Pyrokinesis

The Pyrokinesis Skill Arc gives Psionic Troopers the ability to create, alter, and quench fires.  It is primarily an offensive skill arc, with few defensive qualities.
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Spark

Prerequisites: None

Duration: Instant

Cost: 2 MP +1 SP

Spark is an active skill used to light combustible materials within a radius of the user, either selectively or everything in the area that is immediately combustible.  Spark deals no damage on its own, though fires ignited by it can and will harm both friends and foes alike.

Skill Level I: 3' radius, small and easily combustible materials only (paper, light cloth, fuel, grass)

Skill Level II: 4' radius, small and easily combustible materials only (paper, light cloth, fuel, grass)

Skill Level III: 5' radius for small and easily combustible materials, 3' radius for moderately combustible materials (dry wood, etc)

Skill Level IV: 7' radius for small and easily combustible materials, 4' radius for moderately combustible materials, 1' radius for flammable objects like wood, heavy cloth

Skill Level V: 10' radius for small and easily combustible materials, 7' radius for moderately combustible materials, 2' radius for flammable objects, and can set a fire by touch with bare skin. (Grasping an object, or something brushing against the user's skin on the arm, leg, etc)

Blastfurnace

Prerequisites: Spark Level I

Duration: Instant

Cost: 6 MP

With naught but a thought, a pyrokinetic soldier may increase the intensity of an existing fire, increasing the damage caused by the fire while reducing the duration of the blaze at the same time.

Skill Level I: 20% increased damage, 20% reduced duration

Skill Level II: 40% increased damage, 30% reduced duration

Skill Level III: 60% increased damage, 40% reduced duration

Skill Level IV: 80% increased damage, 50% reduced duration

Skill Level V:  100% increased damage, 50% reduced duration

Quench

Prerequisites: None

Duration: Instant

Cost: 4 MP + 1 SP

Most pyrokinetics possess the power not only to create fires, but to immediately douse fires that become too dangerous or large.  This ability can also confer the ability to make plasma and other incendiary or burning materials inert.  The size of the fire that may be quenched instantly is determined by the skill level of the user.  It may take multiple uses of this skill to completely quench a fire. Note: Quench does not reduce the intensity of a fire until the fire is completely quenched.

Skill Level I: 1' radius OR 10% radial reduction 

Skill Level II: 3' radius OR 25% radial reduction

Skill Level III: 5' radius OR 40% radial reduction

Skill Level IV: 10' radius OR 50% radial reduction 

Skill Level V: 20' radius OR 50% radial reduction

Inferno

Prerequisites: Spark Level II and Quench Level I

Duration: Instant

Cost: 5 MP + 2 SP

The use of this skill increases the size of an existing fire by the listed percentile.  Inferno is commonly used in conjunction with Blastfurnace to deal large amounts of damage to large areas quickly, followed by a Quenching.  If the fire does not have sufficient fuels to burn at the increased size, it will reduce in size as soon as the fuels are consumed, otherwise Inferno may be used as an instant 'explosion' for the area of the increased radius.

Skill Level I: 2' radial increase

Skill Level II:  4' radial increase

Skill Level III: 6' radial increase

Skill Level IV: 8' radial increase

Skill Level V: 10' radial increase

Raging Inferno

Prerequisites: Inferno Level III

Duration: As listed

Cost: 5 MP + 5 SP

When a pyrokinetic needs a fire to spread faster but does not want his allies in the immediate vicinity burned to a crisp, he uses this skill to increase the speed at which a fire will spread but not catch his allies unaware. As a result, many pyrokinetics do not always train very far in this skill, as the usage gets more specialized in a narrower role.  The affected fires (within line of sight of the user of this skill) will spread at an increased pace as listed for the duration as listed.  Note: Fires that are under the effects of this skill are much harder to Quench, reducing the effectiveness of each use of Quench by half.

Skill Level I:  20% faster spread, 5 turns

Skill Level II: 35% faster spread, 6 turns

Skill Level III: 50%  faster spread, 8 turns

Skill Level IV: 75% faster spread, 12 turns

Skill Level V: 125% faster spread, 15 turns

Conflagration

Prerequisites: Raging Inferno Level III

Duration: Instant

Cost: 50% max SP, 25% max MP

This impressive skill is as much a danger to allies as it is to foes!  When this physically and mentally draining skill is used, a fire within the line of sight of the caster is increased in intensity, size,   and duration while its fuels are consumed at 1/3rd of the normal rate for 10 turns afterwards. Slow Burn must be used on fires affected by Conflagration before Quench will have any effect at all.

Skill Level I:  +30% intensity, duration, and size

Skill Level II: +40% intensity, duration, and size

Skill Level III: +50% intensity, duration, and size

Skill Level IV: +75% intensity, duration, and size

Skill Level V: +100% intensity, duration, and size

Slow Burn

Prerequisites: Spark Level I, Quench Level II

Duration: As listed

Cost: 1 MP

Sometimes a fire must be contained before it can be Quenched, in those instances this skill is a golden child, reducing the speed that combustibles are consumed by a fire without reducing the intensity of the blaze.  Slow Burn negates the effects of Raging Inferno as well.  This skill may be used on any fire that the user can see, though fires more than 100 yards away cost an additional 2 MP for every 100 yards further from the caster of the skill. 

Skill Level I:  50% slower spread and burn for 5 turns

Skill Level II:  60% slower spread and burn for 5 turns

Skill Level III: 75% slower spread and burn for 5 turns

Skill Level IV: 75% slower spread and burn for 7 turns

Skill Level V: 90% slower burn, fire is contained and does not spread further for 10 turns.

Resistance to Fire

Prerequisites: Quench Level I

Duration: Active

Cost: 1 MP/ turn active

This skill allows the user (and the user's allies at high levels of use) to become partially immune to the ravages of fire and incendiaries.

Skill Level I: 50% resistant, self only

Skill Level II: 75% resistant, self only

Skill Level III: 100% resistant (self), 25% allies within 10' radius

Skill Level IV: 100% resistant (self), 50% allies within 10' radius

Skill Level V: 100% resistant (self), 75% allies within 10' radius

Consumption (Fire)

Prerequisites: Quench Skill Level 3, Resistance to Fire Skill Level 3, Slow Burn Skill Level I

Duration: Instant

Cost: As Listed

At higher levels of experience some pyrokinetics obtain the ability to consume fires to heal themselves or to restore their strength or concentration by absorbing active fires into their bodies.  The larger the fire consumed, the more the user is healed.  This skill may be used only on the pyrokinetic himself.

Skill Level I:  2' radius consumption to restore 20 SP or 10 HP  at a cost of 2 MP

Skill Level II: 2' radius consumption to restore 20 MP at a cost of 2 SP

Skill Level III: 3' radius consumption to restore 30 SP or 15 HP at a cost of 2 MP

Skill Level IV: 3' radius consumption to restore 30 MP at a cost of 3 SP

Skill Level V: 5' radius consumption to restore 25 HP at a cost of 2 MP or 4 SP

