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INTRODUCTION

The term Psychic is used to describe
phenomena or abilities that originate from the
brain but which transcend its confines. The
word is derived from the Greek psychikos
meaning "mental, of the soul".

HISTORY

By the dawn of the 22™ Century a growing
number of documented psychic phenomena
were still being dismissed by both the scientific
community and general public as carefully
staged hoaxes. This attitude was dramatically
challenged in 2112 when an article by
respected French parapsychologist Bénédicte
Jarnet was published in the New England
Journal of Medicine, offering proof of the
existence of latent psychic ability.

In the wake of the Jarnet Paper, the
International Parapsychological Association
approached the United Earth Government
(UEF) offering their aid. This aid was
invaluable in the setting up of a Committee on
Psychic Phenomenon (CPP), charged with the
task of investigating Jarnet’s findings.

The research undertaken by the CPP took 3
years, and its shock findings verified the
existence of at least 4 different types of latent
psychic phenomenon in a small minority of the
population. To prevent a major panic, the
government took steps to regulate and monitor
all those citizens who developed psychic
ability. The Metasensory Administration (MA),
a quasi-governmental organisation formed out
of the CPP, was created to help these
individuals harness and use their powers for
the benefit of the UEF. The Metasensory
Registration Bill was passed in 2115, requiring
all citizens who show signs of latent psychic
ability to be registered, by law, with the MA.

PSYCHIC AWAKENING

is more likely if other family members have
exhibited psychic powers, but it is never
guaranteed.

Once an individual displays latent psychic
ability, they are taken to a testing centre at a
regional branch of the Metasensory Academy,
where their psychic potential is measured, and
rated against a Psychic Ability Scale (PAS)
from P1 to P12 depending on their power.
They are then wusually enrolled in the
Metasensory Academy, where as well as
receiving a normal education, they learn to
harness and develop their powers.

THE METASENSORY
ACADEMY GRADUATE

After graduation, psychics are required to
perform Federal Service, usually in one of two
branches of the UEF:

METAPOL

Latent psychics usually begin to manifest their
abilities in late childhood or early adolescence.
Amongst fellow psychics is usually referred to
as the awakening.

Despite decades of study, there is still no clear
understanding of how exactly some people
develop psychic ability and some do not. It is
clear that the possibility of developing an ability
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Attached to the Federal Law Enforcement
Authority (FLEA), MetaPol, or the Metasensory
Police, is mainly made up of telepaths and
precogs, who use their abilities to interrogate
those who have committed crimes against the
Federation, or to predict the outcome of certain
events.

MetaPol officers are sometimes recruited into
the specialist Psychic Crime Investigations
Division (PCl), a branch of the Special
Investigations Agency (SIA). PCIl agents are
tasked with preventing crimes such as psychic
terrorism, entrapment, blackmail or identity
theft. PCI also sometimes get called into white
collar crime investigations where psychics are
suspected to have been involved. PCI agents
are sometimes seconded out as bodyguards to
important FLEA personnel and members of the
government.

THE PSYCHIC OPERATIONS GROUP

Also known more informally as PsiCorps, the
Psychic Operations Group is a quasi-military
branch of the MAA whose operatives are
usually assigned as ‘psychic security’ to
government officials, or attached to UEAF
units on missions that might benefit from the
availability of psychic powers.



WHAT NEXT?

After completing Federal Service, many
psychics continue to work for the MA, but
some go freelance, and find work for one of
the many PSPs - Psychic Service Providers -
private organisations licensed and regulated
by the MA who hire out their talents to block
telepathic snooping and other paranormal dirty
tricks. It has become common practice for
executives of large corporations and
government bodies to employ such agents as
'psychic security'.

PREJUDICE:

powers are then determined using the rest of
these rules.

CHANCE OF PSYCHIC ABILITY

The base chance of an individual developing a
psychic talent is to have a POW stat of at least
10, and to make a successful POWx1% check.
A player can only make this check once,
during character generation.

STARTING TALENTS AND LEVELS

In some quarters of 23" century society the
climate of public opinion concerning psychic
abilities is still extremely negative. Whether
these opinions are fuelled by fear or jealously,
Registered Psychics must be careful and think
before openly displaying their abilities when in
public.

THE PSYCHIC PLAYER
CHARACTER

There are 3 ways to determine whether a
player character (PC) has psychic abilities:

1. The Keeper can allow a Player to generate
a psychic PC with a desired psychic talent;

2. The Keeper can allow a Player to generate
a psychic PC but roll randomly to see
which psychic talent is acquired,;

3. The Keeper may decide existence of
psychic powers in any PC will be left to
chance and rolled for.

The Keeper has final say on whether they are
going to allow psychic PCs in their campaign.
If the Keeper is running a military campaign,
the PC will automatically be a member of the
Psychic Operations Group. However if the
Keeper is running a civilian campaign, the
player can choose his/her occupation. The two
obvious choices are:

e Psychic: MetaPol
e Psychic: Freelance

It is up to individual Keepers whether they
allow a player to run an unregistered psychic,
or a criminal. The character is initially
generated as normal using the relevant
character generation rules. Actual psychic
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Ever since the MA began evaluation and
registration of all known psychics in 2115,
there has never been recorded a psychic
possessing more than one of the four
classified Psychic Talents. It is as if they are
mutually exclusive.

