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The House Psionics Primer is only one handbook in the House Rules series. All of these in-house documents are intended for the makers’ campaign only, not for circulation. Most of these documents deal with and/or reproduce parts of TSR’s copyrighted materials. We do not wish to infringe on TSR’s copyright!

Psychic Energy and Psionics

All living plants and animals posses a psyche, or body of psychic energy. Sages argue whether this body of energy is derived from the living processes of the physical body, or whether the psyche is itself the vital essence of life. To those that can see such things (in a plane of perception called the mindscape-see below), upon the death of the physical being, the psyche appears to flicker and fade like a dying fire; this does not solve the question, though, since damage to the psyche affects the body, and vice versa.

Psyches naturally tend to protect themselves by taking the easiest shape to maintain and protect: a roughly spherical or ovoid shape, surrounded by a shapeless aura of energy that functions like a barrier. This protective barriers are roughly analogous to physical beings covering themselves with skin, scales, or bark. Many creatures have learned to shape portions of their own psyche to attack other psyches, to defend their own psyche in unusual ways, or to directly affect the physical world. The skill of using psychic energy to affect the world outside of the mindscape is called psionics. Various animals, monsters, humanoids, and even plants use psionics in various degrees of skill. Those who specialize in psionics are called psionicists; those whose psionic skills are a lesser part of their lives are called wild talents; both these two types are called mindbenders.

A psionic power functions because the psionics user shapes a part of her psychic energy as a tool and sends it out to accomplish her will. These shaped-energy tools are called harbingers. Harbingers cost energy to shape, maintain, and wield.

A character’s psychic energy is measured in psps, or psychic strength points. A character’s psp number depends on their psionic expertise, and their Constitution/Health score (see House Classes: Psionicist—psp progression, Feats—Wild Talent , and House Rules Introduction: Stats: Constitution). Every use of psychic attacks or psionic powers expends psychic energy in the form of psps. Receiving a successful psychic attack also causes one to lose psps. A mind without psps is easily penetrated by a single successful psychic attack, and the successful attacker is immediately free to use any telepathic power or devotion on the penetrated mind. Fortunately, psps are quickly recovered in sleep or meditation (1/8th total per hour; see rejuvenation feat for meditation specs). 

The other critical psychic statistics to remember are the Difficulty Class (DC) and the skill bonus adjustment.

Five general types of psionic powers have been observed:

Clairsentience allows characters to perceive things beyond the natural range of human and demi-human senses.

Psychokinesis uses psychic energy to move objects across space.

Psychometabolism affects the user’s body by altering it in some way.

Psychoportation allows psionic travel, moving characters from one location to another without crossing space.

Telepathy involves the contact of two or more minds. Most Telepathic powers require contact between the psionicist and a target psyche. Contact is accomplished either through voluntary opening of the target’s mind, or through forcible Psychic Combat. Both of these cases are discussed in the Contact Section below.

The Psionicist Class

The psionicist uses the forces of his own mind to affect his environment. Psionic powers aren’t magical in nature, but come from within the psionicist. What's more, psionic powers in no way affect the world's ecosystem other than by direct interaction. Psionics unifies the mind, body, and spirit. The psionicist specializes in the use of psionic skills, just as a rogue specializes in rogue skills.  Psionicists are devoted to strengthening the Will, and perfecting their use of “the Way,” a common Athasian term for the psionic discipline.  Well-played psionicists should rely on their mental abilities to the same degree that fighters rely on physical abilities.

Most intelligent creatures on Athas have some measure of psionic power. Characters from any race have the capacity to become psionicists -- in fact on Athas, every race has psionics as an exception class for multi-class restrictions. The psionicist class may be combined with any other class or classes. However, the strictness of the philosophy and discipline preclude chaotic-aligned students from ever acquiring the necessary mastery; psionicists tend towards lawfulness. Only the few with sufficient desire and dedication can devote themselves to the psionicist character class.

All player characters (and most creatures on Athas and even many of the plants) are assumed to have some measure of latent psionic potential. Those without the discipline or inclination to devote themselves to mastering psionics, can still acquire some degree of psionic skill through Feats.

Weapons and Armor: Psionicists tend to disdain using weapons and armor of any sort, and tend not to have time to train in their use. Psionicists tend to choose weapons only from the following list: light or hand crossbow, dagger, dart, dirk, knife, scourge, sickle, short sword, wrist razor, or any martial arts weapon that works as an extension of the body.  

In game terms, Psionicists are proficient in simple weapons, light armor, and shields. They may choose to wear padded, leather, or studded leather, and may carry shields. With a feat, they may purchase proficiency in medium armor, which allows them to use hide armor. With a second feat, they can purchase proficiency in heavy armor, which allows them to wear chitin or Braxat shell armor. Metal armor, however, restricts them from spending psps, crippling them as psionicists. In fact, most people in Athas know that a psionicist can be disabled by tying him up with a metal helmet on his head. The only exception to this no metal armor rule is if the metal is somehow psionically enchanted.

	Level
	Attack
#1
	At #2
	At #3
	Save: Fortitude
	Save: Reflex
	Save: Will
	Metapsionic
Feats
	psp total
	Defense
Bonus

