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EMPATHIC SOURCEBOOK

This sourcebook is intended to
give greater depth and more flavor to
the study and use of empathy, the
most effective tool for fighting the
Dark Masters and their spawn. In it,
some explanation and guidelines are
provided for the mysterious proto-
organization known as the empathic
underground—what itis, what it does,
how it is set up. The other chapters of
the book concernthe actual “schools”
of empathic practice that are known
to exist: the neuropathic, the psionic,
thesorcerous, andthe mystical. Each
chapter defines each school and pre-
sents how each discipline uses the
common empathic skills.

Readers will soon notice that of the
four disciplines, only neuropathy re-
quires no training and study, only
practice. Because of this, neuropathy
has some unique penalties; it is the
most mentally dangerous discipline
touse, The other disciplines require a
great deal of education to practice, let
alone master. Characters wishing to
be practitioners in one or more of
these schools must either generate
this study during the character gen-
eration process orlearn it during play.
Neuropathy can be acquired during
character generation, as noted in the
Neuropathy chapter, or gained dur-
ing play. Please note that neuropathy
is considered the default level of Em-
pathy, and is actually a slight refine-
ment onthe empathic skills presented
in Dark Consplracy.

Generatingknowledge of the more
subtle disciplines during character
generation requires a term spent in
empathic study for each discipline
learned. Please note that the psionic
discipline is not compatible with mys-
ticism, and vice versa. Psionics and
sorcerers, and sorcerers and mystics,
have no trouble rationalizing their
views with one another’s, buta psionic
cannotpractice mysticism, and amystic
abhors the coldness of psionics.

The more refined empathic pow-

ers covered in this book represent further developments
in empathic talents that have taken place in response to
the Dark invasion itself. Characters generated under the
basic system must acquire these advanced powers as
part of play (unless the referee allows a character a
specific, retroactive modification). These charactersrep-
resent people not privy to empathic training earlier in
their lives.

New characters can be generated using the empathic
study rules detailed below.

Empathic Study

You learned of the world of thought: that the mind and
will could do things that you used to think patently
impossible. Now, you needed some way to hone the
powers locked within you, to train and guide your poten-
tial. Youfound ateacher, someone who could help youon
your journey.

Entry: Empathy 3+, and at least one empathic contact.

First Term and Subsequent Term Skills: A combina-
tion of 6 levels from empathic skills from one empathic
discipline, and Willpower 1.

Contacts: One perterm, empathic. On aroll of 6+, the
contact is foreign.

Speclal: One or more foreign contacts may be con-
verted to renegade ET contacts. Training in psionics
confers a +1 Initiative bonus at the end of the second term
of psionics training. No money is earned during any
terms spent in empathic training.

Acquiring New

Empathic Disciplines During Play

Psionics, sorcery, and mysticism training require that
the character find a teacher. This can be an empathic
contact converted to a solid contact, or can be a teacher
encountered during play.

Once training starts, the character spends time learn-
ing the basis of the discipline. This training takes a good
eight hours each day, every day, and can last months.
Each month of training, make an Average: (INT+Em:-
pathy+2) test. Once the pupil character succeeds, he has
succeeded in grasping the principles of the discipline,
and may move on to study.

For each further month of study, the character gains
3 skill levels that are applied to the skills of the discipline.
An empath trained as amystic cannot train to use psionic
powers, and vice versa.

Improving Empathic Discipline Skills

A neuropath canalways improve neuropathicskillsas



perthe normal skill improvement rules. An empath from
one of the other disciplines can improve his specialized
skills normally only if he has a teacher whom he sees on
a regular basis for study (at least 40 hours a week),
otherwise skills cost double, as if buying them at a level
above the character's Empathy. This doubling is in
addition to the doubling that takes place if improving the
skill level beyond the character's Empathy score.

Extra Benefit

Once an empath has trained in one of these three
advanced disciplines, the mental penalties of using
neuropathic powers nolonger applies—any mental prob-
lems the character already has remain, but no new
mental problems can be caused through neuropathy.

Some Definitions

The supplement Minlon Natlon included a number of
definitions common to Dark Conspiracy for the edifica-
tion of gamers unfamiliar with the game’s background.
Some of these definitions cleared up speculation astothe
terms in question. In a similar vein, here are some
commonly used but heretofore poorly defined terms
from Dark Conspiracy:

Dark Master, a.k.a. Dark One: A noncorporeal entity
from another dimension and realm of existence which
seems to gain sustenance from human suffering and
similar emotional discharges. While capable of assum-
ing physical form, this state produces a large, weak, and
vulnerable corporeal shell, because physical existence is
alien and uncomfortable to a Dark Master. Furthermore,
Dark Masters are immortal in their native form; physical
formmakes them vulnerable to destruction. There are no
examples of Dark Masters mentioned in Dark Con-
spiracy literature, for none have been or ever will be seen,
unless they wish to die.

Dark Lord: A corporeal entity created by one or more
Dark Masters or by another Dark Lord. A sort of super-
minion, with powers far beyond that of mere mortals,
granted immortality, strength and/or great physical de-
fenses, and set to do its master’s bidding. These entities
can die, too, but are much harder to kill than a Dark
Master. Examples include Fiddleback and Pygmalion
from the Gathering Evil trilogy, the Great Dark One from
Hellsgate, and the Machine Lords of Mechaniaca from
The Proto-Dimenslons Sourcebook, Volume I. Yes,
these are all Dark Lords, subservient to Dark Masters.
Despite their disparate power levels and sizes, they are in
the same category. As can be seen, Dark Lords are not
all created equal, but their purpose is the same: agents
and generals for the Masters (even though they believe
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they act under their own volition).

Dark One: A term used interchangeably for Dark
Masters and Dark Lords. Once, it referred only to Dark
Masters, but with the introduction of Dark Lords who
wield even more earthly power than their masters, the
term came to include them both.

Darkling: A creature or entity of otherworldly origin
working for or at least siding with the Dark Masters.

Minion, Dark Minlon: An intelligent entity, either hu-
man or not, working for the Dark Masters.

Minion Hunter: An intelligent entity, usually human
but not necessarily so, which has devoted its existence to
thwarting the plans of the Dark Masters and their ser-
vants. Also a very good and enjoyable boardgarmne.

Stages of Success

In order to maintain the atmosphere of the game, it is
important for all empathic success rolls to be made by
the referee and kept secret from the player. Players
should be told they have succeeded, but they should not
know the exact stage until they attempt to exploit it, or
their success is revealed by events.

In many specific cases, sensory feedback will reveal
the levels of success. If a character tries to levitate an
object, and can see the object being levitated, success or
failure will be immediately evident by the object becom-
ing airborne (or not, as the case may be). Ideally, the
referee should require players to roleplay these actions
out. If, for example, a character is using Clairvoyance to
search alarge warehouse onthe otherside of a brick wall,
the referee should start with the lowest stage of success
and work the player through it by describing what the
player sees as the radius of vision increases or the range
is increased. This makes a much better game than when
thereferee simply states: “OK...that's a Stage Three...you
can see a five-meter radius at 15 meters away.”

Dimension Walk
No user of Dimension Walk or any of its cascades can
enter, look into, or otherwise observe or manipulate a
proto-dimension unless the user is familiar with that
proto-dimension. This means that the user must either
have been taken to that proto-dimension by someone or
something else, or a complete enough psychic impres-
sion must have been transferred to the user by means of
Project Thought or a similar empathic means. One visit
is enough, and the visit can be voluntary (during em-
pathic training) or involuntary (kidnapping by Dark
Minions, etc.). The user must remain atleast five seconds
in the proto-dimension in order to gain a sufficient

psychic impression to be able to return.
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THE D20 SYSTEM

After extended playtesting, the official system of
Dark Conspiracy and other games using the Twi-
light: 2000 rules system has been changed from a
D10-based to a D20-based system. This system,
while similar in many ways to the system published
inthe PC Booster Kit, is actually quite different. This
new system does not require modification to attribute
stats or skill levels in the character generation process,
and is fully compatible with all weapons in the Twilight
systemn, includingrecoil stats, whichthe systeminthe PC
Booster Kit was not. This D20 system allows for the
samefive distinctivetask difficulty levels of the other
system, but defaulting to controlling attributes is
easier and has a higher rate of success than the old
system, something that can be very, very inportant
in the dark and deadly world of Dark Conspiracy.

D20 CHARACTER GENERATION CHANGES

The rules that follow explain how to create the
range of skill levels necessary for the D20 system.

Basic Attributes: Generate these normally, as
per the basic game rules.

Skill Levels: Generate all skil levels normally, but in
addition record the total of the skill level and its control-
ling attribute. For example, a character with a STRof 9
and a Melee Combat (Unarmed) skill of 7 would record
the skil as “Melee Combat (Unarmed) 7/16,” the first
number being the skill level and the second number
being the total of skill and controlling attribute.

Skill Tests: All skill tests are versus the total of
skill and controlling attribute.

Unskilled Tests: Characters may try to use skills
for which they have no training, by making a test
versus the controlling attribute alone, at one diffi-
culty level higher than normal. For example, Sylvia
wants to shoot a morlock with a pistol, but hasno Small
Amsskill. ShehasaSTRof 6, andis shootingatMedium
range, normally a Difficult: Small Arms test. Since she
isusing a skill she doesn't have, the test defaultsto STR
and rises one level of difficulty to Formidable. This
means that the test is made against half of her STR
(rounding down), and she hasto roll a 3 or less to hit.

Attribute Tests: Referees should be careful in
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assigning difficulties for attribute tests, since these
stats normally only range from 1 to 10. Note, for
example, that Melee Combat Agility tests have been
adjusted for this reason.

Unarmed Combat Damage: Use only the basic
skill level, not the total of attribute and skill, when
multiplying times STR in the Unarmed Combat
Damage formula.

Attribute and Skill Maximums: Attributes are limited
to a maximum of 10 (unless changed by super-science
or unnatural powers, like cyborging). Skills have no
maximum limit; you canimprove a skilltoashighalevel
as the players desire and the referee will allow.

D20 SYSTEM COMBAT NOTES

In the original D10 combat systern, aroll of 9 or 10
resulted in an automatic miss when using missile
weapons. Inthe new D20 system, aroll of 17-20 results
in an automatic miss when using missile weapons.

D20 SYSTEM TASK DIFFICULTY LEVELS

A few comments are worth making concerning
the revised task difficulty levels for the new D20
system. Whenever the term “skill” is used in context
of a task, it means the total of the attribute and skill
combined unless otherwise specified. The ranges
for Easy, Average, and Difficult tasks have been
effectively made one level lower in difficulty than
before; Easy becomes equal or less than 4x skill,
ratherthan merely 2x, and so on. The purpose of this
is to bring the task names more in line with what
players would expect. Now, a character with a skill
level of 10 is virtually assured of success at an Average
task, unless an automatic failure roll occurs.

Converting old difficulty levels to new ones is
simply a matter of comparing the old and new target
numbers, For example, underthe old system, climbing
a sheer rock face with good handholds was an Average
task; that s, theroll wasmade against the base Climbing
skill. Under the D20 system, a roll against the base
skill+attribute is a Difficult task, so climbing a sheerrock
face with good handholds becomes an Difficult task.

Automatic Success/Failure: Inderthe D20 sys-
tem, a natural roll of 1 always succeeds, and a

/
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natural roll of 20 always fails, regardless of skill
level. This gives characters a small chance of
success even at the absolute worst of times, and of
failure even at the absolute best of times. Both of
these are intellectually satisfying, and bring an
element of tension to the simplest of situations.
Outstanding Success: Aroll of 10 points crmore
below the target number results in an Outstanding
Success. The effects of an Outstanding Success are
decided by thereferee, unless specified by therules.
Catastrophic Failure: This is the opposite of
Outstanding Success. If a characterfails in atask by
at least 10, roll again. If the character fails again, a
Catastrophic Failure has occurred (if the character
succeeds on the second roll, then the task is a
regular failure). The effects of a Catastrophic Failure
are decided by the referee, unless specified by the rules.
Combat Task Levels: While tasksin general have
become more easy for characters to accomplish in
the D20 system, combat tasks worked very well
under the D10 system. To maintain the same per-
centages of success and failure in this area, the task
difficulty names have been increased one level, as
summarized on the appropriatetask difficulty tables.

D20 SYSTEM:
TASK DIFFICULTY LEVELS

Level Roll (1D20) |
Easy  <A4x(Skill+Atribute) |
Average < 2x(Skill+Attribute)
Difficult = <(Skill+Attribute)
Formidable ~ <1/2* x (Skill+Attribute)

Impossible  <1/a* x (Skill+Attribute)

*Round fractions down

ADDITIONAL NOTE CONCERNING NPCS
Remember to add the attribute and skill of NPC
skill levels.

WILLPOWER EFFECTS
ON EMPATHIC POWER LEVELS

When calculating Willpower effects on empathic

power levels, only subtract the target's combined
Willpower+INT if it actually has at least 1 point of
Willpower skill. Fortargets that have no Willpower skill
(this includes targets that have had their willpower
depleted by Willpower Drain, no subtraction is made.

OTHER RULES CHANGES AND ADDITIONS

These rules are more in the nature of fine-tuning
rather than substantive changes.

Fear

Dark Conspiracy is a game set in a time full of
fear. This fear is not the panic of shock or surprise,
the adrenal reaction to a threat situation profiled
under “Panic” (Dark Conspiracy, page 77). This is
a worse and more terrifying thing, the primal horror
that lurks within all humanity. After all, being eaten
alive is far more horrible than being shot.

The referee determines the fear situation and -
difficulty level. For instance, suddenly discovering
that the girl (or guy) you're kissing is a bloodkin
would be a Difficult test. On the other hand, being
accosted by morlocks would only be an Easy test—
they’re ugly, but more-or-less normal looking. The
fear level is largely determined by the fearfulness of
the creature. If the fear situation has an appropriate
setup, an atmosphere that has the characters half
frightened out of their wits before they encounterthe
creature, increase the level of difficulty by one level.
If the characters know what they're going to see or
have seen it before, lower the difficulty level by one.

The Feartest is made using Willpower skill. Altena-
tively, PCs may use Initiative as a total skill level, if their -
Initiative is higher than their Willpower skill,

Success allows the character to act normally.
Failure means that the character is frozen in place
with terror, unable to do anything. A terrified char-
acter may use his actions to test again, at one level
of difficulty lower, hoping to snap out of it and do
something. Outstanding Success allows the char-
acter to take one free action immediately, even out
of phase, to react to the situation. Catastrophic
Failure means that the character is panic-stricken
and can only fleefor hislife; if flight isimpossible, the
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character curls into a fetal position and whimpers/
quivers/is otherwise totally useless. A character
suffering the effects of Catastrophic Failure can test
to remove its effects once the source of the fear is
gone (Easy: Willpower or Initiative) or if a friend
motivates him—"Snap out of it!" Slap! (Difficult:
Willpower or Initiative).

This test is made in addition to the normal Panic
test, if the situation calls for a Panic test as well.

Explosive Rounds

Thefollowingrule wasincluded inthe PC Booster
Kit, and clears up a minor problem area in the rules.

When a high-explosive round (HE, HEAT, etc.,
any round with a “C” penetration) hits aliving target,
roll a number of D6 damage dice equal to the
round’s penetration or concussion value, whichever
is greater, and apply the entire damagerolled tothe
hit location that received the impact. After this, roll
normally for concussion and fragmentation for ev-
eryone within the round’s burst radius, as per regu-
lar rules.

Recoil Changes

The following changes are made to the recoil
numbers of certain weapons:

The recoil calculation formula used in the game
did not take into account the fact that certain
weapon designs absorb more of a given round’s
recoil than others. In semiautomatic (SA) and auto-
matic weapons, some of the recoil energy is ab-
sorbed into moving the breech block and cocking
the action for the next cycle. In other weapons, such
as revolvers and bolt-action rifles, the same size
cartridge will have a greater feltrecoil. This principle
has been incorporated into the charts included with
this book, and they supersede all other ratings
charts. Thisrecoil reduction applies only to semiau-
tomatic and automatic fire weapons with a moving
block or slide.

All SA weapons and weapons with a numerical
ROF (fully automatic weapons) reduce their recoil
ratings by a number equal to 10% of the recoil rating
(the 10% is rounded to the nearest whole number).

For example, an automatic weapon with a Burst

-
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recoil of 9 would go down to a Burst recoil of 8 (10%
of 9is 0.9, roundedto 1). An SA weapon with an SS
recoil of 4 would remain at 4 (10% of 4 is 0.4,
rounded to 0).

Melee Combat Rules Additions

Quick Kill Rule: An Outstanding Success in an
Armed or Unarmed Melee Combat roll (or a roll of
1 if the attacker has any appropriate skill at all, but
too low to get an Outstanding Success) cripples the
body areathat s hit by the damage. If hit in the head,
torso or abdomen, an NPC is dead or critically
wounded. Since surprise attacks automatically hit,
roll anyway to see if the hit is an Outstanding
Success (Average: Unarmed or Armed Combat).

: Nonlethal Melee Combat: Sometimes it's more
important to knock someone out than it is to Kkill
them. This can be done with a number of blunt
weapons (unarmed combat, axe, club, garrote,
hatchet, machete, nunchucks, quarterstaff, sai,
spear, sword, tonfa). Nonlethal combat is con-
ducted in the same method as normal lethal com-
bat, but the combatant using it must declare non-
lethal blows. These blows cause no real physical
damage; any damage they cause is checked off as
damage, but goes away after the victim is rendered
unconscious (head, torso, or abdomen receives
enough damage to be “Critical”). Causing nonlethal
damage is a normal Melee Combat task with un-
armed combat, c¢lub, nunchucks, quarterstaff, or
tonfa. With axe, gamrote, hatchet, machete, sai,
spear, or sword, it is one level of difficulty greater.
Example: Joe and Charlie duke it out. Joe has his
fists (STR 8 and Unarmed Combat 7/15; 5 points
Unarmed Combat Damage); Charlie has a hatchet
(STR 5, Armed Combat 4/9). They are trying to
knock each other out. Both have Initiative 3; Charlie
has the agility advantage and goes first. Their fight
is too close for either to try a diving blow. On Phase
4, Charlie tries to hit Joe (Difficult: Armed Melee
Combat, because he’s trying to do nonlethal dam-
age) and rolls a 4, succeeding and hitting Joe inthe
left leg for 3 points of damage. Joe strikes back,
trying to one-punch Charlie by aiming for the head

(Formidable: Unarmed Combat), rolling a 20 but
not achieving Catastrophic Failure. On Phase 5,
Charlie strikes again and rolls a 17 (avoiding Cata-
strophic Failure); Joe punches and misses. On
Phase 6, Charlie smacks Joe's left leg again for 7
points—Joeisfeelingitnow; he's Slightly wounded. Joe
gives up trying his one-punch and switches to steady
beating, hitting Charlie in the abdomen for 5 points.

On the next turn, Charlie and Joe miss one
another in Phase 4. On Phase 5, Joe rolls a 1 and
connects with Charlie’s left leg, crippling it and
forcing Charlie tothe ground. The fight is essentially
over, and no one is really hurt.

Melee Weapons Specialty: Some characters fo-
cus on a particular melee weapon type and become
expert at it. Expertise with a particular weapon can
be gained through extensive practice. To represent
this dedication, players may designate the specialty
weapon as a sub-cascade of the Melee Combat
(Armed) skill on their character sheet. The detri-
ment to this is that Melee Combat (Armed) skill for
other melee weapons will be considered half of the
specialty weapon. The benefit is that the character
may be able to do extra damage with the specialty
weapon. This damage is applied as an additional
modifier to the damage roll for the weapon, and it is
equal to the skill in the specific weapon, multiplied
by the character's Strength and the result divided by
10 (round down). The equation is Damage Modifier
= [Melee Combat (Armed: Weapon Specialty) x
STR}+10.

For example, if Chocko, a Strength 8 character,
has chosen the spear as a specialty weapon and
brought his Melee Combat (Armed: Spear) skill up
to 5, he would gain a +4 to damage rolls with the
spear (8x5+10=4). Chocko's skill with other melee
weapons would be 2 (5x'/2, rounded down = 2).

Vehicles and Melee Combat: Vehicles cannot be
attacked by melee weapons. Not even an axe is
going to do significant damage to a car or AFV.

Ranged Combat
Targeted Shots: Aimed shots can be aimed at
specific target areas, at one level of difficulty
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Only aimed shots may be targeted; if multiple shots
are fired, any shots after the first (or the first three if
using a laser scope and within 40 meters) roll
randomly to see what locations they hit, if they hit.
For instance, a sniper at Medium range aiming at a
target's head would have a Difficult: Small Arms
task (Difficult for Medium range, modified to Aver-
age for aiming, further modified back down to
Difficult for targeting a specific location). Subse-
quent shots in the same action would be counted as
unaimed, striking random hit locations.

This option may also be used for antivehicle fire,
assuming that the aiming action indicates that the
firer is bracing and carefully aiming for a specific
point on the target. If successful, the firer may
choose the area hit, which determines the armor
coverage and the appropriate sub-table—the actual
amount of damage done to the vehicle still depends
on the AV versus Penetration result on the Vehicle
Damage Resolution Chart (Dark Conspiracy, pages
114 and 328). If multiple damage results are indi-
cated, both hit the targeted area

Full Automatic Fire: To determine hits in a burst
of fully atuomatic fire, roll 1D20 for eachroundin a
given burst (the size of the burst is indicated in the
ROF column of the firing charts for a given weapon),
treating each round fired as an Impossible (i.e., '/4
chance to hit) Small Arms skill test to hit. Range
considerations reduce the total number of dice
rolled in a burst, according to the existing autofire
rule. Characters may fire up to five bursts a tumn, as
limited by recoil and their own judgment.

Small Arms Expertise: A character can special-
ize in a specific firearm. This expertise is recorded
with the STR skills, in the blank line left open for
skills. The benefit to the specializationisless chance
to automatically miss and extra “STR bonus” for
controlling recoil.

The following table indicates the benefits and
experience cost of such specialization. Each spe-
cialization must be taken with a specific weapon.
The “level” number is merely a convenient way of
keeping track of what effects have already been
bought. The “XP” column is how many experience
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points each “level” costs (levels are bought sepa-
rately; purchasing Level Il specialization would cost
atotal of 10+12 = 22 XP). The “Auto Miss” column
indicates any change to the automatic miss rule.
The “STR bonus” column indicates the effective
addition to the firer's Strength for purposes of
withstanding the specialty weapon’s recoil.

Small Arms Specialization Chart

Level XP Cost Auto Miss STR Bonus
l?lone - 17'204.,__ S it =
Level | 10 18-20 +1
Level Il 12 19:20 - = w2
Level Il 14 20 +3

Examples: Vanna has STR 5, Small Arms (Rifle)
skill of 5/10, and has spent 10 experience points to
purchase a Level | expertise with her AK-74. Her
skill is listed as “Small Arms (Rifle) 5/10: AK-74 ."
Her skill with allrifles, including AK-74s,is 5/10, but
she gains two benefits when firing an AK-74. First,
if she fires with quick shots at a short-range target
androllsa 17 and a 19, she will hit with the first bullet,
despite the auto missrule, and miss with the second.
Second, her adjusted STRof 6 (herown 5 plus expertise
bonus of 1) is sufficient for her to handle the recoil of two
shots from the AK-74 without fire penalty.

Large-Caliber Penetrators: All API (armor-pierc-
ing incendiary), APFSDS (armor-piercing, fin-sta-
bilized, discarding-sabot) and APFSDSDU (armor-
piercing, fin-stabilized, discarding-sabot, depleted
uranium)rounds arelarge-caliber penetrators. These
weapons each have three or four different Penetra-
tion values. If there are three values, the first is for
both Close and Medium range, the second for Long,
and the third for Extreme. If there are four values,
they are for Close, Medium, Long, and Extreme,
respectively.

The damage column forthese weaponsisonly for
attacks against personnel and animals. Body armor
does not reduce this damage rating. For damage
against vehicles, roll 2D6 and add the total to the
weapon's Penetrationrating. Theresultisthe attack’s
final Penetration value.
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Referees may adjust the total
number of damage dice at their
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discretion to reflect factors such
as soft surfaces (deduct several
dice for landing in soft snow or
mattresses, double the dice for
landing on a metal picket fence
or sharp rocks, etc.).

Falling off or out of a moving
vehicle can also be damaging. If
a character falls off or out of a
moving vehicle, the character
takes damage as if he fell one
meter per 10 meters of combat
move/7 kilometers per hour of
speed.

Example: Frank bails out of a
hovering helicopter at four
meters altitude, landing on nor-
mal ground. Frank takes 8D6
damage, translating into 33
points to three locations (left
leg, head and head). His left leg
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Fal[ing Damoge

Characters falling or jumping from a height may
take damage upon hitting the ground depending on
how highthey start. Thisdamage is equalto 2D6 per
meter fallen, and is distributed according to the hit
location chart as follows: Roll three locations. The
first location takes half the total damage points, the
second location takes one quarter the total, and the
last location takes the remainder. If the same loca-
tion is rolled twice, it takes additional damage
accordingly. It is possible for the same location to
receive full damage.

Damage from falls can bereduced by Agility: Roll
a number of D6 equal to the numerical value of the
character's Agility and reduce the damage by that
amount (removing damage points from locations at
the character's discretion). Unconscious characters
may not use their Agility in this manner, and char-
acters who are burdened may only use half their
Agility (round down) in this manner.

takes 16 points, and his head
takes 17 points of damage. Frank's Agility of 3
allows him to subtract 3D6 from the damage. Frank
rolls a 6. Even subtracting all of this from the head
leaves 11 points there. Frank's head isn’t that hard
(CON 5), and he's unconscious.

The helicopter moves on, and Dave jumps out
when it’s not quite so high off the ground (hopefully
he has a first-aid kit for poor Frank). Unfortunately,
the helicopter is moving fairly swiftly (20 meters
combat move) and Dave doesn't wait for it to stop.
The fall is only three meters, into a big bush (sub-
tracting 1D6 from the fall), so Dave takes 5D6
damage for 7 points to his right leg, 4 points to his
chest, and 3 points to his abdomen. Dave's Agility
is 4, so he subtracts 4D6 from the damage he took.
Herolls 12,and subtractsthe damagefromhischestand
abdomen and takes all but 2 points from his right leg.

Dave then tears his way out of the bush and runs
back to see to Frank, who should learn to rappel out
of helicopters in the future.

EMPATHIC SOURCEBOOK



D20 SYSTEM: COMMON TASK SUMMARY

Empathy Tasks

Situation Task Difficulty

Total Security Easy

Relaxed Environment Average

Normal Stress Difficult

Great Stress, Combat Formidable

Incredible Stress Impossible
Revised D20 Empathic Power Level Table

Power Level* Stage

Oorless No Effect

1-9 Basic Success

10-17 Stage Two

18-27 Stage Three

28-36 Stage Four

37-45 Stage Five

46ormore Stage Six

*Empath’s EMP Attribute + Skill Level + 1D10 - (Target's Willpower + INT)

COMBAT TASKS

Unarmed Melee

*Some weapons have die modifiers.
**Must have object to block with.

Attack Type Difficulty Skill Effect
Strike Difficult  Melee Combat (Unarmed) Damage :
Block Formldable ~ Melee Combat (Unarmed) Avoid Stnke/Lose Action
Aimed Strike Formidable  Melee Combat (Unarmed) Damage Chosen Location
Grapple Average  Agility Controlling “Hits™
Strangling 'Average' ~ Agility  Controlling “Hits”/Damage
Escape Average Agility Remove Controlllng “Hits”
__Avoid DivingBlow  Average  Agility Avoid Diving Blow
Armed Melee
Attack Type Difficulty Skill Effect
| Attack Difficult =~ Melee Combat (Armed)* = Damage =
~ Block Formidable  Melee Combat (Armed)** Avoid Stnke/Lose Action
i _Amed Attack Formidable.  Melee Combat (Armed) Damage Chosen Location

. D20 SYSTEMINTRODUCTION
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Thrown Weapon

Attack Type Difficulty Skill Effect
Throw ~ Difficult ~~~  Thrown Weapon Damage =
Throw, Long Range Formidable Thrown Weapon Damage
Direct Fire Combat
Attack Type Difficulty Skill Effect
\Fire, Short Range Average.  SmallArms = Damage =
Fire, Medium Range Difficult ~ Small Amns ~ Damage )
Fire,longRange .~ rFormldgl:glef s ,_Sl“a“ﬁﬁné Damage ==
Fire, Extreme Range  Impossible  SmallArms ~ Damage
Fire,Quick ~~ +llevel  SmallArms  Damage =
Fire, Target Obseured +1 Level Small Arms Damage
[Fire, Automatic  * B T Damagess B
*See Automatic Fire rules
Small Arms = Appropriate Small Arms skill
Indirect Fire Combat
Attack Type Difficulty Skill Effect
‘Conventional Formidable 'Heavy Weapons* _ Explosive Damage
Hand-Held Formidable Heavy Weapons* Explosive Damage

* L ower of firer’s or forward observer's. Bonuses for repeated fire.

New Melee Weapons

Weapon Rng Hit Mod Damage Weight Price

Brass Knuckles . S O IEME(hDE e 0:2Kg i eaS10(C/C)
_Machete 3 S - 8 -1 ~ 1D6+STR ~1.5kg $50(C/C)
Nunchucks =~ S -1 _1D6+MC(U)D*  1.0kg $100(S/C)
Quarterstaff - L 0 1D6+MC(U)D* 2.0kg B _S_IO(V/\{)____
‘Sai S +1 1D6+‘/2MC(U)D* 0.5kg  S75(R/S)
Sword L 0 ~ 1D6+STR 1.0kg _$350(S/S)
'Sword-cane ele 055 1D6+/2STR 0.7kg . S$500(R/S)
Tonfa S +1 ]D6+1/2LIACD 1.0kg $50(S/S)

*Melee Combat (Unarmed) Damage
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REVISED FIREARMS CHART

(incorporating recoil revisions noted above)

Submachineguns

Weapon ROF Dam Pen Blk Mag SS Brst Rng
N T A e e e T ey B HE e Y S Tt | R e s sy (e oo O
In rarn MIO

SN P Ve 207

2 NIl 1/3 32
SLEeE ll‘hl ~3/4  20/30
WE61/60. e bl NIl o 100 e e 6
5 1 Nil 3

Rifles

Weapon ROF Dam Pen Blk Mag SS Brst Rng
ARSI A e D R S R R e N S B A
AKM

’"WAKMRM"_ Tl ch

G3

XM22 AIW.

XM7 Storm Gun
*w/b:pod

Weapon ROF ~ Pen Blk Mag S§ Brst Rng
1‘86A] st S __10_ s eI : S et :

__" ——"“ 19”; 2-3 Nil
SRR 2B

2-2-3%%
o Sl 223**
% 50 SLAP ammunmon has a Penetratlon of 1- 1 2

Shotquns (Automatic and SA only)
—Recoil—

Weapon ROF Dam Pen Blk Mag S8 Brst  Rng
A R e Y e e [ e S b T e Tt o Rt LYy

5 9 i
Medium* ~  5x101 Nl 3
HEK CAW 5 4 3am 4
Medium* 5x101 Nil

*w/buckshot, see Dark Conspiracy, page 91.
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Most people of the 21st century, if asked, would
explain the new Dark Age they live in as the result
of decadesof global mismanagement by their politi-
cal leaders. They might not put it in exactly such
words, but totheir minds, skyrocketing global popu-
lation and rapidly increasing development of, and
dependence upon, advanced technologies during
the 20th century brought about escalating compe-
tition for unreplenishable natural resources. In re-
sponse, the “haves” of the world entrenched them-
selves legally, socially, and literally against the
“have-nots"—one result being the rise of global
corporations as extranational entities, “above the
law” of national governments. As the new global
structure rigidified, upward mobility became virtu-
ally impossible, and the middle class pretty much
fell apart as its member families spiraled into pov-
erty. As a result of it all, the world returned to
something like a near-feudal state. The hopes of a
few, that humanity could establish a new, enlight-
ened world order based upon shared resources,
tolerance of all cultures, and individual dignity, were
dashed.

What most people of the 21st century do not
realize, however, is the part the Dark Invasion
played in humanity’s current sad state. Secretly
- ‘seizing control of a few key positions and key
figures, the Minions of the Dark worked to thwart all
efforts at a united global solution to humanity’s
problems. When possible, they played upon the
darkest side of powerful people, thereby both bring-
ing about their desired results and further corrupting
their agents. When necessary, they assassinated
those who could not be brought into line, or used
their power to drive such people to financial ruin.

But the Dark Minions’ hold on the world is still
tenuous. Their numbers are limited, and they know
that should their existence become cornmon knowl-
edge, humanity would readily forget all its differ-
ences and band together to wipe the invaders from
the planet. This is a very real danger for the forces
of the Dark. For one thing, many of their number are
too savage and thick-witted to maintain a low
profile, and they serve as a constant source of risk
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that the Dark conspiracy will be unmasked. Worse
yet, there is a slowly but steadily growing number of
humans who have encountered the Dark and have
lived to tell about it—some even who have thwarted
a Darkling plan or two. These “minion hunters” are
beginning to band together and dog the Dark Min-
ions’ heels, threateningto bring the Dark Invasion to
ruin. In places, they have even created a sort of
“empathic underground” dedicated to the dissemi-
nation of knowledge and the eventual eradication of
the Dark Minions.

DIVERSITY

Some individuals have the impression that the
empathic underground is a large, worldwide, or-
ganized group. In actuality, theterm is intended to
represent all cells of resistance to the Dark Inva-
sion. In other words, anyone who fights the Dark
Minions can be considered a part of the empathic
underground.

