1 Clairsentient Powers





1.1 Clairsentient Sciences





1.1.1 Magic Sight





Power Check: 


     Wis -7 


Initial Cost: 


     8 PSP 


Maintenance Cost: 


     5/rnd 


Range: 


     50 yrds 


Preparation Time: 


     0 


Area of Effect: 


     one person or object 


Prerequisites: 


     Spellcasting proficiency 





This tough science allows the psionicist to scan an object or person for information on any magic present. On objects, the


power will reveal the type of magic (alteration, summoning, etc.) they contain, but not which spells or specific powers they


have. Further rounds might reveal other lesser types of magic found on the object. Thus, a staff of power could be scanned for


several rounds, and several results would be obtained, with the strongest magics being detected first. If a spellcasting


proficiency check is made, the psionicist will now hazy details about the magic involved. (The staff can protect you, or it can


cover your enemies with deadly flames, etc.). 





On persons, the power analyzes any spells cast _on_ that person. Each round spent reveals what spell is cast on the person,


again starting with the most powerful. If a spellcasting proficiency check succeeds, at a +2 bonus, the psionicist knows how


long the spells on that person will last. 





Power Score: 


     Learn all information in 1 round. 


20: 


     Some or all data is wrong, at DM's discretion. 





1.1.2 Read Portrait





Power Check: 


     Wis -6 


Initial Cost: 


     24 


Maintenance Cost: 


     na 


Range: 


     0 


Preparation Time: 


     1 


Area of Effect: 


     1 yard 


Prerequisites: 


     none 





This power allows a psionicist looking at a portrait or a sculpture of a person to find information about that person. It can


reveal his class or title, his alignment, age, and even his current whereabouts. The amount of information gained depends on the


result of the power check. If the psionicist's power check is successful, he learns the information listed beside that check result


on the table below, plus all the information listed above it. 





 Result 


            Information Gained


   1 


               Race & Sex


   2 


           Age at time of painting


   3 


               Current age


   4 


              Name and title


   5 


          Circumstances of painting


   6 


           Class, job or function


   7 


                 Level


   8 


                Alignment


   9 


          Current location* - global


  10 


       Current location - within 10 miles


  11 


        Current location - within 1 mile


  12+ 


          Current location - Exact








* Current location gives the whereabouts of the person, or the place of his body (if dead). Global location is a country if the


person is on the same continent as the psionicist, continent if on the same planet, and planet if in the same crystal sphere. If the


person in the portrait is outside the crystal sphere, or on another plane, the psionicist cannot find his location, but senses that he


is not in this world. 





A psionicist can use the power again, but he will not gain more information by doing so, unless he advances a level. A use of


the power will reveal things which have been modified, however, such as the age, level or alignment. It will also give a new


current location in case the person has moved, or the psionicist is close enough to get a better global location. 





Power Score: 


     The psionicist gains all the above information, as well as a 5 second vision of the person's current location (which is


     enough for him to teleport there). 


20: 


     If the person is alive (or undead), he senses that someone is in possession of the portrait, and gains the global current


     location of the psionicist. 





1.1.3 Radar Sense





Power Check: 


     Wis -4 


Initial Cost: 


     12 


Maintenance Cost: 


     8 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     none 





The psionicist using this power gains a picture of his surroundings by analyzing the echoes created when sound rebounds off


objects. There must be some sound for the psionicist to "see", and the picture he sees is colorless and quite hazy. A psionicist


who uses the create sound psychokinetic devotion to create high pitched clicks at short intervals can see a sharp picture. 





Radar sense allows the psionicist to "see" even in complete darkness. even magical darkness won't affect this power. Invisible


objects can be seen just as easily as other objects, and illusions are transparent (or semi-transparent if shadow magic is used).


Small details, as well as painted patterns, pictures or writings cannot be seen by using radar sense. Magical silence will cause


the psionicist to see only blackness. Thus a magically silenced person will look like a large black sphere. 





The psionicist using radar sense has the black and white picture superimposed on what his eyes see. This is often exactly what


he wants, as it simply enhances his visual perception. 





Power Score: 


     The psionicist gains all round "vision" with the radar sense. 


