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INTRODUCTION

Psi is incredibly versatile. Given free rein, players can cus-
tomize appropriate advantages into an unlimited number of
potential abilities. GURPS Powers gives GMs dozens of pre-
designed psionic powers to choose from and the tools they
need to create more.

But sometimes it’s nice to not have to go to the trouble.

GURPS Psionic Powers serves two purposes. First, it is a
worked example, both as a showcase for what one can accom-
plish with GURPS Powers and as a time-saver for beleaguered
GMs and overwhelmed players. The pregenerated abilities can
be used as-is, with no knowledge of power-building necessary,
and they have been arranged into levels whenever appropriate.
If you want a telepath who can read distant minds and influence
nearby ones, you can simply buy Telereceive 5 and Suggestion 3.

In addition, this book presents psi as a unified system. All of
the psi-related special options and rules from GURPS Powers
(see p. 177), along with a few new ones, have been merged into
a single framework in which every psionic ability is a combi-
nation of power and skill. Readers who don't care for this sys-
tem can skip Chapter 1 and simply ignore any references to
“Psionic Skills” and “Psi Techniques”; further chapters are not
dependent upon this framework.

USING THIS SUPPLEMENT

While each chapter builds upon the subsequent one, read-
ers may wish to start off by skipping to Chapter 3 and looking

About

Steve Jackson Games is committed to full support of
GURPS players. Our address is SJ Games, P.0. Box 18957,
Austin, TX 78760. Please include a self-addressed, stamped
envelope (SASE) any time you write us! We can also be
reached by e-mail: info@sjgames.com. Resources include:

New supplements and adventures. GURPS continues to
grow — see what's new at www.sjgames.com/gurps.

e23. Our e-publishing division offers GURPS adven-
tures, play aids, and support in PDF form . . . digital copies
of our books, plus exclusive material available only on 23!
Just head over to e23.sjgames.com.

Pyramid (www.sjgames.com/pyramid). Our monthly
PDF magazine includes new rules and articles for GURPS,
systemless locations, adventures, and much more. Look for
each themed issue from e23!

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A, and much

at one or two sample abilities. These worked examples will
help put the rules in Chapter 1 into perspective.

GURPS Psionic Powers requires the GURPS Basic Set to
use. In addition, GURPS Powers is highly recommended, as
this book uses several of its traits and modifiers. However, each
ability contains a complete description of what it does, so read-
ers can use this supplement with just the Basic Set for every-
thing except dissecting the way certain abilities are built.

PUBLICATION HISTORY

This is the first edition of GURPS Psionic Powers.
However, many of the powers and abilities found in Chapter 3
are updated from or inspired by the GURPS Third Edition
book GURPS Psionics.

ABOUT THE AUTHOR

Jason Levine, better known to most as “Reverend Pee
Kitty,” has been a gamer for most of his life and a die-hard
GURPS fan since the release of Third Edition. He enjoys mak-
ing music, collecting Transformers, and praying to “Bob” for
eternal salvation through alien intervention. His previous work
includes co-authoring the GURPS Creatures of the Night
series and writing GURPS Dungeon Fantasy 5: Allies. He
maintains a GURPS fan-site at www.mygurps.com.

GURPS

more. To discuss GURPS with our staff and your fellow
gamers, visit our forums at forums.sjgames.com. The
GURPS Psionic Powers web page can be found at
www.sjgames.com/gurps/books/psionicpowers.

Bibliographies. Many of our books have extensive bibli-
ographies, and we're putting them online — with links to let
you buy the resources that interest you! Go to each book’s
web page and look for the “Bibliography” link.

Errata. Everyone makes mistakes, including us - but we
do our best to fix our errors. Up-to-date errata pages for all
GURPS releases, including this book, are available on our
website — see above.

Rules and statistics in this book are specifically for the
GURPS Basic Set, Fourth Edition. Page references that
begin with B refer to that book, not this one.

GURPS System Design I STEVE JACKSON
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Shared Consequences

If the ability being used has a FP cost (including any cost for
getting tricky, pp. 7-11), it may be shared among the entire
gestalt as they see fit. However, critical failure affects every
member of the group as though they'd rolled one personally!

The results of the roll are treated normally. If the roll fails,
note that the rules for repeated attempts (p. 6) apply, whether the
psis try again as a gestalt or split apart and try again separately.

Example: Debra (IQ 11, Telesend 4, Telesend-14), Paige (IQ
11, Telesend 2, Telesend-15), Scott (IQ 11, Telesend 2, Tele-
send-17), and Wesley (IQ 11, Telesend 1, Telesend-16) are des-
perately trying to warn an alien ship several light-years away
that it’s on a collision course with Earth. Unfortunately, none
of them has a chance of reaching that far, so they form a
gestalt. The four of them hold hands in a circle. Each then rolls
against his best psi skill at a +2 bonus (for four members).
Everyone succeeds, so they are now in a gestalt.

