research on psi, catalyzed

by the efforts of J.B. Rhine and other pioneers. was beginning to bear fruit and
had begun to attract serious attention from the government and military.
Government involvement began with studies sponsored by the CIA, National
Security Agency and the Pentagon, and later NASA. The stunning results of the

Glossary of Slang
Bilby: An untrained psi. "Big baby" is

an untrained psi with high Power.
Black Beret: A Psibercorps lIooper.

They really do wear black berets. and 
usually - gray-loned urban cammo outfitS.

Burnout: Loss of psi powen.
Canoed meat: A psiborg.
Doper: Someone who uses psi-drugs

to enhance his abilities.
Esper: Any psi, but JTIOre strictly, any

body with ESP.
I'-reak: A psi who uses his powers to

prey on others in a sadistic fashion. A
telekinelic thief isn't a "freak," but a
predatory Psychic Vampire. Of a pyroki
netic murderer. is.

Ge-ek: Anybody who hates or fears psi
pow=

GodrlUa: A powerful TK Of pyroki
netic.

Mindsucker, or "'sucker"': A Psychic
Vampire.

Ooby: An out of body experience. or
OOBE (see p. 47).

Peeper: A psi who uses Tclereccive.
Precog: Any use of precognition. or a

psi with thai skill.
P5'-tech: Any sort of psi hardware.
P)"ro or pyrotk: A pyrok:inetic.
R.etro: Any use of psychometry. or a

p"i who uses that skill.
Screamer: Someone with Psi Static

skill.
Sniffer: Someone with Psi Sense skill.
Tee'" or leke: Any use of telek..inesis.

or a psi who uses thaI power.
wreck the Freak": Vigilante activily

by psis to eliminate a criminal psi. Often
fatal.

"Teek the Geek": Use of any psi
powers. IlOl necessarily TK (lhough that
one works very well) to harass someone
"00 dislikes psis.

Vamp: A Psychic Vampire.
Zapper: An eloctrolcioetic.

The Phoenix Project
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People of Interest
Agamemnon - The N$A'5 experimen

tal psionic computer. making extensive
use of Soviet psiborg tcchnology designed
by Dr. Alannah Makarov.

Astarotb - An asudogica1-molif serial
killer whose activities have spanned the
continent, Astaroth uses psi powers, espe
cially telepathy and telekinesis. 10 stalk his
victims. and psychic vampirism 10 feed off
their fear and pain. CUITenlly hunted by the
Eugenic Security Police. FBI and RCMP.

Dleys - Rumored 10 be eX4$oviet
GRU. the charismatic master spy known
only as Skys is me Ovennind Institute's
chief "connection" with the revolutionary
Third World elements they supply. A
telepath and cspeI". Bleys is rarely seen in
person. preferring to monitor his opera
tions via astral projection.

Madeleine and Pierre Bouchard 
The principals of Dreamshapers (see side
bar. p. 115). Madeleine is a skilled lelepath.

Morgainc Daniels - A teenaged trou
bleshooter on the run from Psiben;orps.
she is employed by Biotech Chulan as a
spy aDd saboteur. Morgaine is highly
skilled in teleponation and lelepathy. but
suITen from a slcepjumping habit.

Cassie Izumi - A crusading journalist,
animal rights activist and psychic investi
gator. Cassie is secretly a potent telepath
and psychokinetic. and a member of the
Phoenix Project. See sidebar. p. 126.

Matrix·Delta - The product of the
Ovennind lnstitute'S latest aUempilO use
genetic engineering to breed the uhimate
psi, Della is now 9 years old and just begiq..
ning to gain full control of her p;:i skills. She
wishes she had more people to play with.

Robert Pend rake - Wealthy Alberta
oil baron and secretly the chief financier of
the Millennium Council. Pendrake nurses
an insane hatred of psis after his latently
telepathic daughter was kidnapped by the
Ovcrmind Institute and her brain used as a
"component" in their psiborg program.

Shade - An intelligent telepathic wolf
with human brain·tissue grafts nrxi ncuropsi
implant~ who escaped from a Xoteeh cyber·
netics lab. Along with Cassie Izumi, he kOOs
the Toronto bolnch of the Phoenix Project.

Silverblue - Currcnlly incarceroted in
the Navy's experimental dolphin research
center on lhe West Coast. she is part or a
clandestine project to develop telepathic
dolphins with powerful Tele.scan abilities
for antisubmarine warfare.