Consequently, the empathic underground as a
whole is a sort of nebulous web of separate groups
scattered across the world, mostly knowing little
or nothing of other cells, and having little contact
with one another in any case. There is no unified
organization, as there is no central command
structure to establish a unified front.

An individual cell can vary in size from two to
a couple dozen individuals. In most cases, some-
one within a cell will know at least one person in
at least one other cell. This allows information to
be communicated to like-minded and concerned
individuals in other parts of the country or even to
those in other countries.

While most groups will cooperate with one an-
other whentheneed arises, the different cells are not
alike. In fact, the variety that exists among the cells
of the underground is almost as great as the variety
among the forces arrayed against them. In general
though, most cells can be described by a few
categories, based upon their goals, means of ob-
taining their goals, their empathic philosophy, and
the organization of the cell. It should be noted that
each of these types has disadvantages. In some

17



organizations, the members cause one another more
difficulty than the enemy, because they are caught upin
group politics or petty personal differences.

HISTORY

The second misconception that needs correcting
isthat the underground is entirely arecent develop-
ment in reaction to the Darkling invasion. As a
matter of fact, many cells have existed in relative
secrecy forthousandsofyears, althoughtheirmem-
bership, structure, and goals have changed many
times. They have evolved as have their goals, but
some of the groups have nevertheless been around
since before the fall of Rome. There is, for instance,
one cell in Tibet that has existed for many centuries.
Eventhe Masons can claim supernatural interestsin
their origins.

Recently, there has been a profound increase in
the number of empathic underground cells because
of the Darkling invasion. Few present cells can

%)

claim to have existed for more than a couple of
years. Nevertheless, there have been many em-
pathic organizations throughout the centuries. Even
though some of these may no longer exist, much of
what they learned may still be available, and some
of their actions have had far-reaching effects over
the centuries. Knowledge of such things can be used
for or against humanity (if subverts <see page 22>
acquire themn).

If the referee includes ancient cells in the cam-
paign and introduces the players tothese, it will add
a great deal of depth to play, making the playersfeel
themselves to be part of a long tradition.

CLASSIFICATIONS

Empathic underground cells can be generally
classified by four different topics: goals, methods,
empathic philosophies, and organization.

Goals

Hunters: These cells see the role of their groupto
be the extermination of Dark races and their min-
ions. These individuals often walk a thin line be-
tween dedicated watchfulness and paranoia/obses-
sion. They are keenly aware of the threat posed by
the Dark races and their minions. They feel they are
at war, and seek to root out the enemy strongholds
and assets. Their methods vary from group to
group.

Information Brokers: The main focus of these
people is to acquire as much information about the
Dark Ones, their minions, and empathic powers as
they possibly can. They see information as the one
true weapon to be wielded against the Dark Ones
and their minions. They may also play an important
role in communication between various cells. As
long as the majority of humanity is ignorant of the
Dark races and empathic abilities, then the Dark
Lords can do as they wish with only a minimum of
opposition.

Liberators: To many, the empathic underground
ismuch the same as the underground railroad of the
19th century in the United States: people who free
and hide individuals from slavery. Such people are
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devoted to obtaining the release of psychic prison-
ers from the various institutions which have taken
advantage of them. They have a deep respect for
individual freedom. The prisoners of these institu-
tions are in many cases treated like slaves; as
property to be used or treated as their “owners” see
fit. These cells seek out institutions which keep
individuals captive in order to utilize their empathic
gifts. They then free these individuals. They will also
hide individuals from suspicious organizations or
help individuals to sneak out of town.

Trainers: These people feel that in order to com-
bat an empathic threat, those individuals with em-
pathic abilities must be better skilled in the uses of
their powers. They realize that untrained individuals
alsomake tempting targets for unscrupulous or evil
individuals or groups.

Methods

Gunslingers: Gunslingers achieve their goals
through a direct show of force. They carry lots of
weapons and know how to use them. They live by
the saying: “The best defense is a strong offense.”
Gunslingers believe that violent force usually results
in a permanent solution to problems.

Pencil Commandos: These people try to use the
“system” and other nonviolent means to achieve
their goals. Their reasons for avoiding violence
vary: They may be a group of individuals untrained
in combat, orthey may have moral objections tothe
use of violence. Many of these groups feel that to
resort to violence lowers one’s self to the level of
one's enemies. These groups also tend to draw less
attention to themselves and so are less prone to
retributive strikes from the Dark races.

Shadows: These groups are often among the
most successful, but in some cases they are hardly
better than those they wish to defeat. They operate
in the shadows, either acting clandestinely, or ma-
nipulating others to do their work for them (prefer-
ably unknowingly). This helps to keep their identi-
ties secret from the Dark Lords. By the use of these
methods, they prevent their enemies from identify-
ing a target to strike back at.

EMPATHIC UNDERGROUND '

Empathic Philosophies

By the term “empathic philosophy,” we refer to
what a cell perceives to be the nature of empathic
powers. (Thefollowing chapters of this book explain
the most common of such philosophies.) Because
there may be conflicts between individuals from the
different schools of empathic philosophy, most
groups will have empathic individuals of primarily
onetype, if not entirely of that type. A neuropath, for
instance, is likely to be very distrustful of and
perhaps condescending to a sorcerer. The mem-
bers of a group may not all agree however, so mixed
groups can occur. This is actually to the benefit of
the group if the students of the different empathic
philosophies can learn to work together. Their con-
ception of empathic powers will often influence the
nature of the organization.

Mystics: These groups tend be more philosophi-
cal and spiritual. They also tend to be the most
ethical. The ethics of the group may be based on
unusual philosophies or religions, but mysticism is
very important to their utilization of empathic pow-
ers, and this will in turn influence the image of the
group. Mystics believe that true understanding is
intuitive. That means that knowledge isrealized, not
learned; one gradually achieves enlightenment.
Those of amore religious bent believe that the source of
enlightenment is divine in nature, while those of a more
philosophical approach believe that it is the result of
becoming more in tune with life and the cosmos.

Psionics: These groups tend to be very analyti-
cal. They believe that empathic powers are the
result of stimulating neurochemicals in oneself or in
atarget. The change in neurochemical levels in the
target’s body results in an actual, physical change.
Those of this school of empathy believe that knowl-
edge is achieved through logical, scientific analysis
and reason. The members will want quantifiable
data. They thrive on factual, measurable, definable
details and information.

Sorcerers: Sorcerous philosophy states that the
origin of empathic abilities revolves around the
ability to move through dimensions, and to tap the
energies of these other dimensions. Followers of this
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philosophy seem the most arcane. These groups
suffer from a large amount of skepticism and dis-
trust. To most outsiders, sorcery is a trick; mere
slight of hand. This philosophy reminds many indi-
viduals too much of the occult. As a result, sorcer-
ous groups are much more reserved about their
abilities and the nature of these abilities. Addition-
ally, in general, sorcerers have much greater offen-
sive capabilities than mystics or psionics, even
more than neuropaths, This makes themn a greater
threat to the Dark Lords. Because of this, sorcerers
are constantly being hunted down by the minions of
the Dark Ones. And because of this, those groups
that are influenced by sorcery tend to be among the
most dedicated. They are more likely to choose
hunting as the group's goal.

Neuropaths: Because of the nature of neuropaths,
these groups tend to be less consistent in their
philosophies. in general, neuropathic groups are
mistrustful of outsiders, sometimes even other
empathic groups. Neuropaths often view sorcerers
as especially dangerous because sorcerous activity
draws the attention of the Darklings.

Mixed: Such cells have no unifying philosophy
concerning empathic powers; individual members
are allowed to make up their own mind concerning
this issue. Because of their mixed empathic resources,
they are often among the most successful groups,
assuming the members all respect one anothers’ abili-
ties and do niot resort to petty squabbling.

Indifferent: Tothese groups, the nature and origin
of empathic abilities is irrelevant. For them it is
enough that the powers can usethem as ameansto
achieve their goals. Unfortunately, this can be an
irresponsible and potentially dangerous attitude to take.

Organization

In considering the organizational types described
below, it is important to keep two things in mind:

First, while most cells have a primary goal, that
does not exclude their involvemnent in other activi-
ties generally associated with the underground. For
example, most groups will hide individuals from the
Dark Lords or their minions. Nor is a group neces-

sarily prevented from using unusual methods to
achieve an objective, if the members feel that the
situation requires such. For instance, the primary
goal of one group may beto free individuals who are
being held against their will as psychic test subjects.
The members of this cell tend to be law-abiding
individuals who protest the use of violence. They
prefer to obtain information about the illegal activities of
certain institutions and then go through legal channels
toforce the release of the individuals being held captive.
However, this same groupof mildmannered individuals,
upon learning of the location of a group of cobra people
(Dark Conspiracy, page 216), may begin to arm them-
selves with heavy-caliber weapons like a commmando
unit, and launch an all-out assault on this location—their
logicbeingthattheyhavereasonto doubt that members
of the local government will take them seriously. They
may evenfearthatthey will beinstitutionalized orthat the
government has been infiltrated by Igors (Dark Con-
spiracy, page 176). If they have no one else to tum to,
they may feel they have no choice but to resort to
violence.

Second, while there may be a consensus among
the majority of members of any particular cell, it
should be remembered that the cell is made up of
individuals and that individuals will each have their
own personal opinions and personalities.

Anarchic Group: In such groups, there is no real
organization, merely an agreement to help one
another out. These groups are usually the least
effective of all. They are, however, very common.
Often, the members of such a cell refuse totrust one
another, or no one in the cell wants to take orders
from anyone else. On occasion, various such cells
may cormne together to form a larger group, to face
a major threat. This larger group is often formed as
little more than an agreement of mutual interests.
The groupmay recognize the need to cooperate, but
in actuality each cell may feel that its own interests
will suffer in the face of the interests of the larger
group. Orthey feel that they cannot trust a group which
includes individuals who are strangers to them.

Anonymous Alliance: Themembersinananony-
mous group keep their identities secret even from
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one another. They communicate via middlemen or
computers. These groups are comprised of indi-
viduals who feel that the best way to ensure the
safety of individual members is to organize the
group so the individuals do not know one another.
This alsomeans that if any one member is identified,
captured, or compromised, the group as a whole
can still continue. This is a common arrangement for
computer hackers and cother types of people who
commonly use pseudonyms or “handles.”
Anonymous groups have certain disadvantages
to balance off the obvious safety advantages. It can
be a very awkward form of organization: How do
such individuals meet, for example? It is obviously
difficult to set up the cell in such a way that the
identities of allmembers are protected. These groups
may be plagued by poor communication, due to the
necessary safety measures built into the lines of
communication. This is even a problem for hacker
groups; even though communication from com-
puter to computer through a network is fairly quick,
it is only effective if all the concerned individuals are
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near networked computers. Also, these groupsmay
face difficulties achieving their goals. If the group
believes that a direct show of force is necessary, it
will have to bring in outside individuals to accom-
plish the mission, unless one of the members is up
to a solo mission. They obviously can't just meet
and storm a cobra people stronghold, for example;
there is too much of arisk that their identities will be
revealed. And, of course, there are a number of risks
involved in contracting outside help. So by default
these cells tend to be pencil commandos or shad-
ows. They work best as information gatherers.
Members ofthese cells oftenbecome so wrapped up
in the need for security that they become paranoid.

Council: The council form is common among
larger cells. A small group of respected leaders
decide upon the activities of the larger whole. Such
cells can be highly effective. There is a variety of
opinion from the individual council members, but as
long as the council size remains small, they can still
come to a decisionrelatively quickly. Also, different
members of the council often have different fields of




expertise, yielding 2 mix which allowsthe celltodeal
with a variety of situations.

Democratic: In some groups, decisions aremade
by majority vote. Although this form is better than
anarchy, it can still be difficult for the group to core
to a decision, especially if the cell islarge. Factions
often form within the cell. When this occurs, petty
disputes can prevent the cell from coming to a
CONSEensus.

Dictatorial Unit: In such cells, there is one leader
for the whole group. This person wields near su-
preme power over the actions of the group. This is
not necessarily a bad form of organization, espe-
cially if the leader does a good job, and the amount
of power that the cells commander wields can vary
from group to group. But there is always the danger
of the dictator losing sight of the good of the group
or of becoming a megalomaniac. Suchleaders may
have difficulty taking the advice of others, even
when the advisor may know more about the topic in
question. They may fear that this shows they cannot
make a decision.

Electoral Leader: Such cells choose one indi-
vidual to make most of the decisions regarding the
group. This individual wields varying amounts of
power. Again, there can be problems with factions
forming, or individuals may become more con-
cerned with acquiring positions than with the goals
of the group.

Subverts: Thisis a special and, unfortunately, all-
too common type of empathic group. These are
groups whosemembers have been subverted either
by some government or institution or by the Dark
races. As with any other underground empathic
group, there is no such thing as a typical subvert
group. The above classifications must still be consid-
ered, but there are other things to keep in mind also.

How deeply has the group been subverted? In
some instances, only one member of a group has
been subverted. This individual then works to per-
vert or sabotage the efforts to the rest of the group.
In other cases, the entire group may be complete
and devoted servants of the Dark Ones, In most
cases, subverted groups do not believe that they
have been subverted. They usually believe thatthey
have made atemporary deal. Due to the cunning of
the Dark Ones, the subverted group will probably
not be aware of the depth to which they are being
manipulated. Instead, they will probably believe
that the Dark Ones are serving their means. The
Dark Ones often enjoy the irony of these arrange-
ments, almost as much as they enjoy the moment
whenthey reveal to their arrogant and unsuspecting
pawns just who controls whom.

Subverts are perhaps the most dangerous of any
group or type of Igor, astheir empathic abilities allow
them to do things that other Igors may not be able
to. Consider that they may have contact with other
cells who trust them, not knowing that the cell has
been subverted. This allows them to use even non-
subverted cells to serve their masters. As stated
above, subverts are all too common. Humans are
notorious for their willingness to do almost anything for
personal gain, andthe Dark Onescanbevery seductive;
remember that their empathic abiities give them added
insight into an individual’s character.
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REI.MIONﬁ WITH TS

While this has little to do with classifying cells of
the empathic underground, this is nevertheless an
extremely important issue. If a cell has strong
relations with ETs, it will have access to special
equipment, and perhaps other assets, depending
uponthetype of ET involved. However, becausethe
majority of ETs have been subjugated by the Dark
Ones, most empathic underground cells tend to be
suspicious of all ETs. Some groups take this para-
noia to an extreme. They feel that any ET could be
a Dark Minion trying to infiltrate their organization.
In such cases, they deprive themselves of a poten-
tially powerful asset. In the most extreme cases,
they feel there are only two kinds of ETs: minions
and dead ones.

One point that should not be forgotten is that the
ETs have their own impressions of the empathic
underground. And their impression of the under-
ground will greatly effect how relations between an
ET and an empathic underground cell evolve. This
will be discussed in greater detail later.

OTHER ORGANIZATIONAL DETAILS

Besides all ofthe above, one must consider some
things which, while again having little to do with
categorizing a cell, have a great impact on how the
cell functions. One such thing is the size of the
group: How many individuals belong to it? The next
thing to consider is what the resources of the group
are? Do they have a lot of money, equipment, and
influence? What are their relations with other em-
pathic underground groups? The last thing to con-
sider is how active is the group? What is its level of
activity?

Small, close-knit groups are most common, as
they allow a higher degree of efficiency because of
better understanding of the capabilities of individual
members. This size alsoincreases the security ofthe
cell. With less members, there is a reduced likeli-
hood of information or members falling into the
wrong hands. However, small groups are limited in
the types of operations they can carry out, dueto a
lack of manpower.
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The amount of resources available to the group
also defines the capabilities of that cell. A group of
wealthy individuals, or individuals with access to
high-tech equipment, will have an advantage. Their
greater resources will often allow them to be better
prepared to achieve their goals. There are three
types ofresources considered here:finances, equip-
ment, and information sources {a resource that is
often overlooked, but is truly essential). Finances
are often the most sought after by members, be-
cause wealth can usually buy equipment and infor-
mation. This is not always true, however. Just
because a cell has enough wealth to by an armored
attack helicopter doesn’t mean it has the proper
contacts from which to buy it. Similarly, having
enough money to grease a lot of palms doesn't
mean one knows which palms to grease. Informa-
tion includes contacts and other informants, access
to data bases, and accessto well-equippedlibraries.

Relations among various cells vary greatly. The
empathic underground is by no means a happy,
like-thinking fraternity. Individual groups will differ
greatly in their opinions on the priority of various
goals, or the means that should be taken to achieve
those goals. A group of pencil commandos may feel
that gunslingers are barbarians who have lowered
themselves to the level of the enemy. These gun-
slingers may feel that the pencil commandos are
cowards who lack the conviction to do what is
necessary. Finally, as each cell is composed of
individuals, and individuals will each have their own
personality, it is inevitable that there will be person-
ality conflicts. This is perhaps the greatest factor in
the war against the Dark Ones. As long as the
empathic underground is divided over petty issues and
personality conflicts, it will never be able to bring its full
resources to bear against the Dark Ones.

Lastly, all cells are not composed of fanatics
dedicated to fighting the Dark Ones and their min-
ions. While some groups are highly dedicated,
others lack drive. They may agree that there is a
problem and something must be done about, but
they would rather they didn’t have to get involved,
that somebody else would solve the problem.



RANDOM CELL GENERATION

Asthe PCs conduct their own struggle against the
Dark conspiracy, they are likely to encounter a
number of other minion hunters. Each such is, in
effect, a part of the empathic underground, and
every group of two or more is technically a cell. (As
a matter of fact, the PCs themselves form a cell!)

By considering carefully the above information, a
referee should be able to create many different
empathic underground cells, each with their own
particular character. To keep the game interesting,
the referee should strive to prevent the empathic
underground from becoming some collection of
colorless generic groups. However, if the referee
needsto create a cell quickly, the following random-
generation system is included.

Goals
1D6R0il Result
SRR Hinters S i R
lnformann Brokers -
LJberators i

2

3

4 Trainers
e

6

Subverts i ‘
Roll twice; ignore any rolls of 50r 6

Methods

Result
Gunslingers

1D6 Roll

13

45 ﬂl5enic7;l Commandos
"6  Shadows

Organization
ID6 Roll  Result
1 Anarchic Group
2 Anonymous Alhance
ZE3T " Council Six
4 Democratlc Cell
S -
6

~ Dictatorial s
E]ectoral Leader

Size
Result
- 1-6 (1D6) members
1-10 (1D10) members

IDIOROH

2
-3 | 2:20(2D10)members. |
4 6-15(1D10+5) rnernbers

-5 11-20/(1D10+10) members
16-25 (1D10+15) members
~ 3:30 (3D10) members |
~ 4-40 (4D10) members

110-100 (10D10) members |

>100 members
Resources
1D6 Roll Result

ST Mlnama{ Tesources. The ceiLhas

"_.':sets less than $15 000 in annual
assets The cell probablyhas ltttle
_inthe ' way of information: sources
i (1-5genenccontacts noforelgn)
Few resources. The group has
access to between $15,000 and
$20,000 annually in assets and
funds. It has access to some infor-
mation sources, but these are
probably not high quality (1-5
~solid contacts, no foreign). L
: :"'f:Adequate rtesources. The group
~has access to’ between $20, 000
and $50 000 annually ir 'assets
jf.and funds Ithas multlple : hable
-'—mformatlon sources giving it ac-
~ cess to some clasmﬁed or hard-
~ to-obtain mformatzon (1-10 c0n-
ST 'tacts mcludmg one foreign).

4 Averageresources. Thegrouphas
access to between $50,000 and
$100,000 annually in resources.
Its information is of high quality
(2-20 contacts—mostly solid—
including 1 or 2 foreign).
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ID6Roll  Result EXAMPLES OF RANDOM CELLS

Spenbaal Quality resources. The group has For the referee’s aid, the following random cells are

. access to between $100,000 and provided. Another example is covered in the appendix.
R G $500,000 annually in resources. It

= is very' well informed (3-30 con- Durk Pen’rud
s tacts, including 1-3 foreign). Goals: Advance the aims of the Dark races
6 Superior resources. The group has Methods: Shadows

access to over $500,000 annually. Empathic Philosophy: Mixed
It has many superior information Organization: Anonymous alliance

sources concerning a very wide Assets: Superior resources (over $3,000,000)
range of topics (5-50 contacts, in- Size: Five members
cluding 1-5 foreign). Level of Activity: Highly dedicated
Relations with ETs: Sees ETs as tools to be
Level of Activity manipulated.,
1D6 Roll Result Relations with Other Cells: Good; it has man-
1 Low; prefer not to get involved aged to hide its true nature from others. Others
2-4 Medium; will become involved if know it as Pentad Alliance.
the risks are not too great Headquarters: Seacouver
7556 'High;highly dedicated,and wiling =~ Description: This is a group of subverts. The mem-
R totakegreatrisks | bers have aligned themselves with a Dark One in

exchange for increased financial and political strength.

Next, the referee decides upon the group’srela- They are extremely cautious and even more cunning.

tions with ETs, its relations with other empathic The PCs may feel the influence of the Dark Pentad, but
underground cells, and where it is headquartered.  this influence should be extremely difficult to identify.
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A 3

Champions of Conflict

Goals: Special

Methods: Shadows

Empathic Philosophy: Mystical

Organization: Democracy

Assets: Superior resources (about $1,000,000
annually)

Size: Seven members

Level of Activity: Highly dedicated.

Relations with ETs: It sees ETs as a tool.

Relations with Other Cells: It is unknown as a
group to any other cell. Individual members may be
known, however, to members of other cells.

Headquarters: New Boswash

Description: This group believes that a certain level
of conflict presents a challenge that brings out the best
in individuals, that it stimulates growth and improve-
ment. its members may help or hinder other groups as
they see fit. They seek to maintain a certain level of
tension, endeavoring to prevent either side from gaining
theupperhand. They believe that a strongoutsidethreat
will also act to unify humanity. The group usually uses
other groups to achieve its goals. Its members don't
believe that they are the “epitome of evolution,” how-
ever, so they may often be found in the company of a
group that they have organized.

HLF

(Human Liberation Front)

Goals: Hunters; Liberators

Methods: Gunslingers

Empathic Philosophy: Mostly indifferent, but it
strongly distrusts sorcery. “Empathy is a tool.”

Organization: Dictatorial Unit

Assets: Average resources (about $50,000 an-
nually)

Size: 15 dedicated members and 37 associated
members

Level of Activity: Highly dedicated.

Relations with ETs: The group is very distrustful
of all ETs. Its members may react violently to the
sight of an ET.

Relations with Other Cells: Members of this
group do not feel that most other groups are dedi-
cated enough, but they are careful to maintain
strong ties with as many cells as possible. They see
each cell as a weapon that can be wielded against
the ETs.

Headquarters: Chiwaukee

Description: This group lives by the axiom: “You
can never carry too many weapons.”

New Dawn’s Warriors

Goals: Hunters

Methods: Pencil Commandos

Empathic Philosophy: Indifferent

Organization: Democratic

Assets: Adequate resources ($20,000, but they
have Quality information sources)

Size: Four mernbers

Level of Activity: Highly dedicated.

Relations with ETs: The group has none; its
members are aware that most ETs are controlled,
but that there remain some who are free and need
help. They see ETs as victims.

Relations with Other Cells: They are willing to
share information with almost any other cell, and in
turnthey are alwayslocking for additional contacts.

Headquarters: Minneapolis

Description: New Dawn's Warriors is comprised
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of a group of accountants. These accountantstrack
down suspicious groups by examining the compa-
nies’ books. They then turn this information over to
the proper authorities or hire private detectives to
acquire additional information.

Defenders of the Future

Goals: Trainers; Liberators

Methods: Pencil Commandos, Gunslingers

Empathic Philosophy: Psionic

Organization: Council

Assets: Adequate

Size: 17 members

Level of Activity: Highly dedicated

Relations with ETs: Cautious, but it is very
interested in understanding ETs.

Relations with Other Cells: It is on goodrelations
with most other cells.

Headquarters: Boston _

Description: This group tries to train individuals
in the use of their empathic powers so that they can
join the conflict against the Dark Ones. They also
free empathic individuals being kept captive by
various institutions. They prefer to use legal means,
but if these fail. they are willing to resort to force.

HD.AA.
(Human Defense
Advancement Association)

Goals: Information brokers

Methods: Pencil Commandos

Empathic Philosophy: Psionic

Organization: Democratic

Assets: Adequate

Size: 23 members

Level of Activity: Medium

Relations with ETs: Distrustful

Relations with Other Cells: Open, but it wants to
dominate other groups and force all cells into
forming one large network.

Headquarters: LA

Description: This group believes there is a need
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for a national organization to allow for better com-
munication between various cells. Many of the
members of H.D.A.A. are graduates of Berkely and
considerthemselvestobe somewhatmore thoughtful
and insightful than other organizations, and there-
fore best qualified to form this network. To be fair,
they are a bright group. They are very willing to
share information with groups they meet or who
contact them. When this occurs, they always try to
set up some more permanent means of communi-
cation. They are careful, however, to exchange
information in such a way that the exact location of
their headquarters and the identities of their mem-
bers are well protected.

Lords of Commerce

Goals: Hunters

Methods: Any

Empathic Philosophy: Mixed

Organization: Democracy

Assets: Superior ($15,000,000 annually)

Size: Seven members.

Level of Activity: Highly dedicated

Relations with ETs: Distrustful

Relations with Other Cells: This group tries to
dominate other groups it contacts. Otherwise, it
tries to establish friendly relations.

Headquarters: Delocalized throughout the US.

Description: This organization is headed by sev-
eral wealthy corporate leaders. They became in-
volved when they realized that much of the modem
chaos was the result of the activities of the Dark
Ones. Chaos hurts the economy, so they got in-
volved. All are very patriotic, many with military
records, and they see the actions of the Dark Lords
as a sort of invasion. Most of themembers of this cell
are well past their physical prime, but they are
experts at organizing and delegating responsibility.
Combined with theirmilitary experience, thismakes
them a very effective cell. They use whatever means
seem best suited to a particular mission. While
cautious in order to protect their own security, they
try to be as honest and straightforward as possible
with those they employ.
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ETS AND THE
EMPATHIC UNDERGROUND

Perhaps the strongest example of American fas-
cination with extraterrestrials occurred in 1939,
when one radio show re-enacted H. G. Well's inva-
sion of Earth, and caused a minor panic when some
listeners thought it was real. ETs first began to
appear in earnest in 1946, after the end of the
Second World War. During this period and the years

-that followed, there were numerous claims of UFO
sightings. The US government knew the secret
behind these claims, and began public investiga-
tions of the sightings.

The government knew of the existence of ETs
since July of 1947, when an ET scout saucer
crashed near Corona, New Mexico, and extraterres-
trial corpses were recovered from the wreckage.
Government biologists learned much from the bod-
ies, but government engineers could make little
sense of the wreckage. The big secret, however, was
“We are not alone.” Because of the public hysteria
created by the “false alarm” radio broadcast of
1939, and a fanatic desire to secure the superior
technology for the US alone, the American govern-
ment chose to publicly deny the existence of ETs.
Highly publicized investigations were launched, al-
ways with the same conclusions. The findings they
published werethatthemany reported UFOsightings
were the result of mass hysteria. They alleged that
each UFO had a perfectly natural explanation, such
as swamp gas, weather balloons and the like. The
conclusion that was made was that while life, per-
haps evenintelligent life, may exist on other planets,
there was no evidence that any such intelligent life
had ever visited our planet.

Shortly after the crash in 1947, the American
government was contacted by the ETs, and a deal
worked out that became known as “the arrange-
ment” in government circles: The ETs would pro-
vide technological and scientific information to the
American government, in return for the American
government's assistance in keeping the existence
of ETs secret from the populace as a whole.
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began to research the question of extraterrestrial
contact. The results of their studies were mixed.
Some demonstrated that supposed UFO sightings
were the result of overactive imaginations or had
perfectly natural explanations. Othersbecamefirmly
convinced that there was intelligent life out there,
and they had serious concerns about the motiva-
tions of these creatures in visiting our planet.

There are always rumors that ETs visited our
planet long ago. Some say that ETs influenced the
Egyptians, or even that the Egyptian gods were
actually extraterrestrials. Others claim that ETs
were involved in the early stages of human evolu-
tion, It is possible, but not absolutely certain, that
many of the activities or influences attributedto ETs
before the 1940s were actually the work of some
Dark One or its minions.

Everything continued in a state of relative stabil-
ity until 1983, however, when an ET scout party
accidently opened a portal, and unleashed the Dark
invasion (as described in Dark Conspiracy, in the
section entitled “The Doorway to Hell”).



Modern Relations
Relations between the empathic underground
and ETs can best be described by looking sepa-
rately at two different categories of ETs. These
categories approachhumanrelations fromtwo very
different positions, with two very different goals.

Subverted ETs: The subverted ETs serve the
whimsofone Dark Lord or another, sothese particu-
lar ETs are usually working toward the eventual
subjugation of the human race.

Renegade ETs: These ETs fear for their lives and
for their freedom. As escaped members of extrater-
restrial races that have been subverted by the Dark
Ones, they may have seen friends and loved ones
killed or subverted. Now they are hunted. The Dark
Onesarenothappy controlling only most ofthe ETs;
they want to control them all. Now these renegades
must hide not only because capture would mean
death or subjugation, but also because they might
have to fight a friend or loved one in the process.
These renegades know that they only way they will
ever be truly free is if the Dark Lords and their
minions are defeated. They also know that they are
severely outnumbered, and that if they ever wish to
see their families and friends free they will need help
to destroy the Dark Ones. This means they must
seek out allies among the natives of this planet.

They need allies to survive. They will need refuge
from enemies, the elements, and from human para-
sites. They may need assistance in obtaining food
and other necessities. The easiest way to get these
things is from a human willing to help them. Lastly,
it appears that many of them, like humans, need
companionship; it is rough enough to be lonely, but
to be alone and in terror for your life is a horrible way
to exist.

There arethose aliens who are scared and in need
of help that see allhumanity as potential allies. They
view bothlarge institutions and the empathic under-
ground as two major potential sources of assis-
tance. Large institutions (including governments)
look promising because they have vast resources,
manpower and power to be heard. Unfortunately,
many of these institutions have agendas which do

not always coincide with the welfare of society. Such
institutions may likely try to exploit an ET. Or they
may just seek to exterminate the alien, seeing it as
athreat. Occasionally, however, an ET getslucky or
is abletoresearch institutions well enoughto be able
to contact only those which are willing to help.
These ETs are extremely lucky, because they may
have access to much of such an institution’s re-
sources.

Many ETs are afraid to contact large institutions.
There are various reasons for this. They may be
aware that some human institutions have exploited
andkilled ETsin the past. Orthey may fearthat if the
organization is powerful enoughtohelpthem against
the Dark Ones, then the Dark Ones have probably
taken stepsto gain some control overthe institution,
or have at least placed spies in it. Even if there are
no spies within the institution, there is danger of
exposure simply because of the number of people
in the institution. The more people there are, the
more that are likely to learn of the ETs' existence,
and therefore the more likely that, somehow, word
of the ETs’ location will get back to their enemies.
Others will not be so lucky. They may find them-
selves dead, captured by Dark Ones, or exploited by
their “benefactors” (read: captors). Those whoman-
age to escape such a situation will be understand-
ably cautious when next approached by or ap-
proaching humans for help.

The next most useful group to contact then would
be an empathic underground cell. How these ETs
see the empathic underground will depend on what
they have heard or leamned about it and about
humanity, and what interactions (if any) they may
have already had with humans. There are certain
advantagesin contacting an empathic underground
cell. Unless the cell has been subverted, the group
will already be dedicated to fighting the Dark Ones
in some manner. This means that an ET can atleast
avoid having to demonstrate the existence of the
Dark Lords and having to prove that they pose a
threat to humanity. Also, because an empathic
underground cell is usually a smaller, more closely
knit group than a government or corporation, there
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isless chance of word of
such an ET getting
spread outside of the
group and somehow
reaching the ear of a
Dark One. Lastly, a cell
may haveresourcesthat
alarge institution lacks.
-Besides shelter, they will
have individuals with
empathic powers. They
will have contacts. And
most importantly, they
will have information.
The usefulnessofthe in-
formation will vary. If
nothing else, because of
the group's contacts, it {5
canprobably putthe ET @

submit to exploitation, no matter how noble the

NG :
in touch with someone §lgRYAN'[‘ -

or some group that can i

help, and they can warn the ET who not to ap-

proach. cause.

But there are certain disadvantages intrying to
contact a cell of the empathic underground. The
most obvious is, how does one find thern? As the
name implies, most cells are secretive—under-
ground. An ET’s search for such a group may
attract unwanted and perhaps dangerous atten-
tion. There are also certain risks involved even if
one successfully contacts a cell of the empathic
underground. The group members may try to
exploitthe ETto achieve their goals. Eventhough
they may have nobler intentions than some cor-
poration, and their aim may be to thwart the Dark
Ones, it is still exploitation. The referee must
remember that everyone and everything that was
important to such ETs was most likely taken from
them by the Dark Ones. Any friends and family
that these ETs may have had have likely been
killed or subverted. Those that have been sub-
verted are being exploited. It is from such exploi-
tation that a renegade ET is fleeing. So if the ET
can help it, it is very unlikely that she, he, or it will
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Also, there is a very real physical danger to
contacting the underground. ETshave been given a
bad reputation. They have been blamed for almost
every imaginable ill: from the death of Elvis to the
capture of helpless innocents. So it is not too
surprising that their sincere pleas for assistance are
sometimes met with disbelief or even violence.
Also, as somany ofthem have been enslaved by the
Dark Lords and used to commit very real atrocities,
it is likely that any cell will suspect the ET of being
an agent of a Dark One. The reaction of under-
ground groups will vary. Its members may refuse
assistance and chase such poor hunted creatures
away, or they may try to kil them. If an ET is
fortunate, the group will be willing to consider the
ET's story and give the alien a chance. Those
groups that are willing to aid an ET will surely find
that they are well rewarded for their open-
mindedness.

