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Aura Alteration 
rower score: Wisdom -4 
Initial Cost: 10 
Maintenance Cost: Not applicable 
Range: Touch 
Preparation Time: 5 
Area of Effect: Individual 
Prerequisites: Psychic swgety 5th level 
Roll of Power Score: 
Roll of 2 0  

No additional effect 
The full ESP cost of the power 
must be paid despite the lack of 
success, and this psionicist can't 
alter this aura until he achieves 
a higher experience level 

Reference: CPH page 93 

rower Score: Wisdom -12 
Initial Cost: 

Area of Effect: 1 item 
Prere "kites: 10th level 
Roll 3 Power Score: No additional effect 

If three 20s are rolled during the 
empowering process, the item is 

Psychic Clone 
Power score: Wisdom -8 
Initial Cost: 
Maintenance Cost 5Iround 

Preparation Time: 10 rounds 
Area of Effect: 

Clairaudience, clairvoyance, 
psychic messenger, 5th level 
Clone can travel through walls 
and other solid objects 
No additional effect 

Roll of Power Score: 

Psychic Surgery 
Power score: Wisdom -5 
Initial cost: Contact 
Maintenance Cost: lll/turn 

Individual 
Mindlink, contact 

"implanted power 
Surgeon can't use this power 
successfully for Id4 days 

Split Personality 
rower score: Wisdom -5 
Initial Cost: 
Maintenance Cost: h/round 

Area of Effect: Personal 

Roll of Power Sore: 
Psychic surgery, 10th level 
The mind splits into three parts 
instead of two 
User passes out for ld6 tllrns 



throw vs. spells to avoid losing one experi- 
ence level. (A slip of the psychic scalpel can 
close off vital parts of the brain.) 

Aura Alteration 
With aura alteration, a psionicist can tem- 
porarily disguise a cha;acter’s alignment, 
disguise her level, or remove aura afflic- 
tions like curses, geases, and quests. 

Disguising a character’s alignment or 
level is the easiest to do. The disguise is 
temporary, lasting only Id6 hours. It has 
no effect on the character’s real alignment 
or class, hut a psionicist with aura sight 
will be fooled by the fake aura. 

Because curses, geases, and quests are 
imprinted on the character’s aura, they can 
be removed with this power. A psionicist 
who tries this suffers a 4 penalty to his 
power score and must expend 20 PSPs 
instead of 10. If the power check roll is 1, 
the psionicist’s patient must make a saving 
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Empower 
Empower allows a psionicist to imbue an 
item with rudimentary intelligence and 
psionic ability. See CPH for full details. 

The item muzt be worth 250% to 500% of 
the normal cost for an item of its type, It must 
be new, no more than 48 hours since manu- 
facture. If tried on an older item, the user fails 
Step 1, expending 50 PSPs. 

Step 1. Each day. user must first prepare 
item. Cost 50 PSI’S and a power check. Fail: 
no progress until next day 

Step 2. User can give prepared item access 
to one psionic discipline (that user has). Cost: 
100 PSPs and a power check. 

Step 3. The psionicist can attempt to 
empower the item with any one power he 
knows within the discipline (on same day it 
was properly prepared). User makes two 
power checks; first for the chosen power 

Psychic Clone 
When this power is initiated, a clone of the 
psionicist steps out of his body. It is in 
every way identical to the original form, 
except that it has no substance. The psion- 
icist can see and hear what the done sees 
and hean. The clone will do anything the 
psionicist wants it to do (as if it were actu- 
ally him). Furthermore, the user’s psyche 
goes with the clone, thus enabling it to use 
all of his psionic powers. 

This power has a serious drawback. As 
long as the clone exists, the psionicist him- 
self is practically a vegetable. He retains 
only three senses: smell, taste, and touch. 
He can’t move, see or hear. All his psionic 
powers are transferred to the clone. In 
effect, the immobile character is no longer 
a psionicist; not even psionic sense will 

Psychic Surgery 
Psychic surgery allows a psionidst to tppair 
psychic damage. even on himself (-5 to power 
score). Phobias, aversions, comas, seizure- 
thwe and other psychic ailments can be beat- 
ed and ad. Curses or magical conditions 
can’t be cured. 

This power can‘t cure possession. It con 
confirm that the problem really is possession, 
and can force the possessing e n t i 4  into pionic 
cmbn f  if the surgeon desires. Psychic sugery 
could the possession indirectly by forcing 
a weak entity to flee rather than face combat. 

Most psychic ailments can he aned in one 
turn or less. If the power chedn roll is I or 2, the 
problem is &cky and requires another turn. If 
the check fails, it is too p a t  for the user to fix. 
He can try again after gaining another expen- 
ence level. 

This power can help nonpsionics unleash 

(using its score), second, another el 
check. If both checks succeed, the item 
psionic power, with a score two point 
user’s. Success costs 100 PSPs, failutp : 

Step 4. User can add other POT 
repeating Step 3. It can acquire one PO 
day, if it has been properly prepared. 

Step 5. When item has acquired 
powers user intends to give it, he < 
those powers. He must prepare the il 
more time (expending 50 PSPs), and 
final power check. If the check succeed 
never gain or loss any powers. If i 
sealed, it loses one power per month 
hecomes normal. 

Empoweringprocess must be unb2 
a day passes in which the user doesn’t at 
to prepare the object, it is finished as is. I 
even try to seal the powers. 
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Split Personality 
This power divides one’s mind into two i nd r  
pendent parts. Each part functions in com- 
plete autonomy, like two characters in one 
body, Both parts communicate fully, Both can 
use psionic powers, even at the same time. 
That means a split personality can uw twice 
as many psionic powers per round. (The char- 
acter’s PSP total tpmains the same, with both 
personalities drawing fmm it.) Alternately, 
one personality can use psionic powers while 
the other d e s  something els-ontrol the 
body in melee, for example. Split personality 
allows a character to physically and psionical- 
ly battle at the same time. 

Mental attacks directed against the psion- 
icist affed only half of the mind. Contact must 
be established separately with each half. If 
one half is somehow destroyed or subdued, 

reveal his hue nature. He can 1 
without any combat rolls if an 01 
wishes to do so. 

The clone can travel up to 60 fc 
the psionicist. It can go anywh 
psionicist himself could go. For exa 
can walk down a corridor, walk acr 
(the clone has no substance and 
hurt), and swim (provided the us 
Because the psionicist could walk I 
an unlocked door, so can the 
although the clone passes througl 
ghost. However, a clone can’t 
through walls or walk on water, 
the psionicist can’t either. 

The clone is impervious to all forms of 
attack and damage except psionic or men- 
tal attack (which will affect the psionicist). 
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their wild powers. If the user succeeds, the 
patient gains a -2 bonus to his wild talent roll 

It can also be used to make the effect of 
any telepathic power permanent with no 
maintenance cost. The p m e r  is not bestowed 
on the subject, only its effect. A person can he 
permanently dominated, for example. The 
following restrictions apply: 
1. The power must have a maintenance cost. 
2. The power’s range must be more than 0. 
3. The surgeon must know the power and use 
it successfully on the patient. 
4. This application won’t work on the user or 
another psionicist. 
5. One power can he made permanent per 
turn. On a power check roll of 1 or 2, pro= 
dure takes two turns. 

This procedure can also be reversed; psy- 
chic surgery can be used to remove a perma- 
nently implanted telepathic effect. 

(see cpm. 
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the other half can continue fighting indepen- 
dently and retains control of the body. 

Before he attempts to make his personaliq 
whole again, the psionkist must make a saving 
thmw vs. paralyzation if any of the following 
is hue: he doesn’t control bath porfians of his 
mind; he has unrepaired psychic damage; or 
he is suffering unwanted contact. A successful 
save means that his mind returns to complete 
health and thmws off all undesired influences. 
Failure means that the afflicted portion of his 
mind becomes dominant and he passes out for 
Id6 hlms.  When he awakens, he is free of 
undesired influences. 
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Subjective Reality 
power score: Wisdom -5 
Initial Cost: 35 
Maintenance Cost 7/round 

Preparation Time: 0 
Area of Effect: Penonal 
Prerequisites: 8th level 
Roll of Power Score: 

Range: 0 

Psionicist can alter what he is 
disbelieving from round to 
round 
User muit save YS. spells or be 
plane shifted to 8 random Outer 
Plane 

Roll of 2 0  

Reference: WW page 89 

Cannibalize 
rower score: constitution 
Initial cost: 0 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: P ersona1 
Prerequisites: 5th level 
Roll of Power Score: 

Roil of 20 

Range: 0 

User gains 8 PSPs 
reducing Constitr 
User loses Id4 Ca 
points, but a n  mi 
resting 

Refemnce: CPH page 97 

ithout 

tihition 
n them by 

in 

Cognitive Trance 
Power Score: 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: PerSOIlal 

Roll of Power Score: 
Prerequisites: "XIe 

User gains +4 bonus to all 
Intelligence checks for duration 
of the trance 
User develops mild headache 
for Id6 turns, and power can't 
be used 



Subjective Reality 
With this power, the user can ignore the 
reality of an object or category of objects 
and make them have no existence for him. 

The psionicist can only disbelieve inan- 
imate objects or effects with this power, 
since he finds it impossible to ignore living 
creatures. Some possible uses of the power 
include: 
*Disbelieving a type of weapon, such as 

hand-held weapons, bows and cross- 
bows, or hurled weapons. No weapon of 
that type can harm the psionicist while 
power is maintained. 

*Disbelieving an entire type of magic, 
such as priestly or wizardly magic. 

*Disbelieving a manifestation of an ele- 
ment, such as a fire or a rock slide 

*Disbelieving any one object (large or 
small), such as a boulder, an enemy’s 
armor, or an enemy‘s magical item. 

The DM must decide what the exact 
effects of subjective reality are, but in gen- 
eral the disbelieved objects simply do not 
exist for the psionicist. He can’t be harmed 
by them, nor can he have any effect on 
them himself. 
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Suppress Magic 
This power lets psionicists draw upon 
their command of psychic energy to create 
a field that dampens magic of all types. 
Within the field, no spells function, weap- 
ons lose their enchantments, creatures with 
magical attacks or powers (such as a 
basilisk‘s gaze) can’t use them, magically 
animated monsters (animated dead, 
golems) stop in their tracks, and magical 
items don’t function. 

The field remains as long as the user 
maintains it. The base maintenance cost is 
1 PSP per round, but each spell level or 
magical power usage within the field adds 
1 PSPta the maintenance cost. Effects with- 
out a spell level should be equated to a 
similar spell. If there is no similar spell, the 

user pays maintenance PSPs equal to 1 per 
Hit Die or level of the initiating creature. 

This effect will temporarily disrupt 
enchantments in effect, so a charmed per- 
son is temporarily freed, polymorphed 
creatures return to their original form, and 
so on. Things that were changed by magic 
but are no longer magical, such as a stone 
bench that was created by stone shape, don’t 
change in form. A person stoned by a 
medusa’s gaze remains that way. Once the 
user ceases to maintain the power, all 
enchantments resume uninterrupted. 
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Ultrablast 
A character using psionic ultrablast can 
overwhelm and damage nearby psyches. 
To do this, she casts thought waves in all 
directions. In laymen’s terms, the user 
“grumbles” psychically for three rounds. 
Then her consciousness bursts forth and a 
horrid, psychic scream penetrates all 
minds within 50 feet. Victims may never be 
the same again. 

All characters within 50 feet of the 
ultrablast must save vs. paralyzation. 
Failure means they pass out for 2d6 turns. 
Those who pass out must immediately 
save vs. paralyzation again. If they fail a 
second time, they lase all psionic power. 
Only psychic surgery can help them recov- 
er this loss. 

Cannibalize 
This power allows the character to canni- 
balize his own body far extra PSPs. When 
it is used, the character can take any num- 
ber of Constihltion points and convert 
them directly to El’s at a ratio of 1% (One 
Constitution point becomes 8 PSPs.) The 
psionicist can uses these points anytime, as 
if they were part of his total. 

The Constitution redudon is not per- 
manent, but is debilitating and long-lasting. 
The character immediately loses bonus hit 
points. His system shock and resmction 
survival chances are reduced. Most impor- 
tantly, all of his psionic power scores which 
are based on Constitution are reduced by 
the appropriate amount. 

Cognitive Trance 
Apsionidst with this power can place him- 
self in a trance that clears his mind for calm 
and contemplative thought. Anything the 
psionicist sees, hean, or reads while under 
the mind-sharpening influence of the cog- 
nitive trance can be committed to his mem- 
ory verbatim, for precise recall at a later 
time. 

The player running the psionicist char- 
acter can use this ability to remember 
detailed inshuctions or conversations to 
the word, even if he himself doesn’t 
remember the exact content. This can be 
handy to remember detailed instructions 
to a certain location or the exact wording of 
a series of intricate passwords. 

Although the blast does not &ect the 
user, the risks are great. If the power check 
fails, she becomes comatose for Id10 days: 
Some characters may think she’s dead. 
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A psionicist can recover one camibal- 
ized point of Constitution per week of rest. 
Rest means staying quietly at home (safely 
indoors). Adventuring is not allowed. 

A psionicist can cannibalize the body of 
a victim he has used switch personality on. 
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The psionicist can also enter the trance 
to consider any problem, puzzle, or riddle, 
gaining a +2 bonus on any Intelligence 
checks to find a solution. 

If used for photographic memory, the 
trance lasts as long as it t ake  to completely 
take in all the information. If used to solve a 
puule, the trance lasts as long as it takes the 
psionicist to make a single attempt to amve 
at a solution. An extended trance may last 
for several hours. 

While in a trance, the user suffers a -1 
penalty to surprise checks. Combat or even 
conversation breaks the trance. 
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Preparation Time: 
Area of Effect: 

uisites: 2% Power Score: 
Roll of 2 0  
Reference: 

I 
IO yards 
Contact, 4th level 
No additional effect 
Participant loses Id20 PSPs 
CPH page 97 

Enhancement 
power score: 
Initial cost: 

Preparation Time: 5 
Area of Effect: Personal 
Prerequisites: 6th level 
Roll of Power Score: Other power sores are not 

AU power scores in the chosen 
discipline receive a -1 penalty 
for 24 hours 

Fighting Trance 
rower score: Wisdom -1 
Initial Cost: 

Area of Effect: Personal 
Prere uisites: None 
Roil 3 power %ore: ~ 0 " " s  increases to tz; no rear 

or flank attack can be made 

User receives zi -1 attack roll 
penalty for 2d6 rounds 

Power %om: Intelligence -3 
Initid Cost: 
Maintenance Cost: 2 x maintenance 

Preparation lime: 0 
Area of Effect: Personal 

Roll of Power Score: No additional effect 
The @d attempt disrupts the 



Each parhapant can use psionic powers t d 
~ 

~ ~~~~ ~ 

Convergence at the normal rate per turn one defense and c - 
When pionicists put their heads together, One other Power round. If the P U P  is 1 
the results can he impmssive. Convergence 
allows psionicists to link their minds into i 
one synergetic being+,, entity moR pow. 
erful than the sum of the individual parts. 

attacked psionically, the attack must over- 
come ewry working defense. If it does, the 
attack affects every character rn the canver- 
pen::; 01 as many as pssib'e.., 

, , , 



Power score: 
Initial cost: 
Maintenance Cost: l/round 

Area of Effect: 

Roll of Power Score: User's ability is raised to the 
level he intended, but cost is 
reduced to 3/increase 
User must make a system shock 
roll or the ability decreases by 1 

for 24 hours 

Martial Trance 
rower score: Wisdom 3 
Initial Cost: 
Maintenance Cost: 0 (free) 

Preparation Time: I 
Area of Effwt: Personal 

Roll of Power Score: User maintains enough aware- 
ness to dodge melee attacks 
No additional effect 

Prerequisites: 4th level 
Roll of Power Score: User can favorably mdnipulate 

chance for the next three die 
rolls 
User suffers the penalties of 
fouling up probability for the 
next Id6 die rolls 

Roll of 20: 

Reference: WW page 91 



Intensify 
This power allows the psionicist to 
improve either her Constitution, Intelli- 
gence, or Wisdom score for psionic appli- 
cations. To improve one (for psionic 
purposes), she must weaken the other two 
(for nll purposes). Each point of increase in 
the chosen ability decreases the other two 
abilities by the same amount. Each point of 
increase costs 5 PSI’S. 

increase in Intelligence affects psionic 
powers only. The dmp in Constitution and 
Wisdom affects everything applicable 
except PSI’S: power scores, hit paints, sys- 
tem shock rolls, saving throws, spell 
bonuses, etc. 

A psionicist can raise an ability score to 
a maximum of 25, provided she has 
enough PSPs and no other score is d u c e d  
below 0. 

For example, Zenits is a psionicist with 
Con 15, Int 16. and Wis 17. She wants to 
inknsii her Intelligence by 4 pints. To do 
w, she must spend 20 PSPs (5 for each bonus 
p in t  of Intelligence). Her Intelligence score 
increases to 20 (16 + 4 = 20). Meanwhjle, her 
Constitution and Wisdom scores drop 4 
points, to 11 and 13 respectively. The 
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Iron Will 
A psionicist with this power has the ability 
to focus her willpower to persevere 
through conditions that would overcome 
others. While maintaining this power, the 
user can temporarily ignore accumulated 
wounds that would reduce her to 0 hit 
points or less. Due solely to her mental 
strength, she can force herself to remain 
conscious and fully active until reduced to 
-10 hit points, at which point she dies. Up 
until that point, though, she can function 
normally with no interruption except for 
initiating and maintaining the devotion. 

While iron will is in effect, the psioni- 
“st doesn’t lose a hit point every round, as 
per the normal ”-10” rule (see DMG page 
751, hut she will begin to lose hit points 

once the power ends. 
The psionicist can also use this power 

to resist losing consciousnws or control of 
herself thmugh other means. If the effect 
normally allows a saving throw, the psian- 
icist gains a +4 on her saving throw. If the 
effect doesn’t usually allow the victim a 
saving throw, the user gains a saving 
throw vs. spells with a 4 penalty 

Iron will acts as a reflexive power. It 
doesn’t have to he maintained at all times 
in order to he effective. If a situation arises 
in which the psionicist needs the iron will 
power, she can drop what she is doing to 
initiate it. If she has not yet acted in the 
round, she has the choice of initiating iron 
will or of going with her original plan. 

The amount of magnification depends 
on the psionicist‘s level, as follows: Magnify 

able ways--douhle damage, double range, 
double modifiers, etc. The affected power’s 
initial cost is proportionately magnified, as 
is its maintenance cost. 

The psionicist initiates the magnify 
power first. At that time, he must designate 
which power he intends to improve. Unless 
he maintains the magnification, he must 
immediately use the power he wishes to 
improve (in the same round). Otherwise he 
can maintain the magnification until he 
uses the affected pawer (a costly endeavor). 
Once the power has been used, magnify 
must he reinitiated to use again. 

6-10 
11-15 
16-20 

x 2  
x 3  
x 4  
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Martial Trance 
In some situations, the psionicist may find 
it useful to enter a trance before engaging 
in psionic combat. This trance focuses the 
user’s complete attention on his psionic 
activity and tunes out all other distrac- 
tions. While in the trance, he gains a +1 
bonus on all of his telepathy power scores 
(all powers in the discipline). 

The martial trance ends whenever the 
user chooses to end it. It is not a deep 
trance; the user is brought out of it by any 
blow, shake, or slap. His attention is cam- 
pletely occupied, so any melee attack 
against him hits automatically and causes 
maximum damage. 
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Probability Manipulation 
By initiating this power, the psionicist 
attempts to tamper with the laws of chance 
to affect a specific action. If the psionicist 
succeeds, he gains a bonus of +4 (d20) or 
+20% (ld100). This can be applied to sav- 
ing throws, attack rolls, ability checks, thief 
skills, or spell failure checks. It can’t be 
used to affect the initiation of a psionic 
power. If the user makes no rolls within 
one turn of initiation, he lases his chance. 

Luck can be fickle. If a psionicist 
manipulates probabilities more than once 
in a day, there is a 50% chance that he suf- 
fers a penalty equal to the bonus he was 
hying to achieve. 
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rower Score: 
Initial Cost: 
Maintenance Cost: 2/mund 

All rangdareas of effect are 
halved for Id4 hours 

Psionic Inflation 
rower Score: 
Initial Cost: 

Preparation Time: 1 
Area of Effect: IKl-foot radius 
Prere uisites: 3rd level 
Roll 3 Power Score: All pionic activity within the 

area requires three times the 
normal initial cost and 
maintenance 
user can't recover PSPS for two 

~~ ~~~~~~~~ .- 

Psionic Residue 
Power Score: Wisdom -3 
Initial Cost: 

Area of Effect: 

onetenth of the FSPs spent to 
the characters who spent them 

Psionic Sense 
rower Score: 
Initial Cost: 
Maintenance Cost: l/round 

Area of Effect: 

This power can't be used 

Psionic Vampirism 
Power score: Wisdom -3 
Initial Cost: contact 18 
Maintenance Cost: 3/round 

user's mind, while user loses all 
contact with victim 



Prolong 
When this power is in effect, the range of 
all powers is increased by 50%, as is the 
radius of their areas of effect. This has no 
effect on powers with ranges of 0 or indi- 
vidual, or singleitem areas of effect. It does 
alter powers that affect a quantity of stuff- 
prolonged disintegration, for example, 
destroys up to 12 cubic feet of material 
instead of 8. 
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psionic inflation ceases. If bath characters 
fail, then both cease their power mainte 
nance. Rem11 ties. 

Psionic Inflation 
When a psionicist invokes this power, she 
sends out a powerful ring of psionic noise 
(extending to 100 feet). All psionic activity 
within this area requires twice the normal 
initial cost and maintenance. The user is 
not affected (the noise actually begins 
about an inch beyond his aura, creating a 
bubble of relative quiet around him). 

Another psionicist in the area of effect 
will not realize anything is wrong until he 
actually uses a power. If he is maintaining 
a power, he discovers the inflated rate after 
paying twice the normal maintenance cost. 

If two psionicists initiate psionic infla- 
tion in the same area, the psionicists must 
conduct a psychic contest. The loser’s 
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Psionic Residue 
This power lets a psionicist collect PSPs 
after other characters or creatures expend 
them. Whenever PSPs are spent, a residue 
of psionic energy remains in the area, per- 
meating the Prime, Astral, and Ethereal 
Planes in the vicinity The residue fades 
after five rounds. When the power is used, 
the psionicist immediately adds E P s  to 
her total equal to onetenth of all E P s  
expended by other characters within the 
area of effect within the preceding five 
rounds. (Round fractions down.) PSPs 
expended by the psionicist herself aren’t 
counted for purposes of this power. 
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psionic activity is occurring (direction and 
distance). If psionic activity is occurring in 
more than one place, the psionidst gets a 
fix an all of it within 200 yards. 

Psionic Sense 
With psionic sense, a psionicist can detect 
psianic activity anywhere within 200 
yards. Any expenditure of PSPs constitutes 
psionic activity, even if it is only to main- 
tain a power. Use of the mind blank power 
is psionic activity, too, even though it 
expends no EPs .  

When the psionicist makes his first suc- 
cessful power check, he learns whether or 
not sameon-r something-is pionically 
active within range. If the psionicist makes 
another successful power check in the 
following round, he also learns: how many 
PSPs are being spent, and where the 

: 
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Psionic Vampirism 
Psionic vampirism is the ability to steal 
another‘s psionic shmgth to rtplenish the 
user’s own Although it resemble psychic 
drain, psionic vampirism is differrnt in three 
ways: E P s  are directly dained; the vidim 
need not be asleep; and the victim need not 
be humanoid, it only has to have a PSP score. 

To begin draining EPs  h m  the victim, 
the psionidst must establish contact. Once 
she has access m the victim’s mind, she can 
begin draining PSPs. The power check for 
psionic vampirism determines the rate of 
drain. 

No permanent damage is caused by this 
power. Since it only works against matures 
with PSPs, victims may h o w  a psionic 
defense to prevent contact. 

Psionic strength drained by this power 
returns normally, just as if the victim had 
expended those paints himself. If a victim 
is drained to 0 PSPs, he must make a sav- 
ing throw vs. death or fall unconscious for 
2d6 turns. 

Draining a victim is usually an evil act, 
and those who make extensive use of this 
power will find their alignments gradually 
twisting toward evil. 

Power Cheek Rate af Drain 
1-2 3 PSl’s/round 
3-4 5 PSPs/round 
5-9 7 EPdround  

10-12 9 PSPs/round 
13-14 11 PSPs/round 
15+ 15 PSPs/round 
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Psychic Blade 
Power Score: Constitlltion -2 
Initial Cost: 7 
Maintenance Cost: 4iIromd 
Range: 0 
Preparation Time: 0 
Area of Effect: Personal 
Prerequisites: 

Roll of Power Score: 

6th level, body weaponry, mind 
thmst 
Damage increases to ld10; 

