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Clairesentient Sciences

Murdock's Improved Radar Sense

Clairesentient Science

Power Score: WIS -2

Initial Cost: 16

Maintenance Cost: 4 / round

Range: 0

Preparation Time: 0

Area of Effect: personal

Prerequisites: none

The psionicist using this power gains a very good picture of his surroundings combined with improved uses of all other senses. The picture he sees is colourless and quite hazy but the character can see in all directions simultaneously as in all-round vision. Additionaly, his field of vision is doubled. This picture is composed using sounds, tactile sensations, feeling the air movement, smells, ... it is the result of a group work of all senses. The psionicist should close his eyes and cannot use his normal vision when using this power. If the psionicist uses his normal vision the power ends.  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 can be easily detected. Very small details, as well as painted patterns, pictures or writings cannot be seen by using radar sense. If the psionicist touches the writings he can "see" it with the tactile effect, but he still has only a black and white picture. 

Spell effect as magical silence or vaccum can blur the picture but cannot "blind" this radar, since it uses all senses except vision. The DM can assign penaltys for any effect that disturbs one of the senses, except vision.

 The DM can optionaly grant a bonus to some tasks made with this power. (e.g. Acrobatics, move silency, hide in shadows, ...)

 Power Score: All senses are perfect and the psicionist can perform any task much etter (gain a +2 or +20% bonus in everything)

 20: Overflow or signals. The psionicist is blind and deaf for 2d4 rounds.

PS: You can find Radar Sense in the net psionics handbook, I suggest you change it to science.

Clairesentient Devotions

Sense Charm

Clairesentient Devotion

Power Score: WIS -2

Initial Cost: 10

Maintenance Cost: 6/round

Range: 30 yards

Preparation Time: 1

Area of Effect: one creature in range

Prerequisites: Empathy

This devotion can detect if a person or monster is under the influence of a charm spell, or similar control such as hypnosis, suggestion, beguiling, possession, any telepathic control such as psionic domination, etc. If the creature is psionically protected (any defense mode) a contest must be rolled, if the victim wins, the psionicist learns nothing about that particular creature. This devotion doesn't revels the exact type of influence.

 Power Score: The psionicist know the exact type of influence.

 20: No effect.

Sense Evil

Clairesentient Devotion

Power Score: WIS -2

Initial Cost: 8

Maintenance Cost: 6/round

Range: special

Preparation Time: 1

Area of Effect: special

Prerequisites: Empathy

 This devotion discovers emanations of evil from any creature, object, or area. Character alignment, however, is revealed only under unusual circumstances: characters who are strongly aligned, who do not stray from their faith, and who are of at least 9th level might radiate evil if intent upon appropriate actions. Powerful monsters such as rakshasas send forth emanations of evil, even if polymorphed. Aligned undead radiate evil, for it is this power and negative force that enable them to continue existing. An evilly cursed object or unholy water radiates evil. The degree of evil (faint, moderate, strong, overwhelming) and possibly its general nature (expectant, malignant, gloating, etc.) can be noted.

 The devotion has a path of detection 10 feet wide in the direction in which the psionicist is facing. The range depends on the degree of evil and usually varies between 30 and 500 yards.

 Power Score: Double range.

 20: The evil creature is aware about the psionicist.

Psychokinetic Devotions

Deflection

Psychokinetic Devotion

Power Score: INT - 3

Initial Cost: 8

Maintenance Cost: 5 / round

Range: 0

Preparation Time: 0

Area of Effect: Personal

Prerequisites: Telekinesis, Ballistic Attack

 With this devotion the psionicist can deflect blows or weapons directed to himself. The blows are deflected with telekinesis, effectively giving a two-point bonus on psionicist armor class.

 Power Score: -4 bonus to AC.