20: 


     For 1d4 turns, loud sounds cause temporary blindness, and this power cannot be used. 





1.2 Clairsentient Devotions





1.2.1 Detect Invisible





Power Check: 


     Int -3 


Initial Cost: 


     6 


Maintenance Cost: 


     6 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     none 





With this power a psionicist can detect invisible creatures and objects. The power relies on the fact that invisibility is never


perfect, and always gives a slight shimmering effect. When in use, this power enhances the ability of the psionicist to detect this


effect, and allows him to see the invisible thing as a light grey blob. 





If the invisible body is moving, the psionicist automatically detects it. If it is standing still (an inanimate object, for example), the


psionicist must roll a second successful power check to detect it. 





This power does not allow a psionicist to see in the dark. In fact, since it's based on visual perception, it doesn't work as well


when there is not enough light. The following table gives the chance to detect invisibility (for a moving object) as well as the


to-hit penalty in various light conditions. 





   Condition 


             Penalty 


                    Chance to Detect


   Clear day 


                0 


                        100%


    Twilight 


               -1 


                         80%


   Moonlight 


               -2 


                         40%


   Starlight* 


               -4 


                         10%


 Total darkness 


               -4 


                         0%








* In starlight the psionicist has a small chance of detecting the invisible creature, but he must concentrate on it, and thus does


not gain any bonus to hit. 





Power Score: 


     The psionicist sees an inanimate object with no need for a power roll. 


20: 


     The psionicist cannot see one object or creature in his vicinity for 1d6 rounds. 





1.2.2 Feel Radiation





Power Check: 


     Wis -4 


Initial Cost: 


     9 


Maintenance Cost: 


     7 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     none 





This power is much like feel light, except that the psionicist can feel any wavelength, and not just visible light. In effect, this


gives the psionicist infravision, as well as ultravision. Ultravision can show details not visible through normal sight (such as the


patterns of some flowers). 





If a large part of the psionicist's body is exposed, the psionicist receives more light through his body, and can see much better


in dark conditions. Thus twilight and a moonlit night seem like a normal day, and a starlit night looks like twilight. Total


darkness is still total darkness, but a condition which looks like total darkness to a normal human might look like starlight or


moonlight to the psionicist. 





Power Score: 


     The psionicist can see more light even if only his head is exposed. 


20: 


     The psionicist suffers 1 point of damage per round for 1d10 rounds when exposed to light. 





1.2.3 Helm Locator





Power Check: 


     Wis -3 


Initial Cost: 


     6 rnds 


Maintenance Cost: 


     4/rnd 


Range: 


     Sight 


Preparation Time: 


     0 


Area of Effect: 


     1 ship 


Prerequisites: 


     Clairvoyance 





The power allows the psionicist to determine the location of the spelljammer/helm aboard an active spelljamming vessel. It


works like clairvoyance, providing an image of the helm room, just as a clairvoyance would. The difference is that the psionicist


need not know where the room is. The image is suitable enough to allow the psionicist to teleport, dimension door, etc. to that


room (using the requisite power, of course). It does not, however, show where in the ship this room is. The interior of the


room may reveal this. 





Power Score: 


     Psionicist does know where the helm room is in relation to the rest of the vessel (but not necessarily how to get there). 


20: 


     The psionicist sees a random room in the ship instead. 


1: 


     Power works, but helmsperson is aware of being watched. 





1.2.4 Move Focus





Power Check: 


     Wis -1 


Initial Cost: 


     2 


Maintenance Cost: 


     varies 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     clairaudience or clairvoyance 





This power lets the psionicist move the viewing spot of his clairvoyance, or the focus of his clairaudience. By paying the initial


cost, the psionicist can change the direction he is viewing. Movement in this way is not restricted by physical barriers. 





The psionicist can move the focus by paying the maintenance cost. Maintenance is 1 PSP per 6' of movement per round for


clairvoyance, and 1 PSP per 3' for clairaudience. The minimum maintenance cost is 1 PSP per round, so even if the psionicist


wants to stop moving the focus temporarily, he must pay,or else he must make a new power check and pay the initial cost


when he wants to move it again. 





Power Score: 


     Movement rate is doubled for the same PSP cost. 


20: 


     The clairaudience or clairvoyance power fails. 





1.2.5 Population Finder





Power Check: 


     Int -2 


Initial Cost: 


     15 


Maintenance Cost: 


     5/rnd 


Range: 


     Within 1 mile of atmosphere (or where it would be, should the body not have one. 


Prepreration Time: 


     0 


Area of Effect: 


     1 planet/moon/etc. 


Prerequisites: 


     None 





Population Finder allows one celestial body to be examined. If successful, the power locates the highest population centers (5


per round) on that body. The power also reveals a rough estimate of the populations (several million, several thousand, greater


than 100, etc.). Alternatively, the psionicist can think of a specific population size (like 5'000 people) and know where the


closest matching population center lies. 





Power Score: 


     Receives a brief summary of what one city/area is like. 


20: 


     No information can be gained from this planet. 





1.2.6 See Heat





Power Check: 


     Wis -3 


Initial Cost: 


     7 


Maintenance Cost: 


     4 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     none 





The psionicist can see the heat radiated from objects. If this is the type of infravision used in your campaign, treat this as normal


infravision. Otherwise, the psionicist can see heat at any distance, although at long distances he will be able to see only very hot


things, and will probably only see them as small red dots. Small details cannot be seen using this power, although it might reveal


things not normally seen in normal light. 





Power Score: 


     The psionicist also gains ultravision (cf. Feel Radiation). 


20: 


     The psionicist is blinded by heat for 1d10 rounds. 





1.2.7 See Magic





Power Check: 


     Int -8 


Initial Cost: 


     9 


Maintenance Cost: 


     9 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     none 





With this power the psionicist can see magical radiations. This is quite difficult, and he requires a new power check each


round. Stronger magic is easier to see, so the level of the magic is added to the power check. To see a 9th level spell the


psionicist must roll Int +1, for example. Artifacts and relics radiate magic so strongly that no roll is needed after the first power


check at Int +1. Monsters with a strong connection to magical powers can also be detected by rolling Int -12. One die roll is


made per round, and the result determines which objects are seen. 





When using this power, a psionicist can see a faint glow around the object or in the area being affected. The stronger the


magic, the stronger the glow. This glow can be seen even in the dark, but it does not illuminate anything. A darkness spell will


be seen as low magical radiation, but nothing inside the magical darkness will be seen. 





Power Score: 


     The color of the radiation depends upon the school of magic. 


20: 


     The psionicist cannot use this power again that day. 





1.2.8 Touch Sight





Power Check: 


     Wis -2 


Initial Cost: 


     2 


Maintenance Cost: 


     1 


Range: 


     touch 


Preparation Time: 


     0 


Area of Effect: 


     personal 


Prerequisites: 


     none 





A psionicist with this power can "see" objects by passing his hand on them, much like a blind man would do. He gains an


accurate mental image of everything he touches. The image will show only details which can be acquired by touch, so color will


not be seen, for example. 





Power Score: 


     The power is so sensitive that the psionicist can detect the difference of ink from paper, and colors can be discerned by


     their warmth (although not very accurately). 


20: 


     The psionicist loses all sensation in his hand for 2d10 rounds. This gives a -1 penalty to attack rolls with this hand. 





1.2.9 Weather Forecast





Power Check: 


     Wis -3 


Initial Cost: 


     10 


Maintenance Cost: 


     5/round 


Range: 


     na 


Preparation Time: 


     5 rounds 


Area of Effect: 


     20 mile radius 


Prerequisites: 


     Precognition 





This power allows the psionicist to know the whether for the next day. The area of knowledge is only the immediate 20 mile


radius around the psionicist. Only one piece of information can be learned per round: Precipitation type and amount, Wind


direction and speed, temperature lows and highs, or humidity. This power will not detect magical changes in the weather, but


will be 100% accurate for natural weather, including powerful storms like hurricanes or tornadoes. 





Power Score: 


     The forecast can be extended for 2 days or 40 miles. 


20: 


     The forecast is totally opposite of what will actually happen. 








