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

This book owes a great debt to the scores of science fietion writers who

- geveloped and codified the concept of psionics, John Campbell’s name for the

mighty science of mind that would come inta being when these powers were

anderstood as thoroughly as electronics or nuclear physics.

GURPS Psionics i3 designed for flexibility — it lets you create anything
bam the superminds of science fiction to psis with the more fickle powers of the

E - «trea] waorld,” Tt will let you add psionic powers to 2 multitude of passible

worlds, from four-color comics to the depths of space and the dark fantasies of

. - modern horror.

As well as making this a useful sourcebook for existing campaigns, Pve also

“__tsied to show that psi can be the focus of an adventure, Tather than just another

superpower. Why not explore the mysteries of the human mind, the enigmatic

astral plane, or the depths of a sleeper’s dreams? The world of the Phoenix

Project described in Chapter 8 presents some of these possibilities.
Welcome to the realms of the mind!
— David L. Pulver

About the Author

David L. Pulver grew up in Canada, England and New Zealand. He has been
2 science fiction fan for most of his life, and an avid gamer since 1978, He began
freelance writing in 1988, and is currently trying to support himself as a full-time
game designer. David's work has appeared in the magazines Roleplayer, Chal-
lenge and White Wolf, and he is the author of GURPS Ultra-Tech. He is also a
frequent contributor to APAs such as Alanans and Excursions and Al of the
Above. David presently lives in Kingston, Ontario. He has yet to manifest any
major psionic abilities.
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INTRODUCTION

Aboyt GURPS

Steve Jackson Games i§ commitled to
full gupport of the GURPS system. Our
address is §J Games, Box 18957, Austin,
TX 78760, Please include a seli-ad-
dressed, stamped eovelope (SASE) any
time youy write us! Resources now avail-
able include:

Roleplayer. This bimonthly newslener
includes new rules, vanaols, new races,
beasts, information on upcoming releases,
scenario ideas and more. Ask your game
retailer, ot write for subscription informa-
ton,

New tupplemenry and adventures.
We're always working oo new material,
and we'll be heppy to les you know whar's
available. A curvent catalog is available for
an SASE.

Errate. Evervons makes mistekes, in-
cluding us — but we do our best to fix our
errors. Up-to-date errata sheets for all
GURPS telcasss, inclnding this bouk, are
always available from 51 Games; be sure
to include an SASE with your request.

P&A. We do our best to answer aty
gamg question accompanied by an SASE.

Gamer inpul. We value your com-
ments. We will consider them, not omly for
sew products, but also when we update
this book on fater printings!

BBS, Fot those of yor wha have com-
puters, S Games operates 4 BBS with dis-
cussion areas for several games, inchading
GURPS. Much of the playtest feedback for
new products comes from the BRS. It's op
24 hoors a day at 512-447-4449, at 300,
1200 or 2400 baud with two inconling
Hnes. Give us & calt]

Page References

Rules and statistics in this ook are spe-
cifically for the GURPS Basic Set, Third
Edifion. Any page seference that begins
with a B refers bo a page in the Basic Sei —
e, p B102 means p. 102 of the Basic
Set, Third Edition.

Introduction



Psionic Abilities

T
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PSIONIC
ABILITIES

Cassie Izumi climbed purposefully up the condemned tenement’s rickety
stairs, her mental senses extended. She was tracking Astaroth, the psychic vam.
pire-telepath who had stolen young Sean’s dreams and replaced them with hel].
ish nightmares. The child had lived in terror for a week, but tonight his ordeq]
would end. Cassie had monitored Sean’s dreamiime, following the psychic trai]
to the monster's lair.

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




“+ The walls were decorated with cabalistic symbols and astrological posters,
: the windows sheathed in black tape. On the floor, a Persian rug half-covered a
= j'chaik _drawn pentagram. The room stark of cheap ime. A fancy Hifi m:d
" Jideo rig filled one corner, and something that locked like an altar stood in

o arother. A flickering candle and o long silver dagger lay upon i1,

-+ Astaroth floated in the widdle of the room, legs crossed, levitaing two Jeet
* bove the rig, His eyes were closed, but an tronic half-smile played over his ips.
" Hig long, straight blond hair framed the same sharp visage that Cassie had seen
i Sean’s mind. In front of him a child's ball baunced, up and down, seemingly
‘of irs own accord.
" He spoke sofily, without looking up. *‘Welcome 1o my sanctum, my dear.”’
He waved @ hard, ond the door closed of s own accord. *'A pity you shan’( be
Jeqving.”’ She heard the lock click shut. The ball continued to bounce, but the
K " gger lified itself into the gir, floated lazily toward her.
S cassie les her mind carry her words. You made one mistake, Astaroth. Sean
o ;_gparf of the Phoenix Project. And we take care of our own. She reached out
©iyith her mind, selzing the ball, crushing it with her own telekinesis,
 Astaroth opened his eves, and the dagger hurled itself toward Cassie, but
i was ready. Cassie deflected it with her TK and it went spinning into one of
¢ posters on the wall. She siepped a pace claser, saw Astaroth’s eyes widen as
, perceived the power of her personal aspect, the baleful, smoky glow and
ickering dragom-shape that her miind subcomsciously projected, Astarath’s own
ura wasn't strong enough for Cassie 1o sense from where she 51604, 50 she
" axtended her mental perceptions. His aspect was a dark cloud, with an outer
halo still shimmering with colors from the dream-essence he had recently stolen
Jrom Sean. Somewhere amid the darkness, Casyie thought she saw the outline of
'L gpredmsory bird.
3 .= Enough tricks, vulture! Cassie readied a bolt of psychic force as Astaroth
o concentrated on his own attack. She struck first. Her merdal biow penetrated his
" 'mind shield, burning away at the core of his mind. She defiected his courserblow
= harmlessly, her own mental shields flaring brightfy. First blood was hers! The
7 battle had only begun, but she felt confident of its ultimate outcome.

- Psi Powers

Psionic abilities are grouped into nine distinct Powers: Antipsi, Astrai Pro-

jection, Electrokinesis, ESP, Healing, Psychic Vampirism, Psychokinesis, Te-
lepathy and Teleporiation. Each Power is a distinct advantage, bought in fevels.
. The more levels a character has in a specific Power, the stronger his ability in
- that particular area of psi.
Electrokinesis, Psychokinesis, Telepathy and Teleportation cost 5 points per
level; all other Powers cost 3 points per level. A character can buy as many
different Powers as he wishes, with one exception — a person cannot have any
other psi Powers if be has Antipsi.

As with most other advantages, psionic powers are jnborn abilities. A char-
acter who starts with a particular Power can increase its level later, at normal
cost, by spending earned experience, but totatly new Powers can’t normally be
bought after the character is created.

Having at least one level in 2 Power gives its hoider the ability to learn its
particular set of skills, which determine exactly what he can do with the Power.
For example, Teleport includes the skills Autoieleport (teleporting yoursetf),
Combat Teleport (blinking out of the way of blows) and Exoteleport (teleporting
other objects). Most psi skills cannot be used without training, even with Power.
There are 2 faw exceptions which have a default value of IQ, but in general, the
PC must have at Jeast 14 point in a psi skill to use it at all.

Psionic Terms

This is a short glossary of terms used
throughout this book. These are game
terms; for psionic jargon that characters
might nse, see the sidebar on p. 119,

Active Sktl: Refers to 2 normal psi
skill, use of which requires a turn of con-
ceniration. A psi skill is assumed o be an
active skill udless noted otherwise.

Feat: Refers to the use of a psi skill on
1 specific subject, e.g., mainkining a psy-
chokinetic energy shield around oneself,
or reading a particular person’s mind,

Latent: A character is lajen! il 8 partic-
ular Power if be has bought the power it-
self atlevel | or better, but knows nene of
the skills associated with it.

Mind Shield: The (natural or artificial)
shield used 10 protect 8 mind agemst fele-
pathic imerference. The Power of a Mind
Shield is subtracted from the skill of hostle
telepathic atacks. (Exception: if the shield
has already been pencirated by Telere-
ceive, a gkill snch as Sleep or Telereceive
can be used “from within,” ignoring its
Power.) Ses pp. 22 and 42.

Passive Skill: A psi sl that works au-
lomatieally, without concentation on the
part of the user, such as precognitve Dan-
ger Sense. Rolls for Passive Skills are
often made by the GM.

Power: A specific category of psi.
Thers are nine Powers: Aatipsi, Asuwal
Projection, Electrokinesis, ESP, Healing,
Psychic Vampirism, Psychokinesis, Telep-
athy, and Teleportation.

Poswer Level: A character’s sirength in
a particular Power.

Pslonle Resistance: An advantage that
subtracts from alf direct uses of psi on the
character. See p. 97.

Psl Skill: A single ability within a
Fower. For example, Menial Blow is g psi
skill within the Telepathy Pawet.

Repeated Aitempts: These are ar-
tempis to try the same feat after an initial
attempt has failed. Repealed atiempts have
2 cumolative -f penalsy (-2 if vs. a Mind
Shield}.

Subject: The area, person or object
against which a psi skill is being directsd.

User: The person using a psl ghill.

Psionic Abilities



Example of Psi Use in Combat

Jeremiah Cromwell is stalking the psi-
ninja Ayami in her mountain fortress.
Jeremiah is 10 yards away when Ayami’s
ESP wams her of his approach. She whils
to face him, drawing a pair of poisoned
shuriken.

Turn #1. Jeremiah is unarmed, but he is
a strong psychokinetic, and Ayami is
standing next to a wall bracket holding an
ancient wakizashi shortsword. Knowing
the ninja’s strength, he doesn’t believe he
can wrench the shuriken out of her hand,
$0 be decides to lift the blade. With Power
15 (lift 250 Ibs.), Jeremiah has more thar
enough PK to wield a wakizashi — and
since Ayami is within the blade's 1-hex
reach, he can use it as 3 melee weapon, not
a missile. Jeremial concentrates for gne
tura, taking no action, announcing his in-
tentions to do this to the GM.

Turn #2: Ayami flips a poisoned shuri-
ken at Jeremiah, accurately, He decides to
attermpt a Dodge. He succeeds, but be-
cause he Dodged, he must now make a
Will-3 roll to avoid losing his concentra-
tion on TK. He has Will 15 and rolls an 11,
He's still concentrating!

It is now Jeremiah’s turn again. Psi use
is resolved at the beginning of his turn.
The wakizashi swings at Ayami — but
does it hit? Jeremiah rolls vs. his Telekine-
sis skill 0f 15, at -4 for the difficulty of this
particular feat (se¢ Wielding Weapons With
TK, p. 34). Jeremiah rolls an 11, striking
the ninja; since this was a normal use of
psi, without extra effort (sidebar, p. 7,
there is no Fatigue cost. Ayami fails her
own Dodge roll. Jeremiah rolls damage:
with PK Power 15 he has effective ST 10
(see Telekinesis skill, p. 19), so the shont-
sword’s swing does 1d cutting damage,
wounding her, Had Jeremiah failed hig
skill roll, the blade would still have moved,
but it would have missed. Any further at-
tacks ysing the weapon would then have
suffered the -1 penalty and one Fatigue
point cost for Repeated Avtempis (p. 8),

Although he has struck Ayami, Jere-
mizh has still not acted this turn; the attack
Sprang from his previous tum's concen-
trate maneuver, He is now free to move,
ready a weapon, or take any other maney-
Ver. . . including conceatrating on another
psi feat, such as a further attempt at teleki-
netic swordsmanship!

Psionic Abilities

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

ﬂ:.n-;‘fq-gp,,s
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Power and Skill

A psi’s proficiency is described by two factors: the strength of the underly-
ing Power and the level of training in the particular Skil! that is being used.

Power Level is the raw “strength” of your psi ability. The level of a Power
determines its potency — its range, damage done, weight affected and so on, It
remains constant for every skill associated with the Power.

Skill Level is the psi’s trained ability to control each particular skill within a
Power. A skill cannot be used unless at feast 2 half-point has been spent to learn
it. A die roll is required only if there is a significant question of skill or if the
skill is somehow opposed (e. g., by a Mind Shield or an unwilling subject). For
instance, no skill roll is needed to shove someone with TK, just as you dor’t roll
vs. DX to pick up a book. However, a roll would be required to move something
to a precise spot, especially if you want to move it fast.

Example: A character buys Telepathy with a Power of 10 (50 points), so his
Power is 10 for all his telepathic skills. He buys Telesend-11 and Telereceive-
18; these are skill levels, based on IQ. His Power level of 10 would give him
good range for both these skills. He can use his high skill in Telereceive to pick
up complex thoughts under stressful situations, but sending his own thoughts is
harder for him,

Example: A Psychokinetic with Power 15 and the skill Telekinesis-5 could
lift large weights by mental power, but his control would be poor. He could float
4 Man Cross a street, but trying to perch him on a parked car would be tricky.
On the other hand, if he had Power 5 and Telekinesis-15 he could maneuver a
dime into a coin slot while carrying on a conversation, but couldn’t lift more than
a few ounces.

One-Skill Powers

Ifyou have only one skill under a Power, and can never learn any more, that
Power can be bought more cheaply. A star (%) by the name of a skill shows the
cost per level of Power if that skill is the only one the psi can ever learn for that
Power. If there is no star, the skill is not available as an “only” skill.

— 6



Using Psi Abilities
“ Use of psi tequires the Concenirate: Manewver (p. B106). Unless specified
otherwise, each use of an ““active’* psi skill requires one turn of concentration —
that is, you stand <#ill for one second, doing nothing, visualizing how the skill is
- gofng 10 be used (and informing the GM of what effect you want). You never
fave to use full Power —but ifyon don’t want to do so, you should tell the GM.
-7 ifyour attention wasn't distracted (p. B106), at the beginning of your next
" prn theactual feat takes place. [fa skill roll is required, you make i now. A roll
against psi skill works just like any other skill roll: 3d vs. your level in that skill.
"7 Guccess means the psi skill takes effect as described. If use of the skill would
cost Fatigue (see Fatigue Cost, p. 8), this is inmediately marked off your ST. If
¢ skill is one which can be resisred, a Contest of Skills is rolled instead; see the
skill descriptions. See Resisted Skills, below.
" & critical success means the skill worked especially well, and there is no
.fﬁﬁgue cost. Tf the skill is a resisted one, don’t roll for resistance.
" A fajled roll means the skill had no effect — the user bungled that specific
use of psi. Further attempts to duplicate that same feat without resting first will
b considered repeated atiempis: they will cost fatigue and be made at a -1
(cumulative) penalty to skill, or -2 if the failure was vs. 2 Mind Shield. See
Repeated Attempss, p. 8, for the length of this penalty.
" A critieal failure has the same effect as a failure, and always costs 1d of
fatigue in addition to any other fatigue costs.
Afier you have made your roll, you may take your action for that turn — the
“psi effect was the result of last mrm’s concentration. You may move, fight or

" concentrate on another use of psi.

‘Rosisted Skills

- Certainpsi skills, as noted in their descriptions, may be resisted. This means
that a Quick Contest must be rolled before the skilt takes effect. Typically, this
contest is betwesn the attacker’s psi skill and the defender’s Will, but there are
“exceptions; see the individual descriptions.

- Forinstance, if the attacker is trying Sieep (p. 24), he attempts his Sleep roll.
“~ If he fails, he fails, and the subject gets an 1Q roll to notice the attack. If he
succeeds, the subject rofls vs. his Will or his best Telepathy skill. If he makes
this roll by at least as much as the attacker made his Sleep roll, he *resists,” and,
- again, gets a chance to notice the attack. But if the attacker makes his roll by
" more than the defender made his — or if the subject fails — then be sleeps.

The Ride of 16: I, after 2l modifications are applied (including range, Mind
" Shields and Psionic Resistance) the user's skill is above 16 and above the
‘ subject’s resistance, the user rolls against 16 rather than against his skill.

v

i,

. Continuing Effects

Many psi skills produce effects that can be maintained continuoasly, such as
 reading a person’s mind. As long as the skill is being used in the same way ot
the same subject, a Concentrate maneuver is not required after the first urn. The

~ - psi can contibue using his abilities while he takes other maneuvers.
: However, a minimal level of concentration must always be maintained — psi
effects will stop working if the user dies or goes unconscious o the subject
-~ moves ogt of range. Furthermore, the user must make a separate skill roll once
a minute for each individual psionic feat he is maintaining. This roll does not
cost fatigue, even on 4 critical failure. But if it fails, so does that particular use
o of psi. Reactivating it would require & new turn of concentration and another
L skilk rofd, which would count as a Repeared Astempt (p. 8},

Py .

Modifiers to Skill

When making the roil 1o activate 8 psi
anility, various mndifiers will add to or
subtract from your basic skill, These vary
for each psi power and shill, but some
common modifiers are:

For cach repeated attempr at the same
feat afer the inital skill roll failed: -1 (-2
vs. 2 Mind Shield).

Subject has Psionic Resistance: minus
its level.

Multiple feats: -1 for each psi skill ex-
cept Telecontrol that the user has “‘on” at
the game me. Excepdon: other skills can
e used during Astral Projection at no pen-
alty!

Telecontrol {see p. 25): -4 10 anpthing
elee attempled at the same tioe,

Teiepathy vs. Mind Shieid: minus s
Power.

User wounded while concentrating:
mimus damage suffered,

Extra Effort

A Psi can put “extra effort” into an
activation roll and get an effective increase
in Power. For every 3 Fatigue polnts spent
04 40 atempt, merease effective Power by
1, but decrease effective skl by 2. If the
psi nse continues for more than & misule,
¢ach extra minute using that skill costs 2n-
other 3 Fatigoe.

The levels added through extra effor:
may not excesd the character’s griginal
Power. For example, 4 character wit
Power 2 telepathy could add no more than
two wdditional levels with Extra Effors, 12
gardiess of haw much Fatigue he had K

A few psi skills are passive skidls. Un
like normal “*active’’ skills, these psi skill
Tequire 0o conceatration to activale ¢
mainiain, and any rolls for success ar
made gecretly by the GM. An example of
passive skill is Precogaition, whers th
GM secretly rolls 10 ses if the PC's pawe
dleried him % danger. Another is Min
Shield, which prokects the psi even if fie
wnaware of en altack. Exra Effort (se
above) can never be put into passive use
of a skill. In this case, skill Jevel is used 1
datermine other things, such a3 the shield
sensitvity.

Passive skills never cost Fatigne, ac
Batra Effort cannot be put into a passiv
usg of skill,

Psionic Abilitie
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Mental Signatures

Psi powers do not normally have an ob-
vious physical effect. However, they leave
a psychic “signature’ which can be de-
tected by those with the proper skills.

The Signature Sniffer skill (part of the
Telepathy Power — see p. 24) can be used
to detect the active use of any psi skill. On
2 good encugh roll, the saiffer will know
who used the psi skill and what for!

A Signature Sniffer who also has the
Psychometry skill (p. 14) can even detect
old signatures on the area ar item that was
affected.

The enhancement “‘Weak Signature’*
gives a -4 to read a signature. The en-
hancement *No Signature'* means there is
no trace to read!

Improving Psi Abilities

Use the rules for Adding and Improving
Skills (p. B82) for psi skills. Powers can be
improved just like skills, but only if the
character has at least Power 1 to start with.
Characters can apply experience to skills
or powers that were used in an adventure,
or use any of the methods for Improvemens
Through Study described on p. B82:

Finding a Teacher is the easiest meth-
od, requiring 200 hours of personal tutor-
ing per character point gained. However,
the teacher must know the ability you wish
to learn or improve at a higher level than
you do — and if psi is rare, secret or ille-
£al, the quest for 2 proper “guru’" may be
an adventure in itself! Few psionic teachers
charge for instruction (unless psi is very
common), but there is always a price —
which ofien involves serving the teacher or
his organization for a period of time at Jeast
equal to the length of instruction.

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

Schools for psis sometimes exist, in the
form of Psionics Institutes (sidebar, p. 105)
—~ see the descriptions of groups like the
Overmind Institute (p. 124) or Phoenix
Project (p. 124) for examples. Military and
intelligence organizations may also run se-
cret (raining carups for psis. These camps
usually require the student’s total concen-
ration whenever he's not actually eating or
sleeping; at 14 hours of study per day, a
character point would be gained every two
weeks! Tuition is rarely charged, but there
are usuglly strings attached . . .

Jobs count only if the psi is using his
psionic skill or power as an integral part of
his daily routine, They provide sbout 214
character points of €xperience per year —
see Working Psis (sidebar, p. 106) for ex-

ampies of psionic professions.

Psionic Abilities

Multiple Feats

A psi can activate only one skill use at a time. But he may use do severy
things simultaneously, as long as they are started one at a time. For each simy).
taneous feat, there is a -1 to skill. For Telecontrol (p. 25), the penalty is 4.

Example: You start juggling 2 hand grenade with your hands behind Yyour
back, using Telekinesis. The pattern is the same each turn, so only minimg]
concentration is required after your initial skill roll. Now you add a secong
grenade. You concentrate for one turn (taking a -2 penalty for doing two thing
at once) and make your roll. A failed roll would mean you dropped the new
grenade; on a critical failure, you’d fumble everything you were doing,

With your audience distracted, you atterpt Telereceive, to read a foe's
mind. This requires a turn of concentration and z roll at -3 (for the other two
feats). If you succeed and remain in your foe’s mind, you will have to make twg
rolls each minute — one each for TK and Telereceive, both at -3 — to continye,
You can keep mind reading and juggling every turn while you do other things,
but throwing a grenade would require you to Concentrate and make a new skifj
roll to keep the other uses of psi on track.

Repeated Attempts

When a psi tries to use or maintain a skill and fails (misses his roll), he may
wait five minutes and try that particular feat again without a penalty. If he tries
again sooner, this is considered a repeated astempt and costs a point of fatigue,
Furthermore, the skill roll for that second attempt is at -1. Should this effort fail,
he can spend another point of fatigue and try again at -2, and so on, until fatigue
reaches 0 and he falls unconscious, or effective skill drops below 3, at which point
1o success i$ possible. Double these penalties if a Mind Shield is being attacked.

Once a psi starts spending fatigue for repeated efforts, all attempts with that
skill are considered repeated efforts until he has rested for long enough to
tecover all lost fatigue, at 10 minutes per point (faster if he has the Breath
Control skill, p. B48).

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

Consecutive successfi rolls to perform the same psi feat are nor ““repeated
efforts” — as long as the psi continues to succeed, he can do the same thing
forever without penalty.

Fatigue Cost

Most uses of psi require no expenditure of energy, just as ordinary walking
and talking require no great effort. In this way psi is very different from magic.

But some uses are more strenuous. When use ofa psionic skill costs energy,
itis always taken as farigue — one point of fatigue per attempt, unless specified
otherwise. Unlike a mage, a psi cannot spend his own HT as energy for psi use
— this is another of the differences between magic and psionics.

Psi use costs fatigue under the following circumstances:

() For each repeated attempt to use a skill when the first attempt has failed.

(b) For any use that requires a Quick Contest of Skills or Contest of Skills
vs. the subject’s attributes, unless the user wins the Contest by 5 or more. In that
case, the effort was so easy it cost no fatigue.

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

(d) For an “extra effort”’ use of psi — that is, an attempt to raise your
effective Power level above normal. See the sidebar on p. 7 for details.

— 8



2) b;i_an? critical failure on @ o&ill roll, the user loses 1d of fatipue. Some

i{ls may have other ceitical failure hazards, as noted in their individual deserip-

hancements and Limitations

An ephancement is somathing that makes a psi power more useful — Instan-
s, for example. A Visnitation makes 3 psi ability ess usofol — Unceliable
Tonch Only are examples. The GM is free to disallow any modifier that he
15 abusive or inappropriate for a pardicular ebility! A psi cannot have more
7o Tinked sets of eshancements and limitations.

Jnhancements and limitations are described in terms of a percentage. For
le,a +20% enhancement reflects a 20% increase in the final cost for a
articulac psi power, rounded #p.

: Enhancements add to the Cost; limitations subtract from the cost. Total all
modifiers before determining final cost. For instance, a +20% enhancement and
.10% limitation result in a net -10% on cost. The final reduction can never

ced 75 %; treat anything over <73 % as equal to -75%.

ample: You are buying Telepathy (5 points per level) witha 50% limita-
a. Buying it at level 1 costs 4 (haif of 5, rounded up). Level 2 would cost 2
e, for 8 total of 5 (exactly half of 10). Leval 7 costs 18 (12 of33), and so on.

“Specific enhancements and limitations are described starting on p. 27.

Tng}hing Enhancements On and Off
- Each time a psi uses an enhanced psi power, he can decide which (if any)

*erhancements to use. The player must inform the GM which enfiancements are

" being ignored before the roll is made to activate the ability. The ““default”
assumption is that they’re always being used,

.~ ThisallowsaFC10 effectively have multiple versions of the same psi power
By simply tailaring which enhancements are used at any particular time.

Linked Enhancements and Limitations

. Apsimay “link” a specific enhancement to a specific limitation, as long as
the limitation’s value is greater than of equal to that of the enkancement. For
‘instance, a 20% enthancement could be linked to any limitation (or set of limita-
‘tions) with a value of -20% or worse.

- When this is done, the enhancement is fres: the limitations cance! out its
‘point cost. There is no further point break if the Jimitations were worth more
ao the enhancement!

- The game effect js that the limitations come Into play whenever the enhanced
3 Ea'r_sion of the power is used. For instance, 2 psi might have the option of using
- _h@.Mental Blow without leaving any signature (+20%), but only if he takes a
“minute of preparation (-20%). He would still have the option to use 2 normal
Mental Blow, leaving 2 signature, without preparation.

Bnhancements and Limitations Jor Skills

~Anenhancement ot limitatich may be applied to a skill rather than a power.

- This changes the effectiveness of that specific skill without affecting other skills.

'0_1?1)' the cost of that specific skill is changed. Always compute the cost of the
unmodified skill first, and round the cost up to the nearest balf-point. Minimum

- C0st is V4 point,

+* Should a player apply the same enhancements or limitations to all the skills

- d Pawer 50 as to get the same effect for fewer points, the GM may laugh

_rqthless]y and have the player exhance or limit the underlying Power instead!

_ For a one-skill power, the enhaneerent or limitation is always applied to the
- power cost, regardless.

—9—

Roleplaying Limitations

Limitatioag reduce the cost of pOwers

and skills by making their use more diffi-
eult or dangerous, But limitations are oot
just ways of saving points, They can also
he Lhe focus of advenmres. A psi with dan-
gerously Uncontroflable skills could be 2
menace! Limitations can also be a tysery
to the researcher; many gadgets or psi
skills can detect Power Jevel and type, but
{few qan delermine what limitations a per-
son has.

Imagine the frustration of a parapsy-
chologist when he discovers 8 genuine
teleport who bas only made oue jump and
doesn’t know how hie did it. The scientst’s
genetic tests reveal the person i a Power
14 Teleport — but his pewer has the limi-
1ations Emergencies Only, Unreliable, and
the accessibility limitation “*Only When In-
taxicated.” He made his first “jwmp" 10
escape a robbery at abar.

Getting Rid of Limitations

Atthe GM's option, a character canuse
earned experience 1o buy off limitations,
paying i difference berwesn the original
and limited cost. Special fraining with
other psis might be vequired (reflecting 2
chatacter leaming to master his Uncontrel-
{1ble or Eickle powers). Alicrnatively,
limitation may have resuited from 2 "'men-
t block™ ot burled traums, and can oaly
be hought off i the charactes Tecognizes
and avercomes this problem, perbaps by
elepathic counselling or dream-therapy.

Psionic Abilitie:
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Psi Powers and Skills
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a psi st Bave the prerequisite at the sibyimam Jisted feve],
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skill alone {see One-SHll Powers, p. 6). The nole ** knfz"
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me's physical form — inzny paople
bave outcf-body expericaoss whils
injured or dying. Exep wack of yoar
astral body's HT separstely from
pivsical HT: although your marerial
foriz may be wounded, your asteal
bedy will be fine, Similarly, damape
to an astral body i5 Aor applied o the
physical body. IF your asiral body is
badly injwred, and you remsd (0 your
uwn body, your phyeical body may
be fipe — tud if you se-enter (s as-
trai plne without giving yonrself
time to beal, your asmal body will
seill be damaged.

[f your astzal body is ¢ver de-
stroved, your physicai body {5 left a
misdless fusk. If your physical body
i§ desyoyed while you are asmal, you
Becomé A creature of the 5l plaos,
forgver roamalng. Ses p. 98.

Specinl Skili Enbatcoemers: Exira
vastral DR' costs 2 posnts per point
of DR Thit may odly be purchasad
with chaeacter points eareed while
adventuring o the astead plane!
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Astral Sight &1
This {5 the ability to perceive as-
5 tral forms while yoa are in the mate-
 phydead world, with (he following caceptions: Antipsi, Psy-  slal world, with a range af Power (sqnared) i yards, You geta
E.VﬂnpirismandTehpalhypowmcanmhm;wrmnuf pasaivusﬁ]lroumhnnmmlmwmﬂbdugswithinﬂmi
: doiral plane & -5 to sidll, enabling a0 wsival eatily to affecta disamce, Beings widin W (round up) of his zange arc Jocated
non-sstral being or be affected by one, Any magical speli or stomatically. Once you detect an asal form, &t will rematn
! that acts on the mind oF soul rathar than thebody (in detected nasl it maves cut of rangs.
geoers), anything pesiszed by ) ratber thaa ST or HT) czn also Special Skl Enbancement; YO Gl share yous abiliy witk
g discrerinn others within 2 vani of you; onca you detect an astral creafure,
, dons ol seern (o be effected by damage 0 they can see fras well. +40%,
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If you are “in”* you can now operate and program the com-
puter just as if you were using the keyboard, neural interface or
whatever normally controls the computer. In a GURPS Cyber-
punk campaign, the Computer Hacking skill can be substituted
for Computer Operation or Computer Programming,

This skill requires foral concentration; computers’ ““minds”
are very fast and totally alien, A psi can do norhing else while
using this skifl; he will appear to be in a trance. Anything that
breaks his concentration will sever his mental link with the com-
puter. Ordinary interruptions will have no effect; short of injury,
a prolonged shaking is about the only way to do it. If the psiis
injured, rolt vs. (Will<damage taken). On a successful roll, be
ignores the injury; if he fails, he becomes aware of his surround-
ings. This is sometimes good and sometimes bad . . . so it goes!

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

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

Someone with Cyberpsi can also control small dedicated
computers, €.g. a computerized scanner, lock or gunsight. This
WOrks as above; treat most dedicated computers as Coraplexity
lor2, and any success enables the user to turn the system on or

off, In a successful Computer Programming roll, he can also
feed false data into it,

Dampen 2

You can hinder the function of all electrical devices in the
area by “'slowing’” the current that powers the object. This does
80 damage to most equipment — it just furns it off for as long the
object remains in your range.

Psionic Abilities

To use Dampen, take the Concentrate maneuver, Roll vs.
skill at the beginning of your next turn, If successful, this skill
continuously affects an area of Power/4 (round down) yard ra-
dius. This area may be anywhere you can see or visualize {as
above), within a range of Power squared, in yards. A further roll
is required each minute to continue.

However, some devices, especially computers, can be dam-
aged merely by suddenly turning them off or slowing them down,
causing 4 loss of stored data — and if you dampen the electrical
system of a plane during takeoff, while you aren’t actually dam-
aging the equipment, the subsequent crash will be nasty!

A few objects may be shiclded against this ability; to affect
them, you must make your skill roll by an amount equal to or
greater than Vs their level of shielding (round down). For in-
stance, using the values for Surge, p. 13, to dampen a “‘Tem-
pest-hardened"” military system you must succeed by 4 or more.

Energy Sense x1

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

If the user also has Cyberpsi, be can use this ability to “‘read”’
information stored on magnetic (not optical) disks and tapes, at
1Q% 100 words per minute. Treat this as a normal use of Energy
Sense, but use the lower of Cyberpsi and Energy Sense skills,
The disk or tape must be touched! If the user fails, he may try
again, using the normal “repeated attempts'* rule.

Energy Shield %2

Energy Shield lets the psi ‘‘lock on” to incoming energy
particles and funnel them harmlessly away. This skill gives 1
DR per 2 full levels of Power versus energy attacks like laser
beams, fire or lightning bolts, but has no effect versus physical
or purely mental attacks.

To use this ability, take the Concentrate maneuver, At the
beginning of next turn, make your PK Shield roll. If you sw-
ceed, the shield is up and can be maintained from turn to furn
without any further conceatration, However, a skill roll is re-
quired each second to keep the shield active, If the roll fails, you
must concentrate again to build up the Shield, with the usual
fatigue cost and skill penalty for repeated aftempts.

Energy Shield costs I fatigue to activate, and (if it staysup) a
further fatigue point eack minate it is maintained.

Lightning +n/a FPrerequisite: Surge-12+
You can direct bolts of electricity, doing 1d damage per 3 full
levels of Power you possess. You mmust have a source of energy
— normal building current is enough. An auto battery or even a
D cell isn’t, but an E cell would support up to a 2d bolt. The
“lightning bolt”’ will jump out of the battery, wall cable or
electrical appliance and ground itself through your target.

To use this skill (called “electrodirection’ by researchers),
take the Concentrate maneuver for one turn. At the start of your
next turn, make your skill roll. In addition to nsual modifiers,
treat the attack as a snap shot by a ranged weapon with S8 12,
Accuracy 2. Maximum range is 10 yards per die of damage you
inflict; 12D range is half that. Use the suom of the distance be-
tween you and the bolt's source, and between the bolt’s source
and the target.

The target may dodge, but metal armor has only PD 0, DR 1.
TL8+ armor is usually made partly or wholly of non-metallic
material, and thus has normal DR,

—-12—



If the bolt comes out of an electrical device, that device will
quffer the effects of 2 Surge (below), based om your Power. If the
target is an electronic system, it will suffer a similar ef fect!

Photokinesis %2

This is the ability to manipuiate light waves. To use it, you
must take the Coneentrate maneuver; at the start of next mem,
roll vs. skill. A successful roll lets you bend Jight, creating 2
thres-dimensional image up to Power/3 hexes in size. it may
appear anywhere within 2 range of Power squared, in yards, The
image will always glow in the dark.

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

Success by 0-3: Simple line images and colors are possible, A
an would be 2 vaguely humanoid blot of light, while some-
thing simpie like a doorway would lack detail, appearing as a
testangle with a knob in it.

Success by 4-7: Basic detail may be filled in. The image is
sketchy, resembling a cartoon, though from far enough away the
image may seem 1eal.

Success by 8 or more: Full detail and texture are possible. An
1Q roll is required o tell that the image is not real just by looking
atit.

£f an image doesn't turm ont, the psi can Gispel it and try again
as a Repeated Attermy.

A skill roll mmust be made each minute to maintain an image,
and it must succeed by the same amount ot better (if it succeeds
by a lesser amount, the image will be seea to degrade). How-
ever, nio Further concentration is required wnless the psi is mak-
ing the image change color, move of change shape — ta do this
requires the Concentrate mancuver and 2 new skill roll,

Tf you have Power 10+, you can use this skill to make your-
self (and anything you are cartying) invisible. (You can fool
cameras, but not infrared or ultraviotet vision.) This requires a
successful skill rall at < and a mum of concentration, and &
furtber 7oli cach minute to maintain, If you are attacked while
invisible, the attacker is at -6 to hit, or -4 if he knaws your exact
location {e.g., yon went invisible while prone). If you attack

someooe who can't see you, they get no active defense unless
they make 2 Hearing-2 oll; then they can defend at -4,

Instead of becoming invisible, you cas try to blur your
image. Us the same procedure, but it only tequires Power 2+,
and is only at -2 to skill. i successful, you are -1 to be attacked
per 2 levels of Powar you have, to a maxinmm of -5,

Special Skiil Limitntion: *“For Invisibility Only.” The oaly
effect you can create i¢ to make yourself, and what you are
carrying, invisible. -50%.

Surge %2

This skill causes a power suzge in an electrical device. Take
the Concentrate mancuver. At the beginning of your next turn,
roll vs. your Surge skill, On a suceessful rotl, the target takes 1d
damage per 3 levels of your Power. If its HT is exceeded (see
below), the item will short-circuit or otherwise burn out. Ona
critical success, the equipment catches fire! Range is equal o
Power sared, in yards,

You cannot “'suege’ an entire spacecraft or vehicle; you must
wrget specific electrical systems {e.3., laser-ignition system oo
the fusion Teactor, a sensor system, etc.).

Psis will want to use this ability to knock out their foes'
ultra-tech equipmicnt. Use the table below, Remember that any
device might be specifically protected agalnst Surge atiacks (or
EMP from nuclear weapons, which gives the same effect), add-
ing to its HT.

Typical Equipment HT vs. Surge Attacks
Data on an wnprotected computer: 3
Unprotected computer: &
Shielded business computer and data: 9
Most electronic home appHances: 10
Elactronic military hardware (g.g., cybersuit): 2XTL
Reguiar electrical appliances (washing machine): 20
Tempest-hardeaed military compater sy stem and data: 20
Cheyenne-hardened military system and data: 50+
Anignnas, power Hues, etc. are totally lmmme to Surge;
they’re designed to survive real lightning strikes.
Optical systems are also imimane to Surge.

ESP Power (3 points per level)

ESP is extra-sensory perception — the ability te perceive
events in paranormal ways. It is often called second sight, and
mystics sometimes refer to ESP as “‘the Sight.”” A technicad
term for it is Remote Viewing, though this can also be applied to
Astral Projection.

ESP and Telepathy are the most commeon psychic abilities,
and the two are often confused. For instance, SUppose 2 persim
writes something oc a piece of paper, and then places it in a
sealed envelope. A psi who has never seen it then accurately
seports what is written on it. I8 she using ESP to read the paper
through the eavelape, ar Telepathy to read the writer's mind?
Only the psi can know . . . and she aften doesn’t!

Uulike most psi abilities, thete is no need 1o see or touch a
subject, and no skill penalty for range Vs, unsesn targets. How-
gver, range is aften sharply limited by Power.

When ESP is used, a <kill roli, made by the GM, is always
required, The better the roll, the more accurate and useful will
be the information he gives. On & failed roll, be says * You leam
nothtng.” But if 2 Psychometry, Precognition or Seekersense
roll is faied by more than 5, he ifes. Repeated attenpis at ESP
powers cost rwo Fatigue apiece, at -2 skill for each repeated
attempt.
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Clairvoyance %2

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

Touse Clarvoyance, take the Concentraie maneuver. Al the
beginning of your next turn, roli vs. skill, Success means you
see something,; failure means you see nothing, or that gvetything
is hazy and indistinct. Once you succeed, you can maintain yout
observation of that object or place for as long as you want, but 2
maintenasce roll is required each minute. Bach time you look at
adifferent thing or in a different direction, 2 new tum of concen-
tration and skill roll are required to determine whether you see
anything, The area observed can be moved ai 4 maxinnm Move
equal to your Power (to follow someone walking, for instance).

The range of Clairvoyance is equal to your Power squared,
expressed in inches. Thus, even Power 1 will et you see inside
an envelope in your hand, Power 20 wil let you se¢ 400 inches
— almost exactly 11 yards.

The area “‘seen’’ is equal to haif the range. Thus, someone
with Power 1 can scan 42" of ihat envelope at a time, Someane
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with Power 20 could ses anything within 5 hexes of his *‘view-
point.”’

Darkness is no barrier to ESP. A clairvoyant can use his
ability instead of natural vision when moving through an unlit
room or to compensate for blindness via a short-ranged form of
“sight.”” If a clairvoyant takes the Blind disadvantage, he only
gets -30 points for it if his skill is 9+. If his skill is 12+, it’s
only worth -15 points!

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

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

Combat Sense %2 Prerequisite: ESP Power 5

Thisis a highly selective form of precognition — the user can
sense what a foe in melee combat is about to do, if he can see that
foe.

This ability requires a separate roli for each rum of combat;
1o concentration is required, but the skill is no use against an
ambush (unless the user was already warned via Danger Sense!),

On a successful roll, for every 10 levels of ESP Power (round
down) he has, the user adds +1 to effective melee combat skills
that furn; missile combat is not affected at all. He also gets +1 to
his first Dodge that turn. A failed roll has no effect, but a critical
failure subtracts 1 from all melee attacks and defenses that turn,

Precognition %2

This is the ability to see the future. It is the chanciest and
least-understood of all known psi skills. A *‘precog” vision may
be sight, sound or just 2 flash of knowledge. And remember that
nothing about the future is certain; even if
the GM has made his mind up, be could
reconsider , , .

An active attempt to Precog requires 10
minutes of total concentration, and costs 2
fatigue points. It is made at -10 (1) to skill.

A passive Precog roll may be made at
the GM’s whim. Precognition is usually
associated with a person or thing. For in-
stance, if you meet a person who has some
very important event in his future, the GM
will make a roll in secret to see if you
detect the possibility of that eveat, Or see-
ing a picture of a place could set off a
vision having to do with that place,

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

Default use: Without training, this skill
gives you a roll vs, IQ any time you are in
immediate danger; a successful rol] means
you are aware of danger, and a very good

Clairaudience 2

As above, except that it lets the user hear what is being said
behind walls, etc., and listen indefinitely to any conversation of
interest. Range and Area are expressed in yards rather than
inches; a Power 9 clairaudient has a range of 81 yards and an
area of 4G yards,

An inexperienced esper may believe his Clairaudience ability
to0 be Telepathy — after all, he is hearing ““voices in his head”
from peaple who are not present!

Clairsentience %1

Othe; forms of ESP similar to clairaudience and clairvoyance
Iay exist corresponding to other senses, such as taste, smell,
touch, and more alien forms of perception. These are collec-
tively known as Clairsentience; each is a separate siill; If these

are used in 2 campaign, use the Clairvoyance (rather than Clair-
audience) area and range,

Psionic Abilities
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roll gives you some details. This works the
same as the Danger Sense advantage (p.
B20) — becaus it is the same. If you have Danger Sense, you
are a psi — an Esper with Power 5 and no training,

Special Skill Limirations: Your precogaition is limited to one
particular type of event. Some ecxamples of legal limitations:
only events involving you personally (-10%); only disasters
(fire, air crashes, explosions, floods, etc.); (-30%); only events
related to death (-50%).

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

Psychometry 1

This talent (also called “‘retrocognition’") lets the psi learn
something about the history of a place or inanimate object: gen-
eral impressions, use, user’s personality, etc, The length of his-
tory sensed is equal to Power squared, expressed in years, up to
Power 15, after which it is Power cubed. The physical range is
normally Power squared, expressed in inches, but a very strong
impression can be detected at twice this distance. The clearest
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readings (+1 to sidll) will always be obtained right on. top of the
place, or touching the alrject.

Normally, a deliberate effort is required; each uy takes one
turn of concentration and 4 skill roll, Tf suceessful, the effects
are felt instantly, But very strang “‘vibes” may be noticed pas-
sively when the esper comes within sensing range; the GM rolls
in secret.

o ail cases, the amount of detail gained is dependent on how
rmach the skill roli succeeded by, Usually only a brief impres-
sion is gained; a success by 3+, ora critical success, is required
for delails. Repeated attempts are possible to get betier results,
at the usual penalties.

Psychometry will wsually detect the psychic vibrations sur-
rounding cven an inactive psychotromic or biopsi device that has
been used recently, It will not detect magic. But (for instance) 2
holy objest would give *“good" vibes because it had been han-
dled by holy men, and an evil altar would have 2 pail about it
hecause of the accumulated negative psychic energy that the
sacrifices made upon it bad generated, Psychometry would alsp
Jetect an wnusual psychic air about an artifact from another
dimension,

An esper who picks up exceptionally violent or alien impres-
sions, especially if they are umexpected, may have to make 2
Will roll to avoid being mentally stunned.

Special Skill Limitations: Your Psychome(ty is Yimited ta one
particular type of eveat, as described above for Precognition.

Retrogression

In some campaigns, meatal time travel may be treated as 2
psionic power or skill, A psi adept could send his mind back in
ime o share the mind of a real person who lived in the past. This
ability will be covered in detail in GURPS Time Travel,

Seekersense %2

This ahility enabiles you to "‘lock on™ 0 one individual, or
one object or class of objects. For instance, an esper could search
for water, his misplaced wallet or another person.

To be located, the tarpet oust be within range. Use the Telep-
atky Range Tabie (p. 20) to determing maxixum fange; evel
though this is a global effect, range is ot divided by 100.

To use, take the Concentrate maneuver, At the begimming of
your next turn, roll vs, Seckersense at -4 with one try enly per
subject per day. If successful, the ESPer will feel & “'pull”
toward his target and will know which direction to go in to find
it. A critical success gives him a vigion of the location. A critical
failure provides misieading information.

The ability can be maintained, If the user continues to make
his sidll eoll (roll every 10 minutes, rather than evety Taimie)
the “*pull"* wili continue uatil he has located the subject, and get
stronger as he closes n, or weaken if he turns away.

Because it does not reveal distance, only direction, Seeker-
sensa is somewhat Jess useful than Telescan (p. 26) for locating
poaple. If the target ig & person, his Psi Resistance and Mind
Shield subtract from the chance of success.

Healing (3 points per level)

The power of psychic bealing seems to combine aspects of
empathy, psychokinesis, and Telepathy, but it is effectively a
separate power. It is also one of the most common psi abilities,
as demonstrated by the great numbers of faith Tealers and age-
less Eastern mystics.

Special Limitation: 1n addition 10 the fatigue cost, the psi
takes damage whenever healing another person. This damage is
equal to half the hits healed (round up)- -S0%.

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

Special Limitasion: The psi can only use the power o himseif
— he cannot use Sense Aura or use Healing on ather beings. ‘This
reflects the classic ““yoga master’* who never gets sick and lives
fotever. 1t is incompatible with the two limitations above. -30%.

Healing *n/a

You must be in physical contact with the subject and take the
(Concentrate mancuver. At the beginning of your next jum, roll
vs. Healing skill. On a successful skill roll, you can restore fost
HT up to your own Power, Failre costs 1d fatigue; critical
faihure also causes 1 damags! Successful eating costs 3 fatigue
for each bit healed. The cost to cure diseasc or poison is always
at least 6 Fatigue.

The worse the disease or poison, the greater level of Power is
required. A cold requires only Power 1; most ordinary diseases
require Power §; cobra venom of malaria may requics Power §;
radiation damage requires Power 12; the poison of the South
Ametican Arrow Toad, terminal cancer of AIDS may raquire
Power 15+. The GM decides what power level is required in
case of question, As usual, Power can be boosted by Extra
Effort, which will also lower sidll . . .

The Healing skill is at -2 whet the victim is mconscions, and
2 of worst to cure disease or poisoning (see above). It can’t
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restote & Jost limb, and is at -6 to restore & crippled but whole
Timb (each Healer gets cnly one fry at any one limb). It can't
bring back the dead.

Prerequisite: Metaholism
Control-14+
Thepsicanmchispowmtuslowormphisbudyfmm
aging. This is 2 passive skill, and only wotks on the healer
hinself. If the healer decides to use it, the GM rolls against
(skill-10) + Power at the start of every year. If be succeeds, he
will not age at all during the year, or for the next five years on &
critical success. If it fails, be ages normaily. On a cridcal fatlure,
he ages an cxtra 1d years. This roll is not permitted unless the pst
has put at least 2 half-point into the skill!

Erample: Maya has Life Extension-13 aad Healing Power 8.
She needs to roll an 11 or less to avoid adding a year to her
physiclogical age. If she fails and is old enough 1 suffer aging
rolis, she still gets her normal HT rolls 1o avoid losing atiribute
points.

Metabolism Control %I

You can control your own normally involuniary biatogical
fanctions such as puilse, biood flow, digestion and respiration.

This skill allows you 10 enter inta a deathlixe trance by com-
cenuaﬂngforommmandmakingammssfulakﬂl oll; 2
doctor must win a Quick Contest of Skills (Physiciaa-2 vs, your
roll) to reatize that you area’t dead. While in this trance, you are
unaware of your surroundings. You may sét 2 mental ‘‘alarm
clock’" that will awaken you after a certain amount of time has
passed, and you will automatically awaken if yov take any dam-
age. You may Temain in the trance for as Joog as you desire (or
until you dehydrate o starve to death).

Oxygeq, food and water requitements are reduced by 5% per

Life Extension n/a

Psionic Abiliries
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Level of Power when using this skill, to 2 minimum of 5% of
normal.

Exarmple: if you were trapped in a room with only two hours
of air left, and had Power 14, entering the trance would reduce
your 0xygea requirements by 70%, allowing you to breathe for
over 6.5 hours (120 minutes / 0.3), This requires a skill roll
every hour for oxygen, every day for food and water; roll indi-
vidually, Failure means the skill won't work for a day, after
which you can setry without penalty.

You can also use this skill to fool a lie detector or someone
with Detect Lies. For every point the skill roll is made by, add
1 to effective IQ for this purpose. This counts as a passive use of
skill,

Sense Aura %1

This ability is related to telepathic Emotion Sense, but is
active rather than passive, It enables the user to sense the energy
field (or aura) around all living things. Psis with a Power of 1
can feel a tingling like static electricity, but only when touching
the subject; Power 2 or more enables the psi to actually see 2
multicolored aura similar to those produced by Kirlian photog-

Psychic Vampirism (3 points per level)

B .

-

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

A .Psychic Vampire must be able to touch or see his subject, or
$e¢ him through another’s eyes (at -3 to skill). However, a famil-
1ar subject within range (which varies from skill to skill) may be
affected at a distance even if unseen, if they can be clearly visual-
1zed or detected by Telescan or Psi Sense. In this case, the penalty
18 <3, or -3 with a successful *“lock on”’ by Telescan.

Psionic Abilities

raphy. The state of the aura provides clues to a creature’s phys-
ical and mental health, Maximum range that an aura can be seen
is (Power-1), in yards.

A psi can observe one person’s aura at a time. This takes one
tum of concentration, and a roll vs, skill. Success means the psi
perceives the aura, gaining information about the subject’s
heaith. A psi could tell that someone had a fatal disease or that
they were down to their last few HT or fatigue polnts. On a
ctitical success, details are leamned, Add the amount by which
the skill roll succeeded to Diagnosis skill in medical situations,

A successful roll also reveals the subject’s emotional state,
The psi won’t gain detailed insights, but can tell if someone i
upset or happy, eavious or mellow, etc., even if they are hiding
their emotions. A critical success may provide more information.

Once Sense Aura succeeds, 2 psi can observe a subject’s aura
without further concentration, as long as the subject remains in
range and a new roll is made each minute. A psi watching
someone’s aura might se¢ it change if they become agitated
while lying; add the amount the Sense Aura roll succeeded by to
the chance of detecting a lie (p. B65).

Mind Shields subtract normally from the skill of an attacking
Psychic Vampire, so a good shield will make you almost im-
muze from PV attacks. However, a Psychic Vampire can use a
“brute force” attack (p. 22).

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

Special Limitation: To simulate the classic “‘evil eye”” abil-
ity, take the Eye Contact Only limitation (. 28)! -20%.

Drain (Attribute) %2

This is a separate skill for each attribute — ST, DX, HT and
1Q. If you wish to drain all four, you must know four different
versions!

To use this ability, take the Concentrate maneuver. At the
beginning of your next turn, roll 2 Quick Contest: your Drain
(Attribute) skill vs. the subject’s targeted attribute (always at the
original value) plus Strong or Weak Will. If you win, you drain
1d-3 + (your Power/4) points from your foe's attribute. Multi-
ple attacks may be made, but you can never reduce any attribute
below 1. The victim regains drained attributes at a rate of 1 point
per minute.

Maximum range for this skill is Power squared, in yards.

Drain Emotion %2

You can cause a person o stop feeling whatever emotions he
currently feels. The range is Power squared, in yards. To use
this ability, take the Concentrate maneuver. At the beginning of
your next turn, roll a Quick Contest of your Drain Emotion skill
vs. the subject’s Will,

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

The vampire will experience the emotion he has drained, for
the next 1d minutes; the GM may require a Will roll if it was
unusually strong, A Psychic Vampire who drains a person’s love
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for another may (briefly) fall in lave with that person! Players
should roleplay this!

Drain Emotion can be centered on an area instead of an indi-
vidual, at -4 to the Yampise's skill. If used on an area, the radius
of effect is Power/3 (round dovn) hexss.

Steal Dreams %1

This ability can only be used on someon¢ who is currently
asieep, It requires an entire hour to steal 2 night’s dreams, It can
operate from a grear distance; use the Telepathy Range Table.
Ta suceeed, Toll a Quick Contest of skill vs. the subject's Will.

If the attempt is successful, the subject’s dreams are siphoned
off by the user; the subject does not remember them, and may
experience a sense of 10ss o incompleteness upon waking up.

Dreams are ofien a hidden source of creativity and a relief for
anxicty. Anyone who has had their dreams stolen normally suf-
fers a loss of -1 to IQ and to all IQ-based skills until he has a
chance to dream normally. On the other hand, somzone who has
been experiencing constant nightmarcs may actually benefit,

If successfiul, the Psychic Vampire experiences the dreams he
has stolen while he is concentrating oa the ability. The exact
effects vary depending on the subject and the vampire — a vam-
pire may be able to steal 3 creative person’s ideas, or to discover
a person’s seczet hopes, fears or desires.

Steal Energy *2
Thie is the ability to tap & subject for vital energy, The range
is Power in yards. To use this ability, take the Concentrate

maneuver. At the beginning of your niext turn, roll a CQuick
Contest: your Drain Energy skill vs. the subject’s Will. If you
win, the subject loses 1d-3 + (your Power/4) fatigue. 1f fatigue
is educedt to 0, the suhject loges HT instead. The ability can be
used several times in succession, to drain a subject completely of
gven kill him.

Any fatigue (not HT) drained is gained by the user, but this
may only be used to replace lost fatigue, not increase it abave
nommai 5T.

The victim's lost fatigue is recovered normatly.

Steal Power +2

You may drain another psi of psychic force. To use Stcal
Power, lake the Concentrate maneuver. At the beginning of your
sext tumn, roll a Quick Contest of your Steal Power skill vs. the
subject’s Will. I you win, you lower his Power (in ail Powers
at once) by one per four fid! Jevels of your own Power. This
ability always costs 1 fatigue per use. This skill can be used
multiple times — effects are cumulative. Range is equal to
FPower, in yards.

For every tura you suceged in draining Power from a subject
(as long as e still has levels to drain), you oy increase the level
of any single Power you possess by 1.

If your target is reduced to O Power, he may no longer be
drained. Drained power is [ost {by you) and regained (by your
victim) at a Tate of 1 level per minute. You cannot drain Antipsi
Power,

Psychokinesis (5 points per level)

Psychokiesis is the manipulation of matter and energy using
mental power. It covers moving things at a distange, making
them colder or hotter, etS.

There is 0o explicit range Yimit for PX, but a user must
normally be able to sez or touch the subject, or look telepathi-
cally through another’s eyes (at -3 ta skill). However, a familiar
gubject (2 person well kaowa 1o the pst, or an object be has
handleq repeatedly) may be affected at 2 distance even if it is
nnseeds’ -1 to skill for ! vard distance, and an extra -1 each time
the distance doubles. Any skilf rail for PK will have a +1 bonus
if the user is tonching the subject,

Multiple feats using the same skill may not exceed the mari-
mum mass the psi can affect. A psi who can lift 128 pounds
cannot Jift one ohject weighing 300 tbs., maintain the ability,
and then lift another 100 Ih. object — his total mass is limited to
125 1bs.

Cryokinesis %2

This is the ability to slow molecular moticn, thereby decreas-
ing the temperatuse of an object. To use it, concentrate on the
target for one second, then, at the start of your next turm, make
your skill roll. If successful, the target’s temperature will begin
o decrease. On a failed roll you can try again, but if you concen-
rrate on the sams target, you will have to spead fatigue and take
the normal penalty for Repeated Attemmpts.

You must {ake the Concentrate maneuver and foll vs. skill
each furm 1 continve to lower the temperature. You can main-
tain whatever level of temperature you have reached without
special concentration, as long as you continue to make your skiil
roll each minute, IF you do niot fail a skill roll or stop paintain-
ing the ability, effects are cumulative.

Tach leval of Power lets you lower the temperatut of 10
cubic inches of material (of any shape) by 50° per tum of con-

centration. Larger items cool mare slowly, but smaller items do
not ol any faster, Contitued concentration will lower the tem-
perature by 50° eack turn per tevel of Power. As a rough ap-
proximation, assume each pound of mass is 20 cubic inches —
which means that every 3 levels of PK power can lower an
average man’s temperature by 0.5 per turn.
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Items must be cooled as a unit; you cannot, for instance,
focus on a victim's heart and freeze it solid while ignoring the
rest of the body. The GM must use common sense, tempered by
dramatic license, to decide what constitutes a ‘“unit™ here.

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

Cryokinetic Attacks

If a person’s body temperature (normally 98.6°) is lowered
below 95°, he may become unconscious — each turn, he must
make a HT+5 roll, at -1 per degree below 95° F. For every
point the roll is failed by, the victim loses 1 fatigue, or takes HT
damage if fatigue is at O,

Even minor sudden alterations in whole body temperature
can cause fever, brain damage, or death. If a person’s body
temperature is iowered (or raised) by at Jeast 1° in a single turn,
he must make a HT +3 roll, at -2 per additionat 0.5°, Failure
means the victim loses 2 fatigue, 1 DX and 1 HT for every point
the roll failed by. Failure by 10 or more, or critical failure,
results in brain damage as well: the victim falls into a coma for
1d days, and loses 1 point of 1Q,

Levitation %3

This skill works to lift only the psi’s own body {(and whatever
he is carrying). It is the psionic form of flight, and allows hori-
zontal as well as vertical movement, The psi can move only his
own body plus whatever he is carrying (no more than his own
weight).

No conceatration or skill roll is required to use or maintain
this ability — once you have a half-point in it, it's as easy as
walking. Instead, use skill/2 (round down) to determine Dodge
while flying, or roll vs. skill for complex acrobatics.

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

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

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

PK Shield %2 Prerequisite: ESP power 1+

To get this skill, the PK must also have at least 1 point of ESP
Power, in order to sense the air next to his body. PK Shield lets
the psi *‘lock on"” to that air and hold it in place as a shiefd. This
gives DR 1 per 2 levels of Power against physical attacks only
— not lasers, for instance. It works normally on flame attacks
and sonic weapons. It also adds 1 point of PD (only 1 point, ot
one per level),

To use this ability, take the Concentrate maneuver. At the
beginning of next turn, make your PK Shieid roll. If you suc-
ceed, the shield is up, and can be maintained from furm to turn
W1_thout any further concentration. However, a skill roll is re-
quired each second to keep the shield active. If the roll fails, you
st concentrate again to build up the Shield, with the usual
fatigue cost and skill penalty for Repeated Attempts.
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PK Shield costs 1 fatigue to activate, and (if it stays up) a
further fatigue point each minute it is maintained.