saving throw 
Roll of 2 0  User suffers ld4 points of dam- 

Reference: WW page 92 

victim receives a -2 penalty to 

age 

~~~~ 

Psychic Drain 
rower Score: Wisdom 4 

Maintenance Cost: None 
Initial Cost: 10Iperson + contact 

Roll of Power Score: User doesn't harm the 
subjectls) this time, 
regardless of how much he 
drains 
Contact broken 
CPH page 101 

rower Score: Wisdom -5 

Prere uisites: 
Roll 3 Power Score: 

Empower or valuable gem 
No additional effect 

Retrospection 
Power score: Wisdom 4 

No additional effect 

Splice J 
Power Score: 
Initial Cost: 
Maintenance Cost: # spliced/round 
Range: 0 
Preparation Time: #spliced 
Area of Effect: FSS0n.d 
Prere uisites: 
Roll 4 Power Score: 

Intelligence 4 2  x # spliced) 
5 x # spliced 

spliced powers 
No additional effect 

- 
Roll of 2 0  

2 + level (see reverse) 
User receives a +2 bonus on 
wwer checks when unleash in^ 

CPH page 103 Ti Reference: 



Psychic Blade 
With this power, the psionicist mates  a 
semi-tangihle manifestation of his psychic 
attack that is shaped like a sword and can 
be wielded as a weapon in physical com- 
bat. Any living creature struck hy the psy- 
chic blade suffers Id6 points of damage, 
plus 1 additional point per extra 2 PSPs the 
psionicist wishes to spend. The victim 
must also make a saving throw vs. death or 
be stunned and unable to act for Id6 
rounds. Psychic blade damage is treated as 
punching damage; 25% is real, and 75% is 
temporary damage that is recovered with- 
in one turn. 

The psychic blade is an extension of the 
psionicist's o m  life energy, and it is heated 
as a +2 weapon for purposes of striking 

Psychic Drain 
This power allows a psionidst to tap into the 
personal psychic energy of other characters. Up 
to six characters can be tapped at one time. 

Each subject must be asleep, and the user 
must establish contact with each. The user 
then expends 10 PSPs and makes a power 
check. Success indicates that the subject falls 
into a trance for ld6+3 hours. 

While the subject is in a trance, the user 
can siphon psychic energy (Wisdom, 
Intelligence, and Constitution). A subject 
must have a combined Wis, Int, and Con score 
of greater than 30. Subtract 30 from the ability 
score total to determine a subject's psionic 
potential. 

For every potential (or ability) point 
drained. the user gains 10 PSPs. These can't 
be added to the user's total. When the user 
expends PSPs, he draws them from his sub 

Receptacle 
This power allows a psionicist to store psionic 
energy (PSI'S) in a spedal receptacle. The psioni- 
dst can draw upon the energy later to fuel other 
psionic powers. He can't use these points when 
his PSP total is at its maximum. He can keep the 
stomd FSPs on hand for when his own total is 

Before energy can be stored, a receptacle 
must be prepared. 

Any vessel can sewe as a receptacle if it is 
empowered fint. The user must perform the ini- 
tial preparation and the final sealing described in 
the empower snence (no other steps needed). It 
can hold PSPs equal to the user's psionic poten- 
tial (the number of El's he had at 1st level) mul- 

running low. 

tiplied by his experience level. 
A gem can hold 1 PSP for every IW gold 

nieces of its worth. rounded down. The eem 
must be prepared by slowly filling it with FSPs 

Retrospection 
This power allows a psionicist to delve into 
the past an locate memories that have been 
loosed from other minds. Apsionicist must 
join at least two other psianicists in a con- 
vergence before she can use this power. 
She (or one of the other participants) then 
poses a quetion regarding a spedfic event 
in the past. To find the answer, the psioni- 
cist must make a successful power check. 

When retrospection succeeds, the 
psionicish tap into a universal, pervasive 
memory. They have access to any infoma- 
tion that ever existed in anyone's memory 
regarding the event. The amount of detail 
that comes to mind depends on the power 
check result: 

monsters immune to normal weapons. 
Because the blade is the psionicisrs very 
life, it conveys special touch attacks hack to 
his awn body Creatures that drain energy 
levels automatically drain a level from the 
psionicist each time he s ~ k e s  them with a 
psychic blade. Monsters without minds 
can't be harmed by it. 

If the victim has a psionic defense 
mode operating when struck by the psy- 
chic blade, the psionicist must win a psy- 
chic contest against the victim for this 
power to cause any h a m .  
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jects unless he specifies otherwise. 
A subject begins to suffer ill effects when 

he loses more than 50% of his psionic poten- 
tial. Psychic surgery can repair ill effects. 
Once the potential points are gone, the user 
starts to drain ability points. Each time an 
ability score is drained to 2 or less, the subject 
must save vs. death or die. If all scores reach 
0, the subject dies. 

51.60% Lost: Temporary amnesia (Id6 
weeks); 

61.70%: Permanent amnesia 

91-100%: Save vs. death or die; if subject 
lives Wis, Int, and Con reduced to 3 perma- 
nently 
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(I/turn) until it reaches maximum capacity The 
user can do nothing else while filling the gem. 
When complete, the user must make a receptacle 
power check. Failure indicates that only one-half 
of the gem's capacity can be used. 

The psionicist can automatically place 1 FSP 
into a prepared mntainer per mund. When fin- 
ished, he makes a power check. Failure indicates 
that only half the points were stored (the rest s k  

The user can renieve stored FSPs mtomatiT 
cally Thereceptaclemust beincontact with him. 
He can never retrieve more than it holds, nor can 
he retrieve so many that it raises his ament total 
above his maximum. Only the mionicist who 
placed the points can use them. 

If the receptacle is damaged or destroyed, its 
PSPs are subtracted from the user's total possible 
points. This IDES is temporaly, but until he fills 
back up he recovers at half the normal rate. 

spent). 
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Cheek Result Detail 
1 Extremely vague and 

2 Vague or incomplete 
3-5 Complete hut not very 

specific 
6+ reasonably complete 

and specific 

fragmentary 

maintained by expending 1 PSP per 
d i c e d  Dower ~ e r  round. Splice 



Stasis Field 
Power score: Constitution -3 
Initial Cost: 
Maintenance Cost: 20/round or I /mmd 

Preparation lime: 3 
Area of Effect 

Roll of Power Score: 

Maxim- 1 yard/level 

No additional effect 
User pays the full initial PSP 
cost 

rower score: 
Initial Cost: 
Maintenance Cost: R h m d  

Preparation Time: 0 
Area of Effect: I undead 

receives a -2 initiative penalty in 
the first subsequent round 
No additional effect 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 



The field protects the occupant from 
certain attacks. EnerKy magic (fireball, Stasis Field 

A stasis field is a region in which time 
slows and energy is reduced to a f i d e .  It 
surrounds the psionicist like a bubble. It 
can have any radius she desires, up to a 
maximum of 1 yard per level. 

From the outside, it looks like a slightly 
shimmering, smooth silver globe. Objects 
meet slight resistance but pass through. 

Inside is murky and dim. Light filters 
thmugh but turns gray, and a light inside is 
only one-fourth as bright as usual. 

Time is 60 times slower in the field. For 
every round (or minute) that passes inside, 
an hour elapses outside. Each round the 
user stays inside, she pays 20 El‘s to 
maintain the field. 

magic missile, cone ofcoG,’etc.) Kas nb effect. 
Movement is slowed, and swift objects are 
affected more than slow objects. Character 
and creature movement rates are halved. 
Pushing a dagger into a foe will work, but 
a sword slash won’t. Missile weapons are 
useless. 

The user can center the field an  herself 
(it moves with her) or on anything she 
touches. If she leaves the field, the mainte- 
nance cost is reduced to l/round. She can 
maintain it in this fashion from up to a dis- 
tance of 100 yards. 
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Except where conhadicted by a mon- 
ster‘s description, a creature wrenched 

This power affeas only creatures which onto the Prime Material Plane suffers any 
exist simultaneously on the Prime Material or all of the following (DMs option): 
Plane and another plane of existence. This Armor Class penalized Id6 points; undead 
includes most undead creatures. It loses ability to drain life energy; magical 
excludes gods, demigods, and avatars. plusses required to hit creahxe reduced by 
When such a creature is wrenched, it is 1; creature killed permanently if it loses all 
forced entirely into one plane or the other, of its hit points. 
at the user’s option. The DM should impose other penalties 

If the creature is forced out of the prime as appropriate to the creature and the other 
Material Plane, it is trapped in the other plane involved. 
plane for 2d6 turns. It can return to the 
Rime Material when that time has elapsed. 
If the creature is wrenched entirely into the 
Rime Material, it is trapped only as long as 
the user pays the maintenance cnst. As soon 
as he stops, the creature’s dual existence is 
immediately reestablished. 

Wrench 
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The Sword (Sw) 
This harbinger is a specialized use of the Mind Thrust attack mode. It pierces defenses 
and slashes away decert. 

*Hack D e f m ~  Modes 
Modra M- n MB IF m .  

Yo h Sm Fa Sd Re AI Wl Tr WI AE Dn Urn Rm GI BI To Ra GI CI 
sw +i i s  +s i s  4 n -2 z 4 -2 4 4 -2 4 4 -2 4 4 4 4 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 
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The Halberd (Hd) 
This harbinger is a specialized use of the Mind ThNSt attack mode. It circumvents 
defenses to strike targets. In a DARK SUN* campaign, this harbinger takes the form of the 
chatkcha. 

AHaek DcfmseMode 
Modes M- TS MB IF lw 

Vo h Sm Rn Sd Re AT WI h WI Ac Dn Urn Rm Gr Br To Ra Gt Cr 
Hd t 6 1 5 1 5 1 4  0 4 4 0  - 2 - 2 4 4  4 - 2 4 4 4 - 3 - 8 4  

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 
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The Incantation (In) 
This harbinger is a specialized use of the Mind Thrust attack made. It overwhelms resis- 
tance and erodes the will. 

Attack DefemeMode 
M d *  M- IS MB IF m 

in +8 +3 +4 +s 0 4 n 4 4 4 -2 -2 4 -4 -2 4 -3 4 -5 4 

Cmss-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 

Yo h Sm Rn Sd Re AI Wl Tr WI Ac h Urn Rm Gr Br To Ra Gt CI 
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- 1  
The Flame (F1) 

This harbinger is a specialized use of the Mind Thmst attack mode. It sears defenses with 
its pure fire. 

~ 

AnaL DefrnscMode 
Modes M- TS MB IF m 

Yo Fx Sm Rn Sd Re Ar M T? WI Ac Dn Urn Rm Gr Br To Ra Gt Cr 
R +I  +7 +6 +6 0 -2 -2 4 4 -2 4 4 4 4 -2 -7 -5 -3 -5 

I 
Crass-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round. 
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The Thief (Tf) 
This harbinger is a specialized use of the Ego Whip attack mode. It signifies betrayal, 
destroying a mind from within. In a DARK SUN-campaign, this harbinger takes the form 
of the templar. 

Anwk Defense Modes 
M o d e  M- TS MB IF m 

Vo Fr Sm Rn Sd Re AI M Tr WI Ac Dn Um Rm Gr Br To Ra Gt Cr 
Ti 13 +7 +6 1 4  D -2 0 +2 4 -1 -5 -2 3 3 4 4 0 3 3 4 
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The Noble (Nb) 
This harbinger is a specialized use of the Ego Whip attack mode. It uses scorn, exposing 
weakness to harsh scrutiny 

A*&& DefenseMode 
Modes M- TS MB IF Tw I 

Vo R Sm Rn Sd Re AT Wl T? Wi Ac Dn Urn Rm Gr Br TO Ra Gt Cr 
Nb r4 +5 +6 +4 +I -2 -1 t2 -2 -2 -2 4 -5 4 -1 4 4 -2 -2 4 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Slave (SI) 
This harbinger is a specialized use of the Ego Whip attack mode. It uses utter despair as 
a weapon. 

Attack DehnscMode  
Modra M- TS hm IF m 

Vo R Sm Rn Sd Re AI M TI WI Ac Dn Urn Rm Gr Br To Ra Gt Cr 
SI r6 +4 +4 +6 -1 i 2  +I -2 -3 -5 -2 -2 4 -2 3 3 4 3 3 -2 

Cross-index the harbinger (attack mode) against the conshuct (defense mode). 
The result is the modifier to the attacker's power initiation check for that mund 
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The Dragon (Dr) 
This harbinger is a specialized use of the Ego Whip attack made. Grief and horror follow 
in its wake, swallowing the weak. 

Alhek DifenaeModer, 
M o d e  M- TS MB IF m 

Vo Fr Sm Rn Sd Re Ar Wl Tr Wi Ac Dn Urn Rm GI Br To Ra Gt Cr 
Dr t7 +3 14  16 0 12 0 -2 -3 4 3 -2 -4 -5 4 -1 4 4 4 0 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check far that round 
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The Wyvern (Wy) 
This harbinger is a specialized use of the Id Insinuation attack mode. Fierce and danger- 
ous, it attacks with rage and blinding speed. 

Attack Defenx Modra 
Mode3 M- TS MB IF Tw 

Vo Fr Sm Rn Sd Re AI WI Tr Wi Ac Do Um Rm Gi Br To Ra Gt Cr 
Wy 4 -2 -1 -5 12 0 t 2  14 14 16 13 13 4 +I +I 3 4 4 4 -2 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 

The Scorpion (Sc) 
This harbinger is a specialized use of the Id Insinuation attack mode. It is relentless, never 
giving up the attack. 

Anark Defense Modes 
Modes M- Ts MB IF m 

Vo Fr Srn Rn Sd Re Ar WI Tr Wl k Dn Um Rm GI Br To Ra Gt CI * -5 -1 -3 -3 13 +I t3 +I 14 15 15 1 2  +I -1 3 -1 4 -2 -2 4 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Spider (Sp) 
This harbinger is a specialized use of the Id Insinuation attack mode. Its deadly poison 
can destroy defenses easily In a DARK SUN" campaign, this harbinger takes the form of 
the crystal spider. 

Atlack D e f m x  Modes 
Modes M- TS MB IF m 

Vo h Sm Rn Sd Re Ai WI TI WI Ac Dn Urn Rm Gr Br To pri Gt Cr 
sp 0 4 -5 -3 *2 14 *2  0 13 +5 13 15 0 -3 -2 +I 3 3 4 3 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round, 
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The Shadow (Sh) 
This harbinger is a specialized use of the Id Insinuation attack mode. It is stealth person- 
ified, sneaking past defenses to attack. In a DARK SUN* campaign, this harbinger takes 
the form af the silk y r m .  

Attack Defense Modes 
Modes M- TS MB IF Tw 

Vo Fr Sm Rn Sd Re Ar WI Tr WI Ac Dn Um Rm GI Br To Ra Gt Cr 
Sh -3 - 5 ~  -3 -1 +I 13 +I 13 15 13 +2 ti a -1 0 -1 -1 4 4 4 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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Sand (Sn) 
This harbinger is a specialized use of the Psychic Crush attack mode. Its crushing weight 
covers all defenses. 

AHark Defmw M o d e  
Modes M- TS MB IF m 

Vo Fr Sm Rn $4 Re A? Wl TI WI Ac Dn Um Rm Gr BI To Ra Gt Cr 
S" 13 0 +I 0 -1 4 -2 -5 -1 -1 -2 0 4 -5 -2 -I 4 4 -7 -1 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check far that round. 
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The Bulette (Bu) 

Attack Defense Modes 
Modes M- TS MB IF Tw 

Yo h Sm Rn Sd Re AI WI Tr Wi A i  Dn Urn Rm GI BI To Ra Gt Cr 
B" 0 12 0 12 -5 4 -2 -1 -1 0 -1 -2 -3 4 -3 -2 -3 -5 -3 -5 

t 
I 
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The Giant Squid (Sq) 
This harbinger is a specialized use of the Psychic Crush attack mode. Its powerful tenta- 
cles can drag the strongest defender into death and madness. In a DARK SUNB campaign, 
this harbinger takes the form of the silt horror. 

Amrk Defmw Modra 
Mode8 M- Ts MB IF Tw 

Yo FI Sm Rn Sd Re AI WI TI WI Ac Dn Um Rm Gr BY To Ra GL Cr 
5q + l o r 3 0  - 1 . 3 4 4  0 4 0 . 3  4 - 1 . 3 - 5 4 4 - 2 4  

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round. 
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The Boulder (Ed) 
This harbinger is a specialized use of the Psychic Crush attack mode. It shatters walls and 
crushes weak defenses. 

AMmk Defense Modra 
M o d e  M- TS MB IF m .' 

Yo FT Sm Rn Sd Re AT Wl TI WI A< Dn Um Rm Gr Br To Ra GI CI 
Ed 0 1 2  0 +2 -5 -1 4 -2 -2 0 -1 -1 -2 -2 4 4 -3 4 4 4 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round. 
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The Tarrasque (Ta) 
This harbinger is a specialized use of the Psionic Blast attack mode. Its insane rage 
sweeps frail minds before it like dust. In a DARK SUNB campaign, this harbinger takes 
the form of the so-ut. 

A*& DefenrcModcs 
Modes M- TS MB IF m 

Vo R Sm Rn Sd Re AI WI Tr WI Ac Dn Um Rm GI Br To Ra Gt CI 
Ta 13 0 +I +4 +3 0 t4 15 0 i Z  -1 -1 0 -3 0 -1 -1 -1 -1 -5 

Cross-index the harbinger (attack mode) against the COnStNCt (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Owlbear (Ow) 
This harbinger is a specialized use of the Psionic Blast attack mode. Its slashing claws and 
relentless tenacity carve defenses to pieces. In a DARK SUNB campaign, this harbinger 
takes the form of the sloth. 

A m I  Defense Modra 
Modes M- TS MB IF m 

Yo Fr Sm Rn Sd Re AI Wl Tr WI Ac Dn Urn Rm Gr Br To Ra Gt Cr 
ow 12 +4 +2 0 +4 +2 4 +2 ti 0 0 -1 4 0 /1 4 -2 -3 -1 -2 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Lion (Li) 
This harbinger is a specialized use of the Psionic Blast attack made. Graceful and strong, 
the lion fights with honor and skill. In a DARK SUNB campaign, this harbinger takes the 
form of the kirre. 

Anmk DefenaeModes 
Modes M- TS MB IF m 

Yo R Sm Pa sd Re AI Wl Tr WI Ac Dn Um Rm GI Br To Ra Gt Cr 
~i +I t3 +Z +z +3 +s +z +2 +I o o -I -2 o -2 n -3 -2 -3 o 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round. 
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The Mind Flayer (MO 
This harbinger is a specialized use of the Psionic Blast attack mode. Its malice and guile 
can defeat skill and honor with ease. In a DARK SUNB campaign, this harbinger takes the 
form of the temho 

Attack Defense Modes 
Modes M- IS MB E Tw 

Yo R Sm Rn sd Re Ar WI Tr WI Ac Dn Um Rm Gr Br To Ra GL CI 
Mf 12 +1 +3 +2 +2 r5 r2 r3 -2 -2 +I  13 -1 -1 -3 +I -2 -2 -3 -1 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round. 

The Void (Vo) 
This construct is a specialized use of the Mind Blank defense mode. Empty of substance, 
it is unassailable and can't be harmed. 

Defense Attrck Modes 
Modes hlT EW I1 PaC PB I 

Sw Hd In Fl Ti Nb SI Dr Wy S Sp Sh Sa Bu !q Bd Ta Ow Li Mf 
Yo 15 +6 18 +I +3 4 +6 t 7  4 4 0 4 t3 0 +I 0 +3 12 +I  +I 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Forest (Fr) 
This conshurt is a specialized use of the Mind Blank defense mode. A wealth of life mis- 
directs the attacker, leading him astray. 

Defense AHackModea 
Modra Ml m I1 PSC PB 

5w Hd In Fl Tf Nb SI Dr Wy S Sp 5h Sa Bu Sq Bd Ta Cw Li Mf 
h +S 15 13 17 17 16 14 13  -2 -1 4 -5 0 +2 0 12 0 +4 t3 +I 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Swamp (Sm) 
This construct is a specialized use of the Mind Blank defense mode. Liquid mud frus- 
hates the attacker, miring him in the terrain. In a DARK SUN- campaign, this conshwct 
takes the form of a mudflat. 

"SfrnliO A m B  Modes 
Modes MT m n PsC PB 

Sw Hd In Fl Tf Nb SI ET Wy S Sp Sh Sa Bu Sq Bd Ta Ow U Mf 
Sm 15 15 +4 +6 +6 1 6  t4 1 4  -1 3 -5 -3 +1 0 13 0 +1 +2 +2 +3 

Cross-index the harbinger (attack mode) against the mnshwct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 
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The Ruins (Rn) 
This construct is a specialized use of the Mind Blank defense mode. Utter anarchy and 
destruction surround the mind with a pathless barrier. 

Defense Attrrk Modes 
Medea Ml EW I1 PSC PB 

Sw Hd In R TI Nb SI Ih Wy SC Sp Sh Sa Bu $q Ed Ta Ow Li MI 
Rn 15 +4 +5 +6 +4 14 +b r6 -5 -3 -3 -1 0 +2 0 +2 14 0 r2 12 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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The Shield (Sd) 
This conshuct is a specialized use of the Thought Shield defense mode. It swiftly moves 
to block any blow. 

Defense AHackModw 
Modes m Ew I1 PSC PB 

Sw Hd In R TI Nb 51 Dr Wy X Sp Sh Sa Bu $q Bd Ta Ow Ll MI 
sd 4 0 0 4 0 +1 -1 0 12 13 12 +I -1 -5 -1 -5 13 14 13 12 

Cross-index the harbinger (attack made) against the construct (defense mode). 
The reul t  is the modifier to the attacker‘s power initiation check for that round. 
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The Rune (Re) 
This construct is a specialized use of the Thought Shield defense mode. Mystic defense 
halts the most determined attack with a word. 

Deknar AnackModea 
Modes MT m I1 PSC PB I 

Sw Hd In Fl Tf Nb SI Dr Wy SC Sp Sh Sa Bu Sq Ed Ta Ow Li MI 
Re U 4 4 0 -2 -2 12 12 0 +I 14 +3 -4 -4 -3 -1 0 t2 ti +s 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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The Armor (Ad 
This construct is a specialized use of the Thought Shield defense mode. Its impenetrable 
protection surrounds the psyche. 

Defense Attack Modes 
Modes hn EW I1 PSC PB 

Sw Hd In FI TI Nb SI Dr Wy X Sp Sh Sa Bu 5q Bd Ta Ow Li Mi 
Ar -2 -4 U -2 U -1 +I 0 +2 +3 r2 +I  -2 -2 4 -4 +4 t4 t2 12 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 
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The Wall (W1) 
This construct is a spedalized use of the Thought Shield defense mode. This endless har- 
rier is continuously renewed as it is destroyed. 

Defeme Attrrk Modes 
Modes hn EW I1 PaC PB 

Sw Hd In R Ti Nb S I  Dr Wy SI Sp Sh Sa Bu 5q Bd Ta Ow Ll Mf 
WI -2 0 4 -2 +2 +2 -2 -2 t4 +I  0 13 -5 -1 4 -2 +5 r2 +2 13 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 



Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 



The Truth (Tr) I 
This construct is a specialized use of the Mental Barrier defense mode. Lies and deceit 
can’t withstand the punty of truth. 

~ 

Defeme AttaekModFa 
Modes MT EW I1 r8c rB 

Sw Hd In n Tf Nb SI DI Wy % Sp Sh Sa Bu Sq Ed Ta Ow Ll Mf 
n 4 -2 4 4 4 -2 -3 -3 t4 t4 13 +5 -1 -1 0 -2 0 +I +I -2 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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The Will (Wi) 
This construct is a specialized use of the Mental Barrier defense mode. Nothing can over- 
come an unbreakable will. 

D&”W AHiekModes 
Modes MI Ew n PSC PB 

Sw Hd h Fl Tf Nb SI Dr Wy 9 Sp Sh Sa Bu Sq Bd Ta Ow Ll Mi 
w i  -2 -2 4 4 -1 -2 -5 4 ib 15 i 5  +3 -1 0 3 0 +2 0 0 -2 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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Acceptance (Ad 
This construct is a specialized use of the Mental Barrier defense mode. Embracing the 
attack can often defeat it. 

DdmW AHaekMcdes 
Modes MT Ew 11 sac P B .  

S w H d I n  Fl T i N b S I D r W y % S p S h  % B u S q B d T a O w L l h U  
AC 4 d -2 -2 -5 -2 -2 -3 13 1s 13 t 2  -2 -1 0 -1 -1 0 0 +I, 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 
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Denial (Dn) 
This consbllct is a specialized use of the Mental Barrier defense mode. If the attack does- 
n’t exist, it can’t harm. 

Defense AttlckMades 
Modes m EW I1 PaC PB 

Sw Hd In Fl Tf Nb SI Dr Wy SC Sp Sh Sa Bu Sq Ed Ta Ow Li hU 
Dn 4 4 -2 4 -2 4 -2 -2 t3 +2 r5 +6 0 -2 -1 -1 -1 -1 -1 t3 

Crass-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check far that round 
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The Umber Hulk (Um) 
This COnStNCt is a specialized use of the Intellect Fortress defense mode. Its thick, scaly 
hide makes it impervious to attack. In a DARK SUNB campaign, this conshuct takes the 
farm of the cha’thrang. 

Dele“= AmrkModea 
Mod- MT EW I1 rac PB 

Sw Hd In Fl Tf Nb SI Dr Wy % Sp Sh Sa Bu Sq Bd Ta Ow Li Mf 
urn -2 4 4 4 -3 -5 4 4 -3 +I 0 -2 4 -3 -3 -2 0 -1 -2 -1 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round. 
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Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 



The Remorhaz (Rm) 
This construct is a specialized use of the Intellect Fortress defense mode. Its rock-hard 
scales deflect even the strongest blows. In a DARK SUNB campaign, this construct takes 
the form of the beetle. 

Defeme AHilckModea 
Modes MT EW I1 PSC P0 

Sw Hd In R Tf Nb SI Dr Wy S Sp Sh Sa Bu Sq Bd Ta Ow ti Mf 
Rm 4 -2 4 4 -3 4 -2 -5 +I -1 -3 -1 -5 4 -1 -2 -3 0 0 -1 
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The Gargantuan (GI) 
This construct is a specialized use of the Intellect Fortress defense mode. Sheer strength 
and mass shmg off the most dire wounds. In a DARK SUNe campaign, this constmct 
takes the form of the drake 

Defeme AHilckModes 
Modes MT Ew II P5C PB 

Sw Hd lo €I Tf Nt SI Dr Wy S Sp Sh Sa Bu Sq Bd Ta Ow Li MI 
Gr 4 4 -2 4 4 -1 -3 4 +I -3 -2 0 -2 -3 -3 4 0 +I -2 -3 

Cross-index the harbinger (attack mode) against the conshuct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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The Bramble (Br) 
This construct is a specialized use of the Intellect Fortress defense made. Razor-sharp 
thorns bar the passage of any attacker, guarding the psyche. 

Lkfmae AWck Modes 
Modes MT EW I1 PaC P B ’  

Sw Hd In R Tf Nb 51 h Wy S Sp Sh Sa Bu Sq Bd Ta Ow 11 Mf 
Br -2 4 4 -2 4 4 -7 -1 -3 -1 +I -1 -1 -2 -5 4 -1 4 0 +I 

Cross-index the harbinger (attack mode) against the mnshuct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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The Tower (To) 
This construct is a specialized use of the Tower of Iron Will defense mode. Strong and tall, 
the tower is unassailable. 

DCfefpnse AnaLModes 
Modes MI EW II P*C PB 

Sw Hd In Fl Tf Nt SI DI Wy S Sp Sh Sa Bu Sq Bd Ta Ow Li MI 
To 4 4 3 -7 0 4 4 4 4 4 -3 -1 4 -3 d 3 -1 -2 4 -2 

Cross-index the harbinger (attack made) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check far that round 
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The Rampart (Ra) 
This construct is a specialized use of the Tower of Iron Will defense mode. Layers of 
defense upon defense can trap and destroy any attack. 

Deknse Awrk Modoa 
Modes MI m I,  PSC PB 

Ra 4 -3 4 -5 -3 -2 -3 4 3 -2 -3 4 4 -5 4 3 -1 -3 -2 -2 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker’s power initiation check for that round 
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Attac Mo e 

Psionic Combat 
Battle Cards 

Psionic Combat 
Battle Cards 



The Gate (Gt) 
This construct is a specialized use of the Tower of Iron Will defense mode. The path to the 
mind is barred by locks of steel and gates of stone. 

Dcfauc AHackMode 
Mode3 MT LW 11 P8C PB 

Gt 4 4 5 4 -3 -2 -3 4 4 -2 4 -1 -7 -3 -2 4 -1 -1 -3 -3 

Cross-index the harbinger (attack mode) against the conshuct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round 

Sw Hd In Fl Tf h% SI Dr Wy % Sp Sh Sa Bu Sq Pd Ta Ow U Mf 
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The Crag (Cr) 
This conshuct is a specialized use of the Tower of Iron Will defense mode. Lonely and 
strong, the crag resists all attacks. 

Sw Hd In Fl Ti Nb SI DI Wy SC Sp Sh Sa Bu Sq Pd Ta Ow U Mf 
Cr 4 4 d -5 4 4 -2 0 2 4 -2 4 -1 -5 4 4 -5 -2 0 -1 

Cross-index the harbinger (attack mode) against the construct (defense mode). 
The result is the modifier to the attacker's power initiation check for that round. 
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Attack vs. Defense Modes 
Mind Thought Mental Intellect Tower of 

Psychic Cmsh +I 
Psionic Blast +2 

rower score: Wisdom -5 
Ilutial Cost: 
Maintenance Cost: 9/round 

Preparation Time: 0 
Area of Effect: perSolla1 

Roll of Power Score: Can enamine up to four auras 
per round instead of two 
Thls power can’t be used again 
for 24 hours 

airsen m c e  

Clairaudience 
rower Score: Wisdom -3 
Initial Cost 
Maintenance Cost: 4/round 

Preparation lime: 0 
Area of Effect 

rower score: 

Unlimited 

Gains clairvoyance of the area as 

Psionidst is deaf for Id12 hours 



About the 
Deck of Psionic Powers 

This deck features all of the psionic powers 
originally presented in The Complete 
Psionics Handbook (CPHJ,  Dragon Kings 
(DK), and The Will and the Way IWW) on 
easy to reference cards. 

There are 288 cards in the deck. All of 
the cards are numbered for your ronve- 
nience. The majority of the cards (246) con- 
tain the many psionic powers. The front of 
these cards shows the name of the power, 
the power's game statistics, an icon idmti- 
fying the governing discipline, an icon 
identifylng the power as either a science or 
devotion, and sometimes an icon defining 
the power as an attack or defense mode (if 
appropriate). The back feahnes the power's 

Telepathic Combat 
Turn to page 25 of The Complete Psionics 
Handbook for full details ahout psianic 
attack and defense modes. 

There are five attack modes, as shown 
on the table on the reverse side. These 
attack modes have specific effects against 
minds open to contact. Against closed 
minds. thev erode resistance. 

description. I 
One complete set (40 cards) of the 

attack and defense modes combat system 
described in The Will and the Way is also 
provided (please refer to that for detailed 
instructions). One attack/defense mode t 
summary card rounds out the total. 

To use the A D & P  psionics rules, you 
still need to have copies of the books listed 
above. These cards simply provide a con- 
venient method for players with psionicist 
or wild talent characters to keep track of 
the powers they can use. 

I 
I 

AD&D and DARK SUN are registered trademarks 
o w e d  byT5R.lnc PLANESCAPEaatrademarkowned 
by TSR. Inc. 
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the defense mode and apply the resulting 
modifier to the attacker's power score. 

When an attack mode overcomes a 
defense mode, the attacker establishes a 
partial contact called a tangent. Three tan- 
gents equal full contact. It costs 1 FSP per 
round to maintain tangents. Tangents can 
be maintained with only one mind at a 
time, hut full contact can be maintained 
with any number of minds. 

Aura Sight 
With this power, a psionicist can see auras 
(the normally invisible glowing envelope 
of colored light that surrounds all living 
things). Each use of the power gives the 
psionicist one piece of information-ither 
the subject's alignment or experience level, 
but not both simultaneously 

A psionicist can examine up to two 
auras per round, though both subjects 
must be in sight. Alternately, the same aura 
can be examined twice. A new power 
check must be made with each separate 
examination. 

The psionicist using this power can be 
reasonably discreet, but he does need to 
gaze at his subject. Using the power from a 

Clairaudience 
This power allows the user to hear sounds 
from a distant area. The psionicist picks a 
spot, makes a power check, then gets to 
hear everything that he would be able to 
hear normally if he was standing in that 
spot. If the user has enhanced senses, these 
apply to the use of clairaudience as well. 

Clairaudience doesn't screen out noise 
around the user. A racket near him will 
make it difficult to hear sounds some- 
where else. The power does not give the 
ability to understand languages or inter- 
pret the sounds the user hears. 

The distance of the listening spot deter- 
mines the difficulty of the power check, as 
shown below: 

Clairvoyance 
This power allows the user to see images 
from a distant area. The psionicist picks a 
spot, makes a power check, then gets to see 
everything that he would he able to see 
normally if he was standing in that spat. 

Clairvoyance doesn't replace normal 
vision. The user can still see what's around 
him, with the distant scene superimposed. 
Closing one's eyes helps block out the dou- 
ble vision. 

The power doesn't enhance vision, so 
hidden or invisible objects remain hidden. It 
also provides no sound. It can't be dispelled, 
repelled, or blocked hy m y  form of magic. 

The distance of the viewing spot deter- 
mines the difficulty of the power check, as 
shown below: 

distance is less noticeable than using it up 
close. 

The level of the character being exam- 
ined affects the power check. The higher 
the subject's experience level, the tougher 
it is to interpret the aura. Power checks 
receive a -1 penalty for every three levels 
the subject has, rounded down. So, an 8th 
level subject would produce a -2 penalty. 

On a power check roll of 1, the reading 
is incomplete or slightly incorrect. For 
example, the psionicist may learn only the 
chaotic portion of a chaotic neutral align- 
ment, or he may interpret a level as higher 
or lower by one or two levels. 
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Range Power Score Modifier 
100 yards 0 
1,000 yards -2 
10 miles 4 
100 miles -6 
1,000 miles -8 
10,000 miles -10 
Interplanetary' -12 

* Clairaudience only works within a 
given plane or crystal sphere. 
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Range Power Score Modifier 
100 yards (1 
1,000 yards -2 
10 miles 4 
100 miles -6 
1,000 miles -8 
10,000 miles -1 0 
Interplanetary' -12 

* Clairvoyance only works within a 
given plane or crystal sphere. 
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Cosmic Awareness (High Science) ., 
Power score: Wisdom 4 
Initial Cost 20 
Maintenance Cost: IOlround 
Range: 0 
Preoaration Time: 5 
A& of Effect: Varies 
Prerequisites: Clairvoyance, detection, all- 

round vision, 10th level 
Roll of Power Score: 

Roll of 2 0  

User begins with perreption 
radius of 30 feet 
User must save YS. spells or be 
struck deaf and blind for Id4 
hours 

Reference: WW page 65 

Detection 
rower Score: Wisdom -2 
Initial Cost 
Maintenance Cost: hlround 

Preparation Time: I 
Area of Effect: 
Prere uisites: None 
Roll JFower Score: User detects all sources within 

range and gets rough idea of 
their numbers and concentration 

of what he is looking for in a 
random direction 

user imagines a Concentration 

Sensitivity to Psychic Impressions 
rower Score: wisdom 4 
Initial Cost: 
Maintenance Cost: 2lround 

Reparation Time: 2 
Area of Effect: 20-yard radius 

Roll of Power Score: 
Prerequisites: None 

Gains an unusually clear under- 
standing of each event 
An angry ghost attempts to 
magic jar the user 



Cosmic Awareness 
Cosmic awareness is the High Science of 
Clairsentience. It allows a user to perceive all 
things within the area of effect. The character 
is essentially f led with x-ray vision that 
extends into the Astral and Ethereal Planes. 
She s e a  all inanimate fa-; she can see 
what is over the hill, deted hidden caves, see 
secret dwrs and tmp, and even detect lods  
of minerals or geological phenomena. 

In addition to inanimate objects, the 
user also perceives forces-winds, water 
currents, or spell effects such as glyphs of 
warding, and so forth. 

AU living creatures larger than a minobe 
are perceived. Cosmic awareness detects imis- 
ibilihj, detects mil/gwd, and detects mgic with- 
out fail. Illusions are perceived for what they 

Detection 
Detection is the art of finding substances or 
items by their psychic vibrations. It can he 
used to dowse for water, find lost items, or 
prospect for gold. To use this power to 
locate a substance, the psionicist must 
have a sample of what he is searching for. 
To locate an item, he must have seen the 
item himself or successfully used object 
reading on its owner. 
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are. Creatures who are shape-changed or poly- 
mmphcd are noted and their tllle forms -. 
Ethereal, astral, phased, ectoplasmic, or 
gaseous beings are seen as well. Details of the 
being's equipment are detected down to the 
number of gold pieces in their purses. 

The user also hears all sounds and 
detects all smells within the area. 

On the first round, the user per-ceives 
everything within a 10-foot radius around 
her. For each round the power is main- 
tained, she may extend her perception 
radius by 10 feet. 

Before a psionidst can select this power, 
she must engage in research by intense med- 
itation to gain a High Saence, as described in 
Chapter Seven of The Will and the Woy. 
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The initial range is 30 yards, hut by 
maintaining the power the psionicist can 
expand the radius of the search by 10 
yards per round. At first, the character 
only detects the nearest location of what 
he is seeking, but by maintaining the 
power he can detect more sources at the 
rate of one per round, working from the 
nearest to the farthest. 

Object Reading 
This power allows the user to detect psy- 
chic impressions left on an object by a pre- 
vious owner, such as the owner's race, sex, 
age, and alignment. It can also reveal how 
the owner came to possess the item, and 
how he lost it. The amount of information 
gained depends on the result of the power 
check. A successful check, gains the psion- 
icist the information listed beside the 
result, plus all results above it. 

An object can only be read once per 
experience level of the psionicist. 
Additional readings at the same level 
reveal no new information. 

Precognition 
This power allows the user to foresee the 
probable outcome of a course of action. 
This foresight is limited to the near 
futu-no more than several hours from 
the time the power is used. The player 
must describe the intended course of 
action in detail. 

The DM makes the power check secret- 
ly If the check fails, the user gains no infor- 
mation. If the roll is 20, the user sees his 
awn death and must make a saving thmw 
vs. petrification. A failed save indicates 
that the user is shaken.up and all power 
scores receive a -3 penalty for Id6 hours. 

If the check succeeds, the user sees the 
most likely outcome of the action 
described. The DM has some liberty in 

Power Check 
Result Information Gained 
1-2 Last owner's race 
3 Last owner's sex 
4 Last owner's age 
5 Last owner's alignment 
6-7 How last owner gained 

8+ All this information 
and lost the item 

about all owners 
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describing the scene but should roll Id20 as 
a guide to how much detail to indude. The 
higher the roll, the more details provided. 

Even successful, precognition offers no 
guarantees. The user sees only one pos- 
sible (albeit likely) outcome to a specific 
course of action. If characters deviate from 
the actions described, then they are chang- 
ing the lines of time. 

This power is tiring. Use of this power 
requires a full turn of rest hefore another 
clairsentient power can be used. 
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Sensitivity to Psychic 
Impressions 

This power allows the user to gain a sense 
of history He perceives the residue of 
powerhd emotions that were experienced 
in a given area, offering a picture of the 

Onlv events that elicit shone emotional 
area's past. 

recent and proceeding backward through 
time. 

The psionicist's understanding of these 
events is vague and shadowy, as if he were 
viewing a dream. Dominant emotions 
come through very clearly, however- 
anger, hate, fear, love, etc. 



power sore: 
Initial Cost: 
Maintenance Cost: 
Range: 
Preparation Time: 
Area of Effect: 
Prerequisites: 
Roll of Power Score: 

Roll of 2 0  

Reference: 

Spirit Lore 
Intelligence -3 
30 
Wround 
0 
3 
Per s o d  
Spirit sense 
Knowledgeable and helpful 

Malicious entity is contacted, 
who tries to m q i c  jar psionicist 
out of his body 
WW page 66 

spirit is contacted 

All-Round Vision 
rower Score: Wisdom -3 
Initial Cost: 
Maintenance Cost: 4/round 

Preparation Time: 0 
Area of Effect: 

Roll of Power Score: Infravision is also ained 

person a 1 

Psionicist is blind ?or Id4 houn 

Bone Reading 
rower Score: Wisdom -1 
Initial Cost 
Maintenance Cost: Not applicable 

Preparation Time: I 
Area of Effect One item 

Roll of Power Score: User can view last 10 minutes of 
the deceaseds life from his per- 

User angers the spirits; DM 
determines exact effects 

Combat Mind 
rower Score: Intelligence -1 
Initial Cost: 
Maintenance Cost: 4/round 

Preparation Time: 0 
Area of Effect Personal 
Prerequisites: None 
Roll of Power Score: Psionicist (not companions) also 

gains a +I AC bonus 
Psionicist and companions 
receiw a +I initiative penalty 



Spirit Lore 
Psionicists must ask very specific ques- 
tions when using this power; the spirits 
never volunteer information and often 
seek to distort or confuse the truth. 

When this power is initiated, the DM 
rolls the power check in secret. The result 
of the check determines the quality of the 
information received. The DM should try 
to be mysterious and vague in his answers, 
and while soirits Dossess a lot of knowl- 

Check Result 
1-2 

3-4 

Spirit doesn’t know the answer 
and lies 
Spirit knows only part of the 
answer and embellishes, 
hoping to deceive the psionicist 
Spirit doesn’t know, but admits 
its ignorance 
Spirit knows the answer, but 
tries to disguise the huth in 
deceptive riddles 
Spirit knows the answer and 

5-6 

7-8 

9+ 
L A  

edge they are not omniscient. 
If the result is a failure, the psionicist 

finds no spirits to contact. The psionicist 
may ask one question per round of the 
spirit world. 

answers huthfully 
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True Sight 
The psionicist can pierce any normal or 
magcal obscurement to a range of 60 feet. 
Creatures or objects that are invisible are 
detected, unless someone is using psionic 
invisibility against the psionicist. The user 
can pierce illusions and detect anything 
phased, displaced, or ethereal. 

Unlike the clerical spell true seeing, the 
true sight power doesn’t confer the ability 
to see alignments, enchantments, polymor- 
phed items, or secret doors. 

A 11 - R o u n, Vision 
This power gives the psionicist “eyes in the 
back of his head’-nd in the sides and 
top as well. (This is figurative: the user 
does not literally sprout eyeballs.) In effect, 
the user can see in all directions simul- 
taneously. In addition to its obvious 
application, when combined with the 
clairvoyance power all-round vision pre- 
vents anyone from sneaking up on the user 
without some sort of concealment. 

On the negative side, the psionicist 
receives a 4 penalty against all gaze 
attacks while using and maintaining this 
power. 
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Bone Reading 
The psionicist can use a creahn-e’s remains 
to farm an impression of who it was and 
what it was doing when it perished. 
Fragments of hone are usually used, but 
the power works on any corpse or portion 
thereof. Information gained depends on 
user’s power check. 

Power Check Infomation Gained 
1-2 Deceased‘s race 
3 Deceased’s sex 
4 Deceased‘s age 
5 Deceased‘s identity 
6 Appearance, alignment 
7 Date of death 
8+ Method of death 

The information is cumulative, so a 
result of 4 yields the deceased’s race, sex, 
and age. This power is difficult to use on 
very old remains (resulting in a power 
check penalty). The more recently a crea- 
ture died, the more accurate the reading 
will be. 

Time Since Death Penalty 

1 week -1 
1 month -2 

1 day 0 

1 year -3 
10 years -I 
100 years -6 
1,000 years -12 

Combat Mind 
A psionicist using this power receives an 
unusually keen understanding of his ene- 
mies and their fighting tactics. As a result, 
the psionicist‘s side in combat gains a -1 
bonus when making initiative die rolls. 
This bonus is cumulative with any other 
modifiers that may apply. 
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DeZLltiOn 

d 

Danger Sense 
Power score: Wisdom 3 
T..iti.., me+- 

\ %  x 
..""". 
Maintenance Cost: 
Range: 

3/mund 
Special " 

A1 
Prerequisites: 
Roll of Power Score: 

Roll of 20: 

Reference: 

m r  i h< >w far away 

Psionicist can't sense danger 
successfully for Id6 
CPH page 33 

, houn 

Environment 
Power score: Intelligence -2 
Initial cost: 5 
Maintenance Cost: 0 
Range: Unlimited 
Preparation Time: 0 
Area of Effect: Not applicable 

Roll of Power Score: 
Prerequisites: None 

Psimitist receives a full minute 
of observation, getting all the 
same sensory images as listed 
Psionicist gets images from a 
similar item, hut not the one he 
wishes 

Roll of 20 

Reference: DK page 139 

Feel Moisture 
power score: Wisdom -3 
Initial Cost: 5 
Maintenance Cost: 1 

Preparation Time: 0 
Area of Effect: 90-yard sphere 

Roll of Power Score: 

Range: 0 

Prerequisites: None 
Psionidst retains the power 
without a maintenance cost for 
the next four hours 
Psionicist m e i v e  false feelings 
that most likely don't indicate 
water 

Roll of 2 0  

Ref-ce: DK page 139 

Feel Sound 
power score: Wisdom -3 
Initial Cost: 
Maintenance Cost: 3/mund 

Preparation Time: 0 
Area of Effect: 

Roll of Power Score: Can detect noise me a thief of 
the same experience level 
For Id4 rounds, sound causes 
I point of damage per round 
and is garbled 



Danger Sense 
This power produces a slight tingling sen- 
sation at the hack of the user's neck when 
a hazard or threat is near. The DM must 
make a successful power check for the user 
before danger is detected. The power dwsn't 
give any specific details about the type of 
danger. The user dwsn't le- how or when 
it will strike, but d o g  1- the general direc- 
tion of the threat. 

The power check determines how 
much warning the user gets. If the roll is 12 
or more, the user knows whether or not 
danger is lurking anywhere in the immedi- 
ate area. On a roll of 8 or more, the user 
gets a full round of warning before the 
danger strikes. On a roll of 7 or less, the 
user isn't alerted until moments before the 

danger strikes. On a roll of 1, the user still 
gets several moments' warning, but the 
direction the danger is corning from is 
wrong. 

With one round or more of warning. 
the user and his companions can p r e p a r e  
taking defensive positions, preparing 
spells, fleeing, etc. If they have less than 
one round of warning, the DM decids 
how much preparation is possible. They 
always gain a +2 bonus on their own SUI- 
prise rolls, however. 

Environment 
n i S  power lets the ps,onicist 
image of the present surroundings of a 
particular unliving item. The psionicist 
need not have any idea where the object is 
when the power is used, but he must con- 
centrate on a specific, familiar item. Far 
instance, "my friend's metal dagger" is 
fine, but "the nearest metal dagger" is not. 

The psionicist receives an all-round 
sensory "snapshot" from the item's SUI- 
roundings: visual, olfactory, aural, and 
temperature signals. The power itself gives 
no notion of direction or distance to the 
item in question, though the character can 
often deduce its location from the sensory 
signals. 

a fails. A concealed item (for example, in a 
pocket) gives a black visual image and 
insignificant olfactory, aural, and tempera- 
ture signals. 
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Feel Light 
This power gives the psionicist the ability 
to experience light through tactile sensa- 
tions (by touch). The user's entire body 
becomes a receiver for light waves. In 
effect, his body replaces his eyes, revealing 
what his eyes would normally see. (Field 
of vision doesn't change.) 

This power doesn't allow the user to 
see in the dark, since there must be light to 
feel. It doesn't counter magical darkness, 
either, which actually destroys or block 
light waves. 

The psianicist gains a +4 bonus to sav- 
ing throws made against gaze attacks. 

Feel Moisture 
This power allows the psionicist to feel the 
presence of water within the area of effect. 
The power indicates all characters, crea- 
tures, and plants in the area as having 
moisture, plus any concenhation of one 
gallon or more. The psianicist can feel the 
rough nature of the water, plus its direction 
and distance. The amount and its accessi- 
bility depends on the terrain and what the 
DM knows about the local water supply 
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Feel Sound 
This power gives the psianicist the ability 
to experience sound through tactile sensa- 
tions (by touch). The user's entire body 
becomes a receiver for sound waves. In 
effect, his body replaces his ears, revealing 
what his ears would normally hear. 

Feel sound allows the user to continue 
to hear when his ears are disabled. The 
power doesn't detect sound where there is 
none, nor is it effective inside magical 
silence. 

The psionicist gains a +2 bonus against 
sonic attacks or effects while the power is 
in use, including a siren's song. 
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Know Course 
Power score: Intelligence -2 
T"i+i.l C " d  5 

~ 

...... _. 
Maintenance Cost: 4/hour 

Preparation Time: 0 
Area of Effect: Personal 
rre uisites: None 
~ ~ i ~ r o w e r  Score: User can retrace her steps as if 

using radial navigation 
User becomes obsessed with 
minor landmark along the way 
and forgets where she is going 

Know Direction 
power Score: Intelligence 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: 
Prere uisites: None 
Roll 3 rower score: 

re r s on a l 

rower automatically maintained 
for one day 
Psionidst disoriented; can't use 
this power again for Id6 hours 

Know Location 
Power score: 
Initial Cost: 

Area of Effect: Personal 

is hying to determine 
Nothing within 100 miles can be 



Hear Light 
This power gives the psionicist the ability to 
experience light through the sense of hear- 
ing. A character who has been blinded- 
either artificially, naturally, or because of an 
injury-an ”see” with his ears. Any light 
waves that Each the user are converted to 
sound, and the user can then ”bear” the 
image. The image the mind perceives is just 
like an image offered by noma1 sight. The 
user receives no penalties for anything 
qui r ing  vision. 

The user can get additional information 
that is less specific than the initial answer if 
the player asks for it. (No additional power 
check is required.) For example, if the 
DMs first response is, ”You’re in the 
Happy Hurrum Inn,” the player might ask 
where the inn is. The DM might answer 
that the Inn is in the Hill District in the city- 
stateof Nibenay. 

Know Location 
This power aids characters who frequently 
travel by using gates, teleportation, or via 
other planes. With a successful power 
check, know location reveals general infor- 
mation about the user’s current location. 
This information is usually no more 
detailed than the response of a simple 
farmer when asked, “Where am I?” Typical 
answers include, ”a few miles west of 
Waterdeep as the crow flies,” or “in the 
vicinity of the Silt Sea.” 

The higher the result of the power 
check, the more precise the location will be. 
If the roll is 8 or more, the location is spec- 
ified within a mile or less. If the roll is 7 or 
less, the location is specified within 10 
miles. 
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Poison Sense 
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Know Course 
This power allows the psionicist to hold an 
accurate course without deviation. To use 
this devotion, the psionicist must know 
where she is going. This can be any place 
she has been before or can reference to a 
place she has been. For example, if she 
knows that the village of Kled is 35 miles 
northeast of Tyr, she can use this power to 
get to Kled even though she had been only 
to Tyr befom. 

The user must also know her current 
location. Once initiated, the user gets a 
strong feeling of which way to go. YTyr is 
that way ...” ) The user’s direction hump 
continually updates as long as she main- 
tains this power, so she is certain to arrive 
at her destination eventually. 
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Know Direction 
With the use of this power, the psionicist 
hecomes his own compass. By paying 1 
PSP and making a successful power check, 
the psionicist knows which way is north. 
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Radial Navigation 
rower Score: Intelligence 3 
Initial Cost: 
Maintenance Cost: 7Ihour 

Preparation Time: 0 
Area of Effect: Personal 
Prere uisites: None 
R ~ U  c l~ower  score: can automatically retrace steps 

to the starting point 
Forgets where he is for Id4 

Safe Path 
rower Score: Wisdom 4 
Initial Cost 

User suffers pna1ties equal to 
the bonuses this power would 

See Ethereal 
power score: Wisdom -5 
Initial cost: 

Rere uisites: Nolle 
Roll 3 Power Score: User can see out to the full 

range of his norma1 vision 
user Can see only gray vapors 

Power Score: 

User mistakenly believes a 
random item is magical 



Predestination 
This power lets the psionicist predict the 
general destiny of a single creature. That 
destiny is based on the current situation 
only-future actions may change the tar- 
get’s predicted destiny 

Before making the power check, the 
psionicist must spend a full hour alone 
with the subject (or isolated if he is using 
the power on himsel0. The two converse 
about the past and present, and the subject 
makes known his plans for at least the 
immediate future. If the subject is not com- 
pletely honest with the psionicist, the 
power check automatically fails. 

The DM makes the power check secretly 
If successful, the psionicist gains a broad 
understanding of the target creature’s 

pmspeas for one year into the fuhlre. The 
DM evaluate the target and gives a general 
statement of one or two wards. ”Favorable” 
or ” p a t  riches” a ~ e  appropriate responses, 
as are ”little change” or even ”possible 
death.” The power gives no greater detail. 

Spending additional PSPs gives a 
greater time span, though accuracy is still 
vague. Each 5 additional PSPs extends the 
prediction range by one year. 

The subject mature and the psionidst 
are both aware that these predictions are 
subject to change. The user’s impmsions 
are based solely on “plot inertia” generated 
by past and present events. 
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If the user stops maintaining the power, 
he loses his fix on the location. He can get 
it back by resuming the power and making 
a successful power check within six hours. 
After six hours the location is lost. Only 
one location can be fixed at a time unless 
the user pays the maintenance cost for each 
individually 

Radial Navigation 
As long as this power is in use, the psioni- 
c,st knows where he is in relation to a fixed 
starting point. No matter how or where he 
moves, the user still knows the exact direc- 
tian and distance to his starting point. 

me user can’t necessarily tell someone 
how to get back to that starting point, how- 
ever. In a maze, for example, the user 
knows the starting point i s  500 yards 
north, but he can’t retrace his steps auto- 
matically The power does enhance the 
chance to do so, however. Every time the 
user comes to a decision point (turn left or 
right, for example), the DM makes a power 
check for him. A success indicates that he 
knows the way he came, a failure means he 
isn’t sure. 
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checks or saving throws. In combat, the 
psionicist gains a -2 bonus to her Armor 
Class and a +4 bonus to saving throws 
each round she maintains the Power. 

Safe Path 
This power enables a psionicist to use her 
danger sense abilities to help guide her 
steps. By listening for the warning tingle of 
her danger sense at work, she knows when 
to duck, when to dodge, and when to 
move forward. This ability is more tactical 
than danger sense, provided the user trusts 
her instincts and moves when she is sup- 
posed to. 

A psianicist using this ability to 
attempt a dangerous feat of climbing, bal- 
ance, or coordination gains a +4 (d2fl) or 
+25% (dlflfl) to whatever mlls are required. 
The character could use this ability to walk 
blindly acmss a mom she knows to be full 
of haps and still receive the bonus on her 
chances to avoid the haps by Dexterity 
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See Ethereal 
By using this power, the psionicist extends 
his vision to the Border Ethereal with a 
range of 120 feet. He is able to detect any 
ethereal characters, objects, or monsters. 
When the power is in use, the character 
sees both the Ethereal Plane and the Prime 
Material Plane simultaneously 

In addition to ethereal creaturrs, the 
psionicist can see phased or displaced m a -  
tures. Dimension walkers are revealed, and 
dimensional doors show as bright threads 
linking two portals. This power is useful 
when fighting ethereal or phased monsters 
such as ghosts and phase spiders. 
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potential, but one who had not expended 
any memorized spells would glow very 
brightly This ability can’t detect priestly 
magic of any kind. 

See Magic 
A psionicist can use this power to perceive 
wizardly magic, including magical items, 
effects, and potential. Any enchanted 
items, scrolls, potions, or spellbooks glow 
faintly in the user’s vision. He can see con- 
tinuing spell effects such as a fire trap, wall 
ofstone, or even a character under the influ- 
ence of a cham person spell. See magic 
doesn’t give the user the ability to deter- 
mine what kind of magic is being used; all 
he would know is that the item or person 
radiates magical energy. 

If the psionicist passes his power check 
with a roll of 10 or better, he also can see 
the spell potential of a magic-using charac- 
ter. A high-level wizard who has used up 
all of his spells would not have much 
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See Sound 
rower score: Wkdom -3 
Initial Cost: 

Loud sounds cause "blindness" 

Sensitivity to Observation 
rower Score: 
Initial Cost: 
Maintenance Cost Not applicable 

location of watcher 
User suffers paranoia for Id3 

Spirit Sense 
Power score: Wisdom 3 
Initial cost: 10 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: 16vard radius 

Range: 0 

Prerequisites: Nine 
Roll of Power Xore: 

Roll of 20: 
Reference: CPH page 37 

User knows exact location of 
the spirits he senses 
User has aggravated the $pints 



I See Sound 
This power allows a psionicist to perceive 
sound waves visually (with his OT her eyes) 
by converting the sound waves to light 
impulses. (It works like the power feel 
light.) 

Only a character who can see normally 
can use this power. The user can see sound 
even in darkness, as sound waves do not 
require light. The user can still be "blinded" 
by silence, however. 
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Since the player will know his character 
is under observation when called upon to 
make this check, the DM should occasion- 
ally provide false d a m  or make the char- 
acter's power check in secret. 

Sensitivity to Observation 
sensitivity to observation is a devotion that 
is triggered by the intense attention of 
another person or creature. Any time the 
psionicist is under such scrutiny, he may 
attempt a power check to see if he notices 
the attention. This power is always active 
unless consciously suppressed. 

A successful power check doesn't 
reveal the location of the watcher: it mere- 

1133 of 288 01994 TSR, Inc. All Rights Reserved. 

Trail of Destruction 
This power is specific to the DARK SUN' 
campaign world. Using this power, the 
psionicist can detect the past use of defil- 
ing magic in the area. The Athasian winds 
and sands can blur the ash of defiler 
destruction in a matter of hours, but this 
power shows where defiling magic has 
been used within the past month. 

The sites illuminate for the psionicist's 
eyes only The psionicist gets an accurate 
impression of the magic's power (the level 
of the defiler spell cast) and how long ago 
it was cast (to the nearest day). The psioni- 
cist learns nothing about the spell type or 
the caster. 
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Watcher's Ward 
By using this power, the psionicist attunes 
herself to her surroundings and becomes 
extremely sensitive to any disturbances. 
The area covered can be as small as a sin- 
gle door or as large as a circle 60 feet in 
radius, centered on the psionicist. If the 
psionicist moves out of the area after initi- 
ahng the power, she must reinitiate it if she 
wants to continue the watcher's ward 

While this power is in effect, the psioni- 
"st can't be surprised by the approach of 
any creature or force. She is instantly aware 
of any changes in the area, but doesn't auto- 
matically spot the invaders-he only 
knows that something is coming. 

X35 of288 01994 TSR, hc. All Rights Rerervd. 



Clairsmtienee 

Weather Prediction 
Power Score: Intelligence -2 

Maintenance Cost Not applicable 
initial Cost i n  - n Lange: " 
~ ~ e ~ ~ ~ a t i ~ ~  ~ i m e :  n 
Area of Effect: Not applicable 
Premuisites: kcomi t ion  
ROU OI power score: Psio&ist receivs accurate 

information one week in 
advance. but for Dreamt ]oca- 
tion only 
Psionicist receives completely 
ermne~us information that he 
believes is accurate 

Roll of 2 0  

Reference: DK page 140 

Devotion r'? 

Create Object 
rower Score: Intelligence 4 
Initial Cost: 
Maictenance Cost 3/round 

preparation ~i,,,~: n 
Area of Effect: 

Roll of Power Score: Object is permanent; no cost 
is required to maintain it 
Power backfires and 
personal belonging 
dlslntegrates (at random) 

Detonate 
rower Score: constitution -3 
Initial Cost 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect 1 item, 8 a b i c  feet 
Prerequisites: Telekinesis, moiecular agitation 
Roll of Power Score: Damage, range double to 2d10 

and 20 feet 
Air m m d  user detonates, 
attacking everyone within 10 

Power score: 
initial cost: 
Maintenance Cost: Not applicable 

Telekinesis, soften 

User affected instead of target 
(save with 15 bonus) 

Kinetic Control 
power Score: 
Initial Cost: 
Maintenance Cost: 7Iround 

additional Id10 damage 
User saves vs. spells or detonate 
an object he is holding or wear- 



Weather Prediction 
With this power a psionicist can accurately 
predict the weather conditions for his p w  
sent location. The forecast reaches 24 hours 
into the fuhxe, giving the psionicist p r e  
cise knowledge of temperature, wind 
speed and direction, cloud cover, and any 
natural storms. The psionicist also 
becomes aware of any changes in the 
weather pattern during that period. 

This power only predicts naturally 
occurring weather, not magically induced 
conditions. 

Create Object 
This power allows a user to assemble mat- 
ter from air and the surrounding area to 
create a solid object. The object remains in 
existence as long as the user pays the main- 
t e m c e  cost. When the power is no longer 
maintained, the object breaks into its con- 
stituent parts. 

Created objeds can have any shape, 
color, and texture the user desires, provided 
at least one of the following conditions is 
fulfilled: 

Fits within a sphere no more than 4 feet 
in diameter; 

Fits within a cylinder no more than 20 
feet long and 1 foot in diameter; 

Fits within a cylinder no more than 2 feet 
high and 6 feet in diameter; 

Detonate 
Using this power, a psionidst can harness, 
focus, and explosively release the latent 
energy inside plants and inanimate objects. 
The power works against animated 
undead (skeletons and zombies), but does 
not affect noncorporeal undead. It can’t be 
used against animals, intelligent creatures 
(including humans), or undead with free 
will. 

The power inflicts ldlO points of dam- 
age upon all vulnerable objeds within 10 
feet of the target detonation. A saving 
throw vs. breath weapon d u c e s  explo- 
sive damage to half. To determine the per- 
centage of the target object is destroyed, 
multiply the user’s power check by 10. If 
the product is 100% or more, the target is 
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Weighs no more than 10 pounds. 
Only available materials within 20 

yards of the psionicist can be used to create 
the object. These materials can be 
reamanged or restructured as the user also 
has the power of molecular rearrangement. 

On a power check mult  of 1, the object 
contains a flaw, 
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completely destroyed. Monsters targeted 
by detonation (golems, skeletons, etc.) take 
damage based on the percentage of their 
mass that was destroyed, losing a n  equal 
perrentage of hit pints. Magically animated 
material (like golems) receive a save vs. 
spells to resist detonation. 

No more than 8 cubic feet of material 
can be destroyed by a single use of this 
power. 

If used against weapons or armor, 
assign penalties of -1 to attack rolls or 
Armor Class for each 10% destroyed. 
Magxal items gain a saving throw vs. dis- 
integration to resist detonation damage. 
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Disintegrate 
This power reduces an item or creature (or 
a part t h e m 0  to microscopic pieces and 
scatters them. Items or creatures can be 
protected by magical shielding such as a 
minor or regular globe of invulnerability or 
am inertial barrier. No more than 8 cubic 
feet of material can be disintegrated with 
one use of this power. 

If the target is an inanimate object, it 
must save vs. disintegration; success 
means it is unaffected. If the target is a liv- 
ing creature, character, or ftee will undead, 
it must make a save vs. death magic. 
Success indicates that the creature feels a 
slight tingle but is unaffected. Failure indi- 
cates that the creature is disintegrated (or 8 
cubic feet out of its center, which kills most 

creatures). 
Some monsters a e  so huge that losing 

8 cubic feet of mass will not kill them. If 
creatures of great size fail their save, they 
sustain 10d10+20 points of damage. 
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Kinetic Control 
Kinhc energy is the energy of motion-the 
energy contained in the swing of a sword or 
the fall of a rock. The user can remove 
kinetic energy from one object by touch, 
stopping it instantly, and bestow it on 
another object immediately or at a later 

While maintaining this power, the user 
is immune to all physical impacts. Asword 
slash stops instantly when it touches his 
skin, arrows drop harmlessly at his feet, 
etc. The user absorbs the damage of the 
blow and saves it for later use. The user 
can still be hurt hy attacks that inflict dam- 
age by contact, such as the energy-draining 
touch of an undead creature or the slow, 
mushing attack of a giant python. 

point. 

Using the stored energy requires the 
pionicist to make a physical attack. He 
can deliver any damage he has absorbed 
previously by touch, punches, or even 
through a hand-held weapon. If he hits, 
the absorbed damage is added to any other 
damage he causes. 

If the psionicist ceases to maintain 
kinetic conhol while he still has energy to 
dissipate, he immediately suffers 2 hit 
points of damage for every point of 
absorbed damage he did not expend. 

This power can’t be used to absorb 
damage from a fall. To do so, the psionidsf 
would have to absorb his own kinetic enep 
gy (in this case, he is the moving o w )  
which is something that the power is not 
capable of doing. 
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Megakinesis (High Science) 
Power Score: Wisdom 4 
Initial Cost: 30+ 
Maintenance Cost: lSt/round 
Range: 60 yards 
Preparation Time: 1 
Area of Effect: 

Roll of Power Score: 
Roll of 2 0  

1 object or creature 

Initial cost is halved 
User suffers 2d10 points of 
damage; save vs. death or fall 
unconscious for 2d6 days 
(perman‘ently b d n g  out 
this power) 

P-uisites: 10th level, telekinesis 

Reference: ww page 71 

Molecular Rearrangement 
Power Score: Intelligence 4 
Initial Cost: 
Maintenance Cost: IO/hour 

Preparation Time: 2 hours 
Area of Effect: 1 item 

Telekinesis, m o l ~ u l a r  manipu- 
lation 
New material is extraordinary 
(DMs arbitration) 
Item is seriously flawed and 
“S&SS 

Roll of Power Sore: 

Project Force 
rower score: constitution -2 
Initial Cost: 
Maintenance Cost Not applicable 

Preparation Time: 0 
Area of Effect: Not applicable 
Pre uisites: Telekinesis 
R o l l 3  Power Score: Knocks down human-sized VI 

smaller targets 
Blow shikes the user 

Telekinetic Barrier 
rower Score: constitution 3 
Initial Cost: 
Maintenance Cost: lO/round 

Preparation Time: 0 
Area of Effect: 

Roil of Power Score: 
Telekinesis, inertial barrier 
Maintenance cost is free for 3 
rounds 
An uncontrolled surge of force 
hocks  down user and all  with^ 
in 10 feet of him 



Megakinesis (High Science) 
Megalinesis is telekinesis on a grand scale. 
The user can perform amazing feats of sy 
chokinsis, moving objects that weigh $0; 
sands of pounds with the power of his mind. 

The user may move an object weighing 
up to 500 pounds for the initial cost of 30 
FsPs and the maintenance cost of 15/ 
round. For each 25 pounds of additional 
weight, the user must pay 1 more PSP for 
the initial cost. Maintenance is always one- 
half of the initial cost (round up). 

Objects can be moved at the rate of 60 
feet per round-too slow to be used as 
weapons in combat. Living creatures 
picked up by megakinesis get a saving 
throw vs. spells to avoid the effect if they 
don't wish to be moved. 

The user may also use this power to 

Molecular Rearrangement 
With this power, a psionicist can change 
the fundamental nature or properties of an 
objed. The power can't create mass or mat- 
ter from nothing, however. Nor can it 
change a material's state from liquid to 
solid, or gas to liquid, and so on. It is best 
suited to converting one element into 
another, but can be used for more complex 
operations-neuh.alizing a poison, for 
example. 

Converting one element to another is 
usually a simple task in which one ounce 
of material can be changed in one hour 
(metal to gold, for example). More com- 
plex rearrangement takes four times longer 
(metal to glass). 

This power is often used to create superi- 

Project Force 
This power allows a user to focus a psy- 
chokinetic "punch" against a target up to 
200 yards away 

If used offensively, this punch causes 
damage equal to Id6 points plus the tar- 
gevs Armor Class (negative Armor Classes 
reduce the damage). A successful save vs. 
breath weapon reduces the damage by 
half. 

This psionic blow can also be used to 
trigger traps, throw levers, open doors (if 
they aren't lacked or latched), break win- 
dows, etc. 

No attack roll (other than the power 
check) is required with this power. 

Telekinesis 
"TK" far short, this power lets a user move 
objects through space without touching 
them. Telekinetic efforts tend to be physi- 
cally taxing, hecause they involve real 
work. Moving small, light objects is rela- 
tively easy As objects hecome more mas- 
sive, the task becomes more difficult. 

The costs listed on the reverse side 
assume the object being moved weighs 3 
pounds or less. Far heavier objects, these 
rules apply: 

The initial cost equals the object's weight 
in pounds; 
The maintenance cost is half the initial 
cost, rounded down; 
User's power score is dmased  by one 
third of the object's weight, rounded down 

open doors, pin an enemy, or break things. 
For these purposes, he has an effective 
Strength score that varies with the amount 
of weight being moved. 

Megakinesis is a High Sdence. It requires 
meditation and research to learn (see 
Chapter Seven in The Will und the Way). 

Initial Cost 
30 
36 
38 
43 
49 
56 
68 
80 

Wgt 
500 Ibs 
650 
700 
825 
975 
1,150 
1,450 
1,750 

Effective Str 

19 
20 
21 
22 
23 
24 
25 

18/00 
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or weapons. A psionically tempemi weapon 
may meive a +1 on damage rolls (see DMG 
pg. 37). This is not automatic. The user must 
have the weaponsmithing proficiency and 
make a successful proficiency check. 

When the process is complete, the user 
makes a power check. If the check fails, 
take the difference between the user's die 
roll and power score, and multiply it by 10. 
This equals the percentage of work that 
must be redone. 

On a roll of 1, the item seems perfect 
but contains a hidden flaw that will cause 
it to break or fail. 

It has no effect on living creatures 
weighing more than one ounce. Those of 
one ounce or less are killed if their mole- 
d e s  are rearranged. 
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TK can be used to move an object 60 
feet per round. When using an object as a 
weapon, the user attacks with his own 
THACO score, with a penalty equal to the 
object's weight modifier (one-third it 
weight, rounded down). 

TK can be used for very fine work, such 
as writing or sewing. The user must be 
capable of performing the work himself, 
and a second power check is needed to 
complete fine work. 

To pull an object away from someone, 
use the defender's Strength score against 
the psionicist's power score. 
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The telekinetic barrier is immobile once 
created. If the Dsionicist moves more than Telekinetic Barrier 

The telekinetic barrier is an immobile field 
of mental force that resembles the wizard 
spell wall ojjorce. The user creates an invis- 
ible banier of force up to 60 feet in length 
and 10 feet in height (or any other vertical 
surface of 600 square feet or less) at a range 
of up to 20 yards, or a dome of force with a 
IO-foot radius, centered on himself. 

No physical object or any form of ener- 
gy can penetrate the barrier, although it is 
possible to circumvent the barrier by using 
abilities such as teleport or dimensional 
door. Magical or psionic disintegration 
destroys the telekinetic banier, hut the 
power or spell is canceled in the process. 

20 yards from the barrier (outside the 
power's range), it collapses. 
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Animate Object 
rower Score: Intelligence -3 
Initial Cost: 
Maintenance Cost: 3/round 

Preparation Time: 0 
Area of Effect: 

Roll of Power Sore: 

1 item, 100 pounds 

Animation is smooth and 
lifelike 
No additional effect 

Animate Shadow 
Power %ore: WLEdom -3 
Initial Cost: 

Preparation Time: 0 
Area of Effect: 100 square feet 
prerequisites: 
Roll of Power So 
Roll of 20: 

Reference: 

None' 
Range increases to 100 yards 
Shadow disappears 
completely for one round 
CPH page 42 



Telekinetic Flight 
By using this power, the psionicist can use 
her abilities of levitation to fly at a move- 
ment rate of 18. She can maneuver hari- 
zontally or vertically in any fashion 
desired, with a maneuverability dass of B. 
Using telekinetic flight requires as much 
concentration as walking, so the psionidst 
can initiate other powers while flying and 
she can even attempt physical attacks. 

When the psionicist fails to maintain 
the power or runs out of PSI’S, she drops 
like a rock. 
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Material Power Score Modifier 

Live wood, dead animal 
Cloth, paper 0 

movement a i  an inanimate object, giving it Dead wood -2 
the appearance of life. (For example, mak- Water -3 
ing a chair walk.) Thin metal -4 

Objects being animated must weigh Thick metal -5 
100 pounds or less. The material the objea Stone 4 

Animate Object 
This power allows the user to control the -1 

is made of affects the difficulty of the task. 
Once animated, all materials become flexi- 
ble to some extent. 

Fluid motion is not common. Animated 
items move like puppets (jerky and clum- 
sy). If the item was rigid to begin with, it 
makes loud creaking, groaning, or grating 
sounds as it moves. An animated object 
can move 60 feet per round (movement 
rate 6 ) .  It can attack as a club with a 
THACO of 20. 
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Animate Shadow 
With this devotion, a psionicist can ani- 
mate the shadow cast by anyone or any- 
thing and make it seem to have life of its 
own. The shadow can even be made to 
move away from the person or thing that 
cast it. It must, however, remain flatly cast 
along a surface. It can never be more than 
two-dimensional. 

An animated shadow can’t do anything 
other than startle or amuse someone. It 
can’t attack or disrupt a mage’s concentra- 
tion. In this regard, it is similar to a cmtr?p’s 
effect. It can serve as a diversion by enter- 
taining someone or attracting a guards 
attention. 
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Ballistic Attack 
Instead of moving an abject slowly (as 
with telekinesis), this power allows the 
user to hurl small items at a target. The 
object, no more than 1 pound in weight, 
can achieve deadly speeds. It must be 
within sight of the user, and it can’t be 
anchored or attached to anything. A rack is 
the most common item used as a ballistic 
attack weapon. 

The psionicist first makes a power 
check to call up the devotion, then uses his 
regular THACO to determine whether he 
hits the target. If he succeeds, the missile 
inflicts 1d6 points of damage. 
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Compact 
With this power the psionicist can take any 
nonliving material and compact it into a 
smaller sire. The material retains its origi- 
nal mass, but its substance is compressed. 
Each use of this power can compact 10 
cubic feet of material into one cubic foot of 
space (volumes smaller than 10 cubic feet 
are reduced by nine tenths). The material 
can be gaseous, liquid, or solid, and reacts 
to temperature changes normally while 
compacted. It will remain compact for 24 
hours. Then it quickly expands to its origi- 
nal sire, exerting bmendous force. 

When emandine. the material forces its 

poured into the cracks of stone severely 
damages the stone when it expands. If 
carefully applied, each cubic foot of com- 
pacted material can cause as much as 25 
points of structural damage on expansion. 
A creature that ingests compacted material 
takes Id20 points of damage per ounce 
taken in when the material expands. 
Expansion is quick, but not explosive. 

Most creatures can tell if something has 
been compacted. Even compacted water is 
obvious as it weighs 10 times what it 
should. Only extremely hungry creahxes 
will eat compacted material. 

As a side effect of compaction, the 
material receives a +4 bonus to all item 

Y 

way around existing things. For instance, 
an expanding boulder on a surface of sand 
causes no damage, but compacted water 

saving throws. 
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Control Body 
power score: constitution -2 
Initial cos t  
Maintenance Cost: 8/round 

Preparation lime: 0 
Area of Effect: Individual 

Roll of Power Score: User automatically wins the 
initid ps chic contest 
user dfk partial paralysis Ian 
arm or leg) for Id10 turtv 

Control Flames 
Power Score: Wisdom -1 
Initial Cost: 
Maintenance Cost: 3/round 

Preparation Time: 0 
Area of Effect: 

Roll of Power Score: 

10 square feet 

Size can increase up to 200% or 
denease to 0% (fire extiin- 

User burns himself, suffering 
Id4 points of damage 

Control Light 
power score: Intelligence 
initial roct- 12 

?7 
~~~~~~~~ 