Moira Van Oet-ring - President of
Biotecb Chulan. telepath. psychtc vampire
and briUiant. ruthless eltecutive. See p. 125.

Michiko Yukawa - Top psychotronics
engineer employed by the Pentagon for
tbe Psibercorps weapons program. she
spends moch of her private time worting
on an experimental psionic staTdrive.

The Phoenix Project

Skylab telepathic experiments convinced the last doubters in the Pentagon and
led to an executive decision to classify all research in the interests of national
security, while expanding government funding.

By 1976 covert psionic recruitment centers had been established at most
major universities where civilian paraphysics and parapsychology research took
place, and telepathically gifted individuals were secretly employed by the CIA
and NSA to counteract Soviet ESPionage. The government also clamped down
on private research. A combination of lucrative funding and subtle pressure
brought more and more scientists into the government's fold. Public parapsy
chology institutes continued their experiments "to prove the existence of psi:'
but lacking massive government funding, the civilian researchers were left
counting Rhine cards in futile attempts to predict the unpredictable. The few
that actually came close to success were either co-opted into the government
programs - or, if uncooperative, discredited or destroyed.

•

~F

While civilian psi-research went nowhere in the eighties. the secret work of
the "black mind" labs gained America its position as the world leader in covert
psi-tech research. Experiments into mind-altering drugs and the nature of the
human brain laid foundations for biopsi research that approached that of the
Soviet Union. The most recent breakthroughs have been in the training of indi
vidual psis and in cybernetics and psychotronics. UCLA behaviorist Christine
Hegan's controversial CIA-sponsored study of psi latency among British school
children pointed the way toward reliable psi-testing techniques. while experi
ments with neural interface and sensory deprivation tanks resulted in the cre
ation of reliable psi-amplifiers.

By 1980, experimental American psi-tech had reached TL II and a range of
psionic equipment with direct military applications had become available. Psis
working for the CIA had scored several notable intelligence coups and proven
successful in countering Soviet ESPionage. But it was obvious to Pentagon
planners that some fonn of special unit was necessary to take advantage of the
emerging psi-war technology now available, especially in the low-intensity
operations they believed would be ushered in with the end of the Cold War.
This need. combined with the continuing inability of nonnal military assets to
deal with global terrorism, resulted in the founding of the Second Special
Operations Detachment Epsilon - the Psibercorps.

Government policy continues to be ambivalent regarding psi. The defection
of Sergei Makarov's estranged daughter Alannah in 1983 and her stunning reve
lations of KGB ESPionage and Soviet psiborg and psycholronic research provid
ed the catalyst for the draconian Eugenics Security Act of 1984. The Eugenic



Security Police (ESP) was created to keep a lid on American psi research to pre
vent "technology transfer" - espionage - and to make sure that U.S. psi research
remained classified. It launched a secret program of renewed disinfonnalion to
discredit the remaining non-affiliated research centers, signaling a virtuaJ end to
successful civilian psionic research. The ESP was originally intended as a pas
sive monitoring organization. but the continued disarray of the U.S. intelligence
community in the wake of the Iran-Contra affair saw a dramatic increase in its
influence and autonomy. There are now few checks on its power.

GOVERNMENT ORGANIZATIONS
Several powerful govemment organizations deal with psionics. These orga

nizations have been described with a North American campaign in mind, but
can easily be altered to fit a specific nation. In a campaign centered in the
United Kingdom. for instance, something like Psibercorps could be a sub-unit
of the Special Air Service (similar to 22nd SAS's elite Counterrevolutionary
Warfare team).

The Pslberocracy
This is the nickname for the govemment bureaucracy that operates the psi

tech programs. Far more than elected politicians, these faceless administrators
in the National Security Council, NationaJ Security Agency, CIA and Pentagon
are the individuals who control govemment policy on psionics and the day-to
day operations of the ESP and Psibercorps. But even within the Psiberocracy,
infonnation on psi-tech is strictly need-to-know. Although it is nOl spelled out,
it is understood that cel1ain people who have talked too much have suffered
unfortunate accidents or have become prematurely senile: "I don't remember'
is a very common phrase among people questioned on the activities of the
Psiberocracy.