Pyrokinesis %3

This is the ability to increase the temperature of an object,
Concentrate on the target for one second, then, at the start of your
next turn, make your skill roll. If successful, the target's temper-
ature will begin to increase. Once started, a pyrokinetically-set
fire burns normally — you can’t use this power to put it out.

On a failed roll, something will still burn. A miss by 110 5
means nearby objects are also affected. A worse miss means the
target isn’t burned, but other things are. A critical failure affects
everything within sight; the GM works out the details, mali-
ciously. If the psi misses, he can continue to concentrate, accept-
ing the inaccuracy, or try again, with regular repeated-attempt
penalties,

You must take the Concentrate maneuver and roll vs, skill
each rrn to continue to raise the temperature, or you can main-
tain whatever level of temperature you have reached withour
special concentration, as long as you continue to make your skili
roll each minute. Until you fail a skill roli or stop maintaining
the ability, effects are cummulative.

Each ievel of Power lets the pyrokinetic raise the temperature
by 50° per 10 cubic inches of material. Larger items can be
heated more slowly, but smaller items do not heat any faster.
Continued concentration will continue to raise the temperature
by 50° per turn for each level of Power. Thus at Power 10, you
could heat up a I0-cubic-inch item at 500° per second! So in a
single second, you could set a book ablaze. Again, assume a
pound of mass is roughly equal to 20 cubic inches. For every 3
levels of Power, a pyrokinetic can raise an average man's tem-
perature by 0.5°,
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Ttezns must be heated as a ait; see Cryokinesis (p. 17).

Pyrokinetic heat is trapped within the subject; very listle es-
capes to the outside world until the psi Stops concentrating.
Thus, a powerfal — of patient — Pyrotic could bur a victin 10
ashes while his clothing is almost unaffected, aithough the vic-
tim would notice the temperature increase Jong beforehand, and
if be realized what was happening, could try to get out of line of
sight of tae pyrokinetic! A better tactic might be to set @ victm’s
clothes on fire; he would Tiotice nothing until they barst into
flame, but then the flames woteld hurt!

Spme important temperatures {all in degrees Fahrenheit):
Room temperature: 75-80°, Body temperature; 98.6°. Person
becomes unconscious: 120°. Water boils: 212°, Paper bursts into
fizme: 451°, Wood bussts into flame: 550°. Meat broils: 550°,
1ead melts: 621°. Copper melts: 1,980°, Jron melts: 2,780,

Special Skll Enbancement: Improved Control, On 2 regular
miss, other things aren't heated up; instead, Tothing bappens. A
critical failure is treated as a normal pyrokinetic miss (above).
+20%.

Pyrokinetic Atacks

After 2 person’s body temperatue reaches 105°, he must
make a FIT+5 ol each turn, at -1 per degres over 105° F. For
every point the roil is failed by, the victim loses 1 fatigue, of
takes HT damage if fatigue is a1 0. A powerful pyrokinetic can
also cause shock or death as a result of sudden changes in body
termpérature — see Cryckinesis, p. 17.

Telekinesis k4
"This is the ability to move objests by menfal pawer. Your PK
power cantrals the Wass you can move menially, as follows:

Telekinesis Mass Table
Pt Moved Power

1 15 lhs. 2,000 Ibs. (1 ton)

Further increases in Power continue to add 230 pounds pet
evel. To determine oquivalent ST, divide the *'Lift weight” by
25. Thus, 2 Power 20 psychokinetic can “teke’* objects with 8T
&0. TK can also affect non-solids, such a2 smoke, affecting one
cubic foot per level of Power. To affect waler, use the water’s
mass — a gallon weighs about 8 1bs., and 25 [ong as the waer is
tifted as a single unit, it won’t spill.

In general, PK power of 13 or better is needed to move an
abject fast enough to ¢o harm. A lesser Pawer can sl cause a
distraction, even if the objects thrown aren’t heavy or fast-mov-
ing enough (o cause injury.

Speed of Movement

The mass given for Telekinesis assume that the subject maves
1 yard per second. For barely visible motion {the subject shifis
a tiny bit and stops) double the weight that can be affected.

For greater speeds, consider the object’s mass, Take the dif-
forence between the PK’s actual Power and the minimum Power
tequired (from the Telekinesis Mass Table, above) to move it
continuously.
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Now lock up this *‘excess power’”’ on the chart below, to see
the speed at which the abject can be moved. As the chart shows,
for gvery 2 levels of difference, speed doubles, up to a Power
diffarence of L6: after that, each 2 levels increase speed by 250
mph. If the excess Power s an odd number, multiply the next

lower speed by 1.4,
Excess

Speed

20 Move 750 (Mach 2)

with a Power of 16 ot better, yau can throw smail stooes,
gic., as though they were ullets. RoF is 1, use range and dam-
age as for guns (s p. B208), as follows:

power 16: .22 pistol (Ruger STD).
Power 17: .32 pisto] {(Walther PPK).
Power 18: 9 mm pistok (FN HP33).
Power 19; 357 magnum (Colt Python).
Power 20; .44 magoum (S&W M29).

For each level of Power over 20, add 25 yards to half-damage
range, 50 yards to maxinum range and 1 point t0 damage, Soap
Shot is (25-Skill) and Accuracy is 1.

Getting Tricky

No concenteation is tequired for simple telekinetic lifting or
movement. If telekinesis is used for anything beyond basic
straight-line movemens, the uscr must take the Concenyrate ac-
tion, and roll vs. TK skill at the begimning of his next turm, 10
aim it A failed roll means the subject misses its warget (or other-
wise performs badly — GMs can be creative here), The GM sets
the skill penalty, with the following guidelines:

Precise aim, slow movement {guiding 2 coln imto a slot); -2

Precise aim, fast movement {(throwing 2 ball through a hoap,
or swinging a chair at an egemy: 4,

Precise aim, bullet-fast movement (throwing a rock to do
damage like a buller): -6.

Precise orientation (keeping an arrow going point-first): -3,
This adds to the above peaalties for aim.

Complex moverment (writing yout Dame with a crayoe): =2 of
MOLE,

Target is moving when you 1y (o contral it; -1 for every yard
per second that it is moving, Up 0 a paximum of -10 (throwe
weapans and arrows fall into this category). You cannot catch ¢
buliet, because you can't se¢ it coming — use PK Shield instead.

You may try to deflect an incoming missile if you can see i
coming. This conts as a parry. The 1oll to deflect something &
4 easier than the Tof! to control it (6 easier for lang objects itk
speats and arrows). Thus the net roll to deflect a fast-movin,
arrow is 4. A successful roll maves the object off course — i
automatically misscs its target. Note that deflecting a grenade by
one hex won’t help much . . .
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Telepathy (5 points per level)

Telepathy is the power of mental cemmunication and controf,
It is among the most versatile of all psionic abilities, and along
with ESP and Healing, it is also the commonest. Because of this,
when people think of psis they are usually thinking of telepaths,

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

Telepathy Range Table

Power  Distance

1 Touch only, and required time is multiplied
by i0

2 Touch only

k| 1 yard

4 2 yards

5 4 yards

6 8 yards

7 15 yards

8 30 yards

9 60 yards

10 100 yards

11 200 yards

i2 400 yards

13 ¥2 mile

14 1 mile

15 2 miles

16 4 miles

17 8 miles

18 15 miles

19 30 miles

20 60 miles

21 125 miles

Further increases in Power continue to double range. These
ranges are for contact with a single target. For powers involving
a ““global’” use of psi (¢.g., a Shout directed at everyone around
you), divide Range by 100!

Targeting Telepathy

For Telepathy, the subject is always the person you are trying
to detect, control, attack or communicate with, In general, you
must be able to touch or sec your subject, or borrow another's
eyes using Telereceive (in which case you are at -3 to skill),

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

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

A few skills suffer no penalty for use on unseen targets: they
are Telescan, any Passive skills, and the *‘global” use of
Telesend (or “‘shout”’) at 1% of pormal range, -

Te!epathy Skill Modifiers

A Telepathy skill roll will have the following modifiers;
User ig touching subject; +2. Exception: if your Power is 1 or

» YOU must touch the subject, and you do not get a skill bonus,
User knows Subject slightly (GM’s discretion): +1,
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User knows subject intimately (GM’s discretion); +2.

Subject not seen or touched by user: See above.

Subject has Mind Shield: minus Power of Shield, if skill is
one that is normally affected {see below),

Aspect %2 Prerequisite: Telepathy Power 10+

You radiate a charismatic aur that manipuiates the emotions
of others, making everyone you meet notice and respect you,
whether through love o fear. Peopie will tumn their heads to Took
at you as you pass. The range of this effect is determined by the
Telepathy Range Table, divided by 100. At level 10, a successful
skill roll gives you a +1 modifier on reaction and influence rolls,
For every 2 full levels after that (e.g., at 12, 14, and 50 on) you
get another +1. If you don’t want tg be noticed, you can volun-
tarily ““dim’* your charisma, reduring effective Power,

You also radiate an “‘aspect”” — 2 subliminal impression or
image related to your personality that people notice when you
are in range. At Power 10 to 12, aspects are indistinct: an aura
of peace around 2 gentle gury, or the feeling of fear that comes
over those in the presence of the cruel psi-lord. At Power 13+,
they may be strong enough to automatically project visions sym-
bolic of the psi's self-image into the minds of those within
range. A warrior psi’s aspect could convey the impression of a
snarling wolf, while a wise mystic might radiate an image of
Mount Fuji and a feeling of calm strength. The impression an
aspect gives is 2 manifestation of the psi’s personality, and may
change over time as the psi’s self-image alters. Not all Power
10+ telepaths will have this kind of aspect, but players should
be able to design their character’s symbolism if they wish,

This ability (not the charisma bonus) works regardless of
skill, as a *“default’” — any telepath with Power 10+ may have
an Aspect if he chooses to. A skill roll is required to change your
normal aspect, however, and to keep it changed (roll each mip-
ute). However, Emotion Sense and Sense Aurz can always detect
@ person’s rue aspect if they succeed in reading aura or person-
ality,

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

Emotion Sense 42

This is the ability to tell not what someone is thinking, but
what he is feeling. When z subject is in range of your power and
you hear him speak, you can tell whether he is lying ~ not what
the truth really is, but whether he is being truthful. This is a
“passive’’ roll, so the GM should make it for you automatically,
and notify you if someone is lying,

You can also get a general *'feeling”” for someone’s person-
ity (and their aspect, if any); the better the skili roll, the more
detailed a feeling you get. This is also 2 “‘passive” process, but
only works if you are aware of the person you are reading — if
Yyou have an eight-mile range, you won't inadvertently pick up
the feelings of everyone in the city, although you might pick up
general tendencies (‘“The city is secthing with anger! "), But if
You are in range, you can get a feel for someone You are speak-
ing to on the telephone, or even watching on live TV,

Finally, you can also see through people’s emotional masks,
If someone is sad but pretending o be happy, for instance, a
successful sidll roll will reveal it. This is not 2 passive process
— it require a turn of concentration and 2 skill roll,

Defoult use: At a Power of 3 or better, the passive aspects of
this skilf can be used without training. You can sense lies, but
not other emotions, by rolting vs, your IQ. You get only one
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wpersonality’” roll for each person you meet (if you are sepa-
rated for mote than a month, you get another roll). This works
exactly tike the Empathy advantage {p. B20) — because they're
the same thing! If you have Empathy, you are a psi. The 15
points you spent for Bmpathy make you a Telepath (probably
with Power 3 aod 2o training).

Erase Signature %1

This skill allows you to erase mental tracks from an area of
object. To do 50, take the Concentrale mancuver. At the begin-
ning of your Dext fur, make your skill roll, and record by how
mach vou sueceeded (but your level of success may not exceed
half your Power, rounded down). You get only one try per
object, though another psi could iry to erase {or erase betser) the
samme §1gNAnITe,

if someone artempts to read & signature that you've erased
they must subtract the asboust you mads your roil by from their
Signatare Sniffer skdll — and they only get one attexpt,

Hf you are atterpting o erase someons glse’s signature, you
must make a successful Signatare Siffer roll 1o detect the men-
tal imprint to be erased.

This skill does not leave a signature except on a critical failurel

B

{t

Prerequisite: Telereceive 14+
and Telesend 14+

Nlusion s the ability to seize control of the subject’s percep-
tions, To try it, the telepath nmst already have successfully
entered the subject’s mind using Telereceive.

To use IHusion, take the Concentrate maneuver and decide
what kind of illusion you are projecting. At the beginming of
your next turn, rolf a Quick Contest of your Titnsion skill vs. the
subject’s Will. A Mind Shield does not profect, since it has

Nlusion %n/a

-2l —

already been penetrated. Ilusions work best if they are of things
you are familiar with: the GM may impose a -4 (or greater)
penalty to create an illusion of spmething unfamiliar, Once suc-
cessful, further congentration is Dot required, and a new Quick
Contest is required to maincain it each minnte {sce belaw).

An illosion may totally alter the subject’s sensory percep-
vions. It ca be something as subtle as making the §5 bill you are
hoiding appear to be a $100 bilk, or as complex as making the
subject experience the bombing of Nagasaki 2 mile from ground
ze10. You can even edit out some or all the subject’s sensory
input, blinding him or placing him in complete sensory deprive-
tion, or making something — like yourself — appear invisible.

However, an illusion will never cause physical injury, and
you cannot create physical sensations so potent as to be incapac-
itating. An illusion of being caught in an explosion will be lond
and hurt a littie, but won’t harm the subject's ¢ars, stun him or
do any daraage. But a temifying of seemingly fatal illusion may
require a Fright Check, at a -1 (o Will rall for every polnt the
subject tost the Quick Contest by.

A specific illusion can be maintained without concentration
by the user as long as it continves to behave as the subject
expects it to. The user can have illesionary heings move or
converse — this only takes as much effort as normal talking,
since most of the *“subtext’’ is provided by the subject's own
expectations. This alsa applies o iHusions of non-living objects.
(For example, if the subject rips an illusionary paper in half, the
two bits will flutter to the ground.) But making a major change
in the illusion Tequires a urn of concentration and 2 totally new
Cuick Contest.

Note also that the iflusion need not be within the ¢reator’s
range, as long as the subject is. The fllusion doesn’t even exist
except within the mind of the subject. It is as easy to make the
wbjectseeamonstcrmtthcumnasitismmakehjmsee
someone standing beside him.

Tlusion is a very powerful ability, but remcmber, the sub-
ject's mind sn't being controiled — just hig perceptions. Some-
one cait avercome an illusion by ignoring what his own senses
are telling him: “‘Toheck with this — I don't care chat my senses
tell me I’m falling naked through Jupiter's atmosphere — I was
in Detroit a minute ago! T order my body 1o mave forward ang

the area with machinegim fire. Yes, T know [ can't see o1
feel my Usi, but I doa’t remember dropping it. I tell my finger
to squecze the trigger and my feet to keep on moving.'” He
might need a DX roll to avoid falling over and would be at -1
to se2 or hit anything, but it could be done!

Ilusion is most dangerous when it interacts with reality. Fo
imstance, a driver sees a small girl run in front of him — so &t
swerves off the Toad 10 avoid her. The girl was an illusios. fh
had merely been blinded by a full-sensory iltusion, he might hav
realized what was happening and could have braked the car.

Special Skill Enhancement: Can be used against groups <

. See sidebar, p. 39. +50%.

Special Skill Limitation: *‘For lavisibility Only.”” The onl
illusion you can create is that you are not there — your subje
cannot see you. -30%.

Mental Blew %n/a Prerequisite: Telesend 12-

This is a direct mental attack. To sirike a Meaotal Blow, tak
the Concentrate maneuver. At the beginuing of your next furt
spend one fatigne and roll against your Mental Blow skill, wit
a penalty for the subject’s Mind Shicld (If amy), If you succee
the subject must make a HT roll or be menially stuned ()
B122). In addition, if Power is 10+, the subject takes fatip
damage as well. Once the victim's ST teaches zero, and be fal
unconscions, 0o further damage can be dome.
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Exception: A critical success with a Mental Blow does physi-
cal harm {c the victim instead! A critical failure backfires, caus-
ing physical damage to the artacker in addition to the normal
fatigue losses from a critical failure.

Damage is based on the attacker's Power. Roll 1d for every
full 10 points of Power, and add 1 point if the remainder is 5 or
more — thus, Power of 16 does 1d+ 1 damage. Mental Blows
may also be aimed at specific “‘parts” of the mind, or may be
targeted at a Mind Shield itself, to tear it down. See Telepathic
Techniques, p. 35.

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

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

This is a lethal mental attack. It works just like Mental Blow
except that it costs 2 fatigue, and does 1 point of real HT damage
— not fatigue — per 5 full levels of Power. However, Mental
Stabs cannot be aimed at a part of the mind or at a shield! On a
critical success, a Mental Stab does 1d of damage per 5 levels of
Power! A critical failure does normal Mental Stab damage to the
anacker.

Mind Shield %2

This is the ability to maintain a mental *‘shield’’ that wams
you of mental attacks (Psychic Vampirism, Telereceive and
Mental Blow), and helps defend as weil.

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

Power of Shield

Your Telepathy Power is the shield’s strength. Subtract this
pumber from the skill of any use of psi that is affected by the
shield (see below). If a hostile presence does enter your mind,
the best thing to do is to try to force him out before he can do
anything — se¢ Get Out of My Mind!, below,

Mind Shield defends against Mental Blow, Mental Stab,
Telereceive and all uses of Psychic Vampirism. It doesn’t work
against Iltusion, Mindswitch, Mindwipe, Sleep, Sugpestion or
Telecontrol, but it will protect against the initial Telereceive roll
that is required to enter your mind before these abilities can be
used,

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

Repeated Atremprs: If a psi attack meets a Mind Shield and
fails to penetrate it, each “‘repeated attempt’” is at -2 rather than
the normal -1, and costs rwe fatigue points.

Effects of Skill
The user’s skill with Mind Shield determines the rype of pro-

tection it gives;
. 8 or less: Interferes with all Psychic Vampirism and above-
listed uses of Telepathy, friendly or hostile, against or by the
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subject. In other words, when the shield is up, it interferes with
his own telepathic abilities!

9 to 11 Interferes with all uses of PV and Telepathy when the
Mind Shield user is the subject — but not with the user’s own
Telepathy,

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

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

18 to 20: As above — and if 2 “‘friendly” contact turns
hostile, the attacker must make a new skill roll against the shield
to stay in coatact,

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

Brute Force Attacks

Even with superior skill, getting through a Mind Shield can
be almost impossible if the target has very high Power. How-
ever, an attacker opposed by a Mind Shield can attempt to use
his own Power to batter through the shield by sheer force.

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

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

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

(et Out of My Mind!”’

It can happen that a hostile psi penetrates your shields with
Psychic Vampire or Telereceive, and that you larer become
aware of his presence — for instance, because he failed an llu-
sion, Mindswitch, Mindwipe, Steep or Telecontrol roll. Or he
might have entered your mind while your shieids were down, or
simply battered his way in with brute force. In any case, you
may attempt to close him out of your mind. Rofl a Quick Con-
test: your (Telepathy Power + Mind Shield skill) or (Will+10),
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whichever is better, vs. his (attacking Power + attacking Skill).
Even if you Jack a Mind Shield, you can try to evict an intruder
in this way — Toll vs. Will+10. The aftempt caunis as your
sction for the wm.

Tf you win, you drive the intruder out of your mind, and he
will suffer the normal repeated-attempl penalties if he irics 10
retum.

But if yau lose, the enemy psi is in your mind for a5 jong as
he maislains 1 attacking skill. If you want to keep your
thoughis a secret, you must make an FQ-+4 (or Mind Block +4)
roll to control your own thoughts, of you will immediately thiak
of whatever it 18 you fear e is Irying to learn — which can give
youUT Secrets away even (@ an unskilled attacker. If the enemy
stays in your mind for ong, your chance of keeping your secrcts
will decrease: sec the Mind Block skill {p. 100} for details.

Prerequisite: Telerecei ve-14+
and Telesend-14

This ability epables you to switch your mind with 2 subject’s,
and vice versa, It may oaly be used after you have already made
contact with the subject’s mind using Telezeceive. 1f suecessful,
Mindswitch always costs both bodies 3 fatigue!

Tp use Mindswitch, take the Concentrale maneuver, At the
beginning of your mext turm, roll 2 Quick Contest of youf
Mindswitch skill vs. the subject’s Will +5. A Mind Shieid does
1ot protect, since it has already been penetrated. Jf you win the
contest, your mind eniers the subject’s body, and the subiect’s
mind enters yours. if you make the skill roll but lose the contest,
the subject will be aware of 2 ““presence”” in his mind.

Mindswitch is permanent — the only way to fewrn to your
body is to Mindswitch back. However, a critical failure on 32y
Mindswitch aftempt prevents you ever rying to switch into that
body again — which may lock you out of your original form.

Apcrsoﬂnamwbodyhasthﬂhody’sST. DX, HT and all
its physical advantages and disadvantages. He does not gol the
body’s 1Q, mental advantages and disadvantages, skills, or psi
powers — he relaing kis own. (Exception: Combat Refiexcs will
he retained if eirher the mind or the body had the advantage!)

AJl mental and psi skills remain unchanged, bus all physical
skills are based on the new body’s DX or HT. Thus, if someone
with DX 11 and Broadsword-13 switched into a body with DX
15, he would now have Broadsword-17, since the new body has
a DX 4 points higher.

Undl the switcher becomes used to bis new body, DX- and
HT-based skills are temporarily raduced: -3 for the first hour, -2
untd] 2 day ias passed, and -1 uatil 2 week has passed.

You can Mindswitch into an aniral's body, providing it bas
IQ 5 or hetter, If a person switches into a body with a lower
starting 1Q, the GM may reduce the higher 1Q by halfthe differ-
ence berween the average intelligence of the races, and vice
versa, Example: human starting 1Q s 10; an average wolf has 1Q
6, 5o the difference is IQ 4. Tfan IQ 12 man’s mind is transferred
inta 2 wolf's body, his intelligence will drop by half of that
normal difference, to IQ 11, Similarly, the wolf-mind now has
the: potential to gain 2 points of intelligence from the human
brain. Any increase in 1Q shouid be gradual (one IQ per week),
A decrease in [Q will be instant.

if a character’s point total increascs as the result of a Mind-
switch and he decides o remain in his new body, any points
earned must first g to paying off the difference.

Special Limitation: The psi can only transfer to one specific
body {e.8., 8 pair of telepathic twins who can shift their minds
arpund, or a person Who Cag Swap minds with his animal com-
panion). -50%.

Mindswiteh %n/a
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Mindsword %nia Prerequisite: Mental Blow 12+

You can create a visible blade of conpentrated mental encrgy.
Ta do so, take the Concentrale mANSUVET. At the beginning of
your next ture, roll against Mindsword skill (the only modifiers
that apply are those for Mulsiple Feats, p. 7). If you succeed, the
Mindsword appears in your hand. It vanishes immediately if
dropped; otherwise 00 concentration is required to maintain the
Mindsword, but 2 new skill roll is required cach minute. If the
toil fails, the unser can Iy again with the usual penaity and
fatigue cost for Repeated Attempls.

The Mindsward i used exactly like a melee weapon — use
Force Sword skill to wield it. Deterntine damage from the
Weapon Damage Table in the Basic Set, basing damage on the
wielder's Telepathy Power in place of ST, The user can thrust of
swing: it does thrusting damage as actual impaling injury, ot
swinging damage to fatigue, like 3 Meatat Blow.

A Mindsword's blow ¢an be Dodged, but it can’t be Blocked,
and ouly another Mindswoed can parry it — normal weapons
(¢ven energy blades like Force Swords) are useless. However, 3
Mindsword casmot parry & normal wezpotl gither, only anotber
Mindsword. Similarly, normal PD and DR {or Toughness) give
1o protection against Mindsword, A Mind Shield as DR
equal to half its power. Psionic Resistance has DR equal to half
its level.

A Mindsword can reach into or gut of ihe zstral plang, at -3 t0
Hit. An astral entity uses its astral PDD and DR against the biade.

The wielder of 2 Mindsword may aim at specific hit Joca-
tipas, at the usual penalties: blows to the vitals do double éam-
age after DR, and strikes at the brain do triple damage, while
tlows to the limbs may sumb (if fatigue damage is over half 8T)
or cripple (from HT damage), bt fimb damage in excess of hall
HT (or haif ST) is lost.

Note to GMs: This pawer is definitely cinematic, if Rot acti-
ally “comic book.'' lt's out of place in a hard-science cam-
palgn, and may be dropped.

Prerequisite; Telesend and
Telereceive af 12+

This is the ability to edit or remove 2 subject’s memories. To
try it, the telepath rist have alrendy entered the subject’s mind
using Teleteceive. Most atterpis take at Jeast an hour of solid
concentration; if you are interrupted and fail 2 Wili-3 roil, you
must stast again, Mindwipe is always resolved as a Quick Cou-
test between your Mindwipe skill and the subjest’s Will. If the
user fails, the subject will be aware that someone is {rying to
jamper with his mind.

Since it takes so loag, Mindwipe 18 best peeformed on a
subject wha is sleeping or restrained. The time required to do (or
undo) a memory change, of 10 find traces of a change in the
subject’s mind, varies with the copleity of the change. The
more subtle the change, the harder it 15 to make, repair ot find;

Mindwipe *n/a

Delets all the subject’s memories permanendly (leaving a bab-
pling idiot): 1 bour,

Delete all the subject’s memories, but in such a way that they
could be restored: 2 howrs.

Delete all the subject’s memogies but relain skitls and ability
o function day-1o-day (a classic ammesia victim): 4 hours.

Delete a group of memorics {e.g., several weeks of time): 3
Dours.

lace a group of memories with a false memory: 3 hours,
Remove One MEmOry: i hour {10 minutes for a memory

within the past day).
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subject does. Another Telereceive roll and one minute of con-
ceatration is needed to locate a specific memory over an hour
old. A faiture on this roll meang the memory cannot be located;
try again another day,

11, 12: As above, but the subject’s memories of the last week
are also exposed. Again, clarity is based on the subject’s own
recollections, A roli is only needed to find a specific memory
thatis over a day old. If you fail, YOu cannot try again for a day.

13+: As above, but all the subject’s memories are exposed,
though a separate skill roll is stilt Decessary to “locate’ any
particular memory over a year old. If you fail, you canuot try
again for a day. Memories the subject does not consciously
remember may be discovered,

Contact is lost if you lose consciousness or 80 1o sleep, or if
you voluntarily ““turns off"’ the ability. If the subject puts upa
Mind Shield, you must immediately make another skill roll
(with the penalty for the Shield) to retain contact.

Itis possible to try for a *‘better level”” of contact, but this is
treated as a normal ““repeated attempt,” and if it goes wrong,
you could lose contact entirely,

A victim may try to evict 2 Telereceive-using intruder from
his mind — see Ger Our of My Mind!, p. 22, Note that this i
possible even without a Mind Shield!

Subtle Invasion

A normal Telereceive attempt can be sensed by the subject as
a “‘presence’’ in his mind, To avoid such notice, before rolling
for success with the actual Telereceive attempt, make a rol] for
subtlety. This takes no extra time, and is a Quick Contest be-
tween the intruding psi’s unmodified Telereceive skill and the
subject’s Mind Shield skill, or IQ if he has no Shield. A success
by the mind reader means his atterapt (whether successful or aot)
went unnoticed by the target. A tie or failure means the subject
notices you, though whether he undersrood that crawling sensa-
tion in his brain will depend on his experience with Telepathy,

Telescan %2

You can “‘search’” an area and hunt for a specific person’s
mind. This tzkes a turn of concentration and a Telescan roll,
Although you must specify who you are looking for, you need
oot be able to see or even Clearly visualize your target, and you
never suffer range penalties to your skill.

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

You've never met the subject; -8,

You've met the subject once (pliysically or mentally); -4,

You've met the subject several times: 0.

Subject is a casual acquaintance; +1,

Subject is a friend: +2,

Subject is a close friend: +3.

Subject is a close family member: +5,

Teleportation (5 points per level)

|

A successful skill roil will tell you the direction and distance
to the subject — a critical success will give you a mental picture
of the area he is in as well, A critical failure will alert the subject
that he is being scanned for. How he reacts to this will depenc
on his familiarity with Telepathy.,

If you succeed, you can maintain this skill continuously, to
track a person. No extra concentration is needed, but an addi-
tional roil at +4 is required each minute, If this rol! is failed,
you have lost your target, and must begin the process over again,
with penalties for Repeated Attempis,

If you have a “lock™ on a subject via Telescan, the range
penalties for using telepathic or PV abilities on an ““unseen’’
subject are reduced to -3, As long as you have a Telescan ““lock””
on the subject, you may use psi abilities on him while he is in
range but out of sight, even if he is nor *familiar”* to you,

Telesend %3

This is the skill of sending thought to a single subject. Com-
munication is about the speed of talking, though simple pictures
may also be sent (by visualizing themy) at the speed it would take
to draw them on paper.

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

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

If you have Power 10+, YOu can broadcast globally, your
sending picked up by everyone within 1% of your normal range,
This doesn’t require a skill toll, but you must take the Concen-
trate maneuver each turn,

The Shout: Also at Power 10+, Telesend ability can be used
for a telepathic shour which can stun those who receive it. If the
shout is broadcast, no skill roll is required. A Shout can be
wordless, or can carry a message of one simple concept (as
determined by the GM), “Help!”’ is a concept; “‘Martians’” is 3
concept. “‘Help, the Martians are invading New York!” is too
complex for a single Shout,

The psi may use the Shout on any area within his normaj
Telepathy range. The radius affected is equal to the psi's *“‘glo-
bal” area (a lesser area can be specified if the psi Shouts less
loudly). Everyone within this area must roll vs. HT, A failed
roll results in a Mental Stun (sce Total Surprise, p, BI22). Ifa
person has a Mind Shield up, he can add half his Mind Shield
Power to HT to resist the Shout, Psionic Resistance also adds to
HT.

Special Skill Limitation: Cannot Lie with Telesend, -30%.

This is the power of instantaneously moving things from
Place to place. A teleported object “blinks” from one place to
another,

If the destination isn’t in sight, the teleporter must be able to
clearly visualize it. Anyone will be intimately familiar with
Some places, such as his home, but the GM should put a finite
limit on the number of locations 2 teleporter can have memo-
fzed — equal to IQ, or 1Qx2 for someone with Eidetic Mem-
0Ty, and only allow one “location’’ to be changed per day. A
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person who wants to memotize more locations may do so by
spending character points — 3 half-point per location,

Special Limitation: You can carry nothing, and always arrive
mude. Exoteleport can never be learned, -50%.

Special Limitation: Your teleported objects retain any orien-
tation and speed vector they had before being blinked. If you are

falling, and transport yourself to the surface of the earth, you
will hit hard! -50%.

Special Limitation: Material in the §pace you teleport into
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dpesnot exchange places with you; it is pushed aside, When you
1eleport awaY, the ait creates a koud pop as it fills the vacuum
you lef. 20%. . . N
Specia! Limitation: If you telepart into a solid, son-living
ohject, YOU will Jose whatever portion of your body infersects

e object. Be careful. -50%.
Special Enhancerment: You can memorizs and uge any Jocation
you ever visited, with no limit on numbers of locations. +40%.

Autoteleport %4 '

This is the basic Teleport ability — the skill to move yourself
(and upto § pounds of clothing and carried items) from poiat o
point without crossing the space betwezn, You cannot ga some-
where unless you have been there, or can see it at the moment
you are teleporting. You can try to leleport [0 2 place you are
seeing on live TV (at -5), or through someone else's eyes (at -3).

The distance you can teleport is based on the Telzpathy Range
Table, p. 20. You must have at least Power 3 to go a yard or
more: Pawer 2 lets you telepart 1.5 feet, and Power | only 18
inches, 5o yout can use it to *'walk through walls,”

To use Autoteleport, take the Concentraie manenyer far one
second. At the start of your next tura, 1oll vs. skill. Failures wiit
send you someplace unplanned, usually somewhere similar o
your intended destination (not necessarily nearby, just similar:
for instance, instead of teleporting (o your new apartment, you
may go o your old one) and cost2 fatigue, Critical failures scod
you somewhere unpleasant, and stun your Teleport power, rea-
dering it unusable for 1d hours,

Teleporting may require the user to make 4 roll apainst Body
Sense <kill (p. 100) to avoid disorientation.

Combat Teleport %n/a
Prerequisite: Autoteleport-14+, Power 10+
This is the ability to use teleportation 1o avoid being hit — to
make 2 short-range teleport away from a blow, or eut of the line
of fire of & ranged attack. To learn this skill, the nser must have
a mimimum Teleport Power af 10!
Uniike most skills, o conceniration is required. An attempt
to combat teleport replaces the user’s active defense against the
attack, and the user can ogly attempt one Combat Teleport in a

+urn. The chance of success and other restrictions are identical to
Autotelepart, but the user must be able ta see his destination.
Range for a Combat Tefeport is 1% of normal teleport range.

A successful combat teleport means the user evaded the attack
and is now ¢lsewhere; a Body Sense (p. 100) roll is required to
avoid falling over. The telepotter can change facing during the
jump, at a 2 to skill aud to the following Body Sense roll.

A failed teleport roll means he fails to jump in time; if the
attack hifs, he has only passive defense to protect him. A critical
failure means he is antomatically hit by the attack and then gogs

somewhere unpleagant.
Each use of Combat Teleport costs 1 fatigue.

Exoteleport %4

This is the ability o transport objects from point t point,
allowing you to teleport objects without teleporting yourseif.
Power determines distance (a5 with Autoteleport) and weight;
weight is squal to 10% of that shown on the TX Mass Table (p.
19). For instance, 2 Power of € lets you blink 0.2 pounds (3.2
ounces): 8 Power af 20 or more can teleport an adult human.

Ta use Exotelepont, you take the Concentraie mancuver for
one sccond. At the start of your next mrn, roll ve. skill.

Modifiers: +3 if you carry the item by Autotelepordng of
Combat Teleporting (roll separately, at no extra penalty, for the
arrival of yourself and your cargo; in this one case both skills
can be ysed at the same time); +2 if you are touching the object
when you send it; -3 if you can neither sc¢ nov touch it.

Y ou may aitempt to bring an object to you rather than sending
it. This is at -5 to skill, or -8 if you cannot see it. The object must
be a very familiar one, and you must know exactly where it is.
A fajlure on the roll will lose the item forever, embed it in 2
wall, etc. A critical failure conld brirg it ta a spot over Of inside
the teleporer!

Special Skill Lipitations: An exoteleport may be able only 10
bring ohjects or only to send objects. Either of these Is 40%.

World-Jumper

This is the ability to travel benween dimensions. It is not
teleportation, but may be combined with teleportation. World-
jumping will be covered in detail in GURPS Time Travel,

Enhancements

Players can use enhancements and limitations (se¢ p. 9) o
cusamize psi powess, increasing the varicty of abilities avail-
able to their characters.

Many speciat eaiancements and limitations are listed for par-
ticular pei powers ar skills; the oncs below are “generic’” and
can be applied to most powers. The GM may teject any combi-
nation that scems silly!

Extended Duration +30%

A power enhanced in this manner Lasts twice ihe normal Du-
ration. This may be purchased as many times as desired, each
enhancement doubling the Duration again. This can’t be bought
for attack powers.

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

gtill Timited 0 one power use per turn, but you miy nOw use &

power, then take a full pormal move or hand-to-hand attack.

) .

Movable Area +40%

Any area powet with this enhancement can be “fattached'' t0
2 person ot other moving object, allowing the area to move with
that person.

No Signature or Weak Signature +10% or +20%

Mental powers with this enhzncement are harder to trace. For
+10%, any attenpt to trace a psianic “gignature’” is at 2 4; s
is a *weak signature.'” Far +20%, there is simply oo menial
signatore at all, (This enhancement is listed as “‘No Qbvious
Effect’* in GURPS Supers.}

Reduced Fatigue Cost +20%
This only applies to pawers that cost fatigee. Each lime you

buy Reduced Fatigue Cost, it cuts the fatigue cost of the ability

bylpcrtum.Youmaybuyitmynumberufﬁms.

Selective Effect +50%

Applied to an Area Effect power, this lets the user select which
targets arc actually affected by the attack. This lets you make a
wide-area attack without burting innocent people ot your friends.
Psionic Abilities




Limitations

Limitations (see p. 9) reduce the utility of psi powers, and
reduce the point cost as well. An interesting limitation can not
only make a power affordable, but can also inspire good role-
playing. Remember that no matter how many limitations are
taken, the total reduction in cost of a power or skill can never be
more than -75%.

Accessibility varies

This is a catch-al} term that can be used to cover all limita-
tions not specifically defined. Accessibility limitations fall into
two groups: usable only against certain things or usable only in
certain situations.

If the power only works against 2 limited segment of the
population, its modifier is based on how common the target
group is. ‘‘Usable Only Against Opposite Sex”’ would cover
roughly half of the population, and would be worth -20 %, “Us-
able Only Against Sea Creatures” would be worth -30% unless
the campaign is in a world mostly covered with water, in which
case it wouldn’'t be worth more than -10%. ““‘Usable Only
Against Aliens’” would be worth -30% or 40%, depending on
the world. ¢‘Not Usable Against Redheads™ is the same as *‘Us-
able Against Everyone But Redheads,” and would be a -10%
limitation,

If the power is only weakened (half power) instead of becon-
ing useless, halve the value of the limitation.

The GM shouldn't allow meaningless accessibility limita-
tions! For instance, buying the Mental Blow power with the
limitation ‘‘Only Usable On Enemies™ would be worthless.
Buying it with ““Only Usable on Friends™” would be interesting,
though!

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

Some possible special limitations are suggested with the indi-
vidual Powers — see the power descriptions. Others can be made
up to simulate weird power quirks or abilities from fiction.
Some examples are given below.

Useless Under Stress: -60%. See Uncontrollable (p. 30) for
definitions of stress.

Useless vs. Psis (or Useless vs. Non-Psis): -50%. Usually
only applicable for Psychic Vampirism or Telepathy.

Useless Unless In Hypnotic Trance: -30%. The same value
would apply to a power that worked only if the user were under
incapacitating drugs or dead druak.

Usable Only By One Side of Split Personality: -40%.

Costs Fatigue varies

When this limitation is taken, each use of the power costs
fatigue immediately, Each skill roll to start or maintain the
power is a “‘use.” You can spend enough fatigue points to take
you down to 0 (and uncoasciousness), but not beyond. For every
point of fatigue the power costs you, power cost is reduced by
5% - up to a maximum of -50%, which would cost 10 fatigue
per use,

Example: Chin Ho’s Telepathy costs him 6 points of fatigue
each use. This would be a -30% limitation.

Differential Effect varies

The power has a reduced effect against some kinds of targets,
figured as in Accessibility, above. For instance, ‘‘Usable Only
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Against Women’’ is the same as “‘Not Against Men,” and is
worth -20%. So “Half Damage Against Men" is only half as
inconvenient a limitation, and is worth half that: -10%.

Any sort of differential limitation can be created this way. Use
the Accessibility rules to determine what the value would be, if
that target could not be attacked at all. Then adjust downward as
appropriate for the amount of damage that is actually done.

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

Emergencies Only -20% or-30%
The power is triggered by your fear or excitement, and cannot
be used under *“routine’’ conditions. The GM is the final arbiter
of the emotional state of your character. The GM may rule that
multiple successive failures of your power make you angry
enough that it begins to work, but this is entirely up to him.

A less severe form of this limitation is Full Power in Emer-
gencies Only (-20%). You can work at half Power, rounded
down, under normal conditions, but at full Power only under
stress.

The GM is the final arbiter of the emotional state of a charac-
ter and of how much danger it takes to trigger an ability, Note
that a Psychiic Vampire can block an *‘Emergencies Ouly’” skill
by draining a victim of strong emotion!

Eye Contact Only ~20%
Your power will only work if you make direct eye contact
with the subject. Range on this is limited to 3 yards.

Fickle varies

Your ability has the disturbing tendency to stop working
suddenly. A Fickle power always works right if you have not
used it for a 24-hour period. After that use, and after every
successive use, you must make the Fickleness roll: roll the Fick-
leness number, or less, to get the power to work. A failed roll
means that power is unavailable for the next 5d tumns. When this
time is up, the power will work normally on the next use — but
you must make another roll after that use!

For an Fickleness number of 3, this limitation is worth -70%;
for 8, -30%; for 11, -20%; and for 14, -10%.

Limited Use varies

This power can only be used a certain number of times per
day; then it is unavailable for a 24-hour *‘recharge’ period. The
value of this limitation depends on the number of uses per day
allowed. [ per day = -40%, 2 per day = -30%, 3 or 4 per day
=-20%, 5 or 6 per day = -10%. More than 6 uses per day does
not constitute a significant limitation.

If this limitation is applied to an advantage, each hour (or
fraction thereof) that it is on constitutes one *‘use.”

Nuisance Effect varies
Your ability has an annoying side effect of some sort —
somiething that actually causes harm to you or those around you,

28—



—

or that causes you a serious inconvenience. The (3M must ap-
prove any such nuisance effect and set its value, ruthlessly for-
bidding abusive and pointless effects and allowing peints only
for those effects thal genuively limit the power’s value. See
Pside Effects, sidebar, p. 88.

A valuable power cannot be taken as a nuisance effect. */Kills
everyone within a mile’’ is not an acceptable nuisance effect,

Noie that 2 harmless muisance is metely a special effect. If any
1se of your ESP attracts cockroaches, this is amusing but worth
10 points.

Exampies: I any vse of your ability kills all the grass within
iwo blocks, this is a -10% Umitation, and could be used to
justify a negative reaction modlifier,

If anty use of vour ability makes you look ugly and disgusting,
or requires you to perform some distressing ritual, thiz isa -5%
limitation for each -1 of reaction in those wha see it used.

Preparation Reguired

Your skills under this Power require special preparation be-
fore they can be used. This limitation can reflect a need to
medizate before using & power, or to perform some form of ritual
to focus concentration.

An unprepared skili cannex be used. To prepare a skili, take
the Concenirate maneuver for the required amount of time. You
need not specify how the skill is ta be used when you are prepar-
ing it, only which skill is being readied.

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

A more practical version of this power is Weakened Without
Preparation — your Power works at half its level if you dom’t
prepare the skifl beforehand.

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

Time Requires  Weakened Without
Preparqtion Preparation
One minyte; 20% -10%
10 minytes: 30% -I5%
One hour: -50% 25%
Eight hours; 0% -30%
. Reduced Range 10%

" Each time this limitation is taken, the Range of a power is
uczd by half (round dowa).

- Takes Extra Time -10%
" Your power takes two seconds of corcentration, ratber than
ome. You can take this limitation any nurber of times, doubling
e time required to activate the power each time. Note that a
power with this mitation cannot be used as an active defense,

Takes Recharge varies
- Your psi power requires *‘recharging’” after each use. Value
f the limitation depends on the time between uses: 5 seconds:
0%; 15 seconds: -20%.

:Longer recharge times would make combat powers aimost
orthless, and don’t affect non-combat powers much, A recharge
tme of an howr is a -30% limitation; longer recharge times are
i valid as limitations (but see Limied Use, abave).
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Touch Orily -20%

Your power will only work if yoo touch the intended subject
— you have an effective Range of 0, no matter what your Power
level, If you can make the ability work with either touch or eye
contact {above), the limitation is -15%.

Unconscious Onily =20%
This can be taken only in conjunction wich the Unconitrollable
limitation (below). The psi skifl cannot be consciously activated
at all: it can oaly come into play wnder GM coatrol, as a result
of failing & Will roil while under stress. PCs may take it in the
hope of buying it off later, but it is mainly intended for NPCs,
especially thase who are unaware that they are actuaily psis.
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Uncontrollable

-30%

This limitation is oaly available for the Antipsi, Electroki-
netic, Psychokinetic and Teleport powers. Your power tends to
manifest by itself — even against your will — when you are
angry or egtited, This can be especially interesting if your skill
is destryffive and you have a high power.

W%:r you are under stress (GM's decision, but a phobia
situation is always stressful) you must make a Will roll to con-
trol your power. If you fail the roll, the GM takes over your
power, playing it as though it were a separate entity of hostile or
prankish nature. Usually only one roll is required per stressful
situation, but a 15+ always fails.

GMs may wish to base the actions of an uncontrollable skili
on the character’s ‘‘suppressed desires”” as reflected in his
Quirks and mental disadvantages. Your Power will go after ob-
vious foes first, and will never turm on you, but nobody else is
safe. After each uncontrolled act (or before an attack on a depen-
dent or other loved one) you get another Will roll to control your
power, This continues until you master the power or destroy
everything around you!

When a psi’s Power is out of control, he cannot even choose
what skiil he uses. The out-of-control power can use psi skills the
individual does not normally have (unless the Power was a single-
skill), with a default value in aif psi skills under that power equal
t01Q. The psi suffers normal fatigue effects, but the skill requires
10 concentration to use, since it's operating autonomously.

At the GM’s option, “‘stress’* need not be confined to actual
danger situations. Someone striving to solve a difficult mechan-
ical problem, arguing with his boss or trying to pass an exam is
under stress. So is someone having a nightmare. Uncontroilable

powers can explain much *“supernatural” activity, such as pol-
tergeist phenomena — sec the Psychic Phenomena chapter, You
may not even be aware that your powers are producing the ef-
fects in question!

Unreliable varies

Sometimes your power works and sometimes it doesa’t! Tt
just comes and goes; you’ve never identified why. This is com-
pletely separate from the skill roll to hit a target. You can have
Skill 15 and still have problems making it work!

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

If it fails to activate, you may continue to try on subsequent
turns, at no penalty. Each successive attempt costs 1 point of
fatigue. If your ST drops below 3, you must rest until all fatigue
is regained before you can attempt to use the power again.

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

For an activation number of 5 or less, this limitztion is worth
-70%; for 8 or fess, it is worth -30%; for 11 or less, 20%: and
for 14 or less, -10%.

Untrainable -40%

You can't learn to control this Power well, You learn all
skills under the affected Power as though your Q was only 8 (or
at -1 to 1Q, if already 1Q 8 or below). You can never learn any
skill at higher than level 10,

Psi Skills Table

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

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

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

description; c means it lasts until turned off, no rofls are neces-
sary to maintain it. Ann/a means the skiil cannot be maintained.

Resist: Wilt or HT means the psi’s skill roll is a Quick Con-
test of Skill with the listed attribute of the subject; HT/Will
means use the higher attribute; n/a means no Quick Contest is
necessary. MS means the subject’s Mind Shield subtracts from
user’s skill. (Exception: if area effect, to affect an individual,
user must succeed by an amount equal or greater than the
subject’s Mind Shield.) Spcl. means that certain subjects may
get a special defensive bonus — see description.

Page: The page the skill is described on.

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

Area: Subject means it affects one subject (or
bex); self means it affects only the user. Other-
wise the skill has a global area of effect, P =
Power. TP/100 means use Telepathy Distance
Table, and divide range by 100, rounding dows.

Mnt,: How often a roll is required to main-
2in 2 continuing use of skill. Sec. = every sec-
nd; Min, = every minuic; Var. = varies; see

Psionic Abilities
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VANCED PSIONIC
TEGHNIQUES

Cassie squatted in the ruined building, heedless of her own broken ankle and
the dust that covered everything in the wake of the monster quake. Outside,
— sirens were going off, but help was still far away,

Michael lay buried in rubble, a huge slab of concrete pinning his body. His
breathing was labored — at least one rib had been crushed, and it was a miracle
he was still alive. He couldn’t talk, but he could still send his thoughts to her.

“Face it, Cass, 'm done for. That wall is going to give way in the after-
shock, and there’s no way you can get me out. Leave me — save yourselfl”
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rNp, there’s got to be a way. { won ’t It you die, Michael.” Cassie’s yoice
was Sirained, and from his position under the siab, Michael saw her qura was
singed with red, the dragon uspect twisting i fear and grief.

He tried 1o keep his mental voice genile. “Cussie, be realistic. I'm already
dead. You've got to get out of here before this whole place comes down. That
siah must weigh a fon — you can only use your telekinesis to lifr, what, 2 pounds
on your own? No chance. { think you'd better . . " Michael stopped — Cassie
s looking down at kim, a smile incongruously Tighting her dust and tear-
streaked face.

“Michael, that's it! You said it — I can onty lift 2 pounds on vy own. But
the others are back at ihe hotel, within my telepathy range — I can fink wiih
them, form a gestait: Jeremich's a strong psychokinetic, and with his power
iinked to the others, working through my eyes, we can doit!"’

As Michael saw Cassie’s aspect blaze with hope, he feli that maybe, just
muybe, he would five...

L
Lia
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Availability of Advanced Technigues

This chapter describes some special applications of the psionic skills already
described. Most of these tectmiques focus on the ““hig three”” abilities: Psycho-
kinesis, Tclepathy, Teleportation.

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

Psychokinetic Techniques

A skilled psychokinetic can perform dozens of tricks with his powers. This
section pravides guidelines for resolving some common {and 10t-50-Commond )
actions involving psychokinetic skills.

Telekinetic Strength

It is sometimes important to know exactly how streng a psi's TK is n
relation to a living being. If a Power 15 telekinetic and a ST 15 man are fighting
for control of a briefcase filled with valuable papsrs, who gets hold of it? Tf
someone is telekinetically striking with & sword, how uch damage does it do?

The effective ST of a psi’s telekinesis is based on how much weight he can
move. Simply divide the weight in pounds of the heaviest object he can normally
lift by 25. For example, a Power 15 telekinetic can lift 250 pounds, 50 his TK
has an effective ST of 10.

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

Psychokinesis In Combat

Psychokinetic abilities can be used in battie to directly harm opponents, of,
in the case of Energy Shield and PK $hield, to protect against hatra, But more
subtie uses of PK can be just as deadly.
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Telekinetic Throwing

An telekinetic cannot throw an objest
hegvier than e can mentally lift. Ta deter-
mine how far an ohject cam be trown,
compute the effeotive ST of the teleldnesis
(weight that can be lifizd/25). Divide e
weight of the object by the effective ST of
the telekinetic ta get a weight rago. Find
that ratio oo the Ratie column of the
shrown object table {round the ratio up!)
Read across to the Distance columa and
il iply the number under it times the psi's
effecrive ST, This is the distance in yards
the object can be thrown,

Thrown Object Table

Rati Dista

W

Example: A psi has enough Power 0
1ift 500 Ivs., givinghimaTdckintticST of
20. He wishes to throw 2 28 1b. object.
98120 = 1.4 ratie, rounded down 1o 1.0,
This gives a Distance of 0.8, The object
can be thrown (0.8 % 20} 16 yards.

Te determine damage, see the Throw-
ing Damage Table on the next page.
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Throwing Damage Table
Object Weight Damage
Less than 2 lbs. Thrust-2 per die
21bs. to 5 Ibs. Thrust-1 per die
54 bs. to ST lbs. Thrust
ST+ to IXST Ibs. Thrust+1 per die
3+X8Tto 7XST Ibs, Thrust
7+ XST to 11 XST lbs. Thrust-1

per die
114+ X8T + lbs. Thrust-1 per die

A telekinetically-thrown object will do
normal thrust damage (use the table in the
Basic Ser) based on the effective STused to
throw it, with damage per die modified by
its weight — see the Throwing Damage
Table, above, for these modifiers.

Example; A psi throws an 28 Ib. object
with his Telekinesis. He has an effective
TK strength of 20. The object weight is
greater than ST in pounds but less than
IX8T, so be does thrust+! damage per
die. Since normal thrust damage at ST 20
is 2d-1, thrust+1 per die means this dam-
age increases by 2, so he does 2d+1
crushing damage.

Fire and Ice

Using pyrokinesis to melt a weapon or device is flashy, but difficult without
high Power. But even a few degrees more heat can cause an electronic system to
malfunction; most equipment fails at temperatures over 120°. Pyrokinesis can
also detonate temperature-sensitive materials, but setting off a gas tank is usually
impossibie since all the gasoline must be heated as a unit.

If cryokinesis is used to reduce the temperature of a metal object to below
-100°, it can become brittle. Depending on the type and structure of the material,
the GM may rule that its DR is halved, and that any crushing attack that does
damage in a single blow equal to 14 of a supercooled object’s entire HT wilt
shatter it. Many ultra-tech devices (especially those intended to function in
space) will be made of advanced alloys or nonmetallic or composite materials,
and will not be vulnerable at low temperatures.

Wielding Weapons with TK

Psychokinetics with enough telekiretic ability to brandish a sword or lift a
gun might want to fight with them. Determine the effective ST of the telekinesis
for damage and minimum ST requirement as above.

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

Attacking or parrying with a melee weapon is ““precise aim, fast movement’
for a -4 to skill, and the target must be within the weapon’s Reach (otherwise it
must either be thrown at the target, or the user must take a turn to move it up to
the foe),

Gremlins!
Grabbing an object out of someone’s grasp with telekinesis is a favorite
trick. Roll a Quick Contest between the TK’s effective ST and that of the person

O it
TML/
1

grasping the object. If the TK wins,
he has it.

TK and Electrokinesis are effec-
tive for triggering dangerous ob-
jects, weapons, etc. Telekinesis can
also be used to pull the pin on a hand
grenade. This requires a Power of 10
or more, and a skill roll at -1, Use
the same procedure for releasing
safety levers, brakes on cars, etc.

It’s easier to take off a gun’s
safety or pull a trigger (roll at -2). A
Power of 5 or more is required —
less if the weapon has a “‘hair trig-
ger.” A roll at -6 can be used to de-
liberately jam a projectile-firing
weapon. Ultra-tech weapons may
have electronic rather than mechani-
cal triggers, requiring only a feather-
light touch (Power 1 or more). On
. I the other hand, some ultra-tech
7 weapons will be activated only

7 . through a neural interface — a
/ E?"-“- M-’f ’qﬂ

|1z

them, but not a telekinetic!
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Telepathic Techniques

Telepathy is the most versatile psi power; for this reason, most of the tech-
niques in this chapter are for telepaths. Some require two 0T INOTe psis to wark
togsther. The ultimate expression of this is the gestalf, or ““graup mind,” in
which several psis form ong consciousness, combiniag theic powers into a col-
lective entity.

Long-Distance Sending

The range of Telesend can be hoosted by sending a brief but powsrful single
message. A skill penalty of -1 pet word applies; an emotion or simple picture can
be sent at no penalty. When sending a single message, the character’s Power is
treated as five levels higher, but he cannot maintain contact: a separaie turn of
concerzration and skill roll is needed for each message.

Any failure burns the user's telepathic ability out for 1d hours. If the subject
i< within 10% of the maximum #ormal range the telzpath can send, he receives
the message, but also suflers the effect of a telepathic Shout (see p. 26) — at that
range, the sending is so loud, it’s painful!
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Direct Telekinetic Attacks

Telekizesis can be used to reach inside
4 person, and attack a viclim's bidy —
squeezing internal prgans, for mstance.
The damage this does is tzken from e
Swing Damuge tzble (p. B74) based on the
PX’s Power. So, for instance, 2 elekinetic
withh PK Power 7 would do 1d-3 damage
per sceond, ard a Power of 10 would do id
per secarel. The attacker can also ury (ot 3
to skill} ta do fatigue damage rather than
real injury.

Te initate this attack, the psi must se€
or touch the viedm and visualize Lhe inte-
rior of the body. This requires 2 successful
IQ rold, or azoll vs. Physiclogy +3 or Sur-
gery +3. Only one 1y is allowed. Alter-
nziely, Clairvoyance could be used W
achally see inside — i thai case, A Clair-
voyanes skill rall is needed, with 2 taso. of
cencentradon.

With fhe targes in sight, be starts his
Telekinetic artack, This zequires 8 forn of
concentration and & TK skdil roll. If the roll
is sucecssfl, the victm takes damage as
long s Lhe psi maintains the ability! No
surther ras are required nness e visim
pets ot of the aftacker’s sight. In that ease
2 tew roll is required, at -3, t retain ¢ou-
tact. A new skill roll will be required sach
eate, but (he vichim wsually woa't sur-
vive at long.

This kind of attack need zot be re-
stricted to living things. A psi could just as
gasily reach 100 a robot (or 4 radie} and
pul! cut wires of srush circuits. Use the
same procedore,

Neural Atincks

A dirzct telekinetic attack can &so b6
targeted againgt nerve elusters, 10 indace
either extreme pain or pleasure. Treat s
a5 an attack to do fatigue dumage (-3 skdll):
fatigue inflicted is halved (rounsd Gowa),
bui the subject mmst make 2 HT ral o
avoid being meatally stunned each turm he
is affocted, at -1 per point of fatigue dam-
age. Strong and Weak Will modificrs
apply. Against pain, High Pain Threshoid
gives 2 +35 and Low Pain Threshcld gives
g-5.

Telepathic Grappling

A common teiekinetic tactic is ta grih
someone and either dangle him off (he
grouzd or squeeze bim. For prappie at-
tempts using TE, swecess is nat antomatic:
use the Close Combat mules {p. B1L1L
Substibete TK sk for DX when making
DX Cnontests, For 3T Contests, usé (maxi-
mum weight in pounds you can Tiftye2s.
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PK Defenses

If a psi with Psychokinesis Power is
attacked using the skills Pyrokinesis,
Cryokinesis or a direct telekinetic attack
(squeczing internal organs, eic.), the de-
fender can automatically subtract up to haif
his PK power (round down} from the
attacker's effective Power level.

If someone fs attacked by Pyrokinesis
and he (or a friend) has Cryokinesis (or
vice versa), it is a valld tactic to use the
opposite skill to try and return the temper-
ature to normal. This is nor a contest of
skill - it's simply one psi altering 2 tem-
perature one way and the other trying to
reverse it!

Energy Manipulation

Shifting Lgser Frequencies

At-5 to skill, a Power 15+ psi with the
Photokinesis sicill can shift a laser weapon’s
frequency up or down one level (¢.g., from
laser to x-ray iaser, or x-ray to gamma-ray)
or down {e.g., from laser to microwave,
turning it into a distuptor). He must be
holding the laser to do this. This will draw
heavily on the weapon’s power cell, usually
burning it out (each shot costs 5% normal
power, and the malfunction sumber be-
comes 12), but can be very usefidl while the
weapon Jasts!

Creating Particle Beams

At-5 10 Blectroinesis skill (o activate
the power, not to roll to hit) and Power
15+, 4 psi with the Lightning skill ¢an
form his lightning bolt into a continuous
charged particle beam rather thar a normal
electrical are. This increases the damageto
1d per 2 levels of Power!

Advanced Psionic Techniques
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Two-Way Communication

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

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

Full Communion

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

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

It is impossible to lie in full communion.

Entering full communion is a precondition for establishing a telepathic ge-
stalt.

Three-Way Interaction

Even if two or more telepaths are ““in”’ the same mind, they cannot commu-
nicate directly through the third mind. They can use it as a “relay station” only
if that third mind is another telepath, actually listening and repeating the message
from one mind to another.
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Telepathic Eavesdropping

If two telepaths are reading the same subject’s mind, they wil! notice cach
other unless one is deliberately hiding. In that case, make a Quick Contest of
Telereceive skills (the GM may make the rolls to keep secrecy). I one psi is
logking for mental intruders, he is at +2 to skill to notice.

