2 Psychokinetic Powers





2.1 Psychokinetic Sciences





2.1.1 Compression





Power Check: 


     Wis -3 


Initial Cost: 


     40 


Maintenance Cost: 


     5/round 


Range: 


     10 yards 


Preparation Time: 


     0 


Area of Effect: 


     1 object 


Prerequisites: 


     telekinesis, soften 





Compression takes an object and compresses it's molecules together, making the object smaller and denser. This will not


affect it's weight. This will not, for example allow the psionicist to shrink a boulder about to fall on him. It will compress the


boulder, but since it has the same mass, it will cause the same amount of damage, and in a more specific location. This power,


if used, is like a giant hand compressing the object. Inanimate objects or plants will be shrunken, deformed and increased in


density. Think of a 20 lb chair 3 inches high. If used on intelligent creatures, that must save vs. death magic or suffer 2d10


points of damage per round and may lose a limb after a few rounds of improper circulation. The chance of this is 5%


cumulative per round. 





Power Score: 


     Two objects can be affected 


20: 


     The psionicist gets a severe migraine and cannot use their powers for 2d4 hours. 





2.1.2 Perpetual Motion





Power Check: 


     Con -4 


Initial Cost: 


     40 


Maintenance Cost: 


     10/round 


Range: 


     20 yards 


Preparation Time: 


     5 


Area of Effect: 


     1 object 


Area of Effect: 


     1 object 


Prerequisites: 


     telekinesis 





This power causes the object affected to continue on it's path and speed for the duration of the power. This could give an


arrow unlimited range, cause arching missiles (such as catapults or slings) to miss or people or creatures that are running to


continue running in their current direction. This could be useful to cause a person to run off a cliff, or into something. The


psionicist must activate this power before the object is moved. Creatures affected mist make a strength check to avoid being


affected. 





Power Score: 


     The speed is doubled as well as being perpetual. 


20: 


     The psionicist is thrown off their feet and loose one round of actions regaining their feet. 





2.1.3 Remove Air





Power Check: 


     Con -5 


Initial Cost: 


     30 


Maintenance Cost: 


     15/round 


Range: 


     50 yards 


Preparation Time: 


     5 


Area of Effect: 


     20 yard sphere 


Prerequisites: 


     control wind, telekinesis 





This power can remove the air from a 20 yard sphere. This will stop fires, sound, decay, combustion other than fires, gaseous


attacks, and electricity. Physical attacks will still enter the area, but because of the lack of air, missile attacks will fly different


giving a -1 to hit. Characters must hold their breaths as per the rules in the PHB or suffer 2d8 points of damage per rounds.


The psionicist would also be affected if they were in the area of effect. 





Power Score: 


     The air is removed quickly, causing all in the area to suffer 2d6 points of damage from sudden decompression. 


20: 


     The psionicist cannot breath for 1 round and suffers 2d8 points of damage. 





2.1.4 Sunburst





Power Check: 


     Int -4 


Initial Cost: 


     50 


Maintenance Cost: 


     20/Round 


Range: 


     50 yards 


Preparation Time: 


     1 round 


Area of Effect: 


     20 yard circle 


Prerequisites: 


     telekinesis, control light 





This power causes light to bend around the planet to a specific spot, creating a 20 yard circle that is lit as if the sun were


shining on it. This will work in dungeons, underground, or in any place that has an opening to the outside world. It creates such


a change in light, if used in a dark area, that people in the area will be blinded for 1 round while re-adjusting to the light. This


power will also cause damage as per the sun to any sun-sensitive creatures. It CAN destroy vampires. 





Power Score: 


     The radius of the circle of sun is doubled. 


20: 


     The psionicist blinds himself for 1d4 rounds. 