A player creating a PC with psychic ability
must immediately choose their particular
Talent. They can alternatively roll on the
following table:

01-50 Telepathy
51-75 Precognition
76-90 Telekinesis
91-00 Adjustment

POWERS BEYOND CLASSIFICATION:

Although the MA has been meticulous in its
classification and registration of all known
psychic effects, some individuals defy such
classification. Rare individuals may manifest
powers not described in these rules. Such
powers are assigned by the Keeper alone, and
usually tie into an overall campaign.

THE PSYCHIC ABILITY SCALE

An Investigator with a POW of 10 is rated P1
on the Psychic Ability Scale (PAS). For each
point of POW over 10, this rating increases by
1. So for example a starting Investigator with
psychic ability who has POW 16 is rated P7 by
the MAA. The highest rating an Investigator
can start with is P9 (POW 18).

Each Talent is broken down into Effects, each
of which requires a certain level of PAS to
perform.



EFFECT SCORES

Once an Investigator has established his/her
starting Talent and PAS, they have a base
chance of POWx1% in each Effect that their
current PAS allows.

Metasensory Academy training means an
Investigator gets INTx10 to allocate as
percentiles between the Effects associated
with their chosen Talent. All the Effects do not
have to have points given to them, but points
undistributed are lost. No skill can start at
higher than 75% (including stat bonuses).

PSI POINTS (PP)

Equal to POW stat. Psychic Effects require the
expenditure of Psi Points, with further points
needed to perform Effects depending on the
range.

RECOVERY

Expended Psi Points are recovered at a rate of
1d6 per hour.

INCREASING POW

Any time a Psychic makes a critical skill check
when using one of their powers they have the
potential to improve their POW characteristic.

The chance of improvement is the difference
between their current and their maximum POW
(max is 21) times 5. Success on this roll allows
a POW increase of 1d3-1. This increase does
not advance the PCs Luck or SAN scores, only
their POW stat, PAS and total PP. The PC is
only allowed one such check per adventure.

DRUGS:

or +1d6 if PP are at a reduced level. These
points are lost once used, or after 30+3d10
minutes, whichever comes first. Additional
doses of the drug are ineffectual if taken within
an hour of the last does.

SUPER PSYCHIC BOOSTER:

A more potent form of the Booster drug.
Increases PP by +2d6 if taken when PP are at
full strength, or +2d4 if PP are at a reduced
level. Rules for duration and additional doses
same as for Psychic Booster.

Note:

No psychic power enhancing drug can
increase an individual's PP beyond double
their normal PP maximum.

Availability:
Psi Booster drugs are generally prescription

only pharmaceuticals, and their dispensation is
strictly controlled by the MA.

Pitfalls:

The abuse of Psychic Booster drugs can lead
to the loss of psychic powers and physical
debilitation. If a PC takes more than 3 doses
in any 24 hour period, there is a chance (roll
POWx3% to avoid) that drug overdose will
occur 6 hours of the last dose. If overdose
occurs, the PC lapses into unconsciousness,
takes 1d6 HP damage and loses 1d4 SAN to
horrific dreams. POW is reduced by 1d3.

PSYCHIC POWERS AND SANITY:

Pharmaceutical means are available in the late
23" century which can enhance total Psychic
Points on a temporary basis. Though there are
many brand names, they fall into two broad
classifications:

PSYCHIC BOOSTER:

This drug temporarily increases the available
reserves of psychic power points in psychics.
In game terms each does gives the psychic
+2d4PP if taken when PP are at full strength,
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In a dark future horror setting like Cthulhu
Rising, reaching out into the unknown with the
human mind can be a dangerous business.
Sometimes psychics can touch upon things out
there that would unhinge even the most stable
of minds.

Every time a Psychic fails a skill check when
attempting to use one of their Effects they
incur an automatic -1 SAN loss. Fumbles can
incur much higher SAN losses, or even an
automatic temporary insanity. See Appendix D
for details on psychic power fumbles.



THE PSYCHIC TALENTS

There are four distinct classifications of
psychic power as recognised by the MA. There
are no documented cases of any individual
possessing more than one of the four Psychic
Talents listed below:

Telepathy
Precognition
Telekinesis
Adjustment

PobdE

1. TELEPATHY

The most frequently manifested Talent
amongst Psychics, Telepathy allows direct
contact with other minds. In rudimentary forms,
it allows the communication of feelings and
emotions; in advanced forms, it allows the
transfer of information. There are several
levels of telepathy, which depend on the
psychic strength and experience of the user.