The group chooses Scott as the leader, since he has the best
skill. His effective power level is that of the most powerful

member (Debra), plus a bonus from everyone else equal to half
his level. That's [4 + (2/2) + (2/2) + (1/2)], or seven levels. Since
Telesend only has six levels, the “leftover” level lets Scott add a
free +50% enhancement; he chooses Universal, so the aliens
will understand him.

Scott’s skill gets a bonus from the other contributors. Debra
(who knows Telesend skill at IQ+3) adds half of +3, or +2. Paige
(IQ+4) adds +2. Wesley (IQ+5) adds +3. With this +7 bonus,
Scott’s effective Telesend skill is 24. No one has met the aliens,
but telemetry has pinned down its location precisely, so Scott
can Telesend to them at -5 to skill. To be sure that the point
comes across, Scott uses the Send Senses psi technique (-4 to
skill) to include visuals as well. This costs 2 FP, which Paige
and Wesley agree to cover by spending 1 FP each.

Scott now has to roll against an effective skill of 15 to
reach the aliens. He has Telesend 6, effectively, with no range
penalties, and if he succeeds, the aliens will understand his
language (due to Universal) and receive images of Earth (due
to Send Senses). Fortunately, he rolls a 12, the aliens get the
message, and Earth is saved.

Mental Maneuvers

These two new, optional maneuvers are intended for
campaigns that focus heavily on mental abilities. If the
GM allows them, they join the existing maneuvers
(p. B363), as actions that characters can choose to take
on their turn.

All-Out Concentrate

You focus on one particular mental task, as for the Con-

centrate (p. B366) maneuver, but with more intensity. This
gives you +1 to any rolls required to perform your ability,
skill, spell, etc., at the cost of your active defenses.

When using an ability that requires multiple seconds of
concentration, you may alternate between Concentrate
and All-Out Concentrate maneuvers, but you only get the
+1 bonus if you All-Out Concentrate for the entire time. If
you are knocked down, injured, or otherwise distracted,

you must make a Will-2 roll (the usual Will-3, at +1 for this
maneuver) to maintain your concentration.

Movement: Step.
Active Defense: None, as for All-Out Attack (p. B365).

All-Out Defense (Mental Defense)

This is another option available for All-Out Defense
(p. B366), for use when you are under psychic attack (or
think you will be this turn). You add +2 to any rolls to resist
psionic or similar mental attacks. This includes abilities
resisted by physical attributes (e.g., HT), so long as the GM
agrees that increased concentration and focus would make
a difference. This bonus persists until your next turn. Your
active defenses are unchanged.

Movement: Step.
Active Defense: Any.

DETECTING PsI

Not all psi is subtle. You can easily notice a screwdriver
floating through the air or that something has set you on fire.
However, the thought of “psi” usually brings to mind silent,
hidden powers - and true to that, few of the abilities in this
book are detectable to a casual observer. Not all observers are
casual, of course . . .

NoOTICING Ps1 USE

The target of a psionic ability may be able to realize
what's going on - or at least that something is happening
- even without any special gifts. In all cases below, a Per-

based Expert Skill (Psionics) roll can be substituted for the
Per roll, if better.
There is never a roll required to notice an obvious physical
effect (e.g., being teleported) or lost HP. Lost FP require a Per-2
roll to notice, at +1 for every 2 FP lost, as
a bout of daytime weariness is not
uncommon. Most other physical
changes (e.g., the room’s temper-
ature rising) require a Per roll,
with a modifier determined by
the GM.

PsyYCHIC FUNDAMENTALS 11



NEW ENHANCEMENTS

While the enhancements below were created for psionic abil-
ities, GMs can apply them to normal (“wild”) advantages as well.

Decreased Immunity
+50%/level or +20%.

Some advantages offer a form of “immunity” to those who
successfully resist, making it either impossible or just more dif-
ficult to use your ability on them again. Each level of this
enhancement shifts this immunity down one level on the chart
below. It does not affect the rules for repeated attempts (p. 6).
Note that some levels have two equally limiting effects; you
must choose which alternative applies when buying this
enhancement.

Level  Effect

4 Permanently immune

3 Immune for one day or Permanent, cumulative -2
penalty

2 Immune for one hour or Cumulative -2 penalty
lasting one day

1 Cumulative -2 penalty lasting one hour

0 No effect

Example: Mind Reading normally has a cumulative -2
penalty lasting one hour (level 1) for those who resist, while
subjects gain immunity for a day (level 3) on a critical failure.
A psi could buy Mind Reading (Decreased Immunity 1, +50%)
to completely remove the penalty for a subject resisting. This
would also let him decide (in advance, when buying this abil-
ity) whether a critical failure granted immunity for an hour or
a cumulative -2 penalty lasting one day.