There is one qualifier which should be consid-
ered: Much of the above assumes that such an ET
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considers humanity to be more orless its equal, and
that all must work together in the struggle against
the Dark Ones. But some ETs will believe that
humans are below them. Such individuals may still
associate with humans, but they will endeavor to
make the relationship one in which the humans
servethe ET. Such ETs may cooperate withhumans
to combat the Dark Lords, but will treat the humans
as cannon fodder. This does not mean that such
opinions will be apparent to the humans that asso-
ciate with such an ET.

EMPATHIC PHILOSOPHIES OF TS

Like any other group of individuals who use
empathic powers, ETs have developed ideas on the
nature of empathic powers and theories on how to
develop and use them. Their concepts of empathic
powers are very similar to ours. It is somewhat
surprising, consideringour different origins. Tothose
individuals, both ET and human, who are of a more
contemplative nature, this is clear evidence that
humans and extraterrestrials are less different than
many would like to believe. Some of these thought-
ful individuals have even proposed that empathy
may represent the bridge that will link our societies

into a productive communion, that will lead us all
into a much brighter and productive future. That is
if we do not destroy each other first.

Mystic Els

Humans have a much inflated view of them-
selves. They view themselves as the pinnacle of
evolution. The race is often quite irate when faced
with evidence of its own limitations. Humans have
often embodied their superiority in their religion. In
most popular religions, man is the greatest of
nature's creatures, master/steward of all the world.
Humans then go to great lengths to base this
superiority in some divine order. Imagine such
people’s surprise when they learn that aliens too
have religions and philosophies; that they too
have deities. After this, it is not too surprising to
learn that some ETs have developed mystical
philosophies concerning the nature and use of
empathic powers.

While ET religions and philosophies are by their
very nature alien to us, they share some common
themes with ours. Many ETs believe in a divine
purpose to creation. They often feel that they have
a special function in this purpose. Those alien
religions that possess deities usually depict their
deities as perfect specimens of themselves.

If their religions seem alien, then many of their
philosophies are even more foreign. Philosophy is
the product of philosophers, and as philosophers
are individual beings with their own unique histories,
each will have experienced life differently. Thus, not
too surprisingly, they will interpret it differently, and
thisisreflected intheir philosophies. What is surpris-
ing is that there are any similarities at all. In fact,
there are a great many.

Spiral Centrism: One fairly common philosophy
among ETs is spiral centrism, a philosophy devel-
opedby aradically symmetrical—as opposedtothe
bilateral symmetry of the human body—race called
the S'faelith. Where our body has two of most
parts—two legs, two arms, two eyes, etc., all set to
either side of a midline—these creatures had five
arms, five legs, andfive eyes. Like life on our planet,
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lifeontheirhome planet (Seris) originally evolved in
the sea. Their ancestors, a creature not too dissimi-
lar from a starfish, remained aquatic inhabitants
much longer than ours, so that the S'faelith were
amphibious. They therefore evolved in a world of
constant motion,

Spiral Centrism Is based upon the spiral array
organization of the Milky Way galaxy. Thefounder of
thisrace was one Maer'ith. By profession, he was an
‘astronomer, and in the spiral form he saw an
analogy forlife. This philosophy states that all things
are in constant motion, revolving about a single
center. He called this center a focus. He saw that
where the focus moved, the arms also moved. He
also saw that the arms of the spiral originated
from the focus. From these observations, he
postulated that all things have a commeon origin
and focus, which he called the Great Focus. And
he postulated that all things moved to the will of
this Great Focus. He then applied this philosophy
to everyday life.

Maer’ith said that to be in control of one’s life and
totake control of those things around one, one must
concentrate on peripheries, but grasp the focus. He
said that one must focus one's consciousness.
Practicioners of this philosophy participate in a
great deal of meditation trying to “Grasp the Great
Focus.” From this philosophical movement, a mar-
tial art developed in order to help the students of the
movement achieve enlightenment. It was believed
that by helping the students to gain greater mastery
over their own bodies, this would help them to
achieve enlightenment. In its evolution, the philo-
sophical movement is not unlike the evolution of
many Eastern philosophies on our planet. And like
the masters of these exotic studies on Earth, the
masters of spiral centrism are said to be capable of
extraordinary feats—feats that others would claim
to be impossible, What the students of this philoso-
phy are doing isreaching into the core of their being
and into the astral proto-dimension.

The S'faelith are now gone; their entire race
disappeared. Some say that the Dark Lords de-
stroyed them. Others say that the entirerace moved
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itself far away. Their teachings, however, have long
since spread to other races.

Psionic ETs

This category includes those who interpret em-
pathic abilities as having some “natural,” “real,”
scientific, and measurable nature. Those ETs who
subscribe to this theory tend to look down on the
followers of mysticism and sorcery, to scoff at them.
They equate such movements with superstition. In
general, ETs tend to be more logical than humans.
They are not only more advanced than humans
technologically, but they are also somewhat more
advanced sociologically and psychologically; their
minds have little use for superstition. They do not
see these other movements as separate abilities
from psionics. Rather, they see them as a primitive
means of using psionics. If faced with the fact that
the followers of these othermovements are capable
of utilizing empathic powers, they will come up with
some very logical rationale. For instance, they
might state, “It is well known that the use of psionics
requires great concentration. The meditations of
mystics teach them to concentrate. All the philo-
sophical mumbo-jumbo is irrelevant, or at best a
tooltohelpthem focus. Atits worst, it prevents them
from realizing their true potential.” If questioned
about the fact that each of the three empathic
philosophies tends to excel at different sorts of
abilities, they may begin to quote mathematical
statistics and spout about differences in neural
biochemistry. Most commonly they will say that just
because we haven't found an explanation does not
mean that there isn't one, that there is no reason to
resort to superstitious nonsense,

There will be certain alien neuropaths that will not
only look down upon students of the other two
schools, but may consider them a threat. The
rationale isthat the students of the othertwo schools
are using psionics without proper or complete un-
derstanding of what they are actually doing, and it
is too dangerous for one to be wielding such power
improperly.

Some alien scientists and psionics may find
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students of the other schools as fascinating as
their own. They may want to study them. Some of
the testsmay be somewhat unpleasant forthe test
subject. But they would be necessary for the
advancement of the science of psionics. They
would also study individuals with neuropathic
abilities, but they would probably treat such indi-
viduals much better. Imagine the pleasure of
these scientists when they discovered Earth with
itsless intelligent life forms. Then they discovered
that these humans could also wield empathic
powers. To such ETs, there would not be as many
ethical qualms about using such individuals as
lab animals, as there would be if they were using
members of their own races. Many such aliens
needed little subversion on the part of the Dark
Ones before participating in a conspiracy to
enslave humanity.

Sorcery
With the exception of mathematical dimen-
sional transcendentalism (see below), sorcery is

far less common among ETs than either mysti-
cism or psionics. Sorcery revolves around the
ability to contact and manipulate other dimen-
sions. Here again is an example of parallel devel-
opment between humans and ETs. Like early
humans, primitive ETs had to come to terms with
their environment. They often found themselves
at the mercy of an environment they couldn’t
comprehend. They came to the belief that there
were forces in nature and spirits of the elements.
Early sorcerers learned to utilize these forces and
to make pacts with these “spirits.” Then, asin our
own history, science began to dominate their
culture and magic seemed to disappear. The
exact historical details vary fromrace torace, but
in general the result is the same: Sorcery seems
to disappear, and sorcerers become secretive
individuals who pass on their knowledge to a very
select few. Over time, the number of sorcerers
dwindled, until the present, when there are very
few. Like humans sorcerers, these empaths pose
the greatest potential threat to the Dark Lords.
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For this reason, a sorcerer ET would be hunted
more than any other ET by far. Unfortunately,
use of their power also makes them the easiest
to find.

Itis possible for a society toembrace both science
and magic. Many of the new wave of sorcery on
Earth have demonstrated that the two need not be
mutually exclusive. However, such a society should
be very rare. Early on inthe evolution, a species will
have to decide whether to follow the path of measur-
able science or the more ambiguous field of magic.
These two concepts will often appear to contradict
each other. It is for this reason that very fewraces or
societies would use both with any semblance of
equality. Because science is quantifiable, it is easier
to grasp and, theoretically, would be preferred by
most societies.

EMPATHIC UNDERGROUND

Mathematica

Dimensional Transcendentalism

This movement is unique in that it combines
elements of all three of the above movements.
Human mathematicians and physicists have theo-
rized the possibility of wormholes in space. These
can be seen as tunnels from one place to another
that transcend the space in between. ETs also
theorized the existence of worm holes. One group of
empathically inclined ETs saw this as a possible
explanation for sorcery. They believed that these
wormholes connected not only different points in
time and space in our dimension, but also con-
nected points between different dimensions. Sud-
denly sorcery had a measurable scientific quantity
andbecame somewhat morerespectable. The early
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foundersofthismovementfeltthat this validated the
belief that true understanding of reality revolved
around math. SolikePathagoreasof ancient Earthand
his followers, math took on philosophical and religious
aspectsforthemn. Complicatedmathematical equations
and formulas became their mantras. They recite these
theorems and postulates in order to become more in
tune with the empathic activities they are undertaking.

REFEREE HINTS
FOR ROLEPLAYING ETS

Regardlessof an ET srace, there are two charac-
teristics that the referee must consider if he or she
wants the ET seemrealto the players. Thefirstisthe
ET's alienness; the second, its situation as a hunted
and frightened individual.

ETs are not just humans with funny colored skin
and strange eyes. They may behave surprisingly
similar to humans, but they are still alien. Alien
means foreign, differing in nature or character. The
referee should give the alien certain human-like
qualities so the characters can relate to it. But the
referee should also try to capture the ET's foreign
nature. The creature may not understand human
social structures. It may not understand our family
structure or might be confused by our laws. While
the ET comes from a race technologically more
advanced than ours, it may not have some of our
inventions, or may not use them in the same ways.
Inliterature, for instance, it is fairly common that an
alien does not understand that those things which
occur during a TV show or movie are fictitious, and
therefore are not an accurate account of humanlife.
This will lead such an ET to believe that everyday
people are like those on TV.

Another tool that the referee can use to convey
the impression that the ET is an alien is language.
Either the ET may not speak any human language
or it may speak it differently. If the alien cannot
speak ourlanguage, the PCs must work to establish
some means of communication with it. This pro-
vides ample opportunitiesforroleplaying. One varia-
tion of this theme that the referee might want to

consider is the alien who pretends not to understand
our language. If the PCs do not think the alien
understands what they are saying, they are likely to
react differently and say things they may not say if
they think the alien understands them. This gives
the alien an opportunity to judge the character of
those it has met. It is also enjoyable when the ET
springsuponthe PCsthat it can speak ourlanguage,
and just how much of what the players said was
understood. These seemingly comic moments may
seem inappropriate in such a dark game as Dark
Conspiracy, but they can also be very tense and
challenging to players. And a little humor now and
then will accent the terror later.

The other possibility is that the alien may speak
ahumanlanguage, but differently. Here are a couple
variations of that theme. The alien may only speak
telepathically. Thistoo will be a source of humorand
tension, because the alien may “hear” things that
the character would rather it didn't. Another is that
the alienmay speakthelanguage perfectly—mean-
ing, for instance, that the alien speaks textbook
English. This will seem strange, as very very few
humans speak proper, let alone perfect, English.
Such an alien may have great difficulty understand-
ingthe vernacular—slang or common speech. Such
an alien may also interpret conversations literally.
Or on the opposite side, the alien may use slang that is
strange to us. It is common in literature that technology
andtechnological jargon supply new slang expressions.
One particularly common source of slang in science
fiction is computer jargon, a perfect example of some-
thing that can be used to play up the ET's alien nature,

The other important aspect to remember is that
the ET is hunted. Whatever other things it may be
feeling (hate, revulsion, loneliness), it will also (prob-
ably first and foremost) feel frightened. Such an
individual will always make sure it has an escape
route. It will be constantly looking over its shoulder
for signs of pursuers. Arenegade ET will try to cover
its tracks thoroughly whenever it is out and about. It
will probably also try to stay in the background.
Exactly how much care an ET takes depends on
exactly how frightened or threatened it feels.
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NEW RENEGADE £T CAREERS

The following renegade ET careers are designed
to account for the three primary approaches to
empathic powers.

Renegade ET Mystic

You are a creature without a horne, or at least
without a home that you have ever seen with your
own eyes. You were born on the Mother Ship. Your
parents told you little of your native world, insist-
ing that your future was in this star system, not a
distant planet where at least a millennium had
passed since the ship’s departure.

What your parents did pass on to you were the
teachings that had guided them through their
lives. They taught you how to meditate so that
you could contemplate the wonders of exist-
ence. And they instructed you in martial arts so
that you could learn control and concentration.
You achieved a deep understanding of your
place in the scheme of the cosmos. Through
your meditations, you found peace with the
universe. And by becoming one with the uni-
verse, you began to tap the potential of your
abilities. You began to master the mystical skill
of your tradition.

Then this peaceful existence of meditation and
enlightenment was shattered by tragedy. Like a
plague, the evil influence of a Dark One spread
through the crew of the ship. Only the incredible
minds of your parents protected you from this
influence, and they died so that you might es-
cape. You are now hunted by those you once
called friends.

You have met the inhabitants of Earth, and
have found that many are willing to help you. But
you have also found out that the evil taint in the
universe that destroyed your parents has also
begun to infect human society. You find that you
can no longer trust governments or militaries, as
these were thefirstto be infiltrated. Only your own
wits and understanding, and occasional helpfrom
the empathic underground, has kept you alive
this long.
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Entry: No prerequi-
sites.

Attributes: -2 STR,
-2 CON,+2 EDU, +4
EMP. Note attributes
greater than 10 are
possible for renegade
ETs.

First Term Skills:

Animal Empathy 1

Computer Empathy 1

Disguise 1

Foreboding 1

Human Empathy 1

Melee Combat (Un-
armed) 1

Project Thought 2

Psychology 1

Contacts: One ex-
traterrestrial, one mili-
tary, and one empathic.

Special: This “ca-
reer” is actually the ba-
sic skill lists and at-
tribute modifiers for a
humanoid ET character. No secondary activities
are allowed in this term, but this does not count as
a normal term in career generation. (That is, no
dieroll is made at the end of the term to terminate
character generation.) All subsequent terms must
be taken in other careers.

Because humanoid ETs are very long-lived,
they suffer no adverse effects from aging during
character generation.

Renegade ETs are hunted by the Dark Ones,
and are subject to the same sort of occasional
nasty surprises as are cyborg escapees.

No money is earned during this career.

Renegade ET Psionic
You are a creature without a home, or at least
without a home that you have ever seen with your
own eyes. You were born on the Mother Ship. Your
parents told you little of your native world, insisting
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that your future was
in this star system,
not a distant planet
where at least a mil-
lennium had passed
since the ship's de-
parture,

What your parents
did pass on to you
were the skills that
theyhadlearneddur-
ing their lives. They
taught youhowtoex-
amine a situation
critically. They taught
you to examine the
facets of a problem
and then derive a so-
lution through logi-
cal analysis and ex-
perimental results.
They alsotaught you
how to use other
skills. They in-
structed you in the skills of a psionic. You learned
how, through force of your own will, to stimulate
neurochernical changes in yourself and others. By
changingthisbalance, you found you could achieve
agreatmany things: You could project your thoughts
to others, or even heal the wounded. You were
learning to become a productive and responsible
member of your society.

This quiet but challenging existence of intense

tutelage was shatteredby tragedy. Like aplague, the

evilinfluence ofa Dark One spread throughthe crew
of the ship. Only the incredible minds of your
parents protected you from this influence, and they
died so that you might escape. You are now hunted
by those you once called friends.

You have met the inhabitants of this world, and

though they are undisciplined and often highly

irrational, they have their strong points, and you

have found that many are willing to help you. But
you have also found out that the invasive influence
that destroyed your parents has also begun to infect
human society as well. You find that you can no
longer trust governments or militaries, as these
werethefirstto be infiltrated. Only your own witsand
skill, and occasional help from the empathic under-
ground, has kept you alive this long.

Entry: No prerequisites.

Attributes: -2 STR, -2 CON, +2 EDU, +4 EMP.
Note attributes greater than 10 are possible for
renegade ETs.

First Term Skills:

Animal Empathy 1

Computer Empathy 1

Disguise 1

Foreboding 1

Human Empathy 2

Project Thought 3

Contacts: One extraterrestrial, one military, and
one empathic.

Special: This “career” is actually the basic skill
lists and attribute modifiers for a humanoid ET
character. No secondary activities are allowed in
thisterm, but this does not count as anormal term
in career generation. (That is, no die roll is made
at the end of the term to terminate character
generation.) All subsequent terms must be taken
in other careers.

Because humanoid ETs are very long-lived, they
suffer no adverse effects from aging during charac-
ter generation,

Renegade ETs are hunted by the Dark Ones, and
are subject to the same sort of occasional nasty
surprises as are cyborg escapees.

No money is earned during this career.

Renegade Alien Sorcerer
You are a creature without a home, or at least
without a home that you have ever seen with your
own eyes. You were born on the Mother Ship. Your
parents told you little of your native world, insisting
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that your future was in this star system, not a distant
planet where atleast amillennium had passed since
the ship’s departure.

While your parents were busy seeing to their
duties on board the ship, you were left to your own
devices. It was lonely, but you had a powerful
imagination to keep you company. You found your-
self spending more and more time with your eccen-
tric uncle. You learned what very few others knew;
your strange old uncle was a powerful sorcerer. You
begged and pleaded him to teach you magic. He
constantly refused. But in the end he agreed, saying
that you had finally demonstrated to him that your
dedication and interests were sincere and strong.
From that moment on, your life was filled with
wonder. The training was very demanding, but you
were not bothered, because every day you were
astounded by the mysteries that were revealed to
you. You learned to tap the forces that bind the
dimensions together.

This “magical” tutelage and exploration was
shattered by tragedy. Like a plague, the evil influ-
ence of a Dark One spread through the crew of the
ship. The source of thisinfluence sought out you and
your uncle, bent upon your destruction. Only the
incredible strength of your uncle protected you from
this influence, and he died so that you may escape.
You are now hunted by those you once called
friends, and by your parents. You now know that
creatures called the Dark Ones are the source of the
evil, and they want you destroyed, because as a
sorcerer you are a potential threat to them. You vow
that when you master the skill your uncle taught
you, you will be more than a threat.

You have met the inhabivants of this world and
have found that many are willing to help you, but
you have also found out that the evil taint in the
universe that destroyed your uncle and perverted
your parents has also begun to infect human
society as well. You find that you can no longer
trust governments or militaries, as these were the
first to be infiltrated. Only your own wits and

sorcery, and occa-
sional help fromthe
empathic under-
ground, has kept
you alive this long.
You know that the
Dark Ones place a
high priority onyour
destruction, but you
must survive—ven-
geance demandsit.

Entry: Noprereg-
uisites.

Attributes: -2
STR, -2 CON, +2
EDU, +4 EMP. Note
attributes greater
than 10 are possible
for renegade ETs.

First Term Skills:

Act/Bluff 1

Animal Empathy 1

Disguise 1

Foreboding 2

HumanEmpathy 1

Sorcery 3

Contacts: One extraterrestrial, one military, and
one empathic.

Special: This “career” is actually the basic skill
lists and attribute modifiers for a humanoid ET
character. No secondary activities are allowed in
this term, but this does not count as a normal term
in career generation. (Thatis, nodierollismade atthe
end of the term to terminate character generation.) All
subsequent terms must be taken in cther careers.

Because humanoid ETs are very long-lived, they
suffer no adverse effects from aging during charac-
ter generation.

Renegade ETs are hunted by the Dark Ones, and
are subject to the same sort of occasional nasty
surprises as are cyborg escapees.

No money is earned during this career.
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NEUROPATHY

Neuro: Of, or relating to, the nervous system.

Empathy: The power of making extrasensory
contact with a being or condition outside one’s self.

Neuropathy: The ability to affect things, particu-
larly nervous systems, with the power of the mind
alone.

Neuropathy is the latent ability to psychically
cause a series of effects upon another being or
object. Unlike some other forms of empathy,
neuropathy is fueled directly by the empathic power
of an individual. A great many beings have this
ability to a minimal extent, but most remain un-
aware of it and are never able to develop their
“power.” Generally, it is barely discemnible and al-
most always remains so, manifesting in such mys-
terious things as déja-vu, dream premonitions, and
invasive evil thoughts. As a result of this latent level
of neuropathy, some people go through their lives
believing they are “lucky,” and pay no more atten-
tion to it. But some few become only too aware of
their power and develop it to hazardous and lethal
lengths.

Neuropathy is also a tool of the Dark Ones and
their minions, who are able to develop this power to
dangerous limits. Due to the largely unpredictable
nature of individuals with this “gift,” they prefer to
use unwitting human servantsinthisfield asthey are
not as difficult to control or terminate, should this be
necessary. Dark Minions, especially ETs, can be-
come adept at neuropathy, and the Dark Ones are
pure masters of this power.

Neuropathy has many names—telepathy, teleki-
nesis, ESP. Indeed, for the longest time, neuropathy
and psionics were believed to be the same thing, but
this is not so. Neuropathy can also be misunder-
stood as a school of magic, which it most decidedly
is not. Neuropathy is the power of individuals to
exert their will on the world around them, backed by
misunderstood empathic powers. These powers
can be channeled and harnessed through the other
empathic disciplines, as presented in this source-
book, but purest neuropathy is an instinctive thing;

NEUROPATHY

an individual need not spend years poring over
ancienttomesor studying with ancient masters. The
neuropath merely needs to be aware of his or her
own ability and have the determination to succeed.

Individual neuropaths can master their own abili-
ties, developing specific areas and focusing their will
until they become beings of awesome power. For a
number of reasons, this is a rare occurrence,
Neuropaths invariably suffer from tremendous
psycho-related illnesses, take inordinate risks, and
becometargets of the Dark Ones and Dark Minions,
who seek to use or destroy them.

Whilethe latent power of neuropathy exists within
almost all beings, even animals, itisonly overrecent
yearsthat ithasbecomemorenoticeable. Hundreds
more neuropaths are “awakening” each year and
their ability to “push” their power is becoming
greater. This is not coincidence, but is directly
related to the presence of the Dark Ones.

The Neuropath and the World

The neuropath has almost become a social
sub-class of society in the early 2000s. While the
general populace remains largely ignorant to
their existence, they exist as a definite presence
within the cities across the world. Dormant
neuropaths are much like everyone else; they
manage their lives as best they can and are
capable of living within society without great
difficulty. Many latent neuropaths suspect they
have some form of “higher power” which can
range from just being lucky to the ability to tell if
apersonislying tothem and having premonitions
of future events. Until they are awakened (which
often never happens), they continue normallives,
the secret power within their heads remaining
concealed even from them.

The difference occurs after the awakening, when
they haverealized their potential and have begun to
experiment, The effects of neuropathy often lead to
undesirable mental conditions brought about by
unfocused and unharnessed power within the
neuropath. As they become stronger, their ability to
interact with their environment and fellow human
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beings can weaken; they become shunned, feared
and isolated. Thus, neuropaths drift away fromtheones
they once loved, becoming ocutsiders as those around
them cannot understand themn. This is the curse of the
neuropath, which causes them to suffer and hate the
society that spawned them but will not accept them.

It is wrong to think of neuropaths as strong
individuals, capable of leading dynamic lives and
* using their abilities to forward their career and
complementtheirlife-styles. Theideasof neuropaths
holding down demanding but lucrative corporate
jobs are wrong. Neuropaths will not be found there,
unless they are latent ones. To find the active
neuropath you must know where to look: asleep in
the subways or begging for small change, careening
out of liquor stores desperately unscrewing the top
off a bottle of cheap whiskey, junkies in abandoned
buildings in noncontrolled zones hanging around
the dealers for any narcotic castoffs which will take
their mental pain away—here, among the dregs of
society you will find the active neuropath. Unable to
take the pain of their “gift,” the loss of friends and
others around them who have suffered at the hands
of otherneuropaths (and perhaps eventhemselves),
they have sunk into an oblivion they are unlikely to
recover from. There are some neuropaths who
manage to control their powers and shake off the
nervous disorders that come with them. They real-
ize the dangers of pushing themselves and walk a
fine line, attempting to find the happy medium
between power and humanity. However, these are
few, for with neuropathy comes ambition. Many
awakened neuropathsbelieve they are part of anew
order, a new generation of beings—superior and
more capable than those species who have gone
before. They forget they are human, ignore their
natural human weaknesses, and set off confidently
down a path of peril, ignorant to all but their own
ambitions and only to become another broken mind
incapable of anything but a burning hatred of their
own powers. Due to their very nature, neuropaths
can be easy targets for Dark Ones, with their
promises of untold power and ability to fuel the
greed of an individual. Many are easily captured and

controlled only to be abused and destroyed when
their power wanes or they become a liability. As
always, the Dark Ones rely upon the social misfits
and exploit the weaknesses within them to achieve
their own ends. Some neuropaths are taken in by
those opposing the Dark Ones, and provided with
shelter and sympathy. Neuropaths are part of the
war against the Dark Ones and are valuable assets.

Awakening

Neuropaths are created, not evolved. Aneuropath
doesn't just wake up one morning to discover the
powers of the mind; these powers must be awak-
ened somehow. This process usually takes place in
one of three ways: emotional trauma, physical
trauma, or psychic trauma. Emotional trauma con-
sists of a terrible emotional shock: a tragic loss, pushing
emotional stress to the breaking point, madness. Physi-
caltraumameansahead injury: something getsjogged,
and the mind wakes. Psychic trauma is the direct result
of a psychic invasion by ancther mind (via Project
Thought), and of the struggle to displace the invader.

If a character is to begin play as a neuropath, the
awakening process (described in more detail be-
low) may well have occurred before play begins, as
part of taking the Empathy option while Mustering
Out. If the character is to become a neuropath
during play, the referee can decide this as part of the
continuing game, or trust to random chance. Any
character with an Empathy of 3 or more, who has
fewer than 4 skill points in empathic skills and has
not already started studying one of the other em-
pathic disciplines, can become a neuropath. Each
time the character suffers a terrific emotional shock
(referee’s decision) or suffers a Serious wound tothe
head, there is a chance that the character’s neuro-
pathic abilities will awaken. Have the character
make an Impossible vs. Willpower test. Success
indicates the character’s awakening as a neuropath
(see below for the details). Characters subjected to
psychic invasion via Project Thought who fit the
neuropath criteria as defined above have to make
an Average vs. Willpower test to determine if they
are awakened as neuropaths.
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The process of awakeiing is always a painful
one. Would-be neuropaths suffering from physical
or emotional trauma usually don't notice the pain of
awakening, since they're already suffering from
other misfortunes. An awakening through psychic
trauma is the process where the pain is most
noticed. The pain begins as an intense headache at
the center of the mind and floods outward in aripple
effect until the awakening individual's mind be-
comes a shell of unharnessed empathic power,
ready to burst at any moment. The dormant
neuropath becomes aware of a pain in the head,
which becomes more and more intense with every
passing second. Thisisreflected by a 1-point wound
to the head each turn the awakening neuropath is
subjected to Project Thought. This damage can kill;
if it reaches the Critical level, the neuropath’s head
can explode. A Difficult versus Constitution test
must be passed every turn once the head wound
reachesCritical level to prevent this from happening
and killing the character.

The novice neuropath can fight back using Will-
power. A successful Willpower test versus the op-

posing Project Thought will stop the pain and repair
the injury. The Difficulty level is determined by the
Success Level of the invading Thought Projection:

Success Level . Difficulty

Basic, StageOne  Easy.
Stage Two, Three  Average
StageFour  Difficult
StageFive _ Formidable
‘Stage Six Impossible

Once this Willpower test is passed, the pain stops
and all head wounds caused by the process are
negated, as if they never existed. (Of course, refer-
ees and players must still deal with the effects of the
invading Project Thought that began this process.)
Awakened neuropaths will realize their potential
and begin to understand the power they possess.
From this point on, they will be able to attempt all
manner of neuropathic powers, and if they push
themselves, will become masters of their powers.
They will also subject themselves to the risk of
mental instability which isthe curse of all neuropaths.
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Awakening Bonus
A newly awakened neuropath increases all
empathic skills by 1 level. This applies only to skills
possessed at the time of the awakening, not to any
skills acquired subsequently.

Using Neuropathic Powers

Neuropathy is, in essence, the basic set of empathic
abiltties listed in Dark Conspiracy. These powers are
repeated below for completeness, and some of the
powers are clarified and enhanced. These powers work
in exactly the same way as described in the basic nules,
modified by the new D20 system.

Note: In order to maintain the atmosphere of the
game, all empathic success rolls are to be made by the
referee andkept secretfromtheplayer. PCs should know
they have succeeded, but they should not know the
exact stage until they attempt to exploit it, or when their
success is revealed by events.

For example, Maria the neuropath discovers that
someone she and her brother, Peter, trust is about
to betray them, and decides to warn him by means
of Project Thought. Maria knows she will “feel” that
she has established a link with her brother, but she
also knows she cannot be certain how much infor-
mation has gotten through to him. The best possible
message would be to identify the upcoming betrayal,
andinstructionstoPeteronhowtoprevent it She decides
to play it safe and send the minimal information neces-
sary: amental image of the act of betrayal itself, showing
the perpetrator “red-handed,” and hope her brother is
intelligent enough to figure the rest out for himself.

Pushing

Neuropathshave the ability to “push” their power,
and it is this facet of neuropathy which causes the
psychological damage to them. Whenever neuro-
paths fail their Empathy skill test, they are giventhe
option to “push” their power. Basically, this allows
the neuropath to attempt a Difficult: Willpower test,
and if successful, the character may then re-try the
neuropathic skill roll as normal. This chance to
“push” can only be given once in a given situation, and

iffailed, may not bereattempted against the sametarget
in the same situation. A failed push can often prove
disastrous to the neuropath. If the Willpower test is not
successful, the character is inmediately stunned, and
takes 1D6 damagetothehead.Inaddition, thecharacter
rolls on the Failed Push Table, shown below. If the push
resulted in a Catastrophic Failure, double the die roll.

Failed Push Table
‘Effect

D20 Roll

Bependence
Amnesia
- Aggression’ |
Paran01a

De]u51on

3435 Multiple Personalities
36-38 ~ Psychosis
3940 ~ Catatonia

Each one of these mental maladies is usually
capable of being sclved with psychiatric assistance.
(Unless otherwise noted, a character or NPC with
Psychology skill can counsel the mentally disturbed
character on resolving the problem. At least one
hour a week has to be spent doing this tomake any -
progress. After each four hours of counseling, the
affected character may test to see if he can shake
the problem. This is a Formidable vs. Willpower
(+counselor’s actual Psychology skill level) test. Some
mental problems have altemate methods of solution.
These are listed, with specific problemns as appropriate.

The Push die roll should be made by the referee
and kept secret from the character. The referee
should not reveal the result except during game
play, as it becomes appropriate. For example, if a
character develops a phobia of rats, this should not
berevealed until the character encounters (orthinks
of) a rat. Some maladies may become readily
apparent, others may take time to be detected—
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after all, the word “depressed” doesn’t suddenly
appear on the character’s forehead...

Depression: The neuropath becomes depressed
with life and the world around him, often seeing
futility in all courses of action. He suffers from
regular bouts of hopelessness and fails to see any
hope in existence. Characters are likely to lose any
interest in doing anything but moping; all tests are
one difficulty level higher. Curing this malady may
be accomplished by psychiatric counseling, but an
important success can restore confidence. Each
time the depressed character succeeds at an impor-
tant skill test of Formidable or Impossible difficulty,
the character makes an immediate Difficult: Will-
power test. Success means the character has cheered
up, realizing that his efforts can do some good after all.

Phobia: The neuropath develops an irrational phobia
baseduponthe situationthat causedit (the exact phobia
isup to the referee, Examples: darkness, specific types
of Dark Minions, spiders, heights, monsters in general,
etc.). When confronted with this situation, the character
will do anything to avoid it immediately, and if forced to
remain in this situation, will panic completely, as perthe
new Fear rules on page 8. Curing the fear requires
psychiatric counseling, orthe character canconfrontthe
fear. Eachtimethe characteris exposed tothe source of
the phobia, the character makes an immediate Impos-
sible: Willpower test. Success means the character has
beaten the fear and broken the hold of the phobia.

Compulsion: The neuropath suffers from an cbses-
sive compulsion related to the situation that caused it.
This can range from a compulsion to defeat a certain
person or creature, or even protect sornething. What-
ever the compulsion is, it will become an overriding
feature of the character’s actions and will always be the
most important thing in the character’s life.

Dependence: The neuropath develops a depen-
dence upon a substance of some kind. This can range
‘fromalcoholtodrugstosomethingassily ashard candy.
Thereferee and player work together to determine what
the dependent substance is, and what the effects will be.
Common sense should indicate the most suitable de-
pendence. This can sometimes become a dependence

upon a specific person.
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Amnesia: The neuropath suffers from instant
amnesia whereby memories of past events are
forgotten. These might be recent events, events of
long ago, or a combination of both. Amnesiacs can
even forget their own identity in rare cases. The
length of amnesia is up to the referee.