Other Government Ps/-Progroms
NASA and the USAF's Space Defense Command routinely conduct psi

experiments on shuttle flights, though the crews may be unaware of the purpose
behind some of them. There have been rumors that the Soviets have deployed
orbital psiborg systems - perhaps as telepathic relay points, perhaps for some
other reason. The Psiberocracy is contemplating a mission that would carry
Psibercorps or NSA telepalhs into range to probe the suspected satellites.

The Navy has considered using psis in anti-submarine warfare, locating
hostile submarines with Telescan and Astral Projection, and in attempts to com
municate with dolphins and whales.

PsiCom is an ultra-secure backup telepathic system intended for use if nor
mal communications networks are disrupted by electromagnetic pulses or anti
satellite warfare. For security reasons_ PsiCom is considering replacing human
telepaths with psiborgs or psionic computers.

The Eugenic Security Pollee
Created under the classified provisions of the Emergency Powers Bill of

1984, the Eugenic Security Police is an arm of the executive branch of the
United States Government. Deputized as Federal Marshals, members of the
ESP are "responsible for monitoring and controlling abnormaJ genetic materiaJ
deemed dangerous to public safety or national security."

If "abnormal genetic material" is defined as individuals with actual or
potential psionic ability, this description is fairly accurate: the Eugenic Security
Police are a covert agency whose mandate is the suppression of non·govern
ment psionic research, the recruitment of freelance psis. and the elimination of

ESP Field Operative
A typical operative is a wholesome

blend of skilled insurance salesman and
FBI Itgcnt - a smooth. reassuring young
man or woman. vcry good at convincing
people to tum themselves or their children
in for their own good.

ST jl:DX 11: IQ 12: HT II.
Speed 5.5: Move 5.
Advantages: Patron (Eugenic Security

Police). Atlraclive. Law Enforcement
Powers.

Disadvantages: Duty (Eugenic
Security Police), Intolerance (psionics).

Skills: Electronics Operation (Psi
Tech)·12. Pistol~13. Psychology-II,
Gcnelics-IO. Karate~12, Beam Weapons
(Neulralizer)-!2. Fast Talk-II.
Shadowing-! t. Security Systems-9. Law
12, Driving (Automobile)- 12.

Weapons and Equipment: Glock-17
automatic pistol or a dan gun kJaded with
Shaller or Monobloc. May be equipped
with other psi.tech up 10 TUO. typically
ponabte psi-dampers. neutralizer beam
weapons. psi scanners. and psilect<X'!i.

The Phoenix Project



Pslbercorps SoldIer
ST 12: OX 13; IQ 12: HT 12.
Speed 6.25; Move 6.
Advanltlges: Suong Will +2; Combat

Reneus; Patron: U.S. Army; Militaf)
Rank 1+.

Disadvantages; Duty (Psibercorpsl.
Fanaticism.

Skills: Climbing-12. Demolitions-IO.
Electronics Operation (Psi·Tech)-15. Fi~t
Aid-II. Gunsl11.1 (Pistol).!], GuostrL1
(Rine)-14. Karale-12. Parachuting-13.
Steahh-J3, Swimming-12, Taclics-IO;
plus three different psionic s\Jlls for one
power at level 14.

Equipmcnl: H&K MP-5 submachinc
gun; Beretta 92 automatic pistol; Kevlar
armor. Psiben:orps has psionic tcchnology
up to TL 11. though TLIO or better devices
are u.~ually ell:perimentaJ. Typical gadgets
mclude psi-drugs. telepathic shield hel
met. psi scanner: gas grenade (filled ",,;lh
Shatter): oeuropsi implant (one psi power
at Power I or 2); helmet or backpack psi
amplifien. One man in every §quad usual
ly carries a heavy psi.weapon.

Tactical Organizatioo: a six-man squad
consisn of two soldiers with neuropsi
implants ror telepathy and two ror psy
chokinesis, with one healer (also with
medical skills) and one esper. "Jump"
squads consisting entirely or telepons are
being considered; presently soldiers have
access 10 standard military vehicles and
are trawed ror helicopter and parachute
deployment.

The PhoenIx Project

those researchers and psis who refuse
to play by the government's rules.
Another function of the ESP is to
screen elected officials, foreign dipl(>.
mats and government bureaucrats for
psionic talent. to ensure that no psi
uses his or her powers to influence the
American government.

The Eugenic Security Police are
well-funded and highly trained and
motivated, with access to the most
advanced government psi-tech. Their
ostensible role is that of a government
watchdog on genetic engineering. This
serves to conceal their activities from
Congress. as well as giving them
broad bipartisan and public support
and explaining their use of scientific
facilities.