	1
	0
	-
	-
	+1
	+0
	+4
	+1 Feat
	10 + bonuses
	+1

	2
	+1
	-
	-
	+2
	+1
	+5
	
	+20 + 2x bonus
	-

	3
	+2
	-
	-
	+2
	+1
	+5
	+1 Feat
	+30 + 3x bonus
	-

	4
	+3
	-
	-
	+3
	+1
	+6
	
	+40 + 4x bonus
	+1

	5
	+3
	-
	-
	+3
	+2
	+6
	+1 Feat
	+50 + 5x bonus
	-

	6
	+4
	
	-
	+4
	+2
	+7
	
	+60 + 6x bonus
	-

	7
	+5
	
	-
	+4
	+2
	+7
	+1 Feat
	+70 + 7x bonus
	-

	8
	+6
	+1
	-
	+5
	+3
	+8
	
	+80 8x bonus
	+1

	9
	+6
	+1
	-
	+5
	+3
	+8
	+1 Feat
	+90 + 9x bonus
	-

	10
	+7
	+2
	-
	+6
	+3
	+9
	
	+100 + 10x bonus
	-

	11
	+8
	+3
	-
	+6
	+4
	+9
	+1 Feat
	+110 + 11x bonus
	-

	12
	+9
	+4
	-
	+7
	+4
	+10
	
	+120 + 12x bonus
	-

	13
	+9
	+4
	-
	+7
	+4
	+10
	+1 Feat
	+130 + 13x bonus
	-

	14
	+10
	+5
	-
	+8
	+5
	+11
	
	+140 + 14x bonus
	-

	15
	+11
	+6
	+1
	+8
	+5
	+11
	+1 Feat
	+150 + 15x bonus
	-

	16
	+12
	+7
	+2
	+9
	+5
	+12
	
	+160 + 16x bonus
	-

	17
	+12
	+7
	+2
	+9
	+6
	+12
	+1 Feat
	+170 + 17x bonus
	-

	18
	+13
	+8
	+3
	+10
	+6
	+13
	
	+180 + 18x bonus
	-

	19
	+14
	+9
	+4
	+10
	+6
	+13
	+1 Feat
	+190 + 19x bonus
	-

	20
	+15
	+10
	+5
	+11
	+7
	+14
	
	+200 + 20x bonus
	-


Saving Throws

Psionicists enjoy superior saving throws bonuses for Fortitude and unparalleled saving throw bonuses for Will. In second edition their exceptional willpower and discipline was reflected in a supplementary +2 bonus; in 3rd Edition allows us to simply incorporate the bonus into the table itself.

PSP Total

At first level, a psionicist has 10 psp, plus his psp bonus for constitution, plus his Charisma score. For example, Tiana has a 16 constitution and a 12 Charisma.  Her psps at first level would be 10 + 12 +3 = 25 psp
At levels 2 through 10, the psionicist gains 10 psp per level, plus his constitution psp bonus.  Thus, Tiana would gain 13 psp at every level after first, totaling 38 at second level, 51 at third level, 64 at fourth, etc.

Psychic Defense Bonus

Because of their familiarity with the mindscape (q.v.), psionicists gain bonuses to their psychic defenses, on top of their considerable rank in these skills. The bonuses on the table are cumulative. For example, a 6th level psionicist would have a +4 psychic defense bonus for her level. With a constitution of 15 (+2), and maximum ranking for the psionicist’s level (9 ranks-- 3 over her level, just as with an ordinary skill), the psionicist could have a Mental Barrier bonus of +14 -- the psionicist’s psyche would be well-defended indeed! 

Psionic Disciplines

Every psionic skill belongs to one of the five disciplines: Clairsentience, Psychokinesis, Psychometabolism, Psychoportation, and Telepathy.  Before you can learn a psionic power, she you have access to the appropriate discipline. As a first level psionicist, you choose selects one discipline as your primary discipline.  Thus all psionicists are specialists of sorts: Clairsentient “seers,” Psychometabolic “shapesmiths,” Telepathic “mindbenders,” etc. You can get access to other disciplines by taking a “Secondary Discipline” feat. All disciplines that you have access to other than your primary discipline are referred to as “secondary disciplines.”

Primary disciplines provide a focus for psionicists to adhere to; psionicists often refer to themselves as Clairsentients, Kineticists, Metabolists, Psychoporters, and Telepaths, according to their respective primary disciplines. It is possible for a psionicists to take more ranks in secondary discipline skills than in the primary discipline, but for reasons that should soon become obvious, this would seriously handicap the character in terms of skill progression.

Class Skills

The good news is that psionicists gets as many skill points as rogues: eight skill points, plus their intelligence bonus, per psionicist level. If you consider this excessive, consider that the psionicist’s only class skills are:

· The skills in the primary discipline.

· The five psychic attack and defense modes.

· The Concentration and Knowledge (Psionics) skills.

After choosing your primary discipline, you may spend skill points to purchase ranks in the skills of your discipline, or on psychic attacks and defenses. You can spend as many of the skill points as you like on conventional, non-psionic skills ranging from hiding in shadows to kank-riding to cooking, but these skills will cost you two skill points per rank. The only “class skills” that will ever be available to you at the cost of one skill point per rank, are your primary discipline skills, psychic attacks, and psychic defenses, and the Concentration and Knowledge (Psionics) skills.

Wild Talents & Psionic Feats

Non-psionicists can learn psionic skills as well. Taking the Wild Talent feat and other feats allows non-psionicists to spend skill slots on designated psionic skills. Since Psionic skills are not class skills for these characters, all characters with wild talents have to purchase the psionic skill ranks at 2 skill points per rank. Any non-psionicist can take any of the following feats, assuming that they have the prerequisites and the open feat slots:

Access to Psychic Attacks

Prerequisites
Mindscape

This feat provides non-psionicists with 10 psp (in addition to any they might already have), allows them to purchase ranks in psychic attacks, including Mind Thrust, Ego Whip, Id Insinuation, Psychic Crush, or Psychic Blast. 

Access to Psychic Defences

Prerequisites
Mindscape

This feat provides non-psionicists with 10 psp (in addition to any they might already have), and allows them to purchase ranks in any psychic defense. 

Advanced Telepathy

Prerequisites
Mindscape, Psychic Attacks, Wild Telepathy, Cultivated Telepathy

This feat allows the character to purchase any telepathic skills that they want from the Wild Telepathy chart. The character must still purchase ranks with skill points, and filling all prerequisites as a psionicist would have to.

At this point, after spending at least five feats on psionics (and probably more to get the psps to make it effective), one wonders why the character does not simply take a second class as a psionicist.

Cultivated Talent

Prerequisites
Wild Talent

This feat allows the character with a Wild Talent to choose an additional psionic skill, providing that it does not require any prerequisites other than the one randomly determined as his wild talent. The skill must still be paid for with skill points.

Cultivated Telepathy

Prerequisites
Mindscape, Psychic Attacks, Wild Telepathy

This feat allows the character with the Wild Telepathy feat to choose an additional telepathic skill from the Wild Telepathy table. The character must still purchase ranks with skill points.