2.2 Psychokinetic Devotions





2.2.1 Cold Shield





Power Check: 


     Wis -4 


Initial Cost: 


     25 


Maintenance Cost: 


     10/round 


Range: 


     0 


Preparation Time: 


     1 


Area of Effect: 


     Personal 


Prerequisites: 


     molecular dampening, telekinesis 





This power will create a shield of cold air around the psionicist that will absorb heat around the psionicist. It will reduce the


damage of heat based attacks by 1 hp/die or give a +1 to any saving throw. It will also protect a character from hot


environments such as a desert, but not from super hot environments like the elemental plane of fire. It will also make the


character invisible to infravision. Anyone trying to touch the character without some kind of protection from cold will suffer 1d6


hp/round. The psionicist, however, will take 1d4 hp/round damage from cold if this power is used in a cold environment. 





Power Score: 


     The power is doubly effective, causing 2d6 points of damage, conferring a +2 bonus and saving 2 hp/die. 


20: 


     Heat Shield power is activated instead, even if the character does not know it. 





2.2.2 Control Fluid





Power Check: 


     Con -4 


Initial Cost: 


     20 


Maintenance Cost: 


     15/round 


Range: 


     25 yards 


Preparation Time: 


     2 


Area of Effect: 


     1 gallon of liquid/5 levels 


Prerequisites: 


     telekinesis, level 5 





This allows a psionicist to control ant fluid (water, acid, ale, etc.) to become animated and under the psionicists control. This is


a very limited power in that the liquid cannot become detached from the original source. This could be used to have a tentacle


of water attack creatures, create huge waves, make ale monsters for amusement, or other strange effects. The main limit is the


imagination of the psionicist. 





If the liquid is already in motion, then the psionicist can alter its speed by 1 mile per hour/level. This would give a +1/5 levels


bonus on saving throws of breath weapons of a liquid nature. Water beings are unaffected by this power. 





Power Score: 


     The liquid can detach itself from the original source. 


20: 


     The liquid splashes on the psionicist (not a problem if it's water, but acid is a different matter) 





2.2.3 Density Manipulation





Power Check: 


     Int -6 


Initial Cost: 


     30 


Maintenance Cost: 


     10/round 


Range: 


     50 yards 


Preparation Time: 


     0 


Area of Effect: 


     1 item 


Prerequisites: 


     telekinesis, molecular rearrangement 





This power allows a psionicist to alter the density of an object so that it weighs anywhere between half the original weight or


double the weight. This confers a -2 to hit penalty if used on a weapon because of the changed weight. This, if used on an


arcing missile like an arrow or a catapult, or some kind of bludgeoning weapon, will cause double damage because of the


excess weight (if the weight was doubled ) or half damage (if the weight is halved) It will also change the range in the opposite


way that the damage was changed (ie. An arrow is doubled in weight and causes double damage, but has half the range) This


also gives a -4 to hit penalty when first using the altered missiles, but after a few test shots (usually around 5) the penalty goes


to the regular -2. 





Power Score: 


     The change can be anywhere from one quarter the weight or as much as 4 times the weight. The bonuses/penalties are


     also altered in the same way. 


20: 


     The object changes in the opposite way intended. 





2.2.4 Enhance Weapon





Power Check: 


     Wis - 3 


Initial Cost: 


     5 


Maintenance Cost: 


     3/round 


Range: 


     Touch 


Preparation Time: 


     0 


Area of Effect: 


     one weapon 


Prerequisites: 


     Telekinesis, Create Object 





This power allows the psionicist to temporarily enhance melee weapon or a projectile (i.e., no bows or slings, but arrows, sling


stones and throwing weapons are ok), so that it becomes the equivalent of weapon with magical bonuses. The psionicist must


touch (or wield) the weapon to do so. By spending the necessary PSP's and making the power check, the weapon gets a the


equivalent of a +1 magical bonus, which may be maintained by spending 3 PSP's per round. Note that the psionicist must


actually touch the weapon in order to maintain this power; thus, it is impossible to maintain the power for missile weapons


(unless they return to the user), or if the weapon is knocked out of the psionicists hands. It is possible to add the bonus to an


already magical weapon, or to use this power repeatedly (creating enhancements of two or more). However, the maximum


enhancement that can be achieved by use of this power is one 'plus' for every 4 levels of the psionicist (i.e., 1 at levels 1 to 4, 2


at levels 5 to 8, etc.) 