Treating amnesia is trickier than normal psychi-
atric counseling; usually, each amnesiac has to
recover on his own. Recovering from amnesia is an
exception to the usual Psycholegy counseling rule;
each time the amnesiac undergoes psychological
counseling for a period of a week (at least 14 hours
during that week), or is confronted with great psy-
chological stressortrauma, theamnesiac makesan
Impossible: Willpower test for recovery.

Aggression: Theneuropathbecomesfarmore short-
tempered and prone to violent behavior, often resorting
to violence even when ancther course of action is more
suitable. This behavior may result in an increased use of
neuro-empathic powers, or mighttranslate into physical
actions, depending on the character and the situation.

Paranoia: Neuropathic paranoids believe that
they are the targets of some heinous (and totally
imaginary) plot. The referee should assign a specific
group or organization that the character believes is after
him, based uponthe situation which causedthe disorder
and the character’s history (this can be areal organiza-
tion, or one made up solely for this purpose). Paranocid
characters will develop an unreasoning fear of “them”
and will do anything to ensure ther own safety, often
going to great lengths to achieve this. Parancid charac-
ters will often construct ludicrously complex explana-
tionstofit ordinary events into their world view. Paranoia
requirestwice asmuch psychiatric attention (time spent
counseling the patient) as normal.

Hallucination: The neuropath suffers from regu-
lar hallucinations of a distressing nature and often
cannot distinguish between reality and a hallucina-
tory state. The exact nature of the hallucinations
should be assigned by the referee and involve
something from the situation which caused the
condition. The hallucinations will often cause the
character to see things which are not there, even
seeing friends as foes.

Delusion: Delusionary neuropaths believe them-
selves to be something they are not. This canrange
from being someone else, to the feeling of invincibil-
ity or the belief someone else is actually a Dark One,
etc. The delusions do not go away and once de-
feated will shift to another target. This requires twice
as much psychiatric attention (time spent counsel-
ing the patient) as normal.

Multiple Personalities: The neuropath develops
a number of multiple personalities, as determined
by the referee. Each personality manifests under
certain conditions and will be markedly different
from the others. The referee and player should work
together to determine the “characters” of each
personality, whether they are neuropathic, etc. This
state requires nearly constant psychiatric care, and
the patient only tests every month for a cure.

Psychosis: The neuropath becomes very danger-
ous, losing touch with reality and often violently hostile
to all. To a certain extent, such characters will see
themnselves as invincible and will never believe they are
doing anything wrong. Unpredictability is the key word
here. This requires twice as much psychiatric attention
(time spent counseling the patient) as normal.

Catatonia: Catatonic neuropaths lose touch with
the outside world and completely freeze up, becom-
ing trapped in their own mind. This cannot be cured
through psychology; only the individual can break
the barrier that makes his body immobile. Certain
mystic disciplines can assist in breaking this barrier
(see Mysticism, page 82).

Neuropathic Powers

The following section describesthe powers avail-
able to neuropaths. They are, for the most part, the
same empathic powers profiled in Dark Conspiracy,
although there are a few changes. These changes
are noted in each skill description.

Animal Empathy: Animal Empathy is a sort of
sixth sense that allows a neuropath to perceive the
mental and emotional state of animals. The exact
amount of information perceived depends on the
type of creature being scanned and the power level
of the perceiving character’s success.
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Simple success reveals the presence and basic
emotional state of one creature within a sphere centered
on the sensing character and with a radius, in meters,
equal to the power level of the success. Each additional
stage of success allows the character to improve that
informationinoneofthree ways: (1) Doublethe sphere's
radius for each stage used (i.e., if two stages are used to
increase radius, it is doubled twice, or quadrupled), (2)
revealall creatures of one species, or (3) revealtheexact
emotions and thoughts of a single target creature.

Combining: Neuropaths can combine their efforts to
achieve higher power levels. One neuropath acts as the
focus of the effort, and any other neuropaths wishing to
assist add their power to the focus neuropath’s atternpt.

First, assisting neuropaths must make a Human
Empathy test at one difficulty level higher than
normal to establish an empathic link with the focus
neuropath. Once this is successful, the focus
neuropath makes the skill test for the empathic skill
that the group is assisting. Ifthe skill test is successful,
each contributing neuropath adds power equal to his or
herappropriate empathic skillevel—thislevelisdoubled
if the focus empath achieves an Outstanding Success,
so the power level can attain great heights indeed. The
down side is that if the focus empath fails, each contrib-
uting empath suffers a 1-point wound to the head from
the psychic feedback. And if the focus empath suffers a
Catastrophic Failure, thefocus empath and contributing
empaths all roll on the Failed Push Table.

Certain Dark Minions are thought to have the ability
to combine their empathic powers in this fashion.
Among these are the dark elves, humanoid ETs, and
nukidempaths. Also, humanneuropathstumedto Dark
Minions have used this power for centuries, asthe power
of the “coven” channeled through one skilled focus.

Computer Empathy: With this skill, a character
can sense the flow of data within a computer or
computer network. This allows the character to
react more swiftly to changes in the data flow,
making Computer Operation tasks easier. The char-
acter must be physically touching the computer
{whetherkeyboard, screen, or processor) inorderto
initiate the empathy. When the character makes a
test of this skill, empathic power level determines
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how much Computer Operation is enhanced. Em-
pathic success effects are cumulative; i.e., someone
achieving a Stage Four success enjoys the benefits of
Basic and Stages One to Three success as well.

Basic Success means the character can sense the
interior workings of the single computer that is being
touched, revealing any interior damage or problem
areas in its electronic flow. Stage Two success allowsthe
characterto empathically “read” any datathe computer
is accessing, which lowers the difficulty rating of all
Computer Operation tests that the character is doing by
one level (and you could even read the computer's
readout without looking at the screen). Stage Three
success allows the character to sense the interior work-
ings of any one computer to which his own is connected
(by modemn or in a network, for instance) orto “read” all
the data stored withinthe computer beingtouched, even
data which is not currently being accessed. Stage Four
successmeansthe character can “read” any data being
accessed by a computer in contact with the one he is
touching. Stage Five success allows the character to
“read” data stored in that distant computer. Stage Six
means the character can perform Computer Operation
tasks at two levels of difficulty lower than normal.

Dimension Walk: Dimension Walk is the same as
the skill listed in Dark Conspiracy and israre among
neuropaths, but referees may allow characters to
acquire it if desired. Using Dimension Walk, a charac-
ter can open a portal to ancther proto-dimension.
Neuropaths use this skill primarily for “rapid transit,” but
itisrarely used by thembecause suchuse canattractthe
attention of the Darklings. Users of Dimension Walk
must make a task roll to avoid detection (see the
Dimension Walk Detection Table in the Sorcery chapter,
page 70) in addition to the normal task roll to open the
portal. Stages of success are as follows:

Stage One allows the creation of a portal just
large enough for the creator, who is immediately
drawn through. Stage Two allows the portal to be
held open for a full combat phase after the initiatior
passes through. Stage Three holds the portal open for
twophasesaftertheinitiatior passesthrough. Stage Four
allows the portal to remain open for the number of
phases equaltothe creator’s Dimension Walk skill rating
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(at least two phases). Stage Flve doubles the time
allowed in Stage Four. Stage Six allows the creation or
destruction of a permanent portal.

Note: No user of Dimension Walk or any of its
cascades can enter, look into, or otherwise observe
or manipulate a proto-dimension unless the user is
familiar with that proto-dimension. This means that
the user must either have been taken to that proto-
dimension by someone or something else, or a
complete enough psychic impression must have
been transferred to the user by means of project
thought or a similar empathic means. One visit is
enough, and the visit can be voluntary (during
empathic training) or involuntary (kidnapping by
Dark Minions, etc.). The user must remain at least five
seconds in the proto-dimension in order to gain a
sufficient psychic impression to be able to retumn.

Dissolution and Plant Empathy: Neuropaths do not
ordinarly practice these skills—they are left to the
Darklings. Referees who wish to allow characters to
acquire these skills should follow the guidelines outlined
on page 210 of Dark Conspiracy regarding Darkling
contact and Darkling empathic skil aquisition.

Empathic Healing: Empathic Healing allows char-
acters to improve the healing rate for wounds they
have taken. Basic Success reduces a wound's
healing time by one day, and each additional stage
of success lowers that time further by one day (with
a minimum healing time of one hour).

An empathic healer may also attempt to enhance
healing of ancother creature’s wounds. First, the healer
must make a successful Human (or Animal, as appro-
priate) Empathy test to establish contact with the
patient. The success of this test then serves as a
limitation to the success of Empathic Healingteststo be
made for each wound: Any Empathic Healing suc-
cesses are limited to the level of Human/Animal Empa-
thy success. For example, if an empathic healer estab-
lishes Human Empathy contact at Stage Two, no
Empathic Healing successes would be allowed to have
more effect than Stage Two success.

Note that only one Empathic Healing test can
ever be performed for each wound. If an Empathic
Healing test on a wound is a failure, then that wound
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cannot be empathically healed by that empath.
Another empathic healer could try, though.

Foreboding: Characters with the Foreboding skill
are prone to receiving impressions of events before
those events actually take place. Sometimes this
mild precognition happens days before events occur;
other times, it is merely a second's worth of warning, a
sort of “danger sense.” The prescience might manifest
itself as a dreamn, or as a waking hunch—terribly clear
with each detail printed on the character’s memory, or
hauntingly vague, without details. The exact results are
uptothereferee’s discretion, based upon story situation
and the quality of the Foreboding success level.

Human Empathy: Human Empathy is sirnilar to
Animal Empathy, exceptthatit allowsacharacterto
perceive the mental and emotional state of other
humans rather than animals. The exact amount of
information perceived depends upon the success
level of the Empathy skill test.

Basic Success reveals the presence and basic emo-
tional state of one person within a sphere centeredonthe
sensing character with aradius of the character’s power
level in meters. Also, if the target being sensed is a
neuropath, any other empath can detect this immedi-
ately from the unconcealed psychic power inthe target.

Each additional stage of success allowsthe empathic
character to improve that information in one of three
ways: (1) The radius of the sensing sphere can be
doubled for each stage used (i.e., if two stages are
used to increase radius, it is doubled twice, or
quadrupled), (2) anadditional person canbe sensed,
or (3) the level of perceived mental activity can be
increased, proceeding from emotional state to sur-
face thoughts, then to deeper thoughts.

Note that a referee may impose additional levels of
difficulty based on specific situations.

Project Emotion: The Project Emotion skill allows a
character to use an empathic link to instill emotions in
other creatures. Inorder tousethis skill, first an empathic
link must be established, using Animal Empathy or
Human Empathy, as appropriate. The success level of
the appropriate Empathy skill limits the successlevel of
Project Emotion attempts. Note that if the target’s
Willpower causes the attempt to fail (generating a total



power level of 0 or less), the target will feel the emotion
but will recognize it as originating outside of itself.

Basic Success with this skill means the target must
make an Easy test versusintelligencetoavoid actingthe
emotion out. Each additional stage of successincreases
the difficulty of the target's Intelligence test by onelevel.

Project Thought: Like Project Emotion, Project
Thought requires an empathic link to be established,
usingtheappropriate Empathy skill. Only simplethoughts
may be communicatedtoanimals (like “climbthetree,”
or “attack the man to your left,” for example). With
human targets, the amount and quality of information
communicated depends on the success level of the
empathic character’s success.

Basic Success meansthat a single, simple sentence
may be communicated (like those communicated to
animals). A Stage Two success allows the empath to
project a ghostly, transparent, two-dimensional vision,
or communicate one long, involved sentence/thought.
Stage Three success makes the vision opaque and
three-dimensional, or pemits the communication of
twolong, complex sentences. Stage Fouradds auditory
effects to the vision, or allows prolonged mental com-
munication (as if the empath were talking to the target,
in the target's mind). Stage Five success makes the
illusory vision real to all senses except Empathy, or
allows the empath to communicate thoughts to the
target. A Stage Six success allowsthe empath to control

the target like a puppet. Like Project Emotion, if the
target’s Willpower lowers the empathic power level to 0
orbelow, thetarget willrecognize thethoughtsascoming
from an outside source.

Willpower Drain: Sometimes, in order for an em-
pathic link or attack to succeed, the target's high
Willpower must be lowered. Willpower Drain allows a
character to lower a target's Willpower temporarily.
Usingthe skillrequires a Difficult testofthe attacker’s skill
level (Willpower Drain skill+INT), minus the target’s
Empathy, and each stage of success lowers the target's
Willpower by 1 point for the duration of the encounter.
Often, several successive successes are needed to
“soften up” the target enough to allow other empathic
skills to work (but, as mentioned above, the attacker
cannot know exactly how many). The target's mental -
state is affected by this attack; he feels tired, depressed,
sad, or just apathetic, as its Willpower is beaten down.

Willpower Drain only drains the defender’s Willpower
skill points, not the points added by the character’sINT
attribute. Once the defender’s Willpower skill points are
nullified, the Willpower skill level drops to 0, since there
is an effective skill of 0 and there is no Willpower default
for purposes of empathic power levels. Depending on
the circurnstances, the referee may chooseto adjust the
Willpower Drain’s difficulty upward or downward to
account for such things as a wounded defender or
attacker, a captive or helpless target, etc.

NEUROPATHY SKILLS CHARTS
Animal Empathy

Task Type Difficulty Skill Notes
lotal Security . ~ Easy " Animal Empathy+EMP -
Relaxed Average Animal Empathy+EMP —
Normal' Stress™ ' Difficult ‘Animal Empathy+EMP ' -
Great ! Stress._ - Formidable Animal Empathy+EMP _
Incredible Stress’ ' Impossible _ Animal Empathy+EMP =
Computer Empm‘hy

Task Type Difficulty Notes
Total Security Easy 5 ComputeL_Eggpaﬁmya-EMP_ : —
Relaxed Average Computer Empathy+EMP —
Normal Stress= Difficult 'Computer Empathy+EMP -
Great Stress Formidable Computer Empathy+EMP —
Incredible Stress Impossible ~ Computer Empathy+EMP —_
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Dimension Walk

Task Type Difficulty Skill Notes
MotalSecurity. =~~~ Easy ~  DimensionWalk«EMP === —
Relaxed ~ Average ~Dimension Walk+EMP =
NormalStress. Difficult Dimension Walk+EMP. 5 -
GreatStress _________ Formidable  Dimension Walk+EMP —

- aStress ~ Impossible __Dimension Walk+EMP —

Empathic Healing

Difficulty Skill Notes
Easy ~ Empathic Healing+EMP. e
~_Average ~ Empathic Healing+EMP ~  —
__ Difficult Empathic Healing+EMP e
Forrmdable ) Empathic Healing+EMP ~ —
lmpossible ~___ Empathic Healing+tEMP ~ —
Foreboding
Task Type Difficulty Skill Notes
TotalSecurity ~ ~~ Easy Foreboding+EMP =
Relaxed ~ Average ~ Foreboding+EMP —
i ress.  Difficut ~ Foreboding+EMP Z —
Forrmdable Foreboding+EMP =
“lmpossible ' Foreboding+EMP. - —

Human Empathy

Difficulty Skdll Notes
- Easy Human Empathy+EMP _ —
) Average - Human Empathy+EMP ~  —
{Norm: s  Difficult Human Empathy+EMP e
Gﬁu_tﬂSt[gPsg‘ - Forrmdable - Human Empathy+EMP  —
incredible Stress  Impossible Human Empathy+EMP e
Project Emotion
Task Type Difficulty Skill Notes
[TotalSecurity ~ = Easy = Project Emotion+EMP —
Relaxed Average Project Emotion+EMP —
mm " Difficat  ~ Project Emotion+EMP —
R Formidable Project Emotion+EMP —
. Impossible Project Emotion+EMP —
Project Thought
Difficulty Skill Notes
TEesy.. 0 Project ThoughtsEMP e
- Average Project Thought+EMP =
_ Difficult ~__ Project Thought+EMP a —
Formldable Project Thought+EMP 7 —
eredible Stieas " mpossible | Project ThoughteEMP. | —
VWillpower Drain
Task Type Difficulty Skdll Notes
WillpowerDrain. ~ Difficult  Willpower Drain skill - target's EMP =
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PSIONICS

Humanity has long known that it possesses powers
ofthe mind, powersthat can accomplish amazing feats.
These powers can be channeled and mastered, but not
fully understood. They cannot even be effectively mea-
sured and metered, but they can be used with no more
effort than the strength of mind over maitter.

Inthelate 20th century, these powersbecame the
subject of intense study. At first, neuropaths were
the test examples, but their powers provedtobetoo
wild, too unpredictable for the consistent, steady
results that scientific research demanded for a data-
base. Gradually, this research moved into the area
of psionics: pure, controlled powers of the mind.

This research has resulted in learning, through
trial and error, the correct ways to train a person
inusing mental powers to affect the outside world.
As could be expected from rules arising from
scientific research, the methods are very precise,
constant, dry formulas, learned by rote until they
become reflex. Because of the utterly clinical
philosophy of their discipline, psionics are logi-
cal, analytical, practically emotionless people (at
least while practicing their science), who think
quickly and rationally.

Psionic practitioners once used the Greek letter
Psi (W) as a recognition symbol, and often refer to
their powers as psi powers.

An Unsolved Mystery

The one question which dogs every psionic is the
fundamental question of the entire realm of study.
Why does it work? How does it work? Science does
not know. Based on research and the available
evidence, the best theory is that, in certain people,
specific and seemingly unrelated parts of the brain
generate extra activity when stimulated correctly.
This activity has external manifestations in psionic
phenomena. The effects of the manifestations seem
to be more pronounced if the subject has a better
working knowledge of the functions and properties
of the target. Based on this principle, psionics are
trained about the workings of the mind, psychology,
and current theories of specific psionic phenomena.

PSIONICS

It seems to work, since an educated psionic can do
things an uneducated one cannot. Informed psion-
ics appear to be able to reach out to the root of the
target’s being and function, concentrating on the
basics of the target and the effect desired.

The neuropath, the mystic, and the sorcerer
marvel at the ease with which the psionic does his
empathic feats. There is no feedback, no backlash,
and there are no lengthy rituals to perform. A
psionic’s powers are as swift as thought itself, and
psionics think fast. They cannot do some of the
specialized things available to the other empathic
disciplines, of course, but what they can do, they do
faster and better.

Different Strokes

Dueto the exhaustive intellectual training neces-
sary for psionics, practitioners of this discipline
cannot be trained for the mystic arts and vice versa,
as that philosophy runs directly counter to psionic
training. The mystic dismisses details, seeking to
abandon rationality until reaching the core of exist-
ence, becoming one with the universe by forgetting
the self. A psionic is keenly aware of every aspect of
his physical self, and of the realities of the things he
wants to affect. The mystic sees the essence of the
target, whilethe psionic seestheinner workings; thetrees
rather than the forest. Mystics view psionics as emotion-
less, anal-retentive thinking machines. Psionics view
mysticsasfreaked-outdreamerswhocan'tthink straight.

As noted in the Sorcery chapter, psionics can
learn sorcerous disciplines, as long as they are
couched in mechanical terms and accompanied by
the same methodical patterns. A mystical sorcerer
makes a great scout and information-gatherer; a
psionic sorcerer is a highly mobile weapon.

The Psionic Community
Psionic research is a strong part of the empathic
underground, althoughmuchofitisactually “above-
ground,” so to speak, in private government and
corporate labs. Psionics who are aware of the Dark
Invasion are always ready to aid empaths in their
fight against the Darklings, and are sometimes
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willing to pay them for their troubles if they capture
Darklings for experimentation. Darkling humanoid
ETs are particularly sought after, for their powers
and knowledge are closer to psionics than most of
the other Dark races’ powers.

Psionic training often begins by wiring a promis-
ing test subject to meters and sensors to determine
psionic potential and aptitude. It is easier to find
psionic training than it is to find mystical and
particularly sorcerous training, for there are several
times as many psionic labs as there are temples of
mysticism and schools of sorcery.

Using Psionic Powers

The key to using the powers ofthe mind isnot the
power inherent in the mind, but the will to focus and
extend those powers. This is the basis of the psionic
discipline. A psionic without willpower is not a useful
psionic, for his powers will remain useless until the will
and education are attained to control and channel them.

In order to use psionic powers, the psionic must
pass a successful Willpower test. The difficulty of
thistest isbased on the Empathy Task Difficulties—

e.g., a psionic wanting to use a power in the middle
of combat would have to pass a Formidable: Will-
power test to do so. Once this test is passed, the
psionic may use the desired power, testing accord-
ing to the difficulty listed with the power.

An Qutstanding Success on the Willpower roll
makes the subsequent psionic skill test two levels of
difficulty easier, while a Catastrophic Failure means
that the psionic has lost his train of thought, and
must spend his next entire action confused and
actionless, recovering. Outstanding Successesonthe
actual psionic skill tests double the powerlevel, asusual.
Catastrophic Failures merely mean that the psionic fails
to perforr the desired action; there is no cther penalty.

For example, Mycroft wants to freeze an oppo-
nent with Cryokinesis. It's during combat (making
itaFormidabletask), and Mycroft's Willpoweris 11,
so he has toroll a 5 or less. Later, out of combat, he
has a chance to freeze a Darkling in a sneak attack.
He's not stressed, so the Willpower test is Average.
He rolls an Outstanding Success, which makes the
Average out-of-combat Cryokinesis task Easy—4
times the skill+attribute.
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Note: In order to maintain the atmosphere of the
game, it is important for all empathic successrolls
to be made by the referee and kept secret from the
player. Players should be told they have succeeded, but
they should not know the exact stage until they attempt
to exploit it, or their success is revealed by events.

If, for example, Conrad the psionic wishesto setoff a
case of hand grenades using Pyrokinesis, he will know
he is warming thern, but will not be 100% certainhe has
achieved sufficient stages of success until the grenades
explode or more than five combat phases of psiconcen-
tration pass without detonation.

Likewise, if Conrad attempts a Project Thought, he
will know that he has accomplished atelepathiclink and
was able to send his thoughts, but will not know exactly
how much of his projected message got through.

PSIONIC POWERS

Each one of these powers is a separate skill, with
its own effects and difficulties. Some of these skills
may default to other empathic skills.

Clairaudience: This is the ability to hear things
beyond normal hearing distances, even through
sound-deadening obstacles. The psionic must con-
centrate and do nothing else while using this power
(Note: He can use Clairvoyance <see next entry> in
tandem with this power.), and must know the loca-
tion of the target point he wants to hear. The task is
always Average difficulty. The amount of area seen
and the range depends on the success. The psionic
hears a\ basic radius of his Clairaudience level in
meters, at a distance of his power level in meters.

Foreach stageof success above Basic, the psionic
may (1) use the stage to increase the radius of
Clairaudience by adding it to 1 and using that sum
as a multiplier of his basic radius—i.e., using one
stage for increased radius would double the base
radius, two stages would triple the baseradius, etc.,
(2) use the stage to increase the range of
Clairaudience by adding it to 1 and using that sum
as a power to the base range—i.e., using one stage
for increased range would square the base range,
two stages would cube the base range, etc., or (3)
use a combination of options 1 and 2—e.g., with a
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Stage Six success (5 stages above Basic), the
psionic can use 2 stages + 1 (3) as a muttiplier of
radius, then using the remaining 3 stages + 1 (4) as
an exponent of range. This can make the range
quite impressive indeed. For example, a psionic
with a Clairaudience of 15, applying every success
from a Stage Six success to range, could hear
something (5 stages+1=6;15°=11,390,625meters;
11,390,625x1000=)11,390 kilometers away, in a
spherical radius of 15 meters. Or, ifhe wanted touse
these in combination, he could take 2 stages, add 1
for a sum of 3, and hear a radius of (2 stages+1=3;
15x3=)45 meters at a distance of (3 stages+1=4;
154=50,625 meters; 50,625x1000=)50 kilometers.
The Claraudience remains in operation at that target
point unless the psionic breaks concentration.

Clairvoyance: The psionic “sees” with his mind's
eye a vision of distance occurrences. Nothing can
block this power, except being in another dimen-
sion—psionic clairvoyance cannot see past space-
time barriers. The psionic must concentrate and do
nothing else while using this power (although
Clairaudience <see above> can be used in tandem
with this power), and must know the location of the
target point he wants to see. The task is always
Average: Clairvoyance. The amount of area seenand
the range depend on the success, using the same
procedure as described for Clairaudience, above.

Clairvoyance remains in operation at that target
point unless the psionic breaks concentration.
Clairaudience and Clairvoyance can beused asone
combined operation. If this is done, use the lower of
the two skills to test and determine power levels.

Computer Empathy: Psionics can use the stan-
dard Computer Empathy skill (seeDark Conspiracy,
page 58). A psionic requires a successful Willpower
test before he can use this skill, as per normal
psionic power use rules.

Cryokinesis: A psionic can lowerthetemperature of
anobject orlifeform by causingentropic heat-exchange
processes to accelerate. The effects are not immediate,
but progress through stages, each stage of success
taking five seconds (one combat phase), beginning on
the phase after the Cryokinesis skill roll is made. Thus,
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it takes six phases (30 seconds) toreach Stage Six and
kil someone. Concentration has to be maintained

-during the process—ifthe psionic suffers a Slight wound

duringthe process, hehastopassan Average: Willpower
test to continue. If he suffers a Serious wound, the
Willpower check to continue is Difficult. A Critical wound
automatically makes the psionic stop the process.
Furthermore, the target must be kept in range and in
sight the entire time, or the process stops. Note that by
maintaining concentration, apsionicmay prolong what-
ever stage is achieved, thereby causing the target to
suffer repeated damage, for instance.

If a Cryokinesis procedure is interrupted or
stopped, it takes five minutes for a warm-blooded
target to recover from one stage of Cryokinesis
cooling. For instance, a target that has progressed
through three stages of Cryokinesis would take 15
minutes to warm up again.

The range is equal to the psionic’s power level in
meters (see Dark Conspiracy, page 55). The stages
of Cryokinesis are as follows:

o Basic Success allows basic chilling of objects
and people; you can make a hot drink cold and give
living creatures chills.

e Stage Twosuccessallowshardfreezingofupto
20 liters of liquid, or severe cooling of living crea-
tures, making them shiver uncontrollably. This re-
duces a creature’s movement rate by half, and adds
one level of difficulty to all physical tasks.

e Stage Three success allows the solid freezing of 60
liters of liquid, or further freezing of creatures (which lose
75% of their movement and have one level of difficulty
added to all physical tasks). Hypothermia sets in.

e Stage Four success will freeze up to 120 liters of
liquid, and living creatures will fall unconscious, beset by
hypothermia, unless passing an Average vs. Constitu-
tion test. Those who fail must pass an Easy vs. Consti-
tution test or fall into a coma. Those who succeed have
their movement penalzed by 90% loss and have two
levels of difficulty added to all physical tasks.

e Stage Five success allows the freezing of 240
liters of liquid, or inflicts automatic 1-point damage
wounds to every hit location each round in the form
of frostbite. Heavy clothing and other heating gear

won't stop this, or even help it. Creatures affected
must still make Constitution rolls, as in Stage Four.

e Stage Six success freezes up to 440 liters of
liquid, or causes the death of any living creature
unless it's naturally frozen anyway. Death is not
instantaneous; the victim slowly lapses into a coma
and dies within five minutes unless emergency
medical attention is given between the time the
coma begins and death arrives.

Anyone with the Pyrokinesis skill can combat the
effects of Cryokinesis, by achieving an equivalent
stage of Pyrokinesis success, matching the effects
of the Cryokinesis.

Darkling Empathy: A psionic can manage to
read Darkling minds by using Telepathy (see be-
low). This is not as effective as true Darkling Empa-
thy, but it allows some contact.

Dimension Walk: Dimension Walk is the same as
the skill listed in Dark Conspiracy and is used by
psionicsto enablethemto acquire teleportation and
other Dimension Walk cascades described in this
chapter. All users of Dimension Walk and its cas-
cades must make a task roll to avoid detection (see
the Dimension Walk Detection Table in the Sorcery
chapter, page 70) in addition to the normal task roll
to open the portal. Stages of success are as follows:

Stage One allows the creation of a portal just
large enough for the creator, who is immediately
drawn through. Stage Two allows the portal to be
held open for a full combat phase after the initiatior
passes through. Stage Three holds the portal open
for two phases after the initiatior passes through.
Stage Four allows the portal to remain open for the
number of phases equal to the creator’s Dimension
Walk skill rating (but atleasttwo phases). Stage Flve
doublesthetime allowed in Stage Four. Stage Six allows
the creation or destruction of a permanent portal.

Note: No user of Dimension Walk or any of its
cascades can enter, look into, or otherwise observe
or manipulate a proto-dimension unless the user is
familiar with that proto-dimension. This means that
the user must either have been taken to that proto-
dimension by someone or something else, or a
complete enough psychic impression must have
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been transferred to the user by means of Project
Thought or a similar empathic means. One visit is
enough, and the visit can be voluntary (during
empathic training) or involuntary (kidnapping by
Dark Minions, etc.). The user must remain at least
five seconds in the proto-dimension in order to gain
a sufficient psychic impression to be able to return.

Dissolution and Plant Empathy: Psionics are
unable to acquire these skills, for reasons unknown.

ESP: This is the psionic equivalent of the Fore-
boding skill, and works the same way (same skill,
different name).

Mental Attack: The most powerful attack of a
psionic, this power allows the psionic to reach into
a creature’s mind and cause it to malfunction. The
range of the attack is equal to the psionic’s final
powerlevel, and as usual it requires a Willpower test
at the situation-appropriate difficulty level. Further-
more, in order to make a Mental Attack, the psionic
must first obtain a telepathic link (see Telepathy,
below) with the target.

The difficulty level of the Mental Attack depends
onthe type of creature and the workings of its brain.
Attacking a terrestrial animal, or something made
from a terrestrial animal, is Easy. Attacking a hu-
man or a terrestrial insect is Average (the complex-
ity of the human mind and the utter simplicity of the
insect mind make them equally tough). Attacking
an extraterrestrial creature/physical Darkling is Dif-
ficult. Attacking a noncorporeal “spirit,” such as a
poltergeist or a bleak, is Formidable. Attacking a
Dark Lord, or an ET biocomputer, is Impossible.

Should the attack succeed, the target receives 1
point of damage to the head (doubled on NPCs, as
usual) and is stunned, writhing with the ultimate
headache, unable to do anything for one combat
phase, per stage of success.

If the psionic rolls a Catastrophic Failure, the
attack fails, the psionic suffers 1 point of damageto
the head, and is stunned for one cornbat phase.

Mind Shield: This is the power of the psionic’s
will, intensified by the power of the mind. It is the
psionic defense that makes them so fearsome to
other empaths. In order to use it, the psionic has to
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pass a Willpower test, with the difficulty level low-
ered by two levels. (For instance, a psionic under
severe stress would test at Difficult: Willpower in-
stead of the appropriate Impossible difficulty.) This
is the first skill most psionics learn, and is ingrained
as a conditioned reflex to attack.
. 'While using Mind Shield, the psionic cannot use
any other psionic or empathic skill. The exception
isthatthe psionic can “transfer” the shieldto another
person with whom the psionic has established a
telepathic link (see Telepathy, below), protecting
that person. Oncethelinkis in place, the Mind Shield
can be erected in the next combat phase, and then
transferred in the following phase.

The effect of the Mind Shield skill is added to the
subject’s Willpower for the purposes of resisting
empathic attacks and probes. The skill cannot be

used unless the psionic has atleast 1 point of actual
skill in Mind Shield; there is no default.

Examnple:Psionic Steve has Willpower 8 and Mind
Shield 4. Expecting trouble, he activates his Mind
Shield, soany empathic attacksthat succeed against
him have their power levels lowered by (8+4 =) 12
points. Later, Steve having established a telepathic
link with his brother Dave, transfers the shield to
Dave to help him withstand an empathic attack.
Dave has no Willpower skill, so he would not nommnally
subtract anything from an attacking power level, but
Steve's Mind Shield is protecting him, subtracting 4
points from empathic assault power levels.

Project Emotion: This is the same as the normal
Empathy skill (see page 49). A psionic must have a
telepathic link established with the subjectto use it (see
Telepathy, below). A failed Project Emotion (Le., the
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target's Willpower lowers the power level to 0 or below)
cannot be detected as coming from outside the target.

Project Thought: This is the same as the normal
Empathy skill of the same name (see Neuropathy,
page 50). A psionic must have a telepathic link
established with the subject to use it (see Telepathy,
below). A failed Project Thought (i.e., the target's
Willpower lowering the power level to O or below)
canbe detected as coming from outside the target.

Psionic Scan: Psionics are sensitive to the mental
emanations of other empaths. These “empathic
waves" are as visible to a psionic’s trained mind as
heat waves rippling over a highway are to the naked
eye. The skill test is Average, and a successful
psionic can then sense all practicing empaths (any-
one or anything with an Empathy or empathic skill
of 4 or more) within a radius equal to the Psionic
Scan skill in meters, centered on the psionic. Also,
the psionic can tell if each empath is using empathic
abilities at the time. Additional stages of success
past Basic double this radius, so a psionic with
Psionic Scan 10 would have aradius of 10 meters
at Basic Success, 20 meters at Stage Two, 40
meters at Stage Three, 80 meters at Stage Four,
and so on.

An empath being scanned can hide from it.
Mystics havetheir own method of hiding psychically
(Psychic Invisibility, page 102). Other empaths
have to rely on their Willpower. If a target empath’s
Willpower reduces the power level of a psionic scan
to 0 or lower, the scan will not detect the empath.
Please note that this doesn't stop the scan from
discovering other empaths, it just keeps the scan
from locating the one with the high Willpower. So
this tool is less useful in detecting many high-
Willpower Darklings than it might seem.

