3 Psychometabolic Powers





3.1 Psychometabolic Sciences





3.1.1 Control Aging 





Power Check: 


     Con-6 


Initial Cost: 12 


Maintenance Cost: 


     8/round 


Range: 


     touch 


Preparation Time:  1 


Area of Effect: individual 


Prerequisites: none 





With this science, the character can control the aging process in a creature's body, causing to grow older or younger with a


touch. The rate of aging is 2-5 years per round to make a creature older, 1-3 years to make a creature younger. Although the


aging effect is permanent, natural aging will begin immediately after any age change is made, thus the clock cannot be stopped,


but it can be moved forwards or backwards. In the case of undoing magical or unnatural aging, the rate of "youthening" is 1-4


years per round. 





Only evil psionicists can use the "forward" power repeatedly, without undoing it. Any other alignment will slowly twist to evil.


Likewise, only good psionicists can undo the ravages of time on a creature. As with aging forward, any repeated use of the


"youthening" power causes the psionicist to tap into his own youth and goodness. 





Power Score: 


     The rate of age changing is increased by 2 years per round. 


20: 


     The psionicist grows 2-5 years older, and cannot use this power for another week. 





3.1.2 Enhanced Combat





Power Check: 


     Wis - 5 


Initial Cost: 


     special 


Maintenance Cost: 


     special 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     the psionicist 


Prerequisites: 


     Adrenaline control, Heightened senses, biofeedback 





This is a real 'Use the force Luke' type power. In essence, it allows the psionicist to mentally guide and enhance his/her attacks


and defenses, making them faster and more accurate. To do this, the psionicist must first make a power check, and spend a


number of PSP's (maximum is twice the psionicists level) to initialize the power. In the next round, and for as long as this


power is maintained, the following may be done (at the listed cost in PSP's). 





     Add +1 to hit and damage to your attacks this round (3 PSP's).* 


     Add +1 to hit and damage to your next attack (2 PSP's). 


     Improve your AC and initiative by one (2 PSP's).* 


     Attack first in the round (i.e., before initiative - like someone with a scimitar of speed or a short sword of quickness) (4


     PSP's).* 


     Use one of your attacks to automatically parry, without having to roll a die (5 PSP's). 


     Dodge an attack, without having to roll or give up one of your attacks (8 PSP's). 


     Gain another attack this round (8 PSP's).* 


     Recover your weapon (after is has been dropped). This counts as one of your attacks (4 PSP's). 





As well: * This action must be announced at the beginning of the round. Plus this action must be announced before the attack


(or parry) roll is attempted. Thus a missed attack roll cannot be retroactively improved. 





NOTE: In any given round, the psionicist may never spend more PSP's than were used to initialize the power. Thus if 8 PSP's


were spent on initialization, it would be possible to dodge one attack, or gain an extra attack (or do anything else that costs 8


PSP's or less), but it would not be possible to gain an extra attack and get +1 to hit and damage, as this would cost 11 PSP's.


The power is maintained as long as the psionicist uses this power. It ends on any round during which the psionicist does not


spend any PSP's on it. In order to maintain this power, spending one PSP per round is enough, although it does absolutely


nothing. 





Power Score: 


     The amount of PSP's which could be spent per round is doubled (no increase in initialization cost). 


20: 


     Until the psionicist gets at least 4 hours of rest (preferably sleep), he/she has a -1 penalty to hit, to damage, to AC, to


     initiative as well as all saving throws. 





3.1.3 Fortitude





Power Check: 


     Con-6 


Initial Cost: 


     20 


Maintenance Cost: 


     8/round 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     7th level 





The psionicist fortifies his/herself such that the effect of any sort of attack that causes physical damage is either lessened and/or


the psionicist has greater resistance giving them a better chance to shake off the effects of such an attack. 





Specifically, the power will first add a +2 to all saving throws against attacks that cause physical damage, including spells like


fireball, cone of cold, etc., poison, breath weapons, and attacks from magic items like wands that produce spell-like effects.


Second, the psionicist can subtract one from the all damage die rolled for an attack that produces physical damage on him/her


and also reduce poison damage by 25%. In addition, the psionicist is immune to death from massive damage, and further,


spells like Finger of Death will not take effect until the psionicist stops maintaining the power, then if the save was failed, the


psionicist dies. Finally, if powers are used that convert PSPs to raw pure energy that can be used to blast enemies, this power


halves the damage from such an attack since it is using psionics to resist psionics. 





     Power Score: The saving throw bonus improves to +4, and all damage die suffer a -2 penalty. Further, poison damage


     is halved. 