Power Score: 


     The weapon gets a +2 bonus. 


20: 


     The weapon is damaged, it must save vs disintegration or be destroyed. 





2.2.5 Heat Shield





Power Check: 


     Wis -4 


Initial Cost: 


     25 


Maintenance Cost: 


     10/round 


Range: 


     0 


Preparation Time: 


     1 


Area of Effect: 


     Personal 


Prerequisites: 


     molecular agitation, telekinesis 





This power will create a shield of hot air around the psionicist that will absorb cold around the psionicist. It will reduce the


damage of cold based attacks by 1 hp/die or give a +1 to any saving throw. It will also protect a character from cold


environments such as a tundra, but not from super cold environments like the elemental plane of ice. It will also make the


character invisible to infravision. Anyone trying to touch the character without some kind of protection from heat will suffer 1d6


hp/round. The psionicist, however, will take 1d4 hp/round damage from heat if this power is used in a hot environment. 





Power Score: 


     The power is doubly effective, causing 2d6 points of damage, conferring a +2 bonus and saving 2 hp/die. 


20: 


     Cold Shield power is activated instead, even if the character does not know it. 





2.2.6 Inertial Shield 





Power Check: 


     Con-3 


Initial Cost: 


     7 


Maintenance Cost: 


     5/round 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     3 yard diameter, 120 degree arc 


Prerequisites: 


     Telekinesis 





This is similar to an inertial barrier, but with one crucial difference: the field is compressed, giving greater protection from frontal


attacks. It protects a 120 degree arc in front of the psionic, with coverage curving to reach over his head. (Think of it as the


front 1/3 of an inertial barrier). To determine the damage, roll how much damage the missile would have done, then roll twice


as many hit dice to determine the shield's protection. If the shield roll is less than, then subtract it from the missile's damage. If


the rolls are equal, then the missile simply falls inside the shield (but explosions could still injure those behind the shield). If the


shield roll is greater than the missile damage roll, the missile falls outside the shield, and any explosions will also be absorbed by


the shield. 





The inertial shield protects against the same forms of attack as the inertial barrier, but is less effective in some situations (like


gas attacks, or missiles coming from all directions). 





Power Score: 


     The shield expands into a 180 degree arc at no extra cost, or into 270 degree arc for 6 points per round. 


20: 


     The shield works in reverse, doubling the damage done by missiles. 





2.2.7 Kinetic Reverse





Power Check: 


     Con -3 


Initial Cost: 


     8 


Maintenance Cost: 


     na 


Range: 


     200 yards 


Preparation Time: 


     0 


Area of Effect: 


     1 object of 100 lbs. 


Prerequisites: 


     telekinesis 





A psionicist with kinetic reverse can reverse the kinetic energy in any moving object that weights less than 100lbs. Arrows can


be sent back to there archers, spears can be sent back to there throwers, and small rocks can be sent back to there catapults. 





Power Score: 


     Allows for 200 lb objects to be moved. 


20: 


     Increases the speed of object, causing double damage. 





2.2.8 Mirror Image





Power Check: 


     Con -3 


Initial Cost: 


     8 


Maintenance Cost: 


     4/round 


Range: 


     0 


Preparation Time: 


     0 


Area of Effect: 


     self 


Prerequisites: 


     telekinesis, control light 





With this power a psionicist can create three exact copies of he body by manipulating light waves. There must be light waves


present for this power to work. This is a combat enhancement and has very little use anywhere else. When used it creates a


row of four, one being the real psionicist and three being copies, in random order and the copies and the psionicist are


continually switching places. This gives the psionicist 3 chances in 4 to escape damage from his opponents blows. After each


successful attack against the psionicist, he will roll a four sided dice. On a 1 the psionicist takes to damage like normal. On a 2,


3, or 4 one of the copies was hit. Sense the copies are only manipulated light swords, arrows, and all other forms of physical


attack pass throw it doing no damage. Telepathic attacks are no affected by these power. 