Maintenance Cost: 4jmund 

Premration Time: 0 
Range: 25 yards 

I of Effect: 400 square feet A&? 
Prerequisites: 
Roll of Power 

Roll of 2 0  

Reference: 

' sr :ore: 
None. 
Maintenance cost reduced to 
I/round 
Effect is opposite of what is 
desired, and maintenance fails 
CPH page 44 

Control Sound 
Power score: Intelligence -5 
Initial Cost: 
Maintenance Cost Z/mund 

Preparation Time: 0 
Area of Effect Not applicable 
Prere uisites: None 
Roll APower Score: Maintenance cost reduced to 

l/round 
A loud boom erupts from the 
user's location 



Concentrate Water 
This power lets the psionicist collect all 
moisture within the area of effect as water 
in a single container. The amount collected 
depends an the local terrain type (in 
DARK SUN@ campaign terms). 

Sandy wastes, dust sink, or salt flats: 
Id3 -2 gallons (minimum 0). 

Rocky badlands, stony barrens, 01 
boulder fields: Id4 -1 gallons. 

Mountains or scrub plains: ld6 -1 gal- 
lons. 

Verdant belts or forest: ld8 +I gallons. 
The psionicist must hold the container 

while using the power. If the container is 
too small to hold the water collected, or if 
it is leaky, the excess spills onto the 
ground. 

The power only collects uncollected 
vapor and droplets around the caster. Free- 
standing water in a glass, pool, or other 
container is not collected. It doesn't 
adversely affect plants or animals in the 
area. The drying effect on any local flora 
becomes evident in the next few days, but 
most Athasian plants can survive the tem- 
porary loss of ground moisture. 

851 of 288 a & O1W4TSR. Inc. All Rights R m d .  

Control Body 
This power allows the user to take psy- 
chokinetic control of another person's 
body. In effect, the victim becomes a mari- 
onette. The victim knows someone else is 
pulling his shings, but is powerless to 
resist. 

First, the user must engage in a psychic 
contest, pitting his power score against the 
victim's Strength. If the victim wins, he 
breaks free (user still pays power cost). In a 
tie, contest continues into the next round, 
provided the user maintains the power. 
The victim can't do anything else during 
the contest; all his effort is focused on 
retaining control of his body 

If the power works, the user gains Ndi- 
mentary control over the victim's limbs. 

He can make the victim stand up, walk, 
etc. The body can be forced to attack phys- 
ically, but with a 4 attack roll penalty 
(using the victim's own THACO). The vic- 
tim keeps control of his own voice and can 
say whatever he likes. 

The victim must stay within 80 yards of 
the user or control is broken. If the victim 
is forced to do something obviously suici- 
dal, the victim can fight another contest to 
regain control. 

#52 of 288 01994 TSR, Inc. All Righa Reserved. 

Control Flames 
This power allows a user to make a normal 
fire bigger, smaller, hotter, or colder. He 
can even make it move around as if it were 
a living creature. 

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

An animated fire can move up to 90 feet 
per round (movement rate 9). It can be 
shaped like an animal or person, as long as 
it covers no more than 10 square feet of 
ground. If the fire moves away from its fuel, 
it survives for one round before dying out. 

An animated fire can attack by engulf- 
ing an opponent. The user must make an 
attack roll using his regular THACO. A suc- 
cessful attack causes Id6 points of damage. 
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Control Light 
The psionicist can manipulate existing 
light with this devotion. He can't create 
light from darkness, but he can create 
darkness from light. This power can 
accomplish the following, and anything 
else the DM allows: 

Deepen existing shadows. A thief hidden 
in these shadows gets a 20% bonus to his 
ability roll. 

* Lighten existing shadows, reducing a 
thief's hiding ability by 20%. 