The most common Telepathic Effects are:

Shield

Sense Life
Telempathy

Read Surface Thoughts
Project Thoughts
Suggestion

Probe

Assault

Compulsion

Mind Wipe

Mass Assault

Read Psychic Imprint

SHIELD

All Telepaths learn how to create a mental
shield, which protects the mind against
unwanted telepathic interference. Such a
shield is automatically active and requires no
PP to maintain. No skill points need allocating
to this Effect, and no skill check is required.
Shield also gives the Telepath protection from
any attempted Psychic Assault from a fellow
Telepath. For full details of how this affects an
attempted Psychic Assault by fellow Telepath,
see ‘Assault’.
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SENSE LIFE

The most elementary form of telepathy is the
ability to detect the presence of other minds.
The Psychic with this Effect can sense the
presence of other minds, the number of minds
present, the general type of minds (animal,
human etc.) and their approximate location.

Sense Life is a P1 Effect, requiring 1PP to
perform (plus any additional for range).
Activity may last for up to 60 seconds.
Shielded minds of other Telepaths are
detectable only if a successful POW vs. POW
check is made.

TELEMPATHY

The communication of basic feelings and
emotions. This ability serves well in the
handling of animals. Emotions of others can be
read using Telempathy.

Telempathy is a P2 Effect and requires 1PP to
perform (plus range costs). Activity may last for
up to 60 seconds.

READ SURFACE THOUGHTS

The most commonly known feature of
Telepathy. Only active, current thoughts are
read by this ability, with the subject (if
themselves not a Telepath) unaware of the
activity. Shielded individuals may not be read
in this fashion unless a successful POW vs.
POW check is made.

This Effect is P4 and requires 2PP to perform
(plus range costs). Activity may last for up to
60 seconds.

PROJECT THOUGHTS

Complementary to the above Effect is the
ability to send thoughts to others. Telepathic
individuals are normally open to such
transmissions, but may close their Shields
against them if they become bothersome. A
thought transmission may last up to 120
seconds. This is a P5 Effect, and requires
2PP to perform, plus normal costs for range.



SUGGESTION

This Effect allows a Telepath to covertly
implant a suggestion into a person’s mind. It
usually requires some form of eye or bodily
contact between the Telepath and individual.
The type of Suggestions implanted with this
Ability are small and seemingly innocuous,
such as ‘you need to open the door’ or ‘stand
up’ or ‘you are really thirsty.’” If the suggestion
would put the individual in immediate and
obvious danger, or is totally against their
nature, it fails.

Suggestion is a P6 Effect and requires 3PP to
perform. To successfully plant the suggestion
requires a POW vs. POW check.

PROBE

The application of great psychic strength will
enable a telepath to delve deep into the mind
of a subject and then to read their innermost
thoughts. Questioning can be used in this
procedure to force the subject to divulge
specific information. Lies can be easily
detected by the telepath. Probe cannot be
used against a shielded mind. Probe is a P6
Effect, costing 4PP to perform. Probing takes
10 minutes.

If the Psychic succeeds in their Effect skill
check, they must make a POW vs. POW check
against the victim of the Probe. See below for
results:

POW vs. POW
Result:

Effect:

Telepath succeeds in their Assault skill check,
they must make a POW vs. POW check
against the victim of the Assault. See below for

results:

POW vs. POW
Result:
Critical success

Special success

Normal success

Effect:

Victim is rendered unconscious*
immediately for a number of hours.
-1d4 HP and -2d6 POW (regained
at 1 point per hour). If this reduces
the victim’s POW to zero or below,
they must make a POWx1% roll or
die. Success means the victim is in
a coma for 20-POW days.

Victim is stunned* immediately for
a number of minutes. -1d3 HP and
-1d6 POW (regained at 1 point per
hour).

Victim is stunned* immediately for
a number of CR. -1 HP and -1d3
POW (regained at 1 point per

hour).
Failure No effect.
Fumble Telepath receives psychic

feedback and stuns* self.

*to calculate how many combat rounds,
minutes, or hours a victim of a Psychic Assault
is stunned or unconscious, deduct the victim’s
POW score from that of the Telepath and add
1d6.

Assault - example 1

Critical success

Special success

Normal success

Failure

Fumble

ASSAULT

Telepath retrieves all the required
knowledge required. Victim is left
injured (-1d4 HP and -1d3 POW)
and unconscious for 1d6 hours.
Telepath gains 2d3 items of
information. Victim is left
unconscious for 1d3 hours.
Telepath retrieves 1d3+1 items of
related information. Victim is left
stunned for 1d3 minutes.

Telepath fails to gain any
information. Cannot Probe victim
again for 8 hours.

Telepath fails to retrieve any
information and loses 1d6 extra
PP. Cannot Probe victim again for
24 hours.

Violence may be dealt by a Telepath. Against
and unshielded mind, the result is often
unconsciousness and possible death. If the

Psychic Powers — Last Updated: 15/02/2008

Alexei the Telepath performs a psychic assault on a
knife-wielding cultist who has been sent to kill him.
Alexei has 62% in Assault. Rolling a 22, he sends a
wave of psychic energy at his foe. Alexei has POW
17 and the cultist has POW 12. A bit of simple math
shows that Alexei has a 75% chance to succeed the
POW vs. POW roll. He rolls a 42. A Normal
success. Because the difference between Alexei's
POW and the cultists POW is 5, the cultist is
stunned for 5 rounds, as well as taking a hit point of
damage and temporarily losing 1d3 POW.