20: 


     The psionicist immediately suffers 20 hit points of damage no save, and further, all saving throws are penalized by -1 for


     the next 24 hours. 





Psi-sword





Power Check: 


     Wis 


Initial Cost: 


     5 PSP 


Maintenance Cost: 


     3 PSP/round 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     Bastard Sword or Katana 


Prerequisites: 


     None 





Psi-sword is a more powerful form of Graft Weapon. Using it causes the sword of the psionicist to bond with him, and the


sword takes on an almost imperceptible glow of psionic power. 





When used, Psi-sword grants the psionicist a bonus to hit, damage, weapon speed, and AC equal to the magical attack


adjustment of the character from Wisdom. Furthermore, the psionicist may attack with the THAC0 of a fighter while using the


Psi-sword. 





A psionicist may not use this power on a sword of average or lesser quality, unless the sword in question is a weapon forged


by the psionicist himself. Even then, the psionicist will usually forge such a weapon of highest quality, as the Psi-sword is a very


personal thing to the psionicist. 





Power Score: 


     The psionicist does _double_ the dice of damage on the round of activation. The psionicist may continue this effect as


     long as he makes a successful power check each round, and pays double maintenance cost. A second Power Score roll


     will not quadruple damage, however. 


20: 


     Due to a psychic backlash, the psionicist drops his weapon, and is stunned for 1d4 rounds, unable to act, and has an


     AC of 10. 





3.1.5 Split





Power Check: 


     Con -5 


Initial Cost: 


     25 


Maintenance Cost: 


     4/rnd 


Range: 


     0 


Preparation Time: 


     1 round 


Area of Effect: 


     personal 


Prerequisites: 


     None 





This power allows the psionicist to create an exact double of himself and all equipment. Hit points and PSPs are halved,


dropping fractions. There is no innate communication between the doubles. A system shock roll must be made when initiating


the power. If it fails, The power fails and the psionicist must rest for that round. Should the double die, the original must make


an additional system shock roll or fall unconscious for 1d4 rounds. Any magical items that are doubled function only as normal


versions for the double. They are still magical for the original psionicist. 





     The maintenance cost of this power is only paid by the original. 


     Should the psionicist die, the double disappears as well, taking any remaining hit points or PSP's with it. 


     The double may not use this power. The double is played by the player who role plays the original, as the double does


     have an understanding of what the original wants. The double is loyal to the original, and behaves in a similar fashion as


     the original would. 





Power Score: 


     Two doubles are created, each having the same stats as a single double would. 


20: 


     Fails. Make a system shock roll or fall unconscious for 2d4 rounds. 





3.1.6 Suspension





Power Check: 


     Con -4 


Initial Cost: 


     60 


Maintenance Cost: 


     na 


Range: 


     0/touch 


Preparation Time: 


     2 


Area of Effect: 


     1 Creature 


Prerequisites: 


     9th level, convergence, suspend animation 





This power requires at least two psionicists in convergence whose total levels must be 35 or higher, with no psionicist being


below level 9. A successful use of this power requires every psionicist in the convergence to make a successful power check in


the round the power is being initiated. 





This power works just like suspend animation, except that it can be projected to some other creature, placing them in


suspended animation until the psionicists make another power check releasing the creature, or until the power expires in the


manner described for suspend animation. 





Power Score: 


     The power lasts until the psionicists release the creature with a successful power check. 


20: 


     If any of the psionicists roll a 20, the unlucky one falls into an involuntary suspended animation until revived with a


     successful use of this power. 





3.2 Psychometabolic Decotions





Bio-electricity 





Power Check: 


     Con (0/-2/-5) 


Initial Cost: 


     0 or 5 


Maintenance Cost: 


     special 


Range: 


     3/10/30 yards 


Preparation Time: 


     1 or 0 


Area of Effect: 


     special 





This duel use power can be called up with no initial cost if a round is spent in preparation. If it must be drawn upon quickly, the


strain costs 5 PSPs. 





   1.Bio-luminescence:


     The psionicist emits a light in a 3 yard radius at a cost of 1 PSP per turn. The radius may be increased at an increased


     cost and reduced power check. 





      Range


            3yds 


                 Power check


                             Con 0 


                                   Cost


                                       1/turn


      Range


            10yds 


                 Power check


                            Con -2 


                                   Cost


                                       2/turn


      Range


            30yds 


                 Power check


                            Con -5 


                                   Cost


                                       5/turn





   2.Bio-electric discharge:


     The psionicist can call up bolts of energy through his hands to hurl at enemies. A to-hit must be rolled with the


     psionicist's missile THAC0, but all targets are AC10: add only dexterity and magic adjustments, not armor and shield.