 20: 1d4 of the psionicist items (equipment or clothes) are thrown away (2d6 yards)

Levitate Others

Psychokinetic Devotion

Power Score: WIS -4

Initial Cost: 16 / creature

Maintenance Cost: 8 / round for each creature

Range: 0

Preparation Time: 0

Area of Effect: 15 feet radius

Prerequisites: levitation

 This power is identical to levitation, except it is used to levitate other characters. Optionally, the psionicist can stay where he is, while someone else is levitatated. The creature must be willing to be levitated, or unconscious. If an willing creature start to freneticaly move while in the air (in combat, panic or don't want to be levitated anymore) the psionicist must make another power check for each round to maintain the character in the air. A psionicist can levitate creatures with weights similar to his own. Additional weight, however, such as equipment, passengers, or large creatures are a hindrance. Every 25 pounds of added weight reduces the character's power score by one point and increases initial and maintenance costs by 4 points. The DM can impose a power score penalty to try to stop falling creatures.

 Power Score: The initial cost is reduced to 12 per creature and the maintenance if halved.

 20: The psionicist doubles the weight of all creatures one round. If they fall, they suffer an extra 1d6 points of damage. 

Call Object

Psychokinetic Devotion

Power Score: Con -2

Initial Cost: 5

Maintenance Cost: na

Range: 30 yards

Preparation Time: 0

Area of Effect: 1 item, 2 lb.

Prerequisites: telekinesis

 This power is a special variation of the telekinesis science very similar to ballistic attack devotion. Instead of moving any object relatively slowly, Call Object allows the character to move an object to her hand very fast. The object, no more than 2 pound in weight, "fly" to the psionicist hand very fast widthout warming the psionicist. It must be within sight of the psionicist and cannot be anchored or attached to anything else.

 Power Score: No other effect.

 20: Ballistic boomerang. The psionicist receive 1d6 of damage as the object hits herself. The same as to be the target of a ballistic attack.

Enhance Weapon

Psychokinetic Devotion

Power Score: WIS - 3

Initial Cost: 5

Maintenance Cost: 3/round

Range: Touch

Prep. Time: 0

Area of Effect: one weapon

Prerequisite: 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.

Psychic Guidance

Psychokinetic Devotion

Power Score: INT - 2

Initial Cost: 3 + special

Maintenance Cost: 3 / round

Range: line of sight

Prep. Time: 2 segments

Area of Effect: one projectile

Prerequisite: 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.

Enhanced Combat

Psychokinetic Devotion 

Power Score: WIS - 5

Initial Cost: special

Maintenance Cost: special

Range: 0

Prep. Time: 0

Area of Effect: the psionicist

Prerequisite: Adrenaline control, Heightened senses, biofeedback

This is a real 'Use the force Luke' type power. In essence, it allows the psionicist to mentally guide and enhance his/her attacks and defenses, making them faster and more accurate. To do this, the psionicist must first make a power check, and spend a number of PSP's (maximum is twice the psionicists level) to initialize the power. In the next round, and for as long as this power is maintained, the following may be done (at the listed cost in PSP's).

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

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

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

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

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

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

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

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

* This action must be announced at the beginning of the round.

+ This action must be announced before the attack (or parry) roll is attempted. Thus a missed attack roll cannot be retroactively improved.

 NOTE: In any given round, the psionicist may never spend more PSP's than were used to initialize the power. Thus if 8 PSP's were spent on initialization, it would be possible to dodge one attack, or gain an extra attack (or do anything else that costs 8 PSP's or less), but it would not be possible to gain an extra attack and get +1 to hit and damage, as this would cost 11 PSP's. The power is maintained as long as the psionicist uses this power. It ends on any round during which the psionicist does not spend any PSP's on it. In order to maintain this power, spending one PSP per round is enough, although it does absolutely nothing.

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

 20: Until the psionicist gets at least 4 hours of rest (preferably sleep), he/she has a -1 penalty to hit, to damage, to AC, to initiative as well as all saving throws.

Psychoportive devotion

Interchange

Psychoportive devotion

Power Score: INT -3

Initial Cost: 50

Maintenance Cost: na

Range: 50 yards

Prep Time: 0

Area of Effect: na

Prerequisites: teleport, teleport other

 This power allows the psionicist to exchange physical places with any creature within sight, and 50 yards, of the psionicist. The creature cannot be more than 150% of the mass of the psionicist. When the interchange takes place, the orientation between the two characters remains the same, so any combat taking place between the two interchanged characters is unaffected (both physical and magical attacks).