The cultist is sent reeling, and Alexei uses the time
to make good his escape...

Assault is a P8 Effect, and requires 5PP to
perform (plus any range cost). The assault
takes 1 CR to occur.

A Psychic Assault against a fellow Telepath is
difficult, because all Telepaths learn early on
how to create a mental shield. In game terms,
the Shield gives a Telepath +1 POW per 2
points of POW they possess over 10.

Assault - example 2

Alexei the Telepath is attacked by Sebastian, a




rogue Telepath, who attempts a Psychic Assault.

Sebastian has 68% in Assault, and rolls a 44 — a
success. As the wave of psychic energy strikes
Alexei’s mind, Sebastian must now make a POW
vs. POW check to see if his Assault can penetrate
Alexei’'s Shield.

Alexei has POW 17, and Sebastian has POW 15.
Because Alexei is a Telepath, he gains +3 POW
from his Shield when calculating the POW vs. POW
roll for the Assault. With this boosting his POW to
20, Sebastian has a 25% chance to succeed with
his Assault. Sebastian rolls a 29. Alexei’'s Shield
blocks the Assault.

COMPULSION

A much more powerful version of Suggestion,
Compulsion allows a Psychic to control the
actions of another individual with the power of
their mind. It requires an initial POW vs. POW
check to establish control, then every
command from that point on requires an
additional POW vs. POW check with the
following modifiers:

Type of Order: Modifier:
Simple — telling someone to ‘stand +25%
up’ or ‘walk away’.

Moderate e.g. ‘drop your weapon’ or +0%
‘open the cell door’ to a guard.

Difficult e.g. ordering someone to -25%

harm a friend (not fatally) ‘shoot your

buddy in the leg’.

Very Difficult e.g. ordering someone -50%
to perform a possibly suicidal action

e.g. jumping out of a moving car, or

to fatally harm a friend or colleague.

Almost Impossible — ordering a -75%
person to injure themselves fatally.

Compulsion is a P9 Effect and requires 9PP to
perform.

MASS ASSAULT

Powerful Telepaths can project an Assault
attack against more than one individual at a
time. Mass Assault only works at Medium
range or less, and affects up to a maximum of
the Telepath’'s POW/2 of minds within a 3m
radius (round down).

Mass Assault is a P10 Effect, and requires

10PP to perform (plus any range cost). The
effect takes 1 CR to occur.
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MIND WIPE

This Effect allows a Psychic to erase
memories from a victim’s mind. It is not a very
exact science, and as such specific memories
cannot be erased. Instead blocks of memory
are wiped (e.g. a period of hours or days). To
perform the wipe requires a successful POW
vs. POW check. If the victim is also a Telepath,
they may add their Shield bonus to their POW
for this check.

Mind Wipe is a P10 Effect and the PP cost is
shown in the table below:

Time: PP Cost:
Up to 1 Minute 1
1 Minute to 10 Minutes 3
10 minutes to 30 minutes 5
30 minutes to 1 hour 7
1 hours to 3 hours 9
3 hours to 6 hours 12
6 hours to 12 hours 14
12 hours to 1 day 16
1 day to 3 days 18
3 days to 1 Week 20

If a Telepath fumbles while using this Effect,
the victim must make a POWx5% check or
suffer brain damage, leaving them comatose
for 1d20 days, and losing 1d6 months of
memories.

Note: The Telepath must know the period of
time that they wish to wipe before using this
Effect.

READ PSYCHIC IMPRINT

When a person dies, they leave a residual
psychic imprint that can linger for several
hours after death. Powerful Telepaths can
detect this psychic imprint, and gain an
impression of the last thoughts and feelings of
the recently deceased. This impression usually
comes in the form of cryptic flashes of words
and images (the Keeper should decide as to
what these images and words actually are).

A psychic imprint fades after a number of
hours equal to the deceased’s POW. To
successfully gain any useful information, the
Telepath must make a POWx5% roll, with their
POW reduced by 1 for every hour it has been
since the person died.

Read Psychic Imprint is a P12 Effect, and
requires 12PP to perform. The effect takes 1d6
minutes to occur.



2. PRECOGNITION

The second most frequently manifested Talent
amongst psychics, Precognition is the direct
knowledge or perception of the future,
obtained through extrasensory means.
Precognition occurs most often in dreams. It
may also occur spontaneously in waking
visions, auditory hallucinations, flashing
thoughts entering the mind, and a sense of
"knowing."

There are several levels of precognition, which
depend on the psychic strength and
experience of the user.

The most common Precognition Abilities are:

Sixth Sense

Hint

Recall

Foresee Outcome
Foreshadow
Sense Precog
Block Precog
Total Recall
Predict Future
Predict Path

SIXTH SENSE

Precogs sometimes get spontaneous flashes
of events in the immediate future, allowing
them to anticipate and react a split second
earlier than a normal human. This split second
can mean the difference between life and
death.

In game terms, Sixth Sense allows the Precog
to expend PP to augment their next dice roll.
For each PP expended, this roll is improved by
+5%. Sixth Sense can be used at any time and
is an instantaneous effect.

Sixth Sense - example

Sixth Sense is a P1 Effect, and requires only
the PP allocated to the skill increase.

HINT

The ability to sense basic information
concerning a location the Precog will visit in
the immediate future. Hint allows the Precog to
become aware of the most rudimentary
characteristics of a location (e.g. what is
beyond a sealed pressure door). In game
terms the Keeper will give a basic description
e.g. “a brightly lit medium sized room. There
are people there”.

Hint is a P2 Effect, and requires 1PP to
perform (plus any range cost).

RECALL

This Effect allows a Precog to remember
events in the recent past that have happened
to them with photographic detail. Perhaps
recollection of a number plate, or the name on
an ID card shown to them earlier in the day.

Recall is a P3 Effect and requires a number of
PP equal to the number of hours into the past
that the Precog wishes to recall events from.
The Ability lasts 60 seconds.

Recall - example

Serena the Precog vaguely remembers that one of
the thugs who attacked her was wearing some kind
of uniform beneath his scruffy thug clothing, but she
cannot remember anything more.

She has 45% in Recall. She rolls a 32 and spends
4PP because it has been almost 4 hours since she
was ambushed. Concentrating she recalls the
uniform was a miners jumpsuit with a company logo
on it — Proxima Incorporated!

Serena the Precog is attacked by thugs in a bad
neighbourhood on Proxima Il. One of the thugs
swings a club at her head.

Serena has 25% in Dodge, but decides to use her
Sixth Sense Effect to improve it. Serena has 60% in
the Ability and rolls 16 — success! She decides to
add 5PP to her Dodge skill, increasing it to 50%.
Now she rolls her Dodge skill check — 46. If she
hadn’t used Sixth Sense, she would have failed. As
it is, her Effect allows her to duck under the club
swing and make a run for it.
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FORSEE OUTCOME

This effect allows the Precog to actually see
the outcome of an action before doing it, and
then choose whether or not to perform this
action. The ability is limited to single,
immediate physical actions, such as firing a
pistol, jumping a pit, sneaking past a guard etc.
This ability does not allow a Precog to see the
results of more complicated actions, like what
would happen if they entered a room, or read
aloud from a mythos tome, for example.

If the Precog makes his Effect skill roll before
performing an action, they can then choose




whether or not to perform the said action
dependent on the result of the action skill roll.

Predict Outcome - example

Serena the Precog is confronted with a deep, dark
pit, which blocks her progress inside an alien
temple. She isn’t sure if she can jump across the pit,
but it is the quickest way to escape the creatures
pursuing her.

Serena has 54% in Foresee Outcome, and chooses
to use her power to see if she would make it across
the pit if she chose to jump. She rolls 41 — success.

Serena looks into the future, and makes her Jump
roll. She has 58 in Jump, but alas rolls a 73. Seeing
that attempting to jump across the pit would result in
her plummeting to her death, Serena wisely decides
to look for another way out of the temple before her
pursuers find her...

Foresee Outcome is a P4 Effect, and requires
3PP to perform.

FORESHADOW

This Effect allows a precog to meditate on the
next hour into the future, examining the
intricate mass of information covering multiple
time lines of possibility.

In game terms it allows the precog to reverse
one surprise (Keepers discretion), or re-roll as
in Foresee Outcome one failed skill check in
the next 1 hour of game time. If the hour
expires and the Foreshadow is unused, it is
lost.

Foreshadow is a P6 Effect and requires 5PP to
perform.

SENSE PRECOG

With this Effect a Precog can sense others of
his/her kind using precognitive powers. This is
a P7 Effect lasting 60 seconds, and costs 1PP
plus any modifiers for range.

BLOCK PRECOG

This Effect allows a Precog to obscure his/her
actions being sensed, recalled or predicted by
other Precogs. It is a P8 Effect and costs 1PP
per 10 minutes obscured, plus any modifiers
for duration. If another Precog attempts to view
blocked events, they must make a POW vs.
POW check.
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TOTAL RECALL

This P8 Effect is identical to the P3 Effect
Recall, except instead of hours, each PP
expended allows a Precog to look a day into
the past.

PREDICT FUTURE

This ability allows the Precog to receive
portents of the future, usually in the form of
waking visions and auditory hallucinations. The
portents received normally concern events up
to a maximum of 24 hours into the future,
though at a Keepers discretion they may
foreshadow events months into the future. The
further into the future these events, the vaguer
they are.

It is up to the Precog player to interpret them. If
they are having trouble, a generous Keeper
could allow a POWx5% roll for some hints. The
Keeper should prepare the information that the
Precog receives, as revealing too much can
ruin the player’s feeling of free-will and limit the
Keeper’s choices also. The information should
be no more than a few words and images.

Prediction is a P8 Effect, and requires 5PP to
perform.

PREDICT PATH

This Effect allows an individual to see the
future unfold like a movie a few seconds
before it actually happens. A skilled Precog
can use this information to walk a safe path
through events.

In game terms a Precog can augment his/her
skills in the same way as the Sixth Sense
Ability, only with Predict Path, each PP
expended adds +5% to all their skills.

For every combat round Predict Path is used,
a POWx3% check must be made. Failure
causes the Precog to lose focus on the
present, turning the positive modifier negative.
Another POWx3% check is required to snap
out of this state of mind and cancel the Effect.

Predict Path is a P10 Effect and requires a
number of PP as defined by the Precog. The
Effect lasts for a number of combat rounds
equal to the Precog’s PAS.
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3. TELEKINESIS

Telekinesis (TK) is the ability of the mind to
influence matter, time, space, and energy
without the use of any physical means. It is the
Talent that allows objects to be manipulated
without physical contact.

The most common Telekinetic Effects are:

Animate Self
Animate Other
Agitate

Spatial Awareness
Impact

Throw

ANIMATE SELF

This Effect essentially allows a Telekinetic the
power of levitation. PP must be expended
equal to the SIZ of the Telekinetic. It must be
stressed that this is levitation, not flight.
Maximum speed is a rate of 1 metre per strike
rank.

Animate Self is a P1 Effect and lasts for up to
5 minutes. Telekinetics rated P6 can move at 2
metres per strike rank. At P12 this increases to
3 metres per strike rank.

ANIMATE OTHER

This P1 Effect covers the basic movement of
objects or matter using only mind power.
Animate Other is rated by the number of grams
weight the Telekinetic can manipulate. Any
manipulation is treated as if the person were
physically handling the item, but physical
danger, pain or other stimuli are not present.
Animate Other includes a limited amount of
sensory awareness, sufficient to allow
intelligent manipulation. The more powerful the
Telekinetic the greater the mass that can be
moved. See the table below for details on
weight allowance:

o

e
Nommwmn—\a

Maximum Mass:
Move 1 kilogram
Move 10 kilograms
Move 25 kilograms
Move 50 kilograms
Move 100 kilograms
Move 250 kilograms
Move 500 kilograms

Maximum speed for moving objects is a rate of
1 metre per strike rank. Any one Animate
Other feat may last up to 60 seconds.
Telekinetics rated P6 can move objects at 2
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metres per strike rank. At P12 this increases to
3 metres per strike rank.

AGITATE

This Effect is defined as the agitating of
molecules using only the power of the mind. At
low power it can warm objects or cause said
objects to vibrate. Higher power can cause
temporary injuries and at much higher power
levels can actually cause objects to combust.

Agitate is a P3 Effect and takes at least 60
seconds, but becomes much more powerful
when used by Telekinetics of higher P ratings.
The PP cost is equal to the SIZ of the object
affected. The maximum mass that can be
affected is equal to the Telekinetic's current
POW statistic.

So for example a P6 Telekinetic can affect up
to a SIZ 15 object/person, but can also choose
to affect a smaller sub-area of that SIZ 15
object.

If Agitate is used against a person, a POW vs.
POW check is required.

PAS:  Effect:

3 Telekinetic can cause objects to grow
warm or cause said objects to vibrate.
Worse result on a person is to give them a
weird tickly sensation in area affected.

6 At this level the Telekinetic can cause
objects to grow moderately hot - too hot to
hold comfortably. If used against a person,
it causes a burning sensation on the
surface of the skin, temporarily disabling
them for 1d6 combat rounds.

9 At this level the Telekinetic can cause
objects to grow very hot - too hot to hold
comfortably without taking burn damage. If
used against a person, it causes a burning
sensation on the skin, causing temporary
injuries. If the target person fails a POW
vs. POW check they take 1d3 damage to
the area affected and are stunned for
1d20-POW combat rounds. This damage
is recovered at a rate of 1HP per hour.

12 The Telekinetic can cause inanimate
objects to combust. If used against a
person who fails a requisite POW vs.
POW check, that person suffers 1%
degree burns akin to bad sunburn. The
victim takes 1d6 damage to the area
affected and is stunned for 1d100-POW
combat rounds.

SPATIAL AWARENESS

This ability allows the Telekinetic to perceive
their surroundings in a sort of 3 dimensional
map, almost like sonar. It will negate
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blindness, but only details that can be felt can
be seen, A telekinetic could see a book, but
would be unable to read it. The range of this
map is a 1m radius sphere per level on the
PAS, with the Telekinetic at the centre.

Spatial Awareness is a P4 Effect and costs
4PP. It lasts for 60 seconds.

IMPACT

Using this ability a Telekinetic can bring into
being a ball or wave of force that can cause
physical damage when projected at a target. In
game terms it is equivalent to a punch (1D3)
attack. For each extra PP expended the dice
type used increases:

1d3
1d4
1d6
1d8
1d10
1d12
1d20

NoghrwdbPE

Range is PAS in metres, which can be
augmented at a rate of +1 metre per PP spent.
Impact is a P6 Effect. It takes 30 seconds to
initiate this Effect.

HOLD

This ability allows a Telekinetic to use psychic
power to hold and immobilise and object or
person. It can only affect objects of a SIZ equal
to or less than their total POW. A POW vs.
POW check is required if the target is a living
creature. Hold cannot be used to stop bullets.
It is a P6 Effect and costs 1PP per SIZ point
affected over and above the Telekinetic’s total
POW, augmented by range. So for example a
Telekinetic with POW 16 can Hold SIZ 16 with
a cost of only 1 PP (plus range costs), but
every SIZ point over 16 costs an additional PP.
This effect lasts 60 seconds.

THROW

Using this Effect a Telekinetic may hurl an
object by expending PP equal to the object's
SIZ. The object travels at a speed similar to
and deals damage typical to a normal thrown
object.

Psychic Powers — Last Updated: 15/02/2008

4. ADJUSTMENT

The rarest of the four recognised psychic
talents, Adjustment is the ability that allows
control of one’s own or another’s body, through
psychic manipulation on a cellular level.

The most common Adjustment Effects are:

Heal

Suspend Animation
Enhance STR
Enhance CON
Enhance DEX

Tap

Cure Poisoning
Cure Disease
Psychic Surgery
Regenerate

HEAL

Wounds and injuries may be healed rapidly
using this Effect. Hit Points may be restored
by the application of this ability, exchanging
1PP to regenerate 1HP. Body parts that have
been maimed or severed cannot be repaired
using Heal.

Heal is a P1 Effect, and requires the Adjuster
to be in close physical contact with the
wounded person. Healing occurs at a rate of
1CR/HP healed.

SUSPEND ANIMATION

Personal body activity may be suspended for
varying periods of time. An Adjuster with this
Ability may enter a suspended animation state
(similar to Cryosleep) by willing themselves
into it. Such a state continues for 7 days,
without need for food or water, and with
minimal air needs. Suspended animation may
be stopped at any time by external stimulus.

Suspend Animation is a P2 Effect, and costs
3PP.

ENHANCE STR

Psi Points may be converted into physical
strength points on a temporary basis. 1 PP
can be converted into 1d3 STR up to a
maximum of the Adjuster’'s current level of
Psychic Ability. Enhanced STR takes effect
immediately, and lasts for 1d20 minutes
(determined in secret by the Keeper), then
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declines at the rate of 1 STR point per minute
until normal levels are reached.

This is a P4 Effect, and requires the Adjuster
to be in close physical contact with the
recipient of the enhanced strength.

ENHANCE CON

Psi Points may be converted into physical
constitution points on a temporary basis. 1 PP
can be converted into 1d3 CON up to a
maximum of the Adjuster’'s current level of
ability in Adjustment. Enhanced CON takes
effect immediately, and lasts for 1d20 minutes
(determined in secret by the Keeper), then
declines at the rate of 1 CON point per minute
until normal levels are reached.

This is a P5 Effect, and requires the Adjuster
to be in close physical contact with the
recipient of the enhanced constitution.

ENHANCE DEX

Psi Points may be converted into physical
dexterity points on a temporary basis. 1 PP
can be converted into 1d3 DEX up to a
maximum of the Adjuster’'s current level of
ability in Adjustment. Enhanced DEX takes
effect immediately, and lasts for 1d20 minutes
(determined in secret by the Keeper), then
declines at the rate of 1 DEX point per minute
until normal levels are reached.

This is a P6 Effect, and requires the Adjuster
to be in close physical contact with the
recipient of the enhanced dexterity.

TAP:

Adjusters with this Effect can actually drain Psi
Points from anyone they come into close
physical contact with. Once the skill check is
made successfully, a POW vs. POW roll is
required for every CR that the Adjuster wishes
to continue tapping a victim for Psi Points. If
this roll is failed, the Adjuster can drain no
more Psi Points from the individual for 24
hours. Each round the Adjuster makes his
POW check allows 1d6 PP to be drained. If a
victim reaches 0 PP, they fall unconscious.

Tap is a P7 Effect, and requires 3 PP to
perform.
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CURE POSIONING

An Adjuster with this Effect can use their
psychic power to neutralize poisons and toxins
in their or someone's bloodstream that they are
in close physical contact.

If the Adjuster makes their skill roll, they must
match their POW against the POT of the
poison. If successful they purge the body, and
restore 1d3 HP.

Cure Poisoning is a P8 Effect and costs 5PP to
perform.

CURE DISEASE

An Adjuster with this Effect can use their
psychic power to cure themselves, or someone
that they are in close physical contact with, of
disease.

The Keeper must assign the disease a POT,
and match this against the Adjuster's POW. If
successful, after a time equal to the disease’s
POT in hours, the Adjuster can rid a body of
disease.

Cure Disease is a P9 Effect, and requires a
number of PP equal to the POT of the disease
to perform.

PSYCHIC SURGERY

Adjusters with this ability can reattach recently
severed or maimed limbs. The Adjuster must
perform this ability within 10 minutes of the
limb being maimed or severed, and must
expend enough PP equal to the amount
required to bring the limb back into positive
HP. Psychic Surgery is a P9 Effect.