Under cover of voluntary anti
drug and AIDS testing in participating
schools, ESP conducts random genetic

sampling to detect children with latent or active psionic powers. Individuals
who test strongly psi-positive are monitored by Federal agents, and are some
times offered lucrative "research scholarships" to "private schools" where they
undergo further testing with a goal toward government service. Uncooperative
individuals risk psychological pressure, including drugs. blackmail and brain
washing. A small anny of legal experts have so far blunted every attempt by
individuals. Congress or the media to probe the details of their operations.

The Eugenics Security Police make dangerous opponents for a psionic
character. Any non-government psi can have them as an Enemy. A whole cam
paign could be built around the attempts of fugitive PCs to escape federal con
trol and forced enlistment into Psibercorps, perhaps with a particular group of
agents in pursuit. The adventurers may try to get hard evidence of illegal ESP
activities, or attempt to rescue other psis from their clutches. Alternately, a
character might be a "good" ESP agent, fighting the Overmind Institute. strug
gling against the machinations of over-zealous or power-hungry superiors who
want to tum the agency into a "Big Brother" type organization and unraveling
the plots of criminal psis uncatchable by nonnal law enforcement.

Available EquIpment
As well as a full range of nonnal intelligence equipment, the Eugenics

Security Police have access to TL9 psychotronic equipment and TLI t anti-psi
devices, detection and testing gear. They can also requisition equipment from
Psibercorps and manpower from the FBl, though are unlikely to do so due to
the loss of prestige and the trading of favors involved.

Pslbercorps
Psibercorps is the nickname for the Pentagon's secret psi-tech combat

force, founded in its present fonn in 1989. Technically known as the Second
Special Operations Detachment Epsilon. it is an experimental unit equipped
with the latest in psionic technology. Psibercorps is most similar in role to the
SEALS or Delta Force, in that it is an elite combat force trained to operate in a
variety of unusual circumstances using special equipment.
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The Psychic Population
The most retiabte estimates suggest

thai one penon in 1.000 is a latent psi.
I'OSSessiDg one Dr more abilities with
Power I and no training. One lD 10.000
may have higher natural abilities (Power 2
to 5) while still remaining lalenl Evcry
five points of Power is rarer by a factor of
10: I in 100,000 has a Power of 6 to 10,
one in 1,000.000 has a Power of II to 15,
one in 10,000,000 possesses a Power of
16 10 20. and only one person in
100.000.000 has Power of21 or 1TlOf'e.

Perhaps 10% of those with psi power
are aware of their ability. and have some
skill in using il; me rest are 1aten1S. This
means that in a city of 300.000 people.
there should be as many as 300 psis - bul
all but a few will be low-powered. and per
haps only 30 will be aware of their ability.

However, these slatistics are in one
sense misleading. Many psis who discover
their abilities will gravitate toward other
psi~, for companionship. training. or self
protection. creating larger cODCentnilions
in a few centCf$. And because a stronger
p<>i is more likely to disoover his own abil
1Iyand try to improve it, the pCIccntage of
lromuJ. psis with hipt Power is far hig~.

Tasked with providing psi-tech support to special operations such as com· \~\'\~:::~
mando raids, reconnaissance. hostage rescue and counter-insurgency, \.
Psibercorps' unique capabilities have often thrust it into unexpected roles and ~

missions. Recent operations involving Psibercorps include the use of ESP psi- , ...--"1
amps to locate and examine the interior of a Soviet nuclear submarine lost in \._..~
Norwegian waters, the use of psi-war techniques to locate and influence the
release of hostages in Lebanon, continuing service as "intelligence specialists" \......!!!j
in Columbia and strategic reconnaissance and strike missions during American
operations in Panama and the Middle East.

Technically, the law forbids use of special operations missions on
American soil, but Psibercorps personnel are often '"detached" to ESP task
forces as "advisors." This has not always proven an easy maniage: their most
not'able failure was an abortive assault on a branch of the Phoenix Project (see
p. 124) in the Rocky Mountains. Faulty preparatory intelligence work by the
Eugenics Security Police led to the escape of the staff and the death or mind
wipe of most of the Psibercorps assault force. Since the Rocky Mountains fias
co, relations between the two government organizations have been poor.