* Brighten a light source until it hurts to 
look at. Everyone exposed to this light 
receives a -2 penalty to attack rolls. 
Dim a light source so it resembles twi- 
light. This does not affect attacks. 

Control Sound 
This power allows the user to shape and 
alter existing sounds. The user could 
change a speaking woman's words into a 
lion's roar, or even different words. Or he 
could disguise the sound of 20 men march- 
ing past a guard as falling rain. Sounds can 
also be layered, so that one sinsng person 
sounds like an entire choir. 

Extend shadows into areas that are oth- 
erwise well lit. Only an existing shadow 
can be extended, but its sire is increased 
by 200%. 
Extend light into areas that are otherwise 
in shadow. Shadows can be reduced by 
50%. 
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This power can also dampen a sound. 
The player must specify which sound his 
character intends to eliminate (the power 
has no area of effect). For example, the user 
might quiet the sound of a hammer, muffle 
the words from someone's mouth, or elim- 
inate the creaking of a door. He could not 
do all t h e  simultaneously, however. 



Create Sound 
Power Score: Intelligence -2 
Initial Cost: 
Maintenance Cost: 3lround 

Preparation Time: 0 
Area of Effect: Not applicable 
Prerequisites: Telekinesis, control sound 
Roll of Power Sore: Sound volume can be up to that 

of a dragon’s roar 
A loud boom erupts near the 
user 

rower score: 
initial cost: 

Area of Effect: 1 object or creamre 

rower sore: 
Initial Cost: 

Area of Effect: 1 weapon 

Roll of Power Score Defense is involuntary; user 
may make a separate attack in 
the same combat round 
No additional effect 

Ghost Writing 
rower Smre: Wisdom -2 
Initial Cost: 
Maintenance Cost 3 

Preparation Time: 0 

Roll of Power %om: 

Unlimited 

h a  of Effect: single page 
Molecular manipulation 
Psionicist can write 15 words 

Psionidst believes the power is 
working correctly, but is a&& 
ly d t i n g  gibberish; initial cost 
and maintenance points are lost 



Control Wind 
The psionicist gains limited control over 
wind speed and direction with this devo- 
tion. The speed of any existing wind can be 
increased or decreased by 10 miles per 
hour or 25% (whichever is greater). The 
direction of the wind can also be changed 
by up to 90 degrees. 

These changes are temporary, lasting 
only as long as the user pays the mainte- 
nance cost. The changes occur within 
moments of activating the power, and die 
out in less than a minute after maintenance 
ends. 

Winds above 19 miles per hour prevent 
anything smaller than a man or a condor 
from flying and impose a 4 modifier on 
missile fire. They also whip up waves on 

the sea and make sailing difficult. Winds 
gusting at over 32 miles per hour cause 
minor damage to ships and buildings. 
These gusts also kick up clouds of dust and 
prevent all but the largest creatures from 
flying. Winds over 55 miles per hour pre- 
vent all flight, knock down trees and 
wooden buildings, and threaten to swamp 
ships. Winds over 73 miles per hour are 
hunicane gales. 
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Create Sound 
This power allows a psionicist to create 
sound from silence. The user can choose 
the source or location of the sound. For 
example, he can make weapons shout 
insults. The sound can be as soft as a whis- 
per or as loud as several people shouting 
in unison. Once sound is created, the user 
can control it without expending addition- 
al PSPs (other than normal maintenance). 

If the power check is 1, the sound is not 
quite true and may arouse suspicion in lis- 
teners. If a specific human voice is being 
mimicked, this occurs on a roll of 1 or 2. 

Created sounds can’t have any magical 
effect. The psionicist may duplicate a ban- 
shee’s wail, far example, but the sound 
won‘t harm anyone. 
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Cryokinesis 
Cryokinesis is the opposite of molecular 
agitation. Instead of increasing the energy 
of the target‘s molecules to raise its internal 
heat, molecular motion is suppressed to 
lower the objecrs heat. Objects may freeze, 
become brittle, crumble, shatter, or 
explode from extmne drops in tempera- 
ture, depending on how long the power is 
maintained. 

One Round: Embers and coals are 
extinguished, metal becomes cold to the 
touch, skin becomes clammy, water con- 
denses on object. 

Two Rounds: Small fires are reduced to 
cold embers, bone and chitin became brit- 
tle, skin becomes frostbitten (ld3 points of 
damage), liquids freeze. 

Three Rounds: Large fire reduced to 
embers, metal and wood become brittle, flah 
freezes (ld8 poinh of damage). Damage 
doesn’t increase after this round, but does 
continue at the rate of Id8 per round. 

Four Rounds: Stone and obsidian 
become brittle. 

Most items are not automatically 
destroyed by being frozen and then thawing 
out, but they may become more susceptible 
to breakage. Armor and weapons that 
became brittle due to qokinesis must make 
saving throws vs. mushing blows each h e  
they deliver or receive blows in combat. 
(%-!awn in a DARK SUNB campaign who 
are shuck while their chitin is brittle suffer 
double damage from physical blows.) 
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Deflect 
This defensive power allows a psionicist to 
deflect a missile in flight or a weapon in 
mid-swing in order to make it miss its tar- 
get. He may attempt this on a weapon tar- 
geted at himself or someone else. The 
psionicist must have a better initiative than 
the attacker and hold his action until the 
attacker actually fires a missile or swings a 
weapon. If the psionicist successfully initi- 
ates deflect, the weapon misses its target 
automatically 

Deflect can be used on any thrown, 
fired, or hand-held weapon, including 
giant-thrown boulders or ballista bolts. It 
has no effect on c r e a m s  attacking with 
their own natural weaponry, such as teeth 
or claws. 
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The psionicist receives no clairvoyance 
during the power’s use-she doesn’t get 
an impression of whether or not the 
intended people read her message, only 
that it has been written. Anyone can read 
the message once transmitted. 

Ghost Writing 
With this power a psionicist can write mes- 
sages on blank paper, parchment, or 
papyrus at a distance. The sheet can lie by 
itself, among many others, be rolled into a 
scroll, etc. The psinnicist must know of the 
sheet‘s existence and its present location. 
(If the sheet is no longer where the psioni- 
cist remembers it, the power automatically 
fails.) The user mentally darkens the sheet 
in a thin, continuous line, forming, with 
time and effort, letters, wards, and sen- 
tences. After a successful power check, the 
user can form up to five words per round. 
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Levitation 
rower score: Wisdom -3 
Initial cost: 
Maintenance Cost: Z/round 

Preparation Time: 0 
Area of Effect Individual 

Roll of Power Score: Rate of levitation is doubled 
(120 feet/round) 
User doubles his weight for one 
round; if he falls, damage is 
increased by Id6 

Mass Manipulation 
rower Score: 
Initial Cost: 

and collapses under his own 
weight; he can’t move or attack 



Inertial Barrier 
An inertial barrier is a defense. The user 
creates a bamer of "elastic" air m u n d  her- 
self and anyone within 3 yards. Like an 
unpoppable, semipermeable bubble, this 
barrier helps soften missile blows and can 
shield those inside from many forms of 
damage. 

Spedfically, the balrier helps proted 
against the following by absorbing some of 
the potential damage: 

Any nomagical missile weapon, any 
physical missile that was mated with 
magic, any missile with magical pluses, 
flames hcludine fireball). some breath 

Inertial barrier has no effect against the 
following: missiles conjured from pure 
magic, raw heat or cold, pure energy or 
light, gaze weapons. 

A barrier can't keep enemies out, but it 
does slow them down. Anyone hying to 
c m s  a barrier must stop moving when he 
hits it. He can then a s s  it in the next 
round. 

Attack rolls from missiles are handled 
n o d y  The defender rolls the same type 
of die and subtrads the result from the 
damage. If anything remains, the defender 
loses that many hit points. If a missile is 
fired from the inside, the m e  penalties 
apply. " ,  

weapon attack. (mdudinp a red dragon'sl. 
and. gas. all 10- ul dlsmtegrahon. and 
fahng (damage halved) 
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Levitation 
This power allows a psionidst to float. It is 
the use of telekinesis on oneself. 

A user can lift himself at the rate of 1 
foot per second, or 60 feet per round. The 
user can descend as quickly as he wants by 
simply letting himself fall, then slowing 
down as he nears the ground. 

Levitation is not flying; it doesn't pm- 
vide any horizontal movement. The user 
can hover motionless. and will drift with 

ward. Conhol wind allows him to deter- 
mine the direction in which he drifts. 
Project force allows him to create a "wall" 
wherever it's needed. Each change of 
direction or speed is a distinct use of the 
power, however, and costs EPs.  

A psionidst can always levitate his own 
weight. Additional weight, such as equip 
ment or passengers, is a hindrance. Every 
25 pounds of added weight reduces the 
user's power score by one point. 

the wind. however. He can aLo push ufl a 
wall or other fixed obpa and drift up IU 60 
feet per m u d  in a straight line. He can't 
stop until he meets another adid object UT 
lowers himelr to the ground. 

Control wind and project forcecan help 
d levrtahng psionicrst pmpel himscU for- 
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Magnetize 
This power changes the magnetic orienta- 
tion of a metal object, strongly magne&- 
ing it. The initial cost is 2 FSPs per pound 
of metal so affected, so a four-pound long 
sword requires 8 EPs  to magnetize. The 
item remains magnetized for a number of 
rounds qual to the psionicist's level. 

The mionidst can make the item 

moves toward or away ham it. A creature 
holding or wearing an object under mag- 
netic influence may make a Strength check 
to retain the item. 

A character wearing metal armor can 
be immobilized if he fails his Strength 
check. Small objects such as daggers cqn 
reach impressive speeds when attracted or 
repelled by magnetism. 

attracted'to other metal obws or repelled & 
by other metal objects. Any metal obk-ts 
wthm 20 feet of the magnetized ob@ are 
within its magnetic innuencr. Metallic 
m a t u r e ~  gain a saving thmw YS. spells I O  
avoid being magnetitiled. 

In dmdmg how magnetism affeds an 
object, remember that a heavier o b p  
remam stahonary. whle a lrghter objm 

Mass Manipulation 
This power influences the way gravity 
affects an item. The weight of the item can 
be increased to 2W% n o d  or reduced to 
25% normal. The effect lasts as long as the 
power is maintained. 

Creatures that are burdened by extra- 
heavy m o r  suffer a -2 penalty to attack 
rolls and Armor Class and are reduced to 
one-fourth of their normal movement. 
Weapons that m made heavier or light- 
ened suffer a -2 attack pedty  and inflict 
-2 damage. 

Light objects can be thrown or fired 
twice as far as normal. Vew heavv obieds 
can be lightened to make'them ;as& to 
move. 

The more massive the objed the power 

is used upon, the more difficult it is to 
affect. Apply the following power check 
modifiers for heavy objects. 

Weight power check 

21 to 50 pounds -2 
51 to 1W pounds 4 
101 to 500 pounds -6 
501 pounds or more -8 

of Object Penalty 
20 Ibs or less 0 
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Molecular Agitation 
This power enables the user to exdte the 
m o l d e s  of a substance: paper ignites, 
wood smolders, water boils, etc. 
Possibilities are listed below, depending on 
how many rounds of agitation occu~s. 

One Round: Readily flammable mate 
rials (paper, dry grass) ignite, skin becomes 
red and tender (1 point of damage), wood 
becomes dark. 

lkro Rounds: Wood smolders, metal 
h m e s  hot to the touch, skin blisters (Id4 
points of damage), hair smolders, paint 
shrivels. 

Three Rounds: Wood ignites, metal 
scorches (Id4 points of damage), skin 
burns away (ld6 points of damage), water 

boils, lead melts (damage does not increme 
after this round, but does continue). 

FOUT Rounds: Steel grows soft. 
Five Rounds: Steel melts. 
Items are not q u i d  to make saving 

throws until the mund when they could 
actually be damaged. Magical Items get a 
saving throw against destruction, but add 
a +10 penalty to the number.(The heat gen- 
erated by molecular agitation is quite 
destructive, as it comes from inside rather 
than outside.) 
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Molecular Bonding 
Power score: Intelligence -1 
T.:y.I n..L. 

Maintenance Cost: 
Range: 
Preoaration Time: 

4/round 
10 yards 
0 

Area of Effect: 
Prerequisites: 
Roll of Power Score: 

Roll of 2 0  

Reference: 

6 square inches 
Telekinesis 
Rate increases to 24 square 
inches pr round 
User bonds bwts to pound and 
becomes stuck 
ww page 73 

Molecular Manipulation 
Power score: Intelligence -3 

Range: 15 yards 

Initid cost: 6 
Maintenance Cost: 5/mund 

Preparation T h e :  1 
Area of Effect: 
Prerequisites: Telelanesis 
Roll of Power Score: 

Roll of 2 0  

2 squaw inches 

Weakening occurs at twice the 
normal rate 
Item is strengthened, requiring 
twice the noma1 effort to 

Reference: 
weaken 
CPH page 48 

Momentum Theft 
rower score: 
Initial Cost: 

Area of Effect: 

Roll of Power Smre: 

1 creature or object 
Kinetic control 
Immobilizes target for one full 
round 
User must save vs. death or be 
stunned for Id3 rounds 



Molecular Bonding 
Molecular bonding allows the user to join 
two surfaces together at the molecular 
level. An enemy's boots can he joined to 
the floor, his sword to its sheath, or the 
joints of his armor fused together into a 
useless plug of metal. Molecular bonding 
can also he used to repair damaged items, 
joining two shards of a sword together or 
repairing a broken bowstring. The power 
doesn't affect living creatures. 

Molecular Manipulation 
This power allows the user to weaken the 
molecular bonds within an object or stmc- 
ture. When someone stresses the object or 
shikes it with a blow, it snaps. 

The user can ma te  a "hreaking painl" 
of approximately two square inches per 
round. Deterioration OCNIS across a plane 
(in two dimensions, not three). One 
round's work is enough to fatally weaken 
most small objects (swords, ropes, saddle 
straps, bows, etc.). Larger objects require 
more time, and DM discretion. 

DMs must decide how vulnerable this 
power makes larger, oddly shaped items 
like shields and doom. Keep in mind that 
an object need not be in two pieces to he 

Momentum Theft 
This power allows a psionicist to drain a 
target of its momentum, causing it to stop 
moving. The stolen momentum is dissipat- 
ed harmlessly in the ground at the psioni- 
dst's feet. Arrows, catapult missiles, and 
even flying creatures can he halted in mid- 
air and hegin to fall. (Winged creatures can 
usually break their fall after a drop of 10 to 
20 feet, however.) 

Creatures walking or fighting are tem- 
porarily thrown off-balance and must 
make a Dexterity check to avoid stumbling 
and losing their action for the mund. A 
running or charging creature must make a 
Dexterity check with a 4 penalty or take a 
running tumble for ld4 points of damage. 
The victim is stunned for 1-2 rounds. 

Opposite Reaction 
Acting upon a single missile attack, this 
power blasts energy of equal power fmm 
the missile in the opposite direction, pre- 
sumably striking the attacker. The missile 
must he physical, not magical in nature. 
The psionidst must see the missile and use 
the power as it is being fired, Far bow and 
crossbow weapons, an arrow of force auto- 
matically strikes the archer, causing dam- 
age as if it were the missile itself. For 
spears, chatkcha, and other thrown weap- 
ons, the missile of force must make a suc- 
cessful attack roll, using the thrower's 
THACO to hit. If it misses, it may strike 
others standing behind the original thrower, 
such as ranks in military formation. Xis 
power has no effect on the physical missile 

The rate of joining is approximately 6 
square inches per round. If used on some- 
one's armor, this will suffice to freeze one 
joint or fix one boot to the ground. Achar- 
acter immobilized in this fashion can usu- 
ally wriggle out or tear h e  in one round, 
but a character wearing bonded plate mail 
is probably stuck for quite some time. 

1166 of 288 01994TSR.Inc.AilRightrReserved 

useless. For example, a little boat with a 
crack in its hull is unsafe at sea. 

Molecular manipulation can be used 
against the body weaponry and flesh 
armor powers. The target can negate the 
effects by allowing the power to drop and 
then reinitiating it later in the combat. 

c 
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If this power is used an a falling char- 
acter, it stops him instantly-and he begins 
to fall again. However, as his speed was 
reduced to 0, falling damage is only 
counted for the distance he falls after his 
momentum was neutralir6d. 

It is hard to remove the momentum qf 
heavy and fast-moving objects. The larger 
and faster an item, the more E P s  it costs to 
stop. It requires 5 E P s  to stop a human: 
sized creature (200 pounds) with a move- 
ment rate of 12 (walking four miles per 
hour). Each doubling of speed or weight 
costs an additional 5 PSI'S. 
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fired-the missile functions normally If the 
physical missile is flaming or magically 
enhanced, the blast of energy does not gain 
those athihutes. 

On a power check roll of the power 
score, the energy increases to a point that it 
may break the firing weapon (the haw or 
crossbow, or the arm of the thrower). Items 
may save vs. mushing damage to avoid 
this effect. Creatures get to make a 
Constitution check to avoid damage. 
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Return Flight 
rower Score: Constihltion -1 
Initial Cost: 3 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: Sinele missile 

Range: 0 

Prerequisites: NO& 
Roll of Power Score: Missile continues to home on its 

target, making a new attack each 
mund with the a m ’ s  THACO, 

Missile automatically misses the 
target and attacks psionicist, 

without rehu7un gtOUSer 
Roll of 20 

UShg his Own THACO 
Reference: DK page 146 

rower sore: 
Initial Cost: 
Maintenance Cost: 
Range: 
Preparation Time: 
Area of Effect: 

Power score: 
Roll of 2 0  

prerequisites: 

Soften 
inte11igene 
4 
3/round 
30 yards 
0 
1 item, 10 pounds 
Nolle 
All effects are doubled 
Item is strengthened, and can’t 
be affected again until user 
gains one level 
CPH page 49 

Static Discharge 
power score: Intelligence -3 
Initial Cost: 
Maintenance Cost: 5/round 

Preparation Time: 0 
Area of Effect: 1 creamre 

Roll of Power Score: Damage increases to 
Idb+l/round. and victim’s 
metal items are magnetized 
User shocks himself for Id4 
damage, and magnetizes his 
metal items 

Roll of 2 0  



If the missile is usually thrown, it 
returns to the psionicist's hand if it misses 
its intended target. If the missile is fired 
from a weapon, such as a bow or ballistar 
the missile returns and gently lands at the 
psionicist's feet This power removes the 
chance for an accidental hit on other ene- 
mies near the intended target-nce the 
missile fails to hit the intended victim, it 
veers off for its return flight. 

Return Flight 
This power lets the psionicist make a sin- 
gle missile automatically return if it misses 
its target. Any common missile weapon 
may be affected, from an arrow or CTOSS- 
how bolt to a spear, chatkcha, sling stone, 
or even ballista bolt. The maximum weight 
of the missile is 10 pounds, so most cata- 
pult missiles are ineligible. The power 
relies on the aerodynamics of the missile, 
so unbalanced objects (chairs, mugs, small 
characters) don't work. 

The character must touch the missile 
and then fire it within two round-ther- , wise the power is lost. The psionicist must 
fire the missile, using his THACO for the 
attack roll. 
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retains its shape After 10 rounds, the gram 
of the hardst wood can he snht easdy Soften 

This power resembles molecular manipu- 
lation, except that it weakens the entire 
object instead of a small area ~CIOSS a sin- 
gle plane. The entire object softens, losing 
rigidity and strength. Specific effects vary, 
depending on the material being softened. 

Metal: For each round of softening, 
weapons incur a -1 penalty to attack and 
damage rolls. The armor class of metal 
increase one point per round. After 10 
rounds, metal becomes soft and rubbery, 
hut retains its shape. 

Wmd: Like metal, weapons with waoden 
shafts or handles suffer a -1 penalty to 
attack and damage rolls. After six rounds, 
woad becomes str ingy and rubbery but 

Stone: After two rounds,.stone h&omes 
soft to the touch. After five rounds, it can 
he worked like stiff clay, but this is as soft 
as it gets. 

Magical Items: Save vs. crushing blow to 
escape effect entirely, 

Living Tissue: No effect. 
Soften can he used against the body 

weaponry and flesh armor powers. The 
target can negate the effects by allowing 
the power to drop and then reinitiating it 
later in the combat. 
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Static Discharge 
A pionicist with this ability can use his con- 
hol of magnetism to accumulate a charge of 
static electricity and then discharge it in the 
form of violent electrical shocks. The longer 
the psionidst accumulates the charge, the 
more damaging the discharge will he; the 
attack inflicts ld4+1 points of damage per 
round of accumulation. 

Maintaining this power doesn't count 
as an attack, hut the discharge does. The 
psionicist must make an attack roll to hit 
his target, hut only magical protections 
apply-armor and Dexterity do not. 
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Animal Affinity 
rower score: Constihltion 4 
Initid cost: 15 
Maintenance Cost: 4/round 
Range: 0 
Preparation Time: 0 
Area of Effect: 
Prerequisites: None 
Roll of Power Score: 

Roll of 2 0  

r e  r s o n a 1 

User gains two abilities instead 
of one 
User's skin takes on the 
appearance of animal's skin 
until power is used again 
successfuily (no change in AC) 

Reference: CPH page 50 

Complete Healing 
Power Score: Constitution 
Initid cost: 
Maintenance Cost: Not applicable 

Preparation Time: . 24 hours 
Area of Effect: Personal 

Roll of Power Score: 
Prerequisites: None 

Healing occurs in just one hour 
User awakens after the full 24 
hours to discover attempt failed 
and he has expended 5 PSPs 

Death Field 
Power Score: Constihltion 4 
Initial Cost: 
Maintenance Cost: Not applicable 

!?reparation Time: 3 
Area of Effect 20-yard radius 
Frere uisites: None 
Roll 3 Power Score: User loses only half the number 

of hit points specified; victims 
who fail saving throws lose the 
full amount 
Power fails, but user loses hit 
point3 anyway 

~ 

Elemental Composition (High Science) 
Power Score: Constihltion 4 
Initial cost: 
Maintenance Cost: 3/round 

Preparation lime: 0 
Area of Effect: Penonal 

Roll of Power Score: 
Metamorphosis, body weaponry 
User gains the combat ability of 

Transformation fails; user must 
make a system shock roll or take 
3d10 damage 

an elemental of the appropriate 

Energy Containment 
rower score: C0"stihltion -2 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: 

Roll of Power Score: 

Person a 1 

Ail saves against energy attack 
automatically succeed while the 
power is in effect 
Psionicist becomes an energy 
attractor for I turn; ail $ayes "S. 
energy attacks fail 



Animal Affinity 
When a psionidst f k t  learns this pow=, she devel- 
ops an affinity for a particular 'ype of animal. To 
determine the nshlre of the affinity, roll Id20 and 
consult the table below. Animals suit& to a DARK 
SUND campaign am indicated after the slash 

From this point on, when the user invokes 
this power she can claim one of the animal's 
attributes as her own-temporarily. She can gain 
the animal's AC, movement rate and mode, 
attacks and damage, THACO, hit paints, or any 
other special ability. Only one of these can be 
gained at a time. The effect lasts as long a3 the 
power is maintained. Switching t o  a different 
ability means paying the initial cost again and 
making a new power check. 

The user undergoes a physical change, 
depending on the animal and ability, like gaining 
wings or claws. 

1 Ape/Ankheg 
2 Barracuda/Cha'thrang 
3 Boar/Erdland 
4 Bull/Flailer 
5 Crocodile/Inix 
6 Eagle, &t/Kirre 
7 Elephant/Lizard, minotaur 
8 FalcodMekillot 
9 Griffon/Pterrax 

10 Grizzly bear/Pulp bee 
11 Lion/Rasclinn 
12 Panther (black leopardl/ruizorwing 
13 Percheron (draft hone)/Scorpion, giant 
14 Pere@ne falcon (hawk)/Silk w y m  
15 Rattlesnake/Snake, giant' 
16 Scorpion, giant/Spider, giant 
17 Shark/Tempo 

19 Tiger/Wyvern 
20 WoWLion, spotted 
* Constrictor or Poison, player's choice 
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18 Stag/Tigone 
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Complete Healing 
The psionidst who masters this power can 
heal himself completely of all ailments, 
wounds, and normal disease. The user 
places himself in a trance for 24 hours to 
accomplish the healing. The trance is deep. 
It can't be broken unless the psionicist 
loses 5 or mare hit points. As he uses this 
power, the psianicist's body repairs itself 
at an incredible rate. At the end of the 24 
hours, the user awakens, restored to com- 
plete health in every regard except for the 
30 PSPs he expended to use the power. 

If the user's power check fails, he 
breaks his trance after only one hour, hav- 
ing realized the power is not working. 
Only 5 El's are expended in this case. 
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who fail lose the same number of bit points 
as the psionicist. Far the weak, this can Death Field 

A death field is a life-sapping region of 
negative energy. Only psionicists of evil 
alignments can learn this power without 
suffering side effects. If any other psiani- 
cist tries to learn the death field, his align- 
ment will gradually be twisted toward evil 
as he explores this very dark portion of his 
psyche. 

A successful death field takes its toll on 
everyone inside it, including the user. 
Before he initiates the power, the user must 
decide how many hit points he will sacri- 
fice. If the power works, the loss is 
inevitable: the user sets no savins throw. 

mean death 

Elemental Composition 
This High Science is the ability to trans- 
form oneself into any element. The psioni- 
cist can change his body into dense materi- 
als such as iron or obsidian, sand or earth, 
water, or even air. While he is in elemental 
form, the user gains any natural immuni- 
ties or vulnerabilities of that element. 

The psionicist retains his limbs and 
senses. Very dense bodies (stone or metal1 
reduce his Amor  Class to 0 and give him 
an effective Strength of 21. Amorphous 
bodies give him the ability to slither under 
doors and elongate limbs. Gaseous bodies 
can drift with the winds. Normal weanons 
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weapons1 can always harm the user, 
regardless of his form. 

The psionicist may change his form 
once per round without being forced to use 
an action. If he changes his form a second 
time, he must forego any other actions for 
that round. 

In addition to the combat abilities of the 
various forms, the psionicist can always 
move in the element his body is composed 
of. For example, by changing to sand he 
can burrow through sand at his normal 
movement rate. 

Energy Containment 
The user of this power can safely absorb 
and assimilate harmful energy from elec- 
tricity, fire, cold, heat, and sound. Any 
physical assault based on these energy 
types can be drawn into the user's body 
The user transforms the energy and safely 
releases it as visible radiance (light). 

This power protects the psionicist 
against energy attack. If the user makes a 
successful power check, she can double the 
result of her die roll when saving against 
energy attack. If the user makes a success- 
ful saving throw, she suffem no damage 
from the attack. If she fails, she suffers only 
half damage 

When the psionicist absorbs energy, she 
radiates visible light for a number of 
rounds equal to the points of damage she 
absorbed. If she suffered no damage, roll 
anyway to determine how long she glows. 
The glow is noticeable but soft, illuminat- 
ing a 2-yard radius. 

Energy containment is reflexive. 
Whenever subjected to an energy attack, 
the user may make a power check to avoid 
damage. She need not state that she is ini- 
tiating the power before a round begins. If 
the user has not yet taken her action in a 
round when she uses this power, she must 
abort her intended adion to do so. 
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Life Draining 
Power Score: ConsIiNtion -3 
Initial Cost: 
Maintenance Cost: 5 /mmd 

bparation Time: 0 
Area of Effed: Individual 

Roll of Power Score: Rate of drain increase to Id20 
points per round 
Power's effects arr reversed; 
target absorbs half of the user's 
remaining hit points 

Metamorphosis 
Power Score: COnStiNtion 4 
Initial Cost: 
Maintenance Cost: I/Nm 

Preparation Time: 5 
Area of Effect Personal 
Prere uisites: Nolle 
Roll 8 Power Score: System s h o k  mll automatically 

succeeds, and the new form's 
m a s  can be up to three times 
that of the user's body 

or change into new form perma- 
user m"St SaYe vs.paralyzation 

Nerve Manipulation 
Power Score: Constitution -3 
Initial Cat :  
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect 1 creatlire 

Roll of Power Score: If victim makes save, he is still 
shmned for Id2 rounds 
User must save YS. poison or 
suffer a random effect of the 

Poison Simulation 
rower Score: COnStihltiOn -2 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation lime: 1 
Area of Effect: PeE7Ond 

Roll of Power Score: 
Chemical simulation 
Poison is concentrated; victim 
saves at -2 
User poisoned for 1030 points 
of damage (save vs. poison for 
half damage) 

rower Score: 
Initial Cost: 
Maintenance Cost 

Preparation Time: 
Area of Effect: 

Roll of Power Score 

Roll of 20 

Range: 

Prerequisites: 

Ref ere n c e : 

Regenerate 
Constihttion-4 
18 
b/turn 
TO"& 
1 
1 creature 
Cell adjustment 
Healing proceeds twice as fast 

User suffers Id12 points of 
damage but patient is 
unaffected 
WW page 76 

: 
as expected 



Life Draining 
This power allows the user to drain hit 
points from another character and use 
them to recover her awn. This transfer 
occurs at a rate of Id6 points per round. 

The user can absorb up to 10 more hit 
points than her healthy total, but these 
bonus points last only one hour. After that, 
if the psionicist still has more hit points 
than her healthy total, the excess points 
vanish. 

#78 of 288 01994 E R .  Inc. All Riuehh R p ~ e - 4  

- P  
E 

Some forms may have intrinsic advan- 
tages. Changmg into a fish or rock renders 

This science resembles palymarphing, but the user immune to drowning. The user 
it has a much wider application. The user doesn't retain any senses not normally 
can change herself into anything with associated with the new form. She can 
approximately the same mass as her body: decide to keep some of her own senses 
a wolf, a chair, a tree. While in this form, when she transforms, but these may give 
she retains her o m  hit points and THACO, away her position. 
if possible, but gains the Armor Class of Like any massive change of shape, 
the new form. The user also gains all phys- metamorphosis causes great physical 
ical attacks that form allows, but no magi- Stress. The user must make a system shock 
cal or special abilities. (Much depends on roll. If the roll fails, the user doem't die, 
the form. A tree can't attack, so THACOs but the PSI'S are expended and she passes 
are meaningless.) out for 2d6 turns. 

Nonmagical movement abilities are 
included. If the user metamorphs into 
another character race, she uses the generic 
MONSTROUS MANUAL" tame's descrip- 
tion for that race. 

Metamorphosis 
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Nerve Manipulation 
This power allows the user to harm the 
nervous system of another creature. With a 
touch, she can inflict wracking pain, 
unconsciousness, or even death. There is a 
-2 penalty to the power check if used on a 
mature of a different species, and a 4 
penalty if used on a creature of a different 
order such as an insect or mollusk. 

The psionidst must touch the skin of 
the victim; in combat, a normal attack roll 
is required. If the attack succeeds, the effect 
is determined by the power check roll. 

The victim may attempt a saving throw 
vs. poison to avoid the effects. They can 
also be neutralized by a neutralize poison 
spell or the successful use of the antidote 
function of the poison simulation science. 

Poison Simulation 
This power allows the user to produce nat- 
ural toxins from her own body The psion- 
icist can only simulate poisons that she has 
experienced or tasted herself. (If the user 
purposely tastes or injects a small amount 
of poison to learn how to simulate it, she 
suffers half the normal effect and gains a 
+2 on her saving throw against that dose.) 

The psionicist can create the poison in 
her bloodstream or saliva. If she creates the 
toxin in her blood, she can nick herself 
with a blade to get to it. Poisons the psion- 
kist simulates can be used in their normal 
fashion. If the user has an ingestive poison 
in her blood and is bitten by a monster, that 
creature is affected normally by the venom. 

An attack roll is required to hit an 

Regenerate 
With this power the psionidst can repair 
permanent injuries that natural healing 
could not restore. Severed limbs can be 
regrown, blindness or deafness repaired, 
and even paralyzing injuries to the brain or 
spinal cord can be healed. The psionicist is 
capable of healing such injuries in himself 
as well as in others if the need arises. 

Regeneration is a slow process. It 
requires one full turn to repair minor dam- 
age such as the loss of a finger, a broken 
bone, or nondestructive loss of eyesight or 
hearing. Three full turns are required to 
heal a badly broken bone or regenerate a 
mangled hand, and as many as six turns to 
regenerate an arm severed at the elbow or 
eyes that were physically destroyed. The 

If the user wishes, she can employ a lesser 
effect than that indicated by the result. 

Power Result 
Cheek to Victim 
1-3 Spasms: -2 to attacks and AC 

for Id3 rounds 
4-5 Pain: 4 to attacks and AC for 

ld3 rounds 
6-9 Stunning: stunned and unable 

to act for ld4+1 rounds 
10-12 Unconsnousness: out cold for 

2d6 full turns 
13+ Death collapses and dies in 

Id3 rounds 
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opponent with poisoned spittle or an 
envenomed blade, and the victim gets a 
saving throw appropriate to that poison 
type. A dose of the psionicist's poison 
remains potent for a number of rounds 
equal to her level or until it has been 
applied once. 

The psionicist also learns how to con- 
struct antidotes for poisons she has been 
exposed to. She gains a +4 on any saving 
throw against poison, and a +8 bonus on 
poisons she can manufacture herself. 
Second, the user can produce an antidote 
to treat someone else if that person has 
been poisoned with a toxin that she knows 
how to create. 

181 Of 288 OIWITSR, 1nc.AURightsReserved. 

DM should decide how long repairs will 
take. 

Regeneration can be used to repair 
damage caused by a disease, but can't cure 
a disease. It can also restore lost ability 
points (Constitution, etc.) that may have 
been lost to disease or injury. Regenerate 
can't improve beyond the original condi- 
tion, so growing extra arms, for example, is 
not possible. 

#82 of 288 01994 TSR, Inc. All Rights Reserved. 



Shadow-form 
Power score: Constitunon 4 
Initial cost: 
Maintenance Cost: 3/round 

Preparation Time: 0 
Area of Effect: Personal 
Prere uisites: None 
Roll 3 Power Score: User gains all desirable powen 

of the ”shadow” monster for 
Id4 hmns 
Make save vs. lighhling bolt for 
user’s most valuable item; 
failure means the item becomes 
shadow and is lost forever 

Absorb Disease 

Maintenance Cost: Not applicable 

Area of Effect: 

Roll of Power Score: Disease is automatically 

while spreading to psionicist 

Accelerate 
Power score: Constitution -2 
Initial cost: 
Maintenance Cost: lO/round 

Roll of Power Score: User’s movement and attacks 
are tripled; user strikes first in 
every melee mund 
User suffers ld4 damage; save 
vs. death or pass out for 3d10 
rounds 

Adrenalin Control 
Power score: Constitution -3 

Prere “kites: None 
Roll 3 Power Score: Instead of dividing the Id6 

resu l twe  applies that many points 
to each of the three attributes 
Psionicist must make a successfd 
system shock roll or suffer a 50% 
loss of a m n t  hit points and pass 
out for Id8 hours 

Power Score: 
Initial Cost: 
Maintenance Cost: Not applicable 

Area of Effect: Individual 

Psionicist ages Id10 yean 



Shadow-form 
This power actually transforms the user 
into living shadow, along with his doth- 
ing, armor, and up to 20 pounds of equip 
ment. He can blend perfectly into any 
other shadow and travel with a movement 
rate of 6. He can only travel through dark- 
ness and shadow, however. Areas of open 
light are impassable. 

While in shadow-form, the user can be 
detected only by life detection, other types 
of psychic detection, or by a true seeing 
spell. He can’t harm anyone physically, or 
manipulate any corporeal object, hut he 
can use other pionic powers. 

If the psionicist rolls a 1 on his power 
check, he becomes shadow but none of his 
clothing or equipment makes the switch. 
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Absorb Disease 
This power lets the psionicist take the dis- 
ease from another character’s body and 
absorb it into herself. Presumably, the 
psionicist will then heal herself (using 
complete healing). This power can absorb 
magical diseases, hut not curses, such as 
lycantbmpy, 
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Accelerate 
With this power, the user can alter her own 
metabolisms, doubling her speed for short 
periods of time. The user is effectively 
hasted for as long as she maintains the 
power. Her movement and rate of attack is 
doubled, and she gains a -2 bonus to ini- 
tiative rolls while the power is in effed. 

Spellcasting and psionics use are not 
speeded up by this power, although this 
ability can be used to counter a magical 
slow effect. After the psionicist stops main- 
taining accelerate, she must rest for a num- 
ber of rounds equal to the time she was 
accelerated, doing nothing but catching 
her breath. She doesn’t suddenly age a 
year as the recipient of a haste spell would. 
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Adrenalin Control 
By controlling the production and release 
of adrenalin in his system, the psionicist 
can give himself temporary physical 
boosts on demand. When he increases his 
adrenalin, the user gains 1d6 points to 
divide among his Strength, Dexterity, and 
Constitution scores however he chooses, 
thus increasing them for the duration of 
the power. He enjoys all the normal bonus- 
es for high physical amibutes while the 
power is in effect. 

If used to increase Constitution, the 
user may gain temporay bonus hit points. 
Damage suffered is subtracted from these 
extra hit points first. 

When increasing Strength, count each 
category af 18 as a point gained. Upon 

Aging 
This power gives an evil psionidst the abil- 
ity to cause unnatural aging by touch. 
(Other psionicist can use the power, too, 
hut their alignments begin to twist toward 
evil.) 

The victim ages Id4 years instantly and 
must make a saving throw vs. polymorph. 
Failure means that the change was trau- 
matic, and the victim ages another year 
automatically 

If the psionicisrs power check result is 
1, there is a backlash. The psionicist also 
ages Id4 years. 

rolling a 5 on ld6, the user would increase 
his Strength score from 16 to 18/76, not to 
21. 

Exceeding racial maximums is danger- 
ous. When the user who increased an 
attribute beyond his racial maximum stops 
maintaining the power, he must make a 
system shock check. A failure indicates 
that he suffers Id6 points of damage. 

If the psionicist‘s power check is a 1, he 
overtaxes his system with this adrenalin. 
He still gets the boost, but he loses twice 
that many hit points as a result. 
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Alter Features 
rower Score: Constitution -1 
Initial Cost: 
Maintenance Cost: 3 J h l m  

Preparation Time: I 
Area of Effect: PerS0"al 

Roll of Power Score: 
Cell adjustment 
All power checks succeed to 
protect disguise 
User must save VS. polymorph 
or become stuck in new features 

Body Control 
rower Score: Constitution 4 
Initial Cost: 
Maintenance Cost: 5Jturn  

Preparation Time: 0 
Area of Effect: re r s on a 1 
rrere uisites: None 
Roll 3 Power Score: Can adapt to new environment 

while maintaining power 
Becomes more vulnerable, and 
environment cause Id4 points of 
damage per round (a second use 
halts damage) 

Body Equilibrium 
Power Score: Constitution -3 
Initial Cost: 

Area of Effect: 

without maintenance 
User's weight instantly rises by 
a factor of 10; must use body 
qui l lbr im to fix the problem 

Body Weaponry 
Power score: constitution 3 
Initial cost: 

Area of Effect: Per S o d  

Roll of Power Score: "Amament" gives user a +I 
attack roll bonus 
User must make a successful 
system shock check or pass out 
for Id10 rounds 



Alter Features 
This power allows the psionicist to alter his 
appearance by means of a limited control 
over his facial features. He can change his 
skin coloration to any normal variation, 
alter the appearance of his hair, change the 
color of his eyes, and even adjust the bone 
structure of his face. The psianicist can’t 
pass for a member of another species. 

If the psionicist makes his power check 
with a roll of 10 or better, he can mimic the 
features of a particular individual well 
enough to fool anyone who relies on 
appearance only to identify that person. If 
he is closelv examined. the mionicist must 
make another power check io see if h a  dis- 
guise holds 
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Biofeedback 
Biofeedback is the power to control the 
flow of blood through one‘s own body 
This power has two key effects. 

First, the psianicist can easily control 
bleeding. As a result, he suffers two fewer 
paints of damage from every attack against 
him that causes physical i n j q .  

Second, by flooding key portions of his 
body with blood, the psianicist effectively 
cushions blows against him and reduces 
their effect. The user’s Armor Class is 
reduced by one. 
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Body Control 
This power allows a psionicist to adapt her 
body to a hostile environment. The change 
must be keyed to a specific surrounding: 
water, acid, extreme heat, extreme cold, an 
elemental plane, etc. If the power works, 
the user not only survives, she fits in like a 
native organism. She can breathe and 
move normally, and she takes no damage 
simply from being in that environment. 

An attack in any farm doesn’t constitute 
an environment. For example, a psionicist 
who can sunive subarctic temperatures is 
still vulnerable to a cone ojcold spell. 

For characters in a DARK SUNB cam- 
paign, this power allows the user to SUI- 
vive a sandstorm or the Silt Sea without 
taking damage. 
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Body Equilibrium 
This power allows the user to adjust the 
weight of her body to correspond to the 
surface she’s standing on. Thus, she can 
walk on water, quicksand, silt (in a DARK 
SUN” campaign), or even a spider‘s web 
without sinking OT breaking through. If the 
psionicist is falling when she uses this 
power, she will fall 120 feet per round- 
slow enough to escape injury. 

Because of how light the psionicist 
becomes using this power, she must he 
wary of wind gusts, which can easily 
sweep her up and blow her away 
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Body Weaponry 
This power allows the psionicist to convert 
one of his arms into a weapon. Virtually 
any sort of weapon can be imitated- 
except a short bow, hand crossbow, light 
crossbow, or any weapon the psionicist 
can’t normally use. The arm actually 
becomes wood or metal, and assumes the 
weapon’s form. It behaves in every respect 
like a normal weapon of the chosen type, 
with the bonus that it can never be 
dropped or stolen. 
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Power score: Dexterity -2 
Initial Cost: 
Meintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: Personal 

Roll of Power Score: 
Prerequisites: None 

Psionicist can jump SO feet 
instead of 30 feet 
No additional effect 

~~~~ 

Cause Decay 
Power score: Constitution -2 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: 60 pounds 

Roll of Power Score: 
Prerequisites: None 

The save automatically fails 
One of the user's own items 
decays (no save)-ither the 
first item touched or an item 
chosen randomly by DM 

Power Score: Wisdom -2 
Initial Cost: 
Maintenance Cost: 2/round 

Preparation Time: 0 
Area of Effect: 1 creahue 

Roll of Power Score: Victim doesn't remember being 
put to sleep and may continue 

nance ends 
User falls asleep for 2d6 rounds 
or until awakened 

to sleep naiurally after mainte- 

Cell Adjustment 
Power score: constitution -3 
Initial cost: 
Maintenance Cost Up to 20/round 

Preparation Time: 0 
Area of Effect Individual 

Roll of Power Score: All disease, or up to 10 points of 
damage, is instantly healed at a 
cost of s PSPS 
User suffers Id10 points of 
damage but patient is 
unaffected 



Carapace 
The psionicist can change his own or 
another's physical form with this power, 
creating a chitinous exoskeleton. However, 
because the skin is heavily damaged in the 
pracess, this is generally a last resort to 
keep a character alive. 

The process causes great discomfort. 
The outer layer of skin tllms to very hard, 
insectlike material, with a huge carapace 
that gives more protection to the back and 
head. Any clothing or armor must be 
removed before the power is used-clothing 
is tom and ruined, while armor causes the 
power to fail. Once changed, the character 
gains a natural AC 2 an his limbs and front 
and AC 0 on his back and head. Dexterity 
immediately drops by 10 points, but after 10 

rounds of getting used to the new joints, the 
penalty is halved to -5. The character can 
still be recognized from the front, but his 
features are contorted and twisted. 

Once maintenance ends, the character 
painfully transforms. The exoskeleton 
breaks away over 5 rounds, taking most of 
the skin with it. The character emerges 
bloodied, with hit points equal to his level 
(or 1 if he was already severely wounded) 
and needing at least a full day's rest. 
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Catfall 
A psionicist using this power can spring 
like a cat in the same round it is activated. 
The user always lands gracefully on her 
feet. She still suffers damage from falling, 
but the damage is halved. The user can 
jump down 30 feet without risking any 
injury at all. 

Cause Decay 
This power works only against inanimate 
objects. The psionicist's touch causes 
instant decay: metal rusts, wood ages and 
splits, cloth falls to dust. The DM rolls a 
saving throw vs. acid for the item touched. 
If the save fails, the item-r a maximum 
of 60 pounds of it-is consumed by decay 
within one round. 

This power can be used against an 
opponent's weapons or armor by making a 
touch attack roll. 

Cause Sleep 
A psionidst with this power can cause 
other characters to fall asleep by manipu- 
lating their natural rhythms. The victim 
receives a saving throw vs. spells to avoid 
the effect. If the victim fails the saving 
throw, he or she remains asleep until 
awakened by injury, water in the face or 
violent shaking, or until the psionicist 
ceases to pay the maintenance cost. 

Cell Adjustment 
This power allows a psionicist to heal 
wounds and cure diseases. Any sort of 
wound can be healed, hut only nonmagical 
diseases are affected. For example, this 
power can't heal mummy rot or cure a 
lycanthmpic curse. 

The psionicist can cure a disease in one 
round by spending 5 B P s  and making a 
successful power check. If the die roll is 1, 
the psionicist succeeds but it's doubly tax- 
ing (IO PSPs). If the roll is 2, he fails 
because the disease is too widespread. He 
must spend another 5 PSPs and try again 
next round. 
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The psionicist suffers a -2 penalty to his 
power check if his victim has a reason to be 
exceptionally wakeful. He also suffers a -2 
penalty if his victim is a monster of some 
kind. Thri-keen and other insects can be 
placed in a temporary state of torpor with 
this power, but the psianicist suffers a 4 
penalty on his power check when trying to 
affect such creatures 
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to 4 points of damage in each subsequent 
round by spending 5 PSPs per hit point 
recovered. He can't cure the disease and 
restore hit points in the same mund 
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Chameleon Power 
Power score: Constitlltion -1 
Initial cost: 
Maintenance Cost 3fround 

Preparation Time: 0 
Area of Effect Personal 

Roll of Power Score: User gains a 13 bonus to power 
score during "hiding" checks 
Colorations clash with the back- 
ground and user sticks out like 
a SON thumb 

Chemical Simulation 
Power Score: Conslimtion4 
Ilutial Cost 
Maintenance Cost: 6fround 

Preparation Time: 1 
Area of Effect: Varies 

Roll of Power Score: All saves for normal items fail; 
magical items still get a saving 
throw 
Acid oozes from the user's 
sweat glands; all items touching 
skin must save vs. acid 

Double Pain 
Power Score: Constitution -3 
Initial Cost: 7 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: Individual 

Roll of Power Score: 

Range: Touch 

Prerequisites: None 
Victim must make a successful 
system shock roll upon each hit, 
or pass OUt 
Power backfires and affects the 
user for one hour 

Roll of 2 0  

Reference: CPH page 59 

Ectoplasmic Form 
Power Score: Constitution 4 
Initial Cost: 

User's items become ectoplas- 
mic, but user doesn't; must use 
this power again (successhrlly) 



The power is most effective in natural 
surroundings, where one’s coloration 
would logically conceal her. In an urban 
setting, or in an area without natural cover 
during broad daylight, the user’s chame- 
leon power Score is halved (round down). 

Chameleon Power 
The psionicist using this power actually 
changes the coloration of her skin, cloth- 
ing, and equipment to match her back- 
ground. The match is automatic; the user 
doesn’t choose the appearance. The change 
takes several seconds. As she moves, the 
coloration changes and shifts to reflect any 
changes in the surroundings. 

In effect, chameleon power makes a 
psionicist very difficult to spot. If the user 
remains stationary, she can avoid detection 
simply by making a successful power 
check. If the user moves, her power score is 
reduced by three when she makes the 
check. 
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Chemical Simulation 
With this devotion, a psionicist can make 
his body simulate the action of acids. The 
user secretes an “acid“ through his hand. 
Any item he touches and holds briefly 
must make a saving throw vs. acid or be 
dissolved. If used as a weapon, this acid 
can’t inflict more than two or three points 
of damage, though it can cause consider- 
able pain. 
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Displacement 
This power resembles the natural ability of 
the displacer beast, allowing the user to 
make herself appear to be up to 3 feet from 
her actual location. The psionicist decides 
where this false image will appear. This 
effective means of protection gives the user 
a two-point bonus to her Armor Class 
(lowering it two points). The true seeing 
spell will reveal the user’s actual location. 

Double Pain 
By touching another character, the user 
greatly lowers that character’s pain thresh- 
old. (Even a little scrape feels like a serious 
injury.) The effect lasts one turn. During 
that time, all damage scored against that 
character is doubled. However, only half of 
this damage is real; the other half repre- 
sents the amplified pain. When the charac- 
ter’s total of real damage and pain reduces 
his hit point total to 0 or less, he passes out. 
He will regain consciousness Id10 rounds 
later. Upon waking, he also regains the 
”fake” hit points-those lost only to pain. 
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If the victim doesn’t pass out in one 
turn (the duration of the power’s effects), 
damage scored against him beyond one 
turn is no longer doubled. However, the 
points of ”pain damage” which he has 
already incurred remain in effect for anoth- 
er Id6 rounds. 
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The user can be struck by magical 
weapons of +1 or better, and by monsters 
of 4+1 Hit Dice or more. A psionicist in 
ectoplasmic form falls as if affected by a 
feather fall spell. 

Ectoplasmic Form 
Using this power, a psianicist converts 
himself to ectoplasm (a fine-spun, smoky 
substance). The user becomes insubstan- 
tial, ghostlike, and able to walk through 
solid material as if it didn’t exist. The 
psionicist is still visible as a wispy outline. 
He moves at his normal movement rate 
and in the normal fashion (for example, if 
he couldn’t fly before using the power, he 
can’t fly in ectoplasmic form). 

The psionicist can also convert the fol- 
lowing to ectoplasm: his clothing, armor, 
and up to 15 pounds of equipment that he 
is carrying. Equipment must remain ecto- 
plasmic as long as the psionicist does. 
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Power score: 
Initial cost: 
Maintenance Cost I/mund 

RolI of Power Score: Maximum expansion becomes 
10 times and the rate is 100% 

Flesh Armor 
Power Score: Constitution -3 

reverse side 
User grows ugly hair over his 
body, which m u t  be shaved off 
or he'kceives a -2 Charisma 

Forced Symmetry 
Power score: 

Power score: 
Initial cost: 
Maintenance Cost: I/mund 

Roll of Power Score: Attack and damage bonuses 
increase to t4 
Weapon is weakened; it breaks 
on any attack mu of 1 



Enhanced Strength 
A psionicist can increase his Strength score 
to a maximum of 18 (or to his racial 
Strength maximum in a DARK SUNo cam- 
paign). The PSP cost is twice the number of 
points he adds to his Strength score. If he 
fails the power check, he loses half this 
amount of PSPs, as detailed in Chapter 
One of The Complete Psionits Handbook. The 
maintenance cost per round equals the 
number of Strength paints that were 
added. 

Physical Strength can‘t be raised above 
18 psianically The psianicist doesn’t quali- 
fy  for exceptional Strength bonuses if he 
raises his Strength score to 18. 

Expansion 
This power allows the psionicist to expand 
her own body proportions in any dimen- 
sion: height, length, width, or thickness. 
She can increase any or all of these propor- 
tions by 50% of their original size per 
round. Maximum expansion is four times 
the original slze. 

This power has no effect on clothing or 
equipment. Ability scores don’t increase, 
either. In other words, the user doesn’t 
grow stronger simply because she becomes 
taller. However, being very big often has 
other advantages. 

Note that psionidsts who expand to a 
size larger than human-sized (taller than 7 
feet) take largesize damage from weapons. 

Flesh Amor 
With the use of this power, a psionicist 
transforms his own skin into nonmagical 
armor. No one can see the change, but i rs  
as if he is actually wearing some type of 
armor. The type of armor the body mimics 
depends on the result of the user’s power 
check, as shown on the table below. 

As this armor is part of the user’s body, 
he receives its benefits without any of its 
penalties. It weighs nothing, has no magnet- 
ic properties, and does not encumber the 
user. Its effects may be combined with rings 
of protection and other magical protection 
that works with armor. Dexterity bonuses 
also apply However, the base AC granted 
by this power is not cumulative with annor 
worn-instead use the better AC. 

Forced Symmetry 
With this power, the psionicist can force a 
creature into perfect symmetry in order to 
temporarily cause or heal damage. Most 
creatures, including all K races, are lateral- 
ly symmetrical in arrangement; that is, they 
have two halves that are roughly identical. 
This power lets the psionicist chose one of 
the halves and make it identical to (a mirror 
image 00 the other. For instance, a psipnidst 
can choose to make a one-eyed man com- 
pletely blind or sighted in both eyes with 
this power. 

In terms of exisiing combat damage, a ma-  
ture probably has more damage to one half 
than the other (generally, lC-lW% (Id10 x 10) 
of combat damage is lntlicted to one side of a 
body); the psionidst can take advantage of tnis 
and in- the ovemll damage to the v i b ,  

Graft Weapon 
Using this power, a psionicist can graft any 
one-handed melee weapon directly onto 
her body The user picks up the weapon, 
activates the power, and the weapon 
becomes an extension of her arm. 
Assuming the psionicist is proficient with 
that type of weapon, she gains a +I bonus 
to attack and damage rolls. If she is not 
proficient with the weapon, she suffers the 
usual nonproficiency penalties, but still 
receives the +I bonuses. 
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Power Cheek Effect 
1 left hand functions 

2 leather, AC 8 
as shield, AC 9 

3-4 ring mail, AC 7 
5-6 scale mail, AC 6 
7-8 chain mail, AC 5 
9-10 banded mail, AC 4 
11+ plate mail, AC 3 
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but can no more than double the o r i w  dam- 
age. In -em, the psionicist can duplicate the 
less damaged half, Pedudng damage psibly 
to 0. The DM d&d= how much damage is 
inflicted or healed. 

Once employed, the power affects the 
creature’s entire body--selected portions 
can’t be exempted. After a number of rounds 
equal to the psionidst’s level, the mature 
resumes its normal farm, though all damage 
inflicted remains. Items carried by the crea- 
ture are unaffected. 

This power can have greater effect on 
creatures that are radially symmetrical (a 
starfish, for example). The psionicist can 
pick one portion and make all the others 
duplicate it, temporarily 
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syc ome a o ism 

Enhanced Strength 
Power %ore: Wisdom -3 
Initial Cost: Varies 
Maintenance Cost: Varies 

Preparation Time: 0 
Area of Effect: Perj0ILd 

Roll of Power Score: User can raise his Strength 
score to 18/00, with each 25% 
increase costing one additional 

User's Strength smre is lowered 
by Id6 until arrested by another 
use of this power 

~ ~~~~~~~~~~~~ ~ ~~~ ~ 

rower Score: Constitution -2 
Initial Cost: 

Area of Effect: Personal 

Roll of Power Score: Maximum expansion becomes 
10 times and the rate is 100% 

User shrinks by 50% until 
arrested by another successfd 
use of this power 

Flesh Armor 
Constitution -3 

Initial Cost: 

Frere uisites: Nolle 
Roll 3 Power Score: User gains a tl bonus to the 

Annor Class listed on the 
reverse side 
User grows ugly hair over his 
body, which must be shaved off 
or he receives a -2 Charisma 

Forced Symmetry 
Power Score: Intelligence -2 
Initial Cost: 

Psionicist duplicates the wmng 

Graft Weapon 
rower score: Constitution -5 
Initial Cost: 10 
Maintenance Cost: l/round 
Range: Touch 
Preparation Time: 0 
Area of Effect: persona1 

Roll of Power Scorn: 
P-uisites: None 

Attack and damaae bonuses - 
increase to +4 
Weapon is weakened; it breaks RoU of 2 0  

Reference: CPH page MI 
on any attack mn of 1 



Enhanced Strength 
A psionicist can increase his Strength score 
to a maximum of 18 (or to his racial 
Strength maximum in a DARK SUN. cam- 
paign). The PSP cost is twice the number of 
points he adds to his Strength score. If he 
fails the power check, he loses half this 
amount of PSPs, as detailed in Chapter 
One of 7% Complete Psionics Handbook. The 
maintenance cost per round equals the 
number of Strength points that were 
added. 

Physical Strength can't be raised above 
18 psionically. The psionicist doesn't quali- 
fy  for exceptional Strength bonuses if he 
raises his Strength score to 18. 

Expansion 
This power allows the pionidst to expand 
her own body proportions in any dimen- 
sion: height, length, width, or thickness. 
She can increase any or all of these propor- 
tions by 50% of their original size per 
round. Maximum expansion is four times 
the original size. 

This power has no effect on dothing or 
equipment. Ability score don't increase, 
either. In other words, the user doesn't 
grow stronger simply because she becomes 
taller. However, k i n g  very big often has 
other advantages. 

Note that pionidsts who expand to a 
size larger than h m - s i z e d  (taller than 7 
fee0 take largesize damage from weapons. 

Flesh Armor 
With the use of this power, a pionidst 
transforms his o m  skin into nonmagical 
armor. No one can see the change, but it's 
as if he is actually wearing some type of 
amor. The type of amor the body mimics 
depends on the result of the user's power 
check, as shown on the table below. 

As this armor is part of the user's body, 
he receives its benefits without any of its 
penalties. It weighs nothing, has M magnet- 
ic proptles, and does not encumber the 
user. Its effects may be combined with rings 
of protedion and other magical pmtedion 
that works with armor. Dexterity bonuses 
also apply. However, the base AC granted 
by this power is not -dative with armor 
worn-instead use the better AC. 

~ ~~~ ~~ 

Forced Symmetry 
With this power, the psionidst can force a 
creahlre into perfect symmetry in order to 
temporarily cause or heal damage. Most 
creatures, including all PC races, are lateral- 
ly symmetrical in arrangement; that is, they 
have two halves that are roughly identical. 
TMS power lets the psionicist chose one of 
the Mves and make it identical to (a mirror 
image OD the other. For instance, a psionidst 
can choose to make a one-eyed man com- 
pletely blind or sighted in both eyes with 

In terms of exisIing mmbat damage, a a- 
h m  probably has mom damage to one half 
than the other (penerauy, I&ICEJ'% (Id10 x 10) 
of combat damage is intlicted to one side of a 
body); thepsionidst can take advantage of this 
and inaease the overall damage to the vi- 

' 

this power. 

Power Check 
1 

2 
3-4 
5-6 
7-8 
9-10 
11+ 
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E f f e d  
left hand fundions 
as shield, AC 9 
leather, AC 8 
ring mail, AC 7 
scale mail, AC 6 
chain mail. AC 5 
bandedmail.AC4 " 

date mail,AC3 

Graft Weapon 
Using this power, a psionicist can graft any 
one-handed melee weapon directly onto 
her body. The user picks up the weapon, 
activates the power, and the weapon 
becomes an extension of her arm. 
Assuming the psionicist is proficient with 
that type of weapon, she gains a +1 bonus 
to attack and damage rolls. If she is not 
proficient with the weapon, she suffers the 
usual nonpmficiency penaltie, but still 
d v e  the +I bonuses. 

butcannomorethandoublethemi@nald3m 
age. In rev-, the psionidst can duplicate the 
Less damaged half, reducing d m g e  passlily 
to 0. The DM d e d -  how much damage is 
inklick3 or healed. 

Once employed, the power affects the 
creature's entire body-lected portions 
can't be exempted. After a n u m b  of munds 
equal to the psionicisYs level, the creature 
resumes its normal form, though all damage 
inflicted remains. Items carried by the -- 
ture are unaffected. 

This power can have greater effect on 
creatures that radially symmetrical (a 
starfish, for example). The psionidst can 
pick one portion and make a l l  the others 
duplicate it, temporarily. 



Heightened Senses 
power sore:  CO~titutiO” 
Initial Cost 
Maintenance Cost: l/round 

Preparation Time: 0 
Area of Effect: Personal 

Roll of Power Xore: One of the heightened senses 
(chosen randomly) remains in 
effst for a full day 
One of the user ‘~  five sense is 
lost (chosen randomly) for Id12 
hours 

Immovability 
Power score: Constitution -5 
Initial Cost: 

he maintains it until he runs out 
of PSPS 

Lend Health 
Power score: constitution -1 
Initial C a t :  

User suffers all the wounds that 
the target already has; no one is 
healed 

Mind Over Body 
Power score: Wisdom -3 
Initial cost: Not applicable 
Maintenance Cost: lO/day 

Reparation Tim.?: 0 
Area of Effect: Individual 

using this power 
Power fails, but user collapses 
with exhaustion and must rest 
for 24 hours 

Pheromone Discharge 
Power score: Intelligence 
Initial Cost: 5 
Maintenance Cost: I/round 
Range: 0 
Preparation Time: 0 
Area of Effect Personal 
Pr€ uisites: None 
RoU? Power Score: 

Roll of 20: 

Psionidst can maintain the power 
without PSP cost for 4d6 hours 
Insffts are so hiken with the user 
that they cover him with attention, 
possibly sufiovling him if he 
doesn’t -1ve assistance 

Reference: DK page 144 



Heightened Senses 
This devotion allows the user to sharpen 
all five of his normal senses: sight, hearing, 
taste, touch, and smell. This has several 
effects, as described below. The DM may 
allow additional applications as he sees fit. 

The user has a good chance to notice 
thieves hiding in shadows or moving 
silently The thief‘s skill chance is halved 
when someone with heightened senses is 
observing him, and he must roll again if he 
is hiding and the user of this power 
amves. 

The user can track someone like a 
bloodhound. He must make an 
Intelligence check every turn to stay on the 
trail or to recover it if the trail is lost. The 
User’s movement rate is 6 while tracking. 

The trail can be no more than 24 hours old. 

Immovability 
A pionicist who becomes immovable is 
exactly that-a tremendous amount of 
force is requhed to uproot him from his 
spot. 

Moving the user requires a combined 
Strength total that is at least 10 times 
greater than the user’s power score. If a 
character is pushing the psionicist and 
makes a successful bend bars roll, that 
character can double the Strength he’s con- 
tributing to the total. Even if a group man- 
ages to move the psionicist once, they may 
not be able to move him any easier the next 
time. The psionidst remains immovable 
until he stops maintaining the power. 

This power has nothing to do with 
weight. The user will not crash through the 

The user‘s hearing and seeing ranges 
are tripled. 

Thi user can taste poisons or other 
impurities in quantities that are much too 
small to cause any harm. 

The user can identify almost anything 
by touch. For example, he can tell two gold 
pieces apart after previously handling one 
of them. 

The user reduces any darkness-based 
combat penalties by 2. 

XlOBof 288 81594TSR,ini.AIlPughtsR-ed. 
~~~~~ ~~ 

floor because he is immovable. He has 
instead attached himself to the fabric of the 
universe, which is considerably more pow- 
erful than the strongest castle. He does, 
however, need a horizontal surface as an 
anchor. 

If the psionicist’s power check is a 1, he 
attaches himself so well that even he can‘t 
break free simolv bv shuttine off the . ,  , ” 
power. He must pay the initial cost again (9 
PSPs) to free himself. 

Lend Health 
Lend health is a power of healing. The user 
who makes a successful power check can 
transfer her own hit paints to someone else 
she is touching. Each point transferred 
heals one point of damage. The user can 
transfer as many points as she wants to in 
a single round. 

If the psionicist tries to transfer hit 
points when she has fewer than five 
remaining, she must make another power 
check. If this fails, he can’t transfer the 
paints. In any case, she can’t transfer hit 
paints if she has only one remaining. 

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

Mind Over Body 
This power allows the user to suppress his 
body’s need for food, water, and sleep. In 
exchange for one hour of meditation per 
day, all of the psionicist’s physical needs 
are overcome. He doesn’t feel hunger, 
exhaustion, or thirst, nor does he suffer 
any ability reductions for privation. 

The psionicist can also suppress the 
basic needs of others while suppressing his 
own. To do so, he must pay an additional 10 
B P s  per person and spend an additional 
hour in meditation per character. Each 
character being aided must be in physical 
contact with the psionicist throughout the 
entire period of meditation. Usually, all 
characters hold hands, forming a continu- 
ous line or circle. 

Pheromone Discharge 
This power lets the psionicist‘s skin give 
off beneficial odors that affect lower 
insects. Only insects of animal intelligence 
are so affected, but their impressions of the 
psionicist can be controlled to a great 
degree. The psionicist can masquerade as 
any type of insect, or any class of insect 
within a society In a hive, the psionicist 
can impersonate a worker, soldier, or even 
a queen, changing whenever he likes. 
Changing his odor to that of another insect 
species usually draws an attack, which 
may be useful to the psionicist as a diver- 
sion. Any insect of greater than animal 
intelligence immediately sees the psioni- 
cist for what he really is. 

’ 

The psionicist can survive in this fash- 
ion for a number of days equal to his expe- 
rience level, or five days, whichever is 
more. At the end of that time, he collapses 
from exhaustion. He must then rest one 
day for every two days spent sublimating 
his body’s needs. Or he can be restored 
through 24 hours of complete healing. 
These rules apply to any characters the 
psionicist has aided. 

The psionidst can also perform rudi- 
mentary communication with controlled 
pheromone releases. He can send rudi- 
mentary information but has no means to 
interpret the answers received. 

In the DARK SUN* campaign, thri- 
kreen regard this power as most distaste 
ful, a savage ahuse of psionics against the 
near perfect order of common insect life. 



Photosynthesis 
Power score: Constitution +I 
Initid Cost: 
Maintenance Cost 2/turn 

Preparation Time: 1 
Area of Effeci: Personal 
Prerequisites: Nolle 
Roll of Power Score: User fills his daily requirement 

for food and water after one 
turn of rest 
User lapses into a slight doze 
and sleeps until mused or dark- 
ness faus 

Reduction 
Power Score: Constitution -2 
Iniiial Cost Varies 
Maintenance Cost: l/round 

Preparation Time: 0 
Area of Effect: 

Roll of Power Score: 

Person a 1 

Each PSP spent results in twice 
the described effect (if desired) 
User doubles in size and stays 
this big for an hour or until 
he uses the power again 
successfully 

rower sore: 
Initial Cost: 
Maintenance Cost 3/round 

Preparation Time: 0 
Area of Effect: Individual 
Pre uisites: Immovability 

Power Score: Power achieves stage three 
immediately 
Power affects the psionicist 
instead 

Shared Strength 
rower score: Constitution 4 
Initial Cost: 
Maintenance Cost: Z/round 

Preparation Time: 0 
Area of Effect: Individual 

Roll of Power Score: The point transfer is 1 to 1 

for a day; if she fails a save VS. 
paralyzation, the loss is 
permanent 

user lose one Sbtngth point 

Spider Touch 
Power sore:  
Initial Cost 

Preparation Time: 0 
Area of Effect: Personal 

a +2 Dexterity bonus while 
maintaining power 
User gets stuck to the surface 



Photosynthesis 
A psionicist can gain energy and rejuvena- 
tion from the energy of the sun by using 
this power. For each turn that he rests in a 
sunny area while using photosynthesis, he 
heals one hit point from any damage he 
may have sustained. If the psionicist main- 
tains photosynthesis for an hour or more, 
he satisfies his need for one meal that day 
and only requires half of the water he 
would normally have to drink. 

The psionicist must remain still while 
using the power or he gains no benefit 
from it. 

Reduction 
This power is the reverse of expansion. The 
psionicist can reduce his body's dimen- 
sions along any or all dimensions: height, 
length, width, or thickness. The change 
amounts to 1 foot per PSP spent, until the 
dimension being affected is 1 foot or less. 
After that, the user can halve his dimen- 
sions each time he spends a PSP. The 
psionicist's equipment is not affected. 

For example, let's assume a psionicist 
stands 6 feet tall. Five PSPs reduce his 
height to 1 foot. Three more PSPs halve his 
size three times: to 6 inches, then 3 inches, 
and finally to 1.5 inches. 

Rigidity 
This power stiffens the joints and muscula- 
ture of the affected mature, slowing it 
gradually until it can barely function. Only 
human-sized creahlres or smaller can be 
affected. Most undead, such as skeletons 
and zombies, are affected, but noncorpore- 
a1 creatures are not. 

The power's effectiveness is measured 
in stages. The first stage is attained after 
the initial cost and a successful power 
check. The second stage is reached on the 
first round that the power is maintained, 
and the third stage on any rounds main- 
tained after that. After maintenance stops, 
the creature gradually recovers its agility, 
one stage per round until normal. 

Shared Strength 
The psianicist can effectively lend his 
physical Strength to another character. The 
psionicist sacrifices two of his own 
Strength points (ability points, not PSPs) 
for every single point the recipient gains. 
This transfer remains in effect until the 
psionicist stops maintaining the power- 
then all paints return in one round. If the 
recipient is killed before the psionicist gets 
his Strength points back, the psionicist's 
Strength score is permanently reduced. 

If the psionicist's power check roll is 1, 
he must expend three points for each point 
the recipient gains (instead of two for one). 
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Now let's assume the psionicist only 
wants to make his arm thin enough to slide 
through a keyhole. At its thickest point, his 
arm measures 4 inches across. Three PSPs 
reduce the thickness of his arm to K inch 
(from 4 to 2, then to 1, then to X) without 
altering its length at all. He can now slide 
his arm through the keyhole and unlock 
the door from the inside. 

To Hit Initiative AC 
Stage Penalty Penalty Penalty 

1 Sl 

Affected creatures have difficulty com- 
municating physically, and their powers df 
observation are severely impaired. 
Spellcasters can't perform somatic and ver- 
bal components if beyond stage one. 
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Spider Touch 
This power allows the psionicist to form 
strong, sticky pads on her fingers and toes. 
She can use these pads to adhere to almost 
any natural surface. While she maintains 
spider touch, the psionicist can climb or 
move across vertical walls and cliffs at her 
normal movement rate with no fear of 
falling. 