Pyrokinesis: A psionic canraisethetemperature
of an object or life-form by accelerating molecular
friction inside the subject. The effects are notimme-
diate, but progress through stages, each stage of
success taking five seconds (one combat phase),
beginning onthe phase afterthe Pyrokinesisskill roll
is made. Thus, it takes six phases (30 seconds) to
reach Stage Six and kill someone. Concentration
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has to be maintained during the process—if the
psionic suffers a Slight wound during the process,
he has to pass an Average vs. Willpower test to
continue. If he suffers a Serious wound, the Will-
power check to continue is Difficult. A Critical
wound automatically makes the psionic stop the
process. Furthermore, the target must be kept in
range and in sight the entire time, or the process
stops. Note that by maintaining concentration, a
psionic may prolong whatever stage is achieved,
thereby causing the target to suffer repeated dam-
age, for instance.

If a Pyrokinesis procedure is interrupted or
stopped, the heat decreases atonelevel per combat
phase (entropy does away with heat more swiftly
than heat can do away with cold).

The stages of Pyrokinesis are as follows:

¢ Basic Success allows the boiling of a liter of
water, or making a human-sized creature feel fever-
ish (strangely, this may make the creature feel
chilled instead).

e Stage Two success allows the boiling of up to
20 liters of water. If the psionic has targeted a small
object (such as a steering wheel, glass window
pane, or pistol) the object will become hot enough
to inflict painful blisters on any creature touching it.

e Stage Three success allows the boiling of up to
50 liters of water. Gasoline and other highly lam-
mable substances may be ignited. Human-sized
creatures suffer heat exhaustion—nausea, profuse
perspiration, weakness—making the creature’stask
rolls one level of difficulty higher.

e Stage Four success boils 100 liters of water,
ignites paper, cotton cloth, and other readily flam-
mable materials, and human-sized creatures suffer
heat prostration—headaches, dry skin, delirium,
and possible loss of consciousness (pass an Aver-
age: Constitution test or pass out). Unconscious
targets may die, if they fail an Easy: Constitution
test; conscious targets perform all tasks at two
levels of difficulty greater than normal.

¢ Stage Five success boils 200 liters of water,
ignites wood, synthetic cloth, and other flam-
mable materials, or “cooks off” explosives like

61



N/

small arms ammunition, grenades, and dyna-
mite. It also causes an automatic Slight wound to
every damage location on living creatures (half
wounds to NPCs and animals), and gives the
effects of heat prostration, but all Constitution
checks and skill tests are at one level higher than
those noted for Stage Four.

e Stage Six success boils 400 liters of water,
ignites anything flammable and scorches nonflam-
mables, and causes instant death to human-sized
creatures (“spontaneous combustion”).

Anyone with the Cryokinesis skill can combat the
effects of Pyrokinesis by achieving an equivalent
stage of Cryokinesis success, matching the effects
ofthe Pyrokinesis. Pyrokinesishas arangein meters
equal to the psionic’s final power level.

Self-Healing: Psionics lack the close emotional
empathic skills to perform empathic healing on
others. However, they are masters of their own
biofunctions, via their “mind over matter” talents.

This skill works two ways. The first is to heal
bodily wounds or illnesses by accelerating the natu-
ral healing process (but this cannot cure cancer and

),

similar illnesses which draw strength from the heal-
ing process in the first place). After the mandatory
Willpower check, Self-Healing is an Average test (if
the mandatory Willpower check results in an Out-
standing Success, the difficulty for Self-Healing
drops to Easy). Each level of success lowers the
healing time of a wound by half (to a minimum time
of one hour; see Dark Conspiracy, page 105, for
normal healing rates). Self-Healing may only be
used one time for each wound.

The second use for Self-Healing is to accelerate
the body to heights of physical performance. For
each stage of success, the psionic may (1) increase
his STR, AGL, or CON by 1 point, or (2) increase his
foot movement by 25%. This effectlasts for onefive-
second combat phase. A Catastrophic Failure when
using Self-Healing indicates that the psionic has
overdone it. If Self-Healing a wound, that wound
accumulates enough damage points to move it to
the next wound level; if accelerating the body, the
psionic receives damage points equal to a Slight
wound in one random body location. He can only
hope that body section isn't already injured...

Telekinesis: A psionic finds moving objects with
the mind to be child's play. It's one of the easiest
psionic skills, and embodies the central philosophy
of the psionic: mind over matter.

After the Willpower test, Telekinesis is an Easy
task. Each level of success achieved allows the
psionic to move 10 kilogram/meters per combat
phase. Forinstance, with a Basic Success, a psionic
could move one kilogram 10 meters in a combat
phase, five kilograms two meters, or 10 kilograms
one meter. Psionics with this skill can cooperate to
lift and move massive objects with precision.

Weapons can be used with Telekinesis, and mov-
ing partsmanipulated, provided that the psionic can
seethem (either visually or clairvoyantly). Perform-
ing a nonmelee combat skill telekinetically is one
level of difficulty higher than it would be if the psionic
was doing it with his body. Performing a Melee
Combat (Armed) skill requires that the psionic
achieve a minimum speed of 10 meters per phase
with the weapon, and all Melee Combat (Armed)
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skills are at onelevel of difficulty higher than normal.
Thrown weapons may be used at normal skill
difficulty, but must have a speed of 20 meters per
combat phase to be effective.

Telepathy: This is the psionic equivalent of Hu-
man/Animal/Darkling Empathy, but works sore-
what differently. The psionic doesn’t really probe
into the target's psyche, as the Empathy skills do;
instead, he monitors brain activity and “listens” for
the vibrations of subvocalized thoughts—almost
everyone “talks” in their heads when they think.
Thisis what the psionic “listens” to, so Telepathy can
only probe as deep as surface thoughts. Thoughtand
Project Emotion rely on this skill, as usual, but work
somewhat differently—Project Emotionusesmanipula-
tion of the brain's reflexes and emotion centers to
stimulate the brain into the desired state, and Project
Thought adds mental speech subvocalzed in on the
subject’s consciousness to this process.

After the mandatory Willpower test, the difficulty
level of Telepathy is determined by the familiarity of
the subject mind to the psionic:

If the psionic is only trying to establish a tele-
pathic contact with one person, use the difficulty
above. If establishing contact with multiple minds,
use the highest difficulty that applies (conducting
Telepathy in an area with two friends and a Darkling
would be Difficult).

Basic Successrevealsthe presence and nature of
all minds within a sphere (radius equals power level
in meters). Each additional stage of success allows
the psionic to (1) double the radius of the sphere,
(2) sense the brain activity of one particular mind
one level deeper, or (3) form a telepathic link with
one mind for other psionic purposes. A psionic can
sense activity in several persons at a time, but can
only link with one mind at a time.

One additional stage of success applied to sens-
ing brain activity allows the psionic to read the basic
emotional state of the subject. At two additional
stages of success applied to sensing brain activity,
the psionic can read surface thoughts. This is as
deep as Telepathy goes.

For purposes of using Mental Attack, atelepathic
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link is required. To use Project Emotion, the psionic
must both establish a telepathic link and sense
emotional state. To use Project Thought, the psionic
must both establish a telepathic link and sense
surface thoughts.

Teleportation: This skill is a cascade of the
Dimension Walk skill. It allows the psionic to shift
into another probability reality and then shift back
again, hopefully somewhere else, and where the
psionic wants to be. In the blink of an eye, a psionic
can cover hundreds of meters of distance. Once
again, the scientists don't know how this is accom-
plished, and even psionics are unable to explain where
theteleporters gotopassthe distance withouttraversing
it. It works, and that's enough for most.

It has been theorized that sorcerers would be able
to do this trick more precisely and more safely, but
their mentalrituals and calculationstakefartoolong
to be considered instantaneous teleportation.

Teleportation is a very hard skill to practice.
After the usual Willpower test is passed, the
psionic must pass a Difficult: Teleportation test to
teleport. The psionic must be able to see the
destination. (Clairvoyance can be used to supply
a vision of a teleporting psionic’s destination, but
then the difficulty of teleportation goes up to
Formidable.) If the teleport is successful, then the
psionic teleports a number of meters in the direc-
tion of the destination equal to the power level. If
the distance/power level is short, then the tele-
porting psionic reappears at that distance, along
a line drawn between starting position and desti-
nation. If the distance/power level goes over the
distance to the destination, the extra distance is
lost and the psionic reappears at the destination.
Teleportation is fraught with dangers. If ateleporter
reappears short, inside another object, whatever
body part(s) is inside the object sustains a Critical
injury. If a teleporting psionic suffers a Cata-
strophic Failure, roll 1D6:

o 1-4, the psionic transports (Teleportation skill +
1D20 meters) in a random direction.

e 5-6, the teleporting psionic disappears, and
doesn'treappear. Where didhe go? Nooneknows...
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Psionic Willpower Test
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PSIONIC POWERS
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Computer Empathy
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Dimension Walk
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Mental Attack vs
Task Difficulty Skill Notes
Animal et P asy ik R Mental Attack + EMP. =~ © = —
Human/lnsect - ~ Average = Mental Attacwl-g_tEMPV B -
ET/Corporeal Being~ Difficult ~ Mental Attack + EMP. =~ —
Noncorporeal Being _ ~_ Formidable ~ Mental Attack + EMP~ —
Dark Lord/ET biocomputer  Impossible ~ Mental Attack + EMP~~ —
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SORCERY

Sorcery is perhapsthe one empathic schoolmost
shrouded in mystery. Images of sorcery are full of
strange symbols and bizarre paraphernalia, of ob-
scure and fearful rites and ceremonies to unleash
titanic powers. Essentially, sorcery is nothing more
than the masterful manipulation of the empathic
power Dimension Walk. The skill revolves around
the sorcerer’s ability to open portals between Earth
and one or more proto-dimensions. By doing this,
he can travel between proto-dimensions, and bring
things from one proto-dimension into another.

Note: No user of Dimension Walk or any of its
cascades can enter, look into, or otherwise observe
or manipulate a proto-dimension unless the user is
familiar with that proto-dimension. This means that
the user must either have been taken to that proto-
dimension by someone or something else, or a
complete enough psychic impression must have
been transferred to the user by means of project
thought or a similar empathic means. One visit is
enough, and the visit can be voluntary (during
empathic training) or involuntary (kidnapping by
Dark Minions, etc.). The user must remain at least
five seconds in the proto-dimension in order to
gain a sufficient psychic impression to be able to
return.

The Origins of Sorcery

The origin of sorcery dates back to the earliest
appearance of humanity. Atthistime, humans were
primitive hunters and gatherers, using tools of wood
and chipped stone. To these people, the entire world
was a place of magic. Not understanding their
environment, they revered the elements as gods
and paid tribute to them in the hope of appeasing
their anger. Through this worship of the world in its
raw and natural state, the first sorcerers were born.
These men and women, who worshiped the spirits
oftheland, learned to communicate with the spirits,
and these spirits began to teach the early sorcerers.
These first sorcerers were pleased and felt honored.
Their peers, viewing this new force, realized the
power which these first sorcerers held and obeyed

SORCERY

their words out of fear and respect. Thus the order
of the new world was established, with the sorcerers
taking the positions of shamans and soothsayers
within their primitive tribes. What the sorcerers did
not know was that these “spirits of the land” whose
attention they had gained were far from benevolent
creatures. In actuality these spirits were Darklings,
rare ones who slipped in from another proto-dimen-
sion (dealt with in more detail in the Proto-Dimen-
sions Sourcebook: Volume I). These beings were
few, relatively weak (for Darklings), and rarely (if
ever) cooperated with each other, often fighting
among themselves for the rich prize that the Earth
represented.

These beings saw in humanity a great potential
for evil and suffering, the food of the Dark Masters.
A few sorcerers succumbed to the allure of power
and became Dark Minions. But most sorcerers
cametorealize that the spirits could be treacherous,
and should be dealt with cautiously.

Intime, sorcerersbeganto seehowtheyhadbeen
used by the spirits in order to manipulate humanity.
With this realization, two groups evolved among
sorcerers: the Free Sorcerers and the Charons (both
of these labels are later appellations). The Free
Sorcerers chose to reject the Dark Ones (although
they sometimes still dealt with other beings from
other proto-dimensions), while the Charons choose
to subjugate themselves to the Dark Ones in return
for that power, knowing there would be a terrible
price to pay, but hoping to avoid it. (Note that there
is no formal organization to either group.)

During the Middle Ages, the secrets and methods
of true sorcery were nearly lost. The faithful man-
aged to preserve the truth of sorcery, waiting for a
time when it could be practiced openly. In the
meantime, garbled and fanciful accounts of sorcery
were generally accepted as the truth, and the world
came to scorn it as myth and nonsense.

Today, with the encroachment of the Dark Ones
into the world, the sorcerers have opened their
books and tomes to the light again to combat the
otherworldly beings that threaten the total enslave-
ment of humanity. Although greatly diminished in
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terms of influence and magical aptitude, the mod-
ern sorcerers still preserve the ancient rituals and
incantations laid down centuries ago.

The Source of Power

Among those who know of the existence of
sorcerers, it a common misconception that these
individuals create their magic from their own minds,
in a similar process to those who exhibit empathic
abilities. No human being has the capability to
create such displays of raw energy from within. A
sorcerer opens a portal to ancther proto-dimension,
and can bring parts of that proto-dimension to
Earth, altering the environment at will. Each time
this is done, the boundaries between proto-dimen-
sions weaken slightly, and it becomes easier to work
sorcery at that particular spot.

There are sites on the planet where the bound-
aries between proto-dimensions are weakened by
centuries of sorcerous practice. These sites were
marked long ago by the sorcerers who used them,

sometimes by megaliths (such as those at Stone-
henge or Carnac in Europe), sometimes by other
means (such as the petroglyphs of the American
southwest, or the rock paintings of the Australian
aborigines). At these sites it is much easier to do
sorcery because sorcery has been done there for so
long (creating a “which-came-first-the-chicken-or-
the-egg” tautology). If care is not taken, such sites
will become Demonground, where the boundaries
between proto-dimensions are very porous. Demon-
ground is the preferred venue for sorcery by
Charons, but the power of Demonground is wild
and uncontrolled, endangering sorcerers by its
unpredictability, and Free Sorcerers avoid it when-
ever possible.

The Sorcerer’ Life

Sorcerers are a secretive and mysterious group, '

never staying in one location for any length of time.

They cannot, forto remain in one place is torisk the
possibility of detection by the Dark Ones.
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Also, sorcerous powers weaken the “walls” be-
tween proto-dimensions, as noted above, and care-
less use of their talents can create Demonground.

For these reasons, sorcerers lead their lives on
the road, moving from town to town in constant
flight from the minions of their enemies. However
miserable this existence may seem to the normal
folk who strive to settle down, thislife suits the needs
and desires of the sorcerers. They thrive upon the
discovery of new sights and possible sources of
learning to feed their sorcerous habits. In addition,
they aremorelikely to encounter people of theirown
kind while travelling, and learn of the latest develop-
ments in both the magical and mundane world. In
years past, sorcerers could be found among Gyp-
sies, carnies (carnival performers), and other itiner-
ants. Nowadays, they are as likely to be found
among bikers or interstate truck drivers.

In many cases, these sorcerers will join forces
with others fighting the invasion of the Dark Ones.
They will often act as messengers from enclave to
enclaveor, in more extreme cases, as activehunters
of Dark Minions. While this may seem an almost
suicidal move, considering their value to the Dark
Ones, the sorcerers are among the few members of
humanity capable of combating the unseen enemy.
Ultimately, the sorcerer may be the most powerful
empath, but the dangers of being a sorcerer are just
as great as the power.

Sorcery and the Dark Masters

Sorcerers practice their art by breaking the bar-
riers between proto-dimensional reality. This act
creates a disruption pattern throughout space/time,
like the ripples of a rock thrown into still water. The
longer the period of time spent piercing the proto-
dimensional barrier, the larger therock, soto speak,
and the larger and more widely spread the ripples.
Sorcerers who spend too much time at their craft will
eventually attract the attention of the Dark Masters.

Many of the Dark Masters see sorcerers as pos-
sible tools, if corrupted, and as enemies to be
destroyed if they cannot be corrupted. Some Dark
Masters see them as complete foes, and a few see
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them as abominations, upstarts intruding on their
self-proclaimed territory of proto-dimensional shift-
ing. These Dark Masters seek to consume sorcer-
ers' essence, thus gaining power and sustenance.
No Dark Master wants sorcerers to remain free. In
the past, some sorcerers have succeeded in defeat-
ing and imprisoning Dark Masters; numerous cre-
ation myths hint at these titanic struggles and the
defeat of primordial chaos (a good description of
Dark Masters). These are the Masters who despise
and fear sorcerers, and all Dark Masters have a
healthy respect for their powers.

What makes the situation worse is that the Dark
Masters and humanity appear to be the only two
species (using the term loosely) capable of sorcer-
ous feats. No Dark Minion race can use sorcery.
Only humans turned to Dark Ones can wield this
power for the Masters. Human sorcery experts have
hazarded that the reason stems from Earth's unique
position as a crossroads of proto-dimensional prob-
ability, coexisting as it does with an unknown num-
ber of other realities and partial realities. Humanity,
the children of Earth, seem to share the odd power
that cornes with this proximity, representing one of
the few natural powers capable of defeating the
Dark Masters. With this knowledge, the Darkling
invasion of Earth takes on a slightly more hopeful
tone, for some day humanity could incarcerate the
Masters once and for all.

Because of this, Dark Minions actively hunt sor-
cerers, more than any other kind of empath. They
will respond to the empathic disturbance caused by
the sorcerer's art, and attempt to capture or slay the
sorcerer, Sorcerers must be wary, lest they lingertoo
long and fall prey to these alarmed servants.

The Dangers of Sorcery

The first lesson a sorcerer is taught is the danger
that accompanies the study and utilization of sor-
cery. This is considered to be an essential part of
sorcerers’ training, for only when they have learned
to respect the power that sorcerers can wield, can
they truly master its use. As sorcery is an empathic
skill which operates by manipulating the bound-



aries between proto-dimensions, it is obviously a
skill inherently fraught with great danger. There is
always the possibility that the tension created when
a sorcerer opens a portal will be too much for the
sorcerer and the stress will backlash. (The threat of
backlash is also one of the hazards of sorcery; it is
dealt with in the “Sorcerous Powers” section, be-
low.) When small portals are opened or a portal
remains open for a short pericd of time, then itis a
relatively easy task for sorcerers to work their craft.
But when they try more ambitious tasks, the risk of
backlash increases quickly. This occurrence usu-
ally involves a great deal of physical pain (and often
death) on behalf of the sorcerer and possibly to
those in the immediate vicinity.

Another danger that the use of sorcery incurs is
thethreat ofthe Dark Ones. The Dark Oneshaveno
means of identifying or locating sorcerers, until they
use sorcery. At this point sorcery (or, rather, the use
of the Dimension Walk skill) becomes a beacon. As
was mentioned earlier, manipulating the bound-
aries between proto-dimensions causes a stress

which results in “ripples” among the proto-dimen-
sions. These ripples can be detected and their
source pinpointed by the Dark Ones, allowing them
to dispatch their minions to deal with the sorcerous
threat. Minor sorceries result in only small ripples
that are virtually impossible for the Dark Ones to
detect, but a greater sorcery will be like alighthouse
on a moonless night or a fire siren in a library. Many
sorcerersrefuseto perform feats that require exces-
sive proto-dimensional stress, for fear of being
discovered.

Other empaths need tobe circumspect intheiruseof
DimensionWalk, asthey tcocanbedetected. Sorcerers,
however, are particularly atrisk, asall of their abilities are
related to Dimension Walk in some form or ancther.

For campaign purposes, the referee should not
worry about empathic players attracting attention
every time they atternpt to use Dimension Walk, but
the referee should occasionally have minions show
up uniess the empath is very cautious. These minor
incidents will keep the danger in the mind of the
player without greatly slowing down play. However,
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For example, Kathy the sorcerer intends a short
journey to a proto-dimension she knows to contain
no breathable gases. In order for her to survive for
very long, she must successfully alter her immedi-
ate environment using Change Environment (At-
mosphere). Kathy will know she has replaced at
least 10% ofthe atmosphere with something breath-
able, but she will not know exactly how much until
she gets there and starts breathing.

Sorcery and Other
Empathic Disciplines

Sorcery is the most flexible of empathic disci-
plines, in that it agrees with the positions of both
scientific psionics and inexplicable mysticism. Sor-
cery haslong had a mystical background, based on
ritual, religion, and superstition. This allows a sor-
cerer to perfectly understand the heart of mysti-
cism, for like a mystic, a sorcerer acts as a part of
the infinite universe within and without. Put simply,
amysticrealizes the power inherent in creation, and
a sorcerer harnesses a bit of it and uses itlike a tool.

Sorcery and psionics have commeon ground, too.
To a psionic, a sorcerer merely uses a latent human
power to connect different probabilities together.
Likewise, sorcerers trained to the rote functions of
dimension walkingmanipulations find the willpower
training and routine patterns of psionics familiar.

A character with the psionic discipiine may not
learn mysticism. A character with the mystic disci-
pline may not learn psionics. Either character can
learn sorcery. A sorcerer can learn either psionics or
mysticism, not both,

Charons

These are individuals who make a bargain with
the Dark Ones in return for learning sorcery, They
are described in greater detail in the Dark Races
Compendium, Volume 1. Oneimportant additionto
their skills is that they usually have skill level 4-8 in
mystic and sorcerous disciplines, which makes
them very dangerous indeed.

The pricethat all Charons pay fortheir knowledge
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is steep. An individual becomes a Charon by men-
tally contacting a Dark Master and pledging oneself
tothe Dark One. Many would-be Charons die during
the attempt to contact a Dark One. Many of those
who do manage to make contact are overwhelmed
by the experience. The minds of these individuals
are destroyed by the insanity and alien nature of the
Dark Ones. Even those “fortunate” enough to sur-
vive contact without having their minds destroyed
suffer from at least some minor insanity. The more
powerful the Charon, the less sane they are.

SORCEROUS POWERS

All sorcerous powers derive from the empathic
skill Dimension Walk. However, while any empath
may have and use the Dimension Walk skill, only
sorcerers may learn and use the cascade skillslisted
below. Most of them have a backlash included, a
penalty for failure which is often less forgiving than
normal Catastrophic Failure penalties.

Change Environment (Atmosphere, Gravity,
Temperature): This is largely a combat skill, where
the sorcerer weakens the barriers between proto-
dimensions and “borrows” some of the conditions
there, bringing them to the proto-dimension he
currently occupies. With this skill, a sorcerer can
alter the content of the air, the atmospheric tem-
perature, and the gravity in a confined area. The skill
can also be used as a sort of emergency life-support, in
essence bringing one’s environment along on a trip.

This skill requires a great deal of controlled,
focused power which sends a clear signal to the
Dark Ones. It is treated as “Sorcerous Combat” for
purposes of Darkling detection. Change Environment
effects a spherical area, with a radius equal to the
sorcerer's Change Environment skill level in meters.

Using the skill in combat or for other brief bursts
of time requires skill tests at normal empathic skill
difficulty levels. Using the skill for extended periods
oftime is easier, starting at Easy for the first environ-
ment change and becoming one difficulty level
harder for each additional environment change.
Furthermore, the sorcerer must make a successful
Change Environment skill test every 15 minutes or

lose the dimensional merging—conditions revert to
original environment. The sorcerer may not use any
other empathic power while maintaining this changed
environment (also see the Proto-Dimensions
Sourcebook, Vol. I for further discussion of the use
of this skill).

For instance, if Roman is venturing through a
proto-dimension of fire, and doesn’t wanttoburn, he
lowers the temperature by reaching into a proto-
dimension of extreme cold. He also brings along
some of Earth’s atmosphere sohe can breathe. This
istwo environments, so every 15 minutes he has to
succeed at an Average: Change Environmenttestto
retain his more hospitable pocket environment.

Changing environments for extended lengths of
time can achieve the following effects:

Atmosphere: Merge the normal atmosphere with
another, up to a 90% mix. In short, Roman’s trek
through Hades isn’t that pleasant; 10% of the airhe
breathes is the natural sulfuric smoke of the proto-
dimension. Of course, it’s better than smothering.

Gravity: A change of up to 5 Gs is possible when
lessening the gravity, or up to 20 Gs when making
it heavier. Some places just have too high a gravity
forhumans. AGisan Earth standardgravity, represent-
ing an acceleration of 9.8 meters (32 feet) per second®.

Temperature: As the ranges of temperature among
the proto-dimensions approaches the infinite, tempera-
ture can always be altered to fit the sorcerer’s wishes.

Catastrophic Failure while tryingto change envi-
ronments for an extended period causes a backlash
upon the sorcerer and anyone else within a radius in
meters equal tothe sorcerer’s Change Environment
skill. The exact effects are up tothe referee, but they
only last for one combat phase. Treat the backlash
as a Change Environment attack of the appropriate
type, below. This means that a backlash on an
extreme Change Environment use can be lethal.

Change Environment can be used in combat,
with the following effects. These effects can be
sustained, as the sorcerer concentrates on keeping
the dimensional mix. However, the sorcerermay not
make any other attacks or use any other empathic
powers while using Change Environment, although
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a sorcerer may increase the effects of an attack (for
instance, continuing to raise gravity and/or alter
temperature in the same area).

Atmosphere: Each stage of success re-
places 10% of the atmosphere within the effective
radius with an equal quantity from another proto-
dimension (notethat this 10% could alsobe vacuum).
By changing the atmosphere, a sorcerer can blind
his foes (smoky, hazy, or otherwise opaque atmo-
sphere) or choke his victims (depending on the
toxicity of the changed atmosphere, the victims
could be poisoned, choke, or even drown). The
referee decides the exact effects.

Gravity: Each stage of success raises or
lowers the gravity by 1 G within the effective radius.
By raising the gravity, a sorcerer can slow and even
crush his enemies. At2 Gs, movementishalved and
physical tasks are two levels more difficult. At 3 Gs,
movement is quartered and physical tasks are three
levels more difficult. At 4 Gs, only crawling move-
ment is possible, and physical tasks are four levels
more difficult. At 5+ Gs, movement and physical
tasks are impossible. At 7-10 Gs, anyone inside the
enhanced gravity field must pass a Difficult: Consti-
tution test each combat turn or pass out. In addition
to thistest, victims at 10+ Gs take 1D6 damage per
G over 10 to their chest location each turn. For
example, a person trapped at 14 Gs takes 4D6
damage to the chest location each turn. These
conditions may be altered for creatures adapted to
higher gravities. By lowering the gravity, a sorcerer
can suspend a target, slowing movement to a crawl
(it is hard to move fast when each step hurls you
several feet into the air) and making all physical
tasks two difficulty levels higher.

Temperature:Each stage of successraises
or lowers the temperature 5° Celsius (9° Fahren-
heit) within the effective radius. At greater than
40° or less than 10° Celsius (from 50° to 104°
Fahrenheit), humans find all physical tasks to be
one level of difficulty higher. At greater than 60°
orlessthan-20° Celsius (140°to—4° Fahrenheit),
humans find all physical tasks to be two levels of
difficulty higher, and must make a Difficult: Con-

stitution test each combat turn to avoid passing
out from either heat or cold. Temperature changes
can be compensated for with appropriate cloth-
ing and/or equipment (such as good winter gear,
or an “ice-box").

Should a sorcerer roll a Catastrophic Failure
while using this skill to attack, only the sorcerer
suffers the effects projected.

Change Environment (Special): This is a sepa-
rate cascade from Dimension Walk. It involves
reaching into the appropriate proto-dimension and
“pulling out” radiant energy to hurl at one’s foes. It
is tricky, and since it's usually done during combat,
where the best difficulty level the sorcerer is likely to
find is Difficult, it can be fatal to the user. To make
matters worse, it is so unique a form of dimensional
exchange that it is easily noticed by the Darklings,
and has its own separate listing when checking for
Darkling detection.

Sorcerers can hurl pure fire or lightning at their
foes, out to a range of their power level. Each stage
of success can be usedto doone of the following: (1)
Attack the given target with a 1D6 damage attack,
or (2) increase the volume of a given attack by the
sorcerer's Change Environment (special) skill level
in meters. For instance, Roman the sorcerer has
Change Environment (special) skill at 10. He hurls
afireball at his foes, and rolls a powerlevel of 12, for
a 12-meter range and Stage Two success. He can
either damage one foe for 2D6 damage, or damage
all foes within a 10-meter radius for 1D6 damage.

No armor except for vehicle armor and other
highly sealed suits (like a vacuum or undersea
hardsuit) reduces damage from these attacks.
Treat fire and lightning attacks as having a Pen-
etration of 1.

Fire and lightning have their own special effects.
Targets hit by fire may burn, at the referee’s discre-
tion. If they start burning, they suffer fire effects as
per Dark Conspiracy, pages 97-98. Electrical de-
vices hit by lightning will be destroyed (their cir-
cuitry burnt out), unless they are grounded, on a
D10 roll of 9 or less. Flammable objects hit by
lightning will ignite on a D10 roll of 1. In addition,
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living beings hit by lightning are automatically
knocked down and must pass an Average: Consti-
tution test to remain conscious. At the referee’s
discretion, a panic test may berequired of all targets
of fire or lightning.

Backlash from this skill occurs with a Cata-
strophic Failure or a natural die roll of 19-20. This
inflicts (10 minus skill level) D6s of damage of the
appropriate type on the sorcerer. Example: Roman
has a Change Environment (special) skill of 6 and
rolls a 20. He suffers (10-6=) 4D6 damage when his
lightning rebounds back upon him.

Close Portal: This is when one sorcerer wishesto
close the portal of another. The sorcerer must obtain
a success stage equal to or greater than that of the
agency opening the portal (treat ET mechanically
opened portals as Stage Six) to close the portal.

(Closing a permanent portal requires a Stage Six
success, plus the destruction of the physical por-
tal—see Proto-Dimensions Sourcebook, Vol. I for
details.) This skill allows the sorcerer to close por-
tals opened by enemies, thus preventing their es-
cape or entry. It also allows the sorcerer to end
Change Environment attacks (page 74) by rolling a
stage of success equal to or greaterthanthe Change
Environment success stage of the attacker. This
stops the atmosphere, gravity, or temperature ef-
fects of the attack immediately upon success, and
conditions revert to normal. Close Portal cannot
counteract the Change Environment (Special) abil-
ity (page 75). Using this skill is very picturesque;
radiant lines of force connect the sorcerer and portal as
hetriestooverpower it. Thispower counts as “Sorcerous
Combat (special)” when testing for Darkling detection.
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Backlash from this power occurs when the sor-
cerer closing the portal fails to succeed in overpow-
ering the portal. The difference between success
stages is applied in D6 damage to the sorcerer as
overall body damage. For instance, Roman is at-
tempting to close a Stage Five portal. Unfortunately,
he only manages a Stage Two success, 50 he takes
3D6 damage divided equally between his seven
body locations as he is wrapped in fierce energy.
Had he failed to attain even Basic Success with his
Close Portal test, he would have taken 5D6 damage
(Stage Five minus “Stage Zero” in D6 damage).

This is a degraded form of that power the Dark
Masters most fear, the ability to wall off a portal.

Dimension Walk: This skill is as described in Dark
Conspiracy, page 210. The individual with this
power or skill can open a portal to another proto-
dimension. The term “portal” is a loose definition.
The nature of a portal varies with the desires of the
sorcerer. Sometimes it is a clearly visible gate, with
the proto-dimension destination visible through the
gate. Other times the portal is an area visible only to
the sorcerer—an area where the dimensional bound-
aries are weak, allowing himto step through. In such
cases, it will appear as if the sorcerer disappeared
into thin air. The duration that the portal remains
open varies with the power level of the successful
task. Stage One successes result in portals open
justlong enoughforthe creatortobe instantly drawn
through. Stage Two successes result in portals
which can be held open for one phase. A portal can
be held open for two phases on a Stage Three
success. If a Stage Four success is obtained, the
portal will remain open for anumberof phasesequal
to the skill level. Stage Five doubles this time.
Permanent portals can be made with a Stage Six
success (see Proto-Dimensions Sourcebook, Vol.
I for details on how this is accomplished).

The most common use for dimension walking is
to speed up transit from one place on Earth to
another. There are many undeveloped proto-di-
mensions where time and distance are different
from Earth, but can connect with Earth. These
places allow swift travel, some as much as a 10-1

SORCERY

speed (one hour's travel takes you 10 times as
much distance at the exit point). There is usually no
otheruse for these time-enhancing voids. (Warning:
These places are not safe. Darklings use them for
the same purpose, and are usually better at it.)

The second use for Dimension Walk isto travel to
fully developed proto-dimensions for the purpose of
accomplishing something other than just travelling
through them. A normal dimension walker can do
this, but a sorcerer is much more proficient.

A sorcerer can open a visual portal, a virtual
peephole, and scan the nearby proto-dimensions.
This is treated as “Dimension Walk to another
dimension” for purposes of Darkling detection, and
allows the sorcerer to see what's in the proto-
dimensional neighborhood, in order to go to the
right place.

A sorcerer can open a normal travelling portal to
oneofthe undeveloped travelling proto-dimensions
at one level of difficulty less than normal; if the
Difficulty was already Easy, it becomes Automatic.
This makes a sorcerer a handy travelling compan-
ion when you want to save time or fuel.

Likewise, a sorcerer can fravel in short hops,
staging from one proto-dimension to another, since
some proto-dimensions can't be reached without
passing through others. The referee decides how
many proto-dimensions the sorcerer has to travel
through, and the sorcerermakes a separate Dimen-
sion Walk test for each, at one level of difficulty less
than normal; Easy becomes Automatic. The dan-
ger is that the sorcerer has to wait for as many
minutes equal to 20 minus his Dimension Walk skill
(20-Dimension Walk) between hops, empathically
recalculating his next jump. During this time, the
inhabitants have a chance to make the sorcerer’s
acquaintance, something that the sorcerer may
not find desirable, This counts as “Dimension
Walk to another dimension” for purposes of Dar-
kling detection.