Power Score: 


     Seven copies are created giving the psionicist 7 chances in 8 to escape damage. 


20: 


     A bright flash of light is created instead of the copies, blinding the psionicist for 1D4 rounds. 





2.2.9 Mold Earth





Power Check: 


     Con -6 


Initial Cost: 


     50 


Maintenance Cost: 


     na 


Range: 


     20 yards 


Preparation Time: 


     3 


Area of Effect: 


     10 cu. ft.+5 cu. ft/level of earth 


Prerequisites: 


     telekinesis, soften 





The use of this power allows a psionicist to mold earth in a fast, almost instantaneous manner. This power allows the user to


change the shape of any earthen object, even the actual ground itself. It can be used to build instant stone bridges, earthen


pillars, or even used as an attack by creating stone fists to punch opponents. If a fist of stone is created, it will cause 1d4 points


of damage/10 cubic feet of stone that is used. It can also create breeches in walls or other effects. Any object created will be


rough and like it's original substance. Fine detail can be accomplished by using this power but with an area of affect of 1/10th


the original size. 





Power Score: 


     Fine detail can be done at normal size, but the preparation time is doubled. 


20: 


     A 20' pit opens below the psionicist, the result of displaced earth. 





2.2.10 Molecular Dampening 





Power Check: 


     Wisdom 


Initial Cost: 


     5 


Maintenance Cost: 


     4/round 


Range: 


     50 yards 


Preparation Time: 


     0 


Area of Effect: 


     1 item, 30 pounds 


Prerequisites: none


      





This power is the opposite of the molecular agitation devotion; instead of increasing the movement of molecules inside an


object, this power slows them down, chilling the object. The amount of damping determines the effects: 





     1 round: things become cool to the touch, skin becomes clammy (no damage), some condensation (if humidity permits) 


     2 rounds: skin becomes numb (1-2 pts damage), water becomes slushy, items become cold to the touch, condensation


     coats the surface, paper becomes brittle 


     3 rounds: skin starts to freeze (1-3 pts damage), water freezes, metal becomes cold to the touch (1 pt damage, possibly


     freezing to the surface), condensation freezes, plants die, leather weakens 


     4 rounds: freezing temperatures harm tissues (1-4 pts damage), thin layer of ice if humidity permits, skin freezes to metal


     (1-4 pts damage), wood/plants/leather becomes brittle 


     5 rounds: hypothermia possible (1-6 pts damage max), possible limb loss, thick layer of ice (if possible), minerals


     weaken 


     6 rounds: rock becomes brittle, metal weakens, skin permanently freezes to metal 


     7 rounds: rock shatters like glass, metal becomes brittle 


     8 rounds: metal shatters like glass 


     10 rounds: adamantite weakens (maximum weakening) 





Weakening means that the substance has a -2 penalty to all saving throws (-4 vs. cold). Brittleness means that the object has


the qualities of thin crystal, being easily breakable, and having similar saving throws. It still takes a good blow (from a blunt


object) to shatter the item. Becoming "like glass" means that the object can be shattered easily, in the palm of one's hand


(hopefully protected from cold!), and that all saving throws are made as glass. However, the shards are incredibly cold, and


very sharp. Shattering a sword with an unprotected hand could easily cause 2-12 points of damage, plus whatever cold


damage is possible. 





The "layer of ice" effects are up to the DM. In desert situations, a "thick" coating might only be 1/10 of an inch, but in a humid


jungle, the thick layer may be up to 6 inches thick. The "layer of ice" effect has many uses near (or in) a large body of water. 





Power Score: 


     Rate of damping doubles (as per molecular agitation) 


20: 


     The psionicist botches the damping, and the item is affected by _molecular agitation_ (whether or know the psionicist


     knows that devotion), but the psionicist is unaware of any problems. 