Mindscape

Prerequisites
none

This feat allows non-psionicist to see the mindscape as a psionicist sees it, allowing the non-psionicist to purchase ranks in the Mental Barrier defense, at the cost of two skill points per rank. In addition, the non-psionicist receives a randomly selected power from this chart (d100):

	01 to 05
	All-Round Vision
	46
	Strength of the Land

	06 to 10
	Aura Sight
	47 or 48
	Psychic Blade

	11 to 15
	Detect Life
	
	

	16 to 20
	Empathy
	49
	Dream Travel

	21
	Spirit Sense
	50 to 52
	Immovability

	22
	Locate Owner
	53
	Teleport Lock

	23
	Object Reading
	54 or 55
	Time/Space Anchor

	24
	Object Tracking
	
	

	25
	True Sight
	56 to 65
	Ejection

	26 to 30
	Psionic Sense
	66 to 95
	MindLink

	31
	Psionic Tracking
	96 to 97
	Telempathic Projection

	32
	Safe Path
	98 to 00
	Send Thoughts

	33 or 34
	See Magic
	
	

	35 or 36
	Sensitivity to Psychic Impressions
	
	

	37 to 41
	Weather Prediction
	
	


Just as with the Wild Talent feat, the non-psionicist can spend feat slots and skill points only in order to purchase their randomly selected powers and any prerequisites. Note however that this feat does not supply the psionicist with psps to use their Mindscape talents – those must be obtained from other feats.

Wild Reserves

Prerequisites
Wild Talent or Mindscape feat

This feat provides non-psionicist with an increased number of psp. Instead of the psp listed for the Wild Talent feat, the character receives d4 plus her constitution bonus, for each level of experience, regardless of character class other than psionicist.

If a psionicist takes this feat, she does not receive the constitution bonus for her psionicist levels, since she already gets that as part of her psionicist class. Hence a single-classed 5th level psionicist with this feat would only get an extra d4 psp per level, while a multi-class 3rd level psionicist/2nd level fighter would earn the constitution bonus for her two fighter levels, and a 5th level fighter would earn five psp plus five times her constitution bonus.

Wild Talent

Prerequisites
None

This feat allows any non-psionicist to take a random psionic skill. The DM rolls this skill on the table (right) to determine the character’s wild talent. If the player is fortunate enough to roll 00 on the larger chart, she gets to roll on the smaller, shaded sub-chart of powerful and coveted abilities. Whichever skill is rolled, the character can spend feat slots and skill points in order to purchase their randomly selected skill and any prerequisites that might be listed for that skill, at a cost of two skill points per rank. Just as with other skills, the wild talent’s skill bonus equals his ability bonus for the skill, plus his rank.

The character with the wild talent receives d4 psp, plus the bonus for constitution, plus the one-time cost of the skill. 

Example of taking a wild talent: Merko takes the Wild Talent feat, and rolls 98 on d100, indicating Phase, a psychoportive skill. Merko spends 10 skill points to bring his rank in Phase to 4. Since Merko’s Wisdom is 14, he receives a +2 bonus to his Phase skill, bringing the total skill bonus to +6. Merko rolls a 2 on his d4 for psps and his 16 constitution gives him a +3 psp bonus. Phase costs 10 psps per round, so Merko’s psp total is 2+3+10=15 psp.

Wild Talent Table

	01
	Bone Reading
	
	54
	Accelerate

	02 or 03
	Clairaudience
	
	55 to 58
	Adrenaline Control

	04 or 05
	Clairvoyance
	
	59
	Alter Features*

	06
	Cognitive Trance
	
	60 to 61
	Animal Affinity

	07
	Danger Sense
	
	62 to 64
	Biofeedback

	08 or 09
	Feel Moisture
	
	65
	Body Control

	10 to 14
	Heighten Senses
	
	66
	Body Equilibrium

	15 or 16
	Sensitivity to Observation
	
	67 to 68
	Body Weaponry*

	17 or 18
	Truth Ear
	
	69
	Cause Decay

	
	
	
	70
	Cause Sleep

	19
	Alter Matter
	
	71 to 72
	Cell Adjustment

	20 or 21
	Animate Shadow
	
	73
	Chameleon Power

	22 or 23
	Ballistic Attack
	
	74
	Chemical Simulation

	24
	Concentrate Water
	
	75 to 78
	Complete Healing

	25 or 26
	Control Flames
	
	79 or 80
	Double Pain

	27
	Control Light
	
	81
	Ectoplasmic form

	28
	Control Sound
	
	82
	Energy Containment

	29
	Create Light*
	
	83 or 84
	Flesh Armor

	30
	Create Sound*
	
	85 to 87
	Iron Will

	31
	Detonate
	
	88
	Metamorphosis

	32 or 33
	Levitation*
	
	89 to 91
	Mind Over Body

	34 to 36
	Magnetize
	
	92
	Pheremone Discharge

	37 to 39
	Molecular Agitation
	
	93 or 94
	Photosynthesis

	40
	Molecular Manipulation
	
	95 to 97
	Suspend Animation

	41
	Momentum Theft
	
	
	

	42
	Poison Simulation
	
	98 or 99
	Phase

	43 or 44
	Project Force
	
	
	

	
	
	
	00
	Roll d4on table below:

	45
	Soften
	
	
	

	46
	Static Discharge
	
	1
	Accelerate 

	74 to 51
	Telekinesis
	
	2
	Nerve Manipulation

	52
	Telekinetic Barrier*
	
	3
	Penetrating Sight

	53
	Telekinetic Flight
	
	4
	Shadow Form


Example of using a Wild Talent: Merko (Phase +6, psp 15) comes across a huge sink worm, and immediately tries to use his Phase power to escape. Merko rolls a 9, which adjusts to (9 +6 =) 15. This is not good enough, since the Phase skill has a Difficulty Class of 20. The failure costs him 1 psp. 

Since Merko moves faster than the huge sinkworm, he gets to try again, rolling a 4, and losing another psp in the failure. 

It’s the sinkworm’s turn now, and it swallows Merko in a single gulp. 