REGENERATE

Powerful Adjusters are able to use their
powers grow new limbs to replace lost ones.
To perform this Ability takes a long time,
requiring the Adjuster to perform this ability
once per day for a number of days equal to the
number of HP possessed by the missing limb.
Regeneration is a P10 Effect, and costs 10PP
per day to perform.
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APPENDIX A: GLOSSARY

Term:
Effect

Psi Points (PP)
Psychic Ability Scale (PAS)

Psychic Talent / Talent

Description:

Each Psychic Talent has a number of Effect that the Psychic can

produce.

The scale introduced by the Metasensory Administration to
categorise levels of psychic power possessed by an individual. The

official scale runs from P1 through to P12.

Type of psychic ability. There are 4 recognised Talents: Telepathy,

Precognition, Adjustment and Telekinesis.

APPENDIX B: RANGE CHART

Cost: Range:
00 Close:
01 Short:
02 Medium:
04 Long:
08 Very Long:
16 Distant:
20 Very Distant:
24 Regional:

28 Continental:
32 Planetary:

APPENDIX C: PSYCHIC EFFECTS QUICK REFERENCE

Description:
In physical contact; touching.

At sword or polearm point; approximately 1-5m.

At pistol range; from 6-50m.

At rifle range; from 51-250m.

At extreme range; from 251-500m.
Beyond normal contact; from 500-5000m.
Out of sight; from 5-50km.

From 50-500km.

From 500-5000km.

From 5000-50,000km.

TELEPATHY
PAS: Effect: Duration / Time Taken: PP Cost:
1 Shield Constant n/a
1 Sense Life 60 seconds (12CR) 1
2 Telempathy 60 seconds (12CR) 1
4 Read Surface Thoughts 60 seconds (12CR) 2
5 Project Thoughts 120 seconds (24CR) 2
6 Suggestion 120 seconds (24CR) 3
6 Probe 600 seconds (120CR) 4+Range
8 Assault 5 seconds (1CR) 5+Range
9 Compulsion 60 seconds (10CR) 9+Range
10 Mass Assault 5 seconds (1CR) 10+Range
10 Mind Wipe 30 seconds (6CR) Variable
12 Read Psychic Imprint 1d6 minutes 12
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PRECOGNITION

PAS: Effect: Duration / Time Taken: PP Cost:
1 Sixth Sense Instant Variable
2 Hint 60 seconds 1+Range
3 Recall 60 seconds Variable
4 Foresee Outcome 5 seconds (1CR) 3
6 Foreshadow 1 hour 5
7 Sense Precog 30 seconds (6CR) 1+Range
8 Block Precog Variable Variable
8 Total Recall 60 seconds Variable
8 Predict Future 6 hours REM sleep 5
10 Predict Path Up to PAS in CR Variable
TELEKINESIS
PAS: Effect: Duration / Time Taken: PP Cost:
1 Animate Self 5 minutes PP =to SIZ
2 Animate Other 60 seconds PP =to SIZ
+Range
3 Agitate 60 seconds PP =to SIZ
+Range
4 Spatial Awareness 60 seconds 4
6 Impact 30 seconds Variable
+Range
6 Hold 60 seconds Variable
+Range
7 Throw Instant PP =to SIZ
+Range
ADJUSTMENT
PAS: Effect: Duration / Time Taken: PP Cost:
1 Heal 5 seconds (1CR)/HP 1/HP
2 Suspended Animation 7 days 3
4 Enhance STR 1d20 minutes 1/1d3
5 Enhance CON 1d20 minutes 1/1d3
6 Enhance DEX 1d20 minutes 1/1d3
7 Tap 60 seconds 3+Range
8 Cure Poisoning 120 seconds 5
9 Cure Disease POT in hours POT in PP
9 Psychic Surgery 5 seconds (1CR)/HP HP healed
10 Regenerate Variable (see description) 10
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APPENDIX D: THE PSYCHIC POWER FUMBLE TABLE:

D100

01-02

03-06

07-09
10-17
18-30

31-35
36-40
41-45
46-53
54-61
62-69
70-77
91-95
95-97
98-00

Result:

Investigator loses 1 POW. This loss is permanent, and reduces all dependants on this
characteristic.

Permanent Loss of SAN. The Investigator Loses 2d10 SAN Points from maximum SAN
score.

Temporary loss of all psychic ability for 2d6 hours.

Temporary loss of all psychic ability for 1d6 hours.

Splitting migraine causes all psychic abilities to be reduced to half their normal value for 1d4
hours.

Temporary Loss of SAN. The Investigator Loses 1d4 SAN Points.

Temporary Loss of all PP. Investigator stunned. PP can be regained in the normal way.
Temporary loss of random psychic ability for 1d6 rounds.

Investigator collapses and is unconscious for 1d3 minutes.

Investigator collapses and is unconscious for 1d3 hours

Temporary Loss of POW. The Investigator loses 1d4 POW.

Temporary Loss of POW. The Investigator loses 1d10 POW.

Investigator collapses and is unconscious for 1d3 hours.

Permanent Loss of SAN. The Investigator Loses 1d10 SAN.

Permanent Loss of SAN. The Investigator Loses 2d6 SAN Points.
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