2.2.11 Move Electrons 





Power Check: 


     Con-4 


Initial Cost: 


     variable 


Maintenance Cost: 


     na 


Range: 


     90 feet 


Preparation Time: 


     variable (0-2) 


Area of Effect: 


     one creature/object 


Prerequisites: 


     Telekinesis 





This devotion allows the psionicist to move a number of electrons through an object, causing electrical damage to it. The cost is


variable, but the longer a psionicist prepares to use the power, the more electrons that can be moved. Creatures that are made


out of electricity take half damage (if somebody rearranged parts of your body, it would still hurt). Creatures immune to


lightning or electrical damage are not affected by this power at all. 





It is possible to use this power against more than one creature, but only if they are connected by a good conductor (like


metallic armor or very salty water); in this case, damage is divided between all connected creatures, with the target and those


nearest the target taking the most damage. Magical metallic items will never conduct from creature to creature. 





    Preparation Time 


                   Cost 


                        Damage


 0 rounds (immediate): 


                     6 


                        1d4 + 1


           1 round: 


                     8 


                        1d8 + 1


          2 rounds: 


                    11 


                           2d8








Metallic Armor: +2 points damage, plus possible conduction 





More than two rounds of moving electrons will not increase damage for mortal psionicists, but a psionic lich or demi-god with


this power could use greater preparation times for even more damage. The DM can increase damage as seen fit, but I would


max the damage at 4d8+4 (8-36 hit points) for 4 rounds of preparation time - anything else would be too much like a wizard


spell. 





The longer the preparation time, the louder the discharge will be; with no preparation, the sound will be barely audible beyond


10 feet, but with two rounds of preparation time, the sound could easily carry 50 feet or more, and would echo in underground


circumstances. 





NOTE: I have not tried to use "real world" physics to the letter to create this power. If any DM allowing this power wishes to


make it more "realistic" (using voltages, amps, or whatever), feel free. Dammit, I'm a DM, not an electrician! 





Power Score: 


     Damage occurs on the next greater die type (either a d6 or a d10) and the damage bonus increases to +2. 


20: 


     The power backfires; the psionic takes 1/2 normal damage and cannot use this power for another 3 turns. The victim is


     unharmed. 





2.2.12 Psychic Guidance





Power Check: 


     Int - 2 


Initial Cost: 


     3 + special 


Maintenance Cost: 


     3 / round 


Range: 


     line of sight 


Preparation Time: 


     2 segments 


Area of Effect: 


     one projectile 


Prerequisites: 


     Telekinesis, (detonate) 





This power allows a psionicist to guide a small projectile, such as a knife, arrow, or sling stone (max weight 2 lbs), to its target.


The psionicist must first prepare the projectile, which takes two segments (see prep. time) and costs 3 PSP's. The projectile


may then be thrown (fired, hurled, or whatever) normally, but may be guided telekinetically. The following things are possible


at the listed cost in PSP's. 





Add +1 to hit, +1 to damage, and extend the range by 10 feet by spending 2 PSP (cannot spend more than the psionicists


level) Make a radical course correction (up to 180 degrees) at a cost of 5 PSP's (all benefits bestowed by previous guidance


are lost). Recall the projectile at a cost of 10 PSP's. The projectile will return to the psionicists hand (no DEX check required


to catch) from anywhere within range (i.e., line of sight). The projectile may be made to explode causing an extra d6 damage


to the target (or anyone within 3 feet). This costs 5 PSP's and requires detonate as a prerequisite. 





Prepared projectiles may be maintained at a cost of 3 PSP's per round. The maximum number of projectiles a psionicist may


handle at a time is one for every 4 levels of experience. The psionicist must be able to see the projectile (by some means) in


order to guide it. This is not necessary for recalling the projectile, or for making it explode. 





Power Score: 


     The projectile may be recalled without spending any PSP's. 


20: 


     The projectile explodes doing d6 damage to the psionicist. 





2.2.13 Psychokinetic Punch





Power Check: 


     Con - 2 


Initial Cost: 


     4 


Maintenance Cost: 


     na 


Range: 


     50 yards 


Preparation Time: 


     0 


Area of Effect: 


     one object 


Prerequisites: 


     Telekinesis 





With this devotion, the psionicist is able to create a weak punch effect, much like a weakened Project Force. The attack is


made against armor class 10, modified for any magic and dexterity. If it hits, the punch does 1-4 points of damage, and


disrupts any spellcasting. If the target is moving at any speed greater than that of normal combat (roughly 50 feet per round),


then attacks are made with a -2 penalty. A Protection >From Normal Missiles, Shield, or Stoneskin spell will be effective


against a PK Punch. 





The power can also be used to give objects a "push". This is nowhere near as hard as a Project Force, but is more like


bumping into something. For example, small objects can be moved quite a bit, like keys being knocked off a table or cracking


a window, but large objects like a door will only have a small bit of motion, like moving a door slightly ajar. Psychokinetic


Punch can also be used while levitating, to but a bit of force to horizontal movement (up to 30 feet per round). 





Power Score: 


     Damage is 1-6, or objects are affected by a Project Force (DM's choice). 


20: 


     The motion is in the opposite direction; attacks always miss, and objects move in the opposite of the intended direction. 





2.2.14 Suspend Objects





Power Check: 


     Int -2 


Initial Cost: 


     5 


Maintenance Cost: 


     2/round 


Range: 


     3' radius; centered on Psionic 


Preparation Time: 


     0 


Area of Effect: 


     Level+2 Objects of Level+10 weight 


Prerequisites: 


     Telekinesis 





This Devotion allows the Psionic to suspend objects in the air around him. He must place the object where he wants it to stay


and then let go of it, just tossing it into the general area of where he wants it will not work. The object will stay in place relative


to the Psionic until either he retrieves it, does not pay the maintenance cost, or some outside force changes its position. 





Example: George the Psionic is carrying an object in each hand when he sees a third object that he wants to pick up and take


with him. Using Suspend Objects he can place one or both of the objects he is carrying in the air around him and they will


follow along with him until one of the above things happens. 





Power Score: 


     The psionicist can either handle twice the number of objects or objects of twice the weight. 


20: 


     The objects will move rapidly in random directions until the power is discontinued. 





2.2.15 Transparency





Power Check: 


     Int -5 


Initial Cost: 


     40 


Maintenance Cost: 


     10/round 


Range: 


     touch 


Preparation Time: 


     1 round 


Area of Effect: 


     1 cubic foot/level 


Prerequisites: 


     telekinesis, molecular rearrangement 





This power will make any object transparent, but still with it's strength properties and other physical properties. It is similar to


making the object invisible. This can be used to peer through a wall without exposing oneself to dangers that may exist on the


other side. It is also useful for making objects invisible for a short time. Other creative uses can certainly be found by a


resourceful psionicist. 





Power Score: 


     Double the area may be affected. 


20: 


     The psionicist becomes affected by this power for 1d4+1 rounds, but not their equipment. 





2.2.16 Velocity Control





Power Check: 


     Int -4 


Initial Cost: 


     15 


Maintenance Cost: 


     na 


Range: 


     100 yards 


Preparation Time: 


     1 


Area of Effect: 


     1 object 


Prerequisites: 


     telekinesis, ballistic attack 





This power can change the speed of any object. It can halt any missile weapon of low speeds, or double the speed as well.


Large objects or fast moving ones can be slowed or sped up as well, but not stopped completely. Any missile weapon except


a crossbow or heavy missile weapons (catapult, boulders, ballista, etc.) This power can only alter the speed of the missile


weapon if the power is activated before the missile hits and after it is fired. Crossbow bolts can be slowed so that they cause


1/2 damage, as well as ballista, catapults and other heavy missile weapons. If the speed is doubled, the damage is also


doubled. 





Power Score: 


     Any object can be stopped or sped up. 


20: 


     The object's speed changes in the opposite direction intended. 