As a secondary effect, the user's grip- 
ping Strength increases to 20 for purposes 
of keeping hold of items. 

01994 TSR, Inc. All Righis Reserved. 
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Strength of the Land 
rower sore: Constitution -2 
Initial Cost: 
Maintenance Cost: Z/round 

Preparation Time: 0 
Area of Effet: Individual 
Prerequisites: Lend health, share strength 
Roll of Power Score: Effects last five rounds beyond 

maintenance 
Land has no strength to lend; 
initial cost is still spent 

Suspend Animation 
rower score: 
Initid cost: 

Preparation T h e :  5 
Area of Effect: Individual 

Banishment 
Power score: 
Initial Cost: 
Maintenance Cost: lO/mund 

Preparation Time: 0 
Area of Effect: Individual 

Both the intended victim and 

Power Score: 
Initial Cost: 
Maintenance Cost: I/rurn 

Summon planar energies, 
Summon lanar creature 
Area of elect doubles if user 
desires 
User blasts hhself into the 

Roil of Power Score: 

Probability Travel 
Power Score: inte11igence 
Initial Cost: 
Maintenance Cost: B/hour 

Preparation Time: 2 
Area of Effect: Individual + 
Roll of Power Score: 

U n 1 im it e d 

Color pool is whee  the user 
wants it to be 
User attracts the attention of an 
astral creahlre, which may be 
hostile at DM’s dismtion 



Strength of the Land 
This power works best in a DARK SUNB 
campaign. It lets the psionicist tap into the 
strength of the local spirit of the land, lend- 
ing that strength temporarily to one other 
creature. The affected creature gains 25 
"phantom" hit points (the next 25 points of 
damage taken come off these rather than 
its own hit points); a +3 bonus to attack 
and damage rolls, regardless of the 
weapon used; and automatic 25% magic 
resistance. These benefits remain in effect 
until the user ceases maintenance. 

There is always the danger of arousing 
the spirit itself, especially if its strength is 
being used for destruction of its domain. 
The base chance of having to explain one- 
self to the local spirit of the land is 5%. The 

Suspend Animation 
This power allows a psionicist to "play 
dead-bringing all life functions to a vir- 
tual halt. Only the most careful examina- 
tion will show that the character is still 
alive. Even psianic powers such as life 
detection and ESP will not turn up any evi- 
dence of life unless those powers are main- 
tained for at least three rounds. Use of the 
probe power will detect life immediately 

The psionicist can remain in suspended 
animation for a number of weeks equal to 
the results of his power check, or less. 
When he wishes to put himself to sleep, he 
first decides when he wants to wake. Then 
he makes his power check. If the number 
rolled is less than the time he hoped to he 
"suspended," he awakens prematurely 

Banishment 
With this power, a psionicist can teleport a 
mature against its will to a pocket dimen- 
sion and hold it there. The creature being 
banished must be extremely close-within 
5 yards of the psionicist. The pocket 
dimension is a featureless area with a 
benign environment-hot or cold, dark or 
light, hut not so much to cause injury 

Banishment has a boomerang feature. If 
the psionicist fails to pay the maintenance 
cost, the banished creature automatically 
returns to its original location. The creature 
can't appear in a location that now con- 
tains other matter, however (for example, a 
doorway that has been closed, or a spot 
now trapped with sharp stakes). If this 
happens, the creature returns to the nearest 

Planar Transposition 
This High Sdence allows the psionicist to 
switch a portion of the Prime Material Plane 
for a portion of another plane. If the psionicist 
transposes his surroundings with one of the 
Inner (Elemental) Planes or the Ethereal or 
Astral Planes, the initial cost is 65 FsPs. If he 
actually summons a portion of an Outer 
Plane, the cost is 130. 

The psionicist may attempt to switch a 
larger area than the normal 30-foot cube. For 
each additional 30-foot cube he attempts to 
transfer, he suffers a -1 penalty to his power 
score. The psionidst may instead transpose a 
donut-shaped ring 10 feet in diameter. The 
transposed planes remain switched for as 
long as the power is maintained. 

Inanimate objects can he partially trans- 
posed, so a castle may be half in the Prime 

Probability Travel 
This power allows a user to physically tra- 
verse the Astral Plane as if he's in astral 
form. It has a distinct advantage over mag- 
ical astral travel-the user never leaves his 
physical form. He has no silvery cord to 
worry about, either. 

The Astral Plane contains color pools 
that serve as highways to the Outer Planes. 

A user can travel the Astral Plane at 10 
yards per round per Intelligence point. 
After Id616 hours of travel, the user reach- 
es the color pool he seeks. There is a flat 
75% chance that this pool leads to theexact 
destination the user wants. Otherwise, it is 
at least 10 miles off target-maybe more. 

A user can take other persons (as 
defined by the charm person spell) along on 

DM may modify this chance according to 
the situation. The encounter itself should 
be role-played. 
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Another willing character can also be 
suspended for the same E P  cost (not at 
the same time as the psionicist, however). 
This has a preparation time of one hour 
and a range of touch. 
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open space. The psionicist can't rely on the 
boomerang feature to kill or harm a ban- 
ished creature. 

As long as the psionicist pays the main- 
tenance cost, the creahue will not automati- 
cally return. If the creature has access to the 
Astral or Ethereal Planes, or if it can teleport 
between planes, it could try to return that 
way If the user is still maintaining the 
power, however, a psychic contest takes 
place. If the user wins, the banished crea- 
ture can't return. 

On a power check roll of 20, the ban- 
ished creature returns when the user stops 
maintaining the power. The user must 
return via some other method, however: 
teleportation, probability travel, etc. 
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Material Plane with the user and half in the 
Elemental Plane of Fire. However, living m a -  
h v e s  are either all in or all out. If a creative 
wanders from its transposed area, it doesn't 
return when the user stops the power. 
Exhaplanar creatures may be !gabbed along 
with il rhnnk nf nlilne 
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a probability kip. Each passenger costs 12 
extra PsPs initially, plus 4 extra Psps per 
hour, and adds one-half hour to the time 
needed to find the correct calor pool. 
Passengers must travel voluntarily; they 
can't be dragged along against their wills. 

Physical bodies can't affect astral hod- 
ies in any way, hut psionics works against 
the minds of astral travelers. Most magical 
items don't work here. 

If the user turns off the power, he does 
not exit the Astral Plane. Instead, he's 
stranded, unable to move except by push- 
ing off solid objects. He's also stranded if 
he runs out of PSPs or is knocked uncon- 
scious. The only exit from this plane is via 
a color pool. 
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Summon Planar Creature 
Power score: Intelligence 4 
Initial cost: 
Maintenance Cost: Not applicable 

Preparation Time: 12 
Area of Effect: 1 creature 

Roll of Power Score: Summoned creature is not angry 
with user 
User attracts the attention of a 

without summoning it 
powerful, exhaplanar creature 

Summon Planar Energies 
power sore: Intelligence 
Initial Cost: 
Maintenance Cost: Not applicable 

hparation Zme: 1 
Area of Effect 

Roll of Power Score: 
Summon planar a-eahxe 
User taps potent source; add 
one die of damage 
User accidentally summom a 
planar creame 

A 

Power Score: 
Initial cost: 
Maintenance Cost: 

Preparation Time: 
Area of Effect: 
Prerequisites: 
Roll of Power Score: 

Roll of 2 0  
Reference: 

Range: 

Teleport 
Intelligence 
101 
Not applicable 
Infinite " " 
Personal 
None 
PSP cost is reduced by 20%, 
rounded up 
No additional effect 
CPH page 67 

Teleport Other 
rower Score: Intelligence -2 
Initial Cost: IO+ 
Maintenance Cost: Not ap liable 

Preparation lime: 0 
Area of Effect: Not applicable 
Prerequisites: Teleport 
Roll of Power Sore: 

Range: 10 yarBs 

PSP cost is reduced by 20% 
~ ~~~~~ ,~, ~~~~ IUUnUr" up 
Teleporters are E 
disofiented; can 
and receive a 4 
die rolls for Id4 

Roll of 2 0  

Reference: CPH page 68 

IeriOUSly 
't cast spells 
penalty on all 
turns 

Power score: 
Initid Cost: 

Area of Effect: 
Prere uisites: 
Roll 3 Power Xore: No additional effect 

User must save vs. spells or 
become dislocated in time 
stream, landing at a random 
point in jomney and assuming 
it as his native time 



Summon Planar Creature 
This science allows a psionicist to reach 
into another plane, grab whatever creature 
she happens to find there, and teleport to 
her own plane. The summoned creature is 
disoriented far one round, suffering a -2 
penalty to initiative, attack, and saving 
throw rolls. 

Psionic summoning doesn't grant con- 
trol or return the creature automatically It 
merely teleports something from there to 
here. The user can make the summoned 
creature appear anywhere within 200 
yards of her position. If the user's power 
check roll is 2, this range is reduced to 50 
yards. If the check is 1, the range is 10 
yards. 

The psionidst chooses the plane; she 
doesn't choose the creature. A creature 
from an elemental plane will usually be an 
elemental. A creature from an Outer Plane 
will probably be a native, but it could he a 
visitor. The Astral and Ethereal Planes are 
frequented by beings of every imaginable 
description. 

It costs 45 PSPs to summon a creature 
fmm the Astral or Ethereal Plane. To sum- 
mon a creature from an Inner or Outer 
Plane, the cost is 90 PSPs. 

Summon Planar Energies 
This power lets the user summon energy 
from the planes and use it for attack. The 
Para-elemental Planes and Quasi-elemen- 
tal Planes are most useful for summoning 
h a d  energy 

Plane Attack Damage Modifier 
Fire Flame 2d8 0 
Sun HeatRay ld12x2 -2 

Radiance Incandescent ld20x2 4 
Magma Lava 3d8 -2 

Lightning Lightning 3d8 4 
Salt Dehydrating 4d4 4 
Ash Cold 5d4 4 
Positive Energy 3d12 -6 
Negative Energy 3d12 -6 

Teleport 
This power allows a psionicist to teleport to a 
familiar spot. The destination must be a place 
the user knows and can picture mentally-ven 
If she's never been there. For example, the user 
may still know the location via a sight link 

The user can teleport to a place even if it has 
somehow changed from the way she pictures it 
(rearranging a room won't affect the teleport). 

Teleports always take characters to a fined 
location. Tdeport is istantan-eous. There is a 
slight audible pop at both ends to signal the 
event. 

Restraints do not affect teleporting. Clothing 
does accompany the user. She can also c a n y  
small items and wear equipment up to one-fiith 
her body mass. Doubling the amount of PSPs 
lets the user carry up to three times her body 
mass, or take along up to two othen she has a 
firm grasp 0". 

Teleport Other 
This power is identical to teleport, except 
that it is used to teleport characters other 
than the psionicist. The psianicist stays 
where he is while someone else is telepart- 
ed. The character must be willing to be 
teleported or unconscious. PSP costs and 
power score modifications are the same as 
for teleport. If the psionicist pays twice the 
usual PSP cost, he can teleport up to three 
characters, provided they are firmly grasp- 
ing one another. 

Regardless of the form of energy used, 
the victim may attempt a saving throw vs. 
spells for half damage. This power is very 
taxing, and if a psionicist attempts to sum- 
mon planar energies more than twice in a 
single day, she must save vs. spells or fall 
unconscious for Id6 turns. 

See Tke Will and the Way accessoly for 
specific effects of the energy farms. 

If the power check is 1 or 2, the teleporter(4 
may take no actions for one round after artiv- 
ing. For the next Id6 rounds, she receives a -2 
penalty to initiative, power check, and attack 
mils. 

Distance 
10 yards 
100 yards 
1,000yards 
10 miles 
100 miles 
1.000 miles 
10,000 miles 
Interplanetary' 

Initial 
Cost 
10 
20 
30 
40 
50 
60 
70 
100 

Power score 
Modifier , 

* Teleport works only within a given plane or 
crystal sphere. 
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Initial 
Distance cost 
10 yards 10 
100 yards 20 
1,000 yards 30 
10 miles 40 
100 miles 50 
1,000 miles 60 
10,000 miles 70 
Interplanetary" 100 

Power Score 
Modifier 

+I 
0 
-1 
-2 
-3 
4 
-5 
4 

* Teleport other works only within a given 
plane or crystal sphere. 

change it. 
Like the past, the future is malleable. Time Travel 

This power allows the user to enter the Once the psionicist has glimpsed the 
time stream and journey to different times. future, historical inertia takes over and 
The farther a psionicist travels in time, the begins to bend events to follow the 
more costly the hip. revealed timeline. This destiny can only be 

If the psionicist knows the teleport avoided with great difficulty. 
other power, he may bring along one com- 
panion per level for an additional cost of 20 DiStanCe Cost Score Modifier 
PSPs each. While gone, time keeps running 1 day or less 20 0 
as normal; if he spends eight hours in the 1 week 30 -1 
past, he returns to a point eight hours after 1 month 40 -2 
he left. 1 year 50 -3 

When traveling to the past, the DM 10years 60 4 
should be guided by two prindples: once 100 years 70 -5 
an event has been changed once, it can 1,000 years 80 4 
never be changed again; and events tend to 10,000 years + 100 -8 
have a historical inertia. The more impor- 
tant the event, the more difficult it is to 
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Wormhole 
rower score: Intelligence -2 
Initial Cost: 
Maintenance Cost: 8+ 

Preparation Time: 1 
Area of Effect: 

Roll of Power %ore: 
Dimensional door 
Maintenance cost is halved 
User creates a dimensional 
vortex; save vs. spells or be 
transported lOdlO miles in a 
random, horizontal direction 

Astral Projection 
Power score: Intelligence 
Initid cost: 
Maintenance Cost: 2/hour 

Preparation Time: I 
Area of Effect: Personal 

Roll of Power Score: 

Not applicable 

Prerequisites: None 
First color pool found is pmise- 
ly where psionidst wants it 
User attracts the attention of a 
powerful creature in the astral 

power score: Intelligence +I 
Initial Cost: 
Maintenance Cost: ?/round 

Preparation Time: 0 
Area of Effect: Personal 
Prere Uisites: 
Roll $Power Score: User automatically hlinh away 

before enemies can strike 
User stunned for Id4 rounds at 
a distance of 3d10 feet h m  
starting location 

Prerequisites: 
Roll of Powei 

Roll of 20: 

Reference: 

,re: 
None' 
Transit doen't cause 
disorientation 
User is momentarily 
the transit dimension 
disoriented as if he hi 
through the portal 
CPH page 69 

q m s e d  to 
and is 
id stepped 

Dimensional Screen 
power Score: Constihltion-3 
Initial Cost 

Prere uisites: 
Roll 3 Power Sam:  Large objects or creahlres are 

harmlesly bounced away by 
the s m  
User is dimensional d o o d  
3d10 x 10 yards in random 
dimtion; ~ a v e  vs. spells or be 
stunned for Id10 mmds 



the'portal may ha& any orientation and ;e 
any size up to 10 feet by 10 feet square. If the 
user wishes to, he can hy to make the worm- 
hole larger; each doubling in portal size adds 
an additional -2 penalty to the power check. 

The other end of the wormhole will be of 
identical size and can be placed at any point 
the user has ever seen. It can also be posi- 
tioned at any place he can reference from 
where he currently is, whether or not he's 
ever been there. 

The wormhole's entrances remain 
motionless. Anything can pass through, to he 
instantly transported to the other side. The 

Astral Projection 
This power is similar to probability travel, 
except the user travels without her physi- 
cal body. Instead, an astral body is created. 
This astral body immediately leaps into the 
Astral Plane, and only creatures or charac- 
ters on the Astral Plane can see it. 

A silvery cord connects the astral body 
to the physical one. It is visible as a translu- 
cent string that stretches 10 feet from the 
astral body and then becomes invisible. If 
the cord is severed, both bodies (and the 
character) die. The silvery cord is nearly 
indestructible. Usually, it can be severed 
only by a powerful psychic wind or the sil- 
vm swords of the githyanki. 

The Astral Plane is used to get to other 
destinationsa distant point on the Prime 

Blink 
By using the blink power, the psionicist ini- 
tiates a series of random, short-range tele- 
portations that make him very hard to hit 
in combat. Each mund, the psionicist auto- 
matically blinks once at a randomly deter- 
mined time in the initiative order; roll ld l0  
and note the initiative number of the blink. 
In order to strike at the user, his opponents 
must have a better initiative than his blink 
time. 

Each blink carries the psionicist 3d10 
feet in a random direction. (Roll I d 8  1 = 
straight ahead, 2 = ahead and to the right, 
3 = to the right, and so on.) However, the 
psionicist's blinks will never carry him into 
a solid object or any kind of danger, such 
as a fire or over a cliff edge. 

Dimensional Door 
Using this power, a psionicist opens a 
human-sized portal that leads to the edge of 
another dimension. The edge acts as a light- 
ning-quick transit system, canying travelers 
to a destination chosen by the user. 

The vaguely outlined portal appears in 
front of the user. At the same time, an identi- 
cal portal appears whmver he wants it (with- 
in the power's range). The door can have any 
orientation the user wants Stepping into 
either portal allows a character to immediate 
ly step out of the other. Both doors m a j n  in 
place while the user maintains the power. 

Travel via this power is disorienting. A 
traveler is dazed and can't attack or move 
for one round after stepping through. 
Quick transit is advised. Poking a head 

Dimensional Screen 
This power allows the psionicist to wrap a 
dimensional door around his body to pro- 
tect him from attacks. The screen is a shim- 
mering cylinder as tall as the psionicist 
that surrounds him at a range of 2 feet. 
Any missile or hand-held weapon that 
strikes the sawn is instantly transported 
to a corresponding point on the other 
s i d e s o  amws and spears pass through 
the space occupied by the psionicist with- 
out harming him or being impeded in their 
flight. 

The protection also applies to creatures 
trying to attack with tooth or claw, or other 
characters trylng to grapple the user. They 
pass through the screen, emerging on the 
opposite side. Most forms of energy will 

Distance Cost Maintenance 
100 yards 24 8/mund 
1,000 yards 36 12/round 
10 miles 48 I6/round 
100 miles 60 20/mund 
1,000 miles 72 24/round 
10,020 miles 100 30/round 
Interplanetary" 150 50/round 

*Wormhole works only within a given plane 
or crystal sphere. 

I 
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Material Plane or a location on another 
plane. When the user reaches her destina- 
tion, a temporary physical body is formed 
there. It resembles the user's real body, and 
the two are connected by the invisible, sil- 
very cord. If either the astral or the tempo- 
rary physical body is killed, the cord 
returns the psyche of the user hack to her 
real physical body 

A temporary physical body is not 
formed if the user travels to another laca- 
tion on the same plane as her real body 
She can view that location in astral form, 
but can't affect it in any physical, magical, 
or psionic way 
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The psionicist may attempt to strike 
before he blinks, in which case he must 
beat his awn blink initiative, or he can hold 
his action until the end of the round. 
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through a door requires a system shock 
roll. Failure means the character loses 50% 
of his current hit points and passes out. 

Attacks made through a door receive a 
4 penalty. Adoor has only one side and no 
thickness; it doesn't exist from the "back" 
and can't be used to screen missile attacks. 
Up to five characters per round can use a 
door in combat; if a group lines up, 10 can 
step through per round. 

Distance Between Power Score 
Doam Modifier 
50 yards 0 
75 yards -2 
100 yards -5 

200 yards -12 
150 yards -8 
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also be diverted by the screen. 
The dimensional screen has two limita- 

tions: the psionicist can't pierce his own 
screen with any weapon or form of energy; 
the screen fails if an object larger than the 
screen moves into contact with it. 

Magical spells like charm person, sleep, 
or cloudkill project no energy Some psionic 
powers may also penetrate the screen. 
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Dimension Walk 
rower score Constitution -2 
Initial Cost: 
Maintenance Cost: 4 I k  

Preparation Time: 2 
Area of Effect: PerSO".%l 
Prerequisites: None 
Roll of Power Score: 

Not applicable 

User receives a t 2  bonus to 
Wisdom checks 
Ovemme with vertigo, user can 
do nothing hut retch for three 
rounds 

Dream Travel 
power score: Wisdom -4 
Initial cost: 1/25 miles 
Maintenance Cost: Not applicable 

must save vs. paralyzation or 

Duo-Dimension 
Power score: 
Initid cost: 
Maintenance Cost: 4/round 

Area of Effect: 
Prere uisites: None 
Roll 3 Power Score: User's wea on gains effects of 

dimension {lade at no addition- 
al COSt 
Psionkist vanishes into a pocket 

Ethereal Traveler 
Power score: Wisdom 4 

Psionidst collides unexpectedly 
with a derniplane in the 
Ethereal; the power fails and 

sionicist takes 4d4 points of 



The dimension blade can also be used 
to cleanly sever inanimate objects, such as 
an opponent‘s weapon, a stone pillar, or 
the axle of a wagon. Any object struck by a 
dimension blade must make an item sav- 
ing throw vs. disintegration or be sliced in 
half. 

Dimension Blade 
A psionicist can use her control of dimen- 
sions to make her sword into an infinitely 
sharp blade hy making it two-dimensional. 
Almost any hand-held weapon can be 
altered with this power, even bludgeoning 
weapons (such as hammers or maces). 
Only jointed, chain, or rope weapons (such 
as whips or flails) can’t be made into 
dimension blades. 

While this power is in effect, the psian- 
icist‘s weapon ignores any armor worn by 
the victim. Only Dexterity and magical 
protection apply In the case of monsters, 
the DM must decide if the creature’s 
Amor Class is due to thick, amorlike hide 
or natural quickness. In addition, the blade 
gains a i 2  to attack and damage rolls. 
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Dimension Walk 
With this power, a psionicist can travel 
from place to place in her own dimension 
by piercing other dimensions at right 
angles. A dimension walk is not traumatiz- 
ing, and the range a i  travel is greater. Only 
the psionicist can travel this way, and she 
can easily get lost. 

The user opens a vaguely shimmering 
portal which only she can enter. Upon 
entering, it closes, engulfing the user in a 
featureless, inky grayness. The psionicist 
can travel through tbis gray realm at a 
speed of 21 miles per turn. She can’t see 
where she is or where she’s going, and has . only her instinct to guide her. She must 
make a Wisdom check every hwn. If these 
checks succeed, she’ll find henelf at her 

Dream Travel 
With this powerful but unreliable devotion, a 
psionioniast journeys in his dreams and awak 
ens wherever his nodurnal wandering car- 
ried him. The user can take other characters 
on this jomey, but it‘s more difficult. 

The user must be asleep to use this 
power. In his sleep, he fashions a dream 
that involves traveling from his present 
location to his intended destination. The 
DM secretly makes a power check for the 
user. If the check succeeds, the user reach- 
es his destin-ation. If it fails, the user falls 
short 10% for each point that the die roll 
exceeded the power score. All dream jour- 
neys take approximately eight hours to 
complete, successful or not. 

The psionicist can bring other charac- 

chosen destination when she steps out of 
the realm. If any single Wisdom check fails, 
the user strays from her course by several 
miles. The DM can place her in any loca- 
tion within the maximum distance she 
moved from her starting point. This power 
doesn’t help her get her bearings. 

The user can bring along as much as 
she can carry, but bags ojholding and other 
dimensional storage devices spill their 
contents when taken on a dimension walk. 
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ten on a dream travel, but his power score 
is reduced by one point for each passenger 
he carries. Passengers must also be asleep. 
A single power check launches everyone 
on the dream journey The user must pay 
the PSP cost of the trip for each character 
accompanying him in the dream. Normal 
animals (horses, dogs, etc.) require a sepi- 
rate power check for each, and power 
scores are halved (rounded down) for 
these checks. 

Dream travelers awaken when they 
reach their destination. Characters and 
equipment fade away from the place they 
lay sleeping to fade into being at the desti- 
nation-in sleeping posture but fully 
awake. 
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in front of or behind her. While she is two- 
dimensional, she suffers double damage 
from any successful attack. 

Duo-Dimension 
With this power a psionicist can alter her 
own dimensions so that she has height and 
width, but no depth. She becomes a t w e  
dimensional image that has no thickness; 
her third dimension is transferred to 
another plane and remains there as long as 
she maintains this power. The advantage 
of this lies in the fact that she simply does 
not exist if seen from the side, and is thus 
completely invisible and immune to any 
attacks from that direction. She can fit 
through the thinnest cracks by edging side- 
ways, as long as there is vertical clearance 
for her. 

The psionicist can move and attack as 
normal, and she isn’t invulnerableshe 
can be attacked normally by any opponent 

Ethereal Traveler 
With this power the user can psionidly 
teleport herself to the Ethereal Plane or to 
any Border Ethereal region. With this psy- 
choportation devotion the psionicist sim- 
ply ceases to exist on the Prime Material 
Plane and begins to exist on the Ethereal, 
but only in ethereal form-the psionicist‘s 
physical form is temporarily lost. 

In ethereal form, the psionicist can’t be 
harmed-ethereal objects pass through 
one another easily The psionicist can’t, in 
turn, harm other creatures or objects, or 
even pick them up or move them about. 

The psionicist can’t directly teleport to 
the Inner Planes beyond the Ethereal, but 
she can move there in ethereal form by 
simply crossing the Border Ethereal. Once 
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she leaves the Ethereal she regains her 
physical form and the power ends. 
Otherwise, the power ends when she stops 
paying maintenance, and her body remate- 
rializes exactly where it was before. 

More information on the Prime 
Material, Ethereal, Border Ethereal, and 
Inner Planes is given in the Priests section 
of Dragon Kings, and in the PLAN ESCAPE^^ 
campaign setting. 
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Power Score: 
Initial Cost 
Maintenance Cost: 
Range: 
knaration Time: 
A& of Effect: 
krequisites: 
Roll of Power Score: 

Roll of 2 0  

Reference: 

Phase 
wisdom -1 
6 
6/round 
0 
0 
PeBXld 
None 
User's phased movement rate 
doubles 
User must save vs. death at +4 
or be disintegrated ww page 82 

Phase Object 
rower scorn: Wisdom -3 
Initial Cost: 
Maintenance Cost: Slmund 

User must save vs. spells or dis- 
integrate a random item of his 

Pocket Dimension 
Power Score: Wisdom 
Initial Cost: 

Anything placed in the pocket 
dimension drift?, into an alien 

Shadow Walk 
rower sore: 
Initial Cost: 

Roll of Power Score: User may travel to any shadow 
within 2 miles 

summon Id4 shadows who 
User must save "8. spells or 

Spatial Distortion 
rower Score: 
Initial Cost: 

Area of Effect 

from 25400% normal 
Psionidst doubles a l l  distances 



Phase 
This power allows a psionicist to shift his 
body’s molecules into a different frequen- 
cy of motion, making him ghostly and 
transparent to the unphased world. The 
user can walk through solid matter; his 
enemies’ weapons will pass right through 
him, and no physical force or energy can 
harm him. He can be affected by other 
phased objects or creatures. 

A phased character is not affected by 
gravity He will retain any falling momen- 
tum he has, but when he arrives a t  the 
ground he is not harmed. He can move 
over solid ground at his normal movement 
rate, over water or quicksand at onehalf 
normal, and through solid matter at one  
quarter his normal move. He moves verti- 

Phase Object 
With this devotion, the psionicist can 
extend her phasing powers to an object. A 
boulder blocking a tunnel can be phased in 
order to allow passage, an enemy’s sword 
can be rendered harmless, or a building 
can be forced to collapse by reducing its 
supports to an insubstantial form. 

The larger an object, the more difficult 
it is to phase: 1 PSP/lO pounds, with a 
minimum cost of 10 PSPs. Phasing an 
object doesn’t harm it. An object being 
phased can’t be affected by any physical 
force, but can be affected by other phased 
objects. A psianicist can use this power an 
his own sward to make it capable of harm- 
ing another phased character. 

Phased objects retain any momentum 

cally at 10 feet per round. If the character 
fails to maintain phasing while passing 
through matter, he takes 3d10 points of 
damage, falls into a coma for Id6 hours, 
and is trapped in the Ethereal Plane. 

It is difficult to achieve contact with a 
phased mind. Any psianic attacks suffer a 
4 penalty on their power checks, and the 
psionicist saves at +2 vs. any mind-affect- 
ing magic or effects. These same penalties 
affect the psionicist‘s own attacks while 
phased. 
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they had when they were affected, so a cat- 
apult missile will continue in its trajecto- 
ry-it just won’t do any damage when it 
strikes its target. Phased objects that were 
not moving stay where they were. 

If the object is being worn or carried by 
an unwilling subject, the victim may 
attempt a saving throw vs. spells to avoid 
the effect. 
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Pocket Dimension 
This devotion allows a psionidst to create 
a small storage area in extradimensional 
space. This storage area is a 5 foot cube, 
and can contain any amount of weight that 
will fit in the space provided. The storage 
area is accessed by a glowing doorway or 
hatch about 2 feet square. The access 
always stays in the same place relative to 
the psionicist, much like a Tenser’s Posting 
disk follows a wizard around. The access 
can be changed in size from fully closed to 
5 feet square at will. 

Any objects placed in the pocket 
dimension have no weight or bulk; the 
psionicist could carry 1,000 pounds of rock 
in his belt pouch, if he desired. However, 
when the psionicist ceases to maintain the 

power, the contents of the pocket dimen- 
sion appear at the location of the access 
and drop to the ground. 

Living creatures in the pocket dimen- 
sion exhaust the air supply in about 15 
minutes; however, the psionicist can leave 
the access partially open to allow air to cir- 
culate. The psionicist can’t enter his 06 
pocket dimension, but can reach in and 
retrieve anything inside. 
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Shadow Walk 
Shadow walk is a devotion that allows the 
psionicist to use the Demiplane of Shadow 
to instantly cross a space between two 
shadows. The psionicist can step into any 
shadow larger than his own body and tele- 
port to any other shadow in range. If he 
can see the shadow he is teleporting to, the 
cost is 9 PSPs; if he is teleporting blindly to 
a shadow that he can’t see fmm his current 
location, the cost is doubled. All of the 
psionicist‘s equipment and anything he is 
carrying is transported as well. 

This power is usually ineffective in 
bright daylight or on very dark nights. It 
works best in twilight conditions. The 
psionicist may use his own shadow to 
shadow walk. 
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smaller, so as to be easily crossable, or 
=eater to act as a defense. A friends fall Spatial Distortion 

A psionicist with this power can affect the 
dimensions of an area, making it larger or 
smaller than it appears. The base area of 
effect is a 20-foot cube, but the psionicist 
can affect a larger area by paying an initial 
cost of 4 PSPs per extra 20-foot cube he 
wishes to affect. The maintenance cost is 
always half of the initial cost. The area of 

&ld be shortened to cause less damage. 
Objects must be either wholly in or 

wholly out of the area of effect. The transi- 
tion into the area of effect is unnoticeable. 

effed can be tailored to the surroundings; 
for example, the base area of effect applied 
to a IO-foot-wide underground passage 
would affect an 80-foot length of passage. 

Within the area of effect, the psionicist 
can choose to make the distance twice or 
one-half what it should be. In the passage 
above, he can make it appear to be 40 to 
160 feet in length. A chasm could be made 
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Summon Object 
Power score: Intelligence 4 
Initial Cost: 
Maintenance Cost: Not applicable 

Area of Effect: 
Prerrquisites: 
Roll of Power Score: 
Roll of 20: 

preparation rime: n 

$, 
Refemce: 

I object 
Teleport object 
FSP costs are halved 
Object is teleported the normal 
distance in a random direction 
WW page 83 

u 

Teleport Lock 
rower Score: 
Initial Cost: 

Area of Effect: 
Pre uisites: Timdspace anchor 
Ro13Power score: user automatically wins any 

psychic contests he muzt fight 
with this power 
User must save YS. spells 01 be 
dragged along when the subject 



Summon Object 
This devotion allows a psionicist to bring a 
distant object to him. The item must be a 
single piece and weigh no more than 100 
pounds. Metal is harder to teleport and 
costs twice as much as normal, while 
obsidian is very hard to teleport and triples 
the PSP cost. The actual cost varies with 
the distance of the item from the psionicist. 

The psionicist must be able to either see 
the object he is teleporting, or know exad- 
ly where it is. If he left a sword hanging 
above the fireplace in his home, he can 
summon it-but if someone moved it, he 
can't summon it unless he uses clairvoy- 
ance to see where it is. 

If used to remove an object from some- 
one else, the victim receives a saving throw 

Distance' 
10 yards 
i n n  yards 
1,000 yards 
10 miles 
100 miles 
1,000 miles 
10,000 miles 

Cost Modifier 
30 +1 
35 0 
40 -1 
50 -3 
60 -5 
70 -7 

loo -9 

* Summon abject works only within a 
given plane or crystal sphere. 

- 
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Teleport Lock 
By using this power, a psionicist can pre- 
vent another mature within range from 
teleporting. All forms of teleportation, 
both magical and psionic, are blocked by 
teleport lock. A creature attempting to tele- 
port while under a teleport lock must win 
a psychic contest against the blocking 
psionicist, using its telepart score (or level 
for wizards) against the psionicist's tele 
port lock score. 

In addition to interfering with telepor- 
tation, this power also prevents magical or 
psionic blinking and plane shifting. 
Teleport lock doesn't prevent have1 by 
dimensional doors or dimension walk, but 
does prevent shadow walking. 
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Teleport Trigger 
power score: . Intelligence +I 
1nitial Cost: 

No additional effect 

Time Dilation 

Maintenance Cost: Not applicable 

Roll of Power Score: Rate maeased by one step at no 
additional cost 
Dilation fails and user must 
save YS. spells or age Id10 years 

Time Duplicate 
Power score: 
Initial cost: 

user must save YS. SI s or 

Time Shift 
rower Score: Intelligence 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: Pers0nal 

Roll of Power Score: No additional effect 
User is disoriented and suffers a 
-2 penalty on all die rolls for as 
many rounds as he intended to 



Teleport Object 
This power is identical to teleport and tele- 
port other, except that it teleports objects. 
This is much more difficult for materials 
than it is for living creatures. The item to be 
teleported must he a single piece and 
weigh no more than 100 pounds. Metal is 
harder to transport, and costs double its 
true weight for this calculation. Obsidian is 
harder still, counting triple. PSP cost and 
difficulty increase with distance, according 
to the table. 

still expended and the item is unaffected. 
If the power check fails, the paints are 

Teleport Trigger 
A teleport trigger is a programmed event 
that causes the psionicist to instantly and 
reflexively teleport to a safe location. After 
making a successful power check, the user 
must specify where he intends to go. He 
must also define very specifically what 
conditions will trigger the teleportation. 
These can he anything he wants, but the 
teleport will not be triggered unless he is 
aware that the conditions have been met. 