During Dimension Walk operations, a Cata-
strophic Failure means that the sorcererhastapped
intothe wrong dimension, usually totally at random,
and stable for 1D20 turns—that means the portal
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will be there for 30 seconds to 10 minutes, and
things can pass through it, both ways. The excep-
tion to this is during the “peephole” Dimension
Walk, where it means that the “peephole” expands
to afull-sized portal on the other side for 1D20 turns,
so things can come through to the sorcerer, but he
can't go through to the dimension and still sees a
“peephole.”

Phase: This is perhaps one of the most useful
skills. Likewise, it is also one of the most difficult. It
involves the sorcerer opening a portal to another
proto-dimension, but not fully entering it, rather
remaining balanced between proto-dimensionsina
condition known as the out-of-phase state. If done
properly, it conveys certain advantages upon the
sorcerer: First, the sorcerer is immune to physical
attacks from either proto-dimension (not being in
either proto-dimension). Second, the sorcerer may

at any time choose to step all the way through into
either proto-dimension. However, phasing sorcer-
ers may still act and be acted upon empathically.
Phasing completely into one dimension or the other,
or entering the Phase state, takes an entire five-
second action, but maintaining an out-of-phase
state does not take an action. In order to use the
Phase skill, the sorcerer must successfully make a
Phase task at two levels greater than situational
difficulty would call for. Thelength of time a sorcerer
may remainout-of-phase is determined inthe same
manner as Dimension Walk portal duration (see
above), but using time units of 3C-second turns
instead of five-second phases. Once out-of-phase,
sorcerers remain in it without concentration, and
may use other empathic skills.

While out-of-phase, sorcerers may walk through
walls and other solid obstacles. However, because
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of their immateriality, they cannot climb stairs, go
up elevators, or otherwise walk on anything but the
ground, because they can't touch anything not
existent in both dimensions. This assumesthat both
dimensions share roughly the same ground topog-
raphy. Most phasing sorcerers who want to leave
ground level use their sorcerous ability to fly (see
next entry). For example, a sorcerer in a high-rise
building who phases will drop through the floor
unless he happens to be flying when he enters the
out-of-phase state. Phasing counts as “Extended
Dimension Walk in a different dimension” for the
purpose of Darkling detection.

Phasing backlash is hideous. A sorcerer whorolls
a Catastrophic Failure when phasing partially en-
ters both dimensions, then exits abruptly before
completely phasing. This can result in the sorcerer
leaving body parts and internal organs in the wrong
place when phasing back in. The sorcerer suffers
1D6xD6 damage to one random hit location. If the
damage suffered reaches Critical damagelevel, the
body part so damaged is severed, left in the other
dimension.

Sorcerous Flight: This is a very carefully con-
trolled use of gravity manipulation. The sorcerer
manipulates another proto-dimension’s gravity to
levitate and move about. Taking off requires an
Average: Sorcerous Flight test. Once take-off has
been achieved, sorcerers do not have to test again
unless their concentration is disturbed (by being
wounded, panicked, or fear-stricken, etc.) or they
have to make a difficult or tricky maneuver (chang-
ing direction abruptly, stopping suddenly, etc.). If
the sorcerer’s concentration is disturbed, the sor-
cerer hasto pass a Difficult: Sorcerous Flight test or
fall. If the sorcerer has to make a hard maneuver, the
referee determines f he makes the maneuver first,
setting the difficulty level for a Sorcerous Flight or Agility
test (whichever is higher), then the sorcerer makes an
Average: Sorcerous Flight test to remain in the air.

Flying sorcerers (pun not intended) can move at
a speed of 3 times their Sorcerous Flight skill in
meters per turn. Altitude is gained at the expense of
forward movement.

Backlash for Sorcerous Flight varies. Sorcerers
who fail their initial Sorcerous Flight tests become
dizzy from the momentary gravity change and can't
take any further actions that turn (except for falling
prone or hiding behind something). Catastrophic
Failure causes the sorcerer to rocket 3D6 meters
into the air, then fall.

Sorcerous Telekinesis: Sorcerous Telekinesis is
another tricky and delicate use of controlled gravity
manipulation. The sorcerer must juggle the gravity
around the object being moved, maintaining a
fragile and sometimesunpredictable gravity bubble.
This method is crude and can only cause objects
to move; it cannot be used to manipulate moving
parts, just to transport an object. Where the
psionic picks up and manipulates items at a
distance without any problem, the sorcerer
struggles to gently float a feather across a meter
of space.

The sorcerer'stelekinesishas arange equaltothe
Sorcerous Telekinesis skill in meters. Telekinesis is
rendered more difficult by the amount of movemnent
needed rather than by the amount of weight to be
levitated. Simply levitating an object up to the
sorcerer’srange in meters across is an Average skill
test. Moving an object is a Difficult skill test, and the
object can be moved a number of meters per phase
equal to the Sorcerous Telekinesis level. Both of
thesetests are made onelevel more difficult by great
stress or combat, and are made two levels more
difficult by incredible stress.

Note that an object’s mass is of no concernto a
sorcerer. A greater or lesser gravity nullification
makes no appreciable difference to the final effect.
The entire item must be nolarger than the Sorcerous
Telekinesis level in meters in any direction, how-
ever, or the telekinesis attempt simply can't work.

Backlash occurs when a Catastrophic Failure is
rolled. The object to be levitated shoots 3D6 meters
into the air, then falls back to the ground.

Despite its difficulty, Sorcerous Telekinesis can
be an effective, if clumsy, weapon. A sorcerer with
enough skill could comfortably lift a car, wobble it
over a target, and let it fall.
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SORCERY POWERS TABLES

Change Environment (Short Term)

Task Type Difficulty Skl Notes
Total Security ~ Easy  Change Environment+EMP -
Relaxed ~ Average = Change Environment+EMP —
NormalStress ~ Diffict  Change Environment+EMP ' —
Great Stress, Combat Formidable Change Environment+EMP —

Incredible Stress  Impossible . Change Environment+EMP . —

Change Environment (Extended)
Task Type Difficulty Skill Notes
One Change -~ Easy " ChangeEnvironment+EMP = =" = = — 3|
Two Changes ~ Average  Change Environment+EMP -
Three Changes  ~  Difficult” ~ Change Environment+EMP " "=

I CRE NS Y
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Four Changes Formidable Change Env:ronment+EMP .
FiveChanges Impossible.

Change Environment (Special)
Task Type Difficulty Skill Notes
Total Security ~ Easy = Change Environment(Special)+EMP" ~ —

Relaxed s Average Change Envuommt(Specnal)f% —
NormalStress ~~ Difficult ~ ~  Change Environment(Special)+EMP ~~ — |
Great Stress, Combat Formidable Change Environment(Special)+EMP —_

Incredible Stress ~ ~ Impossible Change Environment(Special)}+EMP

Close Portal
Task Type Difﬂculty Skill Notes
[Total Security G e R R c|osqrpo;ra’1+}zmp SRS e R
Relaxed s Average ~ Closel
Mormal Sifess 1 Difclt 771 Close PortaleEMP 1 11
Great Stress, Combat Form:dable Close PortaI+EMP —
Incredible Stress ~~~ Impossible’ | Close Portal+EMP 7
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Dimension Walk

Task Type Difficulty Skill Notes

Total Security Easy Dimension Walk + EMP —_

Relaxed Averagjé Dimension Walk + EMP —

Normal Stress ~ Difficult Dimension Walk + EMP ~ —

Great Stress, Combat  Formidable Dimension Walk + EMP —

Incredible Stress ~ Impossible Dimension Walk + EMP —
Phase

Task Type Difficulty Skill Notes

Total Security Difficult Phase + EMP —

Relaxed Formidable Phase + EMP = —

Normal Stress Impossible Phase + EMP —

Great Stress, Combat ~ — — . A_ Not Possible

Incredible Stress ~ — — e Not Possible |

Sorcerous Flight

Task Type Difficulty Skill Notes

Take-Off “Average Sorcerous Flight + EMP ~  — !
Remain Airborne Average Sorcerous Flight + EMP Failure results in a fall
Concentration Disturbed  Difficult Sorcerous Flight + EMP  Failure results in a fall
Tricky Maneuver Difficult Sorcerous Flight + EMP Failure results in a fall

Sorcerous Telekinesis

Task Type Difficulty Skl Notes
Simple Levitation ~ Average Sorcerous Telekinesis + EMP —
Other Movement Difficult Sorcerous Telekinesis + EMP —
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The mystic discipline isthe oldest ofthe empathic
schools, beginning in prehistory. The first primitive
shamanistic rituals were mystic in nature, possibly
coupled with actual empathic ability. Cave paint-
ings and their sympathetic magic were sophisti-
cated evolutions of mysticism, the realization that
everything in the universe was related, that all
things, all life, were one. Any actual power of such
cave paintings may have been sorcerous, but the
underlying truth of mysticism had to be defined
before sorcery could even be conceived.

Mysticism was, andis, the easiest of the empathic
disciplines to understand. Unlike psionics, it re-
quiresnoknowledge ofthe workings ofthebrainand
the nervous system; nor does it need the intimate
information on the composition and juxtaposition of
reality necessary for dimension-spanning sorcery.
All it requires is the admission that the universe
within is as vast as the universe without, and that the
two are the same; the mind is the universe, and the
universe is the mind. From that point, all the truths
of mysticism become self-evident, and all is re-
vealed through exploration of one’s self.

HISTORY

The mystic disciplines evolved into philosophies,
and were adopted into religions. Even today, many
religions of the East are still heavily influenced by
the mystic doctrines.

But only the truly gifted could fully see the
universe within and without; many were wakened,
but they were still blind. The gifted learned to use
their gifts to accomplish things that the blind could
not. Unfortunately, some of the gifted used their
sight for evil, and the discipline had to be hidden, for
blind humans came to fear the sighted.

Still, the disciplines were preserved, often by
religions—religious servants were often some of the
few people who could find the time necessary to
learn the disciplines correctly. Westerners heard the
messages of the Eastern religions and carried mys-
ticism to the West, returning it to the hills, shrines,
and ancient monuments of the West’s mystic past.

In the West, the philosophy of the physical took

MYSTICISM

over, pushing mysticism into obscurity. But even as
the physicists scoffed at it as myth, superstition, and
nonsense, some of them tried the discipline. Even-
tually, however, the physical won out, and Western-
ers built a world on its philosophy.

Then came the Dark Ones, myth and superstition
made real. At the same time, many of the gifted
came to light, those whose eyes could see the
universe within, As phantasms and fearful fantasies
arose to threaten the world, the priests of the
physical flocked to embrace the mystical, at last
convinced of its truth, and seeing it as another
weapon to use against the Dark Ones.

MYSTICISM AND THE
EMPATHIC UNDERGROUND

For centuries, the empathic underground con-
sisted of the practitioners of mysticism. From the
sacred monasteries of the Himalayas to the New
Age “pyramid-power” shops of the United States,
the truths and secrets of empathic ability were
sustained, and even passed on to the public (al-
though usually in mangled, perverted form). The
mystics served as the base and the communica-
tions system of the loose brotherhood of those who
could see the universe within, whether working as
religious brothers or purveyors of pseudo-psychic
pap. They avoided contact with scientists, knowing
that there was no way to scientifically prove their
discipline, and not really wishing it to be proved,
clinically studied, and scientifically analyzed.

When the Dark Minions arrived, the mystics felt
their coming—who could see the universe and miss
such things? Galvanized by this, the mystics ap-
proached the scientists concerned with the Dark
Invasion and offered their assistance. Perhaps the
classic mystic, devoted to peace and tranquility,
could not fight the Dark Minions as effectively as
other empaths, but the mystics could provide great
passive resistance, anchored firmly on their under-
standing of the cosmos and the universe within.

In the active empathic underground, the mystics
serve largely as support rather than as active weap-
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ons to destroy the Dark Minions. They are teachers,
leading the gifted to understand the meaning of
mysticism and teaching them the mysteries of the
universe without and within. They are defenders:
Whole remote villages and suburbs of mildly em-
pathic mystics screen and shield empathic schools
and research facilities from the psychic probes of
the Dark Ones. They are sentinels, skilled mystics
braving the new terrors that stalk the astral proto-
dimension in order to scout out the intrusions of
Dark proto-dimensions into Earth’s reality, and
report back tothose who hunt the Dark Ones. Some
are even minion hunters, seeking to cleanse the
universe of the sores of Dark encroachment. Their
aggression pains the elders of the discipline, for the
true philosophy holds that the universe changes as
it will, without paying attention to the wishes of
presurnptuous humanity. But the elders cannot
deny the youths their fiery determination, knowing
that submission to the Dark Ones is unthinkable.,

MYSTIC TRAINING

The mystic arts and abilities are difficult to learn
without a teacher, someone to guide the student
along the path of enlightenment and knowledge. An
empath can learn mystic disciplines and powers
alone, but must spend three times as many experi-
ence points as normal to advance the skill. With a
teacher, the skill costs are normal. Mystic teachers
are solid empathic contacts.

Learning the mystic disciplines takes a long time
and a lot of meditation. Mystic empaths spend at
least an hour each day in meditation to maintain
their connection with the universe within. Learning
a new mystic skill takes 15 days, minus the
character's INT level in days; at least eight hours of
each of these days must be spent in teaching and
meditation.

The following character careers may start with
mystic skills and knowledge: mystic, psychic test
subject, renegade ET.

MYSTIC POWERS

The ancient abilities of mysticism differ from the
powers of sorcery and psionics in that all of them
(except Dimension Walk, as noted below) involve
the mystic leaving the body behind and moving the
soul, the essence, beyond to accomplish the mar-
vels only it can perform. To the mystic, the body is
nothing more than a shell that supports the soul in
the material world.

Somemystic skills are so simple that they require
divorcing the mind from the body for only a split-
second. Others require such concentration that the
mystic must render the body catatonic in order to
free the mind for the task at hand. Whether the
mystic leaves the body for a second or a year, the
body is uncontrolled, without direction or volition. It
feels nothing, it perceives nothing, and its muscles
go limp as soon as they obey the last order given—
a mystic can “pop” in and out of the body for
extremely short astral trips, and if the body is
engaged in repetitive activity, it will continue the
activity. For instance, walking mystics using the
Third Eye (see below) to keep an eye on someone
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following them would continue walking as long as
they only took glances lasting less than a few
seconds, and even then the body would be walking
blind—liable to walk awry and collide with anything
in the way. In a similar situation, mystics using the
Third Eye power while speaking would slur their
speech and lapse into the gibberish of fading con-
sciousness until they returned to their body.

Ifamystic divorces mind from body formorethan
three seconds, the body loses all power and col-
lapses, only the autonomic nervous system still
operating to maintain the body (breathing and
heartbeat will be steady, but very, very slow).

Because of this, the mystic discipline does not
easily adapt to the rigors of combat, when the body
is in peril and consciousness must be maintained.
Mystic powers are best used from a position of
safety, where the mystic’s body will be safe and
undisturbed.

Note: All empathic success rolls are to be made
by the referee and kept secret from the player. PCs
should know they have succeeded, but they should
not know the exact stage until they attempt to
exploit it, or their success is revealed by events.

In the example of Empathic Healing, given below,
Ahmed the mystic will know he has succeeded in
reducing the healing time of his wounds, but he will not
know exactly how much of areduction he has achieved
until the healing process progresses a bit.

Trances

In order to completely free the mind from the
body, an empath trained in mystic disciplines can
enter a trance state. This takes 30 seconds (one
combat turn), and is accomplished without any skill
test. Asthemystic entersthe trance, hisbody goeslimp,
heartbeat and respiration sink to minimums necessary
to sustain life, and the mystic's body becomes com-
pletely helpless. It will remain so until the mystic returns
mental control to the body, or until another conscious-
ness seizes control of the deserted form.

While in the trance state, mystics find their abili-
ties heightened, due to the lack of physical distrac-
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tions. All empathic ability scores are doubled while
in a trance. In addition, a mystic’s Initiative in-
creases to his Intelligence+2 during the trance,
unless the mystic’s normal Initiative is higher. Some
rystic skills require that the mystic enter a trance
state in order to perform them (astral skills, for
instance). Even with this requiremnent, the mystic's
empathic skills are still doubled while in trance state.

Returning the mind to the body requires more
effort than leaving it. In order to regain control of
their body, mystics have to pass a Willpower test. If
such mystics are unhurried and take their time, the
process is Automatic and requires 30 seconds. If a
mystic is in a hurry, the process is more difficult. A
Willpowertest isrequired, asrevealed in the sidebar.

Refurning:'-%o.;’r'he Body

Time to Regain Control ' Difficulty*
' 5 phases (25 seconds) Easy
' 3phases (15 seconds) " Average
2phases (I0seconds) ~ Difficult
. 1phase (5seconds) ~ " Formidable

*If the mystic is in empathic combat or under empathic
attack at the time, the difficulty is one level higher.

A Catastrophic Failure to regain control of one'’s
body canhavesevere consequences. If Catastrophic
Failure occurs, roll on the Trance Catastrophic
Failure table on the following page and subtract the
mystic's Willpower skill from the roll

A person in a trance will suffer from lack of food
and water, but only requires one-tenth the suste-
nance. In short, a person in a trance can stay there
for days without much trouble, but will be ravenous
and terribly thirsty upon waking. Intravenous fluid
and food supply will help prolong the amount of time
a mystic can safely remain in a trance.

Suspended Animation: The trance state has one
other ability, if the mystic needs to conserve body
resources. Mystics can slow their body functions to
near-death, so low that only sophisticated instru-
ments can detect any life. Using this ability, mystics
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A person ina coma reqmres hosprtal hfe support and care. A mystlc.r'f}_ i
suffering from this condition maytrytowakeup Once per week, themystic
may try a Difficult: Wlllpower test.Ifthe mystlc succeeds, he comesoutof
- the coma. ;
The only way for an outsnder to wake rnys’acs who are unconscnous. 2 :
~ catatonic, or comatose isto entertheummd find their consciousness, and- e

Trance 'C?c:jr'ds_’r%i"‘bp'l'iic ‘Fﬁi'l.ure-ﬂ e

Mystics can use Animal Em-
pathy without entering a trance

~ guide it back to control. See P:qect Thought, below.

_ D20:System Roll . Consequence state, although a trance still has
lorless ~  Stunnedforlphase its beneficial effects when using
DO s e Stunned for 1D6 phases e the skill.
10-17 Unconscious for 1D6 hours
718:19° 7 Catatonicfor D6 days Computer Empathy
20 Comatose This skill is foreign to the mys-

tic discipline. Mystic powers flow
from life to life, and computers
are the antithesis of life. Yet some
note that the concentration of the
true computer empath islittle differ-
ent from the mystic’s trance state.
Knowledge of mystic disci-
plines can enhance Computer
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can reduce the need for oxygen, food, and water to
nothing for up to EMP? years. The mystic still
requires atmospheric pressure (although greatly
reduced pressures—down to !/3 atmospheres—
seem to have no adverse effect), and is vulnerable to
being consumed by animals (but not bacteria) in the
meantime, but time does not pass for such mystics, and
whentheywake, they willbethe same aswhenthey went
into the trance, as long as no outside agency has
disturbed their body in the meantime.

Waking from such a suspended animation trance
is the same as regaining control from a normal
trance, save that all time scales are multiplied by
360. For example, attempting an Average waking
requires (360x15) = 5400 seccnds, or 90 hours—
that’s 3 /4 days. Small penalty to pay for having
been preserved through time for years, or decades,
however.

Animal Empathy

A mystic's ability to communicate with animals
arises from the mystic’s relationship with the unified
whole of life—all living creatures are part of the
brotherhood of life, and animals are simpler and
closer to this spiritual whole than humans, Darkling
creatures may be alive, but are so different fromterres-
trial life that contacting them requires a quite different
discipline (Darking Empathy).

Empathy, particularly when the computer is con-
nected to anocther life, such as another computer
empath or one of the alien biocomputers. If a
computer empath is willing to enter a trance state
when conducting Computer Empathy, he gains the
benefits of the state (as well as the disadvantages).
Strangely, acomputer empath intrance state still retains
posture and muscle control necessary to continue
manipulating computer keys, a mouse, etc.

While in atrance state, a computer empath that
contacts another life in the computer network
may attempt life Empathy skills such as Human
(and Darkling) Empathy and Project Emotion
and Thought. The Computer Empathy serves as
the connection through which these skills are
transmitted.

Dimension Walk

This is one of the few skills in which mystics bring
their body along. To a mystic, proto-dimensional
travel is a matter of encouraging the segmented
parts of the universal whole to become one for a
space in time. The problem is the chance that the
parts of the universe that appear may not be the
ones the mystic was looking for. A mystic callingup
another dimension with this skill makes an Average:
Dimension Walk test after the portal has been
created. If the test is successful, the portal created
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leads to the dimension the mystic desired to enter.
If unsuccessful, the portal leads to another proto-
dimension altogether...

Mystics skilled in Astral Travel are more familiar
withthe proto-dimensions—after all, the astral proto-
dimension is nothing more than a reflection of the
universal whole, and many proto-dimensions link
into it. When using Dimension Walk, they may use
their Astral Travel skill instead of their Dimension
Walk skill when determining if the portal is opened
to the correct proto-dimension.

The trance state is useless to a mystic using
Dimension Walk, unless the mystic has no intention
of using the portal or is carried through it by others.

Use of the Dimension Walk skill or any of its
cascade skills can attract the attention of the
Darklings. Any mystic
using any Dimension
Walk-related skill (as
noted in this chapter)
must make a task roll to
avoid detection (see the
Dimension Walk Detec-
tion Table in the Sorcery
chapter, page 72).

Note: No user of Di-
mension Walk or any of
its cascades can enter,
look into, or otherwise
observe or manipulate
a proto-dimension un-
less the user is familiar
with that proto-dimen-
sion. This means that
the user must either
havebeentakentothat
proto-dimension by
someone or something
else, or a complete
enough psychic im-
pression must have
been transferred to the
user by means of
project thought or a
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similar empathic means. One visit is enough, and
the visit can be voluntary (during empathic training)
or involuntary (kidnapping by Dark Minions, etc.).
The user must remain at least five seconds in the
proto-dimension in order to gain a sufficient psychic
impression to be able to return.

Astral Travel: The classic mystic skill, Astral
Travel allows a mystic to slip into the astral proto-
dimension. Themystic school ofthought holds that the
astral proto-dimension is the binding force of the uni-
verse, where all ofthe universetruly becomesone. Since
it is always nearby, a mystic can enter it easily.

Classic astral travel requires mystics to leave
their body completely. This requires atrance, and a
successful test of Astral Travel skill. (Astral Travel is
a cascade from Dimension Walk, and Dimension




Walk can be substituted at one-half value if the
mystic has no Astral Travel skill. This is not recom-
mended, however, because the astral proto-dimen-
sion can be a very dangerous place.) The difficulty
of the skill test depends on the circumstances
(largely the haste of the entry into the astral proto-
dimension). If a mystic is at peace and calm, the
task is Easy and takes 30 seconds. If the mystic is
wasting no time getting into the proto-dimension, the
task is Average and takes 15 seconds. If themystic isin
ahurry, the task is Difficult and takes five seconds. I the
mystic is emotionally upset (angry, sad, alarmed, etc.)
thetaskisonelevel more difficult. Ifthemystic is affected
by violent emotion (panic, rage, extreme grief, blind fear,
etc.) the task is two levels more difficult.

Once in the astral proto-dimension, mystics can
journey far from their bodies. Re-entering the body
and regaining control is accomplished just like
regaining control from a trance (since that's exactly
what the mystic is doing). Nomatterhow farmystics
travel in the astral proto-dimension, their bodies are
just a thought away, via psychic link. This link
appears in the form of the classic “silver cord™—it
doesn'treally exist, beingmerely amental reference
in the existence of the astral proto-dimension. But
other travellers in that proto-dimension can see it, too.

Astral travel allows a mystic to accomplish sev-
eral effects normally associated with other psychic
powers, For instance, mystics can mimic clairvoy-
ance simply by sending their astral form to the
appropriate place and observing. Postcognition and
psychometry are duplicated by linking on to the
mind of someone in the past and by following the
psychic vibrations of the object in question back
through previous time, respectively. Precognition
is—for some reason not understood by mystics—
not possible; psychic vibrations seem to hit a “wall”
and stop in the direction of the future. See the astral
proto-dimension, below, for more on the properties,
perils, and mechanics of the astral proto-dimension.

“Third Eye” is not a separate skill, but a trick of
Astral Travel. The mystic slips into the astral proto-
dimension for a short time, allowing such personsto
lock into the astral proto-dimension and the real

world without turning their neck. The uses of this
ability include parlor tricks such as blindfolded
mystics seeing beyond the blindfold, describing
itemsbehind them, etc. Another less frivolous use is
maintaining an astral watch—many Dark Minions
resonate strongly in the astral proto-dimension,
particularly those closely associated with “magic.”
Dark Minions without physical form, such asbleaks,
ghosts, poltergeists, and so on, primarily exist inthe
astral proto-dimension, intrudingonthe “real” world
to wreak their havoc. Such strong psyches cannot
hide when viewed through astral eyes.

The Third Eye trick does require some skill.
Slipping into the astral proto-dimension for a mo-
ment is no problem, but oscillating back and forth
between the proto-dimension and one'’s body in
order to maintain consciousness is. As stated ear-
lier, if a mystic divorces mind from body for more
than three seconds, the body loses all power and
collapses. And if the mystic stays in the astral proto-
dimension using the Third Eye for over 10 seconds, that
person has to re-enter the body as if recovering from a
trance, at one level of difficulty higher than normal.

In order to maintain a semblance of conscious
control while using the Third Eye, mystics have to
pass a normal Astral Travel test each time they pop
back into the astral proto-dimension, modified as
per the circumstances. Failing the test means that
they didn't make it into the astral proto-dimension,
and they are stunned for five seconds (one combat
phase).

The Third Eye cannot be done while in a trance.
Popping into the astral proto-dimension while in a
trance is really Astral Travel,

Clairvoyance: This is a cascade of Dimension
Walk. Anyone who can manage Astral Travel can
fake clairvoyant abilities, and usually with more
detail and success. However, Astral Travel requires
a trance state, with its attendant drawbacks. Clair-
voyance is done while the mystic is conscious, and
doesn't take as long.

In orderto use this skill, mystics must eitherknow
the location they are attempting to see/hear—
knowing a location means the mystic must have
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beenthere for atleast an hour—or be abletolink into
a person at that location. Linking into a person is a
(Clairvoyance+Human Empathy)+2 test: Easy if the
mystic knowsthe person well, Average if the mystic has
met and touched the person, Difficult if the mystic has
only seen the person before, and Formidable if the
mystic has never seen the person before.

Once the link is accomplished (or the mystic
knows the place being seen/heard), a successful
Clairvoyance task roll (difficulty according to cir-
cumstances) allows the mystic to see/hear what is
transpiring at that location. If the mystic is using
Clairvoyance without a link to a person on the
scene, the mystic can see or hear the proceedings
(the mystic may attempt to do both, but this makes
the clairvoyance attempt one level more difficult). If
the mystic has established a link through a person
on the scene, the mystic sees and hears only what
that person sees and hears—this may result in a
very limited view of the action.

Clairvoyance is not normally detectable, but a
mystic using the skill through a link with another
person can be detected by ancther empath in
empathic contact with that same person.

Once amystic succeeds at establishing clairvoy-
ant observation, there is no limit on the length of
time the Clairvoyance can be maintained. If con-
scious, the mystic's body will tire and eventually run
out of energy (i.e., the mystic will get tired and
hungry, as well as suffering from other normal body
functions). A link to another person will be broken
if that target loses consciousness. But until the
Clairvoyance is terminated, the mystic can observe
what happens as it happens.

Psychometry: A cascade skill from Dimension
Walk, psychometry allows the mystic to look into
the past of an object, “reading” the shifting aura of
timestream existence that accrues to all matter.
Psychometry, like Clairvoyance, does not require
Astral Travel and is relatively safe.

The process of Psychometry requires that the
mystic touch the item being probed. (Trance state
has the normal effects on the Psychometry skill.) A
Psychometry task roll is required, with the difficulty

dependent on the amount of time the mystic wishes
to probe back into the past. The amount of time the
process takes is also dependent on this time-shift.
Toread the last hour of history is Easy and takes 30
seconds; to read the last day is Average and takes
five minutes; to read the last week is Difficult and
takes 30 minutes; toread the last yearis Formidable
and takes an hour. Reading any further back is
Impossible and takes two hours for every 10 years.
Normally, a simple success allows the mystic to
read the highlights of the object’s history—as the
past flashes before the mystic’s senses in fast-
motion, the mystic is able to remember only those
occasions which most impressed him. An Out-
standing Success means that the mystic can re-
member nearly every detail, and can “stop the film”
and “rewind" back to review events of interest.
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Empathic Healing

For a mystic, Empathic Healing is not the clinical
directing of physical resources to injured areas.
Instead, it is a concentration on returning the body to
its whole, of directing it to restoring itself to a healthy
irage held in the mystic’s mind. A mystic finds it
difficult to heal just one area, but rather must heal the
entire body at once.

Empathic Healing functions as described on page
59 of Dark Conspiracy, with the following additional
changes: Mystics using Empathic Healing test only
once for all wounds on the subject. Each wounded
area after the first makes the test one level more difficult.
They ignore the Human/Animal Empathy limit on heal-
ingwoundsin others; instead, using Empathic Healingon
ancther is an additional level of difficulty higher.

Like other empathic powers, Empathic Healing
benefits from the advantages of the trance state.
However, the advantages of the trance state are
doubled for empathic self-healing—thus quadru-
pling the empath’s effective skill+EMP. The disad-
vantage is that the empath must remain in the trance
state for the duration of the healing period, as the
concentration of the mind is dedicated exclusively to
healing the body vessel. If the mystic fails to success-
fully speed his healing, the trance persists for the entire
unrmodified duration of the healing process, until the
mystic is completely healed.

Examnple: Ahmed has suffered Serious wounds to
both his legs and a Critical wound to an arm. His
Empathic Healing skill+EMP is 14, and he finds a
quiet place where he can concentrate on his task.
This would normally make the difficulty Easy, but
because he has three areas wounded, the difficulty
becomes Difficult. He rolls a 1 (an Outstanding Suc-
cess), and succeeds ingenerating a Stage Three success
(skill+atiribute of 14, plus a 1D10 roll of 6=20, minus his
own Willpower skill+INT of 8=12, doubled by the Out-
standing Success to 24= a Stage Three success on the
Empathic Power Level Table), reducing the healing time
on hislegsto four days (the normal healing time of seven
days is reduced by one day per stage of success) and the
healing time on his arm to 11 days (again, three days
taken off of the 14 days needed for a Critical wound). If
Ahmed had decided to go into a trance to heal, his

skill would have been quadrupled to 52, and his roll
of 1 would have generated a Stage Six power level
(the quadrupled skill+EMP of 52+1D10 roll of 6=58,
minus his Willpower+INT=50, doubled to 100=Stage
Six)—Ahmed’s legs would have healed in one day,
and his arm in eight days, but he would have been in
a trance for the entire eight days.

Later, Ahmed tries to heal a wounded comrade.
The comrade has wounds to chest, arm, and head,
making Ahmed’s task difficulty Formidible.

Invulnerability: This is a mystic cascade skill from
Empathic Healing. It is the mystic’s ability to draw on
the body’s reserves to knit its tissues even while it is
being harmed. Invulnerability takes one combat turn
(six phases) to activate. Once activated, Invulnerability
can be used in any phase that the mystic has an action.
Using it, the mystic may attempt to subtract points from
damage taken that phase, To do this, the mystic makes
an Impossible task attempt versus Willpower+ Invulner-
ability. If successful, the damage subtracted is equal to 4
times the stage level aitained. A Catastrophic Failure
wounds the mystic: Roll the power level and inflict
Stagex1 point of additional damage on the mystic. The
rystic's Willpower is added to the Invulnerability skill for
purposes of determining power level.

Example:Sabrina (amystic with Invulnerability 10
and Willpower 12) has to walk through a buming
room to escape aliving wildfire (a hellfire, from Dark
Races Compendium, Vol. 1}, She spends one turmn
preparing her mind and body for the ordeal (the skill
takes no roll to “activate”), then plunges into the
flames. The referee determines that the entire room
is ablaze and the air is filled with flame, so every body
part will take 1D6 damage per phase. It will only take
Sabrina two phases to clear the fire.

On the first phase, she takes 27 points of damage
to various hit locations. She has toroll a 5 orless to
reduce the damage done. She rolls a 3, for a Power
Level of 27 (Stage Two), allowing her to reduce the
damage by 8 points. On the second phase, she takes
another 18 points of damage, and rolls a 10. She cannot
heal that damage immediately, but bursts from the
flaming room 8 points healthier than she would have
been. She can, of course, heal the damage normally or

attempt to speed her healing with Empathic Healing.
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foreboding

Like most empaths, mysticsare atalossastothe
exact nature of empathic foreboding. The current
mystic theory holds that such mental events are
nothing different than the fall of raindrops on a
person in a rainstorm—to those who can see, the
forces shaping the future are very visible. And the
subconscious mind seemsto be better equipped for
sorting through the maelstrom of information, for
the conscious mind is soon overwhelmed by the
problem of looking for one incident among the
uncountable number of probabilities. According to
this theory, a foreboding is a tendril of time caught and
processed by the subconscious, storedinhumanmemory
until it is recalled by some sort of association. This is
agood working definition, but remains unproven.

Unlike other empaths, mystics can actually enter
the astral proto-dimension and go to watch the
probabilities of the future evolve. This is detailed in
The astral proto-dimension, below.

Human (and Darkling) Empathy

To a mystic, touching minds with another person
is as easy as reaching out and touching him with a
finger. It's a very natural thing, life flowing to life. Of
course, with Dark Minions, the “life” onthe other end
may be a very loose definition of the term.

For mystics, this process is one level easier than
itis for other empaths. In addition, making empathic
contact with friends and close associatesisonelevel
easier, too (for a total of two levels easier than
normal). The drawback is that in order to probe
more deeply than surface emotions, mystics have
to leave their body and actually enter the psyche of
the subject. This means that a mystic can only probe
onemind atatime, andthatthemystic’sbodyishelpless
and mindless until the mystic chooses to break the
contact and return. When mystics do decide to break
contact, they return to their body without difficulty—
assuming that the body is still safe at the time, and in
range. Furthermore, a mystic intruding on the mind of
anothermystic may be rudely thrownout f discovered—
see Project Emotion, below. Mystic empaths are stil
bound by the same range limitations as other psychics.

MYSTICISM

91



The exception is when a mystic uses Human or
Darkling Empathy while in the astral proto-dimen-
sion. While there, a mystic may make empathic
contact with other minds in the same dimension, or
with minds in the “real world.” While in the astral
proto-dimension, a mystic's Empathy range re-
strictions apply only to the Astral form—the body
may be located very far away, but the mystic hasto
keep Astral form within Empathy range of the
subject, as per the normal rules.

As usual, a mystic may go deeper into a
subject’s psyche than mere surface emotions.
Other empaths read the thoughts like a book, or
hearthem subvocalized. Mystics experiencethem
as ifthe foreign thoughts were their own, perceiv-
ing and feeling what the subject perceives and
feels, although the perceptions and emotions are
alien enough sothat they don’t affect the mystics.
This situation changes when a mystic managesto
penetrate the subconscious mind (thoughts pro-
ceed from basic emotions to surface thoughts to

deeperthoughtstothe sub-
conscious—i.e., ittakes at
least a Stage Four success
toenter the subconscious).
Entering the subconscious
mind is easier when the
subject is dreaming—a
mere Stage Two success
is all that is needed.

The subconscious mind
isaplace of chaotic power,
flowing from the most ba-
sic desires and fears of an
individual. The impulses
filling the subconscious
can be powerful enoughto
overwhelm a mystic in-
truding into this arena of
mental turmoil. Each
minute (or part thereof)
that a mystic spends in
another person’s subcon-
scious, he has to pass an
Average: Willpowertest (Difficult: Willpower ifthe
subject is dreaming—the subconscious runsram-
pant during such activity). If the roll fails, the
mystic is affected by the emotions and desires
raging through the probed psyche and suffers a
temporary loss of 1 point of Willpower, just like a
Basic Success Willpower Drain. If Catastrophic
Failure is suffered, the mystic flees from the other
mind and involuntarily returns to his body, rolling
on the Catastrophic Failure Table for regaining
control from trances. And when such mystics
wake, they will be deeply affected by the emo-
tion/desire which repelled them (the exact emo-
tion/desire is up to the referee, as appropriate).

So why go into the subconscious? The subcon-
scious mind cannot lie; not even the most experi-
enced yogis can conceal their desires and emotions
inthe subconscious. And the subconsciousis where
fears, phobias, post-hypnotic suggestions, and other
mental aberrations lurk. Curing one of these prob-
lems requires a trip to the subconscious.
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Aura Reading: Mystics can use the basic de-
tection aspects of Human (Darkling) Empathy
through Aura Reading, a cascade skill of Human
Empathy. All life has an aura, and can even give
auras to inanimate objects through long emo-
tional attachment. Life auras are always much
brighter and more distinct than the auras at-
tached to inanimate objects.

Aura Reading is accomplished in the same fash-
ion as Human Empathy, except that additional
stages of success canonly increase the area sensed
or sense additional people. Auras can be read while
the mystic is using Astral Travel; otherwise, the
mystic must be awake and able to see the location
of the aura. A successful aura reading will tell the
mystic the following facts about the person being
read: the person’s existence (even if hidden behind
cover); his, her, or its emotional state; and whether
it is tainted by the Dark Masters’ influence. All this
is seen through the color of the aura; auras tainted
by the Dark Masters feature a sickening green-
black-purple glow surrounding them.

The only way to mask an aura is through Psychic
Invulnerability, below.

Sensing the aura of an inanimate object is one
level of difficulty greater than readingliving auras. A
successful reading of an inanimate object’s aura
allows the mystic to guess at the emotion the owner
most closely associated with the object, and identi-
fies the owner's aura. It does not identify the owner,
or reveal anything else about the object—for more
information the mystic must use Psychometry (see
above). However, a mystic who identifies the aura of
an object and later spots the same aura on a person
canbe sure that the person isthe owner of the object
in question.

Psychic Invulnerability: By concentrating on
the inner self, mystics can shield their mind, their
psyche, from detection and disturbance. In doing
so, mystics pull all empathic perceptions back
into themselves, essentially “running blind” em-
pathically.

Psychic Invulnerability is a cascade skill from
Human Empathy, and can be achieved in or out
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of trance state. Concentration on the innerself, on
blending with the background of the universe, is
more effective in a trance—the standard benefits
and drawbacks apply. A standard test of the
Psychic Invulnerability skill is required, with diffi-
culty modified according to circumstances. If
such mystics are successful, each stage of suc-
cess achieved is subtracted from any other em-
pathic skill directed at them. And once this suc-
cess is achieved, it can be maintained as long as
the mystic is conscious.

The main drawback to Psychic Invulnerability is
the necessity of maintaining empathic “silence.”
Any use of any other empathic skill nullifies Psychic
Invulnerability.

Psychic Invulnerability does not do anything to
mask the mystic's physical form. Such trickery is
covered under Psychic Invisibility, below.

Example: Claudia decides to shield herself from
psychic probes, knowing that there are psychic
Dark Minions about. Her Psychic Invulnerability skill
is 10, and she's in a relaxed environment. She rolls
4 and succeeds; her power level is 18, giving her a
Stage Two success. Later, a bloodkin vampire
attempts to lure her close with its illusion. The
vampire achieves a Stage Four success with its
Project Thought skill, normally enough to projectan
auditory and visual image. Claudia is still protected,
though, and subtracts two stages from the illusion—
she sees the illusion as a ghostly hologram, and
clearly sees the vampire through it. She brings up
her sawed-off shotgun...

Psychic Tracking: A mystic can follow the aura
of another life through the whole of the universe. In
theory, ancther life can be found anywhere. In
practice, actual distance limits the effectiveness of
the tracking, although it is easier to find those
persons more attuned tothe oneness of the universe
than those whose auras are dim.

Psychic Tracking is a cascade skill from Human
(or Darkling) Empathy. In order to use it, the mystic
must know the aura of the life to be tracked. A
successful test of Psychic Tracking+Subject’'s Em-
pathy means that the psychic has found the subject.
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The difficulty is determined by circumstances, as
usual, with the addition of range modifiers.

If the subject is close (within a range of the
mystic's Empathyx20 meters), the difficulty is
lowered by one level. If the subject is somewhat
far away (mystic's Empathyx20 kilometers), the
difficulty level is not altered. If the subject is
distant (mystic’'s Empathyx200 kilometers), the
difficulty is increased one level. If the subject is a
world away (mystic’'s Empathyx2000 kilome-
ters), the difficulty is increased two levels. If the
subject is farther away than that, Psychic Track-
ing is not possible.

The level of success determines how much the
mystic was able to tell about the subject’s move-
ments. Basic Success allowsthe mystic to know the
subject’s general location, Stage Two tells the mys-
tic the subject's exact location, and each additional
stage means that the mystic can backtrack on the
subject’'s movements for 24 hours per additional
stage—for example, a Stage Five success means
the mystic knows the subject’s exact location and
can follow its previous movements for up to 72
hours before the present time.

Psychic Tracking can be used while in the astral
proto-dimension.

Project Emotion

When mystics make empathic contact with
another life, they actually step inside the mind of
the life form, Since they are already there, insinu-
ating an emotion into the subject’s mind is a
simple process. Ifthe subject’s Willpowerreduces
the power level to 0, the subject will become
aware of the mystic’s presence in his mind. If the
subject is another mystic, he can draw back into
the mind to confront the intruder. If the subject
mystic wishes to expel the foreign presence from
his or her mind, treat the ensuing combat as a
variant of Astral Combat (page 108). Both mys-
tics substitute their Project Emotion skill for Astral
Travel skill, and since the subject is defending his
own mind, that mystic adds Willpower skill to
Project Emotion skill for all purposes during the

battle. The combat uses the same tactics as
Astral Combat, but there is no “silver cord” avail-
able to attack.

Unless the subject is another mystic, emotion
projection follows normal rules for Project Emotion.
Aslong asthe mystic is still in the subject'smind, he
will immediately know if the subject falls prey tothe
emotion or not.

Psychic Beacon: A mystic can, if desired, project
a strong emotional thought pattern that acts like a
psychic beacon in the astral proto-dimension. This
beacon can be immediately identified as belonging
to the mystic, by all who know that person—the
beacon bears a distinctive aura—and reduces to
Easy all difficulties of any Psychic Tracking at-
tempts aimed at that mystic. Psychic Beacon is a
cascade skill of Project Emotion. The success of
such projection measures how long the mystic
can maintain the beacon on a single attempt: The
Stage cubed (Stage3) is the number of hours the
beacon can be maintained, even through uncon-
sciousness.

Once established, a Psychic Beacon can be
stopped with a single thought from the mystic.
Mystics may use other empathic abilities while
maintaining a beacon.

Project Thought

Like Project Emotion, use of Project Thought is
simple for mystics, since they are already in the
subject’s mind. In addition to projecting images
and simple sentences, mystics can choose to
reveal their presence in a subject’s mind, mean-
ing that the subject can “see” such mystics in the
mind’s eye. Mystics may choose to alter or cloak
their mental appearance; treat this as a regular
use of the Project Thought illusion. Once mystics
have revealed themselves, they can converse
with such subjects naturally, with the subjects
subvocalizing their responses. A subject can try
to lie to a mystic; the mystic’s success with
Human (Darkling) Empathy determines if the
mystic can tell for certain when the subject is

lying.
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" Dream Intrusion: As noted earlier, a mystic can
slip into another mind more easily during dreams.
Normally, this results in the mystic being caught in
the undertow of the subject’s whirlpool of disjointed
memories, images, fancies, and unfettered subcon-
scious emotions—a dangerous place to be. While
any empath with Human Empathy skill can “eaves-
drop” on a dream, watching it like a person
watching a vid show, a mystic actually feels the
mental backlash and is battered by the wild
subconscious.

Dream Intrusion is a cascade skill of Project
Thought, and actually inserts the mystic into the
subject’'s dreamn. The subject can perceive the
mystic's form, if the mystic desires (as above,
Project Thought illusion can be used to alter the
mystic’'s appearance) and can interact with the
mystic. While in a subject's dream, mystics can
use the Dream Intrusion skill to alter the subject’s
dream, changing it to their liking. This can be
dangerous, as the subject’s subconscious can
resist the changes.

A successful Human Empathy test is required to
contact the subject’s subconscious, as noted under
Human Empathy; once contacted, going into the
dreamisanEasy: DreamIntrusiontask. Alteringthe
dream is an Average: Dream Intrusion task. Each
time the mystic changes the dream, the subject’s
subconscious will resist. In this case, the mystic has
to make an Average: Dream Intrusion test, adding
the subject’s Willpower to the die roll. If the test is
failed, the mystic intruding on the dream is rudely
tossed out and hastoreturnto hisor herbody; check
as if regaining control in one phase. If the roll is a
Catastrophic Failure, the mystic has to roll on the
appropriate Trance table.

If amystic encounters a hostile empath inside the
subject’s dream, Dream Intrusion can be used as a
“reality changer,” allowing the mystic to change the
dream’s “reality” to fight the foe. Both empaths use
their Dream Intrusion (or Project Thought, used as
acascade skill—note that Dark Minions specializing
in nightmares use their Project Thought at full
strength) in the combat, making Difficult tests.
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Subtract the subject’s Willpower from the power
levels, unless one empath is cleary aiding the
subject, in which case the subject’s Willpower is
added to the assisting empath'’s power level. Sub-
tract the higher power level from the lower, and
determine the winner's stage of success. Stages
Two through Five success repels the loser, forcing
him or her from the subject's dreams—mystics
have to return to their bodies; check as if regain-
ing control in one phase. Stage Six success forces
the loser from the dreams, as above, and also
requires the loser to succeed at an Easy: Consti-
tution test or suffer heart failure—in the dream,
the loser died horribly.




Mystics with Dream Intrusion can allow another
person into their own dreams. This requires a
successful Difficult: Human Empathy test, followed
by a successful Average: Dream Intrusion test,
before such a mystic goes to sleep. The mystic and
the others to be allowed into his or her dreams must
sleep touching one another. Using the skill in this
fashion is not as useful as intruding on ancther's
dreams, but if a mystic is under subconscious
attack, he can thereby bring allies into his dreams,
where the subconscious makesthem active partici-
pants in the dreamns and they can assist in repelling
the attack—allies add their Willpowertothe subject's.
One situation where this is extremely useful is in the
case of a dream master attack; the mystic can enter
the dreams of the attacked person and even bring
nonempaths in to assist. For more on the dream
master, see Dark Races Compendium, Vol. 1.

Example: Inexperienced empath Tam is being
plagued by a dream master. Mystic Claudia has
been defeated by the dream master before; tonight
she’s bringing her strong-willed cyborg friend Stiel
in to assist.

Note: As the Dark Races book suggests, “Ref-
erees are encouraged to roleplay with their play-
ers the nightmares...rather than simply announc-
ing what the creature rolled and having the char-
acter check.... The dream settings should be
based upon the affected character’s skills” (and
experiences). If the subject is having nightmares,
they tend to play on that person’s fears, anxieties,
and inadequacies. Just defeating a consistent
fear can be enough adventure for the most hard-
ened mystic minion hunter; taking on a dream
master is much worse.

Exorcism: Since all lives are intertwined in exist-
ence, it is possible for one life force to dominate
another, controlling the physical vessel, making it
do things the owner doesn’t want. In ancient times,
this was called “possession.” The ancient practitio-
ners of mysticism knew what they were talking
about; a seldom-taught and less often used ability in
mystic lexicons allows mystics to do this (see
Possession, below). With the onset of Darkling
activity, possession incidents have increased, and
the fear of Darkling possession becomes very real.
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The mystic lexicons also con-
tain methods of fighting the phe-
nomenon. Exorcism is a cascade
skill from Project Thought, and is
the ability to drive a foreign mind
from a host body. It can be used
from the astral proto-dimension
as well as from the “real world.”

The actual exorcism is a con-
test of wills and empathic power.
The exorcising mystic and the
possessing power make Difficult
test rolls—the exorcist uses the
Exorcism skill, and the possessor
uses the Possession skill. Both
parties determinetheir powerlev-
els based on the appropriate skill
plusWillpower, andthe possessor
subtracts its total from the exorcist’s. If the exorcist
achieves a Basic Success with the remaining power,
the possessor is expelled from the body, just as if the
host mind had repulsed the possessor.

If the host mind is in the host body at the time of
the exorcism, the host’s Willpower is also added to
the exorcist's combined Exorcism and Willpower
skills for purposes of power level.

Exorcism is a long and arduous process, often
taking a number of hours equal to the possessor’s
Possession skill. Each stage of success the exorcist
scores over Basic Success halves the time required
(round down in this case). And the possessor can
make the host body move in the meantime. Restraining
the host body is a common precaution.

Example: A malevolent haunt has possessed
Claudia's cyborg friend Stiel. After a prolonged
battle, the cyborg has been caught and restrained.
While nervous soldiers watch with aimed weapons,
Claudia enters a trance and ascends into the astral
proto-dimension to do battle with the spirit. Her
Exorcism skill is 9 (doubled to 18, because she's in
a trance state), and her Willpower is 6. The haunt
has no Willpower, but its effective Possession skill is
32. Fortunately, Stiel's mind is still in his body, and
his Willpower is 15.

Both parties succeed at their tests. Claudia’s
combined skill is 39 (her Exorcism and Willpower,
and Stiel's Willpower); her power level is 44. The
haunt's power level is 40, so after an exhausting 32
hours (based on the haunt’s Possession skill), she
barely manages to drive the haunt from her friend.
Had she rolled an Outstanding Success, her power
level would have been 88. Afterthehaunt'spowerlevel
was subtracted, she would have had a Stage Five
success, reducing the time required to two hours.

An exorcism struggle can go on for days. Dark
Minions are usually powerful empaths, and while
exorcism is exhausting, it isn't dangerous (beyond
the ability of the possessed to wreak physical dam-
age), so often, human exorcists have to work for a
long time to finally defeat the possessor.

Hypnosis: One reason for wanting to reach into
the subconscious is that, while powerful, the sub-
conscious is also rather gullible. A slight suggestion
can take on concrete strength there. Parlor-trick
hypnotism has proved this, often with hilarious (or
sinister) results.

Parlor-trick hypnosis requires a willing subject.
The hypnotist then puts the subject into a trance
(this requires a successful Difficult: Hypnosis test
and 30 seconds of uninterrupted effort). Once the
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subject is in the trance, the hypnotist can question
the subject (Average: Psychology test to get true
and useful answers), make the subject act differ-
ently (Average: Hypnosis test), or implant post-
hypnotic suggestions (Difficult: Hypnosis test).
Subjectscanresist post-hypnotic suggestions; when
the suggestions are triggered, such subjects make
a Formidable:; Willpower test (Difficult: Willpower if
the suggestion would have them do something they
violently disagree with). If successful, such a subject
resists the suggestion and the power of the sugges-
tion is broken.

Parlor-trick Hypnosis may be learned separately
as a cascade skill from Psychology.

Mystic hypnotism is more powerful than any
parlor trick. Itis a cascade skill from Project Thought,
and is more insidious than other forms of thought
projection. Of course, the mystic knows how to do
the parlor-trick hypnosis, too; it's a minor version of
the major skill.

After penetrating to the subject’s subconscious
mind, a mystic with Hypnotism may implant com-
mands and opinionsthere, in the form of desires and
emotions. The more complex and specific the
command, the more difficult it is to implant it. For
instance, a vague, unfounded dislike, such as preju-
dice against industrial polluters, would be an Easy:
Hypnosis task. Turning this into hatred of a single
company would be an Average: Hypnosis task.
Aiming all the subject’s fury at a single executive of
this company would be a Formidable: Hypnosis
task. The more specific the case, the more justifica-
tion the implanted command requires.

Working against the subject’s desires is not easy.
Commanding a subject to kill a loved one, or to do
something else that the subject is equally opposed
to, is one level of difficulty greater.

This careful mental work takes time.lthasto be
subtle and long lasting. An Easy task takes a
minute; an Average task takes five minutes; a
Difficult task takes 30 minutes; a Formidable task
takes 90 minutes; and an Impossible task takes
three hours.

If the mystic succeeds in implanting a command

or opinion, the subject believes it to be his or her
own, complete withrationaleto explain it. Thatisthe
strength of mystic Hypnotism: Entire facets of a
personality can be changed, and the source of the
changes is almost invisible. Even Psyche Surgery
(see below) has trouble finding and correcting such
changes.

Mystic Hypnosis can be broken by the subject. If
the command or opinion is one that the subject
violently disagrees with, the subject makes an Im-
possible: Willpower test. If successful, such subjects
resist the comrnand/opinion and realize that an
alien idea is rattling around inside their brains.

Possession: In a sense, a Stage Six success with
Project Thought is possession—the empath is able
to control every movement, every action of the
subject. The cascade skill Possession is different in
that such mystics don't controla subject; they place
their mind in a subject's body and become the
subject, and can remain in control of the subject’s
facilities for a long time.

In order to do this, such mystics leave their own
body, usually in a trance, and venture into the astral
proto-dimension. There, they spot the target sub-
ject and attempt Possession. This is a standard
Possession test, and a Stage Five success allows
such mystics to overlay their mind on a subject’s
and take control. The process takes 30 seconds,
and such subjects perceive it while it's happening—
the safest time to possess a subject is while the
person is sleeping. Possessing mystics can stay in
charge until they decide to leave, or are forced out.

While in charge of a host body, mystics can
manipulate it like their own (within physical limits:
a host body can'’t do things beyond its capabilities;
a high-strength mystic taking over a child's body
would be advised to forgo lifting 100-kilo weights)
and perceive everything the host body perceives.
The mind in charge is the mystic’s, though, and
possessing mystics have no access to a host's
memories or skills. In addition, while possessing
another, mystics cannot make use of their own
empathic powers—their ability is being used to
maintain control of the host’s body.
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Ifthe host's consciousness s still inthe body, it will
fight a mystic's control. Anytime the mystic does
something that the host violently disagrees with, the
mystic must pass an Average: Possession test,
subtracting the haost’s Willpower from the Posses-
sion skill before rolling. For instance, a mystic with
Possession 13 fighting a host with Willpower 8
would have to roll a 5 or less to remain in charge of
the host. A mystic whofails is expelled from the host
body and returned to astral form.

When a possessing mystic leaves a host body, the
host remembers all that transpired while possessed
(unless there was no mind in the body; see below).
Themystic canpreventthisby usingProject Thought
skill to erase that portion of the former host's
memory; a Stage Five success is needed to accom-
plish this as the mystic seeks out the familiar
experiences andtransformstheminto afuzzy dream.
A Stage Six success blanks out those experiences
altogether.

A mystic can possess a body that has no mind,
either a person who has suffered brain death or a
person whose mind is far away in the astral proto-

dimension. The mystic only needs a Stage Two
success to do this. There is no chance of the mystic
being expelled fror the host while entering—there’s
no mind there to fight back.

If a host body dies while a mystic is possessing
it, the mystic is hurled back into his own body, rolling
on the Trance Catastrophic Failure table.

There is an additional hazard to possession: The
possessing mystic's “silver cord” is quite visible,
leading from the host body back to the mystic’'s own
body. Anyone in the astral proto-dimension can see
it and follow it. This can lead to mystics being
possessed by Dark Minions while they’re off wan-
dering in the astral proto-dimension; smart mystics
leave friends guarding their bodies, and have code-
words and countersigns to identify themselves. And
mystics returning from an astral trip to find their
body under another’s control may be annoyed
enough to backtrack and possess their possessor’s
body in retaliation...

Possession is a classic (and favored) Darkling
tactic, especially by minions who have no physical
form to be possessed in turn.

o
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Psychic Invisibility: Psychic Invisibility is a cas-
cade skill from Project Thought, and is closely
related to its illusory powers. For a mystic, though,
the concept of cloaking oneself in illusion is alien
and mechanical. Psychic Invisibility is a blending
process, where mystics attempt to merge with the
universe, to hone their psychic vibrations to match
the cosmic background and broadcast this har-
mony to other minds around.

In practice, Psychic Invisibility is simple to use.
Such mystics spend five minutes attuning them-
selves to the frequency of the universe, and make
their Psychic Invisibility test, modified as per cir-
cumstances—it's easier to concentrate on being
invisible when you're not under stress. The stage of
success achieved can be used in two ways, at a
mystic’soption: Each stage can subtractoneminute
from the time required for universal tuning, or it can
subtract 2 points from the Observation skill of every
living thing that perceives the “invisible” mystic.

Psychic Invisibility does not actually make the
mystic invisible. Instead, it clouds the perceptions of
all living things that see, hear, touch, or smell the
protected mystic, as long as they perceive the

mystic directly. Such mystics are still fully visible to
mechanical senses—they show up on TV cameras
(but the camera operator has trouble seeing them,
even though a viewer at a remote location wouldn't
have any problems), they photograph normally,
they trip infrared and sonic sensors, etc.

Using Psychic Invisibility precludesthe use of any
other empathic skill {except Astral Travel). It canbe
used while in atrance, but mystics can’t do anything
else at the time—they're just invisible to people that
try to perceive them.

PsychicInvisibility can be used inthe astral proto-
dimension, to screen a mystic from notice. In the
astral proto-dimension, Psychic Invisibility works
against empathic perceptions, lowering the success
stage of Human Empathy by one per success stage
of the Invisibility. If the searching empath manages
even Basic Success despite the subtractions, the Invis-
ibility is stripped away and the shielded mystic exposed.

Qutside of the astral proto-dimension, Psychic
Invisibility is not as effective against empathic per-
ceptions. It still lowers the success stage of Human
(Darkling) Empathy as above, butany successatall
with Human Empathy alerts the probing empath
that there is another presence in the area, and it's
shielded.

Example: Ahmed wantsto sneak into a corporate
building that harbors insectoid ETs. He manages
Stage Three Invisibility, and starts out. The guards
at the door have Observation 8, so his Invisibility
subtracts 6 from their chances to notice him. They
don't, and he waltzes past. In the meantime, the
guard in the surveillance room three stories up is
watching the security camera network, and idly
wonders who that guy is that the other guards let
pass without incident.

Ahmed sneaks down into the basement, and
starts prowling around. He spends abad moment as
an adult insectoid clatters by. The insectoid’s Obser-
vation is 16, reduced to 10 by Ahmed’s Invisibility.
The bug rolls a 10 and barely perceives that some-
thing is amiss. It calls on a humanoid ET to see if
there are any humans around—the humanoid uses
its Human Empathy, and manages a Stage Four
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success. Ahmed's Invisibility lowers this to Basic
Success, and the ETs are alerted to the fact that
there's a shielded empath nearby. Ahmed is in
deep trouble.

Psyche Surgery: This is not a cascade skill of
Project Thought; it is a use of Project Thought,
blended with Psychology, a way of treating psycho-
logical problems where they live, plunging into the
subconscioustohelp victims solve their own mental
mishaps. As with Dream Intrusion, mystics make
themselves known in a subject’s subconscious, and
take such subjects into the ultimate “roleplay,”
travelling through the murky corridors of the id to
confront the horrors that lurk there.

This practice can be used to treat mental illness,
catatonia (such as leading a lost mystic back to
conscious control), phobias, and emotional distur-
bances. It cannot help purely physical ailments
such as brain damage or epilepsy.

Psyche Surgery is used in the same way as
Psychology, but is much faster. With this skill,
mystics use their Human Empathy to go to a
subject’s subconscious, then use an average of the

On the other end of the scale, curing a psychotic
paranoid megalomaniac (like Adolf Hitler) would
require digging deep into the patient’s memories,
personality and childhood, and would take many
lengthy sessions of Difficult: (Project Thought+Psy-
chology)+2 tests, since the patient’s self-image is
literally built on delusions. A successful treatment
would occur through constructing a different per-
sonality for the subject.

The difference between Psyche Surgery and
mystic Hypnosis is that Psyche Surgery assists
subjects to form their own opinions and permanent
emotional patterns; mystic Hypnosis is faster and
more brutal, impressing alien thoughts on the
subject’s subconscious. Mystic Hypnosis can be
used to assist Psyche Surgery (particularly inrough
cases), and Psyche Surgery can be used for evil
purposes, as frighteningly effective brainwashing.

Psyche Surgery can be used to destroy the
results of mystic Hypnosis. Just finding the hyp-
notic suggestion is a Difficult: Human Empathy
task; removing it is a Difficult: (Project Thought+
Psychology)+2 task.

Project Thought and Psy-
chology skills to help cure
a subject’'s problem. The
difficulty of the skill test
depends on the severity of
the problem and the
amount of ego identifica-
tion the subject has in-
vested in it. For instance,
to cure a person of claus-
trophobia, a mystic psy-
chiatrist builds a mental
scenario of enclosure, and
helps the patient defeat it.
The mental experience of
this success strengthens
the patient’s resolve and
self-confidence, and drains
away the fear. Thiswouldbe
an Easy: (Project Thought+
Psychology}+2 test.
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The astral proto-dimension is a dimension of
thought, a dimension of imagination, a dimension of
the mind. It is a reflection of the thoughts and ideas
of all the universe, and is tied to the universe which
creates it. In the astral proto-dimension, you can
access the universe and anywhere or anywhen in
it—in theory. In practice, the astral proto-dimension
near Earth is a reflection of the life, thoughts, and
emotions of Earth, and going elsewhere is difficult
and dangerous.

Only thought exists in the astral proto-dimen-
sion. When you check in, you leave your physical
“luggage” behind.

What Does It Look Like?

The astral proto-dimension is a vast, star-
studded universe of perpetual twilight. At the
“bottom” is the terrain and territory of Earth;
there, you can see the buildings as half-solid
shadows, and the people as ghostly images,
dimly lit from within. In daylight, the place takes
on pale colors; at night, it looks like a film noir. As
you fly “up,” you move away from the confines of
Earth's mental environment and journey toward
the rest of the universe.

Near Demonground, the astral proto-dimension
changes appearance, warping into a curious mix of
Earth and somewhere else. Just where else de-
pends on the proto-dimension that is leaking in. It
could be anywhere.

Time and Distance

In the astral proto-dimension, everything is real-
time...except when it isn't. Normally, one second
there is the same as one second on Earth. But the
astral proto-dimension is also the gate to the past
and (to some extent) the future; you can cast your
thoughts back in time, trying to link up with another
life inthe past. If you succeed, you can share that life
for a while, experiencing what your host experi-
ences. You can see history as it happened. But you
can't change it. And going into the past is difficult;
the farther back you go, the harder it is. And the less
you remember when you return.

Time “Travel” to the Past: In order to experience
the past, an astral travellerhasto searchthroughthe
fixed timestream of that which has already hap-
pened to find the correct time frame. If the traveller
doesn't have a pretty clear idea of the circum-
stancesand background of the specifictime, finding
the correct time frame is an Impossible: Astral
Travel task. If the traveller does have a good idea of
when and where he wants to see—either the travel-
ler must have been there and then already, or has
done at least 1D10 hours of library research on the
venue—the difficulty of the task depends on how far
back intime the traveller wantsto go. Uptoone year
is Easy, onetotwoyearsis Average, twoto 10 years
is Difficult, 10 to 100 years is Formidable, over 100
years (or going to a past other than Earth'’s) is
Impossible. Simple failure leaves the traveller con-
fused, wasting 1D6x10 minutes wandering around
in the astral proto-dimension looking for the right
time. A Catastrophic Failure wastes 1D6x1 hour of
the astral traveller's time. On the other hand, an
Outstanding Success placesthe traveller in proxim-
ity to a famous person of thetime, a prime candidate
for an empathic link.

Once suchtravellershave found the correcttime,
they have to contact a person living in that time with
Hurnan Empathy in order to observe for more than
a couple of minutes—astral travellers without such
a “link” to the past will be swept past by the
rnaelstrom of history, unable to hold their place in
the timestream. Contacting a person inthe pastisa
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Difficult: Human Empathy task. Once the contact is
made, travellers can maintain it as long as they
want; any time that they spend in this link counts as
real-time passage. For instance, if atraveller stayed
in the body of General Meade and observed the
entire battle of Gettysburg, three days would pass
for the traveller's body. This link does not permit
the traveller to communicate with the person in
the past.

When trevellers voluntarily return to their body,
remembering pertinent details is difficult—when
a traveller to the past wants to remember an
important detail, the test is made on Intelligence,
and the difficulty is equal to that of the difficulty
needed to find the correct time frame; i.e., Easy
for up to a year, Average for one to two years,
Difficult fortwo to 10 years, etc. The traveller only
gets one test to recall each specific detail, as
needed. Ifthat test isfailed, the traveller just didn't
remember it.

Example:Rafim the Insane travels back into time
to witness the summoning of a Dark One, which
occurred centuries ago. He manages to find the
correct moment and place his perceptions inside
one of the acolytes at the ceremony, and witnesses
the horrific visitation. Everyone there was killed, of
course, but that doesn't affect Rafim. He returns to
his body in the present, intent on copying the words
of power that open the gate for the Master. Thisis an
Impossible: Intelligence task, and Rafim’'sINT is 17.
He rolls a 9, and spends the next several hours
pacing, cursing, tearing at his beard, trying to
remember those few phrases and unwilling to admit
thathe can't, and that the whole trip was for nothing.

Tracing Auras: A mystic can enter the astral
proto-dimension and follow the aura of an object
through the past, tracing its history. This isthe same
difficulty as traveling to the past and seeking a
proper time frame, except that the mystic doesn't
have to do research on the proper time or find a
link—the object provides both. Remembering what
was seen in the past follows the rules above, and
anythingremembered will be “seen” fromthe object’s
perspective.
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Time “Travel” to the Future: Clues to the future
are present in the astral proto-dimension, too. If
you're good, you might pick something relevant out
of the confusing whirl of probabilities. If you're very,
very lucky, you might actually remember it when
you wake up.

Looking into the “future™ is a matter of entering
the astral proto-dimension and perusing the shad-
ows of probability as they seemingly stretch from
the present. This is not to say that you'll be able to
make any sense of themn.

In the astral proto-dimension, the past stretches
clearly away into the distance. But in the other
direction, the “future” consists of nothing but fuzzy
projections upon the “wall” of the present. There is
no travelling beyond that wall. But the traveller can
peer into it, as if into a glass, to study the myriad
possibilities that proceed from the present. How-
ever, the experience can be extremely disconcert-

ing; every 30 seconds
spent looking into the
limitless future requires
such travellers to suc-
ceed at an Impossible:
{Willpower+Intelli-
gence)+2 test or be
overwhelmed and
thrown back to their
body in one phase.