While Psibercorps occasionally makes use of "civilian specialists" - a
euphemism for powerful civilian talents working for the Pentagon - the few
uniformed psis actually part of the unit are relatively low-powered. mainly
because the present administration and the Pentagon do not really trust power
ful psis. Instead, Psibercorps relies extensively on the cutting edge of psy
chotronic technology, including neuropsi implants and prototype psiborgs and
psionic computers of up to TLII, though TLIO or higher devices are likely to
be experimental and possibly highly dangerous! Psibercorps has access to the
full range of psi weaponry and artificial psionic devices, as well as all psi
drugs. Although most soldiers rely on devices or neuropsi implants limited to
Power I or 2. careful training in tactical psi-war techniques and the extensive
use of power boosters such as portable psi-amps and experimental drugs like
Blue Fire and Mind Hype makes Psibercorps soldiers a match for most natural
pStomcs.

Pes may be members (or ex-members) of Psibercorps if they have appro
priate military skills and background. A series of advenlures could be built
around military missions with Psibercorps teams facing a variety of psionic and
normal adversaries - and the vagaries of government intrigue. Alternately,
Psibercorps soldiers could appear as adversaries - the iron fist of the Eugenics
Security Police and the front line of the government war against psionics.
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Phoenix Project
Adventures

E,"('rg~lIce; Nightmares have been
plaguing a local community - lbe same
dream, in several different houses. The
characters investigate and discover the
sourc:e is a crippled girl experimenting
with strong telepathic powers. She is
eager to learn more about her abilities, but
her strict parents do nOI believe in psi. and
puni~h her for making up stories about her
·'dreamwalking." Meanwhile, the night
mares may have attracted the aucotion of
the ESP or Ovennind InstilUte.

TM Guardimu: 1be adventUfCf$ Ieam
of a rogue telepath who is ruthlessly using
his powers to win a coming eJectioo and
take over the city government. Should
they inform !he ESP. or tty to Slop him
themselves?

The Healer: A televangelist's faith
healing turns out 10 be psionic, and the
PCs uncover an Ovcnnind Institute plot to
kidnap and brainwash him in order to gain
conlrol of his growing congregation. But
since the minister fervently believes his
po.....er is divinely inspired. and conside"
p<>i to be the devil's wort. they may ha\'e
trouble proteeting him!

Snatch and Grab: The Phoenix Project
is contacted by a young psi with e~i·
netic powen. When they meet him. they
learn that his parents have been kidnapped
by agents of the Overmind lnstitute. The
agcnts are forcing him to steal duta files
from a secret psi-tech research center run by
me Pentagon. He wants the Pes 10 rescue
his parents from the Project's secret base.
But unk.nown 10 him. his last theft was
detected. and ESP agents are 00 his trail. If
the Pes aren't careful. the ESP may decide
the Phoenix Project is behind the thefts!

The Phoenix Project

PRIVATE ORGANIZATIONS

The Overmlnd Institute
The Overmind Institute (OMI) is a secretive organization of independent

psionic researchers, founded in 1976 by maverick parapsychologists who had
resisted government control. Although it was shut down by order of the
Eugenics Security Police for illegal human DNA and biocybemetic experi
ments, the Overmind lnstitute has secretly continued its operations into the
199Os. using hidden labs across the world.

The ultimate aim of the Institute is to evolve humanity as a psionic species.
Its members are utterly ruthless in their attempt to achieve their goal. Ovennind
scientists are fanatically devoted to their work, with few scruples about experi
ments on unwilling subjects, or even themselves. A recent example of the
Institute's activities is the Mindchild program, intended to explore the develop
ment of artificial psi powers. Several dozen pre·adolescent children, deliberate·
Iy chosen to have no psi potential, were kidnapped and fitted with experimental
brain tissue grafts, neural implants and catalyst drugs to "awaken" their psionic
ability. The few survivors are developing powerful psi abilities, and are current
ly being held for training and indoctrination.

The Institute's psychotIonics are not as advanced as those possessed by
either Russia or United States, but their mundane and bio-psi techniques are
among the most sophisticated in tbe world. Many Overmind researchers are
themselves psis, either as a result of bio-psi treatments or natural abilities.
Psychotronic devices are typically TL8 or TL9. but anificial psi-tech and bio
psi technology can reach TL II.

Allhough devoted to pure science, the Ovennind Institute supports itself by
secretly selling psi drugs and training to outlaw psis, criminal organizations and
third world governments.