A typical trigger i s  if the user i s  reduced 
to 10 or fewer hit points. When such a pre- 
determined condition is fulfilled, the user 
instantly teleports to the programmed des- 
tination. 

When the teleport is triggered, the user 
must have enough PSPs remaining to tele- 

Time Dilation 
This power allows the psionidst to speed 
up  or slow down the flow of the time 
stream relative to herself. Slowing it down 
effectively hastes the user, while speeding 
the flow slows her. The amount of dilation 
affects the cost. 

If the psionicist hastes herself by slow- 
ing down the flow, she can maintain the 
power for a number of rounds (her own, 
not everyone else's) equal to her level. 
Movement, physical attack rates, and even 
spellcasting and psionic powers increase 
as well. 

However, any spell or psionic power 
that leaves the psionicist's accelerated time 
stream stands a chance of being disrupted. 
She must make a saving throw vs. spells to 

Distance Initial Power Score 
Cost Modifier 

10 yards 30 +1 
100 yards 35 0 
1,000 yards 40 -1 
10 miles 50 -3 
100 miles 60 -5 
1,000 miles 70 -7 
in,nnn miles loo -9 
Interplanetary' 200 -11 

' Teleport object works only within a given 
plane or crystal sphere. 
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port to that location (he pays the normal 
teleport power cost). He must also make a 
telepart power check, with penalties based 
on the distance traveled. If the check fails, 
so does the programmed teleport. 

No PSI'S are spent when the trigger is 
defined, hut the user spends two PSPs per 
hour from that time to maintain the trigger. 
The trigger remains in effect as long as the 
power is maintained. 
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use a spell or devotion in normal time. 
If the psionicist slows herself by speed- 

ing up the flow, the power lasts a number 
of her own turns equal to her level. When 
she ends the power she is automatically 
surprised by any enemy. The user con- 
sumes food and water and is affected hy 
poison at her own pace. 

Other powers being maintained are 
paid for only on her subjective rounds. 

Haste Slow Cost Modifier 
x2 x i m  1 R  -3 ~~ 

x3  X l j 2 0  36 -5 
x4 x1/50 54 -7 
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Time Duplicate 
This power allows the psionicist to travel 
forward in time to borrow a future self, 
brineine it hack to aid him in the oresent. 
Theis; only travels a round or &o into 
the future, like this: 

First Round User initiates power. 
Nothing appears to have happened. 

Second Round User's self from round 
three arrives, so there are now two psioni- 
cists. Both can act normally, hut the future 
self gains advantages since he knows what 
to expect. 

Third Round: The user journeys hack 
to round two to help himself, so there are 
no psionicists here. He has no existence at 
all during this round. 

Fourth Round The future psionicist 
who was borrowed from round three 
returns at the same spot and in the same 
condition he was in when round two 
ended. The time duplicate has ended. 

In round two, the future self has the 
option of winning the initiative or holding 
his attacks until the end of the round. He also 
gains a 4 bonus to Armor Class, +4 bonus to 
saving throws, and a +2 bonus to attack rolls. 

If the future self is injured or killed, 
there is no effect on the present psionicist. 
Any injuries to the present self are imme- 
diately duplicated on the future psionicist. 
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Time Shift 
This power allows the user to travel up to 
three rounds into the future and wait for time 
to utch up with him. He sees everything 
h z e n  m u n d  him just as it d be when that 
moment in the future actually arrive.. 

The psionidst enters a different reality 
when he uses this power. No one in the "still 
life" can see or detect him in any way He can 
move freely, putting hunself wherever he 
wants to be when he returns to normal time. 
But he can't affect anything around him, nor 
czln anything affect him. Even other time- 
stufted characters are invisible to each other. 
To characters in real h e ,  the user simply 
vanishe and then reappears sometime later. 

The user doesn't exist far any normal 
game purposes, and won't even know 

what happens while he is shifted. 
This power can't help a user escape 

psionic contact, however If an opponent has 
stablished contact or tangents and pays the 
maintenance cost, then these will be in effect 
when the user returns to normal h e .  

By leaping one round into the future, 
the user can put himself into position for 
an attack (+4 bonus to attack roll). Time 
shift lasts as long as the number of rounds 
shifted (1 to 3). 

Time PSP Power Score 
Shifted Cost Modifier 
1 round 3 0 
2rounds 6 -2 
3rounds 12 4 
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TimelSpace Anchor 
rower score: Intelligence 
Initial cost: 5 
Maintenance Cost: Ilround 

Preparation Time: 0 
Area of Effect: 3 yards 

Roll of Power Score: 

Roll of 2 0  

Range: 0 

Prerequisites: Nolle 
User receives a +2 bonus in any 

User is rooted to the spot lor 
Id6 rounds; during that time, he 
receives a -5 AC penalty 
CPH page 73 

resulting psychic contests 

Ref e re n c e : 

rower score: 
Initial cost: Varies 
Maintenance Cost: Not applicable 

Area of Effect: Personal 

Roll of Power Xore: Roll Id6 on the table on the 
reverse side; the result applies to 
the ejected being 
Ejection fails, but user still rolls 
Id6 on the table on the reverse 

. .  

Hallucination 
rower score: Intelligence -3 
Initial Cost: Contact 
Maintenance Cost 6lround 
Range: 100 yards 

Area of Effect: Individual 
Prerequisites: Mindlink, contact, fake sensory 

Roll of Power Score: 

Preparation b e :  0 

input 
Victim receives a 4 penalty 
to all saves and 20% of any 
damage is real 
User believes own hallucination 
for Id6 rounds 

Roll of 2 0  

ReleEnCe: WW page 86 



TimelSpace Anchor 
This power protects a psionicist against 
unwanted teleportation. When the power 
is in effect, the user can’t be teleported 
against his will unless he loses a psychic 
contest. 

Anyone or anything else inside a 3- 
yard radius is also protected using the 
psionicist’s power score. Items are protect- 
ed automatically, but living creatures or 
characters are protected only if the psioni- 
cist wants them to be. Each additional crea- 
ture protected costs another PSP per 
round. 

This power can’t prevent a character 
from teleporting away. It only prevents 
teleporting from an outside source. 
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Domination 
This telepathic science can be used only 
against a contacted mind. With it, a user 
can project signals from her own mind into 
the mind of one other character or creature. 
As a result, the subject is forced to do near- 
ly anything the user wishes. The daminat- 
ed subject knows what‘s happening, but 
can’t resist the user‘s will. Commands are 
given mentally and automatically. 

The subject’s abilities are neither 
diminished nor enhanced by this power. 
The subject can be forced to use any power 
or ability he possesses, assuming the 
psianicist knows abaut it. Domination 
dwsn‘t reveal facts or secrets about the 
subject. 

When domination is attempted, the 

subject makes a saving thmw vs. spells. If 
successful, the subject is not dominated. If 
the save fails, the subject falls under the 
user’s control. Later, if the subject is forced 
to do something against his alignment, he 
can make another save to regain his free 
will. 

The cost to establish and maintain this 
power equals twice the cost to contact the 
subject. 
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Ejection 
This power is the final defense against 
unwanted contact. If one psionicist has 
forced contact with another’s mind, or has 
been granted contact and is now doing 
things he shouldn’t be, he can be ejected. 

The cost is twice the opponent‘s contact 
power score (even if contact was estab- 
lished through combat). 

Ejection is risky for the user. If the 
power check is 8 or less, consult the fal- 
lowing table to see what side effects the 
psionicist suffers. 

, 

Fate Link 
This power can only be used against a con- 
tacted mind. It enables a psianicist to inter- 
twine his own fate with that of another 
creature. If either being experiences pain, 
both feel it. When one loses hit points, both 
lose the same amount. If either dies, the 
other must immediately make a saving 
thmw vs. death to avoid the same fate. 

The only two damaging effects that can 
pass through a fate link are the direct loss 
of hit points and death. Effects such as poi- 
soning, being turned to stone, paralyza- 
tion, disease, or unconsciousness can’t. 
However, if the effect causes a loss of hit 
p i n t s  (poison that inflicted 20 hit points of 
damage, for example), the hit point loss 
would occur to both parties. 

Power Side 
Check Effect 

4 
5 

6 
7 

8 

Lose access to all sciences for 
Id10 hours 
Lose access to one discipline 
for Id10 hours (DMs choice) 
Lose Id10 + 10 PSPs 
Lose Id10 PSPs 
Lose one point of Constitution 
permanently 
Lose Id10 hit paints 
Sever only one portion of 
contact (one successful attack 
reestablishes it)  ever only two portions of 
contact (two successful attacks 
reestablishes it) 
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Fate link is an excellent insurance policy. 
If the psionicist wants to make sure that an 
NFC isn’t sending him to his death, he can 
use fate link to take the NPC hostage. 

#I53 of 288 01994 TSR, Inc. All Rights Reserved. 

effects of hallucinations are psychosomat- 
ic; the victim believes the effects, but he is 

Maintaining this power requires full 
concentration; making an attack OT initiiat- 
ing another psionic power gives the victim 
a saving throw vs. spells at +4 to break free 
of the hallucination. 

Hallucination 
This science allows the psianicist to project not really being hamed physically 
visions or images into the victim’s mind 
(like the spell phantasmalforce). The can 
make his victim believe he is seeing, hear. 
ing, or feeling almost anything. The user 
can attack the v ic t im with hallucinatory 
monsters or spells, deceive the victim by 
making a company of soldiers resemble a 
grove of palms, or even make him think 
that a flagon of sand contains cool water. 

The rules for adjudicating illusions on 
pages 84 and 130 of the Player’s Handbook 
work to determine the effects of any hallu- 
cination. If the user carefully constructs the 
hallucination and provides the victim with 
what he expects to see, the victim may not 
even get a saving throw. The physical 
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Mass Contact (High Science) 
rower Score: Wisdom 
Initial Cost Varies 
Maintenance Cost: l/round/subject 

Preparation The:  0 
Area of Effect IOO-yard radius 

Roll of Power Score: 

Range: Spedal 

Prerequisites: 10th level, contact 
AU established contacts are 
maintained fme of cost for first 
four rounds 
User must save vs. spells or lose 
all PSPs and fall unconscious f m  

Roll of 20: 

Zd4 hours 
Reference: WWpage86 

~~ ~ ~~~ ~ ~ 

Mass Domination 
rower score: Wisdom 4 
Initial Cost: COntPCt 
Maintenance Cost: Varies 

Preparation Time: 2 
Area of Effect: u p  to 5 creatures 

Mindlink, domination, 
contact 
Range increases to 100 yards 
Targets are aware of psionicist's 
efforts 

Roll of Power Score: 

Mindflame 
Power score: Wisdom 4 
Initial cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: S-foot x 20-foot cone (up to 6 

creatures) 
8th level, psychic crush, 
synaptic static 
Effects are advanced one 

Psionicist burns out power and 
m y  not use it agen for Zd8 
weeks 

Roll of Power Score: 

Mindlink 
Power Score: Wisdom -5 
Initial Cost: contact 
Maintenance Cost: 8/mund 

Unlimited 

Area of Effect: Individual 

Roll of Power Score: The mindlink allows one prob- 

ehiflcation or be stunned 

Power Score: 
Initial Cost: contact 
Maintenance Cost: 8/round 

Area of Effect: Individual 

Roll of Power Score: 
Mindlink, contact 
No saving throw allowed 
The power affects the sionicist 
instead of his intendelvictim 



All minds must be within 100 yards of 
each other. The user may choose which 
minds in the area of effect to contact, but 

Mass Contact 
This Hieh Science allows the teleoath to 
establis; contact with a number oi  minds 
at the same time instead of contacting each 
individually All of the range and life order 
modifiers listed for contact apply to mass 
contact. 

The cost is the sum of the contact costs 
for each subject. The initial cost varies with 
the levels of the subjects. 

must roll a check on each subject and 
spend the PSPs to contact them on a one- 
by-one basis. 

To save a lot of dicerolling, if there are 
20 subjects and the user has a score of 18, 
he affects 18 of them. 

The cost of follow-up powers must be 
paid for each subject, but the power checks 
can be statistically averaged. 

As a High Science, this science can’t be 
selected without first engaging in intensive 
meditation and research. 

21+ 25 

1155 of 288 01994 E R ,  h c  AU Pughh Rerewed 
~~~ 

about the subjects. 
When mass domination is attempted, 

each subject makes a saving throw vs. 
spells. If successful, the subject is not dom- 
inated. If the save fails, the subjects fall 
under the user’s control. Later, if the sub- 
ject is forced to do something against his 
alignment, he can make another save to 
regain his k will. 

The cost to maintain this power equals 
twice the subject’s level or Hit Dice, and it 
must be paid for each dominated subject. 

Mass Domination 
This telepathic science can only be used 
against contacted minds, With it, a user can 
project signals from her own mind into the 
minds of up to five other characters or crea- 
tures. As a result, the subjects are forced to 
do nearly anything the user wishes. The 
dominated subjects know what‘s happen- 
ing, but can’t resist the user’s will. Each 
subject must be contacted and dominated 
individually. Commands are given mental- 
ly and automatically. 

The subjects’ abilities are neither 
diminished nor enhanced by this power. 
The subjects can be forced to use any 
power or ability they possess, assuming 
the psionicist knows about them. Mass 
domination doesn’t reveal facts or semts 
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and defend normally. They must make a 
saving throw vs. spells to initiate psianics 
Or Cast a Spell. 

The effects can be fixed by psychic 
surgery, a limited wish, a cure serious wounds 
or more powerful healing spell. 

Additional uses per day suffer 4 
penalties on checks. Using mindflam’e 
shifts alimments toward evil. 

Mindflame 
This science allows a user to attack all crea- 
tures in the area of effect with a mental bar- 
rage. Other psionicists can protect them- 
selves with a mind blank or other defense, 
but mabnes without defense modes can 
be affected. Effects vary with the victim’s 
level or Hit Dice. ~~ ~ ~ . 

A vi& gets a saving t h w  vs. death to 
avoid effects. Those rendered comatose LeveWD Effect 
must make a second saving t h w  or die Less than 1 Coma (Id6 days), lose 
when coma ends. Those Gndered uncon- 
sdous must make a second saving throw or 
lapse into a coma (without the risk of death). 

tiate psionic powers, or cast spells, and suf- 
fer a -2 AC penalty. Dazed victims may 
move at half normal speed, attack at -2, 

Id3 points of Int 
Unconscious (2d4 turns), 
lose 1 point of Int 

Stunned victims can’t move, attack, ini- 2+14 Paralyzed (ld4 turns) 
Stunned (2d6 rounds) 
Dazed (ld3 rounds) 

1-2 

4+1-8 
8+1+ 
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Mindlink 
This power can only be used against con- 
tacted minds. It allows the user to commu- 
nicate wordlessly with any intelligent crea- 
ture he can contact (Intelligence score of 5 
or greater on a human scale). This is two- 
way communication. It is not the same as 
mind reading, because the psionicist 
receives only those thoughts which the 
subject wants to send. Language is not a 
barrier. Distance affects the user’s ability to 
make contact, but has no other effect (see 
the telepathic devotion, “contact”). 
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points. Intelligence and Wisdom losses 
mean priests lose bonus spells, their 
chance of spell failure rises, and eventually 
they can’t cast spells; while wizards suffer 
reductions in their maximum spell level, 
their chance to learn wells, and their m u -  

Mindwipe 
With this power, the psionidst systemati- 
cally seals off portions of the subjecys 
mind, making knowledge contained there 
inaccessible. 

This power can only be used on a con- 
tacted mind. When used, the subject makes 
a saving throw vs. spells. If successful, the 
mindwipe is thwarted for one round, but 
the user can try again the next round. 

Each round of mindwiping reduces the 
subject‘s Intelligence and Wisdom scores 
by one point, as well as his Hit Dice or 
experience level by one point. 

Victims may lose languages and profi- 
aencies, and have their magical defense 
adjustments reduced. Hit Dice and experi- 
ence loss affects everything except hit 

imum spells per level. 
When the number of available spells 

drop, a character must make an ability check 
to cast a spell of that level (wizards, 
Intelligence; priests, Wmdom). The check is 
made at the c u m t  scare. Success means the 
spell can be cast, failure meam it has been 
forgotten and no spell can be cast that round. 

Mindwipe seals off information; it does 
not erase it. Lost abilities and experience can 
be res tod  through psychic sugeq. 
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Power score: Wisdom -5 
Initial cost: Contact 
Maintenance Cost: 9/mund 

Preparation Time: 0 
Area of Effect Individual 

Roll of Power Score: 
Contact, ESP 
Two questions may be asked per 
round 
Subject knows about the probe 

- ./ 

Psionic Blast 
Power score: Wisdom -5 
Initial cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect Individual 

Roll of Power Score: 

20/40/60 yards 

Victim who fails save passes out 
for one m n  
No additional effect 

Switch Personality 
Power Score: 
Initial Cost: 
Maintenance Cost 

Preparation Time: 3 
Area of Effwt: Individual 

Roll of Power Score: 

Range: 

Prerequisites: Mill&, contact 
System shock rolls 
automatically succeed, and 
Constitution checks are only 
made once per week 

Id100 hours 
CPH page 78 

user lapses into a mma for 

Constitution 4 
Contad + 30 
Not applicable 
Touch 



conscious, as well as one who resists. A 
probe can even be camed out in the midst 
of melee, provided the user is close 
enough. The user knows when a probed 
wizard or cleric is casting a spell and the 
general effects of that spell. I 

Probe 
This power only works against a contacted 
mind, It is similar to the ESP devotion, but 
it allows a user to dig much deeper into a 
subjecrs subconscious, If the subject fails a 
saving thmw vs. spells, then all her memo- 
ries and knowledge are accessible to the 
user-from memories deep below the sur- 
face to those still f rah in the subject‘s 
mind. The information gained is not neces- 
sarily true, but it is tNe as far as the subject 
knows. 

The psionicist can learn the an3wer to 
one question per round. DMs have discre- 
tion in determining this rate. Complicated 
questions and answers may take longer 
than one round to resolve. 

Psionicists can probe a subjecr who is 
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medium, and long. At medium range, the 
user’s power score receives a -2 penalty. At 
10% range, the penalty is -5. 

Psionic Blast 
Psionic blast is a wave of brain force that 
can jolt a subject‘s mind like shocking 
news. This is one of the five telepathic 
attack modes used to establish contact 
with another mind. 

If this power is used against a mind 
that has already been contacted, the subject 
must save vs. death. Failure means he loses 
80% of his remaining hit points, but only in 
his mind. The hit points are still there; he 
only thinks they’re gone. He will pass out 
when the remaining 20% of his hit points 
are gone, hut he won’t die unless all of 
them are actually lost. The effect wears off 
after six m s .  Then, an unconscious char- 
acter awakens. 

The power has three ranges: short, 
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Superior Invisibility 
Superior invisibility is like the invisibility 
devotion, but it masks the user completely 
The psianicist makes no sound and has no 
smell, though she can still be felt if 
touched. If the user attacks someone phys- 
ically while maintaining this power, she 
automatically breaks contact with that 
character. 

This power can only be used against 
contacted minds. 

Switch Personality 
This science can only be used against con- 
tacted minds. It allows a psionicist to switch 
her mind with someone else’s. In effect, they 
switch bodies. The subject‘s mind inhabits 
the user’s body, while the user’s mind 
inhahits the subject‘s. The switch is perma- 
nent and lasts until the user employs this 
power to reverse the pmcess. 

Each character gains the other‘s physical 
athihutes. However, both minds retain their 
own knowledge and howledgebased abil- 
ities. For example, a psioninst who switches 
minds with a fighter gains the fighter’s hit 
points and physical ability scores (Str, Dex, 
Con). However, she retains her own 
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characters must make system shock rolls 
against their new Constitution scores. 
Failure lapses a character into a coma for 
Id100 hours. 

Both must make constitution checks 
every day to determine the rate of body 
degeneration. A failed check drops the 
Constitution score by one. If it falls to 0, the 
character dies. The loss is temporary, but 
doesn‘t reverse until the minds are switched 
back At that point, both recover one point of 
Con per day If either body dies, the minds 
don’t automatically switch back. 

The psianicist doesn’t lose her psianic 
powers if her Constitution score drops 
below 11. Power scores are adjusted 
accordingly, however. 

THACO, profidendes, and so forth. 
The switch takes a turn to complete and 

is traumatic. At the end of the turn, both 
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Tower of Iron Will 
This is one of the five telepathic defense 
modes used against unwanted contact. It 
relies on the superego to build an unassail- 
able haven for the brain. 

Like the intellect fortress devotion, this 
power has an area of effect beyond the 
psionicist‘s mind, although at 3 feet it‘s 
very limited. 

A psionicist can initiate one other 
psionic power during the round in which 
he uses tower of imn will 
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rower score: 
Initial Cost: 
Maintenance Cost: 2/twn 

Preparation Time: 0 
Area of Effect: 
Pre uisites: None 
RoU2 Power Score: Subjwtb) automatically betrays 

his own prrvious escape plans, 
and any companions to the 

Subjeds) becomes bent on escape 
and disrupts user’s p h  until he 
escapes or is slain 

Alignment Stabilization 
rower score: Wisdom -1 
Initial Cost: 
Maintenance Cost: IO/day 

Preparation Time: 0 
Area of Effect: Individual 
Prere uisites: Nolle 
Roll 3 Power Sore: Maintenance cost is only 5/day 

Psionidst becomes confused 
about his own aligment, as if 
under B confusion spell 



as long as they stay in range and the psion- 
icist continues to pay the maintenance cost. 
Especially harsh treawent may cancel the 
power's effectiveness. Allow mistreated 
matures a saving throw VS. paralyzation 
in such circumstances. 

Acceptance 
This power lets the psionicist make one or 
more individuals docile and passive in 
captivity. The psionicist gains no special 
control over the creatures, but their strong 
emotions associated with captivity are nul- 
lified. 

The power affects the psionicist's level 
in Hit Dice of creatures, pmvided they are 
in range. If more Hit Dice than that are in 
range, the smaller creatures are affected 
first (exces Hit Dice are lost). Creatures 
under this power do not escape, attack, 
starve themselves, or disobey basic com- 
mands (to move, sleep, work, etc.). They 
are not charmed and have no love of their 

~ 

captors. 
The creatures remain under the power 
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Alignment Stabilization 
This power is specific to the DARK SUND 
campaign setting. It lets the psianicist keep 
one half-giant on the same alignment. 
While stabilized, the half-giant doesn't 
change his alignment. The psionicist can't 
change the half-giant's alignment, only 
keep it fram changing. A half-giant will- 
ingly submits to this power if informed 
about it-at any given instant, a half-giant 
is convinced that his current alignment is 
the best possible, and has no argument 
about keeping it that way. When mainte- 
nance ceases, the half-giant most likely 
won't notice or care. 
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with the bow or tumbling would not. 
General personality traits remain despite 
the lass of memory. 

Amnesia 
This devotion allows the psionicist to inter- 
fere with the memory of a contacted m a -  
ture. As long as amnesia is maintained, the 
subjfft is unable to remember anything that 
occurred p"or to the psionicist's contact 
with his mind. The victim does remember 
events that O C N ~  in his amnesiac state, so he 
can mall  conversations or events that have 
occurred since the amnesia began. 

The exact effects of amnesia are left to 
the DM, but generally the victims remem- 
ber how to talk, how to walk,, how to eat, 
and other physical skills. Knowledge- 
based skills such as lock picking, spellcast- 
ing, or psionics use would be temporarily 
forgotten, but talents such as proficiency 
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If the danger is not apparent (such as 
poison in a goblet of wine), the victim 
could easily destroy himself in pursuit of 
theattraction. 

Attraction 
This power only works on a contacted 
mind. It is the opposite of the aversion 
devotion. It creates an overwhelming 
attraction to a particular person or thing- 
be it an item, creature, adion, or event. A 
victim will do whatever seems reasonable 
to get close to the object of his attraction. 

The key word is "reasonable." The vic- 
tim is completely fascinated, but he does 
not suffer from blind obsession. He won't 
leap into a fire or over a cliff, for example. 
He can still recognize danger, but he will 
not flee unless the threat is strong and 
immediate. 

' 
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Aversion 
This power only works an a contacted 
mind. The victim gains an aversion to a 
particular penon, place, action, or event. 
He will do everything he can to avoid the 
abject of his aversion. He will not approach 
within 20 yards of it, and if he is already 
within 20 yards he will back away at the 
first chance he gets. 

The aversion is "planted" in the vic- 
tim's mind for one turn. It can't he main- 
tained for another turn unless the psioni- 
cist maintains contact throughout that turn 
as well. 
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rower Score: 
Initial Cost: 
Maintenance Cost: 

Preparation Time: 
Area of Effect: 

Range: 

Prere uisites: 
Roll 3 Power Score: 
Roll of 2 0  

Reference: 

Awe 
Charisma -2 
contact 
4/round 
0 
n 
20 yards 
Mindlink, contact 
The save automatically fails 
AU contacted characten view 
the psionicist as pathetic and 
ridiculous 
CPH page 80 

Beast Mastery 
Power score: Wisdom -3 
Initial Cost: 
Maintenance Cost: Special 

Preparation Time: 0 
Area of Effect: Individual 

Roll of Power Score: User gains a natural a f i t y  for 

-hm in the hrtlue reduces the 
initial cost to 5 PSPS 
Attempt fails and the user can 
never attempt to conhol this 
creahlre again 

-hue; using this power on this 

~~~~~~~ ~ ~~ ~~ 

Conceal Thoughts 
rower Score: Wisdom 
Initial Cost: 
Maintenance Cost: ?/round 

Preparation Time: 0 
Area of Effect: 

Roll of Power Score: All related psychic contffts mi 
automatically be won by 
defender 
No additional effect 

A 
Initial Cost: 
Maintenance Cost: 
Range: 
Preparation Time: 
Area of Effect: 
Prerequisites: 
Roll of Power Score: 

Roll of 2 0  

Reference: 

Varies 
Ilround 
Special " 
Individual 
None 
Contact is rnaintainc 
rounds for &e 
Further contact with 
is impossible at this 
level 
CPH page 80 

I four 

mind 
' r i e n c e 

Contact (2 of 2) 
rower score: Wisdom 
Initial Cost: Varies 
Maintenance Cost: l/mund 

Preparation Time: 0 
Area of Effect: Individual 
Pre uisites: None 
RoU2Power Score: Contact is maintained for four 

rounds for free 
Further contact with this mind 
is impossible at this experience 



Awe 
This power only works on contacted 
minds. This power makes other characters 
hold the psionicist in awe. Each character 
contacted must make a saving throw vs. 
spells. Characters who fail are mentally 
cowed; they sense the psionicist’s ’‘awe- 
some might.” They have no desire to serve 
or befriend the psionicist, but they won’t 
attack him unless forced to do so. They‘ll 
do whatever they can to avoid angering or 
upsetting the psionidst. If possible, they‘ll 
avoid him altogether, and take the first 
opportunity to escape his presence. 
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Beast Mastery 
Apsionicist uses this power to gain control 
over psionic beasts. This telepathic deva- 
tion is only available to psionicists of 21st 
level or greater (see the Dragon Kings acces- 

This power controls only psionic crea- 
tures of animal, semi-, or low Intelligence 
scores (1-7) It doesn’t affect humanoids or 
the undead. 

On a successful power check, the psion- 
icist gains control over the creature for the 
rest of that day. The maintenance cost far 
this power equals the creakre’s Hit Dice in 
FSPs per day The maximum number of 
creatures the psionicist can control is equal 
to his level above 20th. Once the power is 

sory). 

ended, the controlled creature wanders 
away. 

While controlled, the creature uses its 
abilities as the psionicist wishes. The m a -  
ture must still eat, and if taken out of its 
natural environment, it may perish if not 
properly cared for. Creatures and psioni- 
cist share an empathic link (free of cost). If 
creature and psionicist become separated 
by more than 300 yards, the power fails. 

If a controlled creature is slain, the 
psionicist immediately takes damage equal 
to the dead creature’s original Hit Dice 
total as hit points and must save vs. para- 
lyzation or fall unconscious for Id20 
rounds. 
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Conceal Thoughts 
This defensive devotion protects the psion- 
icist against psionic or magical ESP, probes, 
mindlink, life detection, and other powers 
o! spells that read or detect thoughts. To 
overcome thought concealment, an attack- 
er must wage and win a psychic contest. 
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Contact (1 of 2) 
Contact has many rules and examples attached fo 
it. Please consult the CPH for fu l l  details. 
Contact comects the mind of the user with 
the mind of another character or creature. It 
daesn’t allow communication; it is merely 
the conduit for other telepathic exchanges. 

This devotion must be established in a 
previous round before powers that list con- 
tact as their initial cost or prerequisite may 
be used. As long as contact is maintained, 
the psionicist can use other powers that 
require it. 

Contact may be maintained with more 
than one subject at a time, but each must be 
established individually, and the mainte- 
nance cost for each must be paid. Once 
established, it costs I/round to maintain. 

The user can perfom any other action 
while maintaining contact. If he uses anotk- 
er power nn the same subject while maintain- 
ing contact, contact is ”free.” 
* Establishing Contact: The initial cost is 

based an the subject‘s level or hit dice 
(see Contact 2 of 2 card). The user must 
have his subject in sight or know specifi- 
cally who or what he is loolung for. 

If contact fails, the user can try again 
next round. Several factors make contact 
difficult to establish the distance to the 
subject; resistance by the subject; whether 
or not the subject is an intelligent mammal. 
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Contact (2 of 2) 
LevelMit Dice Initial 
of Subject cost 
1-5 3 PSPS 
6-10 8 PSPS 
11-15 13 PSPS 
16-20 18 PSPS 

Separation Distance Power Score Modifier 

1 mile -1 
10 miles -3 
100 miles -5 
1,000 miles -7 
10.000 miles -9 

*Distance: If user can see his subject, dis- 
tance is not a factor. If not, range modifiers 
apply. Maximum range is 10,000 miles 
when user can’t see subject. It can be main- 

Line-of-sight 0 

tained for any distance within a plane or 
crystal sphere-not beyond the borders of 
either. 
Resistance: A nonpsionicist can resist; -2 
penalty to user. It won’t work against 
unwilling psionicists, except through men- 
tal attacks. 

Life Order Power Score Modifier 
Mammal -1 
Manu pial -2 
Bird -3 
Reptile, amphibian 4 
Fish -5 
Arachnid, insect 4 
Monster -7 
Plant 4 

Contact is not sevenxi until the user stops 
maintaining it. Effected psionidsb can by to 
eject unwanted visitors. 
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Power score: Wisdom 
Initial Cost: Contact 
Maintenance Cost: 3/round 

Unlimited 
Preparation Time: 0 
Area of Effect: Individual 

Mindlink, contact 

thieves and 5th ievel for others 
Victim realizes someone is 
toying with his mind 

rower score: Wisdom -3 
Initial Cost: 

40/80/120 yards 

Area of Effect: Individual 
Prere "isits  Mindlink, contact 
Roll 3 Power Score: No additional effect 

No additional effect 

rower Score: Wisdom 
Initial Cost: contact (or 1) 
Maintenance Cost: Ilround 

Unlimited 
Preparation Time: 0 
Area of Effect: 20 feet x 20 feet 
&re uisites: contact 
Roll 3 Power Score: Subject of the emotion is 

re"4ed 
Target senses the attempt 

Power score: Wisdom 4 

Maintenance Cost: blmund 
Unlimited 

Preparation Time: 0 
Area of Effect: Individual 
Rere uisites: Contact 
Roll 3 Power Sore: The first round of maintenance 

is free 
User suffers splitting headache; 
all telepathic power scores 
receive a -1 penalty for one 

False Sensory Input 
Power sore: Intelligence -3 
Initial cost: contact 
Maintenance Cost: 4/round 

Unlimited 
Preparation Time: 0 
Arra of Effect: Individual 
Prere uisites: Mindlink, contact 
Roll 3 Power Score: Almost any false perception can 

be achieved 
User can't see, hear, or 
otherwise sense the intended 
victim for Id4 rounds, except 



task as an average 4th-level thief-pick 
pocket 45%, move silently 33%, hide in 
shadows 25%. The DM can assign chances 
for success to other types of skulking and 
skullduggery. 

Daydream 
By using this power, a psionicist causes 
someone’s mind to wander. This is only 
effective against subjects with Intelligence 
score of 14or less who are not concentrat- 
ing hard on a task before them, but are just 
going about their business in a casual, 
relaxed manner. 

Once affected, the subject pays little 
attention to his surroundings, making it 
much easier for sommne to pick his pocket, 
slip past him, or otherwise escape his 
notice. Thieves gain a 20% bonus to pick 
pockets, move silently, and hide in shad- 
ows. Other characters can perform these 
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Ego Whip 
This is one of the five telepathic attack 
modes used to establish contact with 
another psionic mind. The power assaults 
the victim‘s ego, leaving her with feelings 
of inferiority and worthlessness. 

If used against a contacted mind, the 
victim is dazed for Id4 rounds, during 
which all of her die rolls (psionic attacks, 
melee attack, saving throws, etc.) receive 
a -5 penalty or -25%, and she can’t cast 
any spells above 3rd level. 

This power has three ranges: short, 
medium, and long. At medium range, the 
psionicist’s power score receives a -2 
penalty At long range, the penalty is -5. 
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Empathy 
This power lets a psionicist sense the basic 
needs, drives, and emotions generated by 
any mind. Thirst, hunger, fear, fatigue, 
pain, rage, hatred, uncertainty, cuiosity, 
hostility, friendliness, love-all these and 
more can be sensed. 

Contact must be established before this 
power can be used against psionic minds. 
Against nonpsionic minds, contact is not 
required and the initial cost is 1 PSP. 
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ESP 
Extrasensory perception, or ESP, allows a 
psionidst to read someone else’s mind. 
The user can only perceive surface or 
active thought. She can’t use ESP to 
explore someone’s memories or delve into 
their subconscious. 

Most intelligent creatures tend to think 
in words, so language is a barrier to under- 
standing. Unintelligent creatures think in 
pictures. Magxal thought, such as a wizard 
uses in casting spells, is also unintelligible. 
However, a psionicist can easily ~ o g n i z e  
such thoughts as part of the spellcasting 
prOCeSS. 

This power can only be used on a con- 
tacted mind. 
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False Sensory Input 
Contact must be established before this 
power can be used. This devotion allows 
the psionicist to falsify someone‘s sensory 
input-making the victim think that he 
sees, hears, smells, tastes, or feels some- 
thing other than he really does. The false- 
hoods are somewhat limited. Nothing can 
be completely hidden or made to disap 
pear, and everything must retain its general 
size and intensity. 

