
There are two components of a hostile telepathic attack: breaking down an opponents’ defenses, and executing the power itself. A telepathic battle is like a physical battle, except it exists only in the minds of its warriors, and instead of the defeated losing his life, he loses his ability to resist telepathic powers.

The struggle is represented as a continuing opposed roll. Each opponent rolls once per round, and the first to accumulate a CMoS of 20 or more in his favor wins. AT equals Psi stat plus Combat skill, difficulty equals opponent’s Psi plus his Combat. For non-telepaths, only the telepath makes an attack, and difficulty equals 2 x opponent’s Willpower.

Using telepathic powers is tiring. Each round of telepathic battle adds 1 fatigue point, and each power adds (10 – MoS) * its cost.

Merits:

1. Latent: Psi = 2

2. Attuned: Psi = 4

3. Psychic: Psi = 6

4. Telepath: Psi = 8

5. Phenom: Psi = 10
Major Skills:

1. Combat – As described above
2. Projection – Sending of thoughts and images to full-on hallucinations
3. Probing – Scanning of surface thoughts to extracting someone’s life story
4. Assault – Direct assault on someone’s mind can cause him to become paralyzed, lose 
consciousness, even to become a vegetable or die outright

5. Control – Alteration or repression of memories to total body hijacking
6. Suggestion – Subtler form of manipulation than control. Typically does not need a telepathic battle to work

Abilities:

1. Danger Alarm (75 XP) – An intuitive warning of impending danger. Warning comes 1d2-1 rounds before the attack. Does not tell the telepath the source, direction, or severity of the danger. Requires Psi 4 or higher.
2. Sixth Sense (75 XP) – Upgrade for danger alarm. Warning comes 1d2 rounds before an attack. Telepath gets an idea of what he should do (“Duck!”), but nothing more. Requires Psi 5 or higher.
3. Precognition (100 XP) – Upgrade for Sixth Sense. Telepath knows who or what is the source of the danger and what will happen 1d2 rounds before it actually does. Requires Psi 6 or higher.
4. Psychic Focus (50 XP) – Ability to enhance one minor skill by 1d6 for 1d6 rounds, or one major skill by 1d4.
5. Clarity (50 XP) – Upgrade to focus. Enhances minor skill by 1d10, major skill by 1d6 for 1d6+6 rounds.

6. Psychic Scanning (75 XP) - The telepath can pick up “contacts” within 50 feet, but cannot determine their physical location, or their identities. He can recognize people he already knows or those he can see. Requires Psi 4 or higher.
7. Psychic Radar (75 XP) – Upgrade to scanning. Telepath can determine identity and can apply basic thought reading powers. Requires Psi 5 or higher.
8. Second Sight (100 XP) – Upgrade to radar. Telepath can determine location, and can engage in psychic combat and apply psychic powers. Requires Psi 6 or higher.
9. Circulatory control (25 XP) – Psychic can regulate his bloodflow, clotting blood, avoiding physical exhaustion, and making lie detection much more difficult.

10. Body control (50 XP) – Upgrade to circulatory control. The telepath can limit bodily harm, reducing the effects of called shots. Requires Psi 3 or higher.
11. Advanced body control (75 XP) – Upgrade to body control. Further reduces the effects of called shots, and untargeted attacks are at -1 severity. Psychic will be a hard man to kill. Requires Psi 4 or higher.
12. Perfect memory (25 XP) – Superior to the non-psychic ability “eidetic memory”, the psychic remembers everything he’s experienced exactly as it happened. 100% chance of recalling important details.

13. Untouchable memory (50 XP) – Upgrade to perfect memory, the telepath’s memories cannot be tampered with by other telepaths.

14. Telepathic endurance (75 XP) – Psychic can substitute 2 x Psi or Psi plus his highest telepathy skill for willpower checks, including those to avoid pain/injury, unconsciousness, fatigue, and death.

Merits:

1. Psychic static (Mag. 3) – Can be taken by non-telepaths. The character is unusually resistant to mental intrusion or assault. Has no psychic powers, but functions as if he had AT of 15 for psychic combat and resisting psychic powers.
2. Psychic resistance (Mag. 4) – Similar to psychic static, AT 20 on defense.
3. Psychic indifferance (Mag. 5) – Similar to psychic resistance, AT 25 on defense.

Probing Powers:

Probing powers do not require a battle of wills to work unless noted, but they do generally require an opposed roll. If they succeed, the target will feel slightly funny, but will not know he is being probed if he does not have extensive dealings with telepaths. Even one who knows to attribute the feeling to psychic probing will not gain any information about who is doing it or which power is being used.
A psychic’s Probing skill is added to his empathy for lie detection.

1. Empathic: Telepath can detect emotional spikes in the mental states of those within a number of meters equal to his Probing skill, as long as their Willpower does not exceed his Probing skill. This power is automatic, and does not require a roll in order to function.
2. Emotion Reading: Telepath can read the emotional state of someone who he can see or who whose exact position is known. This does not require a successful battle of wills, but does require an opposed roll to work. MoS 3 or higher will reveal who this emotion is directed toward.
3. Psychic Detection (Min. skill: 3): Telepath knows when a psychic power is being used within a number of meters equal to 10 * Probing. At skill level 5, he gains the ability to divine which power is being used. At 7, he can tell who is the target of the power. At 10, he can tell who is using the power, so long as the character’s Probing AT is higher than the AT of the original user. At 12, he can pinpoint the location of the user, but again only if his AT is higher.  At skill level 7, he can tell when a psychic power is influencing someone’s thoughts or actions. At 10, he can tell which power, and at 12, he can sense exactly in what way the power is causing the person to behave.
4. Thought Reading (Min. skill: 4): Telepath can hear the surface thoughts of a target within line of sight or whose exact position is known. This requires an opposed roll.
5. Psychic Searching (Min. skill: 5 and “Psychic Scanning” or better): Telepath can mentally search for a specific target that is within a number of meters equal to 100 * Probing meters and whose direction is known. If direction is not known, radius is reduced to 10 * Probing meters. Normal opposed roll is used. This power only works if the psychic has the ability “Psychic Scanning” or one of its upgrades.
6. Emotional Residue (Min. skill: 5): Telepath can sense recent outpourings of emotion, 1 * Probing hours into the past. Double or triple this time if it was exceptionally strong, like a vengeful murder. This power does not require a roll to work, although it is not automatic and must be actively engaged.
7. Scan (Min. skill 6): While a telepath is listening to or reading the thoughts of a target, he can use this power to explore deeper a subject that is mentioned. He is treated to a few scenes, pictures, or ideas, that the target associates with that subject. Requires an opposed roll.
8. Invasion (Min. skill 8): The telepath can invade the mind of the target, and gain his knowledge. This is a lengthy and tiring process, and requires physical contact in order to work. It requires a battle of wills to be won, with 2d6 minutes passing between each roll. Once the psychic is “in”, he may find the answer to one specific question with each roll. At every 3 MoS, he also learns of a related topic that is pertinent. 1d6 minutes pass between each question.
9. Astral Projection (Min. skill: 10): The most powerful of the probing powers, the psychic can see and hear things far away as if he were standing there. He can travel at 50 meters per second, and can see and hear, but cannot use any other senses. He can use other probing powers in his astral form, but cannot engage in psychic combat unless another telepath senses him and initiates. He can travel up to 100 * Probing meters away from his body. He still “occupies” his body, but pays almost no attention to it, although large amounts of pain or a sensation of movement will be felt. The link can be broken at any time.