The Phoenix Project
The Phoenix Project is a secret organization dedicated to nunuring the birth

of a benevolent "world-mind" which would embrace all psi-users in peace and
harmony. To this end, members attempt to help new psis realize their potential,
while at the same time protecting them from organizations like the Eugenic
Security Police and the Overmind Institute.

Some branches of the Project devote lheir time toward training and teach
ing. Others battle evil organizations and hunt down "rogue psis" who exploit
their powers for criminal ends.

The Phoenix Project has 23 centers scattered across North America, with
more in Europe and the Far East. Finding one can be difficult: most are dis
guised as psychological research institutes, private boarding schools, or even
religious retreats. A typical center has a dozen or so senior members and as
many students, many of them children or teenagers.

In the United States, individual centers spend much of their time tracking
down rumors of psionic activity, in order to warn emerging psis of the lhreats
posed to them by government agencies, criminal psis, and groups like the
Ovennind Institute. The Phoenix Project's policy is to explain the nature of psi
powers to individuals (many of whom may not understand the basis of their
abilities) and to offer training and guidance in their use. Psis are warned against
openly displaying their abilities to avoid attracting attention from those who
would exploit their powers, and are taught to use them for the common good
rather than for their own gain.

The Phoenix Project will assist anyone they feel is a "good" person - and
expect that they will return the favor if the Institute ever needs help in the



future. PCs who share the Project's goals may even wish to join them as stu
dents or staff. Most centers will gladly accept any psionic (after a mind probe to
determine good intentions) as a probationary member or will refer them to
another center needing personnel.

The resources of an individual center vary widely. Most will have psionic
testing gear (p. 59) and all are well trained in psionic techniques such as
Geslalts. If individual members possess connections to government psi·tech
labs or appropriate skills. they may have access to psychotronic or bicrpsi tech·
nology; otherwise, a Project center relies on its members' psionk abilities.
Most members of the Phoenix Project are non·violent, but few will hesitate to
use their powers if innocents are threatened or in self-defense. Defensive tech
niques involve using Mindwipe to eliminate memories of their presence and
mind controlJing opponents into confessing to criminal actions before police.
Students are also trained in defensive martial ans such as judo.

Biotech Chulan
Biotech Chulan is a multinational corporation headquartered in Zurich. spe

cializing in emerging genetic engineering technology. Its president. Moira Van
Deering, is a powerful rogue telepath and psychic vampire. After using her
abilities and excellent business sense to rise to the top of Biotech, Van Deering
went to work on the competition. Using a group of psionic agents she personal·
Iy recruited, she has perfected the use of induslrial espionage for corporate
takeover. Her methods involve using Steal Dreams or Telereceive to gather
inside information, and Telecontrol or Suggest to manipulate hostile executives
into embarrassing situations.

Through contracts for government psi-research in some Western European
nations. Van Deering recently became aware of the extent of the United Stares
and Russia's programs. Determined to exploit this emerging technology. Van
Deering has launched Biotech Chulan on a crash program to develop its own
bio-psi assets. One of its most recent targets was the Canadian cybernetics fmn
Xotech (pronounced "Excrtech"). a major subcontractor for biocybernetic tech
nology used in the Pentagon's neuropsi project.

The Human Alliance
The Human Alliance is a group dedicated to eliminating the threat posed by

psis to nonnal humanity. Its members are aware of the existence of effective psi
powers and of psionic technology, but are ignorant of the consistent program
of psionic research that has been undertaken by government agencies.

The Human Alliance has some 1,500 core members, and operates from an
office in Nashville. It sends its bimonthly I~page newsletter, PSlren, to some
25.000 people who share its ami-psionic attitudes but are not actively commit
ted to the movement.

PSlren regularly warns its readers of the dangers of psi, reporting mysteri
ous incidents, the existence of secret labs. connections belWeen satanic cults.
rock music and mind control and criminal activities allegedly committed
through psionic powers. Historical articles draw attention to the growth of the
Imernational Psionic Conspiracy throughout history. PSlren is available for
$2.25 by mail; a year's subscription costs $12.

The Alliance possesses connections with radical fundamentalists, antj~cult

organizations, groups who oppose animal experimentation and genetic research
and the like. If it discovers a secret psionic laboratory, it can usually call upon
individuals willing to harass workers or even break in and smash equipment.

The Psiberocracy considers the Human Alliance a threat to the security of
its psi-tech program, and as a result has taken covert action to prevent it from

The Dreamshapen
Not all psis belong to the government

Some are just trying to make money!
Dreamshapers is a French company. based
in Marseilles. Its only advertising is by
....'Ofd of mouth. and its clients include some
of the world's richest individuals. Their
product is dreams. For $10,(00 they'll give
you the experience of a lifetime.

Dreamshapers Incorporated is Ihe
brainchild of cybernetics expcn Gerard
Bouchard and his wife Madeleine, and her
uncle, financier Lucien Fabre.

Some clients ask for imaginathe
adventures or erotic fantasies. Others seek
to relive past experiences - perhaps
spending lime with a lost loved one. After
explaining whal kind of experience he
wants. a client dons a helmet and lies
down and is lightly sedated, his brain
rhythms monitored by Gerard's medical
~canners. As he drifts off to sleep. he
begins to dream. bringing his fantasy to
life. And unlike a nonnal dream, he can
control his own actions, and remember
clearly everything that happened!

Unknown to its exclusive clientele.
Dreamshapers relies as much on
Madelcine's telepathy as on her husband's
cybernetic wizardry. Madeleine uses her
Te.len:ceive abilities to draw images from
her customer's minds as they describe
their desires. and then uses JlJusion to
bring life to their fantasies.

Dreamshaper
Adventures

Nightmart!!: A client turns out to be a
powerful spontaneous Iclepath. and traps
Madeleine wilhin his nightmare dream
world. 80th arc now in a deep coma. but
still dreaming. Bouchard hires the charac·
len to venture into the nightmare and find
his wife.

Deadly Dreams: Something has been
giving a succession of clients nightmares
- one almost died of cardiac arresl.
Through her contacts, Madeleine hires the
Pes 10 help her find out why. Perhaps
another telepath is interfering ...

Th~ Drramhuntus: The espionage
branch of a foreign government with a
psi-tech program has learned of
Dreamshapers, and wants to kidnap
Boochard or Madeleine. or steal the plans
for the device. The characters may be sent
to perform the job, or to protect the
Dreamshapers.

The Phoenix Project



Cassie Izumi
30 years old, Oriental, black: hair.

brown eyes; 5'5", 120 lbs. 200 points.
ST 9 (-10), DX 11 (10), lQ 14 (45).

HT II (10).
Speed 5.5, Move 5.
Adwmtages; Attractive (5): Charisma

+2 (10): ESP 2. Fickle-8 (5);
Psychokinesis 8. Full Power in
Emergencies Only (32); Strong WilI+2
(8); Tclcp:l.lhy 16(80).

Disadvarttagu: Enemy. Overmil:ld
Institute, 9 or less (.30): Secret: PSI

Po"",ers (-20): Sense of Duty to Friends C
5); Stubbornness (-5).

Quirks: Animal-rights activist (-I):
Fien::ely independent (-(); Shoo·tempered
(.1): Japanimatioo fan (.\); Wean mirror·
shades (-I).

Pside Effects: Usc of her PK caur.es a
low humming sound (-1).

Languages: English-14; Japanese-12
(H).

Skills: Aspect-II (K): Emotion Sense
II (X): Karate-13 (4); Leadership-IS (4):
Meow 810110'·21 (18): Mind Shield-IS (6);
Mindwipe.11 (Yr). Psi Sense·12 el}:
Research- J4 (2); Seetersense- J2 (I);
Streetwise-J3 (2); Telecontrol-J5 (6):
Telereceive-2 J (18); Telesend- J4 (4);
Telescan·14 (2); Writing.13 (I).

Cassie Izumi discovered her psi abili
ties at puberty. She kept them a secret. and
uses !.hem aggressively in her career as an
investigative journalist and part-time psy
chic investigalOr. A few months ago her
allcmpt to expose testing of poisonous psi~

drugs on animals at a corporate lab made
her the wrong kind of enemies. Needing
allies, she swallowed her pride and joined
the local branch of the Phoenix Project (p.
124). Despite her initial reluctance to join
a group. she has increasingly found her
self assuming a leadership role.

Cassie has 60 disadvantage points. Her
Secret is • campaign-specific disadvan
tage whtch the GM decided all freelance
psi~ must take. so it doesn't count against
the 4O-point limit.