 If the subject of the interchange power is unwilling to be teleported, they are allow a saving throw vs. paralyzation at -2 to resist the teleportation effort. If the creature is willing to be interchanged, no saving throw is required.

 Power Score: The saving throw of the subject of the interchange power automatically fails.

 20: The psionicist becomes disoriented, and suffers a -2 to all rolls for the next turn.

Teleport Lock

Psychoportive Devotion

Power Score: INT -2

Initial Cost: 10

Maintenance Cost: 5/turn

Range: infinite

Prep Time: 0

Area of Effect: personal

Prerequisites: Teleport, ESP

 This power allows a psionicist to "lock" onto another being, and if that being should teleport (magically or psionically) for any reason, the psionicist will have the option that round, and that round only, to teleport to the same place as the "locked" creature did. If the psionicist opts not to immediately follow, the lock is lost. The lock needs to be made while the psionicist can see the creature it is locking onto, but after the lock is established, distance between the two makes no difference.  If the psionicist decides to follow, the character must pay the PSP costs and make a power check as he would using the Teleport power, with all the appropriate penalties based upon distance. If the psionicist does not have enough PSPs, then the Teleport fails. 

 Power Score: The lock lasts for 5 rounds after the locked on character has teleported.

 20: No other effect. 

Telepathic Science

Dream Sight

Telepathic science

Power Score: INT

Initial Cost: 12

Maintenance Cost: 8 / round

Range: Special

Preparation Time: 2

Area of Effect: personal

Prerequisites: astral projection

Before using this devotion, the psionicist must fall into a deep sleep or sleep trance state during which she dreams of places and events around her. Her vision is then attuned to the location desired. In the dream, she can both see and hear and can will her vision to change so that she can view the surrounding area as well. She cannot see into an area that is protected against teleport or similar powers or spells, however. Nor can sounds coming from such an area be heard.  When using this devotion the psionicist's astral body leave her phisical body and is able to walk, look around, pass walls,... The distance that a psionicist can move from her body is equal to 100 yards per level of the psionicist. The astral body is invisible by normal means but is vulnerable to any attacks that can reach astral or ethereal creatures. While in astral form the psionicist is trated as an ethereal traveler, cannot influence the normal world and can only use psionics on herself.

 The astral body is attached to the phisical body by the silver cord. The silvery cord is nearly indestructible; however, it can be severed by the psychic wind at its most powerful, or by the silver swords of the githyanki.

 At the end, the dream vision ends, and she awakens. If the psionicist's body is disturbed before the dream sight ends, the power ends and the psionicist is immediately awakened.

 Power Score: The astral body of the psionicist is able to see in darkness (normal or magical).

 20: The psionicist has a terrible nightmare is unable to sleep for 8 hours.

Dreamstalker

Telepathic Science

Power Score: WIS -6

Initial Cost: 40

Maintenance Cost: Contact

Range: 100 Miles

Preparation Time: 1 Turn

Area Of Effect: 1 Person

Prerequisites: Contact, Mindlink, Probe, Post Hypnotic Suggestion

 When the psionicist employs this science, he projects his consciousness into the dreams of his sleeping victim. Upon arrival into the dream the victim is allowed a wisdom check to notice the anomaly. If it succeeds he understands the nature of the attacker, and may choose to end the dream.  When the psionicist enters the dream, he takes the form of the victim's worst fear. He then chases the victim until the dream ends, or the victim wakes. Upon waking the victim remembers nothing about the dream, only a dark sense of foreboding and fear. He will also have lost one point of Constitution. The point of CON can only be recovered through the following means: restoration, heal, Psychic Surgery, or a Cell Adjustment costing 60 points. Each of these restores one point per application. A limited wish will restore 3 points, and a wish will restore the victim fully. The Dreamstalker can be used night after night until the victim is dead (CON reaches zero). The victim can only be revived by a heal, restoration, and resurrection, in that order, or through a wish.

 Power Score: The psionicist can also ask one question as per Probe, or plant one suggestion as per PHB suggestion.

 20: The Dreamstalker fails, all 40 PSP's are lost, and the psionicist must make a save versus death magic or lose 1d8 Constitution points. These can only be regained as if the psionicist were under the effects of a Dreamstalker himself.

Hypnosis

Telepathic Science 

Power Score: WIS -4

Initial Cost: contact

Maintenance Cost: 6/round/subject

Range: Unlimited

Preparation Time: 2

Area of Effect: individual

Prerequisites: Enter Dream

 To use this power each subject must be contacted when looking at the somniomancer eyes. After, each subject has been contacted the somniomancer has to make the power score and give the order in a monotonous, droning voice.

 Any subject that fails a save vs. spell is completely dominated and will follow the order like a zombi. Any order can be given, and the victim will follow it with the best of her abilities, even to kill her friends. Only obvious suicidal orders allow another save.

 The subject may be conviced to be another person or creature or to perform any actions she is normally able to. The psionicist can ask questions or give another order each round. The orders must be given in a language understandable by the victim.

Examples:

 - "Look at my eyes! Now you are a chicken"

 - "You don't like him, so, KILL HIM !"

 - "You need to sleep, so, you will stop, take out your armor and sleep..."

 Power Score: No other effect.

 20: The psionicist can never use this power again on the target.

Telepathic Devotion

Outer Dream

Telepathic Devotion

Power Score: INT

Initial Cost: 30

Maintenance Cost: 10/question

Range: na

Preparation Time: 12 hours

Area of Effect: individual

Prerequisites: mindlink, teleport

This devotion is similar to contact other plane spell and requires the psionicist have access to psychoportive and telepathic disciplines.  When this devotion is used, the psionicist sends her mind to another plane of existence in order to receive advice and information from powers there. As these powers resent such contact, only brief answers are given. Any questions asked are answered by the power during the power's maintanance. The character can contact an elemental plane or some plane farther removed. For every 10 PSPs spent one question may be asked. Contact with minds far removed from the plane of the psionicist increases the probability of the psionicist going insane or dying, but the chance of the power knowing the answer, as well as the probability of the being telling the correct answer, are likewise increased by moving to distant planes. Once the outer planes are reached, the Intelligence of the power contacts determines the effects.

 The table given here is subject to DM changes, development of extraplanar NPC beings, and so on.  If insanity occurs, it strikes as soon as the first question is asked. This condition lasts for one week for each removal of the plane contacted to a maximum of ten weeks. There is a 1% chance per plane that the psionicist dies before recovering, unless a psychic surgery is made upon her. A surviving psionicist can recall the answer to the question. 

 On rare occasions, this divination may be blocked by the action of certain lesser or greater powers.


Power Score 
Chance of 
Chance of 
Chance of


Plane Modifier 
Insanity* 
Knowledge 
Veracity**

Elemental 
-1 
20% 
55% (90%) 
62% (75%)

Inner Plane 
-2 
25% 
60% 
65%

Astral Plane 
-3 
30% 
65% 
67%

Outer Plane, INT. 19 -4 
35% 
70% 
70%

Outer Plane, INT. 20 -5 
40% 
75% 
73%

Outer Plane, INT. 21 -6 
45% 
80% 
75%

Outer Plane, INT. 22 -7 
50% 
85% 
78%

Outer Plane, INT. 23 -8 
55% 
90% 
81%

Outer Plane, INT. 24 -9 
60% 
95%
85%

Outer Plane, INT. 25 -10 
65% 
98% 
90%

*For every point of Intelligence over 15, the psionicist reduces insanity chance by 5%.

**If the being does not know an answer, and the chance of veracity is not made, the being will emphatically give an incorrect answer. If the chance of veracity is made, the being will answer "unknown."

Percentage in parentheses are for questions that pertain to the appropriate elemental plane.

Power Score: No chance of insanity.

20: The psionicist grates a power. The DM must decide what the disturbed power will do.

Metapsionic Science

Psychic Sacrifice

Metapsionic Science

Initial Cost: Death, Contact (see below)

Upkeep: 20 PSPs / round (see below)

Prep Time: 0

Range: Unlimited (see Contact)

Area of Effect: One person

Power Score: Wisdom - 10

Pre-requisite: Psychic Surgury

 This science allows a powerful psionicist to transfer a portion of his or her power to another person when he or she dies. One science and two devotions are chosen at random from those known by the user of this power (the Sacrificer), which are immediately added to those known by the target. The target gains enough PSP's to use the three powers once per day each, with 4 rounds of maintenance.  If the target was a non-psionicist before the use of this power, he or she should be treated as a wild talent. If the target was already a wild talent, the new powers and PSP's are added to those currently possessed. If the target was a psionicist, the powers and PSP's are added to their current abilities, and are considered separate from the normal maximums allowed by their level. The powers can be from a discipline outside those currently known by the target, and do not count against the maximum number of sciences/devotions per discipline. If the powers granted are already possessed by the target, the PSP's are still gained, and the power score in that power is increased by one (as though the target had relearned that power). In all cases, the PSP and power gain is permanent.

 The target's alignment becomes that of the sacrificer. If this causes the target's alignment to change, this has a 1% chance per PSP gained of driving the target insane.  At the discretion of the DM, the target may be visited by the spirit of the sacrificer. The spirit may give the target hints, encouragement, or other support in particularly difficult situations.

This may occur at most once per month, and lasts for at most 1 turn.  To initiate this science, the sacrificer must first die. This can be either an accidental or intentional death, although an intentional death for the sole purpose of using this science grants the sacrificer a +2 bonus to his or her power score. At the very instant of physical death, the player must state his or her intention to initiate Psychic Sacrifice, and also must state the target. The sacrificer's psyche is then kept alive by feeding off the remaining PSPs the psionicist had at death. The upkeep of 20 PSPs/round must be paid each round until the power is successful, or the sacrificer's psyche dies. The sacrificer must also attempt contact (via psionic attack forms if the target is an unwilling psionicist) each round. If the sacrificer does not have enough PSPs remaining to pay the upkeep and attempt contact, their psyche dies.

 Once contact has been successfully made with the target, the sacrificer rolls against the power score for Psychic Sacrifice. The upkeep of 20 PSPs must also be paid in this round; if not enough PSPs remain, the sacrificer's psyche dies. If the roll is successful, the effects listed above occur. If the roll is failed, contact is broken, and must be attempted again in the next round.

 If the Psychic Sacrifice is successful, the sacrificer may never be Raised, Ressurected, or Reincarnated. However, if the sacrifice is unsuccessful (the sacrificer runs out of PSP's or skips a round of attempting contact for any reason), the sacrificer may be raised, ressurected, or reincarnated.

 Power Score - the sacrificer can pick the science and two devotions granted to the target.

 20 - the sacrifice fails, and both the sacrificer and target are psychically stunned, losing all current PSP's (killing the psyche of the sacrificer).

 1 - only 1 science or 2 devotions (50/50 chance) are granted to the target.

 Note to the DM: If this science is allowed in your campaign, you should make allowances for NPC psionicists who have been targets of it in their lifetimes, and therefore have more than the normal allotment of psionic powers and PSPs. In particular, the DM may consider high level evil NPC psionicists who "farm" low level psionicists for the sole purpose of having them sacrifice their powers to their mentor. 

Postpone

Metapsionic Science

Power Score: INT -6

Initial Cost: initial cost of the power (x2)

Range: Touch: 0

Area of Effect: individual

Maintenance: 24/day

Preparation Time: 1 round per power postponed + 1 round

Prerequisite: 7th level

This power allows a psionicist to "post pone" a power until a later point in time. This consists of the psionicist having to first make the power check to initiate the power, then having to make the post pone power check. When the psionicist makes the power roll for the first power, he pays he initial cost of the power, then when he initiates postpone he pays the same cost again. The power that is postponed is "put on the back burner" until a later point in time, when the psionicist wants to use the power he has postponed. This power will allow a psionicist to maintain any power he can use at the time (even if he can only use because of convergence, if he can use it he can post pone it), this includes both once and done power, and maintainable powers. This power has a serious draw back while a power is being maintained the psionicist can not get back ANY PSPs due to the fact that he is using a power at that time (spending exactly 1 PSP per hour).

 Power Score: If a power score is rolled this power only uses half the normal PSPs to maintain, and in so doing allows a psionicist to regain PSPs every other hour (depending upon whether or not he rests).

 20: The power is disrupted and the psionicist must begin again to try to postpone the power.

