PSYCHIC POWERS

These are optional - consult the GM if they wish to use them or not.
All psychic abilities start at INTx2% and rolling for them works the same as rolling for any other skill.

PSYCHIC POWERS TABLE

1.  Psychic empathy.  AKA Diana Troy.  The psychic can also get empathy from inanimate objects.  This is very limited as it is all about primary emotions.  Note that Empathy skill is much more useful and varied but this is good if the target is a superior actor, if you fail your empathy roll or you could not normally make an empathy roll on the target.


MP cost:  2 per use.


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

2.  Psychic Healing (roll d5)

1.  Healing Touch.  Physical damage only, d3 HP healed.    This takes about 30 seconds to pull off.



MP cost:  6 per use.



SAN for doing:  0/d6 (60 max)



SAN for witnessing:  0/d4 (4 max)


2.  Rapid Healing.  This is for physical damage only.  It is always on.  You 

automatically heal 1 HP every day in the morning.



MP cost:  0.



SAN for doing:  0



SAN for witnessing:  0  (it is dismissible)

3.  Wound transference.  This is for physical damage only.  Note that this goes 

straight to your body – magical defenses like flesh ward etc are bypassed.

MP cost:  2 per HP moved from target to you.

SAN for doing:  d6/d10

SAN for witnessing:  d4/d8


4.  Wake up people by touch.  This works on those who are asleep, knocked 

unconscious, etc.



MP cost:  2



SAN for doing:  0/d3



SAN for witnessing:  0


5.  Roll twice on this table.

3.  Mind control.  “These are not the droids you’re looking for.”  This is for one command or suggestion not directly contrary to the target’s nature or beliefs.  GM may fiat at will.  The caster’s MP after spending the cost of the spell vs. targets remaining MP.  The target must be able to understand the person giving the suggestion.  The target may get a bonus to their save for suggestions that are not subtle, GM decision.  If the command is subtle enough and the command is brief enough, the target will go on believing the lie.


MP cost:  6 per command.


SAN for doing:  0/d4 (40 max)


SAN for witnessing:  0  

4.  Psi-boosted strength.  After one round of concentration, the PC may boost their STR bonus up to the next larger die.  This also makes any STR rolls easier by one place.


MP cost:  3 per round (including the first that the PC is concentrating)


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

5.  Pyrokinesis.  After one round of concentration, the target takes d6 damage per round.  ‘Called shots’ go at half skill.  This requires full concentration to do and yes, it is obvious you are doing it.


MP cost:  3 per round (including the first that the PC is concentrating)


SAN for doing:  0/d10 (100 max)


SAN for witnessing:  d6 (6 max)

6.  Second Sight:  (Roll d4)

1 = visions of the past

2 = present

3 = future

4 = random visions (GM option)  

You can get SAN loss from the stuff you see.  You can try to get visions from 

items or places.  The GM determines what, if anything, is seen.  Typically, 

strong emotion must be associated with a place/item in order to get a 

reading.  


MP cost:  10


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

7.  Telekinesis:  After one round of concentration, the target takes d6 damage per round from stuff flying around at the target.  ‘Called shots’ go at half skill.  This requires full concentration to do and yes, it is obvious you are doing it.  You can also move small objects around, like having a light saber fly into your hand, etc.  Objects can move at 10’ per round if you are moving them around.  The max range to effect things is fifty feet.


MP cost:  4 per round (including the first that the PC is concentrating)


SAN for doing:  0/d8 (80 max)


SAN for witnessing:  d6 (6 max)

8.  Telekinetic force field:  To use this, you must first spend a round putting up the shield.  Subtract one point of damage per MP per damage point you take while your shield is up.  You may choose to take part of the damage and absorb only part with your shield.  Dropping the shield is a free action.  To observers, it only appears that it was close misses, nothing obvious.


MP cost:  1 per point of damage taken.


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0  

9.  Telepathy:  This is for surface thoughts only.  Target gets an Occult or Mythos roll (or both if the target has both) to sense someone is probing around.  If the target gets a critical on the skill, they also know who is trying to read their mind.  Either way, if the target knows someone is trying to read their mind, the telepath only gets part of their thoughts before the connection is severed.  Target gets a MP vs MP struggle.  This normally doesn’t work on non-humans (GM option).  If a PC does this on another PC, they have the option of briefly pausing the game to swap cards.  Both PC’s need not have this skill in order to do this.


MP cost:  6


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

10.  Skill boost.  Any skill the PC has 10% or better in, they may concentrate for a round to gain a +20% bonus for one round on their skill.  Obviously, this would not help with skills that require multiple rounds nor that can’t be concentrated on prior to doing (like driving). 


MP cost:  6


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

11.  Disbeliever:  Note:  If you already have any psychic power and get this result, reroll.  No psychic powers work on or around the person.  Period.  The person may have NO psychic powers at all.  Ever.  Period.  If you already have psychic powers and rolled this result, reroll.  This is an ‘always up’ thing – no skill required at all.  Note, the character doesn’t believe in psychic abilities.  Period.  If the GM wishes, this can also apply to magic (boon or bane – doesn’t matter).  Assuming the player has never learned a spell, most spells don’t effect the player.  If no resistance roll is called for, the spell automatically doesn’t affect the players.  If a resistance roll of some sort is called for, the disbeliever has a whopping +50% against having it affect them.  Also, anyone casting spells within 100’ of the disbeliever has a 25% penalty to do so.  Any time a magic item is touched by a disbeliever, it is destroyed unless the GM wishes it not to be.  These extra parts of the disbeliever (above and beyond the psychic power part) should be carefully pondered by the GM as they can be very powerful and perhaps even anti-social to the party.  If someone having the psychic ability of ‘Catalyst’ is within 100’, this temporarily cancels out the ‘disbelievers’ abilities against whatever the catalyst has (psychic or both magic and psychic).