     One bolt may be fired per round. Damage is 1 HP per 2 PSPs expended - max. 20 dmg / 40 PSPs. Victims are


     allowed a saving throw vs. breath weapons for half damage. The power check for this use is modified for range so it is


     the same as bio-luminescence. 





Power Score: 


     No save allowed 


20: 


     lose 1d4 PSPs and 1d4 HP as energy is directed inward. 





3.2.2 Energy Conversion





Power Check: 


     Con -6 


Initial Cost: 


     2 


Maintenance Cost: 


     na 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     energy containment 





A psionicist with this power can convert energy that has been contained with energy containment, into PSPs at a 5:1 ratio (i.e.,


five hit points of absorbed damage to every one new PSP). A psionicist my never have more then his maximum +10% in total


PSP at any one time. All unconverted energy will still be released as light as the guide lines for energy containment state. All the


energy does not have to be converted at once. Once all the absorbed energy is converted to PSPs the psionicist will stop


glowing. 





Power Score: 


     The conversion ratio becomes 1:1. 


20: 


     The psionicist loses half his PSPs and all contained energy is discharged harmlessly into the ground. 





3.2.3 Energy Discharge





Power Check: 


     Con 


Initial Cost: 


     6 


Maintenance Cost: 


     na 


Range: 


     100 yards 


Preparation Time: 


     0 


Area of Effect: 


     individual or object 


Prerequisites: 


     energy containment 





This power allows the psionicist to discharge the absorbed damage he has contained with energy containment, as a bolt of


electrical energy. This discharge will do the number of hit points in damage that the psionicist has left over, unradiated as light.


He will then lose his glow and will not be able to discharge again until he absorbs more damage with energy containment. 





Power Score: 


     The discharge does double damage. 


20: 


     The discharge back fires and hits the psionicist. This time it can not be absorbed and does full damage. 





3.2.4 Enhanced Infravision





Power Check: 


     Con-2 


Initial Cost: 


     9 


Maintenance Cost: 


     4/turn 


Range: 


     90 feet 


Preparation Time: 


     5 


Area of Effect: 


     personal 


Prerequisites: 


     Infravision (Natural or Psionic) 





This science is a more powerful version of the infravision devotion, without the side effects of that power (namely, worsening


the character's ability to see into the blue areas of the spectrum). This science actually creates more color-sensing pigments in


the character's eyes, allowing for superior vision. Demihumans _can_ use this power, but it is not cumulative with innate


infravision (an elf with infravision to 60 feet using this power gains infravision with a range of 90 feet, not 150). 





Power Score: 


     Range increases to 120 feet. 


20: 


     The character botched the pigment creation, and becomes blind for 2-12 rounds. 





3.2.5 Healing





Power Check: 


     Con -5 


Initial Cost: 


     varies 


Maintenance Cost: 


     na 


Range: 


     touch 


Preparation Time: 


     0 


Area of Effect: 


     individual 


Prerequisites: 


     none 





Unlike cell adjustment healing will not cure any type of diseases, but it does have a better hit point to PSP ratio for healing wounds. The psionicist will heal one hit point of damage for every two PSPs they spend (2:1 ratio). 





Power Score: 


     The patient is totally healed and only one PSP is spent. 


20: 


     The psionicist suffers the number of hit points he was healing, but the patient is unaffected. If the psionicist is the patient


     he still suffers the damage. 





3.2.6 Immovability Other





Power Check: 


     Con -5 


Initial Cost: 


     9 


Maintenance Cost: 


     6/round 


Range: 


     100 yards 


Preparation Time: 


     0 


Area of Effect: 


     individual or object 


Prerequisites: 


     immovability 





This power works just like immovability, but it's used on other people or objects. The person or object becomes immovable


and will require a large amount of force to move it form its spot. A person that has been made immovable is also unable to


move himself without the psionicist allowing it by discontinuing the power. 





Moving the person or object will require a combined strength total that is at least 10 times greater than the psionicist


immovability other power score (Con -5). If an individual has a strength of move the 10 times the psionicist immovability other


power score (Con -5) he can not be held by this power. See Immovability page 61 of The Complete Psionics Handbook for


more details. 





Power Score: 


     Moving the person or object becomes impossible. 


20: 


     The psionicist can't stop the power; he maintains it until he runs out of PSPs. 





3.2.7 Infravision 





Power Check: 


     Con 


Initial Cost: 


     4 


Maintenance Cost: 


     2/turn 


Range: 


     60 feet 


Preparation Time: 


     1 


Area of Effect: 


     personal 


Prerequisites: 


     none 





This devotion allows the psionicist to see in darkness, using the heat coming from an object. For all intents and purposes, it is


identical to that possessed by elves and dwarves. It extends to 60 feet, does not function in the presence of light, and can be


blinded by "hot" objects. A side effect is that any form of ultravision (being able to see beyond the violet end of the spectrum)


is negated while this power is in effect, and the subject may have difficulty distinguishing colors past the blue end of the


spectrum. 





The power works by shifting the photoreceptors in the eye down towards the red (and infrared) portions of the spectrum.


Demihuman psionicists who already have infravision cannot use this power. 





Power Score: 


     Range increases to 90 feet. 


20: 


     The character becomes colorblind and sensitive to bright light for 2-20 rounds. 





3.2.8 Jolt





Power Check: 


     Con -3 


Initial Cost: 


     8 


Maintenance Cost: 


     na 


Range: 


     touch 


Preparation Time: 


     0 


Area of Effect: 


     individual or object 


Prerequisites: 


     none 





This power allows the psionicist to over stimulate the nerve centers of the body and cause a large electrical buildup, which can


be discharged by touch or through any conductive material. This discharged causes 1D10 hit points of damage. This buildup


remains in the psionicists body until he discharges it. 





Power Score: 


     The damage is doubled. 


20: 


     The electrical charge discharges in the psionicist brain, stunning him for 1D6 rounds and causing 1D10 hit points of


     damage. 





3.2.9 Mimic





Power Check: 


     Con - 2 


Initial Cost: 


     10(the act)/5(the scan) 


Maintenance Cost: 


     none 


Range: 


     personal(the act)/sight(the scan) 


Preparation Time: 


     ? 


Area of Effect: 


     Psionicist 


Prerequisites: 


     ? 





The mimic devotion will allow the psi to perform briefly a physical feat that would not otherwise be possible. The mimic


devotion has two phases in its function. The first phase is called the scan phase, wherein the devotion is activated while the psi


witnesses some sort of brief physical act that he/she would not normally be able to accomplish. This scan phase allows the psi


to psychically monitor the physical functioning of another humanoid and record in his/her subconscious the results of the scan.


The scan measures such sundries as neuromuscular activity, heart rate, brain waves and whathaveyouse. The memory of the


event is held in the psi's mind until it is activated at the will of the psi (calling for another successful power roll). Successful


activation wipes the memory of the specific event scan. If the roll fails, the memory remains but is not activated on this attempt.


The maximum number of memories allowed to be held at any one time is equal to the psi's current level. 





Upon activation, the psi brings his/her awesome psionic energies to bear, allowing him/her to duplicate the feat(and lose ten


psps). The feat must be a single task such as bending a steel bar, firing an arrow, tumbling from a great height safely to the


ground, throwing a boulder, etc. Personally I would even allow the duplication of some spell effects, such as jump, although if


"detect magic" is used on the psi while performing, none is detected! Examples: 





Jack the psi witnesses Wondru the magnificent (names changed to protect the guilty) bend a steel bar. He scans the event, and


if the power roll is successful, the memory is stored (he has also lost 10 psps). He then boldly strides up to the bar, makes a


successful power role, and now has a chance equal to Wondru's to bend the bar, even though his strength is actually 10. 





Jack then sees Lachief, Ranger extraordinaire, fire a bow. Jack scans it and then confidently picks up the bow. Unfortunately,


his power roll fails and he almost shoots himself, as he doesn't have any bow proficiency at all. If he made it, though, he would


have been able to fire it once using Lachief's Thac0 (WITH Lachief's dex, elf, and prof bonuses and all). 





Power Score: 


     The event activates and is still retained in memory 


20: 


     The memory is lost without having benefitted the psi. 





3.2.10 Speed





Power Check: 


     Con -3 


Initial Cost: 


     10 


Maintenance Cost: 


     5 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     None 





The power allows the psionicist to move at twice the usual movement rate, attack at the next highest level on the "attack/rnd


chart," and perform any physical action in half the usual time. The armor class is also reduced by 1. 





Using this power for longer than 5 rounds has a chance of aging the character. This chance is a cumulative 10% per round. The


psionicist can avoid this by stopping the power for at least two rounds before re- initiating it once more. 





Power Score: 


     Speed is tripled with regards to physical activity and movement. Attacks remain unchanged. 


20: 


     Half speed, etc. until the power succeeds, cancelling the effect. 