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

If both telepaths are frying to hide, and neither is aware of the other, the GM
should toll rwe contests — one to see if A notices B, and the other to see if B
notices A.

There is a more sophisticated way to eavesdrop. A character with Psi Sense
who has datected an active use of Telesend and made his Psi Sense roll by 7 or
more may attempt to infercept the communication {as long as it i3 &1l ongoing).
Count the range to the sender or receiver, whichever is nearest. Mind Shields
have no effect, and there is no chance of either person realizing the message is
peing intercepted {unless they have Psi Sense as well . . .},

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

Ir; order to continue eavesdropping, make a maintenance roll every minute.

Telepathic Gestalts

In 2 gestalr, two or more psis combine thewr minds into a single more
powerful whole to focus their power.

{ne member of the gestalt must be chosen as its coordinator, rasponsibie for
holding the massed minds together. Each individual must enter into fidl conmmue-
ripn (p. 36} with the coordinator. This requires that they make telepathic contact
with the coordinator using Telesend and Telereceive, and the coordinator must
do the same with them. Alternatively, a psi-tech Gestalt Web {p. 61) may be used
to achieve full communion, enabling non-telepaths to merge into the gestalt.

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

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

forul  Power Towsl  Power

FPower  Bonus Power  Bonus
1-3 +1 36-48 +4
4-8 +2 49-63 +7
9.15 +3 64-80 +8
1624 +4 21-99 +5
25-35 +5 10G-120 +10

Further increases follow the same progression: the bonus is equal to the
square root of the total added Power, raunded down,
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A Gestalt in Action

Canght in an ¢arthquake, Cagsie Toowmi
(see p. 126) wants to use Psychokinesis (o
1ift a one-ton slab of concrete that has
pinued her fiend Michael to the ground.
But she has only a Psychokinetic (PK}
power of 8 — enough to lift 2 were 2
pouads. Portunately, she is a far beiler
telepath. Sending out her mind, she con-
tacts four powerful psis who have enough
teiepathic power to Teach ber and form a
gestalt, Three of the telepaths priove to be
puychokinetics; Sean (PK Fewer 12), Taa
Lin (PK Power 6), and Jercmiah (PK
Power 15). Unfortunately, the fourth,
Christine, has no psychokinetic ability, so
she cannot help,

Telckiogsis requires ling of sight and
Cassie Is the one on the sceae, so she must
coordinate. The others join thelr minds
icta full communion with Cassie and she
with them. Ta do so Jean, Jeremiak, and
Sean must make a Telesend amd Telercce-
ive roll, and Cassie must make dree eack,
Seven seconds later {with two falled rolls
requiring fatigue loss for repeated ar
tempts) the group fs in vl telepathic com-
mupion — 4 pestall, But can they lift the
slab?

The best PK power in the group is
Jereradall’s 15, Noi eounting I, the remain-
ing PK power totals 26, which givesa +5
boans. With an effective Power of 20 they
can now 1ift 1,500 pounds. This would nct
noromlly be enough, so Cassie decides to
use extra offort {p. 8), expending 6 fatgre
1o boost Power by 2 (and taking a -4 on the
skill roll), encugh 1o lift 2,000 pounds, But
pecause they are in the gestalt, Sear,
Jercmizh, and Tan also iose the fatigue.

The most skilled telekingtic In the
group is Tau Lio, with Telekinesis-17.
Rolting against her skiil (at -4 for Exira
Effort) Cassie rolls & & and succoeds; the
slab rises inte the air, and Michael is free!
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Extending Shields

With Power 44, Mind Shield, PK
Shield and Energy Shield can be extended
to protect others as well as the user.

By dropping the effective power level of
the shield by 3, its radius can be extended
10 cover everyone in the uset’s hex. Each
additional reduction of Power by 3 doubles
the radius.

The user of a shield can decide at the
start of his turm if he will expand or con-
tract the areq covered by his shield. This
does not take an action,

If several shields of the same type over-
lap, use the highest value, plus 20% (round
down} of the strength or DR of weaker
shields.

Telepathic Assistance

If a telepath is controlling a subject with
Telecontrol, reading his thoughts with
Telereceive, or influencing him via Hlu-
sion, another ielepath can attempt to stop
i, as long as he knows the skill that is
being used oo the subject.

This requires entering the subject’s
mind via Telereceive; the intervening psi
must be aware of the intruder. This will be
automatic if the subject is affected by
Telecontrol or Musion; for Telereceive,
se¢ Three-Way Interaction (p. 36).

Evicting a hostile psi requires a Quick
Contest of Skill between the two telepaths.
The friendly psi must concentrate for a
tumn, then roll against the same skill as the
Intruder, ¢.g., Niusion vs. Tlusion. Both
psis add their Telepathy Power to their
skill, If the friendly psi wins, the intruder is
forced out of the subject’s mind. If he
loses, he can try again, but at normal pen-
alty for repeated attempts. Win or lose, the

intruder will he aware of the friendly psi's
attempt!
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Power Tap

Although it is not a true group-mind, a Power Tap is a type of forced gestalt.
It requires high Telereceive and Telecontrol skill, but enables the user to inca-
pacitate another psi and then steal Power from his brain.

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

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

If the attempt succeeds, the subject instantly falls into a trance, and cannot
do anything until the Telepath releases him. For as long as he maintains the
Power Tap (see below), the telepath can then draw upon any psi Powers that both
he and the target possess, using them to increase his own effective Power level.
Look up the subject’s Power level on the Gestalr Table (p. 37) and use it to
determine the exact Power Bonus added.

Example: Cassie has a PK Power of 8, a Telepathy Power of 16 and an ESP
power of 5. She uses Power Tap on Sean, who has a PK Power of 12, a
Telepathy Power of 7, and a Healing Power of 2. Consulting the Gestailr Table
on p. 37, we find that Cassie can draw on Sean’s Telepathy Power to gain a
Power Bonus of +2 to her Telepathy, raising it to 18, and upon his PK Power to
gain a Power Bonus of +3, raising her Psychokinesis to 11. She cannot raise her
ESP since Sean does not have this Power, nor can she draw upon his Healing,
since that’s a Power she lacks.

Any fatigue costs or effects of critical failure are suffered by both characters.

The Power Tap may be maintained for one minute, during which the user may
freely engage in other activities or use other psi abilities (with the penalty for
multiple feats) while the subject remains unconscious. Each minute the telepath
must win another Quick Contest of Telecontrol skill vs. Will +5 if the subject was
unwilling, or make another Telecontrol roll if willing, to maintain it.

Aiming Mental Blows

The mental blow skill can be aimed, just like a physical attack. There is no
penalty “‘to hit’" but damage is usually less than would have been inflicted by
normal fatigue loss. The targets include:

The Ego: Mental Blows aimed at the Ego are resolved at normal skill chance,
but do no physical damage. Instead, a mental blow to the Ego results in the target
losing his sense of self. It can only be used on conscious opponents. Roll damage
normally, but do not apply it to fatigue. For every 2 full points of damage rolled,
the subject’s Will is reduced by 1. If this ever reduces his Will to 3 or less, the
target effectively becomes an automaton or zombie, with no volition of his own,
though he will listlessly (at -2 to DX and IQ) obey anyone’s orders. If Will is
reduced to 0, the target loses any will to live, and passes into a coma; unless he
is on life-support, a HT roll is required each day to stay alive.

The Central Nervous System: A mental blow can be aimed at the motor
centers of the target’s brain in an attempt to disrupt his nervous system. Roll
damage normally, but do not apply it to fatigue. Instead, for every 2 full points
of damage rolled, reduce the subject’s DX by 1.

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

4 Mind Shield: A mental blow can be targeted at a Mind Shield rather than
s user. The target’s Mind Shield Power protects the shield with only Aalf its
present value (after reductions from previous damage to it or Brute Forcy, p.
22). Tf the attack succeeds, damage subtracts from the effective strength of the
Mind Shield rather than the subject’s fatigue. If an attack does enough damage
1o a shield to reduce it to Power 0, any excess damage is applied to the owner’s
fatigue. An electronic Mind Shield can be affected as well as a physical Mind
Shield. Reducing it to 0 Strength shorts the device out — it will require an hour,
proper tools, and a suceessful Blectronics (Psychotronics) skill roll to repair.

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

Lost points of DX, or Tevels of Strong Will or Mind Shield, are regained at
a rate of 1 per 10 minuzcs. Added levels of Weak Will are lost at the same rate.
However, if Will is reduced Lo zere, only outside aid can estore any will at afl;
see Healing Attributes, p. 44, Until ouiside help has restored all the victim’s
will, none will **heal’” by itsslf.

Offensive Mind Shields

A normal Mind Shield functions as a barrier against intruding psis. More
exotic defenses are possible with the proper skill, defenses that do more thar just
keep intruders out . . .

Mind Trap

A Mind Trap can be set by anyone with both Mind Shield and Mindwipe ai
skill-14 or beker. It takes a successful roll against the lowest of Mind Shield-3
or Mindwipe-3. The time required, in minutes, is 0 minus rwice the lower of
vour Mind Shield and Mindwipe skills. Afterapting to set a Mind Trap always
costs 2 fatigue. Keep track of how much the skill roll was made by.

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

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

Disarming the trap requires an immediate successful rol! against Mindwipe
skill, Telersceive-5 or Telecontrol-5, whichever s greater. Success by an amount
greater than the creator’s roll (when setting the trap) disarms it.

if the intruder did not notice the trap, or wried to defuse it and failed, it is
sprung. The intruder must roll vs. his Wiil-$, plus his gwn Telepathy Power,
and minus the Telepathy Power and any Strong Wikl bonus of the trap’s Creatar.
1f the intruder wins, he has broken free. If he fails, his mind is trapped in a
mental loop within the defender’s mind.

A person trapped in a mental Joop is effectively incapacitated. His body
stumpy down, unconscious. He may iry to break free each tucn (roll as above) but
each time a roll is failed, be loses 2 points of Will as his ego disintegrates under
the pressure of an alien consciousness. Ifhis Will is ever reduced to 0 or less, the
intruder &ills into a coma; see Aiming Mental Blows, above, for the results,

IF he breaks free before then, his Will recovers at 1 point per ten minutes.
(Treat lost Wifl not as loss of 1Q, which remains the same, bui as Tosing levels
of Strong Will or gaining levels of the Weak Will disadvantage)-
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Telepathic Area Aftacks

Sorie telepathic abiliies can be used
agaicst more than pee target at a tme. Aoy
ielepath with power 10+ can nse Meguzl
Blow or Mentzl Stab skills as an arze-effect
blast, ai a peaalty of -3 to skill. The g2vea
gifeced is based on ¢ “glohal’’ use of -
lepathy, on an area anywhsre within ocr-
mal lelepathy range. Esampic: 3 telepai
with Power 13 conld attack an area with 2
4-yard radius, anywhere within 400 yards.

With the appropriate enbancements, the
Slecp and Musion skits can also be wsed
o0 groups.

If peopie with differant levels of Mind
Saield or Psionic Resistance are caught ia
an area-effect telepathic atrack, do not sub-
trace Pgiopic Resistance or Mind Shield
from the uscr's skill as pormal, Iustead,
simply nele how much the altacksr’s Men-
tai Blow rolf succeaded by. If the Power of
a specific defender’s Mind Shield or the
level of Psianic Resistance exceeds thai
amount, then the attack fatted Lo affect 2im,

Affecting Groups: An Gptionad Rule

When dealing with any wide-area tele-
pathic altzck, i can be very tedious for ths
GM to make a resistance roll for each per-
son in the area affected. If he desires, fe
GM can use the Probability of Success
table on p. B4S to delerming, on the aver-
age, how many people in the area are af-
fected by a Power.

The GM starts by Tetting the PC 12l
versus his skill. If the rofl succeeds, e
GM subtracss the amount by which the ol
was made from the average attribute (usu-
ally 10; modified by Psi Shiclds, eic.) of
the crowd. He then locks this uumber up
on the table. The percentage indicates what
portion of the crowd is likely t resist the
PC’s attack.

Example 1 Datren uses his iusion-12
gkill to affect a 10-hex group (10 people).
He volls an 11, bearing his skill by 2. The
GM assumes ihat i is 2 corpletely aver-
age crowd {1Q 10}, and looks up 8 (i0-2]
on the table. This indicates that 25.9% ars
likely to resist. This raunds up ta 3 people.

Example 2: Darren beats his ski by 3,
but the subjects are all protecied by psi
shields that add 2 v their resistance, giving
them a resistance roll of 12 (IQ 10 + 2
from the shield). The GM would [ook vp 7
112-5) on the table, indicating diat 16.2%
were affected. Two people are unafferied.
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Invading Dreams

A telepath can invade another person's
dreams with Telereceive. This requires
penetration into the subject’s subconscious
(success by 7 or more) while he or she is
dreaming.

Qnce a person’s mind has been <on-
tacted, the psi can use Telesend to influ-
ence his dreams. This is 2 normal use of
Telesead, with the amount the roll sue-
ceeds by determining how real the dream
seems to be. On any critical failure, the
subject awakens!

If wying to pive someone actual night-
mares, the Telesend roll is resisted by
Will. If it succeeds, the subject must make
a Fright Check. Use the amount it suc-
ceeds by as a penalty on the sleeper’s
Fright Check. The sender can force the
dreamer to make one Fright Check per
minute he is manipulating the dream.

To do so without being noticed, make a
roll for subtlety (Telesend skill vs. the
subject’s Mind Shield or IQ, whichever is
highest}. This is not an activation rali, so it
doesn’t require time, cost Fatigue, et¢. If
successful, the dreamer remains unaware
of the telepath’s presence. If it fails, {or is
not attempted), the sleeper fecls 2 forcign
presence in his mind, and will remember
this when he awakes.

If the dreamer is experiencing a partic-
ularly strong dream, the psi may become
trapped. Use the rules for the Dreamscan-
ner device (p. 63).

| Psychic Phenomena

A classic ghost . . . but is the apparition really the dead girl’s spirit? Perhaps
not. Everyone leaves psychic traces of themselves on objects they have used or
places they have been; these impressions are what an ESPer with the Psychome-
try or Signature Sniffer skill picks up. But when an emotionally charged event
occurs, such as a murder or suicide, this psychic residue may be strong enough
that the tragedy leaves an impression that anyone can sense — a ghost. So
hauntings — the term *“ghost’” is not really appropriate, since it is a location
rather than an actual entity which is generating the effect — are psychic record-
ings, psychometric photographs or memory images of past events.

Al hauntings have a Power, which determines the strength of the psychic
residue. Hauntings occupy fairly localized areas — typically they can only be
sensed within Power/3 hexes of the event that produced them. They are easier to
sense after dark; in daylight there are usually too many people about, and their
«mental vibrations” make it difficult to notice anything else. But at night (espe-
cially in bad weather) there is far less psychic interference.

When a person first approaches the sight of a haunting, and for every hour
thereafter, roll against 1Q-3 (or against Psychometry skill, if the character is an
ESPer) to see if they notice anything. Add the haunting’s Power. Other modifi-
ers: +73 in bad weather, -10 in daylight, -1 if more than one person is present
(per extra person), +4t0a person’s IQ if the viewer is in an emotional state
similar to that which generated the haunting — depressed, lonely, angry, or
whatever. If multiple characters are at a site, the GM may wish to make only one
roll for the entire group.

Failure means the intruder doesn’t notice anything. A success means that the
person feels something — a strange smell (actually a psychic impression), per-
haps, or bad vibrations. A success by 5 or more means that an appatition actually
appears, with the degree of success determining how long it remains and how
solid it seems.

There are two ways a haunting may affect a living person. First, the sudden
apparition may be frightening. The GM may require anyone experiencing a
haunt to make a Fright Check, with a penalty equal the amount the roll to notice
it succeeded by. Secondly, the psychic power of a haunt may be strong enough
to overwhelm an intruder, even if he doesn’t notice it. The character should
make a roll against Will+5, with a penalty equal to the Power of the haunt. If he
fails, the haunt influences him in some way. For instance, the psychic residue of
a suicide might leave others feeling depressed; on a failure by 5 or more, of a
critical failure, someone may become actively suicidal. Similarly, the psychic
echo of a murder may lead to violence.

“Exorcism” — Dealing With a Psychic Echo

A psychic *‘ghost’ may sometimes be destroyed by direct psychic confron-
tation. Others may be “‘appeased’” in some fashion. Some vanish on their own,
and others must simply be avoided. Investigators are advised to proceed with
great caution if the existence of a psychic residuum is suspected. These effects
are not well understood, even today. (Translation: The GM may make them easy
or hard to deal with, as he pleases, and the players won’t have a clue, even if they
have all read this book.)

Dreams and Altered States

The Sleeping Mind

There are different types of sleep, from half-awake/half-asleep periods to
deep slumber. People dream during a type of sleep known as REM (rapid eye
movement). REM periods begin about an hour after a person falls asleep, lasting
about ten minutes, then going into quiescence, then another REM cycle. During
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pical seven-hour sleep period, four to seven REM cycles will usually oceur,
though children spend mare time in REM sleep then adults do. A person who
wakes up during REM cycles will tend to clearly temember his dreams.

Tests have suggested that people in REM sleep are highly teceptive to
ielepathic Messages. If this is true, add +2 to the chance of success for any
Suggestion, Telssend and Telecontrol, although any telcpathic messages will
wsually be worked into the fabric of the dream itself. Some psi abilities and
devices may only function on dreaming characters — Sec Dreamscanners (p. 63)
and Psychic Vampirism (p. 16).

To determine if someone is dreaming at any particular time after they have
neen atleep for an hour or MO, ~al1 2d. On a roll of 10 (exactly) the sleeper i
dreaming.

Hypnagogic State: T his is the gray transition period between wakefiloess
and actual sleep. A person in this state, which lasts only a few minutes before
true slesp begins, Is even more suggestible than someons inREM sleep. Add +4
to the chance of success of the telepathic skills Slecp, Telesend, Supgestion,
Telecontrol and T clereceive. A Brainscanner (p. 60) can determine if someone

is in @ hypnagogic state.

Hypnosis
A hyprotic trance can be highly conducive to the use of certain psi abilities.

See Hypnotisin, p. 99,

The Occult as Psi Phenomena

The Astral Plane

The astral plane is the place visited hy psis using astral pr ojection. Tt may be
a real plce, or a form of consensual or veridical hallucination — 2 psychic
dream shared by psis mentaily Tinked on the subconscious level. In any case,
damage or injury suffered on the astral plane is very real.

Travelers in the asteal plane have observed two “levels’ to it, referred to as
the outer plane and the irner p lane. The outer plane is the easiest to reach but the
hardast Lo remain in, perhaps because it is the closest to the material world.
Objects and people in the ormal world are visible but intangible to the astral
traveler.

The imner plane is more dificult to reach, though paradoxically, untrained
Psis experiencing sponaneous “out of bodly experiences’ (see sidebar, p- 47)
are likelier to visit it. Atiempting to reach the inner plane requires a second
active use of Astral Projection skill, at -5. Faiiure has the nsual effects; repeated
attempts are possible at normal penalties.

I successful, the character finds himself ina strange, silent world. Differsnt
wravelers often experience the inner piane in different ways. Tt may be a kaleido-
scope of abstract shapes and colors, 2 dark void, an infinity of whiteress or the
eye of  hurricane. The astral plane usually has no ““flgor'’ and no reference 0
the rea] world, so distances are difficult to judge, and may in fact be illusionary.
A character always exits the inner plane at the place he entered it.

The innet plane s easy to maintain an astral body in: norolls are required to
do 30, and the traveler may stay there as long as he likes, The strangest quality
of the inner astral plane is its temporal distortion. Time usually passes at a ratia
of 10 seconds in the astral plane for every cacond in the Teal world. A traveler
canmot automatically ““snap back™ to his body from the inner plane. He must
firet retun to the outer plane, and to do S0 must mzke an Astral Projection rol,
with the usual penalties for Repeated Attempts.

A person in the astral plane never needs to eat, drink or excrete.
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Mind and Souwl

Psi abiiifies such as Mindswitch and
Astral Projection allow (he mind Lo leave
the body. This raises some questons: is
the mind e same 25 the soul? Does the
soul ¢xist scicntifically, perhaps as g stable
patern of encrgy? K an astral form can
exist or a mind inhahit another's body, Cat
this energy patiern survive afler death?
Characlers ioterested in melaphysics may
try to find the answers.

Magic and Kitual

Psi powers which seem like magic caa
be an intepesting change of pave, and may
throw advenlarers a curve.

The limitation ‘‘requires preparatioz’’
can simulate a psychological need on (e
part of the psi for meditation, occult cere-
mowy, mystic phrases of Antnc magic 135
method of focusing mental power. A2d
fsn's 4 coven of witches o a circle of magi-
cians just anather way of creating a pey-
chic gestalt?

But PCs who watch the ritual being pet-
formed and see the ' magical’” effects pro-
duced may jump to the cosciusion that they
are winessing magie rather than psit

Psychic Phenomena




Astral Constructs

Agother kind of astral encounter is the
woonstruct’! — essentially a pocket dimen-
sion within the astral piane. Within a con-
struct, reality is ‘‘solid” and material
objeets can exist. A construct may be as
simple as a rock floating in the void, or as
complex as a duplication of 18th-century
Paris, complete with inhabitants. How-
ever, objects native to the pocket can aever
be removed from it: if you find 2 rapier in
“paris” it will vanish whep you leave the
pocket to recater tne rest of the astral
plane, or if you “‘snap hack’” into the ma-
terial world. Whether natives of 2 pocket
can leave is up to the GM.

As with te rest of the inner plane, tme
spent in a construct is rof counted toward
the duration of your Astral Projection, and
no rolls are needed to maintain your astral
pody while you are in one.

Some pockets may be prisons. A prison
looks ke a normal construct, butif you &ry
to leave it, you must make a (Power +
Astral Projection skill) roll at -15. Failure
means you cannot leave — only cne try is
allowed per day, and each successive fail-
ure gives you a -2 to your next attemnpt. If
effective skill drops below 3, you are
trapped forever, unless, somehow, some-
one else can help you! How? That’sa good
gaestion . . . ,

Psychic Phenomena

Astral Entities
A character in the inner plane may encounter a variety of astral structureg

and entities. Some may be other travelers exploring this strange realm, Others
may be constructs of his own subconscious. All are “sofid,” at least from the
astral character’s perspective — it’s possible to touch or fight an astral being
and take damage, or even be killed. '

The more Power a visitor has, the more likely he is to meet something, either
because he attracts atiention or because he creates whomever he meets. GM;s
may wish to give a chance of meeting someone O encountering something every
ten (subjective) minutes: roll 5 or less on 3d, +1 per 4 full levels of ESP Power,
Those actively searching for someone or something roll every 5 minutes.

Travelers in the inner astral plane can meet personifications of their own
memories, emotions, inner desires or fears. These entities can give the visitor -
advice, teach them, or even fight them. For example, an astral traveler might F
meet her daughter, who died as a child, as a grown-up woman. More fantasti- -
cally, someone could fighta personification of one facet of his own character, in
an adventure constructed to ““buy off’”” a mental disadvantage.

Treat astral entities as NPCs, with any characteristics the GM wants — they
are physical, and can interact with a visitor’s astral body. The only limitation is
that such a “mind child”” can never have skills, abilities or knowledge that the
traveler himself does not have — even if he does not realize he has them.

Mediums and Seances

A medium is someone who acts as a channel through which spirits can
communicate with the living. Usually this occurs at a seance, in which the
medium goes into a trance sate during which spirits — often relatives of those
present at the seance — speak through her. Sometimes a Ouija board, automatic
writing in a trance state, or other mechanism is used to generate replies. Most of
the best mediums are female.

Some mediums may be charlatans or deluded, but others seem to know
information about their subjects
that could not be explained
through fraud. But a real medi-
um may not actually be commu-
nicating with spirits. Instead,
she may (deliberately or sub-
consciously) be telepathically
gathering information from the
minds of those around her, and
perhaps telekinetically manipu-
lating a board, using Precogni-
tion to make any predictions of
future events that occur.

Tt is possible that those pres-
ent with the medium may even
form a Spontaneous gestalt dut-
ing the seance, with powers and
abilities far beyond that of the
medium alone. This would be
true if any of them had Uncon-
scious or Uncontrolled psi pow-
ers of their own.

A medium may, however,
actually be receiving informa-
tion from beyond the seance it-




self, She could be inunknowing communication with a powerful living telepath,
o MY occasionally use Telecontrol or Suggestion to guide the medium’s
tions. The fragmentary nature of communication suggests that *‘spirits™ may
Iy be psychic residues (see p. 49) leftas a result of traumatic events. An
ibility is that the medium is reaching backward or forward through
- o communicate mentally with the subconscicus of beings living in the past
"7or Fature. Arthur C. Clarke’s classic Childhood’s End offers some interesting

7 ysionic explanations for seances.

' A phenomencn which has yet to be fully explained is that of ectoplasm,

luminescent strands of semi-solid material that sometimes appear during se-
Jnees. Egtoplasm may he amorphous, ot may take the form of shapes, sometimes
sroviding an apparent “physical body™ for the spitits summoned through the
seance. Sometimes ectoplasm can form into phosphorescent hands or ropes that
can wrap around of manipulate objects.
- The simplest way 10 handle ectoplasm in game terms is 10 treat it as 2
. {possibly Uncontrollable) use of paychokinetic Telekinesis and Photokinesis on
the part of the medium. Perhaps the ectoplasm i3 created out of dust motes,

candle smoke or the like.

Nonhuman Psi Powers

Animals have begn knowa 10 exhibit psychic facuities similar to those pos-
sessed by fumans. These abilities tend ta fall inta several distinet categories:

Sensitivity: Many animals, but especially dogs, tend to react to invisible
presences such as asieal forms or hauntings, GMs may atlow noa-inelligent
animals a +6 bomus 10 1Q 1o dotect illusions, hauntings and the like. However,
fow anjmals will tolerate being used as psychic detectors for long: most will flee
immediately upon encountering any such phenomena!

Mind Links: Some pets develop empathic telationships with their owners.
2 There are cases of dogs who bave howled on their master’s death and other pets
£ who somehow sense when their owner is in trouble. To simulate this, GMs may
't allow characters 10 huy the Mindlink advantage (p. 96) and low Power telerece-
& - ive abilities for any 1Q 6+ pet that they enjoy a particularly close relationship
L~ with,

Danger Sense: Many animals seem to bave a supernormal ahility to sense
trauble. This could just be exceptionally keen senses, of it might be a psi power.
(3Ms may allow some animals to have the Danger Sense advantage.

Alien Anmimaly; Extraterrestrial animals (or plants) may have powerful psio-
gic abilities. A. group of animals may shate a single swarm mind, 2 telepathic
gestalt in which all members are linked together as one arganism. Other psi
powers may be used in mating {e.g., Telesend or Aspect) or defense (e.g.,
Wlusion or PK Shield). A psionic predator may even be strong enough o capture
its prey with mind power afone — o¢ might feed off psychic energies such as
thoughts or emotions. See Space Bestigry for some examples of psionic crea-
tures.

Beings of Mental Force: Tnsubstantial creatures of pure mental force could
also exist, capable of affectisg solid beings only through psionic pOwers. Treat
these a¢ having DX and 1Q, but no ST or HT. They could have any psi powers
or skills. They are immwne to physical attack, but apply fatigue loss fromuse of
psi powers (or psychic atacks they suffer) to theic Will, reducing their levels of
Strong Wil or adding levels of Weak Will. If a creature’s modified Will reaches
0, it dies; otherwise it recovers 1 point every 30 minules.
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Curses and the Evil Eye

Although the ignoraat may calt it
magic, traditional curses are usnally the te-
sult of simple hyprotic suggestion aided by
the target’s belief. But sometimes the prob-
lem is more than that; investigadon shaws
that a psi is responsible,

[n particular, someone using Psychic
Vampirism skills such ag Drain Adribute,
Drain Life or Drain Bnergy can ¢ast &
effective ““curse.” To simulate the “evil
eye,” characters may take the limitation
Only With Eye Cantact, redncing the
Pewer's cost.

Faith Healing

The Healing power can aceount for
wany miraculous cured which canuol be
explained by simple beijef — but belief
helps! Maxy faith healers use their powers
i fromt of an audience of true believers,
and the focused will of these people cad
form a kind of subconscicus gestalt to 2ic
the heatet.

GMs may wish to pive psychic bealers
a bomus of +1 or +2 1o Healing power oF
<kill if both the subject and sudience sin-
cerely believes in the efficiency of be
cure, aod conversely, 2 -1 or 2 -2 if the
heaier is using his powess before 2 IoUL
of skeptics.

Psychic Phenomena
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Animal Psi

Anyone using Telepathy or Psychic
Vampirism on 2 nen-intelligeat animal
(generafly, any species with an average IQ
of 6 or less) has a -2 to skill per point of
average IQ betow 7. This means that con-
trolling or communicating with an insect,
for instance, is quite hard! They have litde
in the way of ‘“mind"’ to affect. A psi with
Animal Empathy receives a bonus to skill
— see Animal Empathy, p. 95.

Plant Psi

Rescarchers have performed experi-
ments that suggest plants can react o
“"hostile’ thoughts. The plant is hooked up
to a brain wave detector, polygraph or sim-
ilar device. When a person thinks about
harming 2 plant, the machine registers a
reaction. Does vegetable life form a gestalt
superconsciousness with psionic powers?
Perhaps it does, on some worids — maybe
¢ven on Earth. In that case, people had
better be more careful about destroying old
forests . . .

Many pecple have found that plants
seem to grow better when people think lov-
ing thoughts at them, talk to them, etc.
This will work even better for those with
mental powers. The gardens of psis will
blossom, and farmers with psychic abilities
could ensure good harvests.

Somecne with Suggestion or Telesend
can increase the monthly growth rate of a
number of hexes of plants equal to ¥
Power {rounded down), squared, by an
amount equal to Power X 5% if he makes
his skill roll; one roll only per month.

Types of Catalyst Creatures

Several creatures in the Space Bestiary
have psi powers. Some might be catalyst
creatures. Examples of catalyst creatures
are also common in science fiction, al-
though for some reason, a majority tend to
resemble minjature dragons. Examples are
the minidrags in Alan Dean Foster’s
Humanx series (se¢ GURPS Humanx for
statistics), the fire lizards of Anne McCaf-
frey's Dragonriders of Pern and Harper
Hall novels, and the jhereg in Steven
Brust’s Jhereg series.

Non-draconic catalysts can be found in
many of the works of Andre Norton, par-
ticularly in The Zero Sione and its sequel
Uncharted Stars, and the Telzey Amber-
don stories of James Schmitz, not to men-
tion the many feline familiars of fantasy.

Psychic Phenomena

Catalyst Creatures

Some animals, known as “‘catalyst creatures,”” have the ability to mentally
bond with psis. A catalyst creature can be thought of as a psionic familiar. It may
be a alien animal with exotic psi powers, or a specially-bred earth creature
designed for such bonding, such as a genetically-modified or cyberneticaliy-en-
hanced dog or cat. Or it may just be a normal animal with psi abilities — after
all, there are many reports of pets who exhibited unusual psychic powers!

Regardless of origin, a catalyst creature becomes a partner and companion
rather than a pet. A catalyst creature is always a fuil-fledged NPC played by the
GM.

The prerequisites for bonding depend on the creature. It may be enough to
simply encounter one, but usually the character must demonstrate some form of
affection: attempt to make friends, feed it, help it hatch or whatever, Many
creatures can only bond while infants. Bonding may be involuntary: a character
may not realize that he is dealing with a catalyst creature. Unless the creature
was genetically engineered, there will be some natural explanation for its abili-
ties: perhaps an infant normally bonds with its parents, or an adult with its mate,
Maybe the creature normally exists as part of a hive mind. No creature may bond
with more than one person at once.

-
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When a psi encounters an unbonded catalyst creature under the proper cir-
cumstances, the GM rolls a Teaction for it. Add a bonus to reaction ifthe psiisa
telepath (whether he's latent or not doesn't matter) equal to half his Telepathy
Power, tounded up. If the character is only a single-skill telepath, he can only
add this bomus if he has Suggest or Telesend. Animal Empathy adds +2. Other
reaction modifiers such as Status or Appearance will have no effect, but Cha-
risma works on intelligent creatures. On an exceilent reaction, the catalyst crea-
ture bonds with the psi. A psi only gets one chance to bond with a particular
creature.

The actual honding may be a sudden joyous instant of mental rapport or a
gradual process that requires careful nurturing over hours or days. But once itis
somplete, the creature and the psi both immediately gain 4 levels of Mindlink
advantage (p. 96) with each other. Character points can later be spent to increase
this at normal cost. The character and the creature will consider each other the
deepest of companions; treat this as a Sense of Duty towards each other. The
actual relationship will depend on relative 1Q; a person will usually feel affection
for a catalyst creature with IQ 6 or less, similar to that of 3 person for a very
much-loved pet. If the creature is more intelligent, the partners will share a deep
personal friendship.

The death of ene partner will have a devastating effect on the other. Regard-
less of distance, the surviving parmer will know of the death and be mentally
stanned, recovering at 1Q-4. If the catalyst dies, the psi will develop tmental
disadvantages or quirks relating to the event, with a point value equal to the
pumber of months they were bended (maximum -15 poinis). If the human dies
and the ¢reature survives him, it will develop mental disadvantages. If it has IQ
7 ar less, it may lose its will to live and waste away.

Other Abilities

Beyond the nind link and companionship provided by the catalyst creature,
a variety of other abilities may be produced through the tonding. This depends
on. the type of creature, and is up to the GM designing it. Some possibilities:

Power Caralyst: This is the most typical ability of a catalyst crearure, hence
its name. The mental bonding with it serves as a catalyst to telepathically awaken
some or all tatent psi abilities possessed by the character; see Latent Powers, p.
86. These abilities remain awakened even if the creature later dies. '

Psi Abiliies: The creature has a variety of psi abilities, with its own Power
and skills. These abilities are controlled and used by the creature. The human psi
hias no access ta them.

Power Enhancement: The level of any Powers possessed by both the psi and
the creature are added together. For example, if the psi had Teleport Power-2
and the creature had Teleport Power-6, each would have an effective Teleport
Power of 8 when together. This is an extremely powerful ability. If a catalyst
creature has it, the character will not be able to bond to more than one such
creature at a time. If the creature dies, these abilities are lost.

Total Rapport: Both partners have Mindlink; the human psi must buy at least
4 levels as soon as he can after acquiring the creature. They are in a constant state
of mentzl rapport with each other as long as they remain within range. Whilz
within range, each can share the other’s surface thoughs and emotions, and
communicate freely through telepathy at normal talking speed. No skill roll or
concentration is required. Use the Telepathy Distance Tabie to determing this
range, Effective Power is equal to the sum of the psi and the catalyst creature’s
Telepathy Power levels (if any} plus the sum of their levels of Mindlink. Since
both partners will always have at least a 4-level Mindlink, the minimum Power
will be 8, with a range of 30 yards.
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The lassa
STitos X4 [} HT12
Speed/Dodge: 1477 PDDR: 111
Damage: {d-4 cut Reach:
Weight: 5 Ibs Size: ander 1 hex

Also known a5 dreambunders, the [assa
are catalyst creatures nalive to an Eariklike
jungle planet on the fringes of selfed
space. An lassa resembles a furry snake,
up 1o four feet Jong, with pointed ears ard
abig-eved foxy face. Colors are bright and
vary widely: thelr native jungles are a rict
of calor, and 2 pattes of red and yellow
siriped, for instance, might be good cam-
ouflage there. The fassa is surprisingly
scrong and fast for its size; inclose combat,
its constricting grapple attack is equivaleat
to that of a buman 3 tmes its srength!
They are srictly carnivorous,

A psi may bond with an unbonded Tassa
simply by approaching it and talking tn it
calmly — it bonds if he geis a goed resc-
tion roil. Animal Empathy helps! Non-psis
will mot interest an lassa, bhut gven 2 use-
lessly weak latent power will qualify soze-
one for bondieg. (In some campaigrs, this
will not he known; it wilt just be chservad
that some peopic can befriend & dream-
hueter, and others cao't) O rire 02
sions a psi has bonded two Jassa; almost
always the two creatures are, or begome, 3
mated pair.

Tassa are Power Catalysts. They pos-
scss two psi abilities: Steat Dreams-14 (7.
17 as a One-Skill Cnly ability with a Psy-
chic Vampire Power of 15, and Telepathy
Power 1, usually with the psi skills Tele-
send and Telereceive. Tassa do not slesp;
ingicad they use their abilldes 1o cbumin
psyehic nourshment from the dreams of
ofher creatures. They love to prowd the
dreamtime of sentient beings and briag in-
teresting Gdkils to their parmers. They wiil
not szl their partner’s dreams, bul may
share them through Telereceive.

In an intersiellar campaign, lassz may
be enconniered by explorers or free trad-
ers, or tamed by Survey persornel. 1t an
Earth-centered campaign, they couid have
been brought o Terrz by alicn visitors or
dimension-warping teleporiers. They might
even be native to the Amazon jungle,

Psychic Phenomena




4 PSYCHOTRONICS

Once psi powers are understood by science, the pow-
ers of the mind can be joined with advanced technology to
produce effects unobtainable by natural psionic abilities —
psi-tech.

The Battle of Arcadia

The llshani starfleet drops out of hyperspace near
Arcadia’s outer moon. Their sensors confirm what their
spies have already told them: the planet below lacks
ground or orbital defenses, and has only a tiny fleet, This
will be an easy conquest for the Domination!

On Arcadia, Sarah Blake, the duty World-Web coordi-
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nator, floats peacefully in a sensory deprivation tank, her
brain connected to a powerful telepathy amplifier throne,
tubes feeding psi-drugs into her body. One of a handful of
highly skilled telepaths serving in the Arcadian Defense
Force, it is her fate 10 be on duty when sensors detect the
invasion fleet.

She sounds the alarm. All across the planet, citizens
drop what they are doing and plug into their World-Web
terminals ~- normally just another gadger built into the
home computer, but now a matter of life and death. Sarah
feels their warm closeness as they join their minds 1o hers
in defense of their planet.
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The sensors show the hostile starships are 30,000 miles mway
and closing rapidly into bomhardment range of the pianet, That
can’t be allowed. Sarah watches the numbers projected inte her
brain: within JO mintites of receiving the invasion aiert, 37%
percent of Arcadia’s population have joined the World-Web —

38 million minds. They will have to be enough.

Power floads into her, and Sarah’s expanded mind stretches
rowatd the enemy fleet. Her inborn salent is boosted hy the
planerary mind and ihe amplifiers, facused by the Mind Hype
and her long hours in the tank. Searching the fleet, her iele-

athic senses locate the lishani admiral, piercing his primitive
psi shields gud entering his mind. Looking through the
admiral's eyes, she surveys the bridge of the flagship, taking
note of each crew member. None suspect her presence. She
redches oid, taking @ grip on the leader's mind . . .

Wasplike, Sarah sends her mind flitting from ship 1o ship,
asdmiistering her painful sting. Captains and gunnery afficers
fall unconscious or begin behaving irrasionally. Some ships

begin firing on each other, In athers, firefights break our o
board as crewmen suspect their leaders of treachery. Sarah's
mind siays on each vessel only long enough to maximize confii-
sion. Within minutes, she has thrown the [lshani fleet inso
chaos. With the invader’s cohesion destroyed, the gumignbered
Arcadian space forces are easily able to hotd off the aitackers.

Only one lishani warship, under compuzer control, gets
within range of Arcadia. Sarah knows that (n less then ten sec-
ands it will begin launching nuclear weapons, There is xo way
she can disable the ship's computer — she lacks Electrokinetic
ability. There is no time 1o swmmon another coordinator, and
only one way fo save the planet. A quick flash of thought gets
approval from the Arcadian Council, She visualizes the Arcad-
ian Defense Force armory, focusing on the small fusion bomb
canister she sees there. Catching hold of its actualiry shield, she
exateleports it into the enemy vessel. There is @ globe of expand-
ing light, and the bartle of Arcadia is over.

Availability of Psi Technology

The psi-tech devices described in this chapter are aptional.
As the irivaders of Arcadia learned, psicaic technology cum seri-
ously affect a campaign. The M who doesa't want powerful
psiotic devices in bis campaign may limit certain types of psio-
nic technology, restrict it to unique alien artifacts or ignore it
altogether.

Two types of psionic technology are described in this chap-
ter: psychotronics, and more mundane technclogy with applica-
tions to psi-tech,

Psychatronics: Quee science understands the physical laws
that govem psi, cnginears will be able to build devices utilizing
thezn, Psychotronic machines are elecrronic davices that en-
hance, detect or duplicate or disrupt pstonic abilities,

Mundane Technology: A catch-phrase for devices like sen-
sory deprivatiot: tanks or advanced EEG detectors. Thesc are not
strictly ‘psionic devices™ but are either uscful o psis or paionic
researchers, or, as in the case of advanced brainwave detectors,
can produce psi-like effects using normal technology.

Tech Levels

The GM should determine the TL ab which psionic devices
first appear in his campaign. In the world described o Chapter 8,
fhe simplest psi-tech devioes appeared in the late 20th ceptury, 50
basic psionic technoiogy is listed as TL7, and better devices
appear at TLS and laer. But in 2 GURFS Space campaigm, psi-
toch may 1ot appear until TL3, 9 or even later! In that case, the
GM can increase the TLs of all psi-lech devices by 1 or more.

Different nations or races may develop psi-tech at different
times, and may be more or less advanced in disrinct figlds. For
cxample, 0 a near-futur¢ Earth campaign, the Soviets might
have developed much hetter psychotronic devices while the
West leads in bio-psi technology.

Tt is assumed that the earliest TL at which psi will be under-
stood is TL7, so most psionic technologies will not appear untl
at least TL8, For that reason, many psi-tech devices rely oo
advanced computers, genetic engineering and the like. A few
devices Tequire an even higher level of background technology,
ot can be developed regardless of when psi powers are proven to
exist.

Complexity
Complexity is used in GURPS Supers as 2 measure of how
difficult a gadget is to invent, build or understand, Complexity
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is rated as Simple, Average, Complex or Amazing, It is pro-
vided here for those GMs who wish to use Psionics as a
sourcebook for GURPS Supers (see pp. 108, 110),

When somoone encounters an uafamiliar psi-iech item, com-
plexity also determines the roll to make against an appropriate
skifl to figure out what it does. The skill used is Electronics
(Paychotronics) or, for drugs and the like, Biochemistry (Psi},
This assumes the investigator can take apart a gadget, scan itor
(in the case of a drug) subject it 10 analysis. Roll against skill for
a simple item, skill-2 for an average one, skill-4 for a complex
one or skili-8 for an amazingly complex one.

Cost and Accessibility

Just because something is available in the campaign, it
Joesn’t mean it can easily be purchased — a device might be 2
unique protatype or an alicn artifact, or 4 psi-drug conld be at
experiment-n-progress that has vet to be fully tested.

Experimenzal: The technology is available only as an experi-
mental prototype and will not usually be for sale, All exarnples
are “'hand-made” by individual lebs or researchers, often in
secret military installations of psionic instittes. The same de-
vice may look vety different depending or who built it. Mass,
cost and volume will all be up to ten times greater than normal
(implants may have hulky and visibie external components). The
price refleots the work involved after the original research and
development is complete, not the cost of that development itself,
%0 any one-of-a-kind prototype will be much more valuable!
[tems from onc of even two TLs higher may be zvailable in
experimental form, but will usually be less reliable or totally
untested, with dangeraus side cffects. Repai ring a damaged ex-
perimental device will be very difficule!

Emerging: The technology hag besn around for some years,
but is still in the early stages, and the mass, cost and volume are
three tines hase values. Only a few specialized labs or institutes
are engaged in manufacturing the item. Itis still hard to get, and
there will usually be a waiting period of weeks or months before
it will arrive. Emerging combat or &spionage-fype equipment is
likely to be limited to govemment anthorities {or very wealthy
corporations). Even relatively harmless psychetronic devices
quch as dreamscanners or psi scanners may be restricted to Ti-
censed Tesearchers or psychologists (though 2 black market may
exist for them), Devices may have various “‘bugs,’” ar be fragile
and require frequent maintenance by skilled techicians.

Psychotronics




Mature: The technology is well understood, and is mass-pro-
duced and widely available. The cost is the listed cost. Devices
that were designed in earlier TLs can be considered ““mature’’
technology, Drugs may still be hard to get, but psychotronic
devices are sold just like other electronic equipment. Common
psi weaponry and devices with military or intelligence applica-
tions will still be restricted to military units, the security forces
of corporations or specially licensed individuals. But they may
also be available on the black market! Common civilian devices
like Thought Globes or Psi Testing Gear are easily purchased
and avaitable to anyone who ¢an afford them.

Legality Class

I psi-tech is available, PCs will stilt want to know if they can
legally purchase or carry it on the street, For this reason, all
forms of technology have been given a Legality Class rating, or
Legaliry for short, The lower the Legality, the less likely it is
that society will permit the unrestricted sale or use of the tech-
nology. In some societies, anything to do with psi will be iliegal.
In that case, GMs should lower the Legality Class of all psi-tech
(except perhaps antipsi devices or drugs) by one or more levels.

Control Rating: The actual effects of Legality Class depend
on the Control Rating (CR) of a society, which ranges between
0 (total freedom) and 6 (total control). Using CONfemporary ex-
amples, the United States has a CR of 2; the United Kingdom,
with stricter laws relating 1o things like gun control and Official
Secrets, has CR 3. The Soviet Union had a CR of 6 in Stalin’s
day and CR $ in more recent times. With glasnost it may drop to
CR 4, or a backlash may result in less openness. After the
clampdown that followed the 1989 pro-democracy movement,
communist China became CR 6.

Compare Legality to Control Rating to determine how legal
something is:

Legality = CR+2 or more: Any citizen can carry the item.

Legality = CR+1: May be carried by anyone except a con-
victed criminal or the equivalent. Registration is required, but
their is no permit fee.

Legality = CR: A license is required to own or carry the
item. To get a license, one must show a legitimate need, pass 3
safety test, etc. Generally a ficense costs 1dx 10 percent of the
price of the item itself, But (for instance) any licensed doctor
may acquire medical drugs without needing a specific license for
that type of drug.

Legality = CR-1: Prohibited except to government agents,
police and bonded security personnel.

Legality = CR-2: Prohibited except to police SWAT teams,
military units and perhaps secret intelligence agencies.

Legality = CR-3 or worse: Only permitted to the military,

Alien Technology

The GM may wish to restrict some (or all!) forms of psionic
technology to certain alien races, or atlow them to exist only as
artifacts of long-dead Precursor races. Perhaps because of differ-
ing psionic wavelengths or brainwave patterns, some kinds of
alien technology may not work for humans without adjustment,
The same would apply for human technology being used by
atiens. If a human used an alien psionic amplifier without adjust-
ment, it might burn out his brain! A mindscanner designed to
detect a narrow range of human thought patterns might not reg-
ister alien thoughts, or might detect them as animals rather than
sentient. The results of taking alien psi-drugs wilt be dangerous
or unpredictable, if they have any effect at all. Successful Bio-
chemistry (for psi-drugs) or Electronics (for psychotronics) skill
rolls may be needed to discover exactly what a certain gadget
does and how it may be modified to safely work with humans.

One form of alien technology that should work is devices
specifically designed for cross-race contact — mental transla-
tors, for instance. But even if it works in an identical way, an
alien device may look very different from its human equivalent,
A psionic computer might be a featureless black monolith that
can only be controlied through hidden telepathic switches . . . or
a glob of green jelly!

Using Psionic Devices

Power Supply

In order to work, most electronic devices need power. At
TL8 and above, most equipment runs on standardized power
cells, described below.

A device that appeared at a lower TL will have more power if
manufactured at a higher TL. Increase its operating time or
number of shots by 50% per TL after it was introduced. If TL10
psychosynaptic neutralizers normally have 10 shots or work for
10 minutes, the TL11 version would get 15 minutes or shots,
and a TL12 modef would have 20.

Types of Power Cells

There are six sizes of power cells, designated by letter from
AA (the smallest) to E (the largest). Power cells increase in
power exponentially — an A cell is 10 times as powerful as an
AA cell, a B cell has 10 times the power of ar A cell, and so on,

AA: A very tiny disk the size of a pinhead, 146" across by
152" thick. $2. 8,000 weigh 1 pound,

A A tiny cylinder less thar V4" across by 14" tall. $10. 400
weigh I pound,

B: A small cylinder about 14" across by 15" tall, $30; 20
weigh 1 pound.

C: A cylinder 1” across by 2" all. $100; 14 pound.

Psychotronics

D: A cylinder 2** across by 4" tall. $500; 5 pounds.

E: A cylinder 4" across by 6" tall, $2,000; 20 pounds.

Replacing Power Cells: 1t takes 3 seconds to replace a power
cell, or six seconds for the tiny AA or large E cells,

All gadget weights and volumes include power cells; cost of
power cells is extra.

Contemporary Power Supplies

If using psionic technology in a contemporary (TL7 or less)
campaign, power cells may not be available. Instead, GMs
should assume that any item listed for AA or A cells runs on
small commercially available batteries, or can be plugged into
household current,

Any item requiring B or C cells requires either household
current, a vehicle battery or specially made lithium cells,

Any item requiring D or E cells must be plugged directly into
a building generator or large vehicle power supply.

DR and Hit Points of Equipment

Most gadgets are protected by a durable plastic casing, with
screens or moditors made of thick plastic rather than glass,

Unless otherwise mentioned, gadgets have 1 hit point per §
pounds of weight and DR 2, plus DR 2 per TL after 7. All but
experimental electronic devices will be water-resistant,
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At an extra 20% weight and cost, any gadget can be armored

" ith DR 10, plus 5 per TL after 7; this makes it fotally water-

proof. Al TLB+, armored devices can be used in vacuam ot
yostile environments. All military-style equipment (weapous,
quits, etc.) i already armored.

Experimental and emerging technology may be less Tobust
than mature technology. Experimental devices will typicaily
pave only DR 1 and half normal hit points for their weight.
Emerging gadgets have half normal DR and the same hit points
g5 marure devices.

These hit point totals refer to physical damage. Large devices
may stifl be vulnerable to EMP and the Surge skill; see p. 13,

Experimental gadgets will be more vulnerable to Surge and the
like.

Tmprovement At Higher Tls

Psiborgs (p. B2) and all clectronic and psychotronic devices
halve in weight and cost one TL after being first introduced, &nd
quater in weight and cost two TLs later.

Al other technologies, including psi-drugs, halve in cost one
TL after first appearing and halve again two TLs later; weight
remains the same,

Tterus nsing power increase their opcrating duration; see
Power Supply, above.

Mundane Technology

Although afl have psionic applications or produce psi-type
effects, none of the devices described in this section are actually
“psionic’”® in nature. A brainscanaer, for ipstance, does not
detect psychic emergy or thoughts — it detects the Jow-level
clestrical fieids emitted by the brain, As a result, this "mun-
dane” technology may be available even if other psi-tech is not.

Prionic Testing Equipment TL?

Found in most psionics institutes, this is 4 battery of labora-
tory tests which can determine a subject’s exact psi powers. The
subject should be conscious and willing to cooperate; if he is
not, equipment operators roll at -4 1o their skill, Each Power
(Telepathy, ESP, etc.) must be checied for individually, with a
separate toll and 4 hours of testing, though some could be
skipped if the subject or scientist doesn’t want to bother. Far
each Power checked, make a Psychology (Parapsychology) roll;
scc p. 100, Success means that the user learns whether the sub-
ject had a particular Power or oot and gives a rough idea of how
sowerful it is: under 5, 6-10, 11-15 or 16+. On a critical suc-
cess, the user determines the exact Power of the subject. Only
one try is allowed by a single researcher, at least until something
happens ta convince that researcher that his carlier findings were
wrong!

Failure means the readings are am-
higuous as to whether the subject has
that psi power or not, and critical failure
gives 3 wrong answer or results in some
disaster (an accidental manifestation of
one of the subject’s skills, perhaps).

A conscious subject can try to delib-
erately pive false results. Roll a conest
between his 1Q and the tester's skill.
Success means he fools the testing de-
vices, and can {if non-psionic) con-
vince the examiner he has 2 minor
power of 1-5, or if psionic, can make
his power secm up fo 50% higher, or
any amount lower, than it really is.

Psi-testing pear weighs 400 pounds
and takes up .5 cy. Four C cells power it for gbout 50 tests, or a
year of normal lah use. It is portable — sorc of — but requires an
hour 1o set up. $100,000. Legality: 6, Complexity: Average.

Deepsicep Box TL7

This is 2 small box with electrodes that are attached to the
subject’s head. At TL8, it is available as a headhand with a
self-contained power supply. Once atfached to 2 subject and
turned oo, it lulls him into deeper sleep with an electromagnetic
field (*'electronarcosis’’) and soothing sound.
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The subject remains asleep as Jong as the clectrodes are in
place, but a timer is usually set for personal use. Four hours of
deepsleep are equivalent to cight hours of nornial sleep. It is
mainly used to safely restrain captives.

If the subiect 35 unwilling when the device is activated, he
pets @ Will-4 1ol every 10 seconds to resist falling asleep. A
subject who is already asleep normally does not resist.

Electronarcosis has been reported from the Soviet Union for
years, and 50 is sometimes called *‘Russian Skeep.”™ Hut recent
evidence questions its effectiveness, If the GM believes Russial
Sleep doesa’t work at TLY, increase the Deepslecp box’s TL to
8 and assume it works by direct neural stimulation,

The deepsleep box runs for 3 months off a B ceil. $500, 2
pounds. Complexity: Simple. Legality: 6.

Sensory Deprivation Tank TL7

Sensory deprivation techniques isolate the user from ex ternal
sensory stimuli, serving to focus his mind inward. They are used
before attempting delicate psionic operations in which high skill
evel is nccessary, or to make a subject especially receptive to pai.

A typical ©'S-D"" tank is filled with water, in which the sub-
ject floats suspended, His senses are completely blocked. Tubes

o 2O £ sy e

provide oxygen and noutishment and remave wasic products,
and 2 medical computer monitors bis condition, aliowing an
jndefinite stay within the tank,

Less sophisticated versions of sensory deprivation also exist
(e.g., blindfalds and ear phugs), but are unsuitable far long-term
use due to physical discomiort.

After an four of sensory deprivation, the user pust make 2
Will roll. Success means that the isolation has successfully fo-
cused his mind, and be receives a bonus of +1 10 nse pai skills
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while in the SD tank, with an additional +1 for every 3 points
his roll succeeded by (rounding down), to a maximum of +5.

Failure means that he has not gained any benefit from the
experience. If he spends additional hours in the tank he may try
again each hour, but further Will rolls will be at a cummulative -1
penalty.

Any time a Will roll is failed by 5 or more, or any Critical
Failure, the prolonged sensory deprivation has not only failed to
increase his concentration, but the isolation and loss of sensation
has worked to uphinge his mind! The psi will experience hallu-
cinations, and is treated as having failed a fright check; roll 3d
on the Fright Check Table (p. B94), with a +1 moditier for
every point he failed his Will roll by! Any quirks or phobias
acquired will relate to the sensory deprivation — Scotophabia,
Claustrophobia or perhaps Autophobia (the fear of being alone).

In addition, regardless of his roll, the user is also more open
to any form of telepathic contact (he has no physical sensations
to distract his attention). Add 1 to the success chance of any
Telepathy skill (friendly or hostile) used on the subject per hour
he spends in the tank, up to a maximum of +5 after five hours
of deprivation.

Psi-amplifiers, pestalt webs, world-webs and psi drugs may
be used in conjunction with an S-D tank.

A sensory deprivation tank weighs 800 pounds and requires
1.5 cubic yards; it runs off bouschold or vehicle current or, at
TL8 +, can operate off a D cell for two weeks. Tt costs $10,000.
Complexity: Average. Legality: 6.

Brainscanner TLS8

This is a sophisticated version of an Electroencephalograph
(EEG) machine, which is desigred to monitor brain-waves (the
very weak electrical fields that are produced by the electrochem-
ical processes of thought). '

A brainscanner differs from earlier EEG machines in the de-
gree of accuracy with which its integral computer can connect
brain activity with specific emotions or types of thought, and the
speed at which it can determine how an individual’s particular
set of brain waves calibrate to specific feslings or experiences.

To interpret the scanner’s data, the operator must make a
successful roll against Blectronic Operation (Sensor or Medi-

cal). This takes one minute. The operator can use his own skill
or the computer’s default skill of 12, The scanner can determine:

(1) The emotional or physical reactions a subject is currently
experiencing, such as pleasure, pain, love, hatred, interest, cre-
ative thought, joy, boredom, etc. It cannot detect the object of
the emotion, but by offering different stimuli, e.g. showing a
person a picture, or guiding the conversation, a subject’s re-
sponse to a specific thing can be measured in more detail.

(2) I a subject is actively or passively using psi powers, and
if EEG states associated with the use of specific Powers have
been mapped, the brainscanner can tell which Power(s) are in
use, It will not tell what psi skills are being used.

(3) If a subject is being affected by a psi power, especially
telepathy or psychic vampirism, this can be detected as above.

The GM makes all skill rolls. If a roll fails, the operator
receives ambiguous readings. On a critical failure, he com-
pletely misinterprets them. The brainscanner can be set to auto-
matically record a person’s readings over a long period of time
(several hours or days) for latter analysis.

A subject can try to fool the scanner by adjusting his brain-
waves if he has the Metabolism Control psi skill; make a Quick
Contest of skills between the psi and the operator. If the psi wins
by 0-4 he can block the scan; if he wins by 5 or more he can feed
it false data.

Since EEGs differ from person to person, a brainscanner
must be calibrated before it can be used on a particular person.
This takes at least 4 hours, during which the subject must coop-
erate, and a successful skill roll as above.

At TL8, a brainscanner’s sensors must be placed in physical
contact with the subject’s head. At TL9, a brainscanner can scan
one subject at a time at a range of 10 yards. Double the range for
each TL over 9. The scanner’s integral dedicated computer also
improves at higher TLs. Add +1 to the operator's and the de-
fanlt skiil for each TL over 9.

A brainscanner is not a psionic device; psi shields are no
barrier to it, but physical obstructions (walls, etc.), sealed armor
and force fields are. It runs off a B cell for up to 100 hours of
continuous use,

$6,000, 4 pounds. Complexity: Average. Legality: 3.

Psychotronic Devices

Psychotronic devices operate under physical laws that are not
yet fully understood. They can generate, enhance or manipulate
psionic and antipsionic energy.

Interface Technology

Psiberface Helmet L7

These neural interface helmets are required to link a person’s
brain {via electromagnetic induction) directly with some types of
psychotronic machinery, including gestalt webs (p. 61), dream-
scanmers (p, 65), deathscanners (p. 63) and worid-webs (. 61).

Donning a psiberface helmet takes 2 turns. A psiberface hel-
met can also be built into a combat armor or vace suit helmet at
10% extra cost; this adds 4 pounds to the helmet’s weight.

The helmet uses an AA cell, which runs it for 3 months. It
costs $4,000 and weighs 4 pounds. Complexity: Complex. Le-
gality 6.

Psiberface Implant: Those not wanting a full helmet may in-
stead have an implant socket installed in their skuil. A psiberface
socket accepts standard interface cables from psychotronic de-
vices. Cost, efc., is the same as above, and inserting or removing

Psychotronics

it requires a surgery roil and takes 3 hours, plus a day to recover.
Failure destroys the implaat; critical failure causes brain damage,
resulting in a ioss of 1 point of IQ.

Telepathic *‘Switches”
These are simple psychotronic devices sensitive to telepathy,
each with its own distinct mental signature, They resemble small
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circuit boards and may be built into electronic devices. To use
one, the telepath Tmst know (o1 guess) where a particular switch
i Jocated and what device it controls. He then Telesends a single
message — either “‘on’” or “off”* (o finer control is possible).
The switch senses the message and the device tums on or off.

Telepathic switches are usually mounted in systerns such as
lights, car ignitions or electronic doors, They may replace o
supplerent the normal manual oo/off switch. They can turn oo,
not mot control, most electronic devices, from TS to compat-
ers. Other uses: to activate or deactivate electronic detoaators or
dmers for explosives or psi-bombs; 1o fum on or off a homing
neacoll; 1o activate or deactivate a hidden securily Systom,

Several telepathic switches may be built into a single device
10 turn on of off different functions.

A releswitch roms off an AA ccll for a year and costs 3200; the
weight is negligible, TL8, Complexity; Simple. Legality: 6,

Secure Telerwitches: ““Secuze” teleswitches are available. A
secure telsswitch s sensitized to a single set of mental sipna-
sures; only these minds can use it, This makes tem very useful
a5 electronic locks on doors or safes, or for limiting access to
computers and the like. One disadvantage to sccure icleswitches:
the signature of the owner can be detected with use of a Signa-
nure Smiffer skill, They run off an AA celi for a year and costs
$1,000. TL9. Complexity: Average. Legality: 0.

Telepathic Control Panel: These are simply arrays of excep-
tionally sensitive miniaturized telepathic switches built into the
same device. For instance, buili into a computer keyboard, each
switch may correspond ta a single key, The switches are more
sengitive so that the psi can control several switches per second.
Thus, 2 psi could use his mind to operate a properly fitted com-
puter, caleulator, sensor device, gunmery console, ete. at a dis-
tance, visualizing each key or buiton and so activating the switch.
When doing 50, use the normal skill for operating the device, or
the average of that skill and the psi’s Telesend skill, whichever is
lower. One Telesend skill roll should be required each minute lo
maintain mental communication with the control panel,

Cost: The cost is that of a normal control panel, plus $10,000,
or +$100,000 for a secure system. TL10. Complexity: Average.
Legality: 6.

Psionic Amplifiers

Psi-amps boost a psi’s Power level. Each amplifier is designed
to only amplify a single power (¢.g. telepathy) while it is being
used, Only active psi skills are amplified; passive abilities sachas
Mind Shield or passive uses of Precognition are oot boosted.

Pgi Amplifters must be actuned ta a particular user. T his can
he done immediately, requiring a Will roll at -4, but if it fails,
the user Tmust readjust the setting, which takes at Jeast an hour
and a successful roll against Electronic Operagion (Psychotron-
ics) skill. Failure wastes an hour; critical failure damages the
device, it ér possible to use a psi-amplifier that is not properly
attuned, but the psi will bave a -5 peaalty on any psi skills he
uses through it, which could be fatal (see below).

The surge of power experienced whes using an amplifier can
be dangerous, I the user’s psi skill roll to activate ar maintain a
psi ability fails by 5+ or is a critical failure, he suffers psionic
feedback, buming out the machine (which tust be repatred) and
causing 2d damage each turn to the user, with DR not ptotecting
at all (it is his brain that’s being fried!) The damage continues
until someone pulls him free. The user must also roll vs, Will at
-3 or suffer “*brain-burn,” A brain-burn victim is effectively
teduced to & mindless state, though recovery is possible given
proper care and trestment, See GURPS Ultra-Teck, p. 87 for
more details.

Types of psi amplifiers available include:

Amplifier Throne TL8

This device artificially augments the Power of a single psio-
nic ability. It is a throne-like chair, with helmer, biofeedback
monitors and monitoring computer, The user sits in the chair,
power floods tirongh him and is channeled into psionic snergy.
Unless the user has very high Power, machines anplifying tele-
portation will move the user, but not the machine!

It increases the user’s Power by up to 8 levels, but is danger-
ous if improperly used. For every level that Power is increased
after the first 4 when using a psionic skill, reduce skill level by
-2. For instance, if a person boostcd his Power by 7 levels, he
would be at -6 ta skill.

A psi-amp is powered by a E cell, which works for 2 months
of steady use. The device weighs 14 ton, takes up 1 cy and costs
$200,000. Machines that can amplify more than one Power at
once are available — add $100,000, .5 cy and 14 fon per extra
Power, Compiexity; Amazing. Legality: 3.

Backpack Psi-Amplifier TL8

These devices work like standard psionic amplifiers, but use
2 smaller (backpack size) power pack connected to a helmet, and
run off a D cell, Portable amplifiers can increase the user’s
Power by up to 6 levels. For every level Power is increased after
the first 3 levels, reduce skill by 2. For instance, if a person
increased his Power by S levels, he would be at -4 to skill,
Effects of a failuge by § or more, o critical failure, are identical
to those of other psi amps, above.

The device runs for 6 months on a D cell. It costs $40,000
and weighs 20 pounds for a device that amplifies a single psi
power. Add $20,000 and 10 pounds per extra power it can
amphify, Complexity: Amazing. Legaliry: 4.

Amplifier Helmet TL8

This is lawer-powered psipnic amplifier. It adds 2 maximom
of 4 levels 1o the user’s Power, If the user adds ! or 2 levels,
there is na penalty to skill. If be increases his Power by 3 levels,
he is at <2 to skill, If be adds 4 levels, he is at -4 to skill,

The device uns for 3 months on a C cell. Tt costs 525,000 and
weighs 4 pounds to boost a single psi pawer. Add $10,000 and
§ poundd per exira Power Group it can affect. Complexity:
Amazing, Legality 3.

At TLIO this device weighs only 1 pound and is headband-
sized, An amplifier headband costs only 36,250 plus $2,500 per
extra power, and weighs V2 Ib, At TLI2 the device can be wom
a5 a belt instead of a headband; cost and weight of an amplifier
belt are the same a8 for 2 headband. For both, complexity and
legalizy are unchanged.

Other Augmentation Devices

Gestalt Web TLID
A gestalt web machine is a Jarge clectronic device atrached to
several psiberface helmets (see above). The web maching links
the psis wearing the helmets into a gestalt (p. 37). Donning ar
removing a helmer takes 4 seconds, It runs on building power or
a D cell, which operates the web for up tea moath of steady uss.
A gestalt web costs $100,000, takes up 1.2 cubic yards and
weighs 1,200 pounds for the basic device, which can link two
minds into & gesealt. For each extra mind the web js to accom-
modate, add §20,600, .1 cubic vard and 100 pounds. Complex-
ity: Amazing. Legalify: 3, '

World-Web TL1T
A world-web 15 a device for harnessing the innate mental
power of non-psionic individuats and placing it at the disposable
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of a single psi — the ““director.” It is similar to & gestait-web,
but requires at least 100 normal minds to generate any power,

To become part of a world-web, the user plugs himself into 2
world-web terminal by donning the psiberface helmet that is
attached to it. The terminal is ther: connected to other world-web
terminais via normal data linkage systems, and also to the web
central processor.

The web central processor can gather the psychic energy of
all participants, increasing the psi Power of the web director in
whatever psi skill he is using. The World-Web Table, below,
shows how much Power is added to the dizector, based on the
number of people plugged into the world-web. These people do
not have to be psis!

For example, if the web consisted of 5,300,299 people, the
web would have a Power of + 16, Whoever was in the director’s
position would add 16 levels to any psionic ability he had. Ob-
vipusly, the director can only gain any beaefit if he is a psi. The
web director may be a psionic computer (see below).

While plugged into world-web, no one can take any physical
action — they are in a trance, Disconnecting requires a Will roll,
A person can only be plugged into one world-web device at a
time.

World-Web Table
Persons  Power Persons Power
Bon Bonus Persons

: on-+ - +16%
6 miflion +17
2 milion  +18
S 25million e +19 L
© S0million: 420 v
100 million +21
, + 200 million ~  +22
5,000, 90 400 million "+ +23 -
50,0007 . +10-: - 800 million - “+24-
100,000 +11 1.5 billion +25
3 billion +26

Gbillion - .
12 billion . .

A world-web’s power can be increased dramatically if th
coordinator is alse receiving power from a Telepathic gestalt ;
the same time. In this way it is theoteticaily possible to gay
enough power to reach across interstellar distances -~ and per
haps link with other gestalts and world webs, perhaps eve
forming a galactic mind!

A world-web can also be an interesting plot device. For i
stance, a world web terminal may normally function as (say)
high-tech interactive computer network. Citizens may ply
themselves into it to play games or perform normal computer
work, and enjoy the benefits, — perhaps without even realizin
that they are enhancing the psi powers of whoever is at the cente
of the web,

World-web Terminal: This device is about the same size as
micro computter ferminal (it may even be a computer termingl -
see below). By plugging a psiberface helmet (see p. 60) into ;
and donning the helmet, a user can become part of the world
web, contributing his psychic power to Web Central, A world
weh terminal weighs 20 pounds and costs $2,000, not includin
psiberface. It is powered by household current, TL11, Legalit
5, Complexity: Average.

Web Central Processor: The heart of any world-web network
using building power. 18 cubic yards, 25 tons, $25,000,0
TL11. Legality 1. Complexity: Amazing,

Psionic Computers

Artificially Intelligent (AD) computers may be designed with
psionic powers, or they might develop them spontaneously.
Computers have a complexity rating which determines how
powerful they are. A computer capable of psionic power must
also be on the verge of artificial intelligence — Complexity 6+
— which limits them to TL9 or better.

At TL9, psionic computers are restricted to the most sophis-
ticated experimental Al systems — Complexity 7 megacomps
massing a ton or more, taking up 10 cy and costing $2,000,000.
At higher TLs, cheaper versions are possible — see GURPS
Ultra-Tech, p. 6.

Al is not necessarily psionic, however, and adding psycho-
tronic generation equipment is expensive, involving duplicating
many of the neural networks of the human brain. To determine
the cost of building a psionic Al, add $10,000xthe character
point cost of the psi powers it will have. For instance, a Com-
plexity 7 megacomp normally costs $2,000,000. If it is to have
Telepathy 4 (20 points) and ESP 10 (30 points) for a total of 50
points, it would cost an additional $500,000, for a totai of
$2,500,000. Obviously, only major corporations or govem-
ments would have access 10 such systems! Complexity: Com-
plex. Legality: 2.

Psychotronics

Power and Skill

A psionic computer may have a maximum Power in any sit
gle psi ability of {Complexity-5)x 5. A Complexity 6 compute
could bave a Power in each ability of up to 5, a Complexity
could have a Power up to 10, and so on. The absolute limit for
computer is a power of 25 (Complexity 10+). There is no lim
on how many different Powers a computer may have, except th:
it cannot have Antipsi and any other power.

To use its power, the computer st have appropriate p:
skills. Psi skills are available as programs. Each skill is an ind
vidual Complexity 6 program, and each gives the compnter
skill level of 14 and costs $100,000. Skill level may be increase
by +1 each time the cost of the program is doubled, A Complex
ity 7 megacomp may run 10 psi skili programs at once if it isn
doing anything ¢ls¢,

As all psionic computers are senticnt, each has its own IC
Use the computer’s Complexity x2 to determine its [Q and Wi
when resisting psionic attacks or interacting with humans,

Applications
A psicomp’s uses are only limited by its power and progran
ming. Programmed with Telereceive, it might be usad as a ps}

— 62 —



chic probe; wilh Mindwipe, it could serve as a bralowashing
machine; with Cyberpsi, an Al could take over other computers.

‘with Astral Projection, an artificial inelligence wouid be able

o Jeave its hardware!
For more power, several psionle computers could petwork
gether in the cybemetic cquivalent of 2 {eepathic gestat.

Psionic Computers in Action
A pslonic computer uses its powers in much the same way a3

- 3 human does. When using psi powers, a psionic computer does
- prpend fatigue points to use its powers {and can lose them if
" siruck by a Mental Blow). Fatigue does not represeat energy,
" gt instead the strain placed on its programming when dealing

with something Like psi. When fatigue used cquals [Q, the com-
ater “crashes’ and shuts down uatil it recovers. Psionic com-
aters regatn one fatigue point per 10 miites if not doing
nything ¢lse.
A psionic computer car be attacked by psionic means, or

. fave its *‘mind” erased, read, efc. Cyberpsi may be used nor-

mally on a psiomic computer, but it subtracts its Mind Shieid's

. Power (if any) from the psi's Cyberpsi skill. Telereceive can
. alsobe used, but any unwary pai that actually makes contact with

the actuai mermaries {success by 9+ with Telereceive, p. 25) of

Communication and Information Equipment

Memory Crystal TL3

A memory crystat Is a sphere or cube 27 across. A telepath
can use the psi skill Telesend to permanently tuiprint a single
mental image withiz it, along with all associated smotional res-
onances. For instance, a person could place a telepath image of
their lover within, and anyone who touched it, psionic or not,
would experience what that person felt fur bis love; a pair of

 lovers might exchange memory crystals.

If the memory is particular strong and violent, such as an

" mgry memory of a friend’s murder, a Will roil (in 2 Quick
. Contest vs. the Telesend siiil of the person who placed it) is
 required to avoid being mentally stunned!

A psi with Signature Sniffer can automatically get a person’s

.. signature from a memory crystal they have imprinted,

Memory crystals have no power requiremcats.
1% pound, $2,000. Larger objects could also be made of
memory crystal — a memocial, for instance, Complexity: Aver-

Deathscanner TLY
Using technology similar to the dreamscanner (p. 65), a

.. eathscanner consists of two psiberface helmets and a psychotro-
ni¢ scanning module. One hetmet is placed

an axificial intelligence is likely to suffer information overload.
Roll v, the intmder’s Telereceive skill ar -1 per Complexity
level of the AL to avoid instant insanity of some sort (2 calatoaic
state, technophobia, ete.) lasting | day per point failed; the
inganity may Jast indefinitely on a critical failure!

Psiberghosts: Using “'pghostcomp’” techniques described in
GURPS Cybespunk and GURPS Ultra-Tech, thinking personal-
ities can be preserved in computer memories. Tf these personali-
tics had psi powers, GMs may decide that they may stll use
thern, Use the Psionic Computer rules w caleulate Fatigue, cf-
fects of attacks against them, etc.

Psicomp Characters

A Psicomp (or normal AT) can be an Enemy, or, with the
GM’s permissios, an Ally or even a PC, Its point cost is 1 point
per $10,000 of hardware and software. Attributes and skills are
solely dependent on its hardware and software and are not
bought separately. Disadvsntages may be taken to reduce the
point cost, Als always have No Physical Body and up to 45
addirional points of disadvantages. In many cultures, some form
of Social Stigma {e.g., *‘valuable property””) s very likely, If an
Al is to improve iis abilities, both points and moncy must be
paid for any improvemenis,

in the last few minutes, what the victim saw and heard, efc.
Purther attempts may be made 1o find out moze details,

On z failed roll the vser picks up oely a confusing mishmash
of pain and fear, perhaps a constant repetition of frightenicg
images from the last few seconds surrounding the deadh; this
may be useful if the cause of death is toally unknown, but 20
clear information wiil be gained, After a failed roll, any further
attempts will be at a cumulative penalty of -1,

A critical failure, or any faiture by § or more, means the user
has been trapped in the dark whirlpool of the victim’s death-¢x-
perience. Make a Fright Check at -5, with all usuat effects, and
any further attempts by that user to probe the corpse are at -2,

A deathscanner takes a minute o set up. It is powered by a U
cell for 20 uses, 380,000, 12 pounds, Complexity: Complex.
Leggiily 3,

At TL10, a deathscanner may make a recording of the expe-
riences; these are often adrmissible m court.

Mind Probe TLS

This is a psionic device that can *'read™ & person’s mind. A
psiberface helmet aitached to the probe unit is placed on the
subject’s head and he is injected with the Trancs psi-drug (p. 30)

over the head of a recently-dead {within 24
hours) carpse (the brain must be more or 1ess
Intact) and the other is worn by the nser.
With the helmet on, the user can examine the
ast hour or 50 of the corpse’s memorics, up
10 death, The memories scanued arc of both
physical sensory impressions and what the
subject was actially thinking.

The wser must rol] against Electronics
Operations/TL (Psychotronics) 1o sort
through the memories, at -1 per 30 minutes
Since death. Scanning takes 15 minutes per
anempt. A successful roll gives & general
Impression of the circumstances surround-
g the person’s death — what was going on
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to keep hin in a receptive state. The subject need not be willing,
but must be conscious. The Mind Probe is controlled by a con-
sole or directly through a second psiberface helmet. In either
case, the operator must have Psychology 10+ and Electronic
Operation (Psychotronics)-12+.

Thoughts are niot read by the Mind Probe. What the machine
reads is sensory experience: everything that the person has seen,
heard, and so on, in detail far beyond what the subject can
consciously recollect. Visual perceptions are displayed on a
telepsychic monitor screen for anyone t0 see. The opetator can
also don a psiberface helmet of his own and gxperience every-
thing that the subject feels.

Naturally, this can sometimes be unpleasant — Operators have
suffered psychological problems or even heart attacks when reliv-
ing intense experiences of injuries, forture, etc. suffered by their
subjects. GMs may require anyone using the psiberface helmet to
make Fright Checks (at penalties depending on the mature of the
experience) o remain unaffected.

All Mind Probes incorporate a form of memory-compression
that enables the operator to *“fast-forward’’ past boring memo-
ries, and to move forward or backward over interesting material
at up to 1 hour per second at TL9, increasing by a factor of 10
each TL after that. Although these sensory experiences cannot
be taped until TL10, visual and auditory images can be recorded
as they appear to the monitor.

Since any mind contains a mass of information, GMs may
require Research or Intelligence Analysis skill rolls to locate
specific data quickly, with increasing penalties depending on
where they know to look (e.g., 0 if scanning through a specific

hour of memories, -2 if the search can only be narrowed down
to a day, -4 if riffling through ten days of expetience, -6 if 100
days, and so on). Add +3 if usinga Psiberface helmet rather the
just the telepsychic monitor or taped images.

At TL9 2 Mind Probe can only access perceptions that are no
more than 100 days old, At TL10 it can access perceptions from
up to 3 years in the past, and can record them for later playback.
At TL11, it can refill through a persons sensory experiences
over the last thirty years. At TL12 a mind probe can access alla
person’s sensory experiences, back to when his brain developed
in the womb.

The device uses an E cell, which powers it for 1 week. Alter-
natively, it may operate off building power. A Mind Probe
machine costs $120,000. It weighs 400 pounds and takes up .2
cubic yards. Complexity: Amazing. Legality: 3.

Thought Globe TL9

A sphere a few inches in diameter, the thought globe is highly
sensitive to psychic impressions, Any individual — psionic or
not — who touches the device and concentrates on a specific
image will cause the globe to project that thought-image as a
hologram, up to 3 cy in size. Proper visualization may require
an 1Q roll (Eidetic Memory adds +3 to recall something you
have scen). The image is an actual hologram, not a mental pro-
jection, and can be photographed. Useful for non-verbal com-
mmmication with aliens, especially if a mental translator (see
below) is not programmed for their language. 2 pound, $5,000,
powered by a B cell 24 hours of steady use. Complexity: Com-
plex. Legality 6.

Detection Equipment

Psitector TLS8

‘This is a simple sensor headband. When worn and activated,
it can perform a rudimentary neural scan to determine if the
subject is a psi with a Power of 1 or more in any Power; a green
light flashes if non-psionic, a red light if psionic. It does not
reveal anything else (see Psionic Testing, p. 39).

The device is relatively simple to use: after it is placed on the
subject’s head it takes 5 seconds to run the scan. Tt will not work
within a null-field or if the subject is wearing a psi-impeder (p.
74) or under the influence of Shatter or Monobloc (pp. 79-80).

Psitectors are the usual method security agencies use to deter-
mine if  person is psionic. Fortunately for those psis who wish
to remain anonymous, a clever psi can fool one. Since the psi
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cannot have his powers restrained during the scan, the usual
method is to disable the device {use Cyberpsi to bum it out, TK
to pull out a wire, etc.) or fool the observer (Hlusion could make
him think he saw a green light), Of course, if a psi scanner is
operating at the same time to detect any active use of psi powers,
fooling someone could be more difficult!

A psitector weighs 1 pound and costs $1,000. It runs on an A
cell for one month, Complexity: Average. Legality 6.

Psi Scanner TLY

Also cailed a psychometer, this is a small hand-held sensor
the size of a hardback book. It allows a roll against Electronics
Operation (Psychotronics o Sensor) skill to detect the active use
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of psionic powers. It cangot determine if a person is a psi unless
he or she is using agy psi abilities; a psitecior (p. 64} is required
o do that. Psl scanners ¢2n be set to sweep 3 -degree arc, ora
complete 360 degree scan a1 20% maximum 1ange.

Fach use requires 30 seconds of scanning to gather the data. A
failed Toil means that the nser has not focused the gadget properly
snd nothing is dorected; forther Tolls will be at -2 (cumulative)
until the nger takes & half hour to recalibrate the scnsors.

Used directionally, 2 psi-scanner has a range of 1,000 vards
to detect general use of psi powers or any psi-tech gadgets. This
requires 2 simple zoll against skill, Success means the user de-
tects all such psi phenomena in range, IT set to scarch for a
specific type of psi power (like Telopathy, or Telepathy-related
psychotronics) it does 5o at -2 o skill. Larpe or powerful psi
emamations (nul-fields, power levels above 15) can be dotected
up to twice as far away,

Ouce a general fix has been achieved, more specific data
{what kind of telepathic skl is being used, is it an artificial, 2
gadpet or a aarural psi, and approxiniatcly how powerful) can be
picked up at 100 yards or less on: 2 skill-Z roll, This requires at
least 1on seconds of scauning, and if there are multiple psi-
sources the user can oaly foous on a single one of them at a time.

The device can be used for a much more detailed analysis of
a single specific psi phenomenen (to determine exacr power and
ckill levels, etc.) within 25 yards, but a Paraphysics roll must be
made to interpret the results.

A psi-scanner uses a B cell for 2 months of continuons oper-
ation. $10,000, 2 pounds, Complexity: Complex. Legality: 3.

Mindscanner TL8

An early development in tefepathy psycbotronics, the mind-
scanner detects thoughts. It is Tot sensitive snough te inferpret
thern, or to tell a psi from a aon-psi, but its screen displays the
Tocation of all sentient beings (red dots) and non-sentient beings
(blue dots) with an 1Q above 3 whe are within range. No skill i
required to use it.

A mindscanner does not detect individuals protected by Mind
Shields, within nudl-fields or in areas of Psi Static. Psionic Re-
sistanice, however, will not preveat detection.

One TL aftes introduction, range doubles, increasing to 104
yards, After two or more TLs, range becnmes 200 yards.

Weight is 20 pounds, range ig 50 yards, $6,000, Its B cell
powers it for 2 hours of constant operation. Complexity: Aver-
age, Legality: &,

Psychic Lock TLI}

A more sophisticated form of mindscanger, but very short
ranged. A psyehic lock resembles a pormal electronic lock,
made of psychically resonant crystal.

A psychic lock cannot be picked normadly, for it s tuned ©0
tlie owoer's unigue telepathic pattern and anly the owncr’s men-
tal touch can loek or unlock i, though the door could atways be
forced. [t can be used by a non-telepath who touches it or comes
within 5 vards of it. If the owner is a telepath with the Talesend
pei-ekill he can may be able to activate it at a greater distance,
within his notmal Telepathy range.

A telepath may alsa oy to mentaily “pick'” it. To da so, he
pust make a successful roll against Sigoature Sniffer skili at -3
to determine the pwner’s regidual signature; 2 sucoessful
Telesend roll at -3 can thea duplicate it. One try only is aflowed
— failure blurs the signature uncil the owaer uses it again,

A Mind Shield or other jamming device will not opent the lock,
bt will bar it from detecting anyone and prevent it from OpeNing.

A Psychic Lock is powered by an A cell that runs it for ten
years, ¥4 pound, $500. Complexity: Avcrage. Legality: 6.

Empathic Lock: Siroilar to the standard Psychic Lock, but not
tuned 10 a specific individual, An empathic Jock opens only if it
semses that the subject is actually fecling a specific emotion,
e.g., fear, lust, love, ¢tc., ot nof experiencing a certain emotion.
Cost, otc., as abave. The lock ts very sensitive; people may try
to caunterfeit emotions to fool it, but it requires an Acting roli
at -6 to da 5.

Life Field Detector TL9

This device Jets the user detect the [tfe-field auras of ail mov-
ing things larger than insects within a given area, Stationary
things are not displayed, since their auras would blend with
those of trees, grass, cic. A display screen shows their approgi-
mate size and position.

It has 4 tange of 100 yards. Life forms within 3 yards of each
other show 35 8 single entity; 2 uman would be a dot, while
rat wouid be a pinprick, A crowd would be a single pulsating
bloh of light. If holographic techaology is unavailable, flyers
will be displayed with their altitude noted separately.

This is a passive sensor and does oot radiate amy psicnic
emanations. Mind Shieids do not affect it, since it detects life
auras father than thoughts, but an object inside a null-field is
undetectable, 1t runs off a B cell for 2 weeks.

$4,000, 4 pounds. Complexity: Average. Legality: 6.

Dream Technology

Dreamscanner TLY

A dreamscanner allows ifs user to experience another
person’s dreams. Both the drcaming subject and the users of the
scanner must be linked to the scanner using psiberface belmets,
and both must slecp, but only the subjeet actually dreams. As the
subject dreams, his dreams are shared by the individuals who are
“‘monitoring’” i thraugh the scanner. They donot experience
the dreams themselves, but rather ses them “second hand’* and
s avoid smich of the disorientation that a normal dreamer has.
They will antomatically remember the dreams when they awake
and cannot influcoce them.

4 successful Electronics Operatioas (Psychotronics) ol must
be made to set up 4 dreamseanncr, Failure meas the user{s) only
expericace & vague sense of the subject’s dreams, Up to six pec-
ple can monitor a dreamscanner a1 oace, using atached psiberface
helmets,

The dreamscanner is very useful in psychalogical therapy and
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tesearch, and as a vesult, Dreamscanners are usually available
only to licensed psychologists or psychiatrists, However, those
with enough money or scientific copnections can acquire ong
legally without too much difficulty. Intelligence organizations
sometimes purchase dreamscanners for nse after debriefings or
interrogations, hoping that the subconscious mind of the subject
can provide additional information,

In some societies, dreamscanning may be considered a form
of entertainment, Peaple who are especially vivid dreamers may
take a living entertaiting others — or be enslaved to do so.

A dreamscanner is powered by household current, ord pair of
€ cells can operate it for 2 weeks of steady use. $150,000, 20
pounds. Compiexity: Complex. Lepality: 5.

Dreamshaping
Tf someone with Telepathy Power 1+ is either the subject or
the user of 2 samner, he can da more with it. A dreaming
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seems more real than life itself.
Those experiencing the dream
can easily forget that events are
unreal.

The dreamweaver must
make 2 roll against Dlusion skill
{in this case, defaulting to 1Q-4)
to shape the dream in the de-
sired fashion. Intimate familiar-
ity with the subject matter can
add a +1 or +2, while unfa-
miliarity can subtract up to 4,

Telecontrol skill can be used
to influence the course of the
dream. A skill roll (again, de-
faulting to IQ-4 in this case) is
mage after the subject goes to
sleep. Mindshields and resis-
tance apply normally; the exact
effect will depend on how well
the skill roll was made by,
which determines how close the
dream was to the dreamweav-
er’s intentions,

A successful roll against
Telecontrol skill means that the
dream turned out as the weaver
wanted, and if properly con-
ceived and powerful enough,
could bave a significant effect
on the subject’s mental state
(curing phobias, making them
feel better, etc.). If the objec-
tive is to create a nightmare,
gveryone experiencing the (ex-
cept the one creating it) will the
suffer the effects of an uncon-

telepath can create and control his own dreams (a lucid dream),
using the [Nusion skill. If a telepath is the monitor, he can alier
the subject’s dreams or insert himself into them. In either case,
both the telepath and anyone else using the scanner will also
experience the dreams, but as active participants rather than
passive observers!

Before going to sleep, the telepath decides what the basic
elements and structure of the dream will be, For instance, he
might want to shape a dream as an exotic adveature story. More
ambitiously, a telepathic psychologist monitoring a dreamer
with claustrophobia might try to shape a dream in which he belps
the sleeper, as a child, escape the traumatic cave-in which left
him buried in real life. It’s also possible to shape a dream that
will harm those experiencing it, by playing on the participants’
fears, or just crafting a horrifying nightmare. Psychology skill
may help to tailor a specific dream. People who make their
living crafting dreams are sometimes called dreamweavers.

The Telepathy Power of the dreamweaver determines how
1eal the dream appears to be:

A Power of 8 or less allows the creation of dreams that are
vivid, but surreal - with cartoon-like figures, or perhaps all in
black and white. People involved will be aware that they are
dreaming.

A Power of 9 to 14 can create powerful dreams that seem
life-Iike, Even if they are deliberately unrealistic, those experi-
encing them will feel a powerful sense of reality.

A Power of 15 or more can create dreams with a clarity that

Psychotronics

trolled dream — see below.,

A failed roll means the telepath lost control of the dream at
some point, and the GM should alter it in some way to make it
disturbing, Whenever a Telecontrol roll is failed, both the con-
trolling telepath and the other dreamers experience the effects!
Perhaps a fantasy turned into a horror situation, or a PC trying to
treat a phobia got caught up in the patient’s nightmare, without
changing it for the better. Experiencing an uncontrolled dream or
nightmare always requires a Fright Check at Will +3, but with a
extra -1 modifier for every 3 levels of Power of the telepath, and
an additional -5 if a telepath lost control of a deliberate night-
mare. In addition, a failed roll may worsen any existing phobias
or other psychological traumas the telepath was trying to case.

On a critical failure, anything can happen. The participants
may even be trapped within the dream even affer the machinery
is shut off, telepathically linked and lost in ‘‘dream space,”
perhaps until they perform certain actions within the dream’s
logic that will enable them to escape.

Telepath vs. Telepath: If one telepath is monitoring and the
other is dreaming, and both are trying to manipulate the dream or
change a created scenario, roll a Contest of Skill between their
Telesend skills to see whose scenario wins out. If the contest is
tied, neither has control; elements of both dreams will be present.

Dreamcorder TLIO

A dreamcorder module can be attached to a dreamscanner. It
records the dream-experiences of the person using it into the
module. After a dream has been recorded, anyone who goes to

— 66 —




H
H

sleep atrached to the dream scapper can sct it to access the mod-
ale. Several people can use the dreamscanser 10 experience the
came rocarded dream at once. Unless dulled by familiarily, the
affccts of a recorded telepathically-induced nightmare or uncon-
trolled dream will be identical to real one (see below),

An Blectronics Operations (Psychotronics) roll is requited to
use 2 dreamcorder o record a drean. Failure mocans that the
recording was unclear, and anyone using it will expenence ex-
wrenie disoricntation and anly a vague sense of the gubject’s actual
dream. Critical failure means that the recorder produces night-
parish images that only superficially rescrible what was in the
dream (perhaps from decper levels of the suheonscions) and any-
one experiencing the tape wiil have [0 make a Fright Check at -5.

No skill rall is required ta access a recorded dream-tape.

Dreams take the same recording space as any other full-sense
media, depending on the TL; dreams can be erased to make
soo for new ones, 1t requires 2 pait of B cells, running it for a
month of steady use.

A dreamcosder module costs $40,000 and weighs 10 pounds.
Complexity: Complex. Legality: 5,

Adventures in Dreamspace

GMs may elect o rn an important dream as an adveniare,
perhaps rolting secresly to determine whether the dream remaing

faithful to the telepath’s original vision or is warped in some
way. The PCs' actions within the dream will influcace how
bencficial or hrtful it is, rather than requiring a single Fright
Check ot siill rall, If a PC is controlling the drcam and othar
players ate jnvolved, the GM might consider letting the dreain-
shaping player design and run the dream-scenarnio as an adven-
sure, IF the dream runs out of control, the GM can intervenc part
way through — taking over the dreans-characters and setting and
twisting them into a nightmarg,

Visiting a dream-world can be a good excuse o try out differ-
ent world settings, s the adventurers find themselves pirates o
the high seas o the heroes of 4 sword-and-sorcery epic. Military
oTganizations {for instance} may also use chared dreams for
training cxercises, of as *‘dry runs” for operations.

Dream Death: If & dream j¢ run as an adventure, someons
serjousty njured (0 HT) or killed within a dream can suffer
serious psychological effects. If someone suffers torture ot other
serious trauma, or was reducod to “0 HT,” and if he does sk
eecover within the context of the dream, he must make a Fright
Check 5t -5 or more upoa wakiag {with madifiers depending on
how nasty the death or injury-situation was). If a character actu-
ally died, he must make & Fright Check with a penalty of <10 or
more! Fright Check cffects, such as phobias, should always be
related to the dreams-cause of injury.

Covert Operations Equipment

Mind Control Implant TLS

This device increases the subject’s sensitivity to external tele-
pathic influences. Ar implant couid be given to a nop-psi by a
telepathic companion to facilitate mental contact through Tele-
receive, enabling 2 deeper Tapport. But, as its name suggests, it
aiso takes the subject far more vulnerable to telepathic mind
contral and interrogation. As a vesult, the implants are often
placed in individuals against their will (and sometimes without
their knowledge), for sinister purposes.

While the implant is in place, anyons attempting Lo use
Mindwipe, Telereceive, Suggestion o7 Telecontrol psi-skills oo
the subject has a +3 bonus 10 skill, Psychic Yampire, Telesend,
or direct attacks such as Mental Blow gain oo such bonus.

Inserting of removing a mind control implant requizes a Sur-
gery roll and takes 3 hours, plus 2 day to recover, Failure de-
stroys the implant; critical failure causes brain damage, resultiog
n a loss of | point of {Q. If the operation is performed under
anesthetic and the scar hidden, the subject may oot 2ven be
aware the surgery has taken place, especially if Mindwipe is
used 1o erase memories of any abduction.

‘The implant costs $4,000 plus ancther 2,000 for the opera-
tion. Tt runs on an AA cell for a year, Complexity: Average.
Legality: 2.

Mind Control Headband: This is a larger external version of
the impiant. Tt is not casily cancealable and is no wors effactive
than the implant, but does not require brain surgery to insert! It
runs on an A cell for 5 years. §6,000. ¥4 1b. TLS. Complezity:
Average. Lepality: 2.

Enpathic Sink TLIO

This is 4 psychotronic device that siphons away emotions
eveq as the wearer experiences them. It is usually tuned o drain
a single emotion. It is often placed on psychiatric patients, dissi-
dents or prisoners to betier control them, by siphoning off anger
o courage. Othet uses are also possibie: soldiers or gladiators
could b given Empathic Sinks that drained away their compas-
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sion or fear, for instance. Samecone who Cannot experience an
emotion My gain various mental disadvantages.

For example, if an empathic sink was tuned to siphon away
courage, the victim might suffer from Cowardice; one that
drains fear may make the subject immune to Fright Checks, but
feave bim with no Will roll to resist other disadvantages like
Overcoafidence of Lecherousness, stnce he does nat fear the
consequences. The GM is always the final arbiter on exacily
what sffects an empathic sink will have and should balance ad-
vantages with disadvantages.

An ¢mpathic sink is a headband or collar packed with psy-
chotronic circuitry. It costs $3,000, weighs 1 pound and runs for
t year on a0 AA cell. Complexity: Complex. Legality: 2.

An empathic sink may also be a brain implant. Use the rules
o Mind Control Implants (above) for installing it. It runs for a
year on an AA ¢ell. Cost: $2,000, plus $1,000 for the operation.
TL10. Complexity: Camplex. Legality: 2.

Mind-Transfer Machine TLIO

This device enables two peaple to switch minds, The new
inhabitant of the body has all his old memories (and none of the
haody's), Mental skills and advantages are unchanged; determing
new physical skills as for the Mindswitch skill {p. 23).

Mind-Transfer cannot be resisted by either parfy, The process
1akes about § mimutes znd requires a successfil Electronics Oper-
ations {Psychotronics) roll by the operator. Critical success
halves the adjustment time; failure causes disprientation, dou-
bling it. Critical failure burns cut the machine and causes exotic
cffects [e.g., both minds in both bodies, for example, resulting in
each character suffering from Split Personality) of brain damags
hat turns both minds jnte Drones (p. 31). All effects are perma-
nent, and although a machiné can tramsfer & person back to their
old body, damage from a Critical Failure may be irreversible.

If a character’s point total increases as the result of 2 Mind
Transfer and he decides to remain in his new body, aay earned
points must first go to paying off the difference.

Psychoironics
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The machine can be used to transfer into animals — us¢ the
effects described under the Mindswitch skill (p- 23).

It's interesting to imagine a society where mind transfer tech-
nology is widespread. Mind transfer has obvious uses for espio-
page, immortality or even exploration: imagine exploring an
afien culture by becoming a native while the original owner
explores your own, as an exchange student. People with attrac-
tive, youthful bodies may be used as ““transfer stock™ by an
immortal elite when their own bodies wear out.

So far, we have assumed mind transfer is only possible be-
tween two bodies. But if one body is a blank-minded clone (for

instance) then old or worn-out bodies can be easily replaced.
People could wear new bodies like sets of clothes, with several
waiting in suspended animation. Badies could be of different
sexes, ages or ever races —bea dolphin for a day! With genetic
enginecring, bodies could be designed to order,

For examples of societies where mind transfer is common, se¢
Tanith Lee’s novel Don’t Bire the Sun, Roger Zelazy’s Lord of
Light, and Jack Chalker’s Four Lords of the Diamond tetralogy.

A mind transfer machine weighs 1A ton and takes up Sey It
costs $10,000,000, Complexity: Amazing. Legality: 3.

Healing Technology

Auric Scanner TLY

This device consists of five successive hoops (each 2 feet
across), fixed to a 7-foot platform packed with psychotronic
circuitry; the subject is placed so that his body lies inside all five
rings.

When the device is turned on, the subject is surrounded by a
brilliant glow — his own aura (sec Sense Aura skill, p. 16),
strengthened dramatically so as to be visible to anyone {even a
non-psit) who is focking at it. As usual, the brightness of the
aura shows the subject’s HT, while injurics and disease show as
discolorations. Anyone who has had the equipment explained to
him (or who makes an Electronics Operations (Psychotronics)
roll will get a +3 bonus on Diagnosis skill when examining the
person in the machine; if he can already Sense Aura, he gets
+73 to use that skill on the patient.

An Auric Scanner can use building power, or run on pair of
C cells for a month of steady use. It weighs 400 pounds, takes
up?2 cy (though most of this is the empty space inside the hoops)
and costs $10,000. Complexity: Average. Legality: 6.

Biointensifer TLIO

This device channels a patient’s own life force (o assist a
Healer, greatly increasing the effectiveness of psychic healing.
It can oaly be used by a psionic Healer who is treating someone
other than himself. The patient may be anyone, conscious or
unconscious, as long as their mind is intact.

This device somewbat resembles an Auric Scanner, but is
larger. The patient is placed on the device, and the power takes 1
minute to build up, during which the Healer must also concen-
trate. A soft prismatic glow forms around the injured area of the
body (or the whole body, in the case of disease). The psi then
makes 2 normal Healing skill rofl. If successful, the Healing skill
works normally, except that the Healer's Power is increased by
the (Wili-8) of the subject. Thus, if the subject had Will 12, the
psi’s Power would be increased by 4! If Wil is 8 or less, there is
1o bonus (of penaity). If the Healer fails the roll, nothing hap-
peas, but another attempt may be made at the usual penalty for
Repeated Efforts after a further minute of concentration.

There is on¢ danger when using it: if the subject wants fo die,
the psi will inflict damage instead of healing! If the psi makes a
successful Healing skill roll, he will realize this in time, and the
subject wili only take damage equal to his Will-8; if he fails, the
psi will add his own Healing power t0 this damage. A psi-medic
who may be dealing with a suicide victim {or someone with 1o
will to live) should to check the subject’s mental state before
using this device!

A Biointensifier runs off building current, or uses pairof C
cells (good for a month of steady use). It takes up 3 cy and
weighs 600 pounds. It costs $20,000. A Biointensifer may in-
corporate an Auric Scanner; add the Auric Scanner cost, but size
and weight are unchanced. Complexity: Complex. Legality: 5.

Psychokinetic Technology

Kinetic Bubble TLIO

A Kinetic bubble is a spherical (typically 1 yard in diameter)
psychokinetic energy focus resembling 2 translucent globe. The
surface of the sphere is constructed of PK-sensitive biomol-
ccules that resonate with and amplify the user’s Telekinesis,
making the bubble and its contents easier to lift.

When 2 psi uses the Telekinesis skill, objects placed within
the bubble are treated as being VAo pormal mass, solely for
purposes of determining how much material the psi can lift with
TK. Actual weight and mass are the same.

A Xipetic bubble capable of holding up to 1 cubic yard weighs
V4 pound and costs $20,000; larger bubbles are available with
proportionately higher price and weight. Complexity: Complex.
Legality: 6.

PK Batteries TL8

A PK battery is similar to any other power cell (see p. 58),
except that it is powered by psychokinetic energy and can be
recharged by a psi. PK batteries come in standard power cell
sizes, from AA to E.

Psychotronics

The maximum size of PK battery that can be recharged de-
pends on the Power of the psychokinetic doing the recharging.

Type  Min. Power Bpe  Min. Power
AA 1 c 13

A 3 D 17

B 9 E 21

Add 2 to the Power required for every TL the power cell is
over TL8; higher TL cells require greater capacity and are thus
harder to recharge.

Recharging requires constant concentration, and takes 10,000
seconds (about two and a half hours), one Fatigue and a Teleki-
nesis-2 roll; failure of the skill roll bums out the battery! Divide
the recharge time by 10 for every 4 full levels of Power over the
minimum required to charge the battery (minimum 1 second).
For example, a psychokinetic with Power 19 would require only
100 seconds to recharge a B cell built at TL8.

PK batterics cost ten times as much as normal power cells.
The weight and volume are identical. Complexity: Average.
Legality: 6.
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EK Bugteries are identical to PK. hatteries, but are charged by
Electrokinesis (use the Lightning-2 or Surge-2 skill) and require
a source of electrical power. Charging time is halved.

Psiberplas TLI}

Norma! bioplas {available at TL10; soe GURPS Ulira-Tech,
p. 71) is a tough, electrically-sensitive arganic plastic that can
alter its shape into pre-programmed configurations in respunse
0 electrical impulscs. Psiberplas is similar, but is composed of
specially enginsered psi-interactive biomolecules sensitive 10
psvehokineric impulses.

Anvone with Telekinesis can “tweak” the molecules of his
psiberpias garment 10 make it instantty change color or texturt,
or within limits, cul, cven turning it transparent. Chanpes of
texture or complicated paciesns (e.g., 3 Stewart Plaid) require an
active use of TK aad a skifl rofl. Failure results in unintended
changes, with repeated attempts (at the usual penalty) required
1o fix the outfit.

maginative users may come up with other ideas for psiber-
plas, ¢.g., vehicle or suit camouflage, o shape-changing devices.

Psiberplas clothing costs $300 and welghs 2 pounds for a
stylish skin-tight body suit that can be worn under normal cloth-
ing. t has PD 2, DR 15 and is available at TL10. Complexity:
Complex. Legality: 6.

Teleportation Technology

Jump Beacon L1

A jump beacon is a device thal streases space/time, creating &
node that is “'weaker’ than its surrounding area. As 2 tesult,
anyonc teleportiag to a destination within the beacon’s range
will be intercepted and drawn to the beacon instead of his
pianned destination! If using Exoteleport, the object that was
being teleported {s diverted. The person or ohject appears on the
jump beacon platform.

The range of a jump beacon is sat by its Power; sce the
Telepathy Range Table. The more powerful z beacon, the
greater the area over which it can draw people in. A beacon will
“sogtch’™ anyone teleparting ows of its affected area. Tt will also
draw anyone teleporting to a destination within its affested area.
If two of more jump beacons are within range, 2 teleport will be
drawn to {he nearest one, regardless of its Power.

A powerful and highly trained teleparter can vesist the pull of
2 junp beacon, To do so, make 2 separate roll against the tele-
porter’s (Power + Skilll-15. A successful rofl means he senses
he is being pulled *off course™ and instamly readjusts his desti-
nation. A eritical success means he does so, and also detects the
exact location of the jump beacon. A critical faiture means that
be not caly fals, but the strain leaves him unconscious when be
arrives at the beacou,

Jump beacons are typically scl as 1aps ta snare intruding
wleporters. But a jump heacon can alsa be used consciousty,
Any teleporter deliberately #rying 10 g6 to 0rta send something
to z spesific jump beacon docs so at +4 Power, Jump beacons
can thus sarve as useful “'stations’” for long-range teleparts.

The exact mechaniem by which a jump beacon operaltes de-
pends on the actral TL. At TL12-+ it may contain 2 mini-hlack
hole or an antigravity geaerator. At lower TLS, it may use a
psiborg brain with PK or Teleport Power to gencrate 2 lncalized
spacewarp. At the GM’s discretion, 2 jump heacon may aiso
affect mechanical forms of teleportation,

The smallest jump bezcon (Power 5) is a backpack usit; psis
tryifig to jump from within its field are not drawn to it, bt
simply find their power ineffective. $15,000; 20 {hs.
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A Power L0 beacon would cost $80,000, take 1 ¢y, and weigh
500 1bs.

A Power 15 beacon would cost $200,000, wuke 3 cy, and
weigh a balf-ton.

A Powes 20 beacon would cost $250,000 at the same size and
weight.

Larger beacons would add $10,000 per point of Power, at the
same gize and weight. Intermediate beacon sizes may be interpo-
lated by the GM.

Complexity: Anuazing. Legaliy: Highly variable depending
on size, intended use and attitudes of socicty!

Actuality Shield

An actuality shield is built into the susface of a device 0
decrease its hold on normal space/time, making it easier 10 Ex-
oteleport or carry while using Autoleleport ot Combat Teleport.

An object protected by an actuality shield has only 10 percent
of its normal weight for the purpose of determining how ek
weight can be teleported.

f 2 military force includes people with Exoteleport capability,
actuality shiclds are often buikt into grenades or larger bombs, for
obvious Teasons.

Cost of an Actuality Shield grid for an object is equal {0
$10,000x the phject’s weight in pounds. For example, an actu-
ality shield for a 105-pound suit of powered combat armor
would oost $1,090,000 . . . and the suit would only count &
weighing 10.5 pounds when the user tried to teleport while

wearing 1.
An actuzlity shield grid does oot Tequire pOwer.
TL11. Complexity: Complex. Legality: 5.

Blinksat System

A blinksat systex consists Of one or more high-resolution
raconmaissance sateltites which are data-linked to an psionic
computer (s8¢ p. 62) programmed with Telesead. For best re-
sults, the psi-comp and satellite dish should be mountzd in a
velricle or several vehicles. Those Jacking the budget to Jamnch
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their own satellites may wish to tap or hack into existing govern-
ment OT COrporate spysats (see GURPS Cyberpunk).

Through datalink, the computer can monitor the satellite’s
observations in Tealtime and transmit these images directly into
the mind of a living psi. Witha global network of satellites, this
lets a teleport jump almost anywhere on the planet’s surface.
Few teleports will have the range (without extensive psi-tech
augmentation) to do this, but a single satellite can still provide
useful *jump coordinates’ for jaunts within a ity or rural area.

Note that teleporting to a place seen only through someone’s
mind is at -3.

The cost of a satellite and its depioyment varies greatly, from
millions of dollars to a few thousand, depending on space tech-
nology. See Psionic Compusers (p. 62) for the cost of the com-
puter and program; the price of the datalink and communications
system is negligible compared to that of the system ifself.

Psionic Stardrive TLIO

If it could be understood, the “instantaneous’’ communication
possible with tefepathy and teleportation would revolutionize
physics. One area of engineering that would benefit immediately
is the search for faster-than-light interstellar travel,

A ‘“psionic stardrive” adds the power of a living psi (or
psiborg or psionic computer) to a psychotronic field generator
that surrounds the ship. The psi st be on board, brain-linked
by electrodes or electromagnetic induction to the ship’s onboard
navigation computers and psychotronic drive.

A psionic stardrive works just like teleportation, but the jump
cannot begin or end within a planetary atmosphere of in a gravity
field stronger than .001 Gs. This means that some form of sup-
plementary normal-space drive will be necessary for most ships.

A Teleport Power of 21 o higher is necessary. Attaining this
power level will almost certainly require that multiple psis be
finked together in a gestalt (p. 7), either by telepathy or using
a Gestalt Web (p. 61) device. Alternately (or in addition) drugs
or psionic amplifiers may be used,

The maximum range is one parsec (slightly over three light
years) with a Power of 21, Add 1 pe to jump range for each level
of Power above 21 and 5 pe to jump range for each level above
25. Thus, a psi with Power 23 could jump 3 parsecs, and a psi
with power 26 could jump 10 parsecs.

To achieve the hyperjump successfully, a skiil roll against
Exoteleport skill is required, with a penalty of -1 per parsec of
distance. Ten minutes of concentration and 3 fatigue points are

required. Success transports the starship to its destination across
intervening space in effectively zero time. Failure means that
nothing happens; another ten minutes of concentration and an-
other rofl will be required, with the usual penalty for repeated
attempts, Critical failure sends the ship somewhere unpleasant,
burning out the psionic jump drive and stunning the teleporter’s
Power for 1d days.

A teleporter can only jump the ship somewhere he has already
been or can see in someone else’s mind (-3 to skill), This means
that the first voyage to any interstellar destination must be made
by a patbfinder ship (with 2 non-psionic drive or a foolhardy
blind-jump scout), or proceed in small steps. Familiarization
trips or a tefepathic navigator who has already visited the desti-
aation wilt be necessary for training psionic pilots.

A psionic stardrive masses 10 tons, costs $50,000,000 and
takes up 10 cy, plus 1 ton, $5,000,000 and 1 cy for every 100
tons of ship mass. Complexity: Amazing. Legality: 4.

GMs may wish to adjust the stardrive’s TL or statistics to
better fit their own campaigns.
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Psychotronic Weaponry

Hypnagogic Web TI8

This hand-held scanner-like device sends si gnals into the
subject’s brain. The target must be in sight of the user, and the
target must be able to see the Web Projector. It is controlled by
a psiberface helmet or implant (p. 60} linked to the device itself.

1t can affect one target at a time. It takes 2 normal attack
action to use. Make a Quick Contest of the user’s Electronic
Operations (Psychotronics) skill+5 vs. the subject’s Will, with
one try only per day. Mind Shield and Psionic Resistance both
subtract from the user’s skill. There is no range penalty, but it
has 3 maximum range of 400 yards.

Success means the subject goes into a trance state for 2 sec-
onds for every point the roll succeeded by. In addition, success
by 5 or more (o a critical success) means the user may implant
a compulsion in the subject (as pet Mindwipe skill, p. 23) —
including suicide. The compulsion cannot occur until after the
subject comes out of his trance.

Psychotronics

It weighs 2 pounds and costs $100,000. Complexity: Aver-
age. Legality: 0.

At TL9, a Hypnagogic Web may be implanted intoa person’s
head (operation $2,000), usually replacing an eye and part of the
brain (-1 to 1Q), and no psiberface helmet or implant is needed.
The user must have eye contact with the subject. Use the ules
for Mind Control implants (p. 67) for inserting or removing the
device. Removing it does nor negate the -1 t0 1Q: the device is
fairly large for an implant, and the brain damage is permanent.
At TL11+, there is no 1Q penalty.

Complexity: Complex. Legatity: 0,

Telestatic Field Projector 1LY
A telestatic field projector generates annoying mental “gtatic”
hat interferes with the target’s concentration. It is a pocket-si
weapon, with 2 range of 25 yards, often wom strapped to the
wrist {concealed under a sieeve). The device is silent, noiseless
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and projects no visible beam; a non-psi affected by one may
simply belicve he has a snigraine headache. No skill roll is re-
quired, but the user maust have the target in range and ling of sight
(it doesn’t work through thick walls, but will penetrate armor o7
force sereens, though not stasis fields) and be Aiming each turn.

The viclim of the projector will suffer a -2 to 1Q (aug all
IQ-based skills and abilities, incinding magic, psionics and
Wwill). Becanse his concentration is brokea, in combat the sub-
ject will always go fast in 3 twrn for initiative purposes, reaard-
less of Speed. Effects last only as long as the user traius the
projector on the subject, vanishing 2s soon as he stops.

A telestatic projector will not affect someone with a P-Web,
Mind Shizld or telzpathic shield helmet (which will also register
that a psionic attack is taking place). It wifl affect anyone within
a null-field, unlsss they are also shislded.

As it is easily concealed and its beam is nearly undetectahle,
a telestatic field projector is a vseful device for unscrupulons
gamiblers, diplomats or merchants. Used “‘under the table” it
can. disrupt a rival’s concentration during an important speech,
or at a game of bargaining session.

A telestatic projector is powered by a B cell, which allows
#ive minwtes of continnous operation. 32,000, i2 pound. Com-
plexity: Average. Legality: 3.

Psychosynaptic Disruptor TL1D

This weapon projects 8 powerful telepatbic beam that over-
Inads the target’s brain and nervous system, causing shock, con-
fusion and passibly short-term memory 10ss.

Psychesynaptic disriptars are ranged weapons and requirs
normal rofl to hit, using Beam Weapons (Nenral) skill, Tiow-
ever, cover has no effect on the hit chance: the beam will pass
direetly through anything material. The psychic beam is invisi-
ble to everyone bus tie person who is actually hit, who will
“see’ it a5 2 beam of blinding light emanaling from the weapon.
This effect is species-specific — a being whose primary sense
was hearing (including 2 hiind person) would perceive a deafen-
ing sound, for instance.

Anyaone hit by the beam must make a Will roll, Failure means
that the victim is mentally stunned and loses 2 fatigue per point
Ihe roil fails by, or 1 fatiguc per point heyond ¥2D range. 1f the
Will ol is & Critical Failure, the subject also loses 1d points of
163, Lost IQ recovers at 1 point per day.

A person who becomes unconscious (O fatigue) as the Tesult
of a psychosynaptic disruptor hit Joses all memory of what hap-
pened during the last 1d minutes before he passed cut! Lost
memories are permanently gone — not even use of the Mindwipe
skill can restore them, This effect makes the weapen highly
useful for covert-operations activities.

A Mind Shizld or tefepathic shield only adds L to Will rolls
0 resit this weapon for every two levels of Power — psy-
cltosynaptic weapons project a coneentrated *‘needie™ beam of

. mental eoergy desipned ta slip through most psychic shields.

AN psychosynaptic weapons are recoilless and silent. They
come in three models; '

Psychosynapric Disruptor Pistel: A small sidearm, casily
concealed, The Will roll to resist is at -3. Acc 4, 33 7, 12D 10,
Max 25, RoF 1. It geis & shots from a B cell. It weighs 2 pounds
and ¢osts $2,000. TLLC, Complexity; Complex. Legality: 3.

 Poychosynaptic Disrgptor Rifles A “‘bullpup™ style rifle-
sized version. The Will roll is at -5, Ace 7, 5510, 14D 25, Max
100, RoF 1. It gets 20 shots from a C cell. It weighs 8 pounds
and costs $5,200, TL10. Complexity: Complex, Legality: 2.

Semi-Portable Psychasynaptic Disruptor: A heavier tripod-
Mounied wezpon, though sameone with ST 15+ can fire it from
the hip. Tt projects a wide heam that can be “‘fanned”” over
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several targets if they are in the weapon’s axe of firs. If the beam
if concentraied on a single target, the roll w esist is Wili-6.
Against twn targets, the roll is Will-4. Against three targets, the
rall is Will-2, Against four wrgets, the roll is against Will. No
more than four tarpets can be afforted at once, Acc 10, 8812, 12
50, Max 200, RoF 1. It gets 40 shots frora a D cell, It weighs 30
pounds and costs $20,000, Complexity: Complex. Legality: 1.

Empathic Mirror TLIO

This is & lightweight headband which amplifies any physical
scpsations felt by the uger and broadeasts them around him.
While it has its peacetime uses {primurily in the bedroon), an
empathic mirror is mainjy intended as a defensive weapon. Ev-
eryone lacking a telepathic shield or a natural mind shicld in 2
5-yard radius around the user will suffer the same shock, snn-
ning and knockdown effects that the wearer does| A persen
affected by the device makes his own rolls against HT ar Will,
however, rather than using the wearer’s.

For example, if the wearer lost 4 hits from a bullet wound,
gveryone within § yards would be at -4 DX due 10 the wearer’s
pain. [f the wearer was stunned, everyone would have to maks a
BT ol to recover.

Aside from its recreational value, an empathic mirror is most
nseful for close combat by a single person against several ene-
miss, since it will affect friends as well as focs. Itis powered by
a single C cell far up to an hour of continuous use. It masses 1
pound and costs $7,000. At 20% extra cost, it can be built into
a combat helmet, Complexity: Complex. Legality: 5.

Bodyshield 1111

A Bodyshield is a psionic sugmentation device resembling a
one-pizce silver mesh hody stocking with a bebt-mounted power
pack; it can be worn under armor. It may only be used by 2 psi
with the PX Shicid or Energy Shield skills, The budyshield acts
to attract and hold the psi's own force field more tightly around
his body.

The user activates his PK or Energy Shield normally, then, if
successiul, turns on the bodyshield. As long as the user main-
wains his PX ar Encrgy Shigld, each level of Power will provide
DR 3 {+1 per TL aker it first appears) against appropriate
attacks {enerpy for Encrgy Shield, physical for PK Shield) tatker
than the nocmal DR 1 per 2 levels. The higher-powered field is
visible as a faint shimmering in the air around the user. It con
enhance both skills, if the psi has both.

The Bodyshield 1s powered by a C cell that operates it for 30
seconds of continnous use, 1t takes one turn o activate of deac-
tivate. It costs $10,000 and weighs 2 pounds; for an extra
$1,000, it may be made out of psiberplas (see p. 59). Complex-
ity: Complex. Legality: 3,

Support Weaponry

Psi-Bomb TLS

A psi-bomb generates a burst of deafening psychic *npise"’
similar to 2 Mental Blow (p. 21), but the effect is contimious.
The bomb broadeasts for 10 seconds and affects everyone within
its radius. After use, the bomb's power cell and its casing are
fused together — the bomb cannot be reused.

Anyone in the bomb’s radius of effect is attacked individually
each furn, as per & Mental Blow of equivalent Power and a Skill
of 15. Roll at the start of the subject’s tura to Tesist the bomb's
effect.

Someone with a mind shield or telepathic shield adds the
shield"s strength to his HT to resist the bomb's effect, However,
psi bombs are especially effective against mprepared adepls.
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~ Psibermine

Add 1 to the bomb’s effective Power for every 5 points of the
victim’s highest psi power. This bonus does not count against a
shielded psi, or one who was expecting the bomb.

In addition to stunning victims and cansing fatigue damage
(physical injury for critical hits), psi bombs can deliver one
simple emotional message, set when the bomb is built: hate,
fear, disgust, joviality or even lust! Victims who fail 2 Will roll
will act out the emotion on those around them for as many turns
as they failed the roli by!

A psi-bomb is usually activated via a timer, though a micro-
bomb (see below) could also be thrown. Although not sturdy
enough for use in 2 missile warhead, an aircraft couid drop one
fitted with a parachute. The timer on a psi-bomb is designed to
allow it to be set for a delay from 1 second to 24 hours.

Smaller psi-bombs are usually empioyed much like present-
day stun munitions — special ops teams use them (while wearing
psi shields!) to stun unprotected individuals without causing
damage to property or innocent bystanders. Larger psi-bombs
can be dropped on unprotected troops prior (o an assault, or used
in a continuous psychic bombardment to wear down morale of
civilians or soldiers alike.

Message Psi Bombs

These bombs carry a specific psychic message, which works
over a radius of effect ten times that of the equivalent Mental
Biow bomb. Every creature in the area is ‘“‘attacked” by the
message. If the attack is successful, the message is received.
Those acquainted with the sender havea +1to + 4 to receive the
message. A critical hit lets a recipient read berween the lines and
learn something about the sender!

The message may be one word in length per TL of the bomb.
The GM makes a secret Electronic Operations (Psychotronics)
roll for the person foading the m\bomb. Increase the word total
by 1 for each point the loader makes his toll by, Double word
rotal on a critical success. Failure decreases the message length
by 1 for each point failed by. Critical failure results in a mislead-
ing message, but the loader thinks he succeeded normally. Oply
one roll may be made per bomb.

Typical Sizes of Psi-Bomb:
Thimble: Affects a 1-yard radius. $100, 4 oz. Power: 10.

~ Complexity; Average. Legality: 3.

Grenade: Affects a 4-yard radius. $200, 1 Ib. Power: 12.

| Complexity: Average. Legality: 2.

Satchel: Affects a 70-yard radius (enough to include most of
a large building). $1,000, 10 pounds. Power: 16, Complexity:
Average. Legality: 1.

Terror bomb: Affects a S-mile radius, Power: 23. $10,000,

- 200 pounds. Complexity: Average. Legality: 0.

TLS

This box-shaped device was developed to disable unshielded
armored vehicle crews and to clear bunkers and strong points; it
can also be used as a type of “‘claymore mine’’ or booby trap.

A psibermine generates a cone-shaped directional pulse of
painful telepathic noisc intense enough to cause normal mind
to “shut down’" in self-defense. It is usually used much like 2
limpet mine: its timer is activated and it is clamped onto an
object. It can be set for a timed delay of between 1 and 30
seconds, It can also be set to trigger from a scrambled radio or
communicator pulse. Setting the timer takes 2 seconds.

When activated, anything within 8 yards of the direction the
psibermine is facing will be affected, in 2 60-degree cone €x-

| teading out from its base. A HT or Will roll (whichever is
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better) is required, at -4; reduce the penalty by 1 per 2 hexes
away from the bomb. Failing the roil means the victim falls
unconscious for 1 minute for every point the roll was failed by.
Succeeding by O to 2 means the subject is mentally stunned,
Success by 3 or more means they are unaffected.

The psychic emaations pass through solid objects without
difficulty. Thus, if the psibermine s attached to the outside of a
vehicle and activated, it will affect the crew inside.

A psibermine can be used only once — its power cell burns
out when activated, destroying the device. It includes a C cell. It
costs $500 and weighs 6 pounds. Complexity: Complex. Legal-

ity: 1.

Fear Extractor TLIO

A true terror weapon, this semi-portable device resembles a
saall radar dish. It is usually installed in a vehicle turret or
tripod mount, It projects a telepathic impulse that releases the
subconscious minds of its targets, who experience nightmare
visions from their deepest fears. It affects a 5-yard radius at a
range of 240 yards; no skill is required to use it, buf the user
must make a normal ““attack’’ manetver to aim it.

Anyone in the area affected must roll a Fright Check at -4 to
Will. Add the level of the user’s Mind Shield or Psionic Resis-
tance, if any, to user’s Will to resist its effects.

Further attacks by a fear projector are less effective. A second
attack in a 24-hour period is at +3 to resist, a third attack at +6,
efc.

Nevertheless, released terrors may not be easily repressed
again and may manifest through nightmares. Additional checks
(at -3) st be made each time the subject sleeps during the next
1d nights after the attack.

The device is powered by a D cell, which gives 60 uses. It
weighs 120 pounds and costs $80,000. Complexity: Complex.
Legality: 3.

Mindseeker TLS
A mindseeker can replace the normal homing system on any
TL8+ guided missile. The mindseeker enables the missile to
detect the thoughts of sentient minds within a 30-degree cone in
front of it, with a range of 500 yards, Unless it has its own inertial
guidance system with a preprogrammed flight path, the missile
will fly directly forward until a sentient mind comes into range,
and then will steer the missile toward it, If it detects more than
one sentient mind before it strikes, it wilt lock onto the nearest.

A mindseeker may fail to “‘notice” someone using a mind
shield. If a mindseeker’s target is mind shielded, make a roll
against the shield’s Skill + Power. If the roll succeeds, the
secker will attempt to target the next nearest mind. If it cannot
lock onto anyone within its detection range and sensor arc, it
will just continue to fly straight ahead.

Once it is Jocked onto a target, the mindsecker guidance sys-
tem ensures that the missile will always hit. It is immune to
mundane antimissile countermeasures such as flares, chaff or
electronic jamming. The only defense is to dodge or take cover.
A successful Dodge roll means the missile will strike a random
hex 1 yard from its target for every point by which the target
succeeded in the Dodge roll. PD does not add to Dodge against
missiles, but the target can be ailowed the +3 bomas for
““retreating’’ if he dropped prone or dived for cover to avoid it

A TL10 mindsecker simply guides the missile toward think-
ing minds. Mindseckers are usuaily specics specific: a mindsee-
ker to be used on nonhumans must be programmed for that
species and will not be useful against humans. However, later
mindseekers become more sophisticated.

A TL11 mindseeker can be programmed with the psychic
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si of a specific individual. The mindseeker will move
until the missile finds its target. Most missiles will move direct-
ly ahead, but TLIZ + missiles (such as the Hunter Missile, oL g.
103 of GURFS Ultra-Tech) conld actively seck out x target. It
will Dot home on other targets, and if it runs out of fuel or
crashes befare finding its target, its warhead will not detooate.

Tn order to hunt a specific tarpet, that mental signature must
be fitst transmitted to the seeker's memory, gencrally throaght a
psi using Telesend who has encountered the target’s mind before
{through Telereceive or indirectly via Signature Sense}. An al-
tamative method is to connect the mindseeker missile to a Mind-
scaaner and program its brain with any pattetns stored in the
Mindscanner's own COMpUler MEMATY.

A psi whe notices 2 mindseeker missile may atterpt o divert
it telepathically — assuming he has time before it hits! This
involves using Telesend to transmit alternative signals to ity
vyrain,” Roll against Telesend at -5, Succcss means that the
missile has heen diverted and will crash harmlessly; critical sac-
cess means (hat the psi can give it an altermate target signature if
he wishes t0.

If mindseekers are available, they can be built into any type
of GURPS Ultra-Tech guided missile, or into TL1O+ clever
grenades. At TL14, mindseekers can be used in Smartgun bul-
fets. f using GURPS High-Teck, any modemn *'fire and forget”
quided missile could be retrofitted with 2 niindseeker puidance
systemL

Mindseekers duuble the cost of the guided weapon they are
built into.

Counpiexity: Complex. Legality: 1.

Thanatos Field TLI

Also known as a vampire field or death field, this is & semi-
portable weapon that kiils by psionic yneans, draining the life
force from fiving things, Since it kills people without damaging
glectronics of machinery, it is a very nseful weapon system. It
has no effect on life forms of IQ 0 — bacteria, plants, <t¢.

A Will rell is tequired at the start of each turn within the
field. Pailure results in a loss of 1 hit point; eritical failure

results in 1d+1 damage. People in 2 death-field experience dis-
orientation, pain and feelings of despair. A mind shicld 15 inef-
fective, but Psionic Resistance adds half its level o the Will roll.
Rate and cockroaches suffer *‘flight’” reflexes, dogs howl de-
spondently and ofher animals behave similarly.

The Ficld is unaffected by salid objects, armor or force fields.
Tes area of effect is & spherical rading of anywhere between 10
yards to 1 mile; changing the radivs or the farget scttings on the
figld takes 2 turns.

At higher TLs, a thanatos field generator can be fumed to be
more selective in its destraction,

At TLi1, it can be tuned 1o affect only highcr animals (1Q
4+), leaving insects, fish, etc. unharmed.

ALTLLZ it can be tuned to affect only sentient life forms
(those witls IQ 7 +), without harming normal amimals.

At TL13 a vampire fieid is tunable o a single species of
category {e.g., only non-psis, ot only insects).

A thanatos fizld generator is too heavy for one persod lo
carty, but two men can lift it, or it can be motmted on a vehicle.
Since machines arc immune to it radiations, robols are often
Fited with thanatos field generators. Tactically, death fields are
usuafly used as booby traps it urban arcas or spaceships; people
caught in the effects must either quickly locate and destroy the
generator o flee the area. But since the field works through sofid
objects, a generator could be hidden almost anywhere, even
decp beneath the ground. With the proper codes, any rom-
Piter/cOmmUnicator ¢an operate it remotely.

The generator weighs 220 pounds and costs $140,000. 1t is
poweted by an E cell that operates it for up to balf an hour, or
contiguously from a butding or vehicle generator. Complexity:
Amazing, Legality: 1.

Exterminator: This is a death field generator with safety in-
terfocks designed to function only vs. lower (IQ & or less) kife
forms and restrict the radius to 100 yards, It is used to control
major pest outbreaks. Breaking the safety interiocks is difficuit,
requiring an Electroaics (Secusity Systems)-4 1oll, one iy only.
Any faifure destroys the device. It is otherwise identical to a
desth field generator, but is Legality 4.

Anti-Psi Technology

Thesa devices restrain, distupt or protect against psionic pow-
ers. If psi powers are known, then unless everyone is psychic,
some of these devices will likely either be in common use, oF
someone will be actively trying to develop them,

P-Web TL7
A very simple development, the P-Web is & fine mesh of
platinum-group metal alloy, Worn on the head (built info 2 hat
or belmet to protect the webbing) it will totally protect against
the Confuse skill. Tt will also prevent the wearcr from using any
Electrokinetic abilities {bu affects no other type of psi). Its only
drawback is cost: the matcrials are expensive and the mesh must
be very fine. It adds only 2 half-pound to the weight of the hat or
helmet, but costs $1,200. Complexity: Simple. Legality: 4.

Prionic Shield 71}

This is actually a misnomer, for the psionic shicld only pro-
tects against Telepathy. It penerates a psychic barrier identical to
a telepathic Mind Shield (p. 22). If reliable telepaths are known
10 extst and not everyone is psionic, shield helmets will become
a common jtem of dress for anyone who has secrets they wish to
protect: politicians, potice, intelligence agents, soldiers and pos-
sibly even businessmen,

— 73—

The shield subtracts 6 from the gkill of any use of Telzpathy,
friendly o hostile, against or by the subject, exactly as if it were
a Mind Shield used by a telepath with a skilt of 3 and a Power of
£. The sitield cironits avtomatically warn the wearer (through a
beeper ot sllent signal on an attached Head-Up Display) when a
telepath fsils to penetrate the shields, but provide no warniag i
the telepath succeeded.

They appear at TLE; at each TL after its introcduction, the
Power of & Psi Shield increases by 2, so a TL10 shield would
have a Power of 10. The GM may allow experimeatal high-pow-
ered shields to be available eartier!

Lightweight beimets zre available (PD 0, DR 1, cover oniy
the brain) with telepathic sbielding are avaitable {1.5 pounds,
$1,000). Alternately, paionic shield circuitry can be built into
any type of combat helmet, addiog 1 pound to weight and
$1.000 to cost (or $1,200 if added to a helmet after indtial pur-
chase). A telepathic shicld helmet uses a B cell, which powers it
for 6 months. Complexity; Average. Legality: 5.

Mini-Shield: A compact version of the standard telepathic
shield, it resembles a small crystal, and thus can be easily con-
ceated in a pocket of worn as jewelry, perhaps an earzing. It only
protects the user with a skill of 3 and a Power of 4, This in-
creases by 2 per extra TL, sa 2 TL12 Mini-Shield would have a
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Power of 12. It costs $1,000; weight is negligible. It is powered
by an A cell for 1 month, Complexity: Average. Legality: 5.

Neutralizer TL9

A neutralizer is a specially designed neural disruptor, sirnilar
in operation to the TL10 nerve gua and paralysis guns described
in GURPS Ultra-Tech and GURPS Space. It is a large, heavy
pistol and fires an invisible beam which selectively scrambles
the arcas of the target’s brain and nervous system that control psi
powers,
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a5 much. For instance, 2 psi trying to teleport into a null field
from outside it would have the same pesalty as one who was
inside the field trying to teleport out.

The radiation of a nu!l-field can be picked up by a psi scan-
ner. Any telepath ot esper attempting to use their powers into (or
from within) a nuli-field perceives the field s a cold, oppressive
““dead zone.”* Two types of null-field generator are available:

Portable Nulls are suitcase-sized generators which project a
null-field over an area 10 yards across. They are powered by D
cells and Tun for 48 hours. They may also be st to project a
" smaller, more powerful mull-
field, covering only a 2-yard
radius but subtracting 10
from any psi use. Portable
Naulls are often used as anti-
surveillance devices by peo-
ple who fear psi-eavesdrop-
ping. $10,000, 10 pounds.
Complexity: Average. Le-

gality: 4.

Pocket Dampers are about
the size of a paperback book.
They can be worn strapped
to a belt, cover a 2-yard ra-

Any psi-user hit by a neutralizer loses 1d levels of Power
from all psi abilities he possesses (roll scparately for each) and
;< stunned for one turn unless a Will-3 roll is made. Multiple hits
have cumulative effects, but no Power can be reduced below O,
Lost Power recovers at 1 level per hour. Any critical hit by a
neutralizer can cause permanent loss of Power. Non-psionics are
totally unaffected by a neutralizer — possibly to their surprise,
if they sce a psionic being shot and stunned.

Neutralizers are single-shot weapons, firing a beam that lasts
for an entire turn, They require Beam Weapons (Neural) skill.
They do not affect targets in totally sealed armor or wha are
protected by force screens, but do work in vacuum.

A neutralizer has SS 12, Accuracy 5, WD range 15 (for
determination of SS only) and a Max range of 30 yards. Ithasa
RoF of 1. Ttuses a C ceil, which gives it 12 shots. It is recoiiless
and requires no minimum ST to use. It weighs 2 pounds and
costs $6,000. Complexity: Complex.

Tf psionics are illegal, neutralizers could be part of the stan-
dard equipment of police and security forces -- or kept secret
and restricted to special units, for fear that resistance psis will
develop a countermeasure if they capture one. If psionics are
legal, than a neutralizer is Legality 5, just like most stun weap-
ons; use of one on a psi is considered assault,

Null-Field TL8

Also called a psionic damper, a nufl-field generator projects
psychic interference patterns which disrupt or absorb all natural
uses of psi within the area covered — inctuding Teleportation,
Psychokinesis or ESP. A skillful psi can work around their
interference, but not without effort.

A mull-field does not affect psychotronic devices, ualess a psi
must channel his power through them or use his power to acti-
vate them, in which case it interferes with the skill rolf normatly.

Overlapping fields do not enhance cach other, but don’t inter-
fere with each other.

The null-field’s disruption applies both to psis within the null
field using their powers and to psis outside the field trying to
alfect tarpets within the field. The null-field subtracts 5 from all
skill levels, and any attenpt to use psi automatically costs fa-
tigue, while any attempt that normally costs fatigue costs twice
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dius around the user and run
on C cells for 24 hours of continuous use. $6,000, 2 1bs. These
appear at TL9, Complexity: Average. Legality: 6.

Psi-Impeder TL8
This is a headband with projects a psi-damping field that
prevents the wearer from using psionic powers. A psi with 2
Power of 7 or less cannot use any of that Power's skills; a
higher-Power psi can try, but before making a skill roll, he must
roll 3d vs. Power-S. Success burns out the damper circuits,
freeing the *‘prisoner’; failure means the ability doesn't work
and the psi takes one point of fatigue damage per point the roll
was failed by. In the case of failure, further attempts are at a
cumulative -1 per try until the psionic has rested for at least an
hour, Critical failute knocks the psi unconscious for 1d hours.

A psi-impeder may have 2 built in “‘punishment circuit”
which stimulates the wearer’s pain centers whenever the user
attempts a psionic ability, further discouraging escape attempts.
This effect occurs affer the attempt to use 2 psi skill (whetber
successful or not) so it is possible to burn out the psi-impeder
and then collapse due to the pain.

When the pain circuits activate, the psi must make a HT-5 ol
(+ or - Will modifiers). Success means he can still function, but
isat -2 to ST, DX and IQ (and all derived skills and abilities such
as Will) due to pain for 15-Will turns (minimum one turn}.
Failure means he is in such agony that he can do nothing for this
time. Each consecutive failure during a 24-hour period lowers
the HT by 1 (e.g., the second attempt to break free requires 2
HT-6 save to resist the pain). A critical failure causes uncon-
sciousness for 20-HT minates (at least 1 minute).

Psi-impeders are the commonest way of restraining & con-
scious psi. They are likely to be found in the arsenal of any
psi-tech equipped security force; research institutes may also
have them on hand to restrain difficult subjects.

The device works for 2 months on an AA cell; weight 14 1b.,
cost $600, or $1,000 with punishment circuit, At double cost,
Psi-Impeders can be surgically implanted into a person’s brait
— see Mind Control Implants, p. 67, for the chance of success
when implanting or removing them, and the penalties for fail-
ure. Complexity: Average. Legality: 3.
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(zadget Tables

This table also covers the psi-drugs, opera-
tiong and other bio-psi devices described in the
next chapter.

Nume: The name of the item,

Weight: In pounds, Weight will be haived one
TL after the gadget first appears, and halved
again after two TLs. No weight is given for drugs
ar implants,

Cass: The cost of the gadget; like weight, cost
drops by half onc TL after the gadget initially
appears, and is quartered after twa TLs. For im-
plants, the cost of the operation is also given; this
cost is also reduced by TL. There is no uperatmu
cost if a character performms the opetation using
his own skills,

Legality Class (LC): How likely the gadget is

to be legally available. See p. 58. Note that if psi

powers are Hlegal in themselves, all items except

Mundane Technology and Antipsi Devices will
be Legality 0!

Complexity: How difficult it is to invent and
manufacture the item — for vse with the Gadge-
teering tules in GURPS Supers. § = Simple; Av
= Average; C = Complex; A = Amazing,

TL: the tech lavel at which the item is first
manufactured. Seg p. 57, Experimental versions
of some items may be available at earlier TLs —
sce, Cost and Accessibility, p. 37T,

Page: The page where the item is described.

Form {for drugs): The form in which the drug
may be administered. Sec¢ p. 78.
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“Jeremiah, it's Christine. They've strapped me down on a table, and given me some kind
of neural anesthetic. { don't know if I can stay in contact with you anymore. Everyhing’s
going dark. I'm scared . . . I love yor.”'

Christine’s last message echoing through his mind, Jeremiah raced through the corri-
dors of the Rocky Mourtain branch of the Overmind Insdiae. He had snatched a drug
ampule off @ dead guard — BNSX-7, the synthetic neuroerhancer the military called Blue
Fire. [t boosted psi ability powers, but at a price — it was addictive, and a deadly poison.
Siill, he might need ir. With a grimace of distaste, he injected the Blue Fire inta his arm.
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He increased his pace, sprinting down the passage, and al-
most crashed into the two guards. He stopped short: he faced
two naked, sickly teenagers, a boy and a girl, each carrying an
Uzi. Their heads were shaved, sockets showing where implanis
were installed, They were guarding an elevator door.

He reached out with his telepathy, attempting to discover
from them where Christine was being held — and recoiled in
horror when he found nothing there. They were drones — born
without minds, controlled like puppers by unseen masters, yet
another of the abominations practiced in this hideous place.
They opened fire, their bullets spattering off his psychokinetic
shields like rain off a window pane.

The Blue Fire singing in his mind, Jeremich snapped first
one, then the other's neck with his TK. He picked up one of the
guns, then walked past the bodies into the elevator.

The elevator stopped at the fifth level. The door opened, and

Jeremiah stepped out into in a large, well-lit room. He stood
still, staring.

The body of Christine Pendrake lay on the table. The top of her
skull was missing, where the brain had been removed with surgi-
cal precision. On the table next to her lay a large metal box,
connected to a bank of computers, monitors and life-support
systems. Two women in surgical whites were attaching electrodes
to the box, waiching a steady pulse of life on monitor screens. A
fat, bearded man was speaking into a hand-held recorder.

““The operation was @ success, with only minor damage to
subject’s intellect when the brain was removed, and preliminary
psiscan shows no loss of telepathic facility. She will make an
excellent Psiborg, probably an Inguisitor. In fact . . ."' The man
paused, as he noticed Jeremiah standing on the threshold.

“This lab is a restricted area! Who are you?"'

His voice lost in a soundless scream, Jeremiah let the Uzi
answer for him.

Availability of Bio-Psi

This chapter describes *‘soft’’ psionic technology, including
psi-drugs, genetic engineering and neurosurgery. Biotech offers
a risky — but effective — means of enhancing or controlling psi
abilities.

Most bio-psi products will be even more closely regulated
than other forms of psi-tech, partly because they are easier 1o
produce and partly due to their sinister reputation. See Chapter
4 for the availability and legality of psionic technology.

Psi-Drugs

Biochemical methods may be the easiest means available to
enhance or suppress psionic ability, although not necessarily the
safest, Psi-drugs couid be new proteins produced by recombi-
nant DNA technology. Instead of drugs, they might be fast-act-
ing “‘programmed viruses.”

GMs may Iimit the availability of certain psi-drugs by decid-
ing they require rare natural compounds which cannot be syn-
thesized in the laboratory, For instance, a particular drug may
require hormones from a rare or dangerous alien animal which
does not breed in captivity. Totally natural psi-drugs may also
exist — the leaves of certain plants, rare herbs or animat venoms
could have the same capabilities as manufactured drugs, giving
primitive societies access to bio-psi technology.

Psi-drugs can be delivered in pill or hypo form, or dissolved
in food or drink. Drugs in hypo form can be injected in one turn
by hypodermic needle or by an advanced pneumospray injector.

Many psi-drugs have serious side effects. Even if psionics are
legal, most societies will restrict these drugs to doctors or med-
jcal rescarchers. Licensing requirements vary, but usually Bio-
chemistry-14 or Physician- 14 is the absolute minimum,

Unless psi-drugs are experimental, even restricted drugs are
likely to be available on the black market at higher prices.

Blue Fire TL7

This is the nickname of BNSX-7, a dangerous neurotransmit-
ter that eohances the brain’s ability to handle psionic energy.
However, it is also a deadly poison. Fortunately, its effects are
relatively predictable, and an antidote exists that can neutralize
it, so many users will risk taking it when a boost to Power is
absolutely necessary.

As so0n as a dose of Blue Fire takes effect, the user will lose
2 hits and gain a +3 increase in Power in every psi ability he has
at Power 2 or better. He will lose an additional 1d-2 hits per
minute (minimum 1) until the drug is neutralized by an anti-
toxin. If not neutralized, it will eventually kill him. More than
one dose has no extra effect.

While on the drug, the user experiences a mild *'pins and
needles” sensation across his skin (-2 to all non-psi skills, and
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10 DX and IQ rolls, due to distraction). This sensation vanishes
on any turn in which the user is using his psi powers, replaced
by a rush of euphoria. Immediately after first using a psi skill
while under the influence of Blue Fire, a user must make &
Will-1 roll or gain the Overconfidence disadvantage, iasting
until the drug is neutralized. A roll is required each minute it is
used. Someone who becomes overconfident as a result of Blue
Fire will enjoy the sensational high of using his psi powers, and
tend to ignore the fact that the drug is cating away at his body.

Neutralizing Blue Fire requites a simple injection of Neurov-
ine, an antidote for nerve toxins ($30/dose, hypo only). How-
ever, users who have become Overconfident due io the drug's
effects must make a Will-1 roll in order to convince themselves
to administer the Neurovine; an additional roll is allowed every
minute if the first one fails.

Blue Fire is available in hypo or pill form. A dose takes effect
in five seconds. It costs $100/dose. Complexity: Average. Le-
gality: 2.

Brainstorm TL8

‘This is a very powerful psi-enhancing drug. A dose increases
the user’s psi power in all abilities by 50% (round up — Power
11 becomes Power 17) but leaves skills unchanged. However,
all skills become Uncontrollable (p. 30); psis who atready have
the “‘uncontrollable’”” limitation on skills make Will rolls t0
control them at -3. The effects of the drug last for 10 minutes for
every point the user makes a HT roil by (minimum of 10 min-
utes), Multiple doses of brainstorm have no effect.

Brainstorm is addictive; if more than one dose is taken in 3
24-hour period, roll against HT to avoid addiction. Failure means
the user must have at least one dose every day. If not, he suffers
normal withdrawal symptoms, and in addition, his powers be-
come Unpredictable even without the drag {or very unpredict-
able, as the case may be) but do not bave the 50% enhancement.

Brainstorm is highly illegal; a dose costs $150 to produce,
but will usually command far more on the black market, esp¢-
cially if psionics are themselves iflegal. Hypo form only. A dose
takes effect in 10 seconds. Complexity: Average. Legality: 1.
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Catalyst Drug
This drmg is only useful if the optional Latent Powers rules
{sce p. 86) ars usesl.
A catalyst drug Tequires | ininute to take effect. Tt only affects
those with latent psi powers, i.e,, Powers that the user has with-
out any psi skills, If someans without a latent Power takes the

- dug, they suffer mo effects except dizziness (-1 DX and [Q) for

(20-HT minutcs) after the drug takes effect.
If someone taking the drug has latent psi abilities, he will
experience strange, nightmarish ballucinations as the drug acts

. to dissotve whatever mental barriers have previously prevented
*+ mgstery of his abilities. The user will be incapacitated by the
hallucinations for (20-HT minutes), with 2 minimum of 1 min-

wte, and must make a Will-2 roil. If the roll is successtul, he
gains a character point in the first skill he tries o use within one

~ ofhis Jatent Powers. If the Will roll fails, he gains the character
+ point, but suffers a mental Quirk of some sort as a sesult of the
- experience. Om a critical failuse, the user goes inke a coma for 1d
' hours. He gains the psionic ability, buc at the price of a 10-point

disadvantage such as Paranoia or Defusions.
A dose of Catalyst Drug costs $1,000 and is available in hypo

_ ot pill form, Complexity: Average. Legality: 3.

This type of drug assumes that Jatency is psychological in
nature. I Jatency has a physical cause, the GM may wish t
create other kinds of catalyst drugs, with different side effects,

Mind Hype TL8
A teliable psi-bonsting drug, Mind Hype focuses the user on

his mner self, dissalving boundaries between body and mind.
A user of Mind Hype adds +1 to 1Q (znd to all 1Q-based

abilities, including Will, Magic skills and Mental skills); he

* adds 3 rather thaz 1 to all psi skills. However, each time the user

takes it, he must make an §Q roll, at -1 for each extra dose taken

' in a 24-hour period.

If the roll fails, the user has difficulty concentrating on ess

| tbstract things — like walking across a room. DX is reduced by

: 2,Ianng with all DX-hased skills, For anything not haviag to do
- With psiomics or abstract reasoning, the user has the Absent-
. Minded disacvantage (p. B30); people who already have this

disadvantage make all rolls to recoember trivial things or sustain
Inlerest in baring activities at -3!

More than one dose of Mind Hype has no extra effect {or goes
Unnoticed hy the user). Positive effects last for 10 minutes for
£very point the user ke a HT roll by {minimum of one hour),

— 79—

sidle effects last for 1d howrs. It is not addictive, and is usually
fairly legal {unless psionics are themselves illegal, in which case
possession of Mind Hype Is 2 serious crime).

Hypo form only, and takes 10 minutes to have effect.
$100/dose. Complexity: Average. Legality: 4.

Monabloc TLS

Monobloc acts to increase an individual’s natural telepathic
resistance, making the subject less vulnerable to telepathic inva-
sion. After taking a dose, the user has a +3 on any rolls to resist
telepathic contact or attack, including attacks by telepathy-based
psi weapous, Unfortunately, it also numbs the mind, giving the
user a fuzzy, drunken feeling and a -1 on JQ and DX; this affects
all DX and IQ-based skitls, including magical and psionic skills,
as well as Wil

One dose of Monobloc has the above effects. Up to three
doses can be taken in a 24-hour period with curoulative effects,
increasing resistance but decreasing DX, 1Q and their associated
abilities and skills, Tzking more than three doses does not in-
crease resistance any further, but continues to reduce aitributes
and skills,

A dose of Monobloc lasts for six hours, It is available in pill
form ooly, and requires 1 minute Io take effect. A doss costs
$69. Complexity; Simple. Legality: 4.

Psi-boaster TL3

Not a drug, but an injection of memory RNA taken from 2
psi, Psi-booster trealments can exist for any psi skill that is
avaiiable as a **single skill,"' For instancs, there is a psi-booster
injection for Precognition, Mind Shicld or Pyrokinesis, but not
one for Mental Stab, which cannot be purchased as & single skill,

The patieat rolls against Will+4, minus the cost in potats of
one Pawer level of a single-skill version of that power. On 2
successful roll, be gains a skilt Jevel equal to his own IQ and 2
Power equal to his Will/3 {rounded down}, lasting far 1 hour for
every point roll was made by (minimum 1 hour). On a failed
roll, Iie is unable to cope with the alien sensations fvading his
mind, and is incapacitated for | hour per point the roll was failed
by. Whether the roll succeeded or failed, the effects take 12
hours to appear, as the RNA needs time to replicate within his
body.

Far example, suppose an 1Q 13 character took a psi-booster
injection for Pyrokinesis, The single-skill cost of one Power
level of Pyrokinesis is 3 points, so he would have to roll against
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Will +1. If he succeeded he would have an effective skill of
Pyrokinesis-13 and a PK Power of 4 (or his own PK Power, if
higher), usable only with that skill.

Effects of psi-booster are never cumulative with existing
Power levels — use the highest level possessed. A patient canaot
take more than one psi-booster injection (of any Power) within
24 hours of an earlier injection; multiple doses have no effect. A
single injection costs $250X the power point cost of one *‘single
<kill’ level. For instance, Clairaudience (2 points for one level
of power as a single skill) costs $500 per dose, Complexity:
Complex. Legality: 3.

Shatter

Any person with psionic powers (including latents) who uses
this drug becomes dizzy and disoriented, with a -1 on DX (and
all DX-based skilis) and a -2 on IQ and all 1Q-based skills,
including magical and psi skills and Will, Only individuals with
at least one psi power are affected; individuals with no powers
suffer no cffects. Shatter’s effects last for 10 minutes for every

level of psionic Power possessed by the user. For instance, if

someone with a Telepathy Power of 5 and a Psychokinesis
Power of 2 took Shatter, he would be affected for 70 minutes.

TL8

After this time is up, roll against HT every minute; a success
means that the drug wears off.

Any use of psionic powers while under the influence of Shat-
{er causes extreme vertigo and nausea, All psionic skills are at an
additional -4 penalty, and after any active skill roll, the user
must immediatety roll against HT-3 or succumb. The user is not
unconscious, but is incapacitated and can take no action (physi-
cally or mentally) for one second times the amount the HT roll
was failed by.

Multipic doses of Shatter only increase the duration of the
drug’s effects, Too much of the drug is toxic, however. For each
additional dose of Shatter taken in a 24-hour period by a psionic,
the user loses 1d-3 hit points (minimunm 1).

Shatter is typically used by law enforcement agencies (or
others) o restrain people they know to be psionic. Shatter darts
can be fired from any weapon capable of firing drugged rounds.
An aerosol version of Shatter can be used in gas grenades (re-
quires 10 doses) and spray cans. Also, since it only affects psis,
it can be used to *‘test”” for psionics. A psi must make a Will rolt
at -2 to avoid reacting (showing signs of dizziness, sweating
etc.) if subjected to Shatter, even if be doesa't use his powers,

Shatter costs $20 a dose, and is available only to government
(or multistellar) security agencies, and on the black market. Its
hypo form takes effect instantly; gas or pill form requires 10
seconds to take effect. Complexity: Complex. Legality: 2.

Shiver TLIY

An alternative to Mind Hype, this reliable psi~drug is a neu-
[otransmitter that makes it easy for the psi to use his psionic
abilities. It increases all the user’s psi skill levels by 1 (as long
as he has the skilk to begin with. )

Tt has only mild side effects: the user experiences some phys-
ical shakiness and a mild fever (-1 to DX and all DX-based
skills, and 2 fatigue per dose).

The effects of Shiver last for ten minutes (except for fatigue,
which recovers normally). Multiple doses have 2 cumulative
effect, boosting skill while reducing DX and fatigue.

Shiver is available in pill or hiypo form. The hypo takes effect
instantly; the pill requires 30 seconds. It costs $40 per dose.
Complexity: Average. Legality: 4.

Trance TLS

The opposite of Monobloc, this drug Iowers the user’s natural
resistance to psi. It is useful to telepathic psychologists — of
interrogators. Because it can make subjects more susceptible to
Mindwipe or Telecontrol, Trance has gained a sinister reputs-
tion. Paranoid people may worry that groups empioying psis
will place it in the water supply . ..

Each dose of Trance gives the user a -2 on Will to resist psi
abilities such as Mindwipe. If the user has a Mind Shield, 1
duces its Power (but not its skill) by 1. Doses are cumulative.

Multiple doses can be dangerous. For every dose taken the
user must make 2 HT+3 roll, with a -1 per dose after the first
one. Failure means the user collapses into a coma, taking 1 point
of damage for every point the roll was faited by.

Tt costs $15 a dose and is available in pill or hypo form.
Either takes 10 scconds to have any effect. Complexity: Avel-
age. Legality: 4,

e ==

Psychogenetics

)

If psi powers are genetically based (see Origin of Psi Powers,
p. 102) and the chromosomes that govern psi ar¢ koown to
science, a simple blood test could determine whether a person
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was a psi or not, and what Powers he had, This requires 4
minipm TL of 7.
To handle genetic testing, a blood sample (tissue sample 3t
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TL8+) must be taken, and studied in a lab (takes one hour).
Then 7ol vs. Genetics or Biochemistry-5. Success feveals
whether the subject is a psi or not; critical success ot success by
5 or mare reveals what Powers he hax; failure gives ambiguous
results, One try only per day; the GM makes all rolis secretly,
and Mes on 5 critical failure,

At TLS +, a hioscanner {see GURPS Ulira-Tech or GURPS
Space) can be used instead of a blood test — s takes only 2
minate.

Drones TLS

A drone i8 3 human whose brain has been genctically modi-
fied to have as litile ego or creativity as possible, while retaining
2 plinizanm fevel of usefol inteliect. The Tesult is 2 person with
an achlt 1Q of 3 and 5 levels of Weak Will, for an effective Will
of 3. Further tinkering makes the brain unusually receptive ta
any form of telepathy, by adjusting its biochemistry 50 the sub-
ject is in a permanent hypoagogic state — m effect, living a
waking drearn. This adds an additional +3 to skill on any rolls
to influence or contact the subject using with Telesead, Sugges-
tion, Teleconizol or Telerscei ve.

Among telepaths, drones are the ideal servants for tasks
where personalily or initiative are not required. Drones tend to
be hard workers with little or nothing in the way of personality,
waless encouraged to develop surface mannzciszes through rote.
Drones arc uswally molivated by conditioning or direct rele-
parhic conlrol. They are very easy to Telecontrol: the normal
penalty of -4 per extra person controlied is replaced by a-1if
that extra mind is a drore.

Drone braina are usuatly used in geneticatly modified clones,
ar trapsplanted it adult bodies. A drone brain costs $12,000,

plus the price of a clone ($10,000 at TL3, plits two months to
farce-grow to adulthood) or hrain transplant (55,000 at TL8).

Alternatively, drones can be produced surgically, Using
TL7+ surgical techniques, a living person may be reduccd to
drone status. Adjust all skills accordingly. The person may have
brief moments of lugidity (though still with 1Q-2 and § levels of
Weak Will), but will effectively be a zombie most of the time.
This operation costs $10,000 and is generally illegal unjess doce
by the governmeat, but anyone with the proper Surgery/TL3
and Biochemistry (Bio-Psi) skill could perform it.

Proteus Virus TL varies

Mot reaily a virus, but rather genetically-altered versions of
the macrophage cells that make up the bodies’ own imanme
system. Instead of roaming the bloodstream to seek out and
destroy worn out cells or foreigm discase organisms, the Proteus
cells are programmed to track down specific target eclls, enter
them and transform them. Taking over control of the target
celis' merabolism, they can alter the genstic information en-
coded within, rebuild dead ot dying cefls or insert entirely new
genes or chemicals.

After they have enteresl the bioodstream, it takes the fnvader
cells 1d% S minutes to multiply. There is some chance that the
body’s own immune system wil fight them off: the subjoct gets
a HT-6 roll to sesist, plus any bonuses for Panimmunity (see
GURPS Space and [ktra-Tech),

Protens cells are delivered by injection or pill like normal
drugs. At Sxcost, they may be delivered via dar¢ guns or
“poisoned”” blades, or at 10Xcost, 28 an agrosol Spray. They are
not contagious, but contact with the biood or other secretions of
an infected person during the incubation period may (o 2 failed
HT-3 rodl) result in infection, A single dosc can contain
enough invader ceils to perform a complete metamorpha-
sis,
Power Virus: If psi powers are the result of cerfain
" +power genss,”' a Proteus treatment can give a persom

those genes. This will give the person Power 1 in any {or
all) Psi Powers, though he will not be able to use the Power
atil he obtains the appropriate psi skills. Further power
levels may require development via expericnce. Cost 1s
$10,000x the point cost of the Power(s) added. For exam-
pie, Telepathy would cost $30,000, while Antipsi would
paly cost $30,000, and beth would cost 80,000, GMs
may require characters to buy off any new Powers, TL10.
Complexity: Amazing. Legality: 2.

Nuil Virus: Rewrites the user’s genetic code {0 remove
the genes for specific Power(s). This effectively prevents
him from using or developing the Power. If a person later
regains his Power (hrough the above treatment, he will
tegain his full level rather than being Pawer 1. Cost: as
above, but ouly $1,000x the cost. A full spectrum oull-
virus that wouid kill all psi Powers wouid cost $38,000.
TL9. Couplexity; Complex, Legality: L.

Overmind Virus: Memory is chemical in pafure. By
altering brain cells, invader macrophages could insert new
memories or delste old ones — cellular mindwipe. The
virus is less precise than the Telereceive ability, since it
lacks reasoning capacity and must be either designed for a
single individual or programmed lo add ot delete general
blocks of mentory, ¢.g., erase all memories after age 12,
or dd 1 “peneric’ milliary career. Cosis $20,000, TL10,
Complexity: Amazing, Legality: 0.

Metamorphosis: Rewriting the genetic cods, the Pro-
teus cells cause radical physical changes in the body. A
relatively slipke type might change & person’s sex or aiter
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the color of their skin, A complex virus could transform a person
into an exact duplicate of someone else, cause them to grow a
coat of fur, or turn them into a monster or an alien species. Cost
and TL vary drastically; a sex-change virus would cost $50,000
and be TL10+, Complexity; Amazing. Legality: 0.

Symbiotic Crystal TLI3

This is an bio-engineered ““living’” crystal, usually about the
size and shape of a silver doltar. It is imbued with a form of
artificial sentience, and acts as a focus to enhance and refine the
psi’s own ability, allowing greater precision.

While he is touching it, the owner can focus one psi skill at a
time through the crystal’s pseadomind, increasing his own ef-
fective skill by 14 (round down). For instance, a telepath focus-
ing Mental Stab-13 through a symbiotic crystal would have an
effective Mental Stab skill of 17.

A disadvantage of using a symbiotic crystal is that after using
it once, the psi becomes mentally bonded to the crystal! No one
else can ever use it. The user can sense the crystal’s location over
a distance. To determine this range, use the Telepathy Range
Table — the psi’s effective Power is his Telepathy Power plus
one-third of his Will — even a non-telepath bonded to a psi
crystal can maintain this rapport over some distance,

If a person touches another’s Symbiotic crystal while it is
within range of the owner, the owner will experience the touch
as a violation of his own mind! To resist the effects, the owner
must make an immediate Will roll. Modifiers: -4 if the person

touching it is a psi, or -8 if he is Telepath, +2 if the owner
knows the person who is touching it slightly, or +4 if e is on
intimate and trusting terms with him, -2 if he dislikes the owner,
and -4 if he is actively hostile to the owner!

Success means that the psi can tolerate the touch, though it is
very uncomfortable (-1 to DX and 1Q, including attribute-based
skills and Will, for its duration). A failed roll means he goes into
shock and is stunned, and loses 2 HT for every point he fatled
the roll by,

A symbiotic crystal has | HT and DR 8. It is -10 to hit
because of its size. If it is destroyed within the owner's sensing
range, the owning psi must make a Will roll at -10 to avoid
shock. Success means he is merely stunned; failure means the
loss of 2 hit points per poiat the roll was failed by, and uncon-
sciousness for 1d minutes,

A symbiotic crystal can be implanted into the surface of the
body or under the skin, The disadvantage of subcutaneous im-
plantation is that surgery is required if the owner wishes to
remove it (to prevent detection, for instance). '

Naturally-formed symbiotic crystals may also exist. The
planet or dimension they are native to should be an exotic, dan-
gerous place, and the local inhabitants (if any} may be very
protective of them!

A symbiotic crystal costs at least $100,000. Its weight is
negligible. Complexity: Amazing. Legality: 4. GMs may 1¢-
quire payment of 25 character points for a symbiotic crystal,
especiatly if it is implanted.

Psiborgs

Psiborgs are disembodied animal (or human) brains encased
in life support systems, cybernetically linked to powerful psi
amplifiers. They are encouraged by direct neural stimulation to
constantly produce a single psionic effect.

Psiborgs are living creatures; they can be detected psiomic-
ally, and even attacked by telepathy, psychic vampirism, etc.,
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though they have no emotions or thoughts as such, making them
invulnerable to some abilities. A psiborg can be remotely domi-
nated by Telecontrol, but not Suggestion. As psiborgs are dis-
embodied brains (see the disadvantage on p. 98) they have 1Q,
but no ST, DX or HT. For purposes of using psi abilities aod
being stunned by mental attacks, they have 10 fatigue points.

-8 —
M




All psiborgs cost 1% of purchase price per week to maintain,
Failure to maintain a psiborg means that it will die in 1d days.

Psibargs Tequice animal or human braing that have at least
sotne Jatent psinuic potential, Usually this wvolves genetic ma-
nipulation te grow an animal brain with latent psi ability, but if
psiborgs become commen, there fuay be a demand for kuman
brains, A living human brain {child or aduit) with appropriate
psionic potential (relevant Power at level 1 or more) may sell for
$50,000 ot better on the biack market.

Some sampie pstborgs are described below; use these as mod-
¢ls to develop your own.

Watchdog TI8

A warchdog is a simple psiborg that detects the presence of
telepathic activity. 1t vses a rat-brain {1Q 4) sensitized to tele-
pathic impressions, encased in a life support unit. The braincase
and life support unit are about the size of a large suitcase. At-
tached to them is a monitor which shows the level of psionic
Power. The brain is super-sengitive to psionic impressions, and
becomes painfully agitated if anyone uses telepathic ability ora
subject within 100 yards of it. To a trained observer, the psi-
borg’s brainwave fluctuations can indicate the type of intruder.
On a successful Electronic Operations (Psychotronics) skill roli,
an observer can interpret the psiborg’s readout to delermine the
Power Jevel and Telepathic skill in wse, 20 pounds, $7,200.
Complexity: Average, Legality: 4.

Guardian TLY

Thiz is 3 more sophisticated development of the watchdog,
using 2 higher animal brain {typically a predator of some sort,
with 1Q 4-6). The psiborg is designed to react painfully to uses
of psi power within 100 yards, and to strike back nsing Antipsi
Power 10 with the skill Meutralize-15 (Instantaneous}. 60
pounds. $32,000. Complexity: Complex, Legality: 3.

Inguisitor TLY

The Inquisitor is  psiborg corditioned to sift through another
being's mind. The psiborg consists of a bulbous central module
tolding the disembodied Tuman brain, psi-amplifying circuitry
and a complex life support system. A half-dozen tubes radiate
out from 4, attaching it to cooling systens and nutrient pumps.
Two long sensor cables end in ¢lectrodes, ready to be placed on
the subject’s head. The psiborg is crowned by a monitor screen
1o display the subject’s thoughts,

The psychic Inquisitor functions as a Telepath with Power 1
and Telereceive skill 14 {+2 per TL after introduction). Oace
attached to a subject and activated, it will relentlessly probe into
its mind. Use the pormal rules for unsubtle use of Telereceive
(pp. 25-30). If the subject can maintain 2 Mind Shield or has
Psionic Resistance, this reduces its skill, After the initial skill
rall, cne additional roll is allowed each minute, 1f a roll fails, the
usual penalties for repeated attempts apply.

Surface thoughts picked up by the psiborg are transtated into
text and visual form on the monitor screen as they oceur to the
subject. The psiborg does not actively interrogate the subject, so
unless it can actually probe into the subject’s memaries (saccess
by 9 or more) it will just display whatever the subject is cur-

reotly thinking about, Of course, someone could manitor the
responses, and question the subject, hoping he will slip up and
think ahaut whatever the interrogator wants him o reveal. This
can resolved as 2 Contest of Skilk between the Interrogation skill
of the guestioner and the subject’s Mind Block skill (p. 100},

If the psiborg actually peaetrates into the subject’s memaries,
they will ““play through™ at fast speed. Day to day expericrces
witl be skimmed over, with memorable events highlighted, The
operator can order the psiborg to focus and amplify specific
aemories as they appear.

Inquisitars are often fitted with a deepsleep box {p. 59) which
is used to induce 2 suggestible hypnagogic state in its subject. If
this is done, add +3 to the [nquisitor’s effective skill leval,

If mentally attacked, a Inquisitor has 1Q 10. It costs $200,000,
weighg 200 pounds, and takes up .2 cubic yards. Complexity:
Complex, Legality: 3.

Sponge TLE

This psiborg is a telepathic receiver and storage system the
size of a brisfcase. It consists of a living brain with boosted
telereceive capabilities, conditioned to act solely as a telepathic
recording system. Spoages are usually used as surveillance sys-
tems or pechaps as secretarics.

A sponge may be set for a detection range anywhere from
touch-only to 30 yards; changing the setting requires § seconds,

Once activated, alf unshielded surface thoughts within range
are recorded in l1g brain. The radivs is global, so 2 spange
hidden in 2 basement could read minds oa an upper floors. A
Mind Shield or Pstonic Resistance of 5 or better will automai-
cally block a sponge, but lower levels are totally ineffective.
Nothing else will stop if,

It can stors up t0 10O man-hours of surface thought, befors
shutting down. The sponge can play its thoughts back cato 2
Inquisitor's screen {ses above) or can be scanned by anyone with
the Telereceive skill. Individual minds come across as distinct
meatal voices; once a mind Teader concentrates on & specific
petson, there is no difficulty *‘hearing’” his mind over 2 crowd.

If psionically attacked, a Sponge has [Q 4. Tt costs $50,000
and weighs 20 pounds. Complexiry: Complex. Legality: 3.

Other types of psibargs can be created by the GM, ixluding
versions in which the disembodied brain retains free will and the
ability to use any of its psionic abilities. If a PC is converted into
such a psiborg, he acquires the Disembodied Brain disadvantage
{p. 98), and possibly the modifiers for Drone Brains if his brain
was been tampered with to make him easier to coatrol.

Surgically-Granted Powers

Brain Tissue Grafts TLS
A tisky and controversial method of providing an individual
with “artificial" psionic powers. Brain tissue from the centers
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thought to gover psionic power is selcctively removed from
donors who have exhibited psionic powers, and transplanted
into a recipient. On a successtul Surgery-3 rotl, the graft results
in the user gaining half of the psi Power (but none of the skills)

Bio-Psi Technology
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of the donor; if the GM desires, the subject must buy the advan-
tage with character points.

Even with experimental drugs to prevent rejection, there is
much danger to the subject. In addition to the normal risks of
surgery (p. B36), make a HT-1 roll to avoid rejection and brain
damage. If the subject fails the HT roll, he loses 1 point of IQ
for every point the roll was failed by. On a critical failure, he
dies within 1d days of the operation.

Although risky for the recipient, the procedure is fatal for the
dopor, always resulting in either total lobotomy or death. One
donor can provide, at best, three grafts, and the donor Tust be
alive or very freshly dead. For this reason, brain tissue grafs are
rarely used except by those organizations or individuals lacking

meral scruples.
Cost: $20,000 or more. Complexity: Complex. Legality: 1.
Neuro-Psi Implants TLI11

Neuro-psi implants are devices that stimulate the wearer’s
brain to artificially produce psionic POWEIS, exciting the growth
of deeply buried embryonic psi abilities too weak 10 be discov-
ered through normal psionic testing Or training.

A neuro-psi implant resembles 2 headband packed with efec-
tronic microcircuitry. The implant requires 4d-4 minutes {0 take
effect, during which time the user feels miidly dizzy (-1 to DX
and DX-based skills). When it is finished, the wearer rolls
against Will+2. If he succeeds, the implant has stimulated the
development of a latent psi power (two powers o0 3 critical
success). If the roll fails, the wearer gains no psi pOWers.

On a critical failure, the patient’s brain proves incompatible
with neuro-psi implants, and hie will suffer immediate problems.
Make 2 HT-2 roll to determine the severity- of the effects. If it
succeeds, or on a critical success, the patient suffers an epilep-
tic-like seizure lasting for 1d minutes (p. B20), losing that many
fatigue points. If it fails, he loses HT as well as fatigue, and
suffers brain damage resulting in the loss of 1 point of IQ. Ona
second critical failure, he dies.

Whether the roll succeeds or fails, further use of neuro-psi
implants will have no effect upon someone who has already used
one.

If a psi power is gained, roil 2d once {twice on a critical
success) on the table below to determine the Power:

Bio-Psi Technology

Neuro-Psi Power Table
Astral Projection
Psychokinesis
Psychic Vampirism
Healing
Telepathy

ESP

Telepathy
Antipsi

10 Psychokinesis

11 Electrokinesis
12 Teleportation

O oo =3 Oh LA B e D

The patient gains a level of 1 in the Power rolled (if the same
one is rolled twice on a critical success, they get Power 2). The
user can improve his Power normally with experience and learn
psi skills, but the Power gained (both from the implant and from
later experience) only functions as long as the implant is worn.

If a successful neuro-psi tmplant (i.e., one that has given
someone powers) is removed ot destroyed, the shock is danger-
ous. Treat it as a critical failure (see above), with further effects
depending on whether the HT roll succeeds or fails. The patient
loses his powers until he can find 2 new implant; if he adds a new
implant, it has exactly the same effect as the previous one — 10
roll is necessary, and it restores all the powers the original im-
plant gave him.

Neuro-psi implants only work on people without any natural
psi Powers. If someone with actual or latent psi abilities dons 2
neuro-psi implant, he suffers the effects of a critical failure 0B
the first (Will) roll. He must roll again against HT-2 to deter-
mine the severity of the effects, as above. If someone who has
psi generated through an implant gains psi powers by any other
method, he loses the effects of the implant.

Tf 2 character gains a Power as the result of a neuro-psi ior
plant, the GM may require him to pay points for it, Point cost is
haif the normal cost (rounded up) for one level of that Power.

A neuro-psi implant weighs 12 pound and costs $150,000
plus $2,000 for the operation; it is powered for one year by an
A cell, If the cell is removed or runs out of energy, the user’s
powers stop working until it is restored. Complexity: Amazing.
Legality: 5.
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SURPRISE?

HARACTERS

Creating a psionic character requires clear concept of what he or she is 10 do,
and how. Try toavoid the ““idiot-savant’’ who has most of his points spent on a single
psionic ability. It’s easy to lose interest in a PC with only one way of doing things,
<o strive for an interesting balance of psi abilities and mundane skills and advantages.

Point Level

The point level of the campaign should be decided by the GM, since it will et
the tone of the campaign. Kesp in mind the level of psionic technology that will be
available in the campaign. With a full array of exotic psi-drugs, gestalt webs and
psychotronic amplifiers, evena low-powered psi can be very effectivel

Characters




The Importance of IQ

All psi skills are Mental/Hard, based on
IQ, and this makes IQ very important. A
character with Q) 10 pays 12 points to pur-
chase a psi skill at level 14. Someone with
1Q 14 could have the same skill level for
only 2 points! For this reason, players my-
ing to create effective psis should take a
nigh 1.

Latent Powers

A player who wishes to start with a
wide range of psi abilities at low cost may
purchase powers without skills. These
powers are ‘‘latent.” Sinee the character
has no skills, he can’t use them effectively.
But later he will be able to train his latent
powers and develop other types of skill.

PCs can be permitted to spend charac-
ter points to raise the level of a still-latent
Power so0 that when it finally is awakened,
it will be quite powerful. This reflects the
way psi powers seem to work in fiction, in
which the heroes suddenly leam they have
great poteatial strength, and all they need
is proper fraining.

At the GM’s option, a character with a
latent power may be “‘blocked” - that is,
he cannot buy skills. He may not even be
aware of his power, though he may have
discovered it through some form of testing.
Usually these abilities remain dormant
until they are awakened by a shock or or-
desl of some sort, but when they finally do
emerge, they are often very powerful!

A character built with this option can-
ot spend points or use study ot training to
purchase psi skills for a latent Power until
it is "‘awakened.” This often involves ful-
fillment of some difficult or dangerous
condition.

When a latent ability is awakened, the
new psi immediately gains a half-point in
one of that Power's psi skills, enabling him
to immediately use the Power to a limited
extent. This point gain must be repaid from
earned experience as soon as possibie.
Now that it is no Ionger latent, other psi
skills in the Power can be developed later
through training or acquisition of character
points io the normal manner.

Characters

Wild Talents (100 Points)

This level allows the creation of competent individuals with useful psi tal-
ents. They may lack the raw power to make direct psionic attacks without using
gestalts or technological assistance, but they can have a wide range of more
subtle abilities. Mundane skills are still of vital importance.

Players should spend no more than half the character’s actual points on psi
abilities, to ensure they have a useful array of normal skills and advantages. A
high IQ is very useful for lowering the cost of psi skills; 1Q 13 or better is
strongly recommended. When purchasing offensive psi abilities, note that high
skill is most important for the telepathic attacker, while high Power is more
crucial in other abilities.

A typical psionic character will have a single Power at level 6 to 10, with
minor limitations, or Power 15 or more with major limitations. He should have
skill 16+ in his most important skills, and average about skill 13. PCs should
consider taking a second or third ““latent” Power (see sidebar) at level 1-2 with
few or no skills.

In a campaign where artificial mind shields may be uncommon, non-pstonic
PCs should consider taking Strong Will or the Mind Block skill, to prevent their
being easily used as puppets by hostile telepaths.

Masters of Mind (200 points)

This point total is suitable for a cinematic campaign, or low-power super-
hero adventuring, A typical psi might have an IQ of 14 or more and spend 75 to
125 points on psionic abilities. A good mix is Power 15 or so in one ability, and
about 3-6 levels worth of secondary Powers, often with Limitations to keep the
cost down. Important skilis should be at 18 to 20, with others at 14,

One or two ‘“latent”” powers with Power 1 and no skills will provide a solid
foundation for the character to build on with later training or experience. PCs
who aren’t telepaths should seriously consider taking Mind Shield as a single-
skill power, or the Mind Block skill and several levels of Strong Will!

Superminds (250/500 Points)

At these point totals, PCs are virtual super-beings, designed to confront
other psis of their level, or enemies with super-powers, magic or ultra-technol-
ogy. The 250-point level is recommended for space opera of the sort written by
Doc Smith or Julian May, in which both ultra-technology and psi abilities are
used, and a blaster can sometimes triumph over a mental blow, while 500 points
should let the PCs act essentially as comic-book superheroes with psychic pow-
ers totaily ascendant. At either level, characters may also have up to 100 points
of disadvantages (to allow for tragic flaws or super-enemies) rather than the
usual limit of 45 points.

PCs should spend about half their points on psi abilities and the rest on
normal attributes, skills and advantages. IQ 15 is recommended; psis will gener-
ally have one or two Powers at very high levels (Power 15+), and several levels
worth of secondary abilities. Primary psychic attacks (especially Telepathy)
should be at skill 21 or more. However, GMs should not permit starting Power
or skill levels above 25. Any non-telepaths should definitely invest in Mind
Block or Mind Shield, and non-psionic PCs should take many levels of Psionic
Resistance!

Character Types

Anyone can be a psi — all that’s needed is Power. There are no limits to the
number of different characters that can be created in a Psionics campaign. But
many of the classic protagonists of stories featuring psi abilities fall into a few



distinct stersotypes, and diese make good starting poiats for designing your own
PCs.

Child Wit Powers

Although only 2 child or young teeaget just entering puberly, this parson
already has very high levels of pst power, but liftle knowledge or skill. He ot she
may even generate SPORLANECUS psi effects: hear ielepathic “‘voices,”” produce
poltergeist activity or experience precogaitive visions.

Suspecting mental iliness, parents might try to have the child institutional-
izad! Unscrupulous people may be drawn by these events 10 exploit the child’s
pPOWELS, and by this time, the parent’s fear and confuston can lead them to trust
anyone who can convincingly explain what is going on.

A Child With Powers might be on the run from an instication of abusive
home, cr still be Jiving with unsuspecting parents, sneaking outio mmeet the other
PCs for training or adventure and then going back to home or school.

Advantages: Pawron or Allies (parents oc siblings). The Child With Powers
may also be a mental genius, with talents like Eidetic Memory o Mathematical
Ability.

Disadvantages: Duty (to parents of school}, Enemies, Sense of Duty (to
family), Impulsiveness, and of course, Youth.

Skills: Bicycling, Compuiet Operation (video games), Fast-Talk and various
hobby skills are all appropriate.

Psi Abiliries: The character will have few psi skills but very high levels of
Power, often with limitations like Uncontrollable.

Example: Charlie, from Stephen King’s Firestarter.

Criminal Psi
Anyone might use psi powers to break the taw and then cover it up, but some
eople make a career out of doing so. Psionic criminals may steal for personal
gain, kicks or for a cause. A criminal might adventure with a more honest group
for monetary gain, or be drafied as a prisoner info a “'dirty dozen" style task-
force.

In organized crime, psis detect informers and traitors, provide intelligence,
and act as soldiers. A psychic ninja would be tercifying, able to brush aside
normal defenses with ease.

A cat-burglar may use Astral Projection to memorize his destination and
then enter and exit with Autoteleport, using TK 1o help pick locks on safes, of
{lairaudience and Exoteleport {0 remove the contents, Some abilities are more
suitable for *‘whitecollar’” crime — a telepath can make his fortune on Wall
Street through insider trading and information brokerage, while Electrokinetic
with Cyberpsi could be the ultimate hacker.

A gambler could employ Telekinesis to control the fall of dice, Telerecetve
to reveal an opponent’s hand, Electrokingsis to jinx electronic machines and
Precognition to bet on the winning horse . . . and if he has an Uncontrollable
power, he might even believe he wins honestiy!

Some criminals may commit puccly mental crimes, such as stealing emotions
and dreams, or altering or controlling mings.

Advantages: Danger Sense, Reputation (fellow criminalg), Patron (criminal
organization), Luck, Wealth (if successtull).

Disadvantages: Reputation (law enforcement), Enemies (police, victims,
rival criminals), Greedy, Kleptomania, Secret,

Skills: Computer Operation, Fast-Talk, Gambling, all Thief/Spy skills.
Some criminals will bave high combat gkdlis.

Psi Abilities: See abave.

Example: Viad Taltos, from Yendi and sequels, by Steven Brust.
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Instant Campaign:
Just Add Psi

The GM who wants to ealiven an exist-
ing camprign can simpiy wave his magic
wand and dectare all the BCs to be pais.
This caa spring out of their adventures:
perkaps they aid someone with Strazpe
Powers, or perhaps, afier great Yardship,
they recover an artifsct which proves to [
1 siroge technolegical gizmo. And, over
the next few weeks, they find they can o
Things . . .

Allernatively, the (M can let some-
thizg strange happed W the whole cam-
paiga world — see the Wik Cards series,
or GURPS Wild Cards, for ong exampic.
Here we have & very ordinary world it
which, suddenly and amid great catesiro-
phes, many people begin o develop psi
powers. The Wild Cards explanation was 2
biological warfare — & virus being tested
by aiens, Other “ariging'' could work
squally well. The point is that suddenty &
It of people — inctuding, of course, the
PCs — gain psionic abilides.

The GM should decide how many
added points the PCs will hzve for psi pow-
ers, and whether any psionic disadvan'age
points (p. 88) will be allowed. The piayers
caa be allowed fo choose their owL pow-
ers, or the GM can assign then and let the
players discover what theie characiers £an
do. A sood compromise: the GM assigas
the fitgt 10 or 20 points of powers, ud
then grants about three tires the norcal
aligwance of character points for the first
few adventures, as the newly-found pow-
ers SMerge.

Characters




Pside Effects

Psi skills can have “side effects’ that
are unique to a particular character. That
is, your Telesend (for instance) has a spe-
cial side effect that occurs when youuse it,
Side effects are optional, and are detes-
mined when a character is created. There
are two general categories.

Special Effects

A special effect is a side effect which is
essentiglty vnimportant, though it may oc-
casionally inconvenieace the user. For ex-
ample, if your Telekinesis skill makes a
low humming noise, those nearby will no-
tice something (and those who kaow you
will know you’re using your TK). A spe-
cial effect is worth 1 point as a trivial dis-
advantage, or 2 if the GM feels it might be
4 bit more inconvenient. You may take np
t0 5 points of special effects for all your
skills combined.

Drawbacks

Drawbacks are side effects that cause
teal trouble to the user and those around
him, For instance, if your use of Telesend
causes miid headaches 1o everyone within
20 feet, that's a problem!

A drawback is worth peints as a disad-
vantage - but only if it makes rea! trouble
for the character. 15 points is the maxi-
man glowed for all such damaging spe-
cial effects. As an example, the effect
described above might be worth 5 points —
mostly because it keeps the psi from using
his power up close without being noticed.

A reaily obnoxious special effect will
give its possessor a reaction-roll penalty.
This is worth 5 poiats per -2 reaction if it is
noticeable some of the fime, and 5 points
per -3 if relatively rare.

Character Poinks

Points for special effects do nor count
against the normal (suggesied) disadvan-
tage limit. Thus, a psi ¢an have up to 20
points worth of extra disadvantages: 5 for
side effects and 15 for drawbacks. How-
ever, players iz a campaign where psi is
supposed to be secret should exercise
some restraint in taking them: pside effects
can easily give someone away!

Hegal Pside Effects

No character may have a side effect
which is obvicusly useful as a controllable
weapon or advantage. If a player finds a
clever way to make a secmingly worthless
side effect very occasionally useful, that’s
afl right. The GM should also fee! free to
ban side effects that seem too frivolous or
silly for the intended tore of the campaign,

‘haracters

ESPionage Agent

A secret agent or revolutionary with psi powers is a potent combination. If
they are known to exist, psis will be recruited — perhaps even forced — to join
intelligence and security organizations. Those who were coerced into joining an
agency may have odd backgrounds (e.g., a criminal who was arrested). A
trained agent with psionic abilities may not be allowed to retire (without exten-
sive Mindwipe, anyway), so psis who are not on active duty may either be on the
run, or occasionally called upon by their former employers to perform “one
more job.”

Rather than working for an agency, they may operate on their own, ag
revolutionaries or freedom fighters struggling against an anti-psionic govern-
ment, or fighting against their own kind to overthrow an oppressive psionic
tyranny.

Advantages: Intuition, Patron (the Agency), and Combat Reflexes can come
in handy.
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Disadvaniages; Bnemies (rival agency), Duty {the Agency), Paranoia (if
cetirad).

Skifls: Electronics Operation (Commumnications, Psychotronics, Security),
Guos or Beam Weapons, Computer Operation and Programuming, Disguise,
rast-Talk, Holdout, Forgery, Intelligence Analysis, Karate, [ anguages, Shad-
awing, Strategy.

Psi Abilities: All Electrokinesis, all ESP, Telepathy (especially Erase Signa-
rure, Mindwipe, Mind Shield, Mindswitch, and Telereceive), and all Teleport
powers are exceptionaily useful.

Fxample: Kimball Kinnison, from E.E. “Digc” Smith’s Lensman books.

Ghosthunter

Sometimes people are sa badly troubled by what seems 10 be a supernatural
aconrrence that they go looking for professiomal help. And when the shrink
doesn’t make the problem ga away, who are they going to call? A ghosthuater,
naturally.

Ghosthunters may Style themselves as scientists, mediums or exorcists, but
what they try to do is discover the nature of a supposedly ‘‘supernatural’” prob-
lom — and eliminate it. Soms ghosthunters believe in real spirits and seek to lay
them to rest, or banish them through exarcism, perhaps uncansciously using psi
talents. Others understand the nature of psi, and trace poltergeists, haunting and
demonic possession to disturbed psychokinetic teenagers and mind-cantrolling
telepaths. See Spontaneous Psi Phenamena an p. 46 for examples.

Many ghosthunters perforn their services for free, out of scientific curiosity
or benevalence; others charge for each “removal.” Either way, it's a dangerous
ptofession, since the ghosthunter rarely knows what hie is getiing into when he
takes on the job, and there is usually a skeptical relative or friend of the victint
willing to throw him out on his ear.

Advantages: Clerical investment (for an exarcist), Patron (research institute,
magazine or church).

Disadvantages: Overconfidence, Reputation (as a crackpet!).

Skills: Detect Lies, Electronic Operation (Psvchotronics), Fast-Talk, Oc-
cultism, Research, Photography {Infrared or Kirlian).

Psi dbilities: Psychometry skill is useful for finding out what might bave
caused a haunting. Telepathy can help make contact with a “spirit,” or identify
a psychic perpetrator, especially with Signature Sniffer. Scientifically-oriented
ghosthunters may use psychotronic equipment in addition to any psi-powers they
DOSSEss.

Example: Pavel Dru, from Tanith Lee’s To Kill the Dead.

The Guy Next Door

The Guy (or Gir]) Next Door is 8 normal person who doesi’t know a thing
about psi who suddenly develops extremely powerful mental abilities — powers
he never expected and iso’t sure he wants. Bui the Guy Next Door won’t have
fime to think about them because circumstances beyond his control will quickly
force him to use his abilities to protect himself and those he holds dear.

Advantages: Instead of skills, concentrate on ioner strength: Alertness, Intu-
ition and Strong Will.

Disadvantages: The key to playing a Guy Next Door is the dichotomy
between normal life and the world of psi, Dependents (family, pets) and Enemies
(ruthless and powerfol) reflect this.

Skills: This type of character usually won’t have adventurer-type skills like
Pilot Helicopter, Karate, or Guns. Most Guys Next Door hold down normal
jobs: store clerks, housewives, students, assembly line workers, school 12ach-
e1s, truck drivers and the like, and their skills should reflect this. On the other
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Making Psi Expensive

Some GMs may find that psionics are
too ineapensive {of too powerful at Figh
Tewels) for their partieular campaige. Gue
way 10 balance this, of course, is with 4
high Unusual Background cost (see p- 36).
Bu: there are other options the GM can use
to bring Psionics into ling with ks idess!

Single Skl Dnly

If the GM feelss that psi is siply too
cheap, he can require that all skills be
hought at the single-skill cost. Any ability
thet is marked o/ should have a cost
assigned equal to tae normal Power Gost
for that skili, For example, Mentai Steb is
pormally oz, Usiog this system, it would
cost 5 petlevel of Power, as Telepathy has
a cost of 5 per level.

This zesults in radieally higher point
costs for multiple-skilled psis, while stll
allowing a proficient, albeit limited, e
or two-skilled psi-user.

Limiting High Power

The GM may feel hat high fevels of
Power are undesirable. The easicst solu-
fion, of course, is Lo simply set 4 campaign
lirit on Power (3, 10, 15 or sven 20 witt
all work for different types of campaign).
For more flexibility, however, the GM
may want to 2ssign a cutoll point, wbove
witich cost per level of Pawer doubles.

For example, if this cutoff is set at 12,
Telepathy would cost 3 points per level of
Power up to 12, and 10} poinis per ievel
thercafier.

Characters




Power Catalysts

Awakening & power can be ag impor-
tant part of an adventure, or even the goal
of a long quest. The GM should decide
whether all pst abilities can be awakened
by the same means, or if each psi must find
his own unique path to power. Some possi-
bilities: ’

Catalyst Drugs: A rare drug may be
nesded to unlock the power. A catalyst
drug is usuaily hard to come by or illegal,
and may also be dangerous, requiring 2
HT roll (ofien at a penalty) to avoid tempo-
rary or permanent effects, or even addic-
tion. One type of catalyst drug is described
onp. 79.

Telepathy: Awakening a latent psi pow-
er requires the help of another psi, usually
a felepath, who must eater the subject’s
mind and “‘break through the barriers”
blecking his ability. Sometimes the block-
age is the result of some childhood trauma,
and only by recognizing it (requiring a dif-
ficult Psychology or Will roll) will the psi
come to know his or her own power.

Trawma: The psi may gain access to his
powers only afier some sudden accident or
shock. Perhaps 2 telepath realizes his pow-
ers only after being telepathically attacked,
or a ESPer discovers her potential while
suffering temporary blindness after an ac-
cident. This is where the suggested half-
point award to a single skill can be used by
the GM to maximum dramatic effect: the
hero suddenly discovers the power to retal-
iate (clumsily!) against his foe with a Men-
tal Blow of his own, finds she can see,
despite her blindness, with Clairvoyance,
or saves himself from a fatal fall with
newly-awakened Levitation,

Characters

hand, a retired Marine boxing champion who discovers he has ESP and Astral
Projection might be interesting.

Psi Abilities: Anything’s possible. The more powerful and destructive, the
better! Limitations like Uncontrollable and Accessibility can reflect his lack of
training. The character should have lots of points available for Power if he
doesn’t spend much on skills.

Example: Danny Caden, from James Blish’s Jack of Eagles.

Healer

This is a psi who uses his powers to heal others, either directly or by
augmenting normal medical techniques, There are two main kinds of healer:
those who heal bodies, and those who heal minds.

The Healing skills Sense Aura and Healing can diagnose and heal injury and
disease. Less obviously, Clairvoyance and Telekinesis could give normal surgi-
cal techniques a powerful psychic edge, enabling the doctor to see into the body,
or even reach inside without breaking the skin.

Telepathy can give psychology and psychiatry a tremendous boost, enabling
the psi to actually see what is going on in the subject’s mind. Mindwipe can
remove trauma or build up new belief structures. Telereceive can monitor sur-
face thoughts in response to questioning, or probe deeply into the mind to find
the roots of buried psychoses. A psi can even use his power to monitor a person’s
dreams, and illusions could be used to test a person’s reactions to certain stimuli.

Advantages: Reputation, Status, Wealth.

Disadvantages: Pacifism, Sense of Duty.

Skills: Biochemistry, Detect Lies, Diagnosis, Electronic Operation (Medical
or Psychotronics), Hypnotism, Psychology, Physician, Physiology, Surgery.

Psi Abilities: see above.

Example: Elizabeth Orme, from Julian May’s Saga of Pliocene Exile.

Mystic

The mystic’s life is built around expioring the spiritual dimension of psychic
powers. Many mystics are followers of New Age, eastern or neo-pagan tradi-
tions, though some come from more established faiths. A few style themselves
as magicians, witches or priests, but most consider themselves merely enlight-
ened individuals.

Although some mystics are virtual hermits who prefer to live alone, others
work as consulting psychics or spiritual advisors. Any mystic may be looking for
students (or followers) or might belong to an organization that accepts new mem-
bers. A mystic usually makes a willing teacher, but requires students to devote
equal time to learning appropriate Occultism, Philosophy or Theology skills.

A mystic may adventure with a group to learn more about his own powers,
ot because his philosophy requires him to use his abilities to struggle against
what he believes to be evil.

Some mystics use the noisy pretense of powers as a cover for their real
abilities!

Advariages: High Pain Threshald, Patron (other members of his tradition),
Reputation (among other mystics).

Disadvaniages: Sense of Duty, Fanaticism, Pacifism, Shyness, Vows,

Skills: Astronomy (Astrology), Detect Lies, Judo, Languages, Naturalist,
Occultism, Staff, Philosophy, Teaching, Theology, and Writing. A professional
skill is useful, but some mystics try to earn a living as astrologers or consulting
psychics. In that case, Fast-Talk, Merchant and even Streetwise become valuable.

Psi Abilities: Astral Projection, ESP (especially Clairvoyance and Precogni-
tion), Healing and Telepathy are traditional mystical powets.

Example: Maelin, from Andre Norton’s Moon of Three Rings.
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Parapsychologist .

A parapsychologist is a researcher studying the nature of psionic powers and
performing scientific experiments to determine their limits. Many parapsychol-
ogists have controversial theories which have yetto be accepted or proved, while
some are debunkers, striving to expose frauds and educate the pubiic. Scientists
may 2lso be inventors, creating new forms of psionic technology . Most parapsy-
chologists will have strong connections with private research institute or uni-
versity, or work for the government or a corporation.

Psi-rescarchers may not be deliberately seeking adventure, but they can get
imto all sorts of trouble by attempting to smdy privacy-seeking psis, uncavering
unethical experiments being performed by their peers or undertaking dangerous
experiments of their own on themselves or their companions.

Advariages: a research institution may be a Patron or Contact. A positive
Reputation among fellow scientists (or, for a writer of pepular science books,
among the public) is possible. Eidetic Memory is traditional.

Disadvantages: Absent-Mindedness, Megalomania or Fanaticism, a oega-
tive Reputation as a crackpot (among othet scientists) or as 2 skeptic (among
balievers).

Skills: Biochemistry, Computer Operations, Electronics (Psychotronics),
Occultism, Psychelogy, Research. Writing is useful {to publish his results).

Psi Abilities: Telepathy is helpful for keeping subjects hosest. A skeptic may
be a powerful Anti-Psi!

Example: Denis Remillard, from the Inzervention series by Julian May.

T
fl

[N A
i

il

]

Restrictions on Psi Abilities

(GMs may wish to Impose certzin 18-
strictions oa psi powers to fit them more
comfortably luto & particuler campaign sel-
ting.

Limited Power

If this option is chosen, starting psis are
limited to a Power of (for instance) 5 of
iess. The advantage is that the lower Power
level makes it easier for both the players
and GM ;o lears b bandle psionic ahilides,
and the PCs are forced to coiie up with
creative ways o use their relatively weak
abilitics. The disadvantzge is that players
who wish to emphasize their characiers’
psionic abilities may become frustrated by
the constrainls, 3o it's best for &xperienced
roleplayers or for GMs who wish touse pst
in aoo-tradifional geores (6.g-, & Swaih-
bueklers campaign).

Limited Skill

Starting PCs may not begin with wore
than ane or two psi skills per Poser, and
only one poiut In each. The campaign ¢f-
fect 5 similar to Limited Power, bt since

gaining skill levels Is easier (haa gaining

higher Power, this option i far Less likely
to frustrate players. In fact, since the PCs
can quickly acquire totally new psi skills,
his will dupticate the sudden emergence of
new abilifies comman to many scienee fic-
tion psis.

Non-Vielent Psi

If this option is used, psi powers can
never directty harm anyone — skills that
can do physical vz Fatigue damage such as
Meatal Blow, Pyrokinesis and Telekinesis
are just not avafiable, or, by GM fiat, do
not work agzinst lving beings! This forees
PCs ta use more subtle tactics and abilites,
or resort to more mundane forms of vio-
lence. This can be interesting ia a mystery-
oriented campaign, or in one in which psis
are defined as ethically superior o normal
bumanity, With this restriction in effeet,
many psis may decide to take the Pacifiam
disadvanigge; others will learn weapon
skills and martial arts,

Characters
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Physical Disadvantages

A classic genre character is the physi-
cally disabled psi whose great mental pow-
ers enable him to transcend his body's
frailty — and were perhaps awakened as a
result of whatever caused his handicap.

Bliad psis can use Clairvoyance or TK
Sense as a partial substitute for vision, or
Telereceive to see through the eyes of an-
other person or trained animal. Telepathy
can also serve as a replacement for speech
or hearing, and Telekinesis can compen-
sate for 2 missing limb. With the right pow-
ers, event 4 total paraplegic caa participate
in an adventure, using Astral Projection to
accompany his aliies into action.

While taking care not to penalize the
creative player, GMs should reduce the
valne of physical disadvaatages if the char-
acter can reliably use psi to compensate for
it. Remember, a disadvantage that iso't a
disadvantage isn't worth any points!

Mental Disadvaniages

Psis who live in a world where their
powers are rare will often suffer from var-
ious mental disadvantages, perhaps be-
cause of the strain of being “‘different”
from the rest of humaity, or possibly as 2
side effect of their abilidies. Mental Disad-
vantages may be related to psi abilities: a
powerful Pyrokinetic might have Pyroma-
nia (or Pyrophobia!). Or someone with
Telereceive and the Uncontrollable limita-
tiont might have his mind fragmented into 2
Split Personality under the pressure of
alien thoughts.

On the other hand, *‘negative” disad-
vantages (inctuding mitd ones like Lecher-
ous, Jealousy or even Shyness) may be
very rare in 4 telepathic community: it's
likely that they would have been discov-
ered early and “cured.”

Characters

Performer

The performer is a psi who uses his powers to entertain others. He may
pelieve in them, or just use them subconsciously. The most common type is the
“mentalist,”” who entertains audiences with such tricks as guessing the contents
of envelopes, vanishing from sealed boxes and bending spoons. Because the
performer does not hide his powers, he may be easily recruited by agencies,
researchers or individuals seeking a psi.

In worlds where psi is better developed, telepaths could be privately retained
to shape entertaining dreams or play exciting mindgames with exclusive clients.
Psychokinetics (and perhaps Teleports) might compete in special sporting
events, or perform openly in circuses.

Performers may also use their psi powers in a more covert Mannef. Stage
actors, dancers, singers, of comedians could use Telereceive or Emotion Sense
10 sense an andience’s mood and tailor their act to it. A psi with Suggestion or
Telecontrol with might manipulate an audience’s reactions more directly — and
if he had Psychic Vampirism, be could feed off their adulation like a drug! A
professional athlete, circus acrobat, juggler, escape artist or stunt man can use
Psychokinesis or Teleportation to perform “‘impossible’” feats.

Advantages: Appearance, Musical Ability, Reputation, Voice, Status.

Disadvantages: Addiction, Bad Temper, Lecherousness, Overconfidence,
Secret.

Skills: Acting, Bard, Dancing, Escape, Musical Instrument, Performance,
Sleight of Hand, Singing. Any Athletic skills.

Psi Abilities: See above.

Example: Tamisen, from Andre Norton’s Perilous Dreams.
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Psychic Detective

The psychic detective uses Telepathy and ESP to solve crimes and trace
missing persons. He may have a private practice, be an unofficial consuitant for
a local police or government department, an actual law officer or even an agent
of the Interstellar Patrol. A variation on this theme is the psychic reporter,
siffing out stories and discovering conspiracies, The “detective”” may also be
a wholly private individual, like James Schmitz’ Telzey Amberdon, who simply
makes a point of using her powers to Tight any wrong she happens across.

With a high enough Power, a psionic sleuth can be a true armchair detective,
using astral projection, long-range telepathy and precogmition to solve cases
without leaving the comfort of home!

Advantages: Legal Enforcement Powers, or a Patron in a police department
or law office, is handy. A good Reputation is uscful for drawing clients or
getting information. Intuition is good if all else fails!

Disadvantages: Encmies, Sense of Duty (to clients) or Duty (to the force).
Qverweight, or a physical disability, is typical of classic armchair detectives.

Skills: Area Knowledge, Brawling, Criminology, Fast-Talk, Guns or Beam
Weaporns, Interrogation, Research, Shadowing, Streetwise, vehicle or space-
craft skills.

Psi Abilities: All ESP (especially Danger Sense and Psychometry) and all
Telepathy skills (especially Telereceive, Mindwipe and Signature Sniffer). See
Mystery and Psi, p. 114, A variation is the sleuth who investigates psis, but is
himself a normal or a powerful Anti-Psi.

Example: Gil Hamilton, from The Long ARM of Gil Hamilion by Larry
Niven.

Puppetmaster

The puppetimaster uses psi to influence those around him. This needa’t be as
overt as Telecontrol or Suggestion — a psi could nse Emotion Sense ot Telerece-
ive 1o see how people are really reacting to whatever he is saying, and by
constantly monitoring the feelings of his audience, tailor his words and actions
1s he spoke o perfectly manipulate them by saying exactly the right things.

A puppetmaster is usually at (or behind) a position of pawer, 07 trying to get
there. He might have a specific goal, or just enjoy manipulating pecple. A
suppetmaster could be a politician, a senior bureaucrat, a religious leader or a
carporate executive. He doesn't have to be highly placed: hie or she might just be
a successful salesman or the most popular girl in school. The puppetmaster’s
greatest fear is always exposure: even if he only used his powers for information,
people may still feel they were coerced.

Advantages: Charisma, Clerical Investment, Reputation, Status, Strong
Will, Wealth.

Disadvarsages: Jealousy, Megalomania, Secret,

Skills: Administration, Detect Lies, Diplomacy, Fast-Talk, Leadership, In-

elligence Analysis, Politics, Sex Appeal.
. Psi Abilities; Telepathy, especially the skills Aspect, Emotion Sense, Sug-
gestion, Telecontrol, and Teleraceive.

Example: Stephen Leigh's Puppetman, from the Wild Cards series, edited by
George R. R. Martin,

Sensitive

The sensitive is a psychic who is especially talented in receiving extra-sen-
sory information, Some sensitives are empaths who specialize in detecting
thoughts and emotions. Others are psychics or clairvoyants, with powerful ESP
abilities.

Sensitives may sometimes be 00 vuloerable to the psychic emarations that
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Unusual Background

The Unnsual Background advantage
{see p. 94 is the most important tool that
the GM has if be is trying to point-halance
2 psi user veryns other GURPS characters.
If nor Unusual Background cost s assessed,
then two 100-point chatacters — one psy-
chic, one not — will differ wildly in abilicy.

In a campaign where all PCs are psis,
this doesn’t present much of a problem —
g5 long as the GM doesn’t expect his fon-
1si NPCs i stack up to & psi built on equal
points. In a campaign where some of the
PCs have no psi powers, or whers the GM,
plans to use psis in & noo-Supers cam-
paign, he should plan on agsessing & heavy
vrmsual background eost o those withh ac-
¢rss 10 the special abilities listed in GLRPS
Psionics,

The Non-Psiina
Psionic Campuaign

Somesimes it's fun to play the only nos-
psi in 2 eampaign fall of psyckics. Under
what cireumstances would he sdventure
wilh 4 group of psis? Perhaps he was hired
to provide nseful skills the group otherwise
lacks, working as a scientist, tachnician oc
bodypuard. Since he won't have peints
locked up in powers and psi skills, he con
be very competant at what he does and still
lake advantage of a wide variety of psionic
technology. Maybe he's a researcher who
wanis lo stady psionics up close, to prove
or digprave his theories. Or if psis are out-
lawed, perhaps he was a member of the
anti-psi police whe got tired of the killing,
He wouid have knowledge of police proce-
dures and tactics, maybe even useful con-
tacts back in the agency, bur could have
enerties boih in the resistance and the gav-
ermment.

Another afternative 15 10 take one of the
psionic characwer types (e.g., the ghest-
bunter or tha ESPionage agent) and as-
sume that they rely on psi-tech equipmen:
rather than nataral abilites. The chardcter
should be weil trained in Electronics Oper-
ation {Psychotronics), aad would start with
a variety of psiomic devices, either pur-
chased at the normal cash cost if tey are
lzgally 1vailable, or gained tarcugh an Un-
usual Background or a Patron who can
supply therm.

Characters




Rule Changes
for Character Design

Thete are a few changes between the
Basic Set, Third Edition, and this hook.
Noge of them is especially large — they
just seemed worthwhile either to improve
game balance of © make the system, OveT-
all, more consistent. When we reprint the
Basic Set, we'll fix these.

Enhancements and Limitations

FEnhancements have been added. The
way limitations work in this book has been
changed; it gives almost the same result,
but it’s easier to explain and to calculate.
It's aiso wholly compatible with GURPS
Supers.

Psi Sense Single-Skill Costs

The single-skill cost of Psi Sense went
from 2 to 1 — nobody was buying it at 2
polnts per level.

TK Mass Table

This is the biggest change; it doesn’t
sffect character design, but it affects cape-
nilities. Above TK level 16, the “doubl-
ing" changes to 2 straight +250 pounds
per tevel. World-shattering TKs can 1o
longer be created on 100 points . . -

Psionic Resistance
This has been made an advantage
rather than a skill, so non-psis can take it!

Characters

they pick up — the constant mental “‘noise” of other people’s thoughts and
emotions can quickly become unendurable, while the psychic residues generated
by a modern metropolis are often excruciatingly painful. For this reason, many
sensitives choose to live away from cities and people. But their own powers also
make them highly empathic, and few can resist an honest appeal for help.

Advantages: Animal Empathy, Empathy, Danger Sense, Reputation.

Disadvantages: Pacifism, Shyness, Supersensitive. An empathic sensitive
may very honest, o tactful to the point of being a Compulsive Liar, since he
doesn’t want to risk giving offense.

Skills: Artist, Detect Lies, Naturalist, Occultism, Philosophy, Psychology,
Theology, and Writing. If there are combat skills, they may be non-lethal ones
like Judo or Staff.

Psi Abilities: ESP, Telepathy, sometimes Healing.

Example: Lady Miyago, from Katsuhiro Otomo’s Akira comic book.

Ubermensch
The ubermensch (*‘overman’’) knows his abilities make him both different

from and superior to normal humanity. As a result, he feels alienated from the
mundane people around him. He may decide to help the rest of humanity, or he
might consider normals dangerous children, or Worse.

This person is likely to be a lonely titan, perhaps searching for others like
him, or just looking for peace. Some might attempt t0 control the world. His psi
abilities (and often his physical and mental attributes) should be supetior to the
norm. In a world of normals, he is a talenied psi. In a world of psis, he Is
powerful. ‘

A variation on this theme is the person who is different physically as well as
mentally — perhaps a rmutant or alien. This may add extra advantages ot disad-
vantages or exotic features.

Advantages: Charisma, Eidetic Memory, Strong Will.

Disadvantages: Appearance, Megalomania, Overconfidence, sometimes
Youth.

Skills: Nearly anything.

Psi Abilities: Usually Telereceive or Precognition, pius other abilities.

Example: Marc Remillard, from Julian May’s Saga of Pliocene Exile.

Warrior

A warrior can be a soldier, resistance fighter, police officer or spY, but
whatever his profession, he sees his powers as weapons given him to use in
battle. Some psionic warriors mi ght be members of mystic fighting orders, while
others are more pragmatic in their approach to psi.

A warrior may use his abilities directly, attacking with polts of mental force
alone, or he may choose to rely on normal weapons, using his psi powers t0 gain
a subtle edge over his opponents. Decide whether he will fight on his own oras .
part of a tearn: a lone super-warrior needs 2 mix of abilities, whereas 2 teald -
player can afford to specialize.

Advantages: Combat Reflexes, Law Enforcement Powers 0T Military Rank, -
Strong Will, Toughness. -

Disadvantages: Code of Honor, Duty, Overconfidence. B

Skills: Leadership, Stealth, Tactics, Strategy, and all Weapon skills. AP
with Combat Sense can be 2 formidable air or space pilot. :

Psi Abilities: Most Powers have abilities usable in combat. Aside from direct -
attacks and defenses, Teleportation can be vital to commandos; Precognition 5
useful for leaders, and Telereceive and Telesend are invaluable for forming 2%

offensive gestalt. _
Example: Kimball Kinnison, from E.E. “Doc” Smith’s Lensmah series.
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Maay of the existing GURPS udvantages, disadvantages and
skills can be applied in new ways in a psionic campaign. In
addition, several new abilities and disadvantages arc appropriate
for psis.

Status and Wealth

Io a colture where psi powers arc known to exist, psionic
talent may determine a person’s role in society. If psis are &
privileged clite, all psychic characlers should be required 10 bary
Status ¥ {maybe higher) and Comfortable or better Wealth, Psis
who dom’t tiy these advantages should have 2 good justifica-

Advantages, Disadvantages and Skills

er a T AT TFFIITOTIT f2 E Do L e

tion: peshaps they are rebels or outcasts, for example, or have
decided to keep their powers hidden for some reason.

Non-psis in a psi-dominated society may be restricted to low
status and below-average wealth, whetker by actual laws or sim-
ply because they cannot compete with psis. They might also be
prohibited from having Law Enforcement Powers, Clerical In-
vestment, or Military Rank, or at least be limited in the levels of
these advantages that they can achieve,

These same restrictions will apply 10 psis, if widespread anti-
psionic prejudice exists, If psis are hunted or enslaved, then any
known psi will have negative status and little or no wealth,
althougn there may be high-placed psis who keep their powers a
secret (see the Secrer disadvantage, p. 98).
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Animal Empathy
© This also gives a +4 boous when using any Telepathy psi
il on gm animal, with the exception of Mental Blow and
Mindsword, [t adds +2 to the reaction roll when attempting 10
nd with a Catalyst Creature {ses p. 54),

rical Investment seep. BI9
Many religions will have no specific guidetines about psi,
ier because of enlighened attitude or disbelief. If this is the
case, members of that religion may use their powers as they
Wish, as long as they follow the tencts of the faith.

95—

Other creeds may refuse to ordain psis, of even forbid all
merbers of the faith from practicing some or all psi skills,
perhaps applying any restrictions or prohibitions they might
have against magic use 1o psi powers, This can get complicated
if the religion believes in miracles or divine intervention — how
do you tell the difference between a faith healer whose powers
ate miraculous i origin, and 3 true belisver who is nnknowingly
tapping his own Healing pst pawet?

Finally, if psi abilities are thought ar known (o exist, some
faiths may actively promote psi abilities (e.g., New Age reli-
gions), or make posssssion of pst power a requirement for high
rank in the church.

Characters
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Danger Sense see p. B20

‘This is a psi ability in campaigns where psi exists. A charac-
ter with Danger Sense has the ESP Power at Jevel 5, with no
training. Detection is limited to threats within 4 yards range,
unless power is improved.

Empathy see p. B20

This is a psi ability in campaigns where psi exists. A charac-
ter with Empathy has Telepathy Power 3, with no training.
Range is limited to 1 yard unless Power is improved.

Strong Will see p. B23
This advantage is very useful for anyone in a psionic cam-
paign, since most resistance rolls against psi abilities or devices
are made againgt Will. PCs without telepathic Mind Shields
should certainly consider high levels of willl
For play balance, the GM should consider limiting characters
to a maximum Will of 20 {(e.g., someone with 1Q 15 could have

1o more than 5 levels of Strong Will).

Unusual Background see p. B23
This advantage is relative in a Psionics campaign. Depending
on the world, being a flying mutant with ESP powers could be
considered very unusual, slightly odd, or perfectly ordinary.
If psi powers are UNknown or very unusual, even a relatively

trivial power like Cryokinesis could make its owner powerful
(or at least wealthy). Thus, this advantage is used to ‘‘balance”
the psi character against the “gormal”’ character. If this is not a
concern, the GM may simply ignore Unusual Background. On
the other hand, if a few PCs have psi abilities in a non-Psionics
campaign, this advantage is necessary for game balance.

Suggested costs for Unusual Background would be:

Psi powers are incredibly rare (the PCs are the only psis on
the planet): 250 points.

Psi powers are very rare (the PCs and one or two other groups
are the only psis on the planet): 200 points.

Psi powers are rare (only a few dozen psi-users in each coun-
try): 150 points.

Psi powers are widespread (almost all large cities have a
Xnown psi or two): 100 points.

Psi powers are common (it is not unusual to see a psi Of tWo
while grocery shopping): S0 points.

Psi powers are very common (everybody knows a psi): 25
points,

Everybody has psi powers: 10 points.

An extra cost may be requited for someone with unique pow-
ers or skills compared to his fellows (¢.g., he’s one of the only
teleports in 2 world of telepaths), or someone free of limitations
which the GM has decided that most other psis have.

New Advantages

Being of Pure Thought 250 points

You have no physical body whatsoever. You exist only in the
realm of thought, which overlaps the astral plane, the “‘insub-
stantial”” plane, and other regions unimaginable to humanity.
You have normal attributes, and can pass for human in the astral
plane. You can fly at a rate equal to your Move; however, most
beings of pure thonght can teleport. You can perceive the phys-
ical plane, but can communicate with it or manipulate material
objects only through psi powers.

A Being of Pure thought is much more powerful than some-
one with the disadvantage Astral Entity (see p. 98). Whereas 2n
Astral Entity is trapped on the astral plane and can only dimly
perceive the physical world, a Being of Pure Thought can fully
perceive the physical plane, and unlimited other planes.

Beings of Pure Thought are most likely to be found as NPCs,
though an occasional PC might reach that state. The value of this

advantage was calculated from the following GURPS Supers
powers — see that book for details, but the names should be
suggestive: Doesn't Breathe, Doesn’t Eat or Drink, Doesn’t
Sleep, Flight, Invisibility, Insubstantiality, 360-Degree Vision.
15 points was added for an cbligatory 5 points of Astral Projec-
tion power; more can be added at any time.

Becoming a Being of Pure Thought: At the GM’s discretion,
any Telepath may attempt a (Power + Will-25) roll when he dies.
If he succeeds, he may ‘“‘pass on”’ into this state, using later-
eamned character points to pay for the advantage. If he knows
Mindswitch, he can attempt to switch with a living being and
regain a body. The individual thus thrust into the realm of
thought must atterpt a similar roll, but at (Power + Will-15).

An old, experienced Being of Pure Thought (not an ex-PC),
if present at the death of a PC, could help in some incomprehen-
sible way, giving a +10 to the roll to make the transition.

Characters




Mindlink I point per level

Some telepaths develop 2 permanent mental rapport with a
specific individual that is so strong that telepathy seems (0 WOIK
at far greater than normal distances. This is usnally a manifesta-
tion of a particularly close psychic bond — a pair of identical
twins might share 2 mindliok, or twe telcpaths whe are very
much in love could spomaneously develop ome, A characler
must have Telepathy power to have the Mindlink advantage, but
the pereon e is linked to need not be telepathic. Two telepaths
be Mindlinked with each other, but bath would have to pay for
it.

Having 2 permanent Mindlink is an advantage that costs 1
point per level, and works only with that one person. Whenever
you nse any telepathic skilt on the person you are mindlinked to,
your Telepathy Power and skill level in whatever ability you are
using are increased by the level of the Mindlink. The reverse
does not apply, unless you borh have Mindlinks.

For example, Isolde hasa mindlink with her lover Orion. She
has paid 10 character points for it, and 50 has 1 10-level Mind-
link. When Isoldz uses Telepathy to eontact Orion, her Power
and skil! are treated as being 10 levels higher, enabling her to
reach him over a far preater distance than normal. But if Orion

were also a tefepath, he would not gain any boous to contact
Isoide, uniess be also had a Mindlink with her.

At the GM's discretion, 3 Telepath may use earned characier
points to puechase (or improve) a Mindlink with any Telepath be
or she is exceptionally ¢lose to. GMs shouid nat atiow Mindlinks
with cremies, unless the cRemies are un very intimate terms.

Psionic Resistance 2 points per level

This advantage interfercs with all uses of psi, friendly or
hostile, against or by the subject. It can never be tarned off!

If you have Psionic Resistance, the level of your resistance is
subtracted from the effective skill of any psicnic attempt where
you are the subject, even psychokinesis and clairvayance.

1t is also subtracted from your own effective skilt with any psi
ability. You can still have psi powers, bat if you have a i ah
Psionic resistance, it will be hard for you to develop any signif-
fcant abilities of your owi.

Psionic Resistance may also interfere with some kinds of
psionic technology; this depends o the individual device.

Na Unusual Background is required for Psionic Resistance,

Note: Psionic Resistance was part of Ansipsé in the Basic Set
— it is now an advantage of its own.

Disadvantages

Addiction see p. B30

Peis may become sddicted to some of the exotic psi-drugs
described im this book, especially Blue Fire and Brainstorm (p.
78).

GMs may also decide that anyone’s psi skills will go out of
contro! (1., , suffer from the Uncontrollable limitation described
gn p. 30} if they come under the influence of hallucinogenic
drugs, or are very drunk.

A psi may be addicted to using a Psychic Vampirsm skill,
especially Steal Energy, Drain Emotions, or Steal Dreams, This
wald be worth -5 points (because there is no cash cost). If it
were highly or totally addictive, this would increase Lhe cost by
5 or 10 points. Legality would depend on how psis are treated,
whether it the drain was performed on a willing or unwilling
subject, and whether a criminal code exists for psionic assault.
An addict must successfully use the power on sontsone at least
once per days failure results in the usual withdrawal effocts.

Enemies seep. B3¢

If society is hostile toward psi powers, all psi-nsers ard their
sympathizars may have a common Enenyy, such as Foraged
Mobs or Anti-Psionic Police.

Honesty see p. B33
In 2 society of mind readers, everyone but a few deviants or
exiles might possess this "disadvantags.”

Facifism see p. B35

It is sometimes assumed that a telepathic culmre — or anyons
with mind reading o empathic abilities — may be more sthical
than normal kumanity, as their psi abilities enable them to better
wnderstand and sympathize with their fellow beings. Like Hon-
esty and Truthfulness, in some telepathic cultures every norreal
petson may have Pacifism to one degree or another.

Social Stigma see p. B27
Tn societies where pstonics exist openty, psis may suffer from
asocial stigma, typically Minarity Group (-10 points) if psionics
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are legally tolerated but distrusted by the citizens, If they are
kept in seclusion, drafted or ensiaved, they would be Valuble
Property (-10 points). If being 2 psi (or at least a free psi) s
illegal, 3 psi-user nay be an Qutlaw (-13 points).

These disadvantages are further defined by Status (ses
above). For instance, if psis were enslaved, they would be Valu-
able Property with -4 Status, while if all psis were simply
drafted into the military or government sarvice, they world stil
be Valuable Property, but could have normal or high Status.

Tn 2 calturz where psis are ascendant, normals may be coo
siderad Second-Class Citizens (-5 poines) or Barbarians (-15
points).

Split Personality see p. B17

For a characier with the 15-point version of this digadvan-
tage, some selepathic skills will only affect the current personal-
ity of the subject.

For instance, if someong suffered a total Mindwipe of hiz
corent persona, he might still function “‘normally”” when he
switched to another. Similarly, Telereceive may only probe one
set of memories, and a person under the stress of Telecontrol
might revert to a differcnt personality that was more able to
resist domination,

On the other hand, the stress of a psychic attack (or eved
trying to use psi abilities) might trigger a personality change.

Any Telerecsive attempt that reaches the subeonscious will
reveal the existence of a Split Personality. If a psi is aware of
multiple personalities in his subject and can only affect one, he
can choose which personality to affect.

Someone with a Split Personaliry may have up to 5O points
worth of difference between the character sheets of each person-
ality (see p. B37) — and if he’s a psi, he could use some of these
points to buy multiple psi abititics, perhaps reflecting facets af
each personality {e.g., the bad-tempered pyrokinetic or the cow-
ardly teleporter), This lets him have several different powers at
no extra cost, but he would ocly be able 1o use one sctata time,
and the player would have no control over which set was avail-
able at the momeat!
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New Disadvantages

dstral Entity -25 poinis

You exist oaly within the astral plane. You have all the nor-
mal character attributes, abilities, etc., but they operate onty
within the astral plane, excepk for those few psi abilities that can
cross planes (see p. 10). You can detect the physical place, but
can only commuaicate with physical beings via psi unless they
enter the astral.

If 2 human is trapped in the astral planc (¢.g., by the death of
his body), this is the sort of creature he becomes, but he gets no
points for it unless he started the game that way.

A creature of the Net, or a nefrunner trapped on the net by the
death of his body, would be in a similar situation — but in
cyberspace, not on the astral plane.

Disembodied Brain -100 points

You have no Hmbs, sense organs, cardiovascular or gastroin-
testinal systems, etc. Youare a disembodied brain, and all sen-
sory input must be provided throught psi abilicies or hardwired
in.

Vour brain tissue must be supported by an artificial nutrient
system. This will cost $250,000, plus $10,000/month in main-
tenance at TLS (halve costs at TL9 and again at TL10). Weight
is 200 pounds and volume 2 cubic yards. If such a system exists
in 2 late TL7 world, increase space, COSt and weight by a factor
of ten or more.

You have no Strength attribute; you do bave a Dexterity
attribute which will come into play if you tearn a physical skild,
such as Driving, for exercise by remote control. Your physical
brain has a HT atribute (for rolls against shock, etc.) but one
point of actual damage will render you unconscious and two or
more points will kill you. Your life support system may have
armor — see Psionic Technology for rules on equipment DR.

Although you have 00 strength, you have Fatigue points
equal to your 1Q — these are used to calculate fatigue loss from
psi abilities or attacks such s Mental Blow, and measure psy-
chic stress. Recovery rules apply normatly,

You have no glands, and therefore you feel no strong emo-
tions. Lust, bloodlust, terror, and excitement . . . all are lost to
you. You make all Fright Checks at +5, and ignore any physical
result of a failed Fright Check (read down the chart to the first
applicable mental result). But you can still feel intellectual emo-
Hioas like reasonable fear, cold hatred, friendship and greed.

Squeamish people and necrophobes must make Fright Checks
when seeing you; they must check at +2 even if they just talk to
you on the telephone or psionically, and know or guess what you
are. Most strangers, except doctors, will react to you at -1 when
meeting you inl person.

You may have any kind of psi abilities {making you a
“psiborg’), and may be attached to any kind of psionic device
that can use a psiberface system. Psi drugs may be rigged to drip
into your nutrient fluid, with normal effects. Through telepathy,
you could come to experience another’s emotions or see through
their minds. Astral Projection could give youa kind of mobility.
It would be up to the GM whether your astral form is the body
you had (if any) or that of 2 brain {with or without an image of
the life support system). If the cybemetic technology is up to it,
you may possess al interface jack that enables you to be hooked
up to computers, voice synthesizers, sensors, communication
systems, or the like — se¢ GURPS Cyberpunk and GURPS

[tra-Tech.

Characters

Secret Varies

A Secret is some aspect of your life (or your past) that you
must keep hidden. Were it made public, the information could
harm your reputation, ruin your career, wreck your friendships
and possibly threaten your life,

The most common type of Secret i a psi campaign is *‘I have
psi powers.”” In some societies, the Secret may be that you do
not have psi powers, e.g., if you are part of a ruling elite who
are all expected (o be psionic!

The point value of a Secret depends on the consequences if
the Secret is revealed. The worse the results, the higher the
value, as follows:

Serious Embarrassment. 1f this information gets around, you
can forget about ever getting a promotion, getting elected or
marrying well. Alternatively, your Secret could be one that will
simply attract wawelcome public attention if it is known, -5
points.

Uster Rejection. If your Secret is discovered, your whole life
will be changed, Perhaps you would lose your job and be re-
jected by friends and loved ones, or you might merely be har-
assed by admirers, cultists, long-lost relatives or the press. -10
points.

Imprisonment or Exile. 1f the authorities uncover your Sectet,
you'll have to flec or be imprisoned for a long time (GM’s
discretion). -20 points.

Possible Death, Your Secret is so terrible you would face
execution by the authorities, lynching by a mob or assassination
by enemy agents if it were revealed. -30 points.

If a Secret is made public, there will be an immediate negative
effect, as described above, ranging from embarrassment 10 pos-
sible death. There is a lasting effect — you suddenty acquire
new, permanent disadvantages whose point value equals twice
that of the Secret itself! The points go first to buy off the Secret,
and may then (at the GM’s gption only) be used to buy off other
disadvantages or (rarely) new advantages. Any wnused points
are lost, reducing the character’s point value.

The new disadvantages that can be acquired must be appro-
priate to the Secret and should be determined (with the GM's
supervision) when the character is created. Most Secrets turn
into Enemies, Bad Reputations, and Social Stigmas. They may
also reduce the value of Status or Weglth — going from Filthy
Rich to merely Very Wealthy is effectively a-10 point disadvan-
tage. Some Secrets could even turn into mental or physical dis-
advantages, though this would be rare.

Tf the GM allows you to buy off old disadvantages of add new
advantages, these too must be appropriate to the Secret, The
most common disadvantages to be bought off are Duty and De-
pendents (*‘Leaving job and family behind, he fled the
country™’).

In general, a Secret is threatened during a particular game
session if the GM rolls a 6 or less on three dice before the
adventure begins. However, as for all other disadvantages of
this type, the GM need not feel constrained by the occurrence
1ol — if he feels the Secret should come into play, it does!

When a Secret appears, it is not usually made pubtic; instead,
the character faces some circumstance that might result in reve-
lation if he does not take appropriate action. This may require
him o cave in to blackmail, stcal incriminating documents,
change his identity, or find someone good at Mindwipe.

Regardless of the solution, however, it's only temporary —
the Secret will appear again and again ungil it is finally bought
off. Secrets may be bought off either automatically through ex-



posure (see above} or with carned character points over the
course of play.

Sleepwalker -5 poinis

You walk in your steep (*‘somnambulation”’). Thig ig usually
just annoying or exobarrassing (unless you fall down the stairs),
but can be very dangerous if you sleepwatk while encamped in
hostiie tetritory!

If sleepwalking would matter during the adveature, the GM
tolls 3¢ any time you go to sleep. On any roll of 8 or less, you
will slecpwalk sometime during the night. You wake up after
walking for 1d minutes, or if someons else awakens you. The
GM will make DX rolls to see if you trip while going dowa
stairs or walking over rough ground — if this happeas, you will
wake up suddenty and be mentally stunmed.

While sleepwalking, you are considered to be in a hypoa-
gogic state (see p. 51) and are thus very susceptible to telepathic
influznces. A person with Teleportation who would normally
steepwalk may sleepjanp instead — see p. 49.

Supersensitive -2 points per level
This disadvantage is only available to Telepaths. You are
sensitive to the thoughts or emotions of people af the time. You
can hear the thoughts of everyone around you a5 a constant,
rritating low-level buzz of psychic noise, but these thoughts are
always just below the threshold of conscious understanding!

The range at which you pick up psychic nofse is based on the
Telepathy Range Table (p. 20), with the nusber of Jevels you
have of this disadvantage being used instead of Fower to deter-
mine the distance. Examplz: You bave 10 levels of Supcrsensi-
tive, so you are affected by anyone within 100 yards. This would
be worth. 20 points.

Aslong as you are in range of other sentient beings (IQ 7+)
you suffer a -1 on DX and IQ, or -2 if in range of 10 or more
people, -3 if in range of 100 or more people, 4 for 1,000, cic.
If DX or 10 is ever reduced below half because of this penalty,

you coilapse and can take p0 actign uiil the *‘roige’” goes away.
People with Mind Shields do not bother you.

You cannot use Supersensitive to gain information about
others thoughts or ewotions or use it Lo determine their loca-
tions (aithough the simple fact of receiving psychic noise, and
the lovel of that moise, will kell you that people are present within
JOUI [ange}.

Any drags or devices that increase or decrease Telepathy
Fower level (not just skill) will affect this disadvantage in the
same way. Example: Tsolde, with Supersensitive-5, takes a psi
drug that increases all her psi powers {including Telepathy) by
50%. Her normal powers go up in level, but 50 docs her cisad-
vaniage — for as long as the drug affects her, she has Supersan-
gitive-3|

Telepathic Addiction -10/-20 points

You are s0 used (0 opening your mind and thoughts to oiber
telepaths that you hecome lonely, depressed and withdrawn
when you arc denied this kind of mental rapport. In order o
have this disadvantage, you must have both Telesend and Tele-
receive skills at level 10 or better, This disadvantage is common-
est in openly telepathic sccicties.

To avoid withdrawal symptoms, you must enfer ino Fuli
Commution (p. 36) with another telepath for a minute or more
every day. If you do not, breat is as drug withdrawal {p. BI0}
with 2 -5 op withdrawal Tolls, except that rolls are made against
Will rather than HT. A failed roll stili means HT is lost. If you
can no Jonger use your Telereccive skill at all (e.g. your powers
have somechow been disabied), all rolls are at -10, since you 20
tonger have the comfore of even shallow telepathic awareness.

While underpoing withdrawal, you will suffer from mental
problers. Chocse one of the following disadvantages you don't
afready have: Bad Temper, Severe Shyness, ot Paranoia. If you
survive withdrawal, you may eitber buy off this disadvantage, or
replace it with one of the above mental disadvantages.

This disadvantage is normally worth -10 poinis, It is warth
220 paints if the telcpathic rapport must be with a specific person
or being.

Skills

Armoury/TL {Psi Weaponry) see p. B53

Armorers may specialize in psi weaponry, This covers build-
ing and repairing the weapons, defenses, and weapon aceesso-
ries described in Chapter 4.

Beam Weapons/TL (Neural) see p. B4

The Beam Weapons (Neural) skill aflows the user 1o fire
psionic beam weapons without penalty. It also covers non-psio-
nii¢ neural weaponry, such as paralysis and nerve guns and hyp-
1agogic projectors.

Bigchemistry/TL see p. B4

With proper equipmeat, sonicone with this skill can attempt
0 create or analyze psi drugs, Using this skill or Genetics/TL, a
scientist could perform genetic tests to determine if 2 individual
possessed psionic powers.

Scientists with biochemistry skill cam take ‘‘bio-psi™” as an
oprional specialzy (p. BS®). This gives them special familiarity
with the biochemistry of the brain, and the chemical and genetic
basis for psicnic abilities.
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Electronic Operation/TL (Psychotronics) see p. B58

Psychotronic equipment is a specialty of Electronic Opera-
tion, 1t deals with the use of any type of psiomic glecrronic
gadgetry. If the apetator doesmot have this specialty, the penalty
for its tack is ondy -2 if its nse falls into the same category as his
actual specialization. Tins, someane with Elactronics Operation
(Comrmunications) would oaly suffer a -2 penalty if using a
psychorronic COMMUDIcator.

Electronics/TL (Psychotronics) see p. B&D

This is the skill of designing and repairing psychomonic hard-
ware — peychotronic engineering, Se¢ Electronics Operation,
ahave.

Hypnotism see p. BSh

Successful usc of Suggestion ot Telesend gives 2 +2 bonus 10
Hypnotism rofls (p. B56). Cther Telepathy abilities do not give
a bonus.

A subjest placed into a hypnotic trance has lawered resistance
against telepathy or psychic vampirism. For every 2 poinis te
Hypnotism contest of aXill succeeded by, reduce both the
subject’s effective Will and the Power of any natugal (not artifi-
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cial) Mind Shield by 1, only for the purposes of resisting telep-
athy or psychic vampirism abilities.

Qccultism see p. B61

Occultism skill will rarely give useful practical information
about how psi abilities work. It is useful for tracking down the
history or Jocation of individuals and groups who may be con-
nected with psi or the supernatural, or for researching suppos-
edly *‘haunted” areas that might actually be manifestations of

psi.

Psychology see p. B62

A parapsychologist is a psychologist who studies people with
psi abilities. Parapsychology may be taken as an optional spe-
cialty (p. B5G) by any psychologist.

Psychologists may be able to discover the cause behind the
generation of spoBIANEOUS psi events (see p. 46), or discover
buried trauma that is preventing a patient from *‘awakening'’
latent psi powers.

Psychologists may be able ta determine a psychological basis
for specific limitations OB psi-skills (e.g., “UJsable Only vs.
Opposite Sex'), thus providing a rationale for the player to buy
it off after undergoing therapy or analysis.

Any type of psychologist can get a bonus to his Psychology
roll if e is actually inside the subject’s mind through Telerece-
ive while examining him. See Telereceive, p. 25, for how psy-
chology skill may be used.

Another useful optional specialty in a psi campaign is the
psychology of dreams ~ see Dreamscanners on P, 65.
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New Skills

Body Sense (Physical/Hard) Defaults to DX-6
or Acrobatics-3

This is the ability to adjust quickly after teleporting; roll at -2
if you are changing facing, -5 if you are going from vertical t0
horizontal or vice versa! (Yes, you can use Teleport to get up in
one turn if knocked prone — but it's not easyl)

A successful roll allows you to act normally after teleporting.
A failed roll means disorientation — 10 actions except defense
possible on the twm you teleport. A critical failure means you
fall down, physically stunzed. Modifiers: +3 for Absolute Di-
rection or 3-D Spatial Sense,

Mind Block (Mental/Average) Defaults to Will4

This is the ability to sct up 2 non-psionic mental block to
prevent psis from listening in on thoughts ot emotions using
Telereceive or Emotion Sense (only).

An example of a mental block might be doing complicated
mathematical calculations, or repeating poetry Over and over
again. Anyone can do this for & short time (roll vs. IQ or
Will +4), but maintaining a deliberate mental block while doing
something else, under stress, of for more than a miaute, requires
skill.

The GM may require a Mind Biock roll whenever a question
arises about whether someone is o is not thinking about some-
thing important. This procedure is useful even for those who
don’t have the skill — roll against the default value. A new 1ol
may be required each minute that the person does nothing, of
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exch turn in combat or stressful situations {e.g., when someone
is trying bard not to think about something that concerns him a
lot).

If this skill is used, roll a Contest of Skills between Mind
Block and Telereceive, once per miute. This is separate from
any other roll required to make the skill work or to get through
a Mind Shield. If the subject wins, the peeper will get nothing
but poetry or the multiplication tables. If he loses, he is not
successfully blocking. A successful Telereceive will discover
part or ail of whatever be is thinking.

If the Mind Blocker rolls a critical failure, he thought about
it — in detail — right there in the forefront of his mind!

If someone is doing nothing but concentrating on blocking,
they get a +2. Someone who is mentally or physically stunned
rolis at -3. Rolls to hide emorions rather than thoughts are
harder, and should be made at -2 or more depending on how
strong the GM rules they are. GMs may impose additional pes-
alties for other circumstances, €.g., trying to mind block your
emotions while sneaking up on your most hated enemy.

Paraphysics/TL (Mental/Very Hard) No Defult

Prerequisites: Physics-12+, Biochemistry-12+

This is the study of the underlying physics behind psi powers:

A paraphysicist can develop the theoretical basis under which

new psi abilities or psychotronic devices work or answer ques-
tions about how psi interacts with the physical world.

— 100 —
——EES




O YO P, T

PSIONIC
CAMPAIGNS

the concrete jungle while Jeric and

The hawk wheeled in lazy circles over
Melinda wiched the benighted city through its eyes. So this was Lordon, the

fabled City of Ghosis. There was 1o sign of life or movement. Only a few
drifring plumes of smoke showed that peaple still dwelt somewhere, among

the ruins left by the Total War.

Jeric and his companians had beet sent from the Enclave in the Black
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Everyone’s a Psi

The basic assumption in GURPS Psi-
anics is that psionic power is a special gift
that ooly some people have. But what if psi
is an ability everyone shares? Flashes of
intuition, défd vu and precognitive dreams
are all examples of this innate power cpet-
ating unreliably. But with proper training,
anyone can develop their latent powers and
learn psi skills.

This means that everyone should buy a
Power level of § in afl Powers {this costs
33 points; since gveryone has it, GMs may
wish to use a 133-point base for charac-
ters). Most people will lack any skill and
be latents {p. 86), unaware of their abilities
— characters may, of course, bay higher
Power levels or psi skills, altbough GMs
may wish to restrict characters to having
psi skills in only a few Powers to start with.
A PC without psi would stll start at 133
points, and might also have a Social Stigma
(Mind-Blind).

Racial Powers

In a Fantasy or Space campaiga in
which multiple races were encountered,
each species might have a monopoly on
one or two Powers. There seems to be
some basis for this: very few human Tele-
ports are recorded in history, unlike people
who exhibit ESP-like powers. To reflect
this, the GM could decide that only hu-
mans can have Telepathy and ESP, the
scle Electrokinetics are the Hey'an cy-
borgs, the ozly known Teleporting species
are the fun-loving bat-winged Skree, and
so on. In some races these talents would be
latent or limited to a few individuals {Anti-
psi or ESP among humans, for instance),
but in other races everyone might have the
power.

Qr a race may possess a specific One-
Skill Only power. If the skill was (for in-
stance} Psychometry, and only a minority
of people possessed it, the influence of psi
on the campaign would be very slight. But
if the psi skill was something like Telerece-
ive, psis could sdll be very effective. If
enough telepaths existed, they could
change society. And if the only talent
around was something like Mindswilch
. .. if everyone could Mindswitch . . .
things could be very weird indeed!

>sionic Campaigns

Jeric and his companions had been sent from the Enclave in the Black
Mountains in answer to a desperate telepathic cry for help from a fellow band of
“new humans'' in London. Their quest had taken them across Wales, and over
the terrible mutari-haunted moors of Salisbury Plain, They were the best psis the
Enclave had, but he prayed that they weren't too late, that the Londoners had
managed 1o hold out this long.

It was a costly journey. They lost Rhys first, to a Nightstalker ambush — his
telekinesis dropped the mutants’ leader, but his own shields failed, and he fell to
a bullet from a hidden wolfgirl. And only three days ago, Irene had been bitten by
a poisonous Deoth-Adder. Before she died, she had Mindswitched with Jeric’s
hawk, but the animal’s tiny brain could not hold her full intellect. Jeric grieved
forthe friend and lover he had lost, knowing it was all for nothing — the Londorer
telepath hadn't contacted them for days, and he feared they were all dead,

1t was Irene who saw the flashes of light — gunfire, near the Thames. Her
raptor’s cry of triumph, and a swift thought winging down, broke through Jeric’s
gloom. He smiled, letting himself feel a sudden surge of hope — the London
Enclave was still holding owt, after all. The three of them could be there in a few
minutes; together, their powers might make the difference. Perhaps they were
not too late after all . . .

Origin of Psi Powers

Before introducing psi into a campaign, the GM should ask himself the
question ‘“Where did these powers come from?’” There are many possible an-
swers, some of which are presented below. He can even use more than one,
particularly if several psionic races exist!

They Always Existed

Only in the late 19th century did researchers begin to pursue the idea that
psychic powers might be explainable by science. Earlier, they were considered
supernatural by those who believed, superstition by those who didn’t. But real
psi powers might still have existed since antiquity in the guise of magic or
miracles.

Perhaps everyone is innately psionic, but for most people this facility will be
so weak as to be useless for anything more than occasional flashes of intuition or
d&jd vu. Perhaps the ability to make effective use of psi is genetically inherited.
If 50, particular psionic powers might run in certain families, or even be associ-
ated with cther inherited traits, like Eidetic Memory or insanity. If psi powers
(or the genes they are linked to) do not help their possessor survive, psionic
potentizl will remain rare. On the other hand, if psi power is a survival trait by
itself, more psis will live to have children, and psi will become more common.

How widespread psi will become depends on whether the genes are recessive
or dominant. If power-genes are recessive, psi abilities would occur in a person
only if both his parents had the same genes. So psi abilities would be rare.

But if the genes were dominant, only one parent need have the right chromo-
somes for a child to inherit the power. If both parents had the power, their
offspring would be very strong, inheriting both their parents’ ability — and
unless the “‘power genes’’ were very rare, the psionic population would grow
rapidly!

The March of Science

This opticn assumes that psi is a natural ability as above, but remained weak
or unreliable until there was irrefutable scientific proof that such mental powers
exist. This spurred further research, leading to programs for training psis, and
the careful categorization of the different Powers and their associated psi skills.
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An effective means of testing for psiis developed, along with a full understand-
ing of the genetic basis (if any) of the powers, If orthodox piysics and psionics
are reconciled, technalogy designed to duplicate or amplify pst abilities may be
als0 be invented,

Thig premise can be used to explain the development of standard psionic
sbilities in a campaign set in the future, providing a simple rationale for the
development of psi in any GURPS Space campaign at any TL. By assuming that
successful research has remained secret, GMs can also use it 10 explain powerful
psi abilities within a contemporary of historical setting. Anexample of this is the
world background in the next chapter.

Mutant Powers

1§ no normal bumans have the potential for psionic abilities, then psis might
be mutants born with a genetic ““x-factor”” not found amon g the rest of humanity.
But a successful mutation could spread through the gene pool; if the psis Survive
and have children, mankind could eventually evolve into a psioaic species. In
fact, a campaiga coald be set at that Yeritical point,”” where psi-mufants existin
aumbers large enough to threaten Homo sapiens’ dominance (25 in A. E. Van
Vagt's Slan).

paionic mutations could be freaks of nutural evolution, as in Olaf Stapleton’s
classic novel Odd Jahn, or might be triggered by man-made catastrophes. This
may be radiation from 2 nuclear wat, as in John Wyndham’s The Chrysaiids, bul
there are many other possible muiagenic agents. These include a genetic virus,
stpernova radiation, the decline of the ozone layer resulting in increased expo-
sure to solar flares, or even the unforeseen mutagenic properties of food addi-
tives, drags or chemical waste.

The concept of psi powers as mutations is very appropriate for Supers and
post-holocaust Survivers campaigns, especially if the “new humans’' are op-
posed by the jealous remmants of “normal” bumanity.

Alien Intervention
In this campaign, extraterrestrials teach us how to properly use our psi
abilities. 1f some humang have psionic potential, the aliens may want us to join
thern in mental fellowship as part of a *‘galactic mind.”” Or there might be more
pragmatic motives behind their actions. Perhaps they want us for allies in an
interstellar war, or need human brains as living engines for their FTL drives!

Alien visitors may even find that humagity bas powerful dormant abilities,
perhaps greater than their own: maybe 4/l of bumanity has an innate potential for
psi, whereas ooly a few special talents exist among the aliens.

If aliens can mate with humans (possible if both races sprang from common
ancestors eons ago) then the haif-breed children may inherit some or ali of the
alien psi potential,

Another kind of alien in-
tervention is symbiosis, An
alien life form joins (mentally,
physically or both) with a
human host or partner. This
may be a catalyst creature (p.
54) which telepathicaily bonds
with its companion. Perhaps
people with psi power are
hosts for invisible energy be-
ings that give them their abili-
ties while deriving mental
sustenance from human emo-

Gender, Sex and Psi

Science ficlion Fas often entortained e
idea that geader or sexual actvity may ke
related to psi. Some possibitities of 3is
somt are describad below, tut remember:
each is opfiongl, and some are mutaky
exclusive,

No Psianic Children: All psi powers
manifest during pubarty. As a result, pre-
adolescent psis are rare or norexisent, and
most people discover their psychic abilities
while stil] teenapers, This is a siock fzebure
of many “mutant’” stories involving psis,
and worls well with what is knows o pol-
rergeist phenomena.

No Psionic Adultr: Psi powers disep-
pear at puberty — only preagolescent chal-
dren have psi powers! See Timothy Zaho's
A Coming of Age 38 20 cxample of how this
might affect 2 society.

Gender-Based Abilifies: Some or ail
powers cowd be made gender-specific —
perhaps caly males caa be espers and oaly
femzles may have Teleportalicn, or some
suck combpluation. This division could
apply instead to pst skills wittin 2 Power
Group ~ see Christopher Stasheff's The
Wariack Tn Spite of Himself and sequels.
0r perhaps psi power itself is sex-licked,
so that {for instance) all psis with signifi-
carit Power are female.

$ex and Psi: Maybe seaual acfivity io-
erferes with psi powers. For instance, 12
hanrs of abstnence are required to use psi
without penalty; any sexual activity results
i 1 < penalty io all psi sidlls, a result of
increased hormonal Jevels izterfering wilh
the cemers of tie brain governing psi. This
may explain the vows of certain ntystic or-
ders, and the legend that witches who lose
their virginity also fuse their powers! See
Marac Zimmer Brzdley's Darkover seties
for an example of a society with this sort of

el
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Primitive Psionic Cultures

In a Space setting, the GM may wish fo
reate [ow-tech societies in which psionics
e widespread. Normally, when space-
arers visit a primitive world, their ad-
ranced technology gives them a great edge
wer the natives. Their adventures will be
nore challenging if the natives are psionic
- especiaily if the PCs are not — and the
3M will be able to run swords-and-sorcery
idventures in & Space campaign!

A primitive campaign may have psiasa
iecretive magical force, an open part of a
wociety, or a bit of both. Travelers may not
wen redlize that certain powers are psi,
sspeciatly if they are cloaked in the trap-
Aings of magic and ritual.

When designing such a world, it can be
vorthwhile to play around with unusual
wustoms and cuitures created through the
nteraction of psi and scciety. The inhabi-
ants might believe their powers are the re-
ult of magic, religion or science; they may
wave developed primitive (or not so primi-
ive) psi-tech as well, If psi is limited to a
uing caste, the peeple could consider
hese psis to be the children of the gods, or
be gods themselves. Visitors who demon-
trate similar powers may be considered
tods too — or demons,

There are many examples of low-tech
ssionic cultures in science fiction; one of
he best is Marion Zimmer Bradley's
darkover. The Forbidden Tower and Her-
tage of Hasmr are excellent books to start
he series with. The works of Andre Nor-
on, and many post-holocaust novels, such
1§ Robert Adams’ Horseclans series (see
SURPS Horseclans), also include psi as
wrt of a low-tech setting.
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tions, experience or life force. These *“psi wraiths’’ or ““mental symbiotes™ could
even be inherited: if two psis mate, so might their energy wraiths, producing an
offspring which possesses the unborn child!

Alien intervention may also accidentally result in psi powers, perhaps as a
result of contact with a telepathic energy, alien viruses or strange radiation,
Many people claim to have experienced heightened ESP or Telepathic abilities
after contact with UFOs. The alien visitors needn’t be benevolent: UFOs could
be sinister psychic vampires feeding on our emoticns!

Genetic Manipulation

In this case, effective psionic powers did not evolve naturally in humans.
Instead, they resulted from tinkering with human (or alien) genes. The goal may
have been to create psi potential from scratch, or to raise it to a useful level.

GM:s should decide who conducted the experiments, how long ago, for what
reason, and if they are still going on! The experimenters may be performed by
aliens, corporations, the military, intelligence agencies, private scientists, the
Iuminati or even criminal organizations. The motive might have been further-
ing of human evolution, simple profit, or even the forging of living tocls or
weapons. Psi research may even be an accidental spinoff of another kind of
project — the search for a stardrive might lead to an investigation of the biophys-
ics behind faster-than-light teleportation or telepathy.

Technological Powers

Perhaps natural psi abilities do not exist at all! The only “‘psi powers’ are
advantages like Empathy or Danger Sense. But while there are no natural psi
abilities, psionic powers may be gained through advanced technology.

Several artificial means of granting psi powers are discussed in the chapters
on psionic technology. They include neuro-psi implants, proteus viruses, cata-
lyst drugs and brain-tissue grafts. Alternatively, even artificially induced psi
powers may not exist, but psychotronic devices like dreamscanners or mind
probes might still be available.

Psi in Society

Even in a campaign that is not centered around psi, its presence will affect
society. This will depend on how common psi powers are, and whether they are
publicly “‘proven’” to exist.

If psi remains a shadowy occult force, then the influence of psychic powers
will only be felt ‘‘behind the scenes.”” On the other hand, if psi powers are
proven to be both real and useful, society will be changed. Psionic research can
proceed quickly, and the GM can experiment with the effect psi can have on the
world.

Some possible ways psi could interact with society are described below.
Remember that several of these premises could exist at once in a campaign, in
separate regions or on different worlds.

Mysterious Powers

At present, the major stumbling block of parapsychology as a science is that
psi powers seem to be too unreliable, subjective or nebulous to demonstrate
properly to skeptical observers.

In a “Mysterious Powers’’ world, psi powers are as mysterious and difficult
to prove as they appear to be in the real world. Truly powerful psis are so rare
that only a few exist at any one time, and they often have more important things
to do than submit to rigorous testing of their abilities. This makes it easy for
establishment scientists to ignore evidence of psi abilities.
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In this type of campaign, GMs should restrict characters to ““invisible™
mental powers like Astral Projection, ESP, Psychic Varnpirism and Telepathy.
The other powers — that is, Flectrokinesis, Healing, Psychokinesis, and
Teleportation — are pither banped ot restricted to Power 5 or less, Furthermore,
the GM should require that ali PC psi skills have the limitations (see p. 9) of
Unreliable {working at no befter than an 8 or less), and gither Fickle or Uncon-
irollable. No character should start with a higher skill level then his IQ, and
psionic technology will be rudimentary. 1f eharacters take additional limitations
like Emergencics Only, Only During Hypootic Trance, o Ouly Works on Othet
Psis, even the most apen-minded Tesearcher may oot be able to prove that psi
gxists!

This setting works well if the GM wanis psi abilities to remain secret and
society to remain unchanged. The main disadvantage ig that some players may
be unhappy with such a low-powered campaign.

Secret Masters

In this sctting, powerful psis exist, but are deiiberately keeping a low profile
- perhaps for good ceasons! Ope ot more groaps — anything from go VeITINENts
to corparations to the Tilaminati — are working to making sure that psi pawers
remain unproven, perhaps (o pratect their own monopoly. Pacapaychologists
who seem close to proving the existence of psi powers may be discredited, their
experiments sabotaged. fncidents of paranormal activity ate carefully moni-
tored, and real psis are recruited — or eliminated.

1f 2 Secret Masters campaign is set in the contemporary world, the GM can
have fun with reports of “‘real” psychic and occult happenings of govermment
cover-ups. Supermarket tabloids are particularly useful for inspiring adventures,
but new-age magazines and parapsychology journals can also provide scenario
ideas. Current events can be worked into the campaign; pethaps that *“clas-
sified” space shuttle Jaunch actually carried a telepathic psiborg intended to
communicate with ballistic missile subs . .. By postulating the existence of
competing secret organizations and cover-ups by shadowy government agancies
the GM can create an effective atmosphere of copspiracy and paranoia.

A contemporary Secret Masters background is described in the next chapter.

Special Talents

Psionics have been scientifically proven to exist. Most scientists and the
general public are convinced that psi is real. As a result, society is, to some
extent, fransformed. Psis are not the rulers, but they command high fees and are
highly respected. They may alsa be distrusted by normal society.

Psis may find Tucrative employment in any field that can exploit their talents.
In some positions — in the judicial system, or as psychologists — they may
totally transform a profession. If they are allowed to use their talents for the
benefit of society, the world could become a very different place. A few of the
changes might be:

Politics: A single politician with mind control powers would be very danger-
ous. But imagine how much mare nonest elected officials would be if we could
read their minds!

Medicine: Healing and Sense Aura are the obvious skills, but Emotion
Sense, Clairvoyance, Telekinesis, Drain Emation and even Cryokinesis would
all be of vital importange to the psionic physician.

Psychology: ENOTIOUS Progress would be made in the treatment of psyche-
logical problems. The impact on the economy alone would be staggering, s
drug, tobacco and alcohol dependence could be cured almost instantly with the

proper use of Mindwipe.
Social Contral: The ability to Mindwipe 2 person’s antisocial tendencies
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Psionics Institutes

Ou tae surface, this s a research foun-
dation dadicated to psionics ar pecapey-
chology. It may be just that, but it coud
also be a secret society that offers aic and
training t psis.

The Insitute may he “good” or “evil.”
A sinister organization might take advan-
tage of a FC with developing Lalents, geiting
him into trouble; & henevelent instifle cao
Lelp prowect a psi from persecution. Either
type can provide useful fraiging, theuph
here may ve & price to pay. Of course ke
institue could be & Ted herring, saffed by
crackpats!

There may he one such institite, wirh
hranclies everywlere, Or MAcy compeing
organizations, including those that are
fronss for military or intefligence organiza-
tons. If psis are persecuted and psioaic
research is illegal, the Instute will be o
deeper cover, perhaps disguised as a uni-
versity psychology department.

There are two cegumon variatons o
the Psiorde Instite:

The Psionics Gulid

Psis hand together ta enforce a code of
ethics o their mewmbers, prevent their ex-
ploitation. and maintain & moncpoly oo
psionic services. The guild may even
blacklist or punish psis who "'go free-
lance’’ and refuse 1o accept ils authority. A
Psionics Guild may embrace all psis, or
fhere may be separate orgauizalions for
different professions (.g., psychic healers
or fudicial telepaths). A wified Psianics
Guild could be 2 very powerful political
farce.

The Enclave

This is & hiddden community of psis liv-
ing apart from non-psioni¢ scelcty, Al ea-
clave may appear ormal oo the surfacs,
bt when owisiders area't preseat, psi abil-
ities are in daily use: town meelings are
conducted by telepathy, telekinesis i5 used
to do the distes, and everyoné tevitales or
ieleports, Ap Exclave may be 2 ulopia,
where everyone exists in metal harmooy
and companionship or kelp s just 2 thought
away. Or it may be a rigid pomounity in
whict privacy is usknown and every
“deviant’ thought is contralled and sup-
pressed, Peaple who grew up in ;1 En-
clave may have trouble adjusting to the
curside world!

Psionic Campaigns
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Working Psis

The section Special Talens (g. 105) de-
scribes some “real world™" uses for psi.
But not all psis are brain surgeons or spies:
many mundane professions exist where
psionics could be beneficial if used openty
or secretly.

Archaeologist: ESP, especially psy-
¢hemetry, is useful for knowing exacly
where to dig. Retrogression lets a scieatist
explore the past first-hand!

Artist: Psi could usher in new art forms,
such as thought pictures, telepathic music,
dreamweaving, llusions and photokinetic
light sculptares. A telepathic writer or poet
could use his power to pain real insight
into olher people’s minds.

Clergy: Teiepathy and Healing powers
are invaluable for helping parishioners
deal with problems - not to mention deter-
mining whether a person in confessional is
holding something back!

Hunter: ESP and Telepathy make track-
ing easier; the stalker could even communi-
cate with animais. An ESPer could be a
professional treasure-hunier, or finder of
missing objects or people.

Insurance Invesiigator! An insurance
company could employ skilled Precogs to
determine if someone was a good risk, or
to predict disasters and prevent them, be-
fore they cost the company millions of dol-
lars.

Messenger; Psis with Telesend could
{ransmit secure messages, though they
might have to agree to submit to Mindwipe
afterwards, Teleports can be used as couri-
ers.
Rescue Worker: Autoteleport enables 2
rescue team to instantly reach a disaster
site, and precogs could arrive before it oc-
curs! Levitation lets a psi get to trapped
people, while TK can remove debris or lift
victims to safety. Telescan can quickly lo-
cate people in trouble. Pararedics will use
Healing.

Secretary: A person with Telereccive
and Telesend can be a perfect secretary.
Instead of having to take dictation, a tele-
pathic secretary could know the boss’s in-
tent instanty!

Service Jobs: Store clerks, wailers, cab
drivers or beilboys with Telereceive could
read their client's intentions before they
were vocalized, providing prompt service.
A chauffear with Teleport or a telepathic
and telekinetic busler might command fag-
tastic wages . . . or be valuable property.

Technician: Clairvoyance lets a techni-
clan examine the inside of a device without
taking it apart; telekinesis might enable her
1o fix it the same way, and provides a use-
ful “third hand.”

Psionic Campaigns

would greatly reduce the need for prisons. But what if holding the wrong politi-
cal or religious beliefs were considered antisocial?

Entertainment: 1llusions, Photokinesis, PK Shield and Levitation could
stage awe-inspiring stunts and speciat effects. Audience participation would take
on a whole new meaning through a telepathic gestalt. Some entertainers might be
psychic vampires, draining energy from their fans! As for roleplaying games,
forget complex rules: let’s dreamlink and five a story!

Law Enforcement: If police and judges had Telereceive, Signature Saiffer,
Telescan and Psychometry the crime rate would decline sharply. The authorities
may not be able to arrest someone for thinking about Tobbing a bank, but with
Precogaition they could certainly catch him at the scene.

Education: Telepathy would allow teachers to develop programs of study
that fit the needs of an individual student, quickly determining how best to teach
him or motivate him to learn. It would also help direct a person into the area for
which they’re best suited. Telereceive can find out how much a student has
progressed without resorting to clumsy exams of {ests. Suggestion can set a
““mood”* that encourages learning.

See the sidebar Working Psis for other ideas. A society in which psis are free
to use their abilities will have laws to keep them from abusing them, e.g., for
“‘mental privacy.”” Special police divisions, possibly staffed by psis or antipsis,
will be created to deal with psionic criminals, and PCs may be members — or
targets. Professional psis may adopt a code of conduct, or have one forced upon
them. Psis might be forced to register with the government, and be called up to
serve the state via mechanisms similar to jury duty or conscription.
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Overlords

If they became organized, effective peis might quickly seize control of soei-
ety. A psionic ruling class would be almost immune to overthrow by normal
humans, especially if they recruit (or eliminate) new psis born among the normal
population. After some decades, a psionic ruling caste may even develop a very
different culture from that of the “‘norms™ under them, with unique Custoras
relating to telepathic privacy and the maintenance of their rule.

Psionic rulers might be ruthless totalitarians whose “thought police’” really
do police thoughts. Or they could be enlightened despots who serve as the grard-
sams of mankind. Ap jateresting option s for the psionic rulers to be “invisible,”
their commands delivered to their minions telepathically while their actual identi-
ties remain unknown, Cutsiders may not even realize these rulers exist!

In either case, the most interesting struggle for a campaign might invelve
renegade psis. Perhaps a few young adepts, disillusioned with theic role as
averlords, set out to aid or create a resistance among the ‘“normals.”’

Two examples of benevolent psionic minotities are the Lensmen in E. E.
“Doc’ Smith's Lensten novels and the Galactic Concilium in Julian May’s
Pliocene Exile series. There have been fewer examples of totalitarian psionic
ruling classes, perhaps because science fiction writers are sympathetic to psis —
so if psis aren’t on the side of the angels, it’s easier to imagine them as the
underdogs.

QOutcasts

Under some circumstances, psis might De hated and feared by normal hu-
manity — perhaps they’d be drafied or put to work as slaves. This is especially
likely if psi powers are the result of genetic heritage rather than training or
gadgetry, since normal people may be jealous of a power they ¢an never have.

Prejudice can manifest itself in different ways. Religious groups may €on-
sider psi to be evil, Governments may forbid use of psi abilities. Psis might even
lose their civil rights; perhaps they would have to wear distinctive clothing to
warn normal humans of their presence, Special police agencies could be formed
to capture psis for imprisonment ot executian, or if their powers are genetic, to
sterilize them. Captured psis may be enslaved or forced to hunt down their
compatriots. Psionic technology may also be banned, or monopolized by the
gavernment as a counter to psionic abilifies.

Political lobbying and human rights organizations may form to counter prej-
udice. Or psis may react by going underground or forming self-regulating orga-
nizations to assuage the fears of normals. H psis are actively oppressed, & psionic
resistance will develop. Psis may establish seceet training institutes or ‘‘under-
ground railroads'” 0 regions where psis are fres. Militant psis would be effec-
tve terrorists ar revohutionaries! Katherine Kuriz’ Derynd series is a good
example of oppressed psi in a fantasy world. '

Ordinary Citizens

‘When the majority of normal citizens has access to psi powers (or to technol-
oy that duplicates them), every aspect of society will change.

An openly telepathic culture — one in which everyone was a telepath, or in
which surface thoughes, at least, were 0pen 0 mental scrutiny from the authori-
ties — might be a very free sociery with total exchange of new ideas and infor-
mation. But it coutd also Tead o mental conformity. Confurmity may be imposed
from above by ““thought police”’ who scan for deviant mental patterns. Or it
might evolve gradually as society determines what kind of *‘mentat bebavior” is
socially acceptable, just as our own verbal society has standards of politeness for
speech and gestures.
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Psionic Crossovers

GURPS Chiffhangers: A few psi siclls
gre sulzabls for pip-era heroes or villzns,
bu; should be of 4 sunte natre — see the
description for a Mysterious Powers ¢am-
paige ip. S04} A cbaraceer will rarely
kave rorc than one mentl wient, so abil-
Hes should be bought One-Skill Only.
Some psi-tech deviees may be wsed 0F
gadgelecss or mad scientists!

GURPS Cyberpunk: By emphasizing
psionic-compuicr interface and e use of
drugs, implants and geactic enginesring 1
gain psi powers, the cyberpunk and pio-
ni¢ geares become psiberpunk! The dark
future 0 Chapier & is alrcady very close i
2 cyberpurk world — (o set it in 2070 in-
stead of 199}, the GM need oaly add TLS
strect-level technoiogy, and assume hat
companics like Bioteeh Chulan were suc-
cessful in e anempt o end the povert-
meat monopoty on psi-iech.

GURPS Fantasy: Psi can act ag a ¢on-
vincing replacement for magic on @ priani-
give world, but it may 2lso coexist with
spells. A sorcerer may consider psi powers
as part of his magical arsenal, or pss and
wizards may be rivals, perhaps with sepa-
sule *‘guilds” to represent them, A goxd
exampie of magic/psi crossover is Sieven
Brust's Jhereg series, where sorcery anc
psionics are practiced by distint cultures.

1F psi powers ars to be widely used ina-
fastasy campaign, the GM should alicw
several lovels of Psionic Resistauce t0
powerful monsters such as dragods or de-
Mess.

Sy
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Psionic Crossovers
(Continued)

GURPS Horror: Psychic powers are an
integral part of modern horror. A Psychic
Investigators campaign is an ideal sefting
for combining GURPS Psionics and
GURPS Horror, PC powers should belim-
ited to ESP and Telepathy, but any power
is available for NPCs, especially if Uncon-
trolable. The more disturbing examples of
psi-tech (e.g., brain tissue grafts and
deathscanners) are usefid props for mad
scientists or the alien superscience of
Things Man Was Not Meant To Know,
The Psychic Phenomena chapter gives
“psionic” explanations of the supernatu-
ral. These may be rue — sometimes.

GURPS Martial Arts: Psi powers work
very well in cinematic martial arts cam-
paigns, with psychie warriors levitating
over the battlefield and releasing “energy
fists” channeled through their Ki powers,
or ninja stepping threugh walls via telepor-
tation, possessing the minds of their foes
and killing with-a thought. GMs should re-
strict psi powers to NPCs to begin with,
but let the PCs buy latent abilities that can
be awakened during the campaign, per-
haps after finding a special teacher.

GURPS Space: Psionics are a part of
many (but not all) science fiction settings.
An advantage of space travel is the mulii-
tnde of possible societies. On one planet, all
the natives may be psis; psis may be hunted
fugitives on another, and they might run the
government on & third. GURPS Humanx
and GURPS Uplift are examples of SF set-
tings in which psis exist.

GURPS Supers: Powerful psis are an
integral part of many superhero worlds —
and in some worlds, all supers may be psis!
Psis created for 2 Supers campaign should
be designed using GURPS Psionics tather
than the Basic Set. Gadgeteers can be al-
lowed to invent psi-tech and bio-psi de-
vices. A word of warning; Telepathy canbe
disproportionately effective if Mind Shields
are rare. In a Supers game in which not
. everyone is a ielepath, GMs should make
sure that most PC and NPC supers have
Psionic Resistance or Psi Shicld gadgets.

Psionic Campaigns
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Even in a “closed” telepathic society where minds remain shielded for
privacy’s sake, there would be changes. Consider crime. When anyone can send
a telepathic cry for help (or teleport away!) if attacked, and judges can swiftly
determine guilt with a mind probe, crime might just fade away. If telepathic
psychologists can cure *‘criminal tendencies” or mental illness in children from
infancy onwards, there might be no criminals at all! But psi could also lead to
new crimes, from erasing people’s minds to stealing dreams, and new ways of
committing old ones. Mind Shields, Teleportation and Mindwipe are all potent
techniques for evading capture. Criminals may still be around after all.

Other psi abilities will also affect daily life — see the sidebar Working Psis
on p. 106 for some examples. Not all changes will be for the better — at Jeast
from the 20th-century perspective.

Even greater changes would take place if everyone possessed the same
power. In a world of powerful teleports, who needs to walk? Cars, airplanes,
mail, highways, even doors would be obsolete! What would life be like in a
society of precogs? Would the concept of ““the present’” have any meaning? Ina
culture where the universal power was Psychokinesis, one might expect the
physical body to atrophy to some degree — why walk when you can levitate?

Telepathy will have the greatest effect: no one need be alone anymore.
Knowing what a person is really thinking, or even just that they are deliberately
shielding themselves, will either create a much more open and honest society, or
lead to rigid shielding of thoughts and emotions and near-Victorian taboos to
maintain privacy. Decisions at all levels of society, from family and business to
government, might be made through telepathic voting, or even mass participa-
tion in a gestalt or world-mind.

If almost everyone in a culture had psionic powers, what would life be like
for those who were not psionically endowed? They might be shunned, or even
hunted as deviants or animals. Perhaps they would only be looked down on as
freaks, primitives or handicapped. They could be put in reservations, or even

— 108 —




used as slaves (sspeciatly if abilities like Telecontrol and Suggestion were com-
mon).

“Teviants” with innate psionic Tesistance or antipsi abilities might fare
better. The possibility has already been mentioned that if everyone can read
minds, the very cencept of Iying — or even of dishonesty — might fade away.
Then along comes an individual whose mind cannot be read but who can lie. If
he played his cards right, he could end up controlling the world. Similacly, &
world whose inhabitants possessed Precognition powers may be a very safe,
predictable place. But if the GM drops in a few folks who possess a natural shield
against that sort of power . . .

Several science fiction writers have imagined societies where psionic falents
are commonplace. Alfred Bester’s The Stars My Destination describes a culbute
where everyone can teleport, while his The Demolished Man details one in which
telepathy is similarly commen.

Campaign Themes

Ambitious GMs may wish to center an entire campaign around the theme of
psi powers, rather than just using psi powers as abilities possessed by some
characters. Several suitable campaign themes are described below; of course, the
GM can make up his own. He then must decide why psi powers exist and how
they fit into the world. Refer to the sections on Origin of Psi Pawers and Psi in
Society, pp. 102 and 104. Finally, goto Chapter 6 to develop characters. Decide
on # starting point total for the campaign and whether there are any restrictions
on psionic abilities.

Children of the Atom

Most of humanity has perished in a muclear holocaust or other disaster, but
some survivors remain. And among these survivors are people — and perhaps
other beings - with strange new powers.

Origin of Psi: Psis might be mutants caused by radiation or biological muta-
gens, But some other cause, such as experiments performed just before the war,
could also explain their psi abilities.

Psi in Society: Anything is possible, from psi being a mysterious ‘‘magical”
power, to its users being Outcasts or dominating Overlords. Several post-hclo-
caust stories have also featured conflicts between utopian societies in which
ordinary citizens are psis, and normal “barbarians’” live in the radioactive
wastelands outside their walls. '

Characier Roles: PCs may be primitive tribesmen, homeless wanderers ot
members of surviving enclaves of high technology. With the GM's permission,
PCs could even play mutant animals with intelligence and psi abilities, or have
them as allies or companions. Characters should be skilled in wilderness sur-
vival, diplomacy, and primitive weapons. Some characters may have physical
motations as well (e.g., Albinism or Dwarfism).

Things To Do: The wilderaess quest is the basic theme of most past-holo-
caust adventures. Psis may be fleeing znti-mutant prejudice from “normal"’
humans (see Witch Huns, p. 110) or searching for other psis. In the wilderness,
they can encounter groups of deranged surv ivors, mutant animals or hostile psis.
After several journeys of discovery, the PCs will find some cause they can make
their own — a psionic enclave to defend, or an evil empire to overthrow,

Campaign Advantages: PCs should have a Sense of Duty toward something
higher than themselves — such as civilization or mutantkind. Characters often
have psionic mutant animals as Allies or Dependents — see Cotalyst Creatures
oft p. 34.
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Psionics and Magic

Magic and psionics are two ditferent
things. Many of the same sffects caa be
aclieved by both disciplines. For instance,
a fire-mage and a pyrokinetic can Hots set
vour clotbes afire.

However, the techniques are differsnt.
An acti-magi¢ spell will oot affect psi at-
1acks in the least.

Likewise, a wizard’s mind-reading
speil will have oo more {or less) success if
his subject is a telepathic psi.

However, the purely physical effects of
the two disciplines ¢an imteract, Jr eVeL
cancel, T 2 pyrokinetic creates a fire, it is
like any ocher fire, and watr magic can
extinguish it noreaally.

Qn the rare oocasions when magic and
psi interact physically, toll @ Coutest of
Skills between the magic skl and the psi
skill.

So Which Is Better?

Neither magic nor psi is betier than the
other — but, again, the disciplines are very
different.

M 1gic is more diverse. There are many
more spells Lhan there are psi skills, Fue-
thermore, the fverage mage knows mary
more spells than the average psi knows
skills. .

However, magic (3xoept for 1 very
skilled mage) requires a lob of energy.
Many psi powers require no effort at al—
they are a5 simple as thought.

Magic can give unpredictatle Tesults,
or even backfire. Psi does 't slways work,
but won't blow up in your face Or summen
a deman unexpectedly.

Both mages and psis czn be deadly. But
peither is immune to bullets . . .
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Supers and Psi

Many GMs will wish to use psionic
powers in their Supers campaign. This
works fine, but the GM should make sure
that they are bought separately. Many of
the emhancements and limitations in Su-
pers are inappropriate — or unbalancing —
when appiied to psi powers. Acceptable
modifiers are reproduced o pp. 27-30.

This doesn't mean that a metahuman
cannot call his superpowers psi — after all,
the explanation of a super ability is merely
a special effect. If Captain Kumquat uses
“psionic energy'” to form impenetrable
barriers of vegetation, there’s no need to
consult Psionics for an appropriate psi
power — just use the normal Supers rules
and call it “*mental command of plants,”

Campaign Disadvantages: Psis may have a Social Stigma (mutant). Mem-
bers of some societies may have the Primitive disadvantage.

References: The best novels include The Chrysalids by John Wyndham and
Heiro’s Journey by Sterling Lanier. Robert Adams’ Horseclans series (see
GURPS Horseclans) is another example of a post-holocaust setting with psi
powers. The special advantages and disadvantage in GURPS Aliens or Supers
can be helpful for designing mutant creatures. Any post-holocaust story or
movie that doesn’t featare psi powers can still provide useful ideas.

The Guardians

The characters are using their psi powers to struggle against evil forces that
threaten civilization. The scope of the campaign may be a single city, the Earth,
or an entire interstellar society. The adventurers may have gained their powers
or been encouraged to form their organization through the efforts of mysterious
mentors.

Origin of Psi: They Always Existed, the March of Science, or Alien Inter-
vention are the most applicable, but others are possible.

Psis in Society: Psis will usually be Secret Masters or Special Talents.

Character Roles: The PCs are members of an elite military or police force,
a mystic order, secret agents working for the Galactic Council, or just concerned
citizens. This kind of campaign is often cinematic: PCs should be built as heroes!
Qutside of the PCs and their adversaries, psi powers are usually relatively rare.

Things To Do: The heroes could devote most of their time to a single struggle
against an almost unbeatable enemy, or face a wide variety of menaces to civili-
zation. Adversaries include galactic overlords, terrorists, drug cartels, un-
friendly aliens, ruthless corporations, secret conspiracies, and “‘monsters” like
psychic vampires or psychokinetic serial killers. Although minions may be easy
to defeat, master villains will have access to psi powers or psionic technology.

Campaign Advantages: Reputation, Patron, and perhaps Legal Enforcement
Powers or Military Rank.

Disadvantages: Duty or Sense
of Duty, possibly Pacifism (Cannot

Kill), Secret (if the guardian organi-
zation i hidden) and of course, lots
of Enemies.

References: E.E.“Doc’ Smith’s
Lensman series, especially Gray
Lensman, is the seminal work on this
theme. The Tomorrow People TV se- .
ries and Star Wars are other good
sources of inspiration. The Phoenix
Project chapter can be used as the
background of a Guardians cam-
paign, with heroes being members of
the Phoenix Project or a cleaned-up
ESP or Psibercorps.

Witch Hunt

Psis are outcasts, hunted by a so-
ciety that is both afraid and envious
of the frightening powers locked
within their minds.

If psis are actually outlawed or
enslaved, the government will be the
characters’ enemies. The PCs must
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evade bath normal police and elite anti-psionic task forces; if caught, they may
face concentration carnps, death, lobotomy or werse! If psionics are still legal,
the characters may live in a worsening climate of fear and hatred. Instead of
government agents, the PCs may face pressure groups trying to get the govern-
ment to outlaw psionics, ‘‘mutant hunting”* vigilante groups and unchinking
prejudice from ordinary peagle.

Another alternative is to have the psis pursued by other psis who want to
exploil or control them.

Origin of Psi: Any origin will do, although Mutants is especially applicable.

Psiy in Society: Quicasts or Secret Masters.

Character Types: The PCs are psis, or their sympathizers among the normal
population, Depending on the type of campaign, they may be idealistic (of
embittered) resistance fighters, or normal people flesing for their lives,

Things To Do: The heroes are fugitives, so a lot of time will be spent
escaping from prisons or experimental labs, rescuing fellow psis from the
clutches of the government and dodging vigiiante groups, lynch mobs and police
patrols. The GM should create some interesting opponents 43 the party’s regular
adversaties — perhaps an entire agency dedicated to their destruction.

Objectives for the adventurers include locating (or establishing) a psionic
enclave, Tesistance group of psi institute, mounting attacks on government in-
stallations or doing gnod desds to counter anti-psionic propaganda. The
characters” ultimare goal may be to clear their names.

Psis who fall into the hands of their enemies can expect no merey. But rather
than kill prisoners, their foes are more likely to subject them to dangerous
experiments or use them as slave labor, or bait for traps to capture others like
them. An interesting twist is for the government to employ a few brainwashed of
turncoat psis as janissary psi-catchers. Nazi Germany and South Africa under
apartheid are useful historical models for oppressive antipsionic cultares.

Campaign Advantages. Psionic abilities, possibly a Reputation among other
psis as freedom fighters.

Campaign Disadventages: Secret until they are discovered, then Social Stig-
ma and Enemies. Possibly a Reputation among normals as evil psionic lerrorists.

References; The hunted psiisa relatively commen theme in science fiction.
GMs should read A.E. Van Vogt’s Sian, John Wyndham’s The Chrysalids, and
Marvel Comic’s X-Men comic book. The Phoenix Praject chapter can be used as
background for a Witch Hunt campaign, with the heroes fieeing the forces of the
Eugenic Security Police and the Human Alliance.

Emergencel

Useful psi abilities have just been scientifically proven to exist, and society
is strugpling to come to terms with this new science. The PCs may be part of 2
“first geperation™ of powerful psis. Or a secret psi campaign can quickly
into an Emergence campaign if the secret becomes public!

GMs should carafully consider how psi powers are gained. If anyone can
potentially develop psi powers, the overalf reaction is likely to be positive. If
only a few mutants have the potential for pai abilities, there is a strong chance of
backlash by the jealous majority of normal humanity. Some social groups would
not welcome psi powers, especially where existing monopalies are threatened.
Can lawyers exist ina world of telepaths? Would the Pentagon or the Ohuminati
fee] safe until they developed defenses against ESPionage? Does the American
Medical Association recognize psionic Healers?

The reactions of such groups depends on how widespread psi powers
threaten to become, and how quickly they are forced to adapt. A slow evolution
toward effective psionics might result in gradual acceptance, but a sudden revo-
Iution could lead to violent resistance.
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Precognition and Destiny

In some stories abow: precognition, 2
charactar becomes locked into a specific
fate by what he sees in the future. Nothing
he can do changes the vision. He sees his
death at the hands of Mcb Boss Giovani,
50 he fiees to Spain — and when e ammives
at the hotel, who should be laking a vaca-
tion there? So it goes.

Within limits, this can make &n interest-
ing backgreund for an adventure, but that
Yingd of determinism docsn’t sit very well
wilh most players. On the outer hand, i
precognizion ouky deals with probabilities,
it foses much of ity irpact, especidly in
Horror campaigns.

The casiest solntion is to make sare pre-
copnifive visions are vague, with multple
iterpretations. The precog sees 2 flash of
someone who looks like his brother munning
down a dark alley. Then the vizion switches
to o haand holding a gun, the precog
“hears” a shet znd an indistinct sezeam,
and the back of a body is sean, oczing
blood. What happenec? Wha shot whoz?
And when? If £l premonificns must come
true, the chazacters may try fo suaipelate
events (o their benefit. In the above ¢xam-
ple, the psi may decide to make sure ke is
the one in that aley holding the gun, and
that he shoots ske person chasicg his
brother. 1f a psi “‘sees’ his own death, he
might make sare someone dies who looks
like him — & double o7 clone, for instanes.

Another way to baadle precognition i
1 have the psi “‘3¢¢" tvo or more brancd-
ing possizle realities hinging om a specitic
chaice of actions — the **event cusp. ' This
warks best when the choices lead w0 crucial,
even world-shaking, events; the character
has to make a real decision. It mzy be deter-
minisze, but at least the player gets to
choose what path he waats o follow,
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Handling Psychometry

The Psychometry skill (p. 14) is a use-
ful ability, but like precogrition, it can eas-
ily get out of hand. It should never give
more than a cloudy view of an object’s or
place’s past history.

For instance, suppose a psychic detec-
tive scans the [ast 64 years of a basement
where an evil cult has been holding its ritu-
als. Unless he makes a phenomenal roll, he
should receive only general impressions;
the normal use of the cellar as a storage
room by three sets of homeowners over the
last 50 years, then a sudden violent death,
followed by the sense that the place was
unused for over a decade,

A scan of the last few months reveals
renewed occupation and *'very bad vibes”
— strong feelings of evil, fear and death.
On a critical success, the GM could reveal
a few more details and useful clues, and
perhaps a few actual visions of the room’s
history — but the degree of detail should
never be engugh to ruin the suspense of
agy mystery scenario the GM is running!

Keeping Psis Prisoner

Capture and escape are an important
part of adventures, but keeping a psi pris-
oner can be difficult! Prisoners who were
clever encugh to keep their powers secret
deserve to be able to use them to escape.
But when a jailer knows his prisoner is a
psi, he will take measures to keep him
under control. In a high-tech setting, this
means GMs should make liberal use of
drugs such as Shatter, psi-impeders, and
null-fields. -

What if the psis are captives in a low-
tech setting? Their powers may be mis-
taken for magic, but that won’t keep the
jailers from taking precautions. The psis
could be drugged into unconscicusness,
but that isn’t much fun for a player. Per-
haps the patives have doctors or magicians
who could hypnotize someone into think-
ing his ability was gone, or are able to
brew homemade psi-damping drugs from
local herbs. Lobotomy is another possibil-
ity, but hardly attractive from a game
viewpoint.
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Origin of Psis: The March of Science usually works best.

Psi in Society: Special Talents; depending on which faction wins the devel-
oping struggle, the role of psis may be Overlords, Outcasts, or Ordinary Citi-
zens.

Character Roles: Campaigns of this nature work best if the characters belong
to an organization, such as an embryonic psionics’ guild or psi-police force,
They can work to further the organization’s goals in 2 rapidly changing situa-
tion.

Things to Do: Characters may be psi-rights crusaders struggling against
anti-psi groups, researchers working for Psionics Institutes, or individuals who
just want to exploit psi for their own gain. Perhaps legislation is being debated
that will force all psis to register their powers with the government and to test all
citizens for psi powers. Some psis fear this bill as a preliminary to concentration
camps; others support it, since it will make it easier to locate fellow psis. The
PCs may become involved in plots to discredit or pass it.

Adventurers who work for psionic institutes may be involved in espionage
plots revolving around new discoveries, or be ““volunteered” to try out experi-
mental drugs, techniques or gadgetry. Perhaps researchers have just discovered
the first psionic stardrive (maybe even the first FTL drive ever!). Now they need
people totest it . . .

Campaign Advantages: With psionics in its infancy, any respectable public
psi or successful parapsychologist will usually have a high Reputation or Status
— but maybe not for long! Most psis may have Unusual Backgrounds.

Campaign Disadvantages: If the reaction to psis is negative, Enemies, bad
Reputation, Secret and Social Stigma are all possibilities. Characters should
have a shared Duty or Sense of Duty to some cause.

References: Some of the best works on this subject include Alan E. Nourse’s
Psi High and the Intervention series by Julian May,

Psychic Investigators

The characters are psis, or normals with psionic technology, who investigate
paranormal phenomena. Their goai may be to help people, make money, or gain
scientific knowledge.

Origin of Psi: They Always Existed is likely, but others are possible. Maybe
the PCs don’t know why psi powers exist, and are trying to discover the answer.

Psis in Society: Mysterious Powers or Secret Masters are recommended, but
others are possible. A psionic investigator of ‘‘weird happenings” in a world
where everyone is a psi can be interesting.

Character Roles: The heroes may be freelancers, affiliated with a university
or psionic institute, or even agents of a secret government agency. They are
usually ghosthunters, mystics, sensitives or parapsychologists. A related role is
the “dream psychologist’ who enters people’s dreams to cure buried mental
problems.

Things To Do: As well as studying psychic occurrences, the investigators
could look into hauntings, poltergeists, strange disappearances, cults or UFOs.
They may also have to deal with frauds and unhelpful local officials, Each
investigation could be totally unrelated to the others, or the adventurers might
gradually uncover evidence of a hidden conspiracy: alien infiltration, secret
cults, government psi research, or the like.

Campaign Advantages: Reputation as legitimate investigators, possibly Pa-
tron.

Campaign Disadvantages: Negative Reputation as cranks.

References: Any good book on parapsychology; the novels Doc Phoenix by

— 112 —



Marv Wolfman and Ted White and The Dream Master by Roger Zelazny; the
fitms Dreamscape and Ghostbusiers.

Aliens Among Us

The characters are psi-powered aliens who are living on Earth disguised as
humans.

Origin of Psi: The aliens’ abilities may be natural o artificial. Possibly there
are some “‘natural’” human psis, but tiie aliens will also grant pawers their
human fricnds or servanis.

Psis in Society: This works best in an Qutcast of Mysterious Powers seiting,
although the aliens could be considered Secret Masters.

Character Roles: Characiers are bepevolent aliens, or humans who have
discovered the aliens’ existence and befriended them. Alternatively, the PCs
could be Earthlings who have discovered a sinister alien invasion.

Things To Do: Are the aliens here for a reason, or did their ship just crash?
Perhaps they are hunting a different group of hostile aliens who are infiltrating
the planet, or searching for others of their race stranded on Earth. The need to
protect the secret of the aliens’ presence can alsq trigger adventures. People
could stumble upon alien children using their psi powers. A disguised alien
could be killed in a car accident — the PCs must recover the body before an
autopsy is performed.

The aliens need not be recent visitors: they could have dwelt on Earth for
generations, If they were here for long, they may have become scattered aCross
the planet. Aliens bors on Earth might not even reroember their home world, or
realize they are from another planet! This lets the GM keep alien PCs in the dark
about their abilitics and gives them a reason 10 search for clues to their heriage
— others like them, astifacts, or the long-lost starship their race arrived in,

I£ the atiens are evil infiltrators here to take over Earth, the plot follows
dozens of B movies. The PCs have discavered the aliens’ existence, but 1o one
will believe them! It's up to the party 1o stop the aliens on their awn.

Campaign Advansages: Unless the only difference is psi abilities, the GM
may wish to design the aliens using the guidelines in GURPS Aliens, GURPS
Space or GURPS Supers. 1f the aliens have access to ultra-tech devices, GMs
may requice them to pay for an Unusual Background.

Campaign Disadvamages: Alien visitors may have racial disadvantages.
Also, they will eithsr have a Secret of powerful Enemies — pertiaps gover nment
agents, the Men in Black who haunt UFO sites, nosy repotters, or other aliens.

References: The best works on this theme are the novels The Peapie and The
Pegple: Ne Different Flesh by Zenna Henderson, the Tomorrow People televi-
sion series and the children’s book and movie Escape io Witch Mountain. Arthur
C. Clarke’s Childhood's End deals with the interaction between psionic alien
inteHligence and humanity. A.E. Van Vogt's Slan is (e classic tale of a mutant
race living ameng normal humanity. Reports of UFO contacts cal also provide
inspiration. For evil aliens, the Invaders TV series is the perfect inspiration,

Handling Psi Powers

Running a campaign with psi presents some subtle (and not-so-subtle) prob-
tems of balance for the GM. On the ome hand, PCs can be upset if their powerful
elekipetic is disposed of by a few goons with Uzis; on the other hand, characters
can easily come to deperdl on their psi powers for everything, egpecially if
psionic technology is widespread, To prevent this happening, design adventures
with problems that can be better solved with creative combinations of psi-power
and normal skills (see Using Psi With Normal Skills, p. 44) or which require the
players 0 use their wits.
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Staging Psionic Combut

Subulc. pstonic duels can easily be over-
shadowed 1 everyone is carrying assanlt
rifles or military lasers. But if the GM
wants psicnic combal, there are ways to
stack the deck to get it Emphasize the
stzalih aspects of the advenhire. Make tae
opposition powerful enough that the char-
aclers can only sucseed hy going wider-
cover. Arrange for combats to take place
in sinoations wiere the herocs can’t casy
heavy armtament — when they arc frisked
and taken to the villsin's headguariers, or
if they confront their oppanents aboard 3
pasgenger jet, or during the Ewbassy Bail,

Certain pst ahilities are useful defenses.
PK and Eacrgy Shield can be combinet
with bady armor to defeat bullets or laser
heazs, and even noa-Psychokinetics can
Ty high levels as a Cue-Skill Oaly power.
Electrokinesis i5 useful for disabling ea-
ergy weapens. When attacking, psis cat
use the indirect approach: cven whetl ac-
velermed 1o bullet spoed, 3 TK-ed rock is
ng threal 1o a soldier in heavy bocy armar.
Yauking his weapon away and dangling
Yz from the ceiing Is more effective; sois
mind-controlling him to skoot bis friends.
And remember, most psi powers ¢an be
usad rhrough walls!
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Sample Mystery Cases

Murder by Remote Control: A psi uses
tindwipe to implant a compulsion to force
1innocent person to ¢commit a crime. The
ictim is caught, but has no motive for
hat he did. The PCs must realize the ob-
ious suspect has been framed, then trace
is or her movements back 10 locate the
uppet master.

Locked Room: A person was killed in a
xked hotel room, with 1o signs of entry,
y 2 kitchen kmife. No mental signature ex-
15, but perhaps it was erased. How was
e crime committed? Teleportation doesn't
ive much to go on, but long range tele-
orers are rare; perhaps someone suspi-
ious was secn by 2 passerby — someone
ho vanished. Or maybe telepathy was
sed, and the victim had a compulsion to
sicide implanted in bis mind at an earlier
oint. Who had the victim met lately? Or
1zybe the knife was controlled by TK from
1 adjoining suite, using ESP to guide it.
he investigators can examine the hotel
sgister to find who rented nearby rooms.
ng if they can't discover the method,
1aybe they can find the motive: who were
e victim’s enemies?

Personality Transfer: A criminal
witches minds with 2 friend of a PC to
lude capture by the pelice. The party
rembers may notice the personality shift if
icy are alert. Meanwhile, their friend is in
1¢ criminal's body. If the switch was care-
Wy planned, he may be caught and facing
unishment for the villain's crimes, or
zad if the villain (or the police!) killed him
fter the switch.

New Crimes: Psi may lead to new
dmes. A psychic vampire/telepath Is steal-
1g peoples’ dreams and then selling them
s telepathic experiences. Daes this break
ie law? Is Astral Projection trespass? In a
orld of telepaths, does a criminal thought
auat as planning a crime? Someone will
ave to degide!

Randail Garrett's Lord Darcy stories
cal with magic rather than psi, but the
asic idea — crime-solving in a world
‘here both investigators and criminals
gve ynusual powers -— makes this series 2
gluable reference. Lord Darcy himself is
detective with no magic ability at all; he
aters a case only when “routine’’ magical
ivestigation has fafled. Still, he depends
cavily on evidence turned up by his assis-
mt, who is a very powerful sorcerer in-
eed.
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Mystery and Psi

Take a simple murder mystery. Which suspect killed the victim? With telep-
athy, it’s easy for a character skilled with Telereceive to try a deep probe, and
find murderer and motive at once. That can kill suspense pretty quickly, making
roleplaying and Influence skills redundant.

Telescan fets a psi locate someone, wherever he is hiding. Psychometry
enables the psi to discover the history of objects, quickly finding a murder
weapon and who used it. If the GM isn’t prepared, all these abilities can make a
mockery of the plot of a conventional mystery adventure.

But there are ways of keeping a mystery mysterious, even in the presence of
psi powers.

Legal Restrictions: Evidence gained

through psi powers may not be admissible
in court, perhaps because no one believes
in them, they are unreliable, or violate a
person’s right to privacy. The characters
may know who did it, but they
will have to find (or manufacture)
other evidence to prove their
case, GMs may wish to consult
Alfred Bester’s novel The Demol-
ished Man for ideas on how this
might work.
Mind Shields: In a society where te-
lepathy is common, everyone {or every-
one impertant) may have a natural or
artificial Mind Shield. Considerations of
privacy aside, people would be unlikely
to consent to casual Telereceive attempts
by those they did not trust, because once
a telepath is past another’s shields, he is
free to use sinister abilities such as Mind-
wipe, Sleep and Telecontrol. On the other
hand, if psi is uncommon, the mere pres-
ence of 8 Mind Shield can expose the
shieided character as a possible suspect.
A useful red herring is the sinister shield-
ed individual who is keeping a secret
which has absolutely nothing to do with
the PCs’ case.

The Suspect Who Isn’t There: When
the plot of an adventure revolves around
finding a suspect or witness, it doesn’t
matter how easy it is to read his mind
afterwards. A searcher with Telescan can find find someone with psi, but the
PCs will still have to physically retrieve him. Or the search can be for missing
evidence — an object that could provide clues if studied by Psychometry or
Signature Sniffer, for instance.

Psionic Criminals: The PCs’ adversaries may also be using psi to cover their
tracks. Erase Signature and Mindwipe can remove evidence or create false leads;
Telecontrol and Suggest can shift the apparent blame for crimes onto innocent
puppets.

The Crime that Wasn't: Mindwipe can insert memories as well as remove
them. What if someone ‘‘remembers’ being the victim — or the perpetrator! —
of a crime that never took place?
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THE PHOENIX
PROJECT

1d hackgronad designed for psionic adventuges. Tt is identical to the
But unknawn to the population at large, individ-
heen proven to exist, and research has led to the

This is a wor
world of today — at least outwardly.
uals with effective psi powers have
development of a new and powerful technology-
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Does The Public Know?

Secret research centers, suppression of
research, kidnapping of gifted children,
squads of telepathic commandes — how
can a secret this big keep without leaks?
The answer is, it can’t.

Perhaps half the public believes in psi of
some sort, and hundreds of parapsychelogy
pewsletters and journals are published
every year. Rumors that the government
has cenducted classified psi research and
suppressed the results are commonplace
among those who believe in psi powers,
just like ramors of a UFQ cover-aup are
common among flying saucer enthusiasts.
Some are close 1o being accurate, and a few
even make it into the tabloids. However,
most members of the public and media dis-
miss these stories as hoaxes or conspiracy
theories and refuse to treat them serionsly.

A few substantiated reports of unethical
drug experiments, harassment of scied-
tists, and civil rights violations have indeed
surficed — some have come to legal ac-
tion. PCs with law enforcement, legal or
journalistic backgrounds may even have
been drawn into the world of psi through
such an investigation.

When public displays of powerful psi
powers do occur, they are rarely believed
by people who don't see them with their
own eyes. Even a pst who used his power
on live television — risking his life or free-
dom to de so — would have trouble ¢on-
vincing the public that a manifestation
wasn't just speciel effects.

With teams of government psychole-
gists to talk about mass hysteria, and if
worse comes to worst, Eugenic Security
Police agents or government spooks with
access to Mindwipe, Telecontrol and ad-
vanced psychotronics, the Psiberocracy
find it is easy enough to destroy the credi-
bility of witnesses and make hard evidence
disappear, Such actions are strictly without
official authorization from the Ovat Office
or the Pentagon, of course, but this does
not make therm any less effective.

The Phoenix Project

The public has been kept in the dark through a campaign of official secrecy
and government censorship. In North America, using the Eugenic Security Po-
lice, the Pentagon, and the National Security Council, the United States govern-
ment has secretly recruited and trained hundreds of psi agents — and silenced or
discredited those parapsychologists who wished to remain independent of fed-
eral control. Other nations, chief among them the Soviet Union and Great Brit-
ain, have followed suit.

Now psi powers are a powerful hidden reality which nations struggle to
control. Individuals with psi powers may be pawns in a deadly game, or master
players with the capacity to alter the destiny of humankind.

And many of the “‘master” class psis belong to the secret group known as
the Phoenix Project . . .

Welcome to the Real World

The teen-aged girl stepped out of thin air a few inches above the sidewalk,
Morgaine stumbled, then recovered her balance with a practiced ease. Clean
getaway, and Xotech Industries’ ex-Special Forces rent-a-cops never knew what
hit them. She grinned, remembering the last guard’s startled cry when she had
blinked behind him, the satisfying crack as her munchaku knocked him senseless.
Amateurs.

The lot behind the Spadina subway station was just as she visualized before
the teleport: the green Toyota still on her right, the parking lot and checker’s
booth now deserted at 2 a.m., the only movement a chill breeze playing polter-
geist with scraps of newsprint. Everything was fine. And then, for the second
time that day, something came crawling into Morgaine’s mind, a whisper that
became a voice. She froze, trying to make out the words in her head.

““, .. you shouldn’t do this, Morgaine. Don't let them twist your anger.
You're not a thief or a soldier. You belong with us. Morgaine, letus . . ."”

Angrily, she snapped down her Mind Shield, and the whispers were ban-
ished. The silly voices had started yesterday morning, when she first came 1o
Canada, and hadn’t let up since. She’d tried to track them down, but her weak
Teleparhy didn’t have the range: all she got was a brief glimpse of a woman’s
face, mirrorshades and a smell of . . . fur?

She shrugged. Biotech Chulan would get the microdisk with the blueprinis
for the Pentagon’s new psychosynaptic disruptor, and she'd get $20,000, all the
Brainstorm she wanred, and a safe place to sleep. It wasn’t much for a teleport-
ing ex-black beret, but when Morgaine remembered who she had worked for, she
thought she was lucky Biotech paid her at all. It was better than Psibercorps, and
she didn’t need any ‘voices” to tell her to get out while she could. The trouble
is, she thought, I can’t.

Suddenly nervous, Morgaine squatted down on. the pavement behind the car,
sheltering against the autumn wind as she hunted through her too-thin jacket's
pocket for a scrap of paper. She patted the comforting hardness of her pistol and
touched the plastic rectangle of the minidisk before she found what she was
looking for. She read the number again, then ducked around the front of the car
and stalked purposefully out of the lot and down the stairs into the deserved
subway terminal, toward the nearest pay phone.

Morgaine dialed the number, got an answering machine and spoke three
quick words, codes that told a Biotech Chulan safe house that she had the Xorech
disk. She would be met four stations down. She hung up, and listened for the
train, heard a faint rumble in the distance. She approached the ticket turnstile,
and paused, hands on hips. Morgaine looked left, right: nabody in sight. She
blinked two yards across the intervening space. Time to catch a train.

Gleeful at her schoolgirl prank, Morgaine was down the second flight of
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steps and on the subway platform before she 100k in ihe four dark suits waiting
helow. I doubt they’re catching the 2 a.m. train, Morgaine ihoughs., Worse,
their jackers bulged swspi clausty. Whoops. Time to change plans. She gave them
a jaunty wave, and Blinked . ..

.. . and felt a wave of nausea as her teleport was wrenched out of her
cantrol. She was kneeling on a metal platform in o Flood-lit warehouse. Morga-
ine took in the two men it combal fatigues and black berets, the slung H&K.
Psihercorys!

She recognized Major Cafvert, ihe familiar younglold face, Cheshire-cat
grin, and eyes glazed by Blue Fire, eyes that widened slightly as they saw her.
His voice was dead as the moon. "' Morgaing Dariels. What a pleasant surprise.
You walked our on me In Lebanon, left us 0w 10 dry. I don't forger,” He poinred
his finger at her, a child’s rrcke-believe gun.

Morgaine's head felt fuzzy — she was dizzy, sweating — why was she 50 hot?
Pyrokinesis! She went for her pistol. The trooper on Calvery's right concen-
trated. Her gun — and the microdisk next io it — flew out of her jacket pocket,
floated lazily to the other side of the room. Calvert snatched the disk ous of the
air, glanced at it. Taken 10 stealing government secrefs, clickoo?”

Calvert consinued ro grin as he roised her body temperatire, waiting for her
brain ta boil. Morgaine sought to telepars, but the power was gone, trapped By
the Jurnp Beacon. She tock 4 step forward, pulling the nunchaku out of her boot,
but her bones tumed o jelly, and she collapsed. She lay curled into a fetal batl,
waiting todie . . . & Calvenrt’s feet.

The thought fueled her anger, gave her strength. She couidn’t teleport, bul
she rried 10 use her weaker telepathy function 1o shape a mental blow. Fat
chance, she thought, if she could barely manage to read another's thought —
how could she hurt him? She reached out with her mind anyway, but her mental
claws skittered off His psi shields. He was toc Sirong, and she was dying, burning

A familiar presence, no longer a whisper. “‘Don’t give up, Morgaine. We
are so close.”’
What 7 The voices, again. Leave me alonel I am fire, buming. I will die, but

Fwant. ..

Civilian Research in America

Many U.S. parapsychalogy wstitutes
and associations cxist who are waffilivec
with the government's psi-tech prograif,
but & are sccrely moniored, Under the
Emergency Powers provisions of the Eu-
penics Security Act, the government tas
heen able 1o prevent the publication of any
successful experimental data that might ac-
waally prove the existenze of ps1. Success-
ful psi reseatchers are sienced theoualt
recruitment and covert pressure {the threat
of vancellation of federal grans i sseh
“grackpol’’ research coptinues, for in-
sianc). In some cases, papers and equip-
men: are seizzd.

All significant experimental nreak-
toromghs i the last fiflecs years have teen
classified. Cutside of a relatively narow
circle of sciendists, psionic reseazch is sdll
classed as parapsychology. IUis zonsidered
2 somewhat disreputable arca of psychol-
ooy et best, “‘rubber science” at worst.
Tihe result is that civilian parapsychology
programs are pothing bul 2n umwiting
smokescreen for the *black labs."”

Real psi-lech programs are jus{ as
closely guarded as SDT (“3tr Wars') e
gearch, [ fact, uncer the guise of *sirate-
gic reconsaissacce”” (ESP and telepathy;
and “‘directed epergy’ {psychoiinesis}
programs, SOI serves as 4 caver for psi-
tech projects! But the frue nature of psi-
tech funding remains the secret of 2 few
influential comgressional sub¢ommsess,
guarded not oudy by a dark vell of security
but by media, scientific, and public skepti-
cism.

The Phoenix Project

. :




Western Europe

France, Germany and the United King-
dom are all rumored to have extensive re-
search programs, though not as well
funded as those of the United States or So-
viet Union. However, since government
ceasorship is less extreme, private organi-
zations that would be driven underground
in America or the USSR can operate more
openly in Europe. In addition to private
research foundations, a psionic institute
sympathetic to the Phoenix Projeet is based
in Edinburgh, Scotland. The Overming In-
stitute has a secret base in the Pyrenees and
a sccond tab is thought to exist somewhere
in the Black Forest. The Phoenix Project
has large branches in Rome, Lordon and
Copenhagen. And of course, Biotech
Chulan is based in Zurich.

The Rest of the World

The science of psicnics is not believed
to be as advanced in other nations as it is in
the United States and Soviet Union, espe-
cially since neither nation’s government
has shared psi information or technology
with its allies. In spite of this, it is quite
possible that other secret private or gov-
emnment organizations exist which make
use of trained psionics or which possess
access to psi-tech.

Certainly, private and government cen-
ters exploring advanced psi-tech research
exist in Japan, Isragl, South Africa, Can-
ada, Pakistan, Iraq, and India. Biotech
Chulan has offices in Japan, Australia and
South Korea, The CIA believes that Chirna
has an extensive state-sponsored psi-tech
program that has stressed practical re-
search into astral projection and ESP. The
Overmind Institate has many connections
in the Third World, especially in Central
America and the Middle East, and is be-
lieved to have exported advanced psy-
chotronic defease systems to several
Middle Eastern countries.

The Phoenix Project

*'But won’t you share that fire with us?"

Yes. ..

Her mind reached out to join with the voices, and Morgaine felt her own
power buoved up, channeled into two other minds. Three minds merged into a
single being with a single desire. Its power hurled itself at its tormentors, spear-
ing their brains. There was a white light, and the pain was gone.

Morgaine looked up. There were two bodies next to her, both in combat
fatigues. Neither moved. The warehouse door opened, and in the shadows a
woman in mirrorshades and a great gray wolf were standing there. There was
something sirange about the wolf's head. She sent out a thought. Who?

“Someone who cares about you. Welcome to the Phoenix Project, Mor-
gaine."’

It was the wolf who answered.

The Secret History

In the late sixties and early seventies, parapsychologists in the United States,
the Soviet Union and Czechoslovakia — to name some of the most advanced
centers of research — were consistently obtzining reliable test results that con-
clusively proved the existence of psychic powers. Psi was beginning to seem less
a mystical force and more a legitimate part of science.

This was reflected in a change of terminology: the terms paraphysics and
psionics supplemented parapsychology in the West, while Russian scientists
studied “‘bioenergetics.” The most exciting results were obtained in areas that
would later become known as psi-tech: the application of electronics, cybernet-
ics, biochemistry and genetic engineering to psychic powers. Many researchers
thought that psionics would soon take its place among the other branches of
physical science.

But in addition to those research centers sponsored by university psychology
and psychiatry departments, secret psi experiments were being conducted by
military and intelligence agencies. As psi was transformed from imagination into




reality, there were those 0 whom this breakthrough came not as & dream, but as
a nightmare. Across the globe, government agencies recognized the implications
of psi-tech. Serious civilian psi research was smothered under the blanket of
national security, while disinformation tcams sirave to eradicaie the image of
respectability it had been developing. By the 1980s, psionic individuals had
become a priceless secret commodity which nations and organizations would kill

10 POSSESS.

The Soviet Union and Bastern Europe

Psi research behind the Iron Curtain had always possessed a more practical
orientation than that of the West. Although **bicenergetics” research was car-
ried or in aft Warsaw Pact nations, the main centees of psychic exploration were
in the Soviet Union and Czechoslovakia.

In 1963, the Kremiin began to give top priority to psi research. The Soviet
Uniow’s willingness to accept psias a fundamental part of human bielogy rather
than an aberration of physics or a special fleld of psychology gave the Soviet
Bloc pations the lead in sarly genetic research on psionics.

As early as 1965, Czech <cientists were making progress on the first psy-
chiotronic generators — machines capable of creating and amplifying psionic
energy. Independent Czechoslovakian psi-tech research ended with the Soviet
invasion of 1968, whern the USSR approptiated their results. The Czech scientists
continued their work — but in Moscow, under the auspices of the GRU and KGB.
Some vestiges survived, however, and today Moscow worries that the newly
independent Czech and Slovak Federated Republic will revive such research,

With the militery powential of psi readily apparent to communist leaders,
individuals who demonstrated psi onic power were recruited, studied and trained
by the state, Experiments ona readily available pool of “yplunteers’” resulted in
the development of effective (if dangsrous) psi-drugs by the law 70s. Other
researchers moved teadily into studies of Tuman DNA, mapping the genetic
patterns of those who possessed psi powers. BY 1982, a team working under
Academician Sergei Makarov was able 10 isolate the genetic basis of psi, making
dentification of latent psionics possible with a simple blood test. Scrg western
sources believe that the biopsi program was followed by similar — and more
radical — experiments on unwilling subjects in Romania during the Ceausescu
Tegime.

Today, the Soviet Union is advanced in sophisticated biopsi technology —
up to TL11 — but its psychotronic research lags behind that of the west, with
accegs to TLY devices. Tis genetics program has led to the identification and
recuitment of many psionic indi viduals nto government service. While the CLA
believes Paibercorps (p. 122) 10 be the most advanced Western military unit
equipped with psi-tech, it is clear that the Soviet espionage units have prionic
members. Recent KGB and GRU missions have been aimed at sanitizing psi-Te-
search facilities in Eastern European nations such as Poland and Romania to
prevent them falling into the hands of unfriendly governments.

In addition to the usuai ESPer and ‘pathic intelligence and interrogation
taams, before the Soviet pullout from Afghanistan, Tumors surfaced of special
“tarror"” squads — most ikely part of Spetsnaz — utilizing long-range telepathy
to disrupt Mujahadeen morale through telepathically induced fear and night-
mares. It is likely the Soviet Union has an active psi-war capability, and that wilh
the reduction of expensive conventionat and nuclear forces likely under contin~
ued glasnost, these will become mOTe important in the years to come.

The United States
{1 the late 60s and early 70s, organized scientific research on psi, catalyzed
by the efforts of 3.B. Rhine and other pioneers, was beginning 10 bear fruit and
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Glossary of Slang

Baby: An untrzined pst. “Big baby" i3
an untraned psi with high Power.

Black Beret: A Psihercorps iroaper.
They renfly do wear black berets, and —
saaiy — gray-tored whben cammo out-
fits.

Burnout: Loss of psi powess.

Canned meaé: A psiborg,

Doper: Sompone who uses psi-drigs o
echance bis abilities.

Eaper: Any psi, buf more smictly, any-
hody with ESP.

Freak: A psi who uses his pawers 0
prey on others i sadistic fasion. A tcle-
Einetic thief isa't 2 “freak,” sut 2 preda-
lory Psychic Vampize, or 2 pyrokinetic
mrderer, is.

Geek: Anybody who hates ar fears s
pOWeTs,

Godzilla: A powerful TE o1 pyic-
kinetic.

Mindsucker, or “sucker™; A Psyehic
Vampire.

Qobyv: An out of body experience, «
QOBE (zcz p. 47).

Peeqier: A psi who uses Telereccive.

Precogs Any use of precogaiticn, Or
psi will that skill

Psi-tech: Any sort of psi hardware.

Pyro or pyrolict A pyrokinege.

Retro: Any use of psychomeTy, of
psi who uses that skill.

Sereamer: Someone with Psi Stadi
skl

Sniffcrs Someane with Psi Sense skili

Teek, or teke: Acy use of kelekines
or a psi who uses that power.

wTeek the Freak™: Vigilante activi
by psis to eliminate a criminal pst. Of
fatal.

1 Teek the Geek™: Use of aiy i poy
ers, not pecessarily TK (inough that o
works very well) to harass someene wl
dislikss psis.

Vamp: A Paychic Yampire.

Zepper: An electrokizelic.

The Phoenix Proje




People of Interest

Agamemnon — The NSA's experimen-
al psionic computer, making extensive use
of Soviet psiborg technology designed by
Or, Alannah Makarcv,

Astaroth — An astrolegical-motif serial
dller whose activities have spanned the
sontinent, Astaroth uses psi powers, espe-
Jially telepathy and telekinesis, to stalk his
sictims, and psychic vampirism to feed off
heir fear and pain. Curready hunted by the
Zugenic Security Police, FBI and RCMP.

Bleys -- Rumored to be ex-Soviet
5RU, the charismatic masier spy known
mly as Bleys is the Overmind Institute’s
hief “‘connection’ with the revolutionary
Chird World elements they supply. A
elepath and esper, Bleys is rarely seen in
serson, preferring to monitor his opera-
ions via astral projection.

Madeleine and Pierre Bouchard —
Che principals of Dreamshapers {see side-
1ar, p. 125). Madeleine is a skilled telepath.

Morgaine Daniels — A {eenaped trou-
sleshooter on the run from Psibercorps,
he is emptoyed by Biotech Chulan as a
py and saboteur, Morgaine is highly
killed in teleportation and telepathy, but
uffers from a sleepjumping habit.

Cassie Izumi— A crusading journalist,
nimal rights activist and psychic investi-
rater, Cassie is secretly 2 potent telepath
nd psychokinetic, and a member of the
‘hoenix Project. See sidebar, p. 126.

Matrix-Delta — The product of the
yvermind Institute’s latest attempt to use
renetic engineering to breed the ultimate
si, Delta is now 9 years old and just begin-
ing to gain full control of her psi skills. She
vishes she had more people to play with.

Robert Pendrake — Wealthy Alberta
il baron and secrefly the chief financier of
1e Millennfum Council, Pendrake nurses
1 insane hatred of psis after his latently-
slepathic daughter was kidnapped by the
vermingd Institute and her brain used as a
‘component”’ ia their psiborg program.

Shade — An inteliigent telepathic wolf
/ith human brain-tissue grafts and aew-
opsi implants who escaped from a Xotech
ybernetics 1ab. Along with Cassie Izumi,
eleads the Toronto branch of the Phoenix
Toject.

Silverblue — Currently incarcerated in
1¢ Navy's experimental dolphin research
enter on the West Coast, she is part of a
landestine project to develop telepathic
otphins with powerful Telescan abilities
r antisubmarine warfare.

Moira Van Deering — President of
iotech Chulan, telepath, psychic vampire
nd brilliant, rathless executive. See p.
25.

Michiko Yukawa — Top psychotron-
's engineer employed by the Pentagon for
¢ Psibercorps weapens program, she
sends much of her private time working
0 an experimental psionic stardrive.

2 Phoenix Project

had begun to attract serious attention from the government and military. Govern-
ment involvement began with studies sponsored by the CIA, National Security
Agency and the Pentagon, and later NASA. The stunning results of the Skylab
telepathic experiments convinced the last doubters in the Pentagon and led to an
executive decision to classify all research in the interests of national security,
while expanding government funding.

By 1976 covert psionic recruitment centers had been established at most
major universities where civilian paraphysics and parapsychology research took
place, and telepathically gifted individuals were secretly employed by the CIA
and NSA to counteract Soviet ESPionage. The government also clamped down
on private research. A combination of tucrative funding and subtle pressure
brought more and more scientists into the government’s fold. Public parapsy-
chology institutes continued their experiments *“to prove the existence of psi,”
but lacking massive government funding, the civilian researchers were left
counting Rhine cards in futile attempts to predict the unpredictable. The few that
actually came close to success were either co-opted into the government pro-
grams — or, if uncooperative, discredited or destroyed.

|

L --.N"; ~

While civilian psi-research went nowhere in the eighties, the secret work of
the *‘black mind”” labs gained America its position as the world leader in covert
psi-tech research. Experiments into mind-altering drugs and the nature of the
human brain laid foundations for biopsi research that approached that of the
Soviet Union. The most recent breakthroughs have been in the training of indi-
vidual psis and in cybernetics and psychotronics. UCLA behaviorist Christine
Hegan’s controversial CIA-sponsored study of psi latency among British school
children pointed the way toward reliable psi-testing techniques, while experi-
ments with neural interface and sensory deprivation tanks resulted in the creation
of reliable psi-amplifiers.

By 1980, experimental American psi-tech had reached TL11 and a range of
psionic equipment with direct military applications had become available. Psis
warking for the CIA had scored several notable intelligence coups and proven
successful in countering Soviet ESPionage. But it was obvious to Pentagon
planners that some form of special unit was necessary to take advantage of the
emerging psi-war technology now available, especially in the low-intensity op-
erations they believed would be ushered in with the end of the Cold War. This
need, combined with the continuing inability of normal military assets to deal
with global terrorism, resulted in the founding of the Second Special Operations
Detachment Epsilon — the Psibercorps.

Government policy continues to be ambivalent regarding psi. The defection
of Sergei Makarov’s estranged daughter Alannah in 1983 and her stunning
revelations of KGB ESPicnage and Soviet psiborg and psychotronic research
provided the catalyst for the draconian Eugenics Security Act of 1984, The
Eugenic Security Police (ESP) was created to keep a lid on American psi re-
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search to prevent “technology transfer’’ — espionage — and to make sure that
U.S. psi research remained classified. Tt launched a secret program of renewed
disinformation to discredit the remaining non-affiliated research centers, signal-
ing a virtual end io successfid civilian psionic research. The ESP was originally
intended as a passive moritoring organization, but the continued disarray of the
U.S. intelligence community in the wake of the Ira n-Conira affzir saw a dramatic
increase in its influence and autonomy. There are now few checks on i3 powsl.

Govermment Organizations

Several powerful government organizations deal with psionics. Thase orga-
nizations have been described witha North Americsn campaign in mind, but can
easily be altered to fit a specific pation. In 2 campaign centered in the United
Kingdom, for instance, something ke Psibercorps could be a sub-ugit of the
Special Air Service (similar to 220d SAS’s elite Counterrevolutionary Warfare

team).

The Psiberocracy

This is the nickname for the government bureaucracy that operates the psi-
tech programs. Far more than elected politicians, these faceless administrators
o the National Security Council, National Security Agency, CTA and Pentagon
are the individuals who control government policy on psicnics and the day-to-
day operations of the ESP and Psibercorps. But even within the Psiberocracy.
snformation on psi-tech is strictly need-to-know. Although it is not spelled out,
it is understood that certain people who have talked too much have suffered
unfortunate accidents or have become prematurely senile: “I don’t remember’!
ig a very common phrase among people questioned on the activities of the

Psiberocracy.

(xher Government Psi-Programs
NASA and the USAF’s Space Defense Command routinely conduct psi

experiments on shurtle flights, though the crews may be unaware of the purpose
hehind some of them. Thers have been rumors that the Soviets have deployed
orbital psiborg systems — perhaps as telepatinc relay points, perhaps for some
other reason. The Psiberocracy is contemplating a mission that would carry
Psibercorps or NSA telepaths into range ta probe the suspected satellites.

The Navy has considered vsing psis in anti-submarine warfare, locating
hostile submarines with Telescan and Astral Projection, and in aitempts to Com-
rnunicate with dolphins and whales.

PsiCom is an uiita-secure backup telepathic system intended for use if nor-
mal communications networks aie disrupted by electromagnetic pulses or anti-
satellite warfare. For security reasons, PsiCom is considering replacing human
telepaths with psiborgs ot psionic computers.

The Evgenic Security Palice

Created under the classified provisions of the Emergency Powers Bill of
1984, the Fugenic Security Police is an arm of the executive branch of the United
States Government. Deputized a3 Federal Marshals, members of the ESP are
“tresponsible for monitoring and controlling abnormal genetic material deemed
dangerous to public safety or national security.”

If “abnormal genetic material” is defined as individuals with actual or
potential psionic ability, this description is fairly accurate: the Eugenic Security
Police are a covert agency whose mandate is the suppression of gon-government
psianic research, the recruitment of freglance psis, and the elimination of those
researchers and psis who refuse to play by the government’s Tules. Another
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ESP Field Operative

A typical operative i5 ¢ whelesome
blerd of skiled jnsurance silesman ad
FBI agent — a smooth, Teassuring yousg
mag or woman, very good at convinelng
peapie 10 furn themselves ot teir ¢hildren
i for their own good.

ST i1 DX L1;IQ12; HT 1L

Speed 5.5; Move 5,

Advantages: Patren {Eugenic Securiy
Palice), Attractive, Law Enforcemes
Powers. -

Disadvantages: Duty (Eugenic Security
Palice), Intolerane (puicuies).

Skilis: Electconics Operation (Psi-
Tech)}-12, Pistol-13, Psychalogy-11, Ge-
netics-10, Karate-12, Beam Weapors
{Newsraiizer)-12, Fast Talk-11, Shadow-
ing-1¥, Security Systzms-¥, Law-12, Driv-
ing {Automobile}-12.

Weapons and Equipment: Glock-17 mu-
tematic pisol or & dart gon lpaded with
Shatter or Monotloc, May be equipped
with other psi-tech up to TL10, typically
portadle psi-dempers, neulralizer beem
weapens, psi seaaners, and pitectors.
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function of the ESP is to screen
elected officials, foreign diplomats
and government bureaucrats for
psionic talent, to ensure that no psi
uses his or her powers to influence
the American government.

The Eugenic Security Police are
well-funded and highly trained and
motivated, with access to the most
advanced government psi-tech.
Their ostensible role is that of a gov-
ernment watchdog on genetic engi-
neering, This serves to conceal their
activities from Congress, as well as
giving them broad bipartisan and
public support and explaining their
use of scientific facilities.

Under cover of voluntary anti-
drug and AIDS testing in participat-
ing schools, ESP conducts random
genetic sampling to detect children
with latent or active psionic powers.
Individuals who test strongly psi-

Psibercorps Soldier

ST 12, DX 13, 1Q 12; HT 12.

Speed 6; Move 6.

Advantages: Strong Will +2; Combat
flexes; Patron: U.S. Army, Mititary
nk 1+.

Disadvantages: Duty (Psibercorps),
naticism.

Skills: Climbing-12, Demolitions-10,
xctronics Operation {Psi-Techj-13, First
d-11, Gans/TL7 (Pistol}-13, Guas/TL7
ifle)-14, Karate-12, Parachuting-13,
salth-13, Swimming-12, Tactics-10; plus
ec different psionic skills for one pawer
level 14.

Equipment: H&K MP-5 submachine
n; Beretta 92 automatic pistcl; Keviar
7or. Psibercorps has psionic technology
to TL11, though TL10 or better devices
: usually experimental. Typical gadgets
“lude psi-drugs, telepathic shield helmet,
i scanner; gas grenade (filled with Shat-
3 neuropsi implant (one psi power at
wer 1-4); hefmet or backpack psi-ampli-
1s. One man in every squad usually car-
5 2 heavy psi-weapon.

Tactical Organization: a six-man squad
nsists of two soldiers with neuropsi im-
wuts for telepathy and two for psychoki-
sis, with one healer (also with medical
tils) and one esper. *'Jump’’ squads con-
ting entirely of teleports are being con-
lered; presently soldiers have access to
ndard military vehicles and are trained
- kelicopter and parachute deployment.

2 Phoenix Project

positive are monitored by Federal
agents, and are sometimes offered
Tucrative *‘research scholarships™ to “‘private schools” where they undergo
further testing with a goal toward government service. Uncooperative individu-
als risk psychological pressure, including drugs, blackmail and brainwashing. A
small army of legal experts have so far blunted every attempt by individuals,
Congress or the media to probe the details of their operations.

The Eugenics Security Police make dangerous opponents for a psionic char-
acter. Any non-government psi can have them as an Enemy. A whole campaign
could be built around the attempts of fugitive PCs to escape federal control and
forced enlistment into Psibercorps, perhaps with a particular group of agents in
pursuit, The adventurers may try to get hard evidence of illegal ESP activities,
or attempt to rescue other psis from their clutches. Alternately, a character might
be a “‘good”’ ESP agent, fighting the Overmind Institute, struggling against the
machinations of over-zealous or power-hungry superiors who want to turn the
agency into a ‘“‘Big Brother’ type organization and unraveling the plots of
criminal psis uncatchable by normal law enforcement.

Available Equipment

As well as a full range of normal intelligence equipment, the Eugenics
Security Police have access to TL9 psychotronic equipment and TL11 anti-psi
devices, detection and iesting gear. They can also requisition equipment from
Psibercorps and manpower from the FBI, though are unlikely to do so due to the
loss of prestige and the trading of favors involved,

Psibercorps

Psibercorps is the nickname for the Pentagon’s secret psi-tech combat force,
founded in its present form in 1989. Technically known as the Second Special
Operations Detachment Epsilon, it is an experimental unit equipped with the
latest in psionic technology. Psibercorps is most similar in role to the SEALS or
Delta Force, in that it is an elite combat force trained to operate in a variety of
unusual circumstances using special equipment.
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Tasked with providing psi-tech support to special operaticns such as com-
mando raids, reconnaissance, hostage rescue and counter-insurgency,
Psibercorps’ unique capabilities have ofen thrust it into unexpected roles and
missions. Recent operations involving Psibercorps include the use of ESP pei-
amps to locate and examine the inferior of a Soviet nuclear submarine Jost In
Norwegian waters, the use of psi-war techniques to locate and influence the
release of hostages in Lebanon, continuing service as “*intelligence specialists™
in Columbia and strategic reconnaissance and strike missions during American
operations in Panama and the Middle East.

Techuically, the law forbids use of special operations missions on American
s0il, but Psibercorps personnel are often “detached™ to ESP task forces as
“advisors.” This has not always proven an £asy marriage: their most notable
f2ilure was an abortive assault ond wranch of the Phoenix Project (see p. 124) in
the Rocky Mountains. Faulty preparatory intelligence work by the Eugenics
Security Police Jed to the escape of the siaff and the death or mindwipe of most
of the Psibercorps assault force. Since the Recky Mountains fiasco, relations
betwean the two governiment organizalions have been poor.

While Psibercorps cccasionatly miakes use of “civilian specialists™ — a
guphemism for powerful eivilian talents working for the Pentagon — the few
uniformed psis actually part of the unit are relatively low-powered, mainly
because the present administration and the Pentagon do not really trust powerful
peis. Instead, Psibercorps relies extensively on the curing edge of psychotronic
technology, including neuropsi implants and prototype psiborgs and psionic
computers of up to TLLIL. though TL10 or higher devices are likely to be
experimental and possibly highty dangerous! Psibercorps has access t0 the fuil
range of psi weaponry and artificial psionic devicss, as well as all psi drugs.
Although most soldiers rely on devices or neuropsi implants limited to Power 1
or 2, careful waining in tactical psi-war techniques and the extensive use of
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The Psychic Population

The rmost reliable estmates suggest that
one: person in 1,000 19 a latent psi, possess-
ing one or more abilities with Power 1 and
ne traicing. One in 10,000 may heve
hipher natursl ehilidies (Power 2 o 5) while
stll remaining latant, Every five points of
Power is rarer by a factor of 10: 1 in
100,000 bas 2 Power of 6 t0 10, one In
1,000,000 has a Power of 11 to 15, one ia
10,000,000 possesses a Pawer of 16 0 20,
and only one persen in 108,000,006 bas
Power of 21 or more.

Parhaps 10% of those with psi power
aze awvare of their ability, and have some
skill i using it the rest are fatents, This
means that in a ciry of 300,000 peogle,
there should be as many as 300 psis — hut
all hut a few wil be low-powered, and per-
haps only 30 will be awarc of their ability.

Haowever, these statistics are in one
sense misleading, Many psis who discover
their abiihics will gravitate toward other
psis, for companionship, training, or seif
nrotection, craating lzrger concentraions
in a few centers. And because a siranger
psi is more likely to discover his own abil-
ity and try W improve it, the percentage of
sruined psis with high Power is far higher.

The Phoenix Project
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Phoenix Project Adventures

Emergence: Nightmares have been
plaguing 2 local community — the same
dream, in several different houses. The
characters investigate and discover the
source is a crippled girl experimenting
with strong telepathic powers. She is eager
0 learn more about her abilities, but her
strict parents do not believe in psi, and
punish her for making up stories about her
"dreamwalking.” Meanwhile, the night-
mares may have attracted the attention of
the ESP or Overmind Institute.

The Guardians: The adventurers learn
of a rogue telepath who is ruthlessly using
his powers to win a coming election and
take over the city government. Skould they
inform the ESP, or try to stop him them-
selves?

The Healer: A televangelist’s faith heal-
ing turns out to be psionic, and the PCs
uncover zn Qvermind Institute plot to kid-
nap and brainwash him in order to gain
control of his growing congregation. But
since the minister fervently believes his
power is divinely inspired, and considers
psi to be the devil's work, they may have
trouble protecting him!

Snatch and Grab: The Phoenix Project
is contacted by a young psi with electroki-
netic powers. When they meet him, they
learn that his parents have been kidnapped
by agents of the Overmind Institute. The
agents are forcing him 1o steal data files
from a secret psi-tech research center run
by the Pentagon. He wants the PCs to res-
cue hig parents from the Project’s secret
base. But uzknown to him, his last theft
was detected, and ESP agents are ou his
trail. If the PCs aren’t careful, the ESP
may decide the Phoeaix Project is behind
the thefts!
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power boosters such as portable psi-amps and experimental drugs like Blue Fige
and Mind Hype makes Psibercorps soldiers a match for most natural psionics,

PCs may be members (or ex-members) of Psibercorps if they have appropri-
ate military skills and background. A series of adventures could be built around
military missions with Psibercorps teams facing a variety of psionic and normal
adversaries — and the vagaries of government intrigue. Alternately, Psibercorps
soldiers could appear as adversaries — the iron fist of the Eugenics Security
Police and the front line of the government war against psionics.

Private Organizations

The Overmind Institute

The Overmind Institute (OMI) is a secretive organization of independent
psionic researchers, founded in 1976 by maverick parapsychologists who had

, tesisted government control. Although it was shut down by order of the Eugen-

ics Security Police for illegal human DNA and biocybernetic experiments, the
Overmind Institute has secretly continued its operations into the 1990s, using
hidden labs across the world.

The ultimate aim of the Institute is to evolve humanity as a psionic species.
Its members are utterly ruthless in their attempt to achieve their goal. Overmind
sclentists are fanatically devoted to their work, with few scruples about experi-
ments on unwilling subjects, or even themselves. A recent example of the
Institute’s activities is the Mindchild program, intended to explore the develop-
ment of artificial psi powers. Several dozen pre-adolescent children, detiberately
chosen to have no psi potential, were kidnapped and fitted with experimental
brain tissue grafts, neural implants and catalyst drugs to “awaken’” their psionic
ability, The few survivors are developing powerful psi abilities, and are cur-
rently being held for training and indoctrination.

The Institute’s psychotronics are not as advanced as those possessed by
either the Soviet Union or United States, but their mundane and bio-psi tech-
niques are among the most sophisticated in the world. Many Overmind research-
ers are themselves psis, either as a result of bio-psi treatments or natural
abilities, Psychotronic devices are typically TL8 or TL9, but artificial psi-tech
and bio-psi technology can reach TL11.

Although devoted to pure science, the Overmind Institute supports itself by
secretly selling psi drugs and training to outlaw psis, criminal organizations and
third world governments.

The Phoenix Project

The Phoenix Project is a secret organization dedicated to nurturing the birth
of a benevolent “world-mind” which would embrace all psi-users in peace and
harmony. To this end, members attempt to help new psis realize their potential,
while at the same time protecting them from organizations like the Eugenic
Security Police and the Overmind Institute.

Some branches of the Project devote their time toward training and teaching.
Others battle evil organizations and hunt down “rogue psis” who exploit their
powers for criminal ends.

The Phoenix Project has 23 centers scattered across North America, with
more in Europe and the Far East. Finding one can be difficult: most are dis-
guised as psychological research institutes, private boarding schools, or even
religious retreats. A typical center has a dozen or so senior members and as many
students, many of them children or teenagers.

In the United States, individual centers spend much of their time tracking
down rumors of psionic activity, in order to warn emerging psis of the threats
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ased to them by government agencies, eriminal psis, and groups like the Over-
mind nstitute. The Phoenix Project’s policy is to expluin the nature of psi
powers 0 individuals (many of whom may not understand the basis of their
Jhilities) and to offer training and guidance in their use. Psis are warned against
openly displaying their abilities to avoid attracting attention from those who
would exploit their powers, and are taught to use them for the common good
rather than for their own pain.

The Phoenix Project will assist anyone they feel is a *‘good” person — and
expect that they will return the favor if the Instinste ever needs heip inthe future.
PCs who share the Project’s goals miay even wish to join them as students or
staff, Most centers will gladly accept any psionic (after a mind probe to deter-
mine geod intentions) as a probationary member of will refer them to ancther
center needing personnel.

The resources of an individual center vary widely. Most will have psionic
testing peat (p. 59) and all are well trained in psionic techniques such as Gestalts.
if individnal members possess connections to government psi-tech labs or appro-
priate skills, they may have access to psychotronic or bio-psi technology; other-
wise, & Project center relies on its members’ psionic abilities. Most members of
the Phoenix Project are non-violeat, but few will hesitate to use their powers if
inmocents are threatened or in self-defense. Defengive techniques involve using
Mindwipe to eliminate memories of their presence and mind countrolling oppo-
sients into confessing to criminal actions before police. Students are alse trained
in defensive martial arts such as judo.

iy i

Biptech Chulan

Biotech Chulan is a multinational corporation headquartered in Zurieh, spe-
clalizing in emerging genetic engineering technology. Its president, Moira Van
Deering, is & powerful rogue telepath and psychic vampire. After using her
abilities and excellent business sense to rise to the top of Biotech, Van Deering
went to work on the corapetition. Using a group of psionic agents she personally
recruited, she has perfected the use of industrial espianage fot corporate take-
over. Her methods involve using Steal Drears or Telereceive to gather inside
information, and Telecontrol or Suggest to manipulate hostile executives into
embarrassing siluations.

Through contracts for government psi-research in some Western European
nations, Van Deering recently became aware of the extent of the United States
and Soviet Union’s programs. Determined to exploit this emerging technology,
Van Deering has launched Bictech Chulan on a crash program to develop its own
bio-psi assets. One of its most recent targets was the Canadian cybernetics firm
Xotech (pronounced ‘*Exo-tech™), a major subcontractor for biocybernetic tech-
nology used in the Pentagon’s neuzopsi project.
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The Dreamshapers

Mot ali psis beiong to the governmenl.
Somc ar¢ just rying 1o make money!
Dreamshapers is a French company, based
in Marseilles. [ts only advertsing is by
word of muntk, and its clients include
some of the world's richest individuals,
Their product is dreams. For $10,000
tacy'll give you the experience of a Life-
time,
Dicamshapers Incorporated is Lhe
brainchild of cybernetics expert Gerard
Bouchard and his wifa Madeleine, and her
uncle, fingncier Lucien Fatre.

Some clients ask for imapinative adven-
tures or erotis fantasies. Olhers seck w© -
live past experiances ~ perbiaps spending
fime with 2 lost loved one, After explaining
what kind of experience he wasts, 4 ¢iient
dons 2 betmet and lies down axd {s liphty
sedated, his brain shythms menitored by
Gorard's medical scanmers, As he drifts off
o sleep, he begins to dream, bringing his
fartasy tolife. And unlike a normal dream,
he cas control his own actions, sod Te-
menmber clearly everything et happened!

Unknowe to its exclusive clientele,
Dreamshapers relies as much on Made-
leine’s telepathy as on ber husband’s cy-
bernetic wizardry. Madeleine uses her
Telereceive abilities to draw images from
her customer's minds as they describe
their desires, aod then uses Iliusion lo
Bring Yiie io their fantasies.

Dreamshaper Adventures

Nighimarel: A client turns out o be &
powerful spontaneous telepath, and traps
Madeleine within his nightmare dream
world. Both are now in a deep coma, but
still dreaming. Bouchard hires the charac-
ters to ventwe into the nightmare and ficd
his wife.

Deadly Dreams: Something has been
giving a succession of client nightmares
— one almost died of cardiac arrest.
Through her contacts, Madeleine hires the
PCs 10 help her find out why, Perhaps an-
otber telepath is interfering . . .

The Dreamhuniers: The espionage
franch of 2 foreign government with 2 psi-
tech program bas leamed of Dreamshap-
¢rs, and wants to kidoap Bouchard or
Madeleine, or steal the plans for the device,
The characters may be set 10 perform the
joh, or 1o prolec! the Dreamshapers,

The Phoenix Project




Cassie Fzmi

30 years old, Oricoral, Wlack bair,
browm pyes; 5755, 120 |hy. 200 o,

ST 94{-10), DX 11 (167, Q) 14 (45), HT
1100,

Speed 5.5, Move 5.

Advanisges: Atirsctive (5); Charising
+2{i0); ESP 2, Fickhe 8 (1); Paycholine-
$is 8, Foll Power in fes Cinly (27,
Stronp Will-+2 (3): Telepathy 16 (843,

Disadvaniages: Bramy, Overmind fg-
s, ¥ or Less (-30); Sectot Pyl Powers
(-20);, Sense of Duty to Friends {-5); Stub-
bornneas (-5},

Qeivie: Animal-tights activise [-13%;
Flercely Indenendent {-1}; Shrre-iempered
(-1}, Jopoatmation Fan £-5); Wesss mior-
shades (-1).

Fride Efsers: Use of her P cavsed 2
low humming saomd {-17.

Lawguages: Engiish-14, Jopaneae-12
().

Skitle: Aspeat-11 (w); Emoticn Sense-
11 {18); Karatz-13 {4); Leadership-15 (),
Mentgl Blaw-Z1 (18); Mind Shield-15 {8);
Mindwipe-1] (18), Motoreyole- 10 fia): Pyl
Semas-12 [1); Rescarchel4 (2); Sesker
wnm-[2 (1); Sreecwise-13 (2) Telecon-
trol-15 (8); Telerecelve-21 (18); Telegend-
14 [4); Telesepn-14 {2); Writing-13 {1},

Cassi Tzumi discovered har psi ahili-
des 3t puberty, Shie kept shem 2 sacre, and
usey them agpressively in ber career an n
Investigativa |osraatist part-time pay-
¢hie imvestipaior, A fow monihe apo her
MM L2 expose 4ting of poisanous psi-
drugt oo animals at 3 corporatz jab made
ket the wrong kst of enemies. Meeding
alties, she swallowed her pride and jotned
the local hrunch of the Phoente Projact §:)
124}. Despite her inittal reluctanee 1o Join
a proup, ahe bog increpsingly found berself
mavuming 4 leatarchip rale.,

Cagsdr hay 50 disadvantage poiny. Her
Seeret Is ¢ campaign-specific dhsdvmtsge
which the GM. decided ul) freclance peis
gt take, 5o it doesa"t count appins the
40-pofne Hrgit.

The Human Aliance

Tie Human Alliance is a group dedicated to eliminating the thyeat posad by
psis to normal humanity. Its members are sware of the exiswnce of effective py;
powers &nd of psionic technology, but are ignorant of te consistent program of
Psionic rasearch that has been undertzken by government agencies.

The Human Alliance has some 1,500 core members, and operates from ap
office fo Nashville. It sends i bimonthly 16-page newsletter, PSiren, to some
25,000 people who share its anti-psionic attitudes but are 0ot actively committed
lo the movement,

PSiren regulatly warns ifs readers of the dangers of psi, TEpOTLing tystari-
ous incidents, the existence of secret labs, connectlons between satanic oyl
rock music and mind control and criminal activities aliegedly committed through
psionic pawers. Histarical articles draw attention 1o the growth of the Interna-
tiomal Psionic Conspiracy througheut histery, PSfren is avzilable for $2.25 by
mail; a year's subscription casts $12,

The Allignce possesses connections with radical fondamentalists, anci-cyip
OTganizalions, grougs who eppose animal Experimentation and genatic rasearch
and the like. ¥ it discovers a secret psionic laboratory, 1t can usually call Hpon
individuais willing to harass warkers or even bresk in and smash equipment,

The Psiherocracy considers the Humar Aliance o threat to the security of its
psi-tech program, and as 1 result has wken covert action 1o prevent it from
revealing the reality of psi to the public. Human Allisnee ETouDs have been
subject to FBI, ESP and RS investigations, and this persecution has forced the
Eroup to maintain a relatively low profile, despite iis desire i alert the public,
At the same time, the Alliance's enmity for psis has made it a target of both the
Phoeniz Project end the Overmind Instimte, This has mezely convinced the
Human Alliance that a wide-ranging National Psionic Conspiracy has infilirated
high Tavels of the United States overnment. Occasional discovery of govern-
ment agents equippad with psi powers or psionic techmology kas only hardzned
this beliaf,

The Alliance also has the resources to mount a symear CAmpaign agaiust
individuals or organizatiens it suspects of psicmic activity. Unfortunately, their
attempts to educate the public abour the dangers of 1si have been vnsuccessful.
As a result they are forced to use other methods. If they suspect that 2 locsl
politician is actually a psi, they will suppart his political opponents and try to
manufaeture evidence to drive him out of office — perhaps digging up charges
of corruption, sbstance abuse or even Satznism, But, while the Eugenic Seen-
nity Police has sophisticated tests for psionic activity, the Alliance depends
largely on rumer and guesswork. Much of its energy is wasted apainst self-de-
clared parapsycholegists and psychics wha have litle o 0o real power.

Some extremists (perhaps a few hundrad, perhaps more) with the Human
Alliance are willing to use mers violent means dgrinst psis. Under the guidaace
of the Millennium Councii fses below), they have been given access to milirry-
styl2 wezpons and paramifitary training, and zct as soidiers and thigs for the
Human Alliance.

The Milleanium Councif

A smal] inner circle within the Human Alliance, the members of the Millen-
nium Council possess a more extensive knawled ge of psionic powers. They may
have actess 10 some psionic echnology, such as anti-psi drugs or testing gear,
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Hunidreds of books and dozens of
movies and television shows bave dealt
with i powess. This list comeentrates oo
the trestmenr of psl in scieace Ffiction,
along with relaied lopics ke mind trans-
fer and drzam-shoping machines,

Only a few nomfctdon books are mem-
tiomed — those which the 2uthor foumd
mest helpful m esearching Feiomics,
Any good library should have a parapsy-
chology section for these interested e
gelving Inta ihe subject.

* Highly recommendesd.

= Not directly concerned with psion-
ics, b deals with 2 related subject like
dreatti-scaAneT weshnalogy.

Books

Adams, Roben: Horsaclzns serics

Anderson, Poub: Agewr af the Terran
Empire

Anthomry, Piers: Clumer series, espe-
cially Chaining the Lady

Asimoy, Imst: Foundation and Em-
plre, Second Fowndation

Bester, Alfred: The Demolirhed
Man * The Seoex My Desiination {a X a,
Tigerd Tigers}

Blish, lames: Jack of Eagles,* The
Warriors af Day

Bradley, Marlon Zimmer Darkover
series, aspecially The Forbidden Tower,*
Srormguern® and Sharra's Exle

Brin, David: Swrtids Rieing, The Up-
I{ﬁ Weer

Brunnar, lohn: The Whole Mex

Cadigan, Pat: Mindalayers*

Chalier, Jack; Four Lords af ihe Dia-
mond** and Soirf Rider series

Chemyh, CJ.: Hunter of Warlds

Clarke, Artier ©,; Chitdhood s End

Caollins, Nancy: A Taste of Blaed,
Sunglosser Afrer Durkc*

Cowper, Richard: Breakthrongh

De Lior, Chacles: ¥arrow

Dl Rey, Lesier: Potalenate®

Dick, Prilip K.; Uik

Foster, Alnn Dean: Heananr series

Fricdman, C.5.: f= Conquest Bam

Harrizon, Harry: Deathworld

Heinlzin, Rokert: Srronger in a
Stranee Land. Fime for the Sic

Hendpison, Zennz: Piigrimage: The
Boak of the Peaple * The People: No Dif-
Javent Flech

Kinp, Stephen: Carrie, The Dead
Zone, Firesrarter

Eurez, Katherine: Deryns series

Kurner, Henry: The Dark World,*
Mudan?

Lackey, Mercades; Diana Tregosde
dpries

Lang, Simia: A The God's of Eizer-
non, The Eissrmon GifT

Lanier, Steriing: Hrere's Joumey, The
{nforsaken Hiera

Leg, Bharon and Sieve Miller: Agemt
of Chanpge, Conflicr of Honory, Carpe
Diant

Lez, Tanith: The Birhgruve, Don't
Gite ke Sim,™* To Kil? the Dread*t

Leiuin, Ursuba: City of flunion, The
Lurhe of Heqven

Lorrah, Jegn: Sovags Empire trilogy

Manin, Gearge R.R.: ¥igheiyers an-
1helogy, A Song for Lya anthology, Wiid

Cardx series (editor}, Tuf Yovaging

Maxwell, Ann: 4 D2ad God Doncig,

Timeshadow Rider

May, Julizn: Cidaerie Milies® trilogy,
Inigriention® sexies, The Saga of Plio-
cene Exife* serles

MaCaflrey, Anne: Dragonriders of
Pemn senies, To Ride Pegarus, The Revan

Miven, Lacry: A Gift Fram Earth, The
Long ARM of Gil Hamilron,* Neaxtron
Star, World of Praws

Normn, Andre: Moon of Three Rings,*
Fules of the Stars, Perifous Dreana * Sar

Rangers * The Zevo Stone,* Unchared
Sierw, Wirch World serics

Nourse, Alan E.: Pt Hiph ond Oth-

ers?

Peht, Fradanick: Drunkard’s Walk

Robinson, Spider: Collahan's Cross-
time Saloon, Mindbifler, ** Talempoth
Russ, Joanna, And Chapr Died

Soberhagen, Fred, and Roger Zel-

xeny: Coils

Schmitz, James H: The Wirches of

Karrer, also The Untverse Apainst Her,
Nowee and other Telzty Ambendon smo-
ries

Shepherd, Lucins: Life Durirg War-

Hitst

TALLAHOTIT. T e

BIBLIOGRAPHY

Sturgeon, Thepters; More thex
Hrumon

¥an Vogr, A. B.: San, Voyage of the
Space Bragle, Wull-A series,

Vinge, Vernor: The Wirling

White, Ted, and Woliman, Marv:
Doc Phoenic=*

Wurts, Janny: Cyole of Fire serizs

Wyndham, John: The Chryzafids,*
The Midwich Cuckoos™, Chocky

Zahn, Timathy: A Coming of Ape

Zalammy, Roper: The Dream Mas-
ter,** Eye of Cust, Lord of Light, ® This

Trumarral

NonFicdion

Auzrbach, Loyd: BSP, Huaunringe,
and Paftergeists

Banewits, Phllip: Reaf Magic

Michals, Peter, Dave Langford and
Brian Swblzford: The Scigmee Jn Sciance
Fratiun

Fanati, Charles: Sigersentes

Rogo, Scott: Pargpeycholagy: A Ceme
qery of Inguiry

Qatrander, 5. and Schroeder, Lo Moy
chic ircoveries Behind the {ran Curtain

Wilson, Colin: Mysteries

Comir Books

Althoygh most comics deal more with
sperpowers then pst ahililies, them i
some that Jenl explicitly with psyshic
powers, aod do i) well!

Akira, ESPere, fnterfoce, Mai the Pry-
chie Girl, Lejertia serizs, Sy, The Un-
canry X-Mer.

Motion Pictures and

Television

Psi has generally fared better in novels
and short storiss than an celluloid, bur
the fellowing movies or TV shows con be
ingpiranonal viewing:

Akire,* Braipstopm, Carrie, Don-
gaiah, ke Dead Zowe, * Dreamicape,
Donovon's Brain, Firesiarier,® The
Fury,* Ghostbwarars,* Harmaggedon,
Locke the Suzernover ¥ The Meduea




[hé

INDEX

Accessibility imitation, 28,
Active skill, 5.

Actuality shield, 5.
Addiction disadvantage, 97.
Advantages, 9506,

Agent, 88.

Aging, 15.

Alien iechnology, 58,
Aliens, 103,

Amplifier throne, &1,

Animal Empathy advantage, 95,

Animals, 53; animal pyi, 54

Antipsi, 5, 43; power, 10;
tecknology, 73.

Appoits, 48.

Armoury (Neural) skill, 59,

Aspect psi skill, 20,

Astaroth, 4,

Astral, body, 10-11; DR, 11;
envities, 52; Entiry disad-
vantage, 98; plane, 51.

Astral Projection, 23, 51; psi
power, 10; psi skill, 10,

Auric scanner, 68.

Autoteleport psi skill, 27,

Beam Weapons (Neural) skill,
%

Being of Pure Thought advan-
tage, 56.

Bio-Psi technotogy, 77.

Biointensifer, 68,

Biotach Chulan, 125.

Bliad jumps, 42

Blinksat system, 69.

Blue Fire, 77-78.

Body Sense skill, 27, 42, 100.

Bodyshield, 71.

Brain tissae grafis, 83,

Brainscanger, 60,

Brainsiorm, 78.

Brute force altacks, 22.

Campaigns, 101,

Campbell, John, 3.

Castling, 42,

Catalyst, creanires, 54.55, 10%;
drugs, 79, 90.

Characters, 85-100,

Clairaudiencs psi skill, 14.

Clairsentience psi skill, 14.

Clairvoyance psi skill, 13.

Clerical Investment advaniage,
93,

Combat, exoleleport, 43; Sense
psi skill, 14; Teleport psi
skil, 27,

Complexity, 57.

Compulsion, 24.

Computer Hacking skill, 12.

Computers, 11, 13, 62.63.

Concentrate, 7.

Confisse psi skill, 11.

Continuing effects, 7.

Cost of psychotronics, 57.

Costs Fatigue limitation, 28,

Covert operations equipment,
67,

Criminats, 87.

Crossovers, 107,

Crycldnesis, 36, 47; psi skill,
17

Carses, 53,

Cyberpsi, 34, 44; psi skiil, 11,

Dampen psi skill, 12.

Danger Sense advantage, 14,
48,96,

Death field, see Thanatos Fleid

Deathbiock, 40.

Deathscanner, 63.

Index

[

Deathscream, 4041,

Deepsleep box, 59,

Detection equipment, 64.

Differeatial Effect imilation,
28.

Disadvantages, 92, 97-99.

Disembodied Brain disadvan-
tage, 98.

Displacement, 42,

Disruptor, 36,

Dowsing, 43.

DR and Hit Points, 58.

Drain (Attribute) psi skill, 16,

Drain Emotion psi skill, 16,

Dream technology, 65,

Dreamcorder, 66,

Dreambunters, see Jassa,

Drearms, 49, 65,

Dreamscanners, §5, 100.

Dreamshapers, 125.

Dreamshaping, 65.

Drones, 81.

Ectoplasm, 53.

Effsctive ST, 33.

Electrodirection, 12.

Electrokinesis, 34, 36, 44; psi
power, 11,

Electronic Operation skill, 9.

Electronics (Psychotronics)
skill, 99,

Emergercies Only limitation,
R’

Emotion Sense psi skilf, 20.

Empathie, mirror, 71; sink 67.

Empathy advantage, 96.

Enemies disadvantage, 97,

Energy Sense psi skill, 12.

Energy Shield psi siill, 12.

Enhancements, 27,

Erase Signature psi skill, 21,

ESP Power, 13.

ESP, see Eugenic Security
Police.

Eugenic Security Police, 121-
122.

Evil Eye, 53,

Exorcism, 50.

Exoteleport psi skill, 27.

Extended Duration enhance-
ment, 27.

Extending shields, 38.

Extra effort, 7.

Eye Contact Only Limitation, 28.

Faith healing, 53.

Fatigue, §, 30.

Fear extraztor, 72,

Feat, 5.

Fickle limitation, 28,

Gadget tables, 75,

Geneties, 102-103; generic
manipulation, 104.

Gestalt web, 37, 61,

Gestalis, 33, 37,

Ghosthunter, 89,

Ghasts, 49,

Gremlins, 48.

GURPS Cyberpunk, 12, 44,
63,70, :

GURPS Space, 51.

GURPS Supers, 57.

GURPS Time Travel, 15,27,
43,

Healing, 44, 90; psi power, 15;
psi skill, 15; technology, 68,

Honesty disadvantage, 97,

Human Alliznce, 126.

Hypnagogic, state, 51; web, 70,

Hypnotism, 51; skill, 99.

lassa, 55.

Musion psi skill, 21.

Implants, 84.

Improving psi abilifes, 8.
Instantaneous enhancement, 27.
Interface technology, 60,
Invading dreams, 50.
Invisibility, 13, 21,

Izumi, Cassie, 4, 32, 37, 4041,

Particle beass, 36.

Passive psi skills, 5, 7.

Phantoms, 48,

Phoenix Project, 5, 115-116,
124, 126,

Photokinesis, 36, 47; pai skill
1

PK Ba;xerics, 8.
PK Defenses, 36,

120, 128. PK Shield psi skill, 18.
Jabs, 106. Plant psi, 54,
Jump beacon, 69, Poison, 15,
Kinetic bubble, 68, Poltergeists, 47.
Kirlian photography, 16, 49. Power, 5, 6; catalysts, 90; ceils,
Lasers, 36. 58; level, 5: Tap, 38.
Latent powers, 5, 86. Precognition, 48, 111; pst skill
Legality class, 58. 14,
Levitadon psi skill, 18, Premonitions, 49.
Lifs Extension psi skill, 15. Preparation Required limita-
Life field detector, 65. tion, 29.
Lightning psi skif], 12. Proteus Virus, 81,
Limitations, 28, 100, Psi, in sociery, 104; scanner, 64;
Limited Use limitation, 28, Sense psi skitl 24; skills, 5;
Long-distance telepathy, 35, Skill Table, 30; Static pri
Magic, 51, 1089, skill, 10.
Mediums, 52. Psi-bornb, 71.
Memory crystal, 63. Psi-bocster, 79.
—_— T

Y

G;N
:_%\ =

i

Mental, blow, 38, 40; Blow psi
skilh, 21; signatures, 8; Stab
psi skl 22,

Metabolism Control psi skill,
15.

Millesnivm Council, 126,
Mind, Block skill, 100; control
impiany, 67, Hype, 79,

probe, 63; trap, 39,

Mind Shield, 5; offensive, 39;
psi shkill, 22,

Mind-transfer machine, §7.

Mindiink advantage, 53, 97.

Mindscanner, 65.

Mindseeker, 72,

Mindswilch psi skill, 23.

Mindsword psi skill, 23.

Mindwipe, 41; psi skill, 23.

Modifiers to skill, 7.

Monobloc, 79.

Movable Area enhancement, 27,

Multiple feats, 8.

Muttants, 163, 109,

Mystery and psi, 114.

Neural anacks, 35,

Neuro-psi implants, 84,

Neutralize psi skill, 10, 43.

Neutralizer, 74,

No Signature, see Signature, 21,

Nuisance Effect limitation, 28.

Null-field, 74.

Oceultism skitl, 100.

One-skill powers, 6.

OOBEs, see Out of body experi-
ences,

Origin of pst, 102.

Out of body experiences, 47.

Ovemnind Institute, 77, 124,

P-web, 11,73,

Pacifism disadvantage, 97,

Paraphysics, 100

Parapsychelogy, 46, 59, 91.
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Psi-drugs, 78.

Psi-impeder, 74,

Psi-tech, see Paychotronics.

Psibercarps, 119, 122-123,

Psiberface, 50.

Psibermine, 72.

Psiberplas, 65,

Psiborgs, 59, 82,

Psicomps, 62-63.

Pside effects, 88.

Psionic, ampiifiers, 61; combar,
113; shield, 73; standrive,
T0; terms, 5; testing equip-
ment, 59.

Psicnic resistance, 5; advan-
tage, ¥1.

Psionics institates, 105.

Psitector, 64.

Psychic, lobotomy, 43; lock, 65;
resicues, 49,

Psychic Vampirista, disadven-
lage, 97; Vampirism psi
power, 16.

Psychogenetics, B0,

Psychokinesis, 33; psi power,
17; technology, 68.

Psychokinetic technology, 68,

Psycholegy skill, 100,

Psychometry, 112; psi skill, 14.

Psychosynapdc disruptor, 71,

Psychotronics, 56-76; devices,
60; weaponry, T0,

Pyrokinesis, 34, 36, 47; pri
shil, 18,

Recurrent spontaneous psycho-
kinesis, see RSPK.

Reduced fatigus cost, 27.

Reduced Range limitation, 29.

Reflsctive shields, 40,

REM slezp, 50-51.

Remote viewing, 13,

Repeated attempts, 5, 8.

Resistance, 30.

Retrocognition, 14.

Retrogression psi skill, 15.

RSPK, 4647

Russian Sleep, 59.

Seances, 52,

Secret, agent, 88; disadvaniage,
O8; Masters, 105,

Seckersense psi sidll, 15,

Selective effect, 27,

Sense Aur psi skill, 16.

Sensory deprivation tank, 59.

Shateer, 80.

Shiver, 80.

Shout, 25.

Side effects, see Pside effects.

Signature Sniffer psi skill, 21,
24

Skills, 6, 99-100.

Slang, 119..

Sleep, 50, psi skill, 24.

Sleepjomp, 49; disadvantage,
9.

Sleepwalker disadvantage, 99,

Social Stigma disadvantage, 97,

Soul, 51.

Split Personality disadvantage,
97.

Spontaneous psi, 46.

Stardrives, 70.

Status, 95.

Steat Dreams psi skill, 17,

Steal Enecgy psi skill, 17,

Steal Power psi skill, 17,

Strong Will advantage, 96,

Study, 8.

Subject, 5.

Suggest psi skill, 24,

Supers, 110,

Supersensiiive disadvaniage, 99,

Surge psi skill, 13.

Symbietic crystat, 82,

Takes Extra Time fimitaticn, 29.

Takes Recharge limitation, 29.

Tech level, 57.

Telecontrol psi skill, 25,

Telekinesis 33-34, 47; astacks,
35; grappiing, 35; psi skilf,
19; throwing, 33-34,

Telepathic, Addiction disadvan-
tage, 9%, areq attacks, 39,
combat, 40; eavesdropping,
37; twins, 48; “switches, "
60

Telepathy, 35, 90; psi power,
20; siill rodiflers, 20,
Teleportation 42, 49; psi power,

26; Range Table, 20; tech-
nelagy, 89,
Telereceive, 42; psi skill, 25,
Telescan psi skill, 26,
Telesend psi skill, 26.
Telestatic field projector, 70.
Temperature, 19,
Temporary mindwipe, 41,
Thanatos Field, 73.
Thought globe, 64.
Touch Only limitafion, 29,
Trance, 80,
Triggering events, 47,
Unconscious Only limitation,
29.
Uncontroliable limitatien, 30,
Unreliable limitation, 39.
Untrainable limitation, 30,
Unusual Background advan-
lage, 93, 96.
User, 5.
Weak Signalure, tee Signature,
27
Wealth, 95.
Weapans with TK, 34.
World Jumper psi skill, 27.
Worid-web, 61.
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