MP cost:  0


SAN for doing:  0


SAN for witnessing:  0

12.  Hunch:  The character gains insight into the current situation, allowing for a yes/no question.  The question must be about the present condition of objects, people or events.  Information gained is only about the current location, status or nature of an object or event.  A good question for example would be “is there a corpse in Susan’s car”?  An incorrect question is “Does Phil want to kill me?”


MP cost:  5


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

13.  Negation:  This is a passive power and need not be concentrated on.  It takes no actions at all – it is a completely passive ability.  If someone attempts to psychically attack/influence the character, the character attempts their ability (roll for it) to see if they completely negate it.  In other words if the psychic negating it makes his roll, no further rolls are required nor resistance rolls made.  This skill builds normally like other psychic abilities.  This is a smart ability – the PC can choose whether it goes off or not.  The GM does not give the PC full information in advance of the PC choosing whether to exercise this ability.


MP cost:  3


SAN for doing:  0


SAN for witnessing:  0

14.  Forgettable:  This must be declared before the event but the roll is not made until after the event.  If the character succeeds, the witnesses will only have a vague idea of what the character looked like.  Note that the character may still be shot/apprehended/questioned while the event is going on but if the character ‘gets away’ (ie breaks line of sight) then the witnesses will forget what they looked like.  The ‘event’ may only be an hour long.  This does not work on people who already know you by face.  The person will remember the conversation, name you gave (if any), etc- they just can’t clearly remember your face.  Note that this does not defeat security cameras, physical evidence you carelessly left at the scene, etc.  You just can’t be identified in a police line up.


MP cost:  10


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

15.  Long term skill boost.  Any skill the PC has 10% or better in, they may concentrate for a round to gain a +10%  bonus for skills that take more than one round. This does not work for skills that only take one round.


MP cost:  6


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

16.  Sensitive:  The player can tell if someone/something is psychic or magical.  They can also tell if someone is a ‘disbeliever’ (see above). This doesn’t tell you what abilities or magic powers they have – just if it is.


MP cost:  3


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0


1.  Sight – target must be within 100’.


2.  Touch – target must touch the target.

17.  Necromancy (roll d8).  This has a lot of variable power on the game.  The GM is free to force a reroll if it doesn’t fit with their current campaign.  The GM can either choose on the table below or have the character roll:


1.  I see dead people… (The player sees ghosts like in the movie the ‘Sixth Sense’ or the TV show ‘The Ghost Whisperer’.)


2.  The psychic can only see dead people with aid – reflections, séances, using special glasses, etc.


3.  The psychic can hear the dead.


4.  The psychic can hear the dead only with aid – through the static in radios, in the whisper of wind, alone in a cave, etc.


5.  The psychic can detect the location of dead bodies, within a mile.


6.  The psychic can detect what killed a person if they are near (20’) the body.


7.  Roll once on this table.


8.  Roll d3+1 and roll that many times on this table.


MP cost:  6 (duration depends on what it is doing but it is typically ‘the scene’.  Very variable – GM call)


SAN for doing:  d4/d6 (60 max)

SAN for witnessing:  Normally 0 unless the person ‘proves’ it – then it is d6 (6 max).


Actually seeing the ghost (or getting crept out by it) 1/d8 (16 max)

18.  Adrenalin boost.  You get a haste (i.e. one extra full action).  This is an ‘instant cast’.


MP cost:  10


SAN for doing:  d4/d8 (80 max)


SAN for witnessing: d6

19.  (1-3)  Mimic-er, (4-6)  Borrower


MP cost:  2+power, extra two for borrower to steal (see text)


SAN for doing:  See specific power used, no extra for Mimic/Borrowing


SAN for witnessing:  As above


Mimic-er:  You can do someone else’s psychic power you come into contact with for up to one hour after being within 20’ of them.  You must have seen them do the power at least once.  The MP cost is 2+the listed amount.  Keep track of all of your SAN losses separately for each power.  When you mimic someone’s power, your skill in using that power starts at INT x2 and may build each time used.  Note that your percentage is for the specific power not for the individual mimicked.   Should you later pick up the psychic power you have mimicked in the past, your skill starts at whatever your current skill in that power is.


Borrower:  You spend 2 MP and must touch the psychic whose power you wish to borrow.  There is a MP vs. MP struggle.  If the borrower wins, you may do the one specified power for an hour, the psychic may not utilize his power for an hour.  If the psychic who is having his power borrowed is willing to lend you the specific power you are attempting to borrow, the borrower gets a +25% to his MP vs. MP roll.  In other aspects (IE once you have successfully borrowed the power) this power is identical to Mimic-er (above).

20.  Catalyst:

If the character does not already have any spells, this only affects psychic abilities; it does not affect spells - even if the character gains them later.  If the character already has spells when they obtain this power, it affects both spells and psychic powers.  +20% to anyone using a psychic ability/casting a spell within 100’ of this person.  The catalyst is extremely susceptible to all psychic abilities/spells and has a -50 to all resistance rolls.  This person ‘knows’ magic is real - even if they have no magic of their own.  This is an always up thing.  This character can also take double effects (boon or bane) from spells or items which the GM deems.  If someone having the psychic ability of ‘Disbeliever’ is within 100’, this temporarily cancels out the ‘disbelievers’ abilities against whatever the disbeliever has (psychic or both magic and psychic).  Note:  The psychic themselves gets no bonus for their own magic/psychic powers.
Each unsuccessful try of a psychic power costs 1 MP.  If you fumble on your psychic power, you are unable to use it for the rest of the adventure; in addition take a card from the fumble deck.  The fumble is the same one given for ‘spells’.