For example, a human could be made 
to look like a dwarf, but not like a parrot. A 
slamming door could be made to sound 
like a thunderclap or a cough, but not like 
rustling paper. Oil could be made to taste 
like garlic, but not like water. 
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Focus Forgiveness 
rower score: Wisdom -3 
Initial Cost: 
Maintenance Cost: Z/hour 

rreparation ~ i m e :  n 
Area of Effect: individual 
Prere uisites: None 
Roil APower Xore: Maintenance cost is llhour 

Power check falls and the dwarf 
knows who the psionicist is and 
immediately attacks 

Identity Penetration 
rower Score: Wisdom -3 
Initial Cost: contact 
Maintenance Cost: 6 l m m d  

Unlimited 

Area of Effect: Individual 

Power Score: 

~ r e p ~ a t i o n  ~ime: n 

Until he gains another level, the 
user can’t penetrate the identity 
of the current target 

Impossible Task 
Power score: Wisdom -1 
initial Cost: 
Maintenance Cost: Slday 

Preparation Time: Special 
Area of Effect: Individual 

Roll of rower Score: Power lasts one month without 

Victim is made to believe that 
his goal is easily accomplished 
and doubles  his efforts to 
complete the task 

~ in teMtlCe  COSt 

Incarnation Awareness 
rower Score: Wisdom 4 
Initial Cost: Contact 
Maintenance Cost: I3Imund 

U n 1 i m it e d 
Preparation Time: 0 
Area of Effect: individual 

rower Score: All past life information is 
gained in one quick mental blast 
Overwhelmed, the user lapses 
into a trance until jolted or 
slapped, or for Id4 hours, 
whichever is first 



Focus Forgiveness 
This power is specific to the DARK SUNo 
campaign setting. It works an one dwarf, 
temporarily suppressing his overriding 
need to pursue a focus. While it is main- 
tained, the dwarf forgets his current focus, 
and even the need to work toward a 
focusvery  undwarflike behavior. The 
dwarf loses all benefits he had for pursu- 
ing the focus while under the influence of 
this power. 

If the target dwarf encounters other, 
focused dwarves, he considers their behav- 
ior bizarre. Other dwarves see him as 
insane, but the target politely ignores sug- 
gestions that he is acting abnormally 

No dwarf willingly submits to this 
power. If the power check fails or when it 

is no longer maintained, the subject most 
likely reacts with violence toward the 
psionicist, if he can identify the culprit. 
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Id Insinuation 
This is one of the five telepathic attack 
modes used to contact psianic minds. It 
seeks to unleash the uncontrolled subcon- 
scious of the defender, pitting it against his 
superego. The attack leaves the victim in a 
state of moral uproar. 

This power drives the victim crazy, at 
least temporarily. His id-the seat of prim- 
itive needs, animal drives, cruelty, and 
ferocity-seek to launch him into a rage of 
violence and desire. His superegc-the 
seat of moral conscience and civilized 
actionsstruggles to maintain the upper 
hand. 

If this power is used against a contact- 
ed mind, the victim can do nothing except 
defend himself against physical attacks for 
ld4 rounds. He can't move, cast spells, 
take cover, attack with a weapon, or initi- 
ate psianic powers. 

Id insinuation has three ranges: short, 
medium, and long. At medium range, the 
user receives a -2 penalty to her power 
score. At long range, the penalty is -5. 
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Identity Penetration 
This power can only be used on a contacted 
mind. It allows the psionicist to determine 
the target's hue identity in spite of volv- 
morphs, illusions, disguises, etc. 
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Impossible Task In a DARK SUN@ campaign, this power 
can have no effect on a dwarf's focus. 

This power forces the victim to think that a 
given goal is unachievahle, regardless of 
the reality of the sibation. The psionicist 
must be familiar with the victim and what 
he is trying to accomplish. The power must 
be directed at one particular task, same- 
thing easily described. The task can be sim- 
ple, like "travel from Tyr to Alturak is 
impossible," or more complicated, such as 
"further study in magic will be fruitless." 
The victim acts accordingly-other charac- 
ters can't convince him that his task is pos- 
sible. If the psionicist can't narrow down 
the task effectively, describing it in just a 
few words, the DM can nullify the effects. 

However, other tasks the dwarf is under- 
taking can be affected. 
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Incarnation Awareness 
This power can only be used against a con- 
tacted mind. By applying it to another 
character, the psionicist can gain knowl- 
edge about past lives. One past life can be 
explored per round, starting with the most 
powerful personalities (usually the most 
famous, but not always). 

The psionicist also knows immediately 
how many times this particular personality 
has been killed and raised from the dead. It 
is up to players to put this information to 
Use. 
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h Inflict Pain 

Preparation Time: 1 
Area of Effect: Individual 

Mindlink, contact 
The pain is so excruciating that 
the vidim  asses out for Id10 
rounds 
This particular contact i s  broken Roll of 2 0  

Reference: CPH page 85 

Insect Mind 
rower score: 

Invincible Foes 
rower score: Wisdom -3 
Initial Cost: Contad 
Maintenance Cost: 5/round 

U n 1 i m it ed 
Preparation Time: 0 
Area of Effect: Individual 

Mindlink contact 
Power Score: No additional effect 

No additional effect 

rower Score: 
Initial Cost: contact 
Maintenance Cost: Z/round/ueahlre 

Preparation Time: 0 
Area of Effect: Individual 

rower Score: 
Mindlink, contact 
The devotion work like the 
superior invisibility science 
All contacts arr broken 



If the psionicist finds a way to use this 
power in combat, the victim must also 
make a saving throw vs. paralyzation. 
Success means he @ts his teeth and keeps 
fighting. Failure means the pain imposes a 
-I penalty to all attack rolls that round, or 
disrupts and ruins a spell. 

Inflict Pain 
This power can only be used against a con- 
tacted mind. It is a particularly nasty form 
of tortllre. No actual harm is inflicted on 
the subject and the power leaves no scars 
or marks, hut it d o e  cause excruciating 
pain of any sort the psionicist desires. Only 
evil characters can learn this power freely; 
others find their alignments twisting 
toward evil if they wish to inflict pain. 

If the victim is an NFC who is being 
questioned, he must make a saving throw 
vs. paralyzation to withstand this agony 

Insect Mind 
With this power the psionicist attunes her 
mind to be like that of an insect. This 
makes dealing with insects easier both 
psionically and personally 

Tbe psionicist doesn't suffer the 4 
penalty for contact with an insect or arach- 
nid mind while this power is maintained. 
She instead receives a 4 penalty for con- 
tact with noninsect minds, and they suffer 
that same penalty when contacting her. 

Also, with a greater understanding of 
insect thinking, the psionicist gains a +2 
bonus to her Charisma score when dealing 
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In a DARK SUN" campaign, this power 
is commonly used when dealing with thri- 
kreen. Ambassadors to thri-kreen nations 
usually bring along a psianicist with this 
power. The power doesn't confer the ability 
to communicate --other powers must be 
employed for that. This power can be main- 
tained while other powers are being used. 

Invincible Foes 
This devotion can only be used against 
contacted minds. The victim believes that 
any blow struck against him will cripple or 
kill him. Even if the blow actually causes 
just one paint of damage, the victim thinks 
he's dying and that he can no longer con- 
tinue the fight. He falls to the ground in 
pain. 

A character who is struck while under 
the effect of this power won't recover until 
one turn later. even if the user stom con- 
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attacking and simply parry, or flee, or sur- 
render and beg for mercy If the victim is 
not hit, the user must maintain the power 
or future blows will affect him normally. 

It can also be used to make an attacker 
believe every blow he strikes is fatal. The 
belief is strong enough to create an illu- 
sion, and he sees his foe lying mortally 
wounded on the ground (any attack breaks 
the illusion). 

If a victim believes his foe is dead, the 
foe can leave or maneuver to gain a +2 
attack bonus. After three times, the victim 

centrating on him and turns his =itention 
elsewhere. As long as the character was 
under this effect when the blow was 
shuck, he's out of action for 10 rounds. 

Even if the victim isn't hit, as he expects 
the next blow to kill him, he may stop 

must save vs. spells or become convinced 
the foe is unkillable. 
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Invisibility 
This power can only be used on contacted 
minds. Psionic invisibility differs signifi- 
cantly from magical invisibility To make 
herself invisible, a psionicist must individ- 
ually contact each mind that she wants to 
deceive. Once they are all contacted, she 
makes herself invisible to them only She 
can still see herself, as can anyone who 
wasn't contacted. Only characters within 
100 yards of the user can he affected by this 

The user must make a separate power 
check for each delusion, and pay a separate 
maintenance cost for each. A delusion is 
defined as one "invisible" character as per- 
ceived by one other character. 

This power affects vision only 
Observers may still be able to hear or smell 
"invisible" characters. 

power. 
This is a delusion affecting specific 

minds, not an illusion affecting everyone. 
The only real change occurs in the contacted 
minds. For this reason, the user can make 
anyone who is human size or smaller invis- 
ible-not just herself. 
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Life Detection 
Power score: Intelligence -2 
Initial Cost: 
Maintenance Cost: 3/mund 

Preparation Time: 0 
Area of Effect: 

Power Score: Psionidst can instantly detect 
evelything within 100 yards in 
every direction 
Psionidst detects Id6 c r e a m  
that aren’t really there 

Mental Bamer 
rower Score: Wisdom -2 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect: Personal 

rower Sore: Contact during this round and 
the next i s  impossible 
The barrier fails and the attempt 
disrupts any Currently actiw 
powers 

Mind Bar 
Power score: Intelligence -2 
Initial cost: 
Maintenance Cost 4/mund 

Preparation Time: 0 
Area of Effect: Personai 

rower score: User gains a +5 bonus to his 
power score when defending in 
P psychic contest 
User’s saving throw VS. spells 
receives a 4 penalty for one 

Mind Blank 
Power xore: Wisdom -7 
Initial Cost: 

Area of Effect: Personal 

Psionidst can’t use mind blank 
for Id4 hours 



Life Detection 
This power allows the user to detect the 
presence of living, thinking matures with- 
in a limited area. He must scan like radar. 
If he is scanning at short range, he can 
cover a large angle. At long range, the 
angle is significantly reduced. He can scan 
through 180 degrees to a range of 40 yards, 
90 degrees to 60 yards, or 30 degrees to 100 
yards. 

One round of scanning will detect 
humans, demihumans, humanoids, mam- 
mals, and monsters with 8 or more Hit 
Dice. A second round of scanning will 
detect birds, reptile, amphibians, fish, and 
monsters with less than 8 Hit Dice. In 
either case, the user gets an accurate count. 

The DM should make the power check 
and keep the result secret from the player. 
If the psionicist doesn't detect anything, 
the player won't know whether that means 
there's nothing there or the power didn't 
work. If the roll is 1, the psionicist gets 
faulty information. He detects what is 
there, but gets the count wrong by plus or 
minus 50%. 
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Mental Bamer 
This power is one of the five telepathic 
defense modes used against unwanted 
contact. It creates a carefully built wall of 
thought repetition that exposes only one 
small area of the mind at a time. 

A psionicist can initiate one other 
psionic power in the same round that he 
uses mental barrier. 
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Mind Bar 
Mind bar is a wizard's bane and a psioni- 
cist's boon. It gives the psionicist 75% 
magic resistance against charm, confusion, 
ESP, fear, feeblemind, magic jar, sleep, and 
suggestion spells. It also offers protection 
against possession of any sort. 

In addition, mind bar protects a psioni- 
dst  against all telepathic powers except the 
five contact-establishing attack modes. No 
telepathic power can affect a barred mind 
unless the telepathic attack prevails in a 
psychic contest (against a defender using 
mind bar). 

Mind Blank 
This is one of the five telepathic defense 
modes used to protect against unwanted 
contact. It attempts to hide the mind from 
attack, making its parts unidentifiable. 
This defense is particularly effective 
against psionic blast and id insinuation 
attack modes. 

Mind blank is unique. Unlike the other 
four defense modes, it costs nothing to 
maintain. In fact, a psionicist can still recover 
PSPs while using this power because mind 
blank is almost instinchm-if a psionicist 
knows it, it's nearly always active, even 
when he's sleeping or meditating. The 
power is inactive only if the player 
announces it, or the character uses another 
defense mode. 

Even though the power has no PSP 
cost, its use still constitutes psionic activity. If 
the power is active, the user is vulnerable 
to detection. 

A psionicist can only use one other 
psionic power (not a defense mode) in the 
same round that he uses mind blank. 
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Mind Thrust 
This power is one of the five telepathic 
attack modes used to establish contact 
with a psionic mind. It is a stabbing attack 
that seeks to "short out" the synapses of 
the defender. 

If the subject's mind has already been 
contacted, and the subject has psionic 
powers, then this power can do some dam- 
age. The subject loses the use of one power, 
chosen randomly, for 2d6 days. Beyond 
establishing contact, mind thrust has no 
effect on creahres or characters without 
psionic powers. 

This power has three ranges: short, 
medium, and long. At medium range, the 
user receives a -2 penalty to her power 
score. At long range, the penalty is -5. 
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Dmotim 

Defense Mode 

Mental Bamer 
Power score: Wisdom -2 
Initial cost: 3 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effect Personal 

power score: 

Roll of 2 0  

Range: 0 

Prerequisites: None 
Contact during this round and 
the next is impossible 
The barrier falls and the attempt 
disrupts any currently active 
powers 

Reference: CPH page 87 

Mind Bar 
Power score: Intelligence -2 
Initial cost: 
Maintenance Cost: 4/round 

Preparation Time: 0 
Area of Effect: Personal 

Power Score: User gains a +5 bonus to his 
power score when defending in 
a psychic contest 
User's saving throw YS. spells 
receives a 4 penalty for one 



The DM should make the power check 
and keen the result secret from the olaver. Life Detection 

"his power allows the user to detect the 
presence of living, thinking creatures with- 
in a limited area. He must scan like radar. 
If he is scanning at short range, he can 
cover a large angle. At long range, the 
angle is significantly reduced. He can scan 
through 180 degrees to a range of 40 yards, 
90 degrees to 60 yards, or 30 degrees to 100 
yards. 

One round of scanning will detect 
humans, demihumans, humanoids, mam- 
mals, and monsters with 8 or more Hit 
Dice. A second round of scanning will 
detect birds, reptiles, amphibians, fish, and 
monsters with less than 8 Hit Dice. In 
either case, the user gets an accurate count. 

I ,  

If the psionicist doesn't detect anything, 
the player won't know whether that means 
there's nothing there or the power didn't 
work. If the roll is 1, the psionicist gets 
faulty information. He detects what is 
there, but gets the count m n g  by plus or 
minus 50%. P 

I 
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Mental Bamer 
This power is one of the five telepathic 
defense modes used against unwanted 
contact. It creates a carefully built wall of 
thought repetition that exposes only one 
small area of the mind at a time. 

A psionicist can initiate one other 
psianic power in the same round that he 
uses mental barrier. 
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Mind Bar 
Mind bar is a wizard's bane and a psioni- 
cisfs boon. It gives the psionicist 75% 
magic resistance against charm, confusion, 
ESP, fear, feeblemind, magic jar, sleep, and 
suggestion spells. It also offers protection 
against possession of any sort. 

In addition, mind bar protects a psioni- 
cist against all telepathic powers except the 
five contact-establishing attack modes. No 
telepathic power can affect a barred mind 
unless the telepathic attack prevails in a 
psychic contest (against a defender using 
mind bar). 
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Even though the power has no FSP 

the power is active, the user is vulnerable 
to detection. 

A Psionicist can only use one other 
PSioNc power (not a defense mode) in the 
Same round that he uses mind blank. 

cost, its use still constitutes psionic activity. If Mind Blank 
This is one of the five telepathic defense 
modes used to protect against unwanted 
contact. It attempts to hide the mind from 
attack, making its parts unidentifiable. 
This defense is particularly effective 
against psionic blast and id insinuation 
attack modes. 

Mind blank is unique. Unlike the other 
four defense modes, it costs nothing to 
maintain. In fact, a psionicist can still Tecover 
PSPs while using this power because mind 
blank is almost instinctual-if a psionicist 
knows it, it's nearly always active, even 
when he's sleeping or meditating. The 
power is inactive only if the player 
announces it, or the character uses another 
defense mode. 

11193 of 288 01934 TSR, In<. All Rights Reserved. 
L ~~~~~~~ 

~~~ ~ ~~ ~ ~~~ 

Mind Thrust 
This power is one of the five telepathic 
attack modes used to establish contact 
with a osionic mind. It is a stabbing attack " 
that seeks to "short out" the synapses of 
the defender. 

If the subject's mind has already been 
contacted, and the subject has psionic 
powers, then this power can do some dam- 
age. The subject loses the use of one power, 
chosen randomly, for 2d6 days. Beyond 
establishing contact, mind thmst has no 
effect on creatures or characters without 
psionic powers. 

This power has three ranges: short, 
medium, and long. At medium range, the 
user receives a -2 penalty to her power 
score. At long range, the penalty is -5. 
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Mysterious Traveler 
Power score: Wisdom -1 
Initial cost: 
Maintenance Cost: 0 

Preparation Time: 0 
Area of Effet:  Personal 

Roll of Power Score: Rumor continues f o r t h  full 

People in the area of effect are 
$0 taken with user that they 
follow him for 24 hourr 

Passive Contact 
power score: Wisdom -1 
Initial Cost: Contact 
Maintenance Cost: l/hour 

Preparation lime: I 
Area of Effect: Individual 

Roll of Power Score: 

Touch (unlimited) 

Contact, send thoughts 
User knows the subject is in 
trouble 
User believes power has been 
initiated but subject won’t be 
able to get his attention 

Phobia Amplification 
Power Score: Wisdom -2 
Initial Cost: Contact 
Maintenance Cost 4/round 

Preparation Time: 0 
Area of Effect: Individual + 
Power Sore: 

Unlimited 

Mindlink, contact 
Targees saving thmw vs. spells 

The subject has no detectable 
automatidly fails 

3’1 
power score: 
Initial Cost: 
Maintenance Cost: 
Range: 
Preparation Time: 
Area of Effect: 

Roll of 20  

Reference: 

Plant Mind 
Intelligence 4 
11 
Z/round 
0 
0 
Personal 
None 
Psionicist gains the benefits of 
this power for 24 hours with no 
maintenance Cost 
User slips into vegetative 
slumber, moted to the spot for 
2d10 hours 

: 

ww page 88 

Post-Hypnotic Suggestion 
Power score: Intelligence -3 
Initial cost: Contact 
Maintenance Cost: I/level or Hit Die 

Unlimited 
Preparation lime: 0 
Area of Effect: 1 CrePtllre 

Power score: 
Mindlink, contact 
User’s power score is not 
reduced for the passage of time 
Intended victim is aware of the 



Mysterious Traveler 
This power begins a contagious rumor 
about the psionicist's whereabouts and 
direction of havel. The subjects take extra- 
ordinary notice of the psionicistdress, 
appearance, mannerisms-and spend an 
entire day remarking ahout the traveler 
they have seen. Their memory is entirely 
accurate except when it comes to his direc- 
tion and mode of travel. Asubject may say 
he saw an "extraordinaq elf, who made 
his way south out of town on the Mke car- 
avan" to one acquaintance, then insist an 
hour later that the user "ran from town to 
the northwest." 

All characters within the power's area 
af effect continue these rumors all day 
Characters who personally know the 

Passive Contact 
This power only works on contacted 
minds. With it, the user can establish a can- 
stant yet passive mental link with another 
chalacter. The subject must be willing, and 
the user must successfully initiate the 
power while the subject is in his presence. 
After it has been established, the subject 
can go anywhere and still maintain a tenu- 
ous link with the user. 

This link allows the subject to get the 
psionicist's attention by sending out a 
mental call. The psionicist gets a tingle in 
his mind that lets him know that his pas- 
sive contact wants his attention. 

Phobia Amplification 
Contact must be established before using 
this power. It allows a psionicist to reach 
into someone's mind and discover his or 
her p a t e s t  fear, then amplify it to the 
point of irrationality. A victim who fails a 
saving throw vs. spells believes that he is 
imminently threatened by the object of this 
fear, even if it is completely absurd. A char- 
acter with a fear of falling, for example, is 
convinced he could pitch over a cliff at any 
moment-even while an an endless 
prairie-unless he stands absolutely still. 

The reaction of the frightened character 
depends on the fear. He will defend him- 
self if attacked (unless defending himself is 
somehow tied to the phobia). A wizard 
may telepart away or use other spells to 

Plant Mind 
With this power the psionicist attunes her 
mind to plant life. She gains a better under- 
standing of the plant's existence and can 
better deal with any intelligent or psionic 
plants she encounters. Normally, there is a 
-8 penalty for contact with a plant, hut 
while plant mind is in effect, the psionicist 
doesn't suffer this penalty. Instead, she has 
a -8 penalty for contact with nonplant 
minds. 

Plant mind doesn't allow the psionicist 
to communicate with plants, but it does 
give her a +2 bonus to her Charisma score 
when dealing with plants. 

Post-Hypnotic Suggestion 
This power can only he used against a con- 
tacted mind. Any creature with an 
Intelligence score between 7 and 17 can 
receive a post-hypnotic suggestion. (Very 
dim or very brilliant creatures are not sus- 
ceptible.) The psionicist plants a sugges- 
tion of some reasonable course of action in 
the creature's subconscious, along with the 
situation that will trigger this action. When 
the situation arises, the DM makes a power 
check against the psionicist's power score, 
with a -1 penalty for each day that has 
passed since the suggestion was planted. 

A "reasonable course of action'' is one 
that doesn't violate the creature's align- 
ment or class restrictions. It can be some 
thing that the mature (or character) would 

psionicist are unaffected. Unaffected char- 
acters who hear a rumor may pass it along 
normally 

The power can throw pursuers off the 
right track. Used in a city's market, the col- 
lective rumors quickly place the psionicist 
all over town. Used among nomads, the 
psionicist might be rumored to be any- 
where in the known world in a matter of 
davs. 

Passive contact is useful because it 
gives the psionicist's nonpsionic friends a 
way to get in touch with the him when 
they need his help. 

guarantee his safety. Other characters 
might freeze in place or flee for their lives. 
But all of their actions will be geared 
toward protecting against the fearsome 
object or situation. 

This fear lasts as long as the user main- 
tains the power. Once he stops, the fear 
fades back to its normal proportions, leav: 
ing the character slightly shaken. 
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not normally do, but if it's too strange he 
just won't do it. 

The maintenance cost for this power is 
a one-time-only payment, made when the 
suggestion is planted. 

The effects of this power are far less 
powerful than those of the suggestion spell. 
The victim can't be convinced that his 
sword is a snake, but he can be convinced 
that a particular course of action is too dan- 
gerous to attempt. 

I 
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Maintenance Cost: 3Ihour 

rower score The disguise can’t be detected 
psionically and power scores 
am’t  decreased 

Power score: 
Initial cost: 
Maintenance Cost: 31round 

rower Score: 

No additional effect 



Psychic Crush 
This power is one of the five telepathic 
attack modes used to establish contact 
with psionic minds. It is a massive assault 
upon all neurons in the brain, attempting 
to destroy all by a massive overload of sig- 
nals. 

If this attack is used against a contacted 
mind, the victim must make a saving 
throw vs. paralyzation. Failure harms the 
target for Id8 points of damage. 

Psychic Impersonation 
This power enables a psianicist to mask 
her own aura and thought patterns, mak- 
ing them match someone else’s perfectly 
To accomplish this, the psionicist must first 
pmbe the subject she wishes to imperson- 
ate. 

Psychic impersonation doesn’t alter 
any of the user’s physical features. It only 
changes her identity to others with psionic 
powers. Even then, a psychic contest with 
pmbe or identity penetration can pierce 
the disguise. 

While this power is in effect, all of the 
user’s psianic power scores receive a -1 
penalty 

The user must have met or contacted her 
bomwed identity in order to portray it real- 
ist idy She can use this power when con- 
tacting another pionidst to announce her- 
self as someone else and possibly hick the 
other into lowering his mental defenses. 
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Psychic Messenger 
This power allows a psionicist to create an 
insubstantial, three-dimensional image of 
himself. The image can appear anywhere 
within 200 miles and deliver a message. 
Everyone present can see and hear the 
messenger. Communication is one way. 
The psionidst has no idea what is happen- 
ing around his messenger unless he’s 
using some other power. 

The power doesn’t let the psionicist 
communicate with reptiles; this requires 
other powers. This power can be main- 
tained while others are being used. 

Reptile Mind 
This power lets the psionicist suppress his 
higher thinking processes, allowing his 
primitive, reptilian brain to take over. 

While this power is maintained, the 
psionicist doesn’t suffer the 4 penalty for 
contacting a reptile mind. He does suffer a 
4 penalty when hying to contact nonrep- 
tile minds, as they do trying to contact him. 

The psionicist’s outward intelligence is 
severely reduced while the power is main- 
tained. He can’t converse normally, and he 
only responds to stimuli such as hunger, 
danger, territoriality, and reproduction. 
Among his reptilian peers, however, he is a 
genius. 
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Repugnance 
This power can only be used against a con- 
tacted mind. With this power, a psionicist 
makes something-a particular person, 
place, or object-ompletely repugnant to 
another character. That character is over- 
whelmed with loathing for the thing, and 
will seek to destroy it as quickly and com- 
pletely as possible. 

If this destruction is strongly against 
the character’s alignment (such as making 
a temple repugnant to its cleric), the char- 
acter gets to make a saving throw vs. spells 
to shake off the effect. 
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Send Thoughts 
Power score: Intelligence -1 
Initial cost: Contact 
Maintenance Cost: Z/round 

U n l I m it ed 
Preparation Time: 0 
h a  of Effect: Individual 

rower Score: Wizards can't make the saving 
throw 
If the target is a friend, he is 
distracted 

Sensory Suppression 
Power score: Intelligence -2 
Initial Cost: contact 
Maintenance Cost: 4/round/neature 

Preparation Time: 0 
h a  of Effect: Individual 

Mindlink, contact, 

information as long as power 
Roll of Power Scorn: Victim loses dl sensory 

is maintained 
Psionidst goes blind for 2d8 
rounds 

Power Score: COnStiNtiOn -3 
Initial cost: contact 
Maintenance Cost: 
Range: 
Reparation Time: 
Area of Effect: 
Prerequisites: 
Power Score: 
Roll of 2 0  

5/tuurn 
Unlimited 
1 
Individual 
Mindlink, contact 
Sound link is also gained 
Psionicbt is blinded for Id4 
hours 
CPH page 91 

Sound Link 
Power score: Constitution -2 
Initial cost: Contact 
Maintenance Cost: 4 /mn  

Unlimited 
Preparation Time: 1 
Area of Effect: Individual 

rower score: 
Mindlink, contact 
Sight link V, also gained 
Psionicist is deaf for Id4 hours 

Suppress Fear 
rower score: 
Initial Cost: 

Area of Effect: Individual 

Roll of Power Score: Subject gains a +I bonus to all 
attack rolls while power is in 
effect 
User is overwhelmed by sub- 
ject's panic; flees as if affected 



If the target being distracted is some- 
one involved in melee. he receives a -2 Send Thoughts 

Send thoughts can only be used on a con- 
tacted mind. This is a one-way communi- 
cation, allowing the user to send her own 
thoughts to someone else’s mind. The 
psionicist can send information or simply 
use the power to distract the target. 

If the target is a wizard casting a spell, 
he geb to make a saving throw vs. spells. 
The wizard applies a modifier to the sav- 
ing throw: the difference between his 
Intelligence score and the psionicist’s 
power score. (If the wizard‘s Intelligence is 
higher, it‘s a bonus; if it’s lower, it‘s a 
penalty.) If this save fails, the wizard’s con- 
centration is broken and the spell is 
spoiled. 

penalty 
rolls). 

to all attack rolls (but not damage 

stances. (For example, a character hying to 
use his blind-fighting proficiency to 
engage a foe in total darkness is very sus- 
ceptible to being deafened.) 

Sensory Suppression 
This devotion only works on contaaed 
minds. It allows the user to temporarily 
blind or deafen an opponent by interfering 
with the brain’s reception of sensory infor- 
mation. The victim’s eyes or ears still 
work, but the mind can’t process the infor- 
mation. The psionicist must individually 
contact each mature he wants to affect 
and make a separate power check for each 
subject. 

The victims m a i n  blinded or deaf- 
ened for as long as the psionidst pays the 
power’s maintenance cost. Blinded charac- 
ters suffer a penalty of 4 to all attacks, 
saves, and Armor Class. Deafened charac- 
ters suffer a -1 penalty, but the penalty 
could be increased depending on circum- 
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Sight Link 
This power can only be used against a con- 
tacted mind. It allows the user to tap into 
another character’s optical system. The 
psionicist sees whatever her link sees. (The 
psionicist‘s own vision is unaffected.) If the 
linked creature is subjected to a gaze 
attack, the psionicist must make an appm- 
priate saving throw or also be affected by 
the gaze 
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Sound Link 
This power can only be used against a con- 
tacted mind. It allows the user to tap into 
the auditory system of another character or 
c~ature .  The user hears whatever his link 
hears. If the linked creature is subjected to 
an auditory attack (by sirens, shriekers, 
etc.), the psionicist must make the appro- 
priate saving throw or also be affected. 
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fear suppression defeats the effect anyway 
This protection lasts one turn, plus anum- 
ber of rounds equal to the psionicist‘s level. 

Suppress Fear 
A psionicist can use this power to bolster a 
character‘s courage. The psionicist can 
remove any fear effect that is currently 
affecting a character, automatically dis- 
pelling it. This use of suppress fear ends 
the terror created by the spells cause fear, 
emotion, eyebite, fear, scare, spook, and sym- 
bol, as well as the psionic powers invincible 
foes and phobia amplification. 

If the psionidst uses this power on a 
character who hasn’t been frightened yet, 
the subject gains a temporary bonus of +4 
to any morale checks or saving throws 
against magical or psionic fear effects. If 
the spell or power would not normally 
allow a saving throw, the psianicist may 
attempt a second power check to see if his 
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Taste Link 
power score: COnStitutiO" -2 
Initial cost: contact 
Maintenance Cost: 4/tum 

Unlimited 
Preparation Time: I 
Area of Effect: Individual 

Power Score: 
Mindlink, contact 
Scent link is also gained (not a 
defined power) 
User has a bitter taste in his 
mouth, but no other effect 
O C N I S  

Telempathic Projection 
rower Score: Wisdom -2 
Initial Cost: Contact 
Maintenance Cost: 4/mund 

Preparation Time: 1 
Area of Effect: I&yard diameter 

Mindlink, contact 
rower score: Emotions can be drastically a l t d  

Oove to h a d ,  etc.) while this 
pwer Is maintained 
All affected characters experience 
strong negative emotions toward 
the psionicist for Id6 rounds 

Thought Shield 
Power Score: Wisdom 3 
Initial Cost: 
Maintenance Cost: Not applicable 

Preparation Time: 0 
Area of Effeb: PerS0Il.d 

Power score: No additional effect 
No additional effect 

True Worship 
power Sore: 
Initial Cost: 

Preparation lime: 0 
Area of Effect: Individual 

ship for all characters within 

Until he gains another level, the 



This power has three ranges: short, 
medium, and long range. At medium 
range, the user’s power score receives a -2 
penalty. At long range, the penalty is -5. 

Synaptic Static 
This power interferes with all psionic activ- 
ity within a eiven area. Even the mionidst 
iiaffected; ;hen he creates statii he can’t 
use any other power simultaneously 
However, he may also prevent others from 
using their powers. Anyone who hies to use 
a psionic power within the area of effect 
must fight the static‘s creator in a psychic 
contest. If an opponent succeeds, his power 
functions normally. If not, his power fails. 

Exposure to synaptic static for more 
than five munds will give anyone a split- 
ting headache. This has no game effect, but 
it will make NPCs and animals irritable. 
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Taste Link 
To use this power, contact must already be 
established. It allows a psioninst to tap 
into the flavor senses of another character 
or creature. The psionicist tastes whatever 
his link tastes. 

If the linked creature takes poison oral- 
ly, the psionicist must make a saving throw 
vs. poison to avoid passing out and sever- 
ing the link. The psionicist can’t actually be 
poisoned this way, however. 
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Telempathic Projection 
To use this power, contact must already be 
established. It allows a psionicist to send 
emotions to everyone who has been con- 
tacted within a common IO-yard diameter. 
This power can’t radically change a char- 
acter’s emotional state, however. A charac- 
ter who is very angry can be made only 
slightly angry, for example, but not happy 
Empathic changes are a matter of degrees, 
no more. 
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Thought Shield 
This is one of the five telepathic defense 
modes used to protect against unwanted 
contact. It clouds the mind so as to hide 
first one part, then another. 

A psionicist can initiate one other 
psionic power during the same round in 
which she uses thought shield. 

True Worship 
This power is specific to the DARK SUNo 
campaign setting. With it, the psionicist 
can pinpoint the focus of worship for any 
individual character. The power gives the 
psionicist different information, depend- 
ing on the class of the target cmahw. 

Cleric: The power identifies the cleric’s 
elemental sphew of worship. 

Templar: The power identifies the SOT- 
cerer-king whom the templar worships. 

Druid: The power indicates the general 
nature of the druid’s guarded lands, but 
not their location. 

Nonpriest: The power correctly identi- 
fies the character as such. The psionicist 
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knows the character’s devotions and faith, 
if any, and also that he does not worship to 
gain magical spells. 

This spell cuts through most deception. 
A templar masquerading as a cleric, or a 
druid wishing to pass unnoticed as such, 
can’t escape identification. The power 
doesn’t indicate if the character is dual- or 
multiclassed, nor does it tell the character’s 
level or alignment. 

8214 of 288 0 & 01994 TSR, Inc. All Rights Reserved. 



Truthear 
Power score: Wisdom 
Initial Cost: 
Maintenance Cost: 2/round 

Preparation Time: 0 
Area of Effect Hearing 

rower score: User recognizes a falsehood 
even when the speaker doesn’t 
Psionicist can’t use this power 
effectively against the SuEject for 



Appraise 
With this power, a psionicist can determine 
the likelihood that a specific course of 
action will succeed. He focuses on a course 
of action and examines the possibilities. He 
assigns probabilities. Then he mentally 
processes enormous calculations to arrive 
at an overall probability of success. 

In game play, the character must first 
vass a vower check. If he does, the DM 

depends on how closely the characters 
adhere to their plans. Do they act as they 
intended? React as they intended? What 
factom did they fail to foresee? Every devi- 
ation steers events away from the predicted 
path. If this power is used, the DM should 
give the best answer he can, based on infor- 
mation the characters have. Factom they 
don’t know about, and therefore can’t take 
into account while farming a plan, can 
change things dramatically 

must reveal the percentage chance for the 
plan or action’s success. Exact odds may he 
difficult or impossible to determine, hut 
the DM should provide his most accurate, 
honest appraisal. 

No one, not even a psionicist, can fore- 
see the future with assured accuracy. Like 
precognition, the success of this power 

X216 of 288 01-4 TSR, Inc. All Righa Reserved 
~~~~~ ~ ~ ~~~ 

Truthear 
When a psionicist uses huthear, he can tell 
whether other people intentionally lie. He 
doesn’t hear their words translated into 
truth; he merely knows whether or not 
speakers believe they are lying. 