Fortunately, before Merko digests, he manages to roll a 15 (+6 = 21). The thief phases and escapes the Sinkworm’s gut, but the power only lasts one round since Merko only has 13 psp left and Phase costs 10 psp per round to maintain. Merko leaves his clothes and equipment behind, since the AD of 20 only allows him to escape with own body. Merko is naked in the desert, but he is alive, for the time being.

Wild Telepathy

Prerequisites
Mindscape, Psychic Attacks

This feat gives the non-psionicist access to a randomly-determined telepathic power from the chart below. Players fortunate enough to roll 00 can choose any telepathic skill from the chart:

	01 to 05
	Amnesia
	
	55 to 59
	Invincible Foes

	06 to 10
	Attraction*
	
	60 to 64
	Invisibility*

	11 to 15
	Aversion*
	
	65 to 69
	Phobia Amplification

	16 to 20
	Awe*
	
	70 to 79
	Post-Hypnotic Suggestion*

	21 to 25
	Daydream*
	
	80
	Probe

	26 to 30
	Domination
	
	81 to 85
	Sensory Suppression

	31 to 35
	ESP*
	
	86 to 90
	Sight Link*

	36 to 40
	Hallucination
	
	91 to 95
	Sound Link*

	41 to 45
	Impossible Task
	
	96 to 99
	True Worship

	46 to 54
	Inflict Pain *
	
	00
	Player choice


The character must still purchase ranks with skill points, as with the Mindscape and Wild Talent feats. This feat also grants the character d4 psp, plus the constitution bonus, plus the one-time cost of the skill.

Contact

Most Telepathic powers require contact between the psionicist and a target psyche. Contact happens when the target voluntarily accepts the contact, or when the psionicist forcibly breaches the target’s psychic defenses through psychic combat. Both of these cases are discussed in this section. 

Whether the contact attempt is consensual or forcible, the sender (i.e. psionicist who wishes to establish contact) sends out a harbinger towards the target psyche. With some Telepathic skills such as Sight Link, the harbinger can travel virtually infinite distances instantly, allowing instant access to a distant target, if the target accepts the contact. If the target refuses the contact, then the psychic defenses of the target psyche prevent the sender’s harbinger from establishing contact.

All beings from monsters to animals to insects to humanoid races enjoy the protection of the Mental Barrier defense. Psionic beings frequently learn other defenses as well, including Mind Blank, the natural defense of plants. A defending mind may choose to admit a harbinger, though few beings trust each other so much. Letting someone into your mind has more sweeping implications than letting someone into your home: once admitted, the sender can attempt any Telepathic skill, benign or hostile! The use of potentially benign psionic powers such as Mindlink, Psychic Surgery, and Sight Link rely on this profound sort of trust. If the defender has prior contact with the sender, the defender can determine who the sender is before allowing contact. Harbingers have a characteristic and identifiable “feel” when they touch the defender’s aura, a feel more certain than any of the physical senses. Defensive constructs have this same “feel,” see the discussion of psychic signature (p4). 

Uninvited harbingers can also gain access to the target mind, but this requires psychic combat: an attacker attempts to breach, i.e. break through, a target’s defenses. Psychic combat is inherently hostile, requiring the attacker to shape her harbinger into one of the five psychic attacks. Unlike consensual contact, psychic combat is limited to the range of the psychic attacks. Psychic attacks, psychic defenses, and the process of psychic combat are all discussed below.
The Mindscape

All contact, whether consensual or forcible (i.e. established through psychic combat), takes place in the mindscape, a psychic plane seen only by psionicists and by non-psionicists with the Mindscape feat. 

Just as our world looks very different when viewed through an infra-red, ultra-violet, or X-ray sensor, the mindscape reveals a very different world than the one that you see through your eyes. You sees no color variation in the mindscape, just different shades of brown from light to almost black. The energy of psyches, constructs, and harbingers glow lighter brown against the darker contrast of the mindscape. You experience no sound, smell, touch, taste, or even sense of gravity or balance in the mindscape. It requires a force of will to examine: you must concentrate on seeing through the mindscape; you cannot “leave it on all the time,” except with the use of certain skills and feats (such as Blindscape).

From a distance, all psyches look the same to you: as indistinguishable balls of light. When you try to Contact another psyche, you send what is called a harbinger towards the other psyche, and as it approaches the target, you can see more clearly what sort of entity you are dealing with. Plants appear as diffuse strings of light that tend to blend into each other and the similar psyches of other plants, spores, microscopic life, and with the vast twinkling psyches of Athas herself. Inanimate electrical energy from the physical world such as lightning or static appear in the mindscape as well, but these bright flashes are easily distinguished from the living psyches and harbingers.

In the mindscape, the psyches of insects, animals, and untrained characters tend to appear as fuzzy globes (representing their untrained Mental Barrier construct; see below). Skilled psionicists can shape their psyches to look like those of plants (using Mind Blank), or to appear as untrained creatures (using Thought Shield), but usually their psyches take the structural shapes such as suits of armor, city walls, etc. The higher rank you have in your psychic defense (Mental Barrier, Intellect Fortress, or Tower of Iron Will), the more intricate a structure your psyche will take in the mindscape. You can choose these structures, and in some situations the DM will ask you to describe the psychic construct and harbingers that you are using.

Initiating Psychic Combat

While the mindscape is represented visually in your mind, it involves the mind and not your eyes, so that it makes no difference to your mindscape perception if your eyes are opened or closed. Actual physical distances are heavily distorted, you find the mindscape too disorienting to get dependable physical bearings; your mindscape perception cannot substitute for normal vision in combat, without special psionic skills or metapsionic feats. Only psyches are visible in the mindscape, and these are generally difficult to distinguish from each other. Mindscape perception extends in all directions, which means that “attacking from behind” obtains no advantage.

Only by matching up your natural senses with what you see in the mindscape, you can to match a physical being to a psyche. In game terms this means that you need to see or touch or hear or otherwise sense your opponent in order to initiate psychic combat. 

For purposes of initiating psychic combat, special senses may be substituted. These include 

· Some clairsentient skills such as Life Detection, Sense Light, True Sight, Heighten Senses, Ultrasentience, All-Around Sight, etc.

· The metapsionic feat Blindscape.

· Arcane or Divine spells such as Detect Invisibility, True Sight, etc.