Switching between two alternatives on the same level is a
+20% enhancement. Note it as “Decreased Immunity 0” along
with the new effects chosen.

Use Increased Immunity (p. 21) to move up on the chart.

Mr. Furious: “That's it? That's
his power? Hes mysterious?”

The Blue Raja: “Well, terribly
mysterious.”

The Shoveller: “Plus he can, like,
cut guns in half with his mind.”

— Mystery Men

Fixed Duration
+0%.

This enhancement turns a duration that depends on margin
of success or failure (e.g., for Affliction) into a fixed time.
Figure the duration as though the margin of success or failure
was 3; for most abilities, this means three minutes. This can be
modified further with Extended Duration or Reduced
Duration (p. 21).

NEW LIMITATIONS

The note under New Enhancements (above) also applies here.

Increased Immunity
-10%/1evel

Each level of this limitation shifts your immunity effects up
by one level, making it more difficult for you to act on subjects
who resist your ability. This can be taken on any ability that is
resisted with a Quick Contest (like a Malediction). See
Decreased Immunity (above) for details.

Reduced Duration

Variable

Your ability lasts for a shorter time than it should. Note that
this limitation cannot be applied to advantages with a “main-
tained” duration, such as Mind Control (though Mind Control
with the Independent enhancement would qualify).

Multiple Modifier Multiple Modifier
1/2 duration -5% 1/20 duration -25%
1/3 duration -10% 1/30 duration -30%
1/6 duration -15% 1/60 duration -35%
1/10 duration -20%

This table can be extended from the progression shown, but
the minimum duration for an ability cannot be taken below
one second. For example, Affliction (Disadvantage) has a vari-
able duration that lasts a minimum of one minute, and is thus
eligible for no more than Reduced Duration, 1/60, while
unmodified Affliction has a minimum duration of one second,
and could not take any level of Reduced Duration.

Weaponized
Variable

This limitation can only be applied to an ability that nor-
mally works like a ranged Malediction. In other words, it must
use a Quick Contest instead of an attack roll and it must be
unaffected by DR. Suitable advantages include Mind Control
and Mind Reading. Mind Probe, Neutralize, and Possession
with the Ranged enhancement would be valid as well.

This limitation turns the advantage into a normal, visible,
ranged attack. The GM must decide which attack skill it will
use - usually a specialty of Innate Attack. The attack uses Size
and Speed/Range modifiers (p. B550) and can be dodged. If it
hits, the target resists by making an unopposed roll against the
appropriate attribute (e.g., Will for Neutralize). If the resist-
ance roll fails, determine the effects as usual, using the sub-
ject’s margin of failure instead of the psi’s margin of victory.

Weaponized is worth a base -50% if the subject’s DR has no
effect, or -80% if his DR adds to his resistance roll, as for an
Affliction (p. B35). If the subject has a fixed penalty to his
resistance roll, this reduces the limitation by +10% for every -1,
to a maximum of -5. For example, a Neutralize ray that ignored
DR and gave the subject a Will-3 roll to resist would be a net
-20% limitation.

Note: This modifier is intended for turning psionic abilities
into psychotronic devices, such as Neutralization Grenades
and Mind Control Rays.

PsioNIC TRAITS 21



PSYCHOKINESIS

Abilities that convert mental energy into physical energy
belong to the Psychokinesis (sometimes abbreviated “PK”)
power. Telekinesis, or moving objects with one’s mind, is by far
the best-known PK ability - reflected below in the split between
Telekinesis abilities and Other Abilities — but the others have all
made their way into popular fiction at one point or another.
There is no nickname for psychokinetic psis in general, though
telekinetics are “tekes” and pyrokinetics are “pyros.”

Psychokinetic abilities can be used against each other, when
it makes sense. Don't resolve this as a Quick Contest of skills —
just subtract the power of the defender (if he makes his skill
roll) from that of the attacker. For example, a teke with TK
Grab 8 being affected by TK Crush 12 could use his TK to
weaken the force acting on his organs, reducing the effects to
those of TK Crush 4. Similarly, if Brian (Pyrokinesis 6) is being
burned by a psi with Pyrokinesis 4, he couldn’t do anything
about it, but his friend Karaly (Cryokinesis 6) could completely
negate the attack by cooling Brian off as his enemy tries to heat
him up.

Power Modifier: Every ability in this power has the limi-
tation Psychokinesis, -10%. This reflects that it is part of
this power, and that it uses the rules under How Psi Works

Flat Edge

Hard
Default: TK Bullet-2; cannot exceed TK Bullet.