Once a mystic has
recovered from the in-
evitable mental blow
of trying to perceive
an infinite number of
possibilities and prob-
ability permutations
(and that’s present
even in one person's
lifetime), he cantry to
remember something
pertinent. The mystic
may try once for each
30 seconds spent
searching infinite prob-
ability. This is an Impossible;: (Willpower+In-
telligence)+2 task; success means that the mys-
tic has remembered something seen in the future
that is important, either to the mystic or to the
world at large. The exact event and the clarity of
the mystic's recollection is up to the referee,
according to the plot. Whatever the event, it
should be clearer and more concrete than a clue
derived from Foreboding. (Referee’s Note: Keep
in mind that an event observed in the future may
be only a low-order probability, and might not
happen at all.)

Astral Travel: Distance on the astral proto-di-
mension is covered at the speed of thought. You can
traverse the universe in an eyeblink, aslong as you
know where you're going. If you don't know, you
have to find out first, and that’s slow going. Say you
want to go to Chiwaukee, and you're in Tokyo.
Nothing to it. You swoop over the Earth faster than
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any jet, faster than anything that ever flew the in the
planet’s air. In a mere subjective second or so, there
you are,

Now you want to go to Seoul. You've never
been there, but it's close, right? Closer than
Chiwaukee was. Again you fly, but a lot slower—
slowly enough to see landmarks and recognize
where you're going. And that's the way it is—
unless you absolutely know where you want to go,
you have to navigate your way there.

Other Dimensions

Astral travellers can even go to dimensions other
than their own. Ifthey know the dimension that they
wish to access (they've been there, have seen the
opening, etc.), opening the astral gate is a Formi-
dable: Astral Travel task. If they know little or
nothing about how to get to the desired dimension,
opening the correct astral gate is an Impossible:
Astral Travel task.

This practice has its problems. If such travel-
lers succeed in opening the right mental gate,
they can venture into the alternate dimension
(even most proto-dimensions can be entered this

way), accepting the astral risks of that dimension.
If they fail to open the correct dimensional door
and rolls a Catastrophic Failure in the process,
they succeed in creating an opening to a random
dimension—the exact nature of that dimension is
up to the referee. Odds are that this wrong dimen-
sion will not be a place that such a traveller will
want to go to...

What Are the Dangers?

The astral proto-dimension links to every other
reality in existence; it is a reflection of them.
Through it, you can access anywhere, anywhen.
And things from anywhere can access your “real
world,” too.

Many Dark Minions have a strong mental exist-
ence; the ones that have no physical form exist
primarily on the astral proto-dimension, and it's
hard to hide there. Most of the time, another being
on the astral proto-dimension can follow you
simply by tracing the line of the “silver cord,” the
visible astral metaphor for the link to your body.
And if trouble finds you, you're armed only with
your mind and your will.




Finding Others

in the Astral Proto-Dimension

The astral proto-dimension is a big place, “as
vast as space and as timeless as infinity.” If multiple
astral travellers wish to meet, they do so at a
prearranged time and place. Once together, they
can travel the astral proto-dimension together if
they wish, interacting with one another and the
things they meet.

Encountering a stranger in the astral proto-di-
mension is less likely. It is a truly infinite place, and
the chances of an honestly random encounter are
infinitesimally slim. The chances of stumbling into
someone (or something) nosing around a mutually
interesting part of the astral proto-dimension are
much better. For instance, if a astrally skilled Dark-
ling realizes that there are astrally skilled minion
hunters poking around its turf, it may decide to lurk
in the astral proto-dimension and arrange an astral
ambush.

Demonground is the exception to this rule. The
Dark Minions from the dimension(s) stream out,
seeking to explore Earth. They can just see/hear/
smell/taste humanity waiting to be preyed upon.
The astral proto-dimension near Demonground
usually has one or more astral Dark Minions in it,
probing, waiting, guarding.

Astral Combat

When opponents meet in the astral proto-dimen-
sion, their struggle is a contest of wills and skill,
waged on a purely mental basis. Astral combat is
usually nonlethal, since it is difficult to break a
mind'’s link to its body—only the weakest astral
travellers are vulnerable to this, and only from the
most powerful attackers. But the penalty for losing
is inconvenient at best.

The mechanics of astral combat are similar to
those of melee combat: The combatants have
several tactical options that they cantry each phase
in which they act (remember, if an astral traveller's
body is in a trance, his or her Initiative may benefit—
see Trances, page 85). The combatants’ skills,
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capabilities, and statistics are determined by three
statistics: Astral Travel and Willpower skills, and
Empathy level.

The “Astral Combat” skill is equal to the
traveller's Astral Travel skill. “Astral Damage,”
the damage done by Astral Combat, is (Astral
Travel skillxWillpower skill)+20, rounded down).
Astral Hits represent the mental damage a travel-
ler can take before astral defeat, and are (Will-
powerxEmpathy).

Attacks: Attacks are brute psychic assaults
(Astral attack), Willpower Drain (which lowers
target’'s damage and hits), emotional attack (which
can scare off or drive away a foe), or psychic
destruction (attacker tries to “cut” silver cord with
focused psychic assault of doubt, depression,
fear, etc.).

Brute Psychic Assault: This is a normal astral
attack, done in the same fashion as regular Un-
armed Melee Combat strike attack (Difficult, but
using Astral Combat+Emp instead of Melee Com-
bat skill). If successful, a psychic assault inflicts Astral

brain death (it can be sustained with artificial life-
support, if available). Another mystic can travel in
and lead the disembodied mind back to its body, or
to another body that's brain dead but still alive.

Willpower Drain: This standard empathic skill
counts as an astral attack. If it is successful, the
victim's Willpower drops, and the victimmust recal-
culate Astral Damage and Hits. Any hits the victim
had already taken at the time of the Willpower Drain
are retained; the victim still has the damage, he just
has fewer hits to lose.

Defensive Tactics: An astral traveller can go on
the defensive. This tactic is used to hold off a
superior attacker while trying to return to the body.
The defensive traveller cannot attack, and can only
parry, as per standard melee rules. The advantage
is that the traveller’s hits are increased by Astral
Travelx2.

Astral travellers who suffer a loss of all psychic
hits are returned to their body in one phase and roll
on the mishap table at a +10. Astral creatures
without physical form are destroyed.

Damage hits on the
opponent’s Astral Hits,
Emotional Attack:This
is a conventional Project
Emeotion mystic attack,
as described earlier.
Psychic Destruction:
Treat this as an aimed
Unarmed Melee Combat
attack (meaning that it's
Formidable difficulty in-
stead of Difficult). It does
double Astral Damage,
and an Outstanding Suc-
cesscutsthe victim’s “sil-
vercord,” convincinghim
or her to commit psychic
suicide. The mind is di-
vorcedfromthebodyand
doomed to wander the
astral proto-dimension.
The victim's body dies of
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MYSTICISM SKILL CHARTS
- Animal Empathy

Task Type Diffi culty Skill

ifotalSecurity " .~ ~Fasy . Animal Empathy+EMP ]
Relaxed Average Animal Empathy+EMP i
NormalStress " © "~ " "Difficult. """ Animal Empathy*EMPTT T A
Great Stress o Forrmdab]e - . Ammal Empathy+EMP

lIncredible Stress ~ Impossible T Animal Empathy+EMP™

Compu’rer Empa’rhy

Task Type Difficulty Skill Noles
[Total'Security: . Easy = ¥ ~ Computer Empathy:EMP.~ R
Relaxed ) Average __ Computer Empathy+EMP —

‘Normal Stress _ Difficult ~ Computer Empathy+EMP. — X
GreatStress Forrmdable  Computer Empathy+EMP —_
lincredible Stress~ Impossible Computer Empathy+EMP ot

Dlmenﬂon Walk

Task Type Difficulty Skill Notes
[TotalSecurity. == =~ = “Fasy =~ =~ DimensionWalkiEMP =~ =

Relaxed o ___Average o __Dlmen51or_1_V_\.’e_:lk+EMP ==
‘Normal'Stress - Difficult =~ . Dimension Walka EMPL 0 e e e e
_Great Stress N Formidable Dimension Walk+EMP —
lIncredible Stress """~ " "Impossible. " Dimension WalkeEMP T

En’rer Astral Proto-Dimension

Task Type Diffi culty Skill Notes

fUnhurried. =~~~ Easy ~ AstralTravekEMP =~~~  Requires30seconds |
Normal Average = Astral Travel+EMP Requires 15 seconds
‘Hurried A Dicults _ Astral Travel:EMP 7 'Requires 5/seconds |
Emouonally Upset _ +llevel o
[Violently Emotional .~ +2levels Sl ETE T :

Clairvoyant Llnkmg (See or Heor)
Task Type Diffi culty Skill Notes
{Target Well-Known =~ Easy - “[(Clairvoyant Link+ Human Empathy)+2]+EMP. = —
_Target Touched Average - [(Clairvoyant Link+ VHuman Empathy)+2]+EMP —
(TargetSeen =~ Difficult’ " [(Clairvoyant Link+ Human Empathy)+2]sEMP. 1=
Target Unknown Formidable [(Clairvoyant Link+ Human Empathy)+2]+EMP _
CIGII’VOYGH{' Linking (See and Hear)
Task Type Difficulty Skill Notes
[TargetWell-Known =~ Average. . [(Clairvoyant Link+ Human Empathy)+2J+EMP. — 1
‘Target Touched ~ Difficult __[(Clairvoyant Link+ Human Empathy)+2]+EMP —
[Target Seen - Formidable [(Clairvoyant Link+ Human Empathy)+2[+EMP " ==
\TargetUnknown .  Impossible  [(Clairvoyant Link+ Human Empathy)+2]+EMP. —
Psychome’rry

Task Type Difficulty Skill Notes
EEHonesmene s Fasy e - Psychometry+EMP- __ Requires 30 seconds E
1 Day Average ~~ Psychometry+EMP _Requires 5 minutes
[T Week = ifficult _ Psychometry+sEMP° " Requires 30'minutes
1Year Forrmdable __ Psychometry+EMP ___Requires | 1 hou:j 7
[1%Years' = ' Impossible _ Psychometry+EMP. ~Regquires 2hours per r 10 years '
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Empathic Healing

Task Type Diffi culty Skill
TotalSecurty . Easy . EmpathicHealhg:EMP
Relaxed Average Empathic Healing+EMP
Normal T Difieult T Empathic Healing FEMPTTT
___I_-"_gljrmdable ~ Empathic Healing+EMP
. Impossible “Empathic Healing+EMP
lnvulnerablli’ry
Task Type Difficulty Skill Notes
Invulnerability: = =~ Impossible Invulnerability+Willpower — —  — =
Foreboding
Task Type Difficulty Skill Notes
Total'Security = “Easy. © o7 7 Foreboding+EMP = 8
Relaxed _ _ Average Foreboding+EMP — i
Normal Stress = DI nCUl R e “Foreboding+EMP ¢ — i
~ Formidable  Foreboding+EMP i

“Impossble

Forebodmg+E'.MP

Human Empa’rh

Task Type Difficulty Skill Notes

Total Security ; esah = . Automatic |
Relaxed Easy ) ‘Hlﬁ.lrnah'Empéﬂly}EMPhﬁ — o
NormalStress’ = Average  Human Empathy:EMP —

Great Stress i Human Empathy+EMP

Incredible Stress _ Formidable ~ Human Empathy+EMP
Target friend 41 level
Darkling Empathy
Task Type foﬁculty Skill
Total Seaurity 0= e
Relaxed " Easy Darkling Empathy+EMP
 Average _ Darkling Empathy+EMP~ ==

Great Stress _________ Difficult - Darkling Empathy+EMP —
Incredible Stress .~ Formidable © = = Darkling Empathy<EMP Easaaas
Aura Reading

Task Type Difficuity Skill Notes

ity SIS S AToIoatic

Easy Au.ra Readmg+EMP —

Normal'Sttess . Average | _AuraReading+EMP —

Great Stress Difficult Aura Reading+EMP —

Incredible Stress ~ Formidable’ =~ AuraReading+EMP e

Target friend +1 level o

Psychic Invulnerability

Task Type foﬁculty Skill Notes

Tofal Securty Essy. 0 PeychiclnvalerabiliysEMPT T =

Relaxed Average Psychic Invulnerability + EMP —_

Normal Stress’ = "Difficult ' Psychiclnvulnerability+EMP T T =TT

Great Stress Psychic Invulnerability+EMP —

Incredible Stress” =~ = = Impossible ~ Psychic Invulnerability+EMP el
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Psychic Tracking -

Task Type Difficulty Skdll Notes
Total Security. “Easy ~ Psychic Tracking+SubjectsEMP. ~~  — |
Relaxed Average Psychic Tracking+Subject’'s EMP — -
Normal Stress _ Difficult  Psychic Tracking+SubjectsEMP = = — 1]
Great Stress N Forrmdab!e ~ Psychic Trackmg+Sub}ect'sEMP
Incredible Stress’ " Impossible’ | Psychic Tracking+Subject’s EMP. "~ T
<(Empathyx20 meters) -1 level Psychic Tracking+Subject’s I EMP _ - ]
S(Empathy<20km) = — i " Psychic Tracking+Subject’sEMP. T — 1
S(Empathyx200 km) 2 | level Psychic Tracking+Subject’s EMP
<(Empathyx2000km) ~ +2levels _PsychicTrnckhg+Sub3ect 8 EMP L o e o]
>(Empathyx2000 km) —_ Not possible

Project Emotion
Task Type Difficulty Skdll Notes
Total Security SEASYERINTS ~ ProjectEmotion+sEMP.~  — |
Relaxed Average Project Emotion+EMP —_
Normal Stress _Difficut " ProjectEmotionsEMP- -~ T T— e
Great Stress Formidable Project Emotion+EMP _ =
Incredible Stress ~ Impossible  ProjectEmotion+EMP ~~ —

Psychic Beacon
Task Type Difficulty Skill
HotaliSecurity s Easy e * Psychic Beacon+EMP
Relaxed ~ Average ____Psychic Beacon+EMP
Normal Stress ~ Difficult.” Psychic Beacon+EMP
Great Stress - ‘Fox:npdable - _ Psychic Beacon+EMP
Incredible Stress  Impossible. _ Psychic Beacon+EMP

PrOJec’r Thozghf
Task Type Difficulty Notes
Total Security. R e P as VAR ~ ProjectThought+sEMP ~ == = = — =0 0 1
Relaxed ~~ Average ,,,,ijggtjhougthMP
Normal Stress - . Difficult __Project Thought+EMP
Great Stress ~ Formidable ___ Project Thought+EMP —
Incredible Stress " impossble | ProjectThought+EMP

. \
Time “Travel”

Task Type Difﬁculty Skdll
<1 year e Easy: . Astral Travel+EMP_ = =
1-2 years - Average
2-10'years’ T Difficult’” T % T
10-100 years - Formidable R Astral Trave]+EMP —_
100+ years " impossble 7 Astrel TraveleEMPT T T
Unclear Destination Impossible Astral Travel+EMP —

Dream Intrusion
Task Type Difficulty Skill Notes
Enter Dream ~ Easy = Dream Intrusion+EMP =2 ST
Alter Dream Average (Dream !ntrusnomSub_[ect s Wﬂlpowen-ZhEMP —_
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Exorcism

Task Type Difficulty Skill Notes
[Total Security” = z SR ExorcismiEMPE e e d e
Relaxed E:_(orclsm+EMP - _—
ﬁ”éﬁ?ri&l'"S“tiEéE';,_‘h_;;;_,&;:__,I_A : S EXOTCISMtEMP e s e O
Great Stress ; “F:g'l:mldable ) Exo_::gl_sm_+EMP - -
Incredible Stress’ _ Impossible Exorcism+EMP. =~ — 3
Hypnosis (Parlor Trick)
Task Type leﬁculty Skill Notes
Induce trance. . Difficult =~~~ HypnosistEMP = —
Get True Answer ) Average Psychology+INT —
Change Behavior. _Average HypnosissEMP - —
Implant Suggestion Difficult Hypnosis+EMP —_
Hypnosis (Myshc)
Task Type Difficulty Skill Notes
Induceitranceii i Etbihcults s e tHypnosissEMPE = oo SRETEEE
Implant Cornmand Variable Hypnosis+EMP See text for diffi c:ulty Ievels
Possession
Task Type thﬁculty Skill Notes
Total'Security. . = " Easy - ZPossesslont EMP/ 8 S Baisine e = i
Relaxed Average Possession+EMP —_
Normal Stress. . Diffict "PossessiontEMP. ¢ TR
Great Stress e ~_ Possession+EMP i
Incredible'Stress” " Impossible " T Possession+EMP i P e B |
Target Resists Average (Possessnon—Target s Wﬂ]power)+EMP Failure means expulsion
Psychic Invisibility
Task Type lef‘ culty Skill Notes
Jotal'Security’ ==~ 5 . Psychichvisibility+tEMP. = = — = = o
Relaxed ~ Psychic Invisibility+EMP —
Normal Stress. ~ Psychic Invisibility+EMP_ —
Great Stress Psychic Invisibility+EMP
Incredible Sfress " Psychicnvisibility+EMP"
Psyche Surgery
Task Type Diffi culty Skill Notes
Cure Minor Phobia ~Easy . [(Project Thought+Psychology)=2]+INT i B e e )
Cure Majo;ﬂqublq_ B A\_rerage _____[(Project Thought+Psychology)+2]+INT  — -
Cu rmal Disorder Difficult. _ [(Project Thought+Psychology)+2]sINT =~ — =~ |
Cure Major Disorder Forrnldable [(Project Thought+Psychology)+2]+INT — o

ASTRAL COMBAT

Task Type Diffi culty Skill

Brute Psychic Assanlty 7 Difficdlt. | TAstral CombatiEMP.: B
Emotional Attack Forrmdable Project Emotlon+EMP

Psychic Destruction ©~ ~ Formidable " ‘AstrallCombat:EMP™~ =~ T — e
Willpower Drain Formidable Astral Combat+EMP —

Defensive Tactic - Formidable - AstralCombat:EMP ~ — T

Astral Combat rating = Astral Travel rating

Astral Damage = Astral Travel skill x Willpower skill}+20 (rounded down)

Astral Hits = Willpower x Empathy
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The following empathic under-
ground cell is described in some
detail, to serve as a more detailed
example for referees. Because of
its nature of seeking out individu-
als who have had strange experi-
ences, the Free Mind Federation
Cooperative can be very useful in
Dark Conspiracy campaigns. It
can even make a great launching
place.

FREE MIND
FEDERATION
COOPERATIVE

Goals: Trainers and Informa-
tion Brokers

Methods: Pencil Commandos
(but see SOL, below)

Empathic Philosophy: Mixed,
but primarily mystical

Organization: Dictatorial Unit.

Assets: Superior (515,000,000
annually)

Size: Unknown, but well over
1000.

Level of Activity: Medium

Relations with ETs: Cautious

Relations with Other Cells: No
official contact with other groups.

Headquarters: “Smithtown”
(location unknown).

Description

You are not insane. We have
seen whatyou have seen. Sit with
usand talk; we have heard before
what you will say. All we ask is
that you stay and share with us
the light of day.

These are the words one hears
at the opening of every meeting of

the Free Mind Federation Cooperative, at every safe
house of the group. They are words that bring comfort
and help to those who suffer from hallucinations, bad
dreams, feelings of being watched or followed, etc.—
people who feel that they are losing their sanity.

Philosophy: The FMFC is the Free Mind Federa-
tion Cooperative, but its initials also stand for Father,
Mother, Family, Country. These last four words sum
upthe elements of the philosophy of Winston Smith,
the FMFC’s founder. To members of the group,
Father represents the cosmos, the opposite of
chaos—god, in whatever form you may choose.
Mothersymbolizes Earth, our planet and our natural
order, the concept of one natural state where every-
thing is interrelated. Family stands for the human
race, all humans, controlled or free. Country
represents the environment where you live, not a
nation-state or artificial boundary, but rather the
area you live in, your community or neighbor-
hood, where you spend your life. Other important
aspects of the philosophy include: The Light, the
combination of emotion, intellect, and physical
presence to do right; and The Dark, the evil that
rots, destroys, and feeds off the terror it breeds in
humanity.

Approach: On the surface, the FMFC is a support
group similar to Alcoholics Anonymous. lts objective is
to support individuals who are trying to cope with
incidences that they believe to be supematural; the
group tries to help individuals to help themselves.
However, below the surface, the FMFC is an important
part of the empathic underground.

The FMFC is different from other support groups in
several ways. One, it never tries to tell the members of
thegroup, or “family” asthey are called, that the problem
is their fault. FMIFC members are willing to believe that
the stories told by the people who come tothem for help
are true. The group believes in the supernatural and the
terror of its darker elements. What its members try to
accomplish as a group is to help the individuals in the
Family to get over their fear and bring their lives under
control. They help one another to help themselves to
gain back some normalcy intherr lives, to stay on thejob
and stay with their families.
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The telling of each individual’s story of terror
serves not only the victim of the Dark, but also
serves the FMFC as a whole. Fromthese stories, the
FMFC gains information concerning the actions of
the Dark Ones and their minions. Also, it serves as
a recruitment organization. The FMFC puts to-
gether a profile for each new member of the Family.
Occasionally, an individual comestothe FMFC with
theright attitude for a potential minion hunter. These
individuals, afterbeing carefully screened, are asked
to become more involved in the war against the
Dark Ones—they are asked to join the SOL (“Sol-
diers of Light”) special strike teams.

Many doctors and scientists not associated with
the FMFC have dismissed these sessions and the
therapy they offer. Some have even gone so far as
to council against the FMFC, arguing that individu-
als should work through their problems only with
certified and licensed professionals. In some cities,
the FMFC has encountered legal resistance when
authorities attempt to ban the organization, claim-
ing it was providing medical assistance—practicing
medicine—without proper license or authority. Thus
far, the FMFC has been able to refute these claims, and
haswon court casesby using Alcohdlics Anonymousas
the basis of its claim to being a support group and
insisting that it is completely nonmedical in nature,

To begin a new cell, a safe house is set up by a
group from the FMFC, and advertising appears in
the local media or by leaflets in neighborhoods and
areas where Dark activities have been observed or
reported. The location of the new FMFC chapter is
always kept as secret as possible. The advertise-
ments do not mention thelocation of the safe house,
only a phone number. When potential members
call, a brief interview is conducted over the phone,
and if individuals seem serious, they are give the
location of the iocal safe house and invited to attend
the next meeting. These meetings draw in all types,
mostly scared, some curious, some troubled and
some trouble-makers. From these meetings, a re-
port of each new member is prepared. Those that fit
a carefully prepared profile (and pass a thorough
screening process to winnow out Darkling
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“plants”)are asked if they would like to take part in
special training to promote the FMFC in other areas.
If they accept, they are transported to “Smithtown”
for training, but always in such a manner that they
should be unaware of the training ground’s location.
Those that complete their training and serve the
FMFC well are later asked if they would like to
partake in additional training. In short, they are
recruited into the SOL for missions around the
country. Training and utilization depends upon the
individual. This special training takes place in sev-
eral possible locations, but is always organized from
“Smithtown.”

Potential meeting places have tofit a certain kind
of feel. Most are houses on the edge of nasty zones,
some are warehouses, some are little shops. Houses
are best, because it is easier to make those attend-
ing feel comfortable and “at home.” Also, they give
plenty of cover and easily serve multiple purposes.
Preferred houses have living space upstairs, solid
foundations, and lots of storage space. Windows
then have bars added to them. Each chapter is
usually onthe fringe of an area heavily influenced by
the Dark Ones and/or their minions, but not too
deep within, asthat couldlead to secrets and special
operations being compromised.

Each chapter is responsible to a state organiza-
tion committee person who has direct communica-
tion with a limited number of chapters (maximum of
five) within the state. The SOC chairperson reports
to the national organization where the overall orga-
nization takes place.

History: The first FMFC “safe” house opened its
doorstwoyearsagotohelp 11 people who gathered
togethertotell their stories and share their fear. In so
doing, they gained new strength in knowing that
their problemns were shared by others. That initial
success convinced the founder, Winston Smith, to
extend the group sessions to other parts of the city
and to other cities. Now the FMFC builds on each
new group in an area.

There are now FMFC safe houses in every major
city, as well as in many smaller communities. The
actual number of safe houses is unknown.



z N Winston Smith

/:?' i iv\-§ ) The Myth: The following
L, ' \ is an excerpt from a biog-
| raphy being written by Dr.

H. J. Warren.

“Winston Smith was
born in south Florida, near
Orlando, in the year 1973.
His exact birthdate is un-
known, but it was in late
October. He was raised by
and lived with his mother
for most of his life, until her
death in 2002. He knew his
father, and was told some
family history by his
mother. Most of this infor-
mation he keeps to him-
self. What exactly hap-
pened to his father is unknown, as Smith refuses
to discuss it. What is kniown is that from about the
age of 5, Winston was fatherless. He will some-
times talk about his father to close friends, but in
a strange, third-person fashion. Tomy knowledge
(and that of others I have interviewed regarding
him), he never mentions his father's name, sim-
ply referring to him as “my father.” Smith holds no
such reservations when discussing his mother,
Evelyn Smith. He describes her in very colorful
and emotional words and phrases, explaining
that she taught him about truth, beauty, and
humanity. He longs to visit her resting place more
often and misses her greatly.

“Smith feels that there is a darkness that feeds
off psychic energy. If pressed, he will admit that he
cannot prove his theory, but that he feels it quite
strongly, and that this is evidence enough. This
constant feeling of dread caused him to believe at
one time that he was going insane, and so he had
himself admitted to a psychiatric hospital. After
several months, both he and the medical staff
concluded that while he did suffer from a mild
case of paranoia, he was not going insane. Smith
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then left the hospital and moved to New York City,
looking for employment. It was there, he says,
that he first came face toface with the evil thathad
been disturbing him—an external evil, and not of
his own imagination. Convinced now that the evil
was all too real, he was determined to combat it.
Smith went to work using his successful food
corporation as a cover to create the group that
would counteract this conspiracy of Darkness.

“The Free Market Food Corporation is the
name of the company Winston Smith created.
The idea was to create the corporation so that he
would have a substantial income with which to
finance his struggle against the Dark Ones. The
corporation marketed high impact food products
such as Spray-On-Meals®, and Carb-Pump?®. This
company turned out to be a substantial financial
success, so Smith faces very few problems fund-
ing his other projects.”

The Reality: The name “Winston Smith” is an
alias. His real name is Jeremy Mathews, and he
was born somewhere in Oregon. His mother's
name was actually Evelyn, however. His father's
name was not Mathews—that was his mother's
maiden name. His father was a humanoid extra-
terrestrial, one of those rare ETs that had man-
aged to avoid domination by the Dark Lords. He
was of the ET race called the Jes’da, a race of
creatures with the ability to slowly metamorph to
suit their surroundings, to fit the expectation of
those around them. When “Smith’s” father made
his desperate escape to our world, hisfirst contact
was with a governmental official of the United
States of America. Unfortunately for him, these
officials from the NSA confined him for interroga-
tion and experimentation, refusing to give cre-
dence to his story of a supernatural evil sweeping
through the ETs. They imagined that he was part
of some alien plot to invade Earth.

Over time, he changed his form to lock more
human, and was eventually able to escape using
his empathic powers. Fleeing across the country,
he took shelter one night in the garage of a small
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country house, where he was eventually discov-
ered by the owner, Evelyn Mathews. Mathews saw
in him not an alien monster, but an intelligent
creature in need of help. In time, she cametolove
him and bore him a son which they named
Jeremy. Although his appearance had progres-
sively changed, so that he was by now nearly
indistinguishable from the humans around him,
Jeremy's father was not safe from the hounds of
the Dark Lords. Rather than risk his family, he
chose to leave them, leading the minions of the
Dark Lords away. His current status is unknown
even to “Smith.” He may still be alive, but in
hiding from the Dark Ones.

Early in his youth, Jeremy discovered that he
had the ability to sense the weather—the changes
in air pressure, mass, and the electromagnetic
structure—in short he knew when it was going to
rain, In general, he was in tune with nature. He
also had the ability to tell when someone was
angry, upset, or happy, abilities he inherited from
his father. These very special parents made him
into the remarkable person he is. His mother gave
him humanity and his fa-
ther gave him the strength
to use it. She taught him
what it meant to care, to
have unconditional com-
passion for others. And his
father's sacrifice showed
him that if one truly cares
for the well-being of oth-
ers, than one must make
sacrifices, and must have
the courage and strength
to make painful decisions
in order to care for these
people.

As “Smith” grew to be a
man, he became aware of
an evil menace at work in
the world, notjustasavague
force described to him by

his father, but as something that was almost pal-
pable in the air. He decided to make combating this
evil his mission in life, especially after what this evil
had done to his father. He could sense that the evil
was strong in New York, so he went there. Atfirst, his
passion for his purpose was such that it overpow-
ered his common sense, and he made a rather
foolish single-handed assault against a Dark One he
found in New York. Fortunately, he was rescued by
acell ofthe empathic underground. The cell’'s name
was Warriors (named after a street gang from an old
movie called The Warriors). They were impressed
by his fervor for the cause. From them, “Smith”
learned a great deal about how to fight the Dark
Ones and their minions. He in turn, by example,
strengthened their dedication to the fight. This cell,
however, became a victim of its own success; the
Dark Lord could no longer dismiss it as a minor
annoyance. He turned his attention toward the
Warriors, and the group was destroyed almost to a
man. Only “Smith’s” empathic powers allowed him
to escape the massacre. He left New York and set
about forming his own empathic underground.

! \IME:'IT ' l

!_’

L

APPENDIX—FMFC




SOLDIERS OF LIGHT
(SOL)

Goals: Hunters, Liberators

Methods: Any

Empathic Philosophy:
Mixed, but primarily mystical

Organization: Dictatorial Unit

Assets: Superior ($15mil-
lion annually)

Size: Unknown, but over
one hundred.

Level of Activity: Highly
dedicated

Relations with ETs: Cau-
tious, but willing to help non-
subverted ETs

Relations with Other

Cells: They try to dominate
other groups they contact. Otherwise, they try to
establish friendly relations. If they feel incapable
of achieving a particular objective, they may try
to hire others to do it.

Headquarters: “Smithtown” (location un-
known).

Description: This is a paramilitary group. Strike
teams from the SOL have three primary goals: (1)
take out the Dark Ones and their minions; (2)
retrieve family (rescue prisoners); and (3) acquire
information. Operations are carefully prepared in
advance by the central command. Mission objec-
tives are spelled out to minimize casualties among
the family. SOL strike forces use FMFC chapters to
provide them safe starting points and local informa-
tion, but individuals in FMFC group sessions are not
allowed to see or associate with SOL strike force
teammembers. Missions are specifically conducted
so as to achieve maximum success, but with the
absolute minimum of casualties among the team.

History: The SOL was founded shortly after the
FMFC. Once several chapters were established,
those individuals who fit a specially prepared
profile were invited into the Soldiers of Light.

FREE MARKET
FOOD CORPORATION

Description: This company is actually a cover
for Smith's other groups. It produces seasonings
and quick meals for people on the go.

Products: Spray-On-Meals?®, a flavoring used
to enhance the food you serve with the best-seller
Garlic Blaster®. Also Curry-A-Flavor®, and
Tex&EMex®.

Carb-Pump?®, a complete breakfast, lunch, or
dinner in two minutes, hot or cold. Carb-Pump
contains 10 to 20 times your daily needs of
everything. :

Note: Carb-Pump also serves as MRE (meals
ready-to-eat) for SOL teams.

History: After Smith’s experiences in New York,
he left to form his own underground. He had
learned from his time with the Warriors that
financing a cell was costly, so he decided to first
go into business. Then, once he had a successful
financial income, he would form his new under-
ground. Dr. H. J. Warren was recruited while
Smith was in New York City. Warren had been
loosely associated with the Warriors due to some
unusual experiences of his own (the “loose” asso-
ciation saved him from the massacre). Warren
had worked for a private medical company (Med-
X) which had questionable connections world-
wide, and which has been known to work with
some unusual customers. He now became the
head of Research & Development at the Free
Market Food Corporation. While he is only a
minor financial partner in the corporation, his
opinions carry a lot of weight, due to his associa-
tions with Smith.

It took Smith five years to build the Free Market
Food Corp., but it is now a very successful
corporation. Smith has recently relinquished much
of the management of the corporation to senior
executive personnel, in order to devote his time
more fully to the Free Mind Federation Coopera-
tive and Soldiers of Light.
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Can’t eat, got people to meet? Grab your coat and hump, get your
vites from the all new Carb-Pump® from FMFC. Contains all the
things you need to kick butt and win the day with your boss, your
friends and that someone special. Carb-Pump does it all. Easy to
follow instruction on the carton. Two minutes hot or cold and it’s
done. Carb-Pump delivers 1000% of every vitamin and mineral,
and an added “kick” to your system. Five minutes after you “Pump
Up,” you feel Carb-Pump begin to work. Ten minutes later, look
out world, here you come!

Carb-Pump from Free Market Food Corp., the company that
brought you Garlic Blaster® and other great Spray-On-Meals®
seasonings.
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~ 2 Proto-Dimensional
walking can

have severe
side effects...

The time machine has yet to be built in our world. However, in Dark
Conspiracy, you can learn to walk through dimensions. The Proto-Dimensional
Compendium provides you new dimensions to explore. Each new dimension is
presented in adventure format, describing how player characters discover them,
what they encounter within, and how they might get out again. Covered in this
compendium are more than 12 dimensions to

explore, as well as a multitude of information for the
referee so that the dimensions can be used @
repeatedly within a Dark Conspiracy campaign.

GDW: 2109. $12.
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Is ASTRAL PROJECTION possible?
Are EMPATHS dangerous?
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the Empathy attribute and its related
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_ information concerning Empathy skills

practiced by humanoid ETs who remain
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