Once that psychic combat initiates, it is not necessary for either side to see each other, since combatants have already identified each other in the mindscape. However, if a single round passes that neither psyche psychically attacks the other, or uses psionics on the other, then the knowledge of the target’s location in the mindscape is lost, and combat must be re-initiated.

When your harbinger closes on a target psyche, you see the current construct of her target’s defense mode, and even may recognize the defender, if you have had psychic contact before. When someone tries to contact you, their approaching harbinger would appear like a small comet; you would not see the details of the harbinger or know whether it was friendly or hostile until it was too late. As the harbinger closes on your defenses, you would see it in detail and might recognize the sender from the harbinger’s handiwork, if you have had contact before. Each mindbender leaves a psychic signature as unique as fingerprints on every harbinger and construct.

Example: Initiating Consensual Contact Through the Mindscape

As a school exercise in the House of the Mind, Ayani needs to communicate with Tlatepec, her mentor, via Mindlink. Since Ayani is not attacking Tlatepec psychically, and since she has had prior psychic contact with Tlatepec, she does not need line-of-sight. She reaches into the mindscape for him. She hopes to impress, so she chooses a hurrum as her harbinger. (These sweet-humming scarabs, are expensive pets adored by local noble families.) 

When her hurrum approaches her mentor’s psyche, Ayani sees an empty, stony field. Her master is using a Mind Blank defense, she realizes, pleased to remember her lessons. She has her hurrum settle on a rock in the field, letting her mentor decide whether to accept her contact. The mindscape vision fades, and Ayani realizes that she has been granted contact. She successfully triggers her Mindlink power. “I succeeded, master,” she communicates through the Mindlink to Tlatepec.

“Why did you send a cockroach to contact me?” her mentor demands. “what sort of a greeting is that for your master?”

Embarrassed, Ayani realizes that the sweet sounds of the hurrum were lost in the purely visual medium of the mindscape. Without the gentle, relaxing hum, the hurrum would appear like a cockroach!

The Psychic Attacks

As explained earlier, breaching a defending mind can only be accomplished with a psychic attack. There are five categories of Psychic Attacks: Mind Thrust, Tower of Iron Will , Id Insinuation, Psychic Crush, Psychic Blast. These five categories of harbingers are known as Attack Modes. 

The explanation of the Psychic Attacks use the following key descriptions: 

PSP Cost

A psychic attack, like psionic skills, costs psps to employ. Psychic attacks are one-shot skills; they cannot be maintained. The attacker pays the psp cost whether or not the attack succeeds.

Range

Like Range for weapons, the listed range is an increment. For example, Mind Thrust works with no penalty up to 100 feet, takes a -2 penalty between 100 and 200 feet, takes a -5 penalty between 200 and 300 feet, or -10 between 300 and 400 feet.

Area of Effect

Psychic Blast does not use a range, but an area attack. The area of all the other psychic attacks is a single target entity.

PSP Damage Against Defended Mind

If a defender has psps to uphold her psychic defense, and loses a psychic contest with a psychic attacker, she take psp damage. 

Effect on Breached Mind

When an attacker strikes a defender and reduces her psps to zero, he breaches the defenses. Some psychic attacks have a different set of effects once the defender’s mind is breached.

Bonus Characteristic:

Psychic attacks rely either on Wisdom, Intelligence, or Charisma. The attacker’s roll is modified like any skill, by the attribute bonus and by the attacker’s rank in that psychic attack. The attribute bonus (but not the rank) also applies to the damage, if the attacker wins the contest.

Mind Thrust

PSP Cost:
2 

Range:
100 feet

Area of Effect:
1 target being

Damage Against Defended Mind:
2d4

Effect on Breached Mind:
None

Bonus Characteristic:
Wisdom

Mind Thrust is a sudden psychic force that attempts to suddenly pierce opponent defenses. In the mindscape, the Mind Thrust appears as a spear, a crossbow bolt, darts, lances, needles, chatchka, etc. Mind Thrust works best against the Mental Barrier defense.

The attacker spends 2 psps to attempt a Mind Thrust. If it successfully hits a defending mind, it causes 2d4 psps damage to the defenses. Against an already breached mind, a, invading Mind Thrust shorts out one of the victim’s psionic powers for d4 days.  The thrust has no effect at all on a breached non-psionic.

Ego Whip

PSP Cost:
4

Range:
200 feet

Damage Against Defended Mind:
2d6 psp

Effect on Breached Mind:
Dazed for d4+1 rounds

Bonus Characteristic:
Intelligence

Tower of Iron Will  assaults the target’s self-esteem or individuality. In the mindscape these harbingers may be shaped as whips, scourges, flames, snakes, shackles, harness, chains, filth. Tower of Iron Will  works best against the Mental Barrier and Intellect Fortress defenses.

The attacker spends 4 psps to attempt an Tower of Iron Will . If the whip successfully hits a defending mind, it causes 2d6 psps damage to the defenses. When successfully invading an already breached mind, Tower of Iron Will dazes the victim for d4 rounds; during this time the victim makes all die rolls (attack rolls, saving throws, etc.) at a -5 penalty.

Id Insinuation

PSP Cost:
6

Range:
100 feet

Area of Effect:
1 target being

Damage Against Defended Mind:
Partial Contact

Effect on Breached Mind:
None

Bonus Characteristic:
Charisma

With this mode, you attack your target’s subconscious, blurring the disciplined barrier between primitive needs and social constraints. This attack mode tends to use blurry and subtle harbingers that attempt to blend into the target’s construct like a chameleon. The chameleon and Silk Wyrm are common Id Insinuation harbingers.

You must spend 6 psps to attempt an Id Insinuation. If your attack comes up against an Intellect fortress, then you have no way of succeeding, but those in the intellect fortress remain unaware of your attempt. If you encounter any other defense, and your attack loses the contest, then the defender is aware of your attempted insinuation. If you win a contest against a defending mind, it causes no psp damage to the defender; Id Insinuation is not a direct assault but an attempted infiltration of the mind’s defenses. Successful use of Id Insinuation allows you to use a handful of telepathic skills of a detective nature: ESP, Identity Penetration, Site Link, or Sound Link. Once you have successfully used one of these powers and determined to your satisfaction that the defender is not aware of your attempt to get into his mind, you may use Id Insinuation again to obtain a better grip on your target’s mind. You have still not achieved full contact; if any of your rolls fails and if the defender’s defense roll is 15 or above, he becomes aware that something is trying to penetrate his mind.