You purposely hit your target with the flat edge of the peb-
ble, for a larger wound channel. The attack does pi+ damage
instead of pi. Cannot be combined with Sharp Edge.

Rapid Fire
Hard
Default: TK Bullet-7; cannot exceed TK Bullet.

You throw a handful of pebbles instead of one - your attack
has RoF 7 (adding +1 to effective skill).

Sharp Edge
Hard
Default: TK Bullet-5; cannot exceed TK Bullet.

You angle the pebble so the thinnest edge hits first, for supe-
rior armor penetration. The attack gets an armor divisor of (2).
Cannot be combined with Flat Edge.

(pp. 6-11).

TELEKINESIS

Telekinesis, the ability to move objects with one’s
mind, is a very common psi ability in fiction. It is
also one believed to exist by many parapsycholo-
gists — though the line between TK and Micro-PK
(Probability Alteration, pp. 43-46) is fuzzy. In some
settings, this category may be wrapped into a single
ability; see Unified TK (p. 54) for more.

TK Bullet

5 points/level
Skill: TK Bullet (IQ/Hard).

You can pick up nearby small rocks and fling
them at bullet-like speeds, all in a single, practiced
action. This ability only works if there are small
objects nearby, about the size and shape of a pebble.
Take an Attack maneuver and make a skill roll, with
all normal modifiers for a ranged attack. Note that
this is not a silent attack - the pebble breaks the
sound barrier as it flies.

Damage is 1d-1 pi per level of TK Bullet; you can
do less damage if you wish. Other stats are Acc 3,
Range 500/2,000, RoF 1, Rcl 1.

GMs may wish to set a maximum power level for
this advantage. Alternatively, the rules for Arms
Control (GURPS Powers, p. 138) can be applied.

Statistics: Piercing Attack 1d-1 (Based on IQ,
+20%; Environmental, Pebbles or equivalent, -10%;
Increased 1/2D x50, +20%, Increased Max x20,
+15%; Psychokinesis, -10%; Variable, +5%) [5/level].

Innate Attacks
and Partial Dice

In GURPS, the value of an Innate Attack that causes partial dice
of damage (see p. B62 for details) is calculated as follows.

1. Figure out how many effective levels of the Innate Attack are
being bought (e.g., a 3d-2 attack equates to buying 2.4 levels).

2. Multiply the per-level cost of the Innate Attack by the effective
number of levels.

3. Round the cost up to the nearest point.

4. Apply the net value of all modifiers.

5. Round the cost up (again) to the nearest point.

The write-ups in this book intentionally skip step 3. The reason

is simplicity: As a psi buys multiple levels of an ability, the cost per
level will average to the values given here. While certain builds may
vary from the official costs by a point or two, the values would actu-
ally vary by a far greater amount if we did round up both times!

Example: Each level of TK Bullet is built on Piercing Attack
1d-1, which equates to 0.7 levels of Piercing Attack. At 5
points/level, that's 3.5 points, which should round to 4. The net
+40% of modifiers makes this 5.6 points, which rounds to a final
cost of 6 points/level. Therefore, it may seem that TK Bullet is
underpriced by 1 point. However, a teke with TK Bullet 8 (Piercing
Attack 8d-8) should pay (5 x 5.6 = 28) points, plus +40% in modi-
fiers, for a total of 40 points. This shows that 5 points/level is the
most accurate value for TK Bullet - if priced at 6 points/level, that
teke would have paid 48 points for a 40-point ability!
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Abilities, as advantages, 74; within powers, 5;
see also Powers.

Accessory perk, 35.

Active limitation, 15.

Adaptability technique, 32.

Additional contact bonus, 6.

Adjustment ability, 44, 79.

Advantages, as psionic, 4; existing, 13-18;
new, 18.

Aerokinesis perk, 56.

Affliction advantage, 13.

All-Out Concentrate maneuver, 11.

All-Out Defense (Mental Defense) maneuver,
11.

Always On limitation, 15.

Amnesia technique, 61, 64.

Analysis Only enhancement, 14.

Anesthetic technique, 49.

Animal Speech ability, 71, 78.

Animal Telepathy power, 71-72, 78.

Animalism technique, 58, 64.

Animate Life-Forms enhancement, 17.

Anti-Psi power, 23-26, 78; perks, 24.

Anti-Psi Talent, 18.

Anti-Targeting limitation, 16.

Area Effect enhancement, 10.

Aspect ability, 61, 80.
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Astral Crossing technique, 29.
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Astral Projection power, 26-30, 78; perks, 29;
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Astral Sight ability, 27, 78.

Astral Sword ability, