Physical Adept Abilities

When the Magical Active: Adept feat is taken it alters the action points, skill points. The Magical Active: Adept feat can only be taken at first level and costs 2 feats to purchase. This represents the time that must be spent practicing the adept skills. Ap’s change from normal to ¾ AP # + ½ level round down. Sp’s change to SP # + ½ INT bonus. To determine the amount of adept points they have to use combine their CON and WIS and divide by two rounding up. The can spend up to their Int bonus, or two, adept points per level which ever is higher. Once purchased abilities cannot be changed. All adept abilities have a drain rating.  When activating an ability make a Fort save at the Drain DC. If you fail you take the listed drain in HP damage. 

Adhesion

Cost: 2

Effect: This ability allows the adept to climb on any solid surface. Adds +30 to climb checks.

Duration: 1 minute/level

Drain DC: 12 + Ess. Mod.

Drain Damage: 1d4+1

Astral Perception

Cost: 4

Effect: The adept can see and reach into the astral plane.

Duration: 1 round/level

Drain DC: 17 + Ess. Mod.

Drain Damage: 1d8

Alertness

Cost: .5 per Lvl

Effect: +1 to Listen, Search, Sense Motive, and Spot

Note: Can be purchased multiple times.

Duration: 10 minutes/level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d4+2

Attribute Boost

Cost: 1 per Lvl

Effect: For each level purchased the adept can temporarily raise an their STR, DEX or CON, a number of points equal to the level of attribute boost purchased.

Note: Can be purchased multiple times.

Duration: 2 rounds/level

Drain DC: 10  + Ess. Mod. + 1/round of boost.

Drain Damage: 1d6

Blind Fighting

Cost: 1

Effect: Adepts with blind fighting power ignore all combat penalties from being blinded. They still cannot see but can fight normally through the use of their other senses. 

Duration: 1 hour/level

Drain DC: 15 + Ess. Mod.

Drain Damage: 1d6

Blur

Cost: 3

Effect: The adept’s form begins to vibrate and blur making him hard to focus on and hit. The adept gains + 5 to his defense for the duration of the ability.

Duration: 1 round/2 levels

Drain DC: 16 + Ess. Mod.

Drain Damage: 1d10

Body Control

Cost: .5 per Lvl

Effect: +1 Fort save vs. poisons/toxins per level purchased.

Note: Can be purchased multiple times.

Duration: Permanent

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d4-2

Bone Razors

Cost: 2

Effect: The adept can extend small razor sharp pieces of bone from the top of their knuckles. These bone razors do 1d6+2 damage. While this ability is permanent, the adept must make a drain test every time they extend the razors to resist the damage of breaking the skin.

Duration: Permanent

Drain DC: 15 + Ess. Mod.

Drain Damage: 1d6+2

Breaking Blow

Cost: .5 per Lvl

Effect: When activated the adept can break objects with their bare hands more easily. For each level purchased the adept does +1 damage and ignores 1 DR of the object being struck.

Note: Can be purchased multiple times.

Duration: 1 round/level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d6

Charismatic Aura

Cost: 1 per Lvl

Effect: For each level purchased the adept can temporarily raise their CHA by 1 point, up to a maximum of 20. 

Note: Can be purchased multiple times.

Duration: 10 minutes/ level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d6

Charge Object

Cost: Lvl 1: 2, Lvl 2: 3, Lvl 3: 4, Lvl 4: 8

Effect: Allows the adept to charge an object no larger then 1 lbs. with magical energy causing more damage. Also the object creates a small blast radius depending on the level purchased. It costs a move action to charge an object and an attack action to throw it.

Level
Damage
Blast Radius

1
2d4
2 feet

2
2d6
5 feet

3
2d8
7 feet

4
2d10
10 feet

Duration: 1 round/level

Drain DC: 12 + Ess. Mod.

Drain Damage: 1d8

Confusing Strike

Cost:  Lvl 1: 2, Lvl 2: 4, Lvl 3: 7, Lvl 4: 10

Effect: Allows the adept to strike an opponent and send them into a daze. The opponent must make a Will save vs. DC10 + damage from the strike or take penalties based on the level purchased:

Level
Penalty
Duration

1
-2
1 round

2
-3
2 rounds

3
-4
1d4+2 rounds

4
-5
1d6+3 rounds

Duration: 1 attack

Drain DC: 14 + Ess. Mod.

Drain Damage: 1d6

Counter Strike

Cost: 2 per Lvl

Effect: Allows the adept to make an attack of opportunity on an opponent who has made a melee attack against them and missed. This attack is made at the adepts highest attack bonus. This ability can be used once per round for each level purchased.

Note: Can be purchased multiple times.

Duration: Permanent

Drain DC: none

Drain Damage: none

Combat Sense

Cost: Lvl 1: 1, Lvl 2: 2, Lvl 3: 4, Lvl 4: 8

Effect: Each level of this ability grants different bonuses. 

Level 1: +1 strike.

Level 2: +2 strike, +1 damage.

Level 3: +3 strike, +2 damage, +1 initiative.

Level 4: +4 strike, +3 damage, +2 initiative, +1 attack action.

Duration: 1 round/level

Drain DC: 10  + Ess. Mod. +2/level

Drain Damage: 1d8

Deep Breathing

Cost: .5 per Lvl

Effect: For  each level of this ability purchases the adept can hold their breath for an additional 5 rounds.

Note: Can be purchased multiple times.

Duration: Permanent

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d4-2

Delay Damage

Cost: 5

Effect: This ability allows the adept to inflict damage on an opponent at a time after the attack is made. If the attack hits roll damage normally. Then set a time limit up to 24 hours. That is when the target will take the damage.

Duration: 1 attack

Drain DC: 18 + Ess. Mod.

Drain Damage: 1d8

Enhanced Movement

Cost: Lvl 1: 1 Lvl 2: 2 Lvl 3: 4

Effect: When activated this ability allows the adept to move faster than normal. Level 1 adds 10 feet per round, Level 2 adds 20 feet per round,  and Level 3 adds 30 feet per round. After using this ability the adept must rest for twice the time that it was used for or become strained (-2 to all actions and checks).

Duration: 1 round/point of magic attribute

Drain DC: 10  + Ess. Mod. +2/level

Drain Damage: 1d4+2

Healing Hands

Cost: 4

Effect: The adept can heal damage by touch alone. The amount healed is equal to 2 hit points per point of magic attribute. And can be done once per day per level. For this ability to function the adept must make a magic check with a DC of 25 – the targets essence rating.

Duration: Instant

Drain DC: 10  + Ess. Mod.  for self, 10  + Ess. Mod. + Target’s Ess. Mod. + ¼ of hit points healed for others.

Drain Damage: 1d6

Blade Arm

Cost: Lvl 2: 1, Lvl 2: 3, Lvl 3: 5, Lvl 4: 7, Lvl 5: 9, Lvl 6: 11, Lvl 7: 13

Effect: This ability allows the adept to transform one of his arms into a bladed weapon. Damage and reach of the weapon are listed below.

Level
Damage
Range
Equivalent

1
1d4+1
Normal
Small Knife

2
1d6+1
Normal
Dagger

3
2d4+1
Normal
Small Sword

4
2d6+1
Normal
Large Sword

5
2d8+1
10 feet
Small Spear

6
2d10+1
10 feet
Long Spear

7
2d12+1
15 feet
Lance

Duration: 1 round/level

Drain DC: 15  + Ess. Mod. +1/level

Drain Damage: 1d6

Endure Heat/Cold

Cost: .5 per Lvl

Effect: Grants the adept a +1 to their Fort save vs. damage caused by exposure to hot or cold temperatures per level purchased.

Note: Can be purchased multiple times.

Duration: 1 minute/level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d6

Enhanced Jumping

Cost: 4

Effect: Allows the adept to leap 6x their normal distance either up or across.

Duration: 1 round

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d4+1

Energy Charge

Cost: Lvl 1: 2, Lvl 2: 3, Lvl 3: 4, Lvl 4: 8

Effect: Allows the adept to charge one of their fists with magical energy causing more damage. It costs a move action to charge the fist.

Level
Damage

1
2d4

2
2d6

3
2d8

4
2d10

Duration: 1 round/level

Drain DC: 12 + Ess. Mod.

Drain Damage: 1d8

Aura Shield

Cost: 10

Effect: Causes the adepts aura to act as a shield for damage reduction. DR is equal to the adepts magic bonus. As an added bonus the adept gains spell resistance equal to half of his magic rating.

Duration: Permanent

Drain DC: 0

Drain Damage: none

Improved Physical Attribute

Cost: Per point of STR, DEX, or CON, up between 3 and 11: .5, Per point of STR, DEX, or CON, up between 12 and 15: 1, Per point of STR, DEX, or CON, up between 16 and 19: 3, Per point of STR, DEX, or CON, up between 20 and 23: 5

Effect: Raises any one physical attribute permanently.

Note: Can be purchased multiple times.

Duration: Permanent

Drain DC: 0

Drain Damage: none

Improved Physical Senses

Cost: .5 per improvement

Effect: Each time this ability is purchased, the adept gains one of the following abilities: 

Low Light Vision (60 ft)


Thermographic Vision (60ft)

High Frequency Hearing


Low Frequency Hearing

Enhanced Smell



Enhanced Taste

Enhanced Touch



Advanced Sight (can read an 18 inch sign at 1 mile)

Note: Can be purchased multiple times.

Duration: 1 hour/level

Drain DC: 10  + Ess. Mod. +1/hour

Drain Damage: 1d4-1

Increased Initiative

Cost: 1 per Lvl

Effect: Each time an adept purchases this ability they receive a +1 to their initiative modifier, up to a maximum of +5.

Note: Can be purchased multiple times.

Duration: 1 round/level

Drain DC: 10  + Ess. Mod. +2/level

Drain Damage: 1d4+2

Stunning Strike

Cost: Lvl 1: 1, Lvl 2: 2, Lvl 3: 4, Lvl 4: 8

Effect: When an adept strikes a target with this ability the do no damage, instead the opponent must make a Fort save with a DC depending on the level of this ability that was purchased. Level 1: DC 13, Level 2: DC 17, Level 3: DC 21, Level 4: DC 25. If the target fails their Fort save they are knocked out for 2d10 rounds.

Duration: 1 attack

Drain DC: 10  + Ess. Mod. +2/level

Drain Damage: 1d4+1

Kai Strike

Cost: Lvl 1: 1, Lvl 2: 3, Lvl 3: 6, Lvl 4: 12

Effect: This ability allows the adept to make deadly ranged attacks using their inner strength. Range and damage depend on the level purchased:

Level

Range



Damage

1

Magic Attribute feet


2d4

2

Magic Attribute x2 feet

2d6

3

Magic Attribute x3 feet

2d8

4

Magic Attribute x5 feet

2d10

Duration: 1 round/level

Drain DC: 10  + Ess. Mod. +2/level

Drain Damage: 1d8+2

Killing Hands

Cost: Lvl 1: .5, Lvl 2: 1, Lvl 3: 3, Lvl 4: 6

Effect: This ability allows the adept to make deadly melee attacks using their inner strength. Damage depends on the level purchased:

Level
Damage

1
2d4

2
2d6

3
2d8

4
2d10

Duration: 1 round/level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d8+2

Missile Parry

Cost: 2

Effect: This ability allows the adept to attempt to catch arrows and thrown missile weapons aimed at them. To catch the weapon the adept must make an attack roll against the weapon with the DC being the attack roll that was made to strike the adept.

Duration: 1 action

Drain DC: 14  + Ess. Mod

Drain Damage: 1d6

Molecular Agitation

Cost: Lvl 1: 4, Lvl 2: 8, Lvl 3: 12

Effect: The power allows the adept to agitate the molecules of certain things as to set then ablaze. This power has a range of 30 feet. Can be used at a level lower than purchased.

Level
Cost
Material


Damage

1
4
paper, light, dry materials
1d4/round

2
8
thick cloth, wet wood, hair
2d4/round

3
12
skin, living wood, mud
2d6/round

Duration: 1 action/attack

Drain DC: 10  + Ess. Mod. +4/level

Drain Damage: 1d10+1

Mystic Armor

Cost: 1 per Lvl

Effect: The adept can use their force of will to harden their skin and reduce the effects of damage on them. For each level of this ability that take they temporarily  gain 1 DR.

Note: Can be purchased multiple times.

Duration: 1 round/level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d6

Negamage

Cost: 1 per Lvl

Effect: The adept can use their force of will to harden their mind and reduce the effects of magic on them. For each level of this ability that take they temporarily  gain 1 point of spell resistance.

Note: Can be purchased multiple times.

Duration: 1 round per level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d6

Paralyzing Touch

Cost: 4

Effect: This ability allows an adept to attempt to paralyze a target instead of doing damage. On a successful touch attack the target must make a Fort save vs. DC 10 + the adepts magic bonus + the adepts level or be paralyzed for 1d4 rounds. Multiple attacks, stack the duration of the paralysis.

Duration: 1 attack

Drain DC: 15  + Ess. Mod

Drain Damage: 1d4+2

Power Blow

Cost: 1 per Lvl

Effect: For each level of this ability the adept can focus +1 damage into any melee attack.

Duration: 1 attack/ 2 levels

Note: Can be purchased multiple times.

Drain DC: 10  + Ess. Mod. +3/level

Drain Damage: 1d6+2

Regeneration

Cost: 10

Effect: You heal 5 hit points every minute.

Duration: 1 minute/level

Drain DC: 15  + Ess. Mod

Drain Damage: 1d6

Healing Trance

Cost: 4

Effect: This ability allows the adept to enter a trance like state where they heal at an incredible rate. While in the trance the adept heals 10 hit points per minute. Once in the trance the adept stays there until fully healed or until they take 5 points or more of damage. It takes 3 full rounds to wake from a trance.

Duration: Until Healed

Drain DC: 12  + Ess. Mod.

Drain Damage: 1d4-2

Sonic Scream

Cost: Lvl 1: 1, Lvl 2: 2, Lvl 3: 4, Lvl 4: 8

Effect: The adept can scream once per round with such force as to shatter glass, deafen near by people, or even cause physical damage to a cone shaped area in front of them.  Targets in front of the adept, within 50 feet, must make a DC 15 Fort save or be deafened for 1d4 rounds. While deafened they take –2 to all actions and checks. The damage done depends on the level that this ability is taken at:

Level
Damage
Range
Penalty to Fort save vs. Deafness

1
1d4-1
5 feet
none

2
1d4
10 feet
+1

3
1d6
20 feet
+3

4
2d6
35 feet
+5

Duration: 1 action

Drain DC: 10  + Ess. Mod. +2/level

Drain Damage: 1d6+2

Steel Fingers

Cost: 1 per Lvl

Effect: For each level of this power taken the adept ignores 1 DR when engaged in  unarmed combat.

Note: Can be purchased multiple times.

Duration: 1 round/ level

Drain DC: 10  + Ess. Mod. +1/level

Drain Damage: 1d6