If your second Id Insinuation succeeds, then your list of usable Telepathic skills grows to include Distraction, Invisibility, Impossible Task, Probe, and Post-Hypnotic Suggestion. At this point, you may attempt to use Post-Hypnotic Suggestion to get the defender to open his mind to you. Only when the defender’s opens his mind fully can you use overt telepathic skills such as Awe, Cause Pain, Domination, Mindwipe, Psychic Surgery, Etc. Note that the Id Insinuate attack even more than other psychic attacks is not terribly useful if you do not possess telepathic skills

Psychic Crush

PSP Cost:
8

Range:
50 feet

Damage Against Defended Mind:
d8

Effect on Breached Mind:
d8

Bonus Characteristic:
Wisdom

Psychic Crush attempts an overwhelming, crushing force. In the mindscape, Psychic Crush harbingers could appears as huge constrictor snakes or a wrestling giant. The attacker spends 8 psps per unit to attempt an Psychic Crush. If the attack successfully hits a defending mind, it causes 2d8 psps damage per unit to the defenses. When the defenders run out of psps, the remainder are deducted from their hit points -- this is real physical damage. Someone that dies from a Psychic Crush typically dies from a stroke or neural shock.

A successful Psychic Crush has an additional peculiar effect if used successfully in two consecutive rounds in psychic combat: After being struck in the first round, the defender must attempt to retaliate with a psychic attack by the end of the next round. If he does not try to retaliate, and if the attacker succeeds against him with Psychic Crush again, he renders his mind vulnerable for one of the following Telepathic powers at the end of the second round: Domination, Awe, Phobia Amplification, Probe, Acceptance, Amnesia, Mindwipe, Invincible Foes, Mindlink. The defender is not fully breached; this is a one-shot opportunity. 

Psychic Blast

PSP Cost:
10

Range:
20 feet

Area of Effect:
Cone with psionicist at origin, 10’ wide at 10’ distance, 20’ at 20’, 30’ at 30’, etc.

Damage Against Defended Mind:
d12

Effect on Breached Mind:
Dazed for d4+1 rounds

Bonus Characteristic:
Intelligence

Alone of the attack types, Psychic Blast does not even attempt to penetrate the defenses with a harbinger; it rather tries to breach them with an explosive surge of destructive psychic energy. Since Psychic Blast does not penetrate the mind, it does not allow use of a telepathic power on the victim upon breach of the target mind. The attacker does not know the success of the blast. In the mindscape, the Psychic Blast often appears as dragon’s breath, a volley of arrows, an avalanche of rocks, or a great burning tumbleweed.

In game terms, the blast is a cone area attack that begins at the psionicist, and spreads to 10’ wide at 10’ distance, to 20’ at 20’ distance, etc. 

You must spend 10 psps per unit to set off a Psychic Blast, and roll a single skill check. The Attack vs. Defense Modes Chart modifications apply as usual to the your attack roll, as does any applicable range penalties.

All creatures in the blast area can defend themselves using their active defense. Psychic Blast causes d12 psps damage to all defenders whose adjusted defense rolls are under the adjusted attack roll. When the defenders run out of psps, the remainder are deducted from their hit points: this power like Psychic Crush causes real physical damage. Note that Tower of Iron Will is utterly invulnerable to Psychic Blast.

Stacked Attacks

Using the Stacked Attack feat (q.v), the attacker may announce “stacking” before rolling the attack die. Stacked attacks are notably more formidable, and this is evident in the mindscape as well as by the extra psp damage dice.

Example of Stacking an Attack

Ayani spars with M’lit, a fellow psionics student (Psi 4, Mind Thrust +5, Mental Barrier +5, psp 51). Ayani chooses Thought Shield  as a defense, focusing her defensive energy into a great glowing hand to stop or deflect any oncoming attacks. Ayani’s first harbinger is a crossbow bolt, thrusting towards M’lit’s psyche. 

M’lit wins initiative, so her attack closes first. As M’lit’s glowing harbinger approaches her psyche, Ayani recognizes its form as a charging mekillot: a Psychic Crush! Fortunately, the dumb mekillot seems more interested in charging Ayani’s hand construct, and her psyche ducks away from the charge easily (bad roll on M’lit’s part). Ayani’s crossbow bolt closes on M’lit’s psyche, and Ayani suddenly sees a less polished version of her mentor’s stony field. The crossbow bolt sails uselessly over the field. 

Cursing her opponent’s lack of originality in the construct, and her own bad luck, Ayani switches her own construct to a spiky shell (Mental Barrier) and her harbinger to a crawling, rock-colored chameleon (Id Insinuation.) Ayani wins initiative; but her chameleon finds not the rocky field, but a glowing, flaming shield that blocks the chameleon’s every move.

M’lit’s harbinger arrives: an exact duplicate of Ayani’s crossbow bolt, except five times as big.  M’lit has stacked her attack! Mind Thrust is devastating against Mental Barrier, Ayani realizes in horror as the ridiculously oversized bolt shatters through her spiked shell, instantly breaching her defenses. Ayani feels the sensation of utter nakedness and exposure, of being utterly at her opponent’s mercy.

“Ayani is fortunate that this is just a practice,” remarks her ever-sardonic mentor, Tlatepec. “M’lit would do well to learn from Ayani the value of designing and polishing her own harbingers and constructs. And yet Ayani has a lesson to learn from M’lit: that imitation can be the most powerful form of battery.”

Psychic Defenses

Defense modes are types of defensive constructs, or configurations of psychic energy with a defensive purpose. All animal beings naturally use Mental Barrier, and all plants naturally use Mind Blank, and in addition, psionicists and psionic creatures have adapted to use both of these defenses and other defenses as well. Wild talents purchase ranks to improve their Mental Barrier at 2 skill points per rank, up to the game limit of 3 ranks beyond their experience level. Psionicists are up against the same limit, but purchase the ranks at one skill point per rank, and can easily learn other mental defenses as well, wheras the Wild talents must take the Psychic Defense feat in order to learn Mind Blank, Thought Shield , etc. 