The Phoenix Project

revealing the reality of psi to the public. Human Alliance groups have been
subjecl to FBI, ESP and IRS investigations, and this persecution has forced the
group to maintain a relatively low profile, despite its desire to alert the pUblic.
At the same time, the Alliance's enmity for psis has made it a target of both the
Phoenix Project and the Ovennind Institute. This has merely convinced the
Human Alliance that a wide-ranging National Psionic Conspiracy has infiltrat
ed high levels of the United States government. Occasional discovery of gov
ernment agents equipped with psi powers or psionic technology has only hard
ened this belief.

The Alliance also has the resources to mount a smear campaign against
individuals or organizations it suspects of psionic activity. UnfoTlunately,
their attempts to educate the public about the dangers of psi have been unsuc
cessful. As a result they are forced to use other methods. If they suspect that a
local politician is actually a psi, they will support his political opponents and
try to manufacture evidence to drive him OUI of office - perhaps digging up
charges of corruption. substance abuse or even Satanism. But. while the
Eugenic Security Police has sophisticated tests for psionic activity, the
Alliance depends largely on rumor and guesswork. Much of its energy is
wasted against self-declared parapsychologists and psychics who have little
or no real power.

Some extremists (perhaps a few hundred, perhaps more) with the Human
Alliance are willing to use more violent means against psis. Under the guidance
of the Millennium Council (see below), they have been given access to mili
tary-style weapons and paramilitary training, and act as soldiers and thugs for
the Human Alliance.

The Millennium Council
A small inner circle witbin the Human Alliance. the members of the

Millennium Council possess a more extensive knowledge of psionic powers.
They may have access to some psionic technology, such as anti-psi drugs or
testing gear, and they believe in a coming total war between psis and nonnals.
The Millennium Council is willing to use violence, including assassination,
bombing and kidnapping, in order to achieve the Human Alliance's goals.



Hundreds of books and dozens of
movies and television shows have dealt
with psi powers. This list concentrates on
the treatment of psi in science fiction,
along with related topics like mind trans
fer and dream+shaping machines.

Only a few nonfiction books are
mentioned - those which the author
found most helpful in researching
Psionics. Any good library should have a
parapsychology section for those interest+
ed in delving into the subject.

'" Highly recommended.
"'''' Not directly concerned with

psionics, but deals with a related subject
like dream-scanner technology.
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Comic Books
Allhough most comics deal more

Wilh superpowers then psi abilities, there
are some lhat deal explicilly with psychic
powers, and do il well:

Akira, ESPers, Interface, Mai the
Psychic Girl. Lejentia series, Justy, The
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MOTION PICTURES
AND TELEVISION

Psi has generally fared bener in nov
els and short stories than on celluloid, but
lhe following movies or TV shows can be
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Pyramid is the gaming hobby's hon~
voice! We're your online ~rce for game
reviews, SOlIrce material and background
information for a1l your favorite games ...
Magic, AD&.», Rifts, 8IJtt1d«1t, GURPS,
In Nomine, INWO, Shadow,.,,,., Cas.
Falhmtein, &rtIuIaWII and many more. We
cover card games, computer games, miniature
systems and wargames. Industry news is updated
regularly, whenever it happens.

What kind of articles does Pyramid carry? Check out the samples at our web site
~ you don't have to subscribe to take a peek! But here are some of the things that
ollly subscribers get:

... "Library privileges" in the online archive of back issues.

... Access to Steve Jackson Games playtest material.

... Previews of online projects from SJ Games and other companies.

.&. A message area so you can talk to your feHow readers.

.... Weekly "live chat" sessions with our staff and guest speakers.

• News! Find out what's new, what's
coming soon and what's on the
horizon.

• A complete listing of our games, with
current prices, and the latest support
materials and errata!

• Access to Warehouse 23 (if you have
to ask, you aren't c1e:ued to know).

• A chance to bid on unique items at
the Auction Page.

• [nformation on how to join a mailing
list that supports your game.

• A catalog of all our products,
including T-shirts, pins, key-chains
and pendants.

• And a whole lot morc - all fully
searchable!

go to 0 0 0

•nw.sJoames.com

On Your Pside
When you bought this book you also
bought extensive online support for your
game. At the Sj Games web site
(wwwosjgames.com), you'll find tons of
support material for GURPS (and any
other Steve jackson game) at no extra
(barge. Here arc just a few of the things
you get:

www.sjgames.comlpyramid