Area of Effect

Mental Barrier, Mind Blank, and Thought Shield , have an area of effect centered only on the defender. Intellect Fortress and Tower of Iron Will allow the defender to protect allies within a small physical area.

Special Advantage

Some psychic defenses provide a special advantage to the defender.

Bonus Characteristic:

The characteristic whose bonus applies to the adjusted defence roll. Some defenses rely on Wisdom, others on Intelligence, some on Charisma, and some even on Constitution. 

PSP Cost

Unlike psychic attacks, psychic defenses are maintained. Except during psychic combat, the maintenance cost of the psychic defense is hourly. The psp cost is paid:

Each hour the defender maintains the defense.

Each time the psychic defense comes under attack.

Each time the defender switches her psychic defense.

Since Mental Barrier and Mind Blank require no psp to maintain, the defenders can regain psps while maintaining these defenses, and their use is not detected by any means of psionic detection.

Mental Barrier

PSP Cost:
0

Area of Effect:
Defender

Special Effect:
Default Defense Mode

Bonus Characteristic:
Constitution

This defense mode costs 0 psp per round and is the natural defense of all known animals. All animals, including the sentient character races, possess some form of Mental Barrier. Mental Barrier is totally invulnerable to Psychic Crush, and defends well against Psychic Blast, but is particularly vulnerable to Mind Thrust and Tower of Iron Will .

If your mind is breached, you automatically revert to your natural Mental Barrier defense. If your attacker continues to press you with psychic attacks, you can defend yourself with Mental Barrier -- but if the attack succeeds, you suffer the effects of the attack vs. your breached mind.

In the mindscape, a Mental Barrier can appear as suits of armor, turtle shells, and flaming barriers, but usually, since few animals and even sentient beings are trained in the Way, the Mental Barrier appears in the mindscape as a luminescent blurry ball of dim energy. 

Mind Blank

PSP Cost:
0

Area of Effect:
Defender

Special Effect:
Resistance to Detect Life
Bonus Characteristic:
Constitution

This defense mode costs 0 psp per round and is the natural defense of all known plants, and psionicists have learned to emulate it. Using Mind Blank, you seek to blend in with the psyches of plants, floating pollen, spores, seeds, and with the planet itself. Thus, Mind Blank makes you invulnerable against Mind Thrust (which cannot find an effective target) but renders you almost defenseless against Psychic Blast, which targets an area rather than trying to pinpoint a target. Mind Blank costs 0 psp per round to maintain, making it a favorite default mode of mid-level psionicists.

In the mindscape, Mind Blank constructs often appear as an empty plain, a crowded tavern, a dark void, or a forest. Because it works so well in making itself innocuous, a defender using Mind Blank is allowed a psychic contest to resist being detected by the Clairsentient skill of Detect Life.

Thought Shield

PSP Cost:
1

Area of Effect:
Defender

Special Effect:
Deceive attacker

Bonus Characteristic:
Intelligence

This type of construct focuses your psyche’s defensive energy into masking, disguising, or misrepresenting the different parts of your mind. 

In the mindscape, your Thought Shield  appears to be a type of Mental Barrier; this is part of the deception. If your Thought Shield  defense wins the psychic contest against your attacker, you can try to make your attacker believe that he has won the contest when he has not harmed you at all, other than forcing you to spend a psp to maintain Thought Shield . In fact, you can allow your attacker to attempt Telepathic Powers on you, and what he thinks he has accomplished is up to you, as long as you win the psychic contest against each psychic attack and telepathic skill that your attacker uses on you, and keep up the deception. 

With an adjusted roll of at least 10, you can trick your attacker into believing that he has breached your mind, or successfully used a psychic attack against your breached mind. If you score less than 10 but still beat your attacker’s adjusted roll, you fail to trick the attacker, but his telepathic skill fails. If your attacker’s adjusted roll beats yours, then he has beaten your defense that round, and you suffer just as you would if you had failed with any other psychic defense. It is possible for an attacker to succeed without realizing that you were trying to deceive him; this happens if your adjusted roll exceeds the Difficulty Class and your opponent’s roll beats yours nonetheless.

Intellect Fortress

PSP Cost:
2

Area of Effect:
15’ square centered on defender

Special Effect:
Protect nearby allies

Bonus Characteristic:
Intelligence

Using this psychic defense, you can set up a 15-foot diameter hex or square safe area where your allies are safe from psychic attack. (Whether the area is hexagonal or square depends not on the your decision but on what sort of grid the DM happens to be using.) In the Mindscape, your Intellect Fortress may take the shape of a small keep, a city gate, an armored caravan, or a barricaded cave, to name a few constructs. Until your defense is breached or you discontinue this defense, no one within your intellect fortress may be psychically attacked, except for you. Intellect fortress costs 2 psp per round to maintain during combat, or 2 psp to set up. You cannot regain psp while maintaining an Intellect Fortress, but you can sleep while maintaining it.

Tower of Iron Will

PSP Cost:
3

Area of Effect:
3’ radius circle centered on defender

Special Effect:
Protect nearby allies

Bonus Characteristic:
Wisdom

This type of defense uses remoteness to protect the defender.  A Tower of Iron Will creates a 1-yard radius circular haven where allies are safe from psychic attack. Within this area, only the defending psionicist can be attacked. Mekillot Howdahs, a mountain crag, a forbidding tower, and a deep chasm in the ground, are a few know examples of constructs in this category.  Tower of Iron Will costs 3 psp per round to maintain.
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Using Psychic Defenses

Using a psychic defense or even switching a psychic defense is not considered a combat move: one may move, attack, use a psionic skill, or psychically attack and still use and switch psychic defenses during the same round. Defenders who hold to the same defense throughout the combat have the advantage of being able to simply “take ten” against every attack, in the place of their defense rolls. Switching defense modes during the combat forgoes this option.

Attacks vs. Defenses

Different psychic attacks enjoy varied success with different defense modes (see above). Positive numbers indicate a bonus to the attacker; negative numbers indicate a penalty to the attacker, and an X indicates that the chosen psychic attack is completely ineffective against the chosen psychic defense. Combine these adjustments with the attacker’s adjusted roll. 

Example: Tantros (Mind Thrust +3) uses a Mind Thrust against his opponent (Mental Barrier +4). Tantros rolls a 10, which his +3 bonus adjusts to 13. The defender rolls a 12, which the +4 bonus adjusts to 16. However, the chart adjusts Tantros’ roll by +4, so Tantros’ adjusted score of 17 beats the defender’s 16.

If the psychic attack wins the contest, the defending mind takes damage in the form of psp loss, depending on which attacks and which defenses are used (see Psychic Combat Chart). When a psychic attack hits and damages the defending psyche to zero psps, (no psyche can fall below zero psp) the attacking harbinger instantly breaches the target psyche. 

The target is almost always aware of being breached. One victim described the breaching sensation as “feeling a kirre unleash its claws in my mind.” The breached mind reverts to a Mental Barrier. The attacker may also use an attack mode to invade an already breached mind, but this does require a successful contest against the breached target’s Mental Barrier.

The breached psyche will attempt to seal the breach as soon as possible. When the victim is aware of the breach, psyches receive a Will saving throw at DC 15 every d4 rounds to determine whether they can seal the breach and defend again. Note, though, that the success of some telepathic powers such as Domination or Acceptance may prevent the breached mind from trying to reseal itself and defend.

For as long as the mind is breached, the attacker may invade without using an attack mode and affect the mind with Telepathic powers. Each attack mode has effects of its own against a breached mind – these are summarized on the chart above and described fully in the psychic attacks descriptions above.

Combat Options

Each round, you can do all of the following:

1. Move up to half your normal movement distance for the round.

2. Launch one psychic attack (or more, if your feats allow), OR move the second half of your movement distance for the round, OR attack, OR use a psionic skill.

3. Drain psp from a receptacle if you have the Receptacle feat, OR from your body, if you have the Cannibalism feat, OR from the environment, if you have the Psychic Residue feat, OR change your psychic defense.

Role-Playing Psychic Combat

Psychic victory is determined by contests of Attack Modes vs. Defense modes, and by assaults on each others’ psp reserve. Often to speed up a complex combat, the players and DM may ignore the mindscape aspects of psychic combat and simply declare attack and defense modes, just as physical fighting often comes down to “I attack him with my sword. [Roll] I hit AC 21 for 4 hit points of damage.” But when it is feasible, psionic combat should be played with specific harbingers and constructs. This specific detail should not bog down play, but should make psychic combat exotic; mystify and interest the other players, not bore them. The mindbender should not be a dry presence in the party. Players and DM are encouraged to describe the appearance of their harbingers and constructs. The greater the defender’s psionic expertise, the more sophisticated their defending constructs. In the mindscape, those untrained in psionic defense appear as luminescent blurry balls, while more trained psionicists appear as barriers of armor, porcupine spines, etc. All non-psionic creatures will automatically use Mental Barrier. 

Particulars & Examples

Example of Hostile Contacting:

Ayani is a third-level psionicist with Wisdom 15, Intelligence 16, Constitution 15, and Charmisma 12; her psp total is (12 + 3x(10+2) 48.

As a third-level psionicist, Ayani has access to two disciplines; she chooses telepathy as her first and clairsentience as her second discipline. Her telepathic skills are Mindlink, Domination, Awe, Inflict Pain, Invisibility, and ESP; her clairsentient skills are Truthear, Danger Sense, and Safe Path. Her psychic defenses are Mental Barrier and Thought Shield; her psychic attacks are Mind Thrust and Id Insinuation.

Ayani notices Merko the thief picking her pocket, but she realizes that he is running fast enough to escape her. She decides to use Domination to force him to return her purse. In order to try to dominate the thief, Ayani must first breach his mind with a psychic attack. 

Ayani peers into the mindscape and launches a Mind Thrust at Merko’s psyche. Ayani’s harbinger, a needle-nosed hummingbird, encounters Merko’s unshaped Mental Barrier, and hits, inflicting (2d4) a full 8 psps against Merko’s psyche. To Ayani’s dismay, her hit does not breach the thief’s defense (Merko has 3 psp remaining). 

By the next round the thief has sprinted out of the mindbender’s attack range. Merko thanks the elements for his close call, and swears to avoid the very sight of the mindbender. Ayani swears to pack a stronger psychic punch next time she sees the thief.

Triggering a Psionic Power

DC

Difficulty Class (DC) scores have been assigned to all psionic skills. You roll and adds your bonus for that particular skill, just as if you were using a conventional skill such as basket-weaving. If you score an adjusted roll equal to or above the DC of the power than you wish to trigger, then the power is successful, and you must pay the full psp cost, even if the target makes its saving throw.  If you fail the adjusted skill roll, then the power fails, and you typically (but not always) pays a single psp rather than the full cost.

PSP Cost

PSP costs have been assigned to all psionic powers.  Unless stated otherwise, the cost applies at initiation of the power, and every round thereafter that the power is maintained.  If the power fails, the psp cost is reduced to 1, unless otherwise noted.  

Preparation Time

Very few psionic skills list a preparation time. This is because the preparation time is implied in the psp cost. If a skill costs 10 psp/round, then it takes a round to trigger, unless stated otherwise in the skill description.. If another skill costs 4 psp/hour, then it takes an hour to trigger, etc.

Psychic Contests

When two mindbenders use psionics on the same object (for example, both attempt Telekinesis on the same object), a psychic contest results.  The mindbenders roll their respective checks.  If one user succeeds and the other one fails the check, the successful mindbender wins the contest.  If both are successful, then the highest adjusted die is the winner.  If both rolls fail, then neither of the powers succeed.
If both mindbenders succeed and the adjusted rolls are equal, then a psychic lock occurs.  In a psychic lock, neither competing character wins the psychic character that round.  To resolve the contest, both characters must pay the power cost and engage in another round of contest.  If either character fails to pay the cost, that character suffers a psychic backlash and looses 4d4 psp immediately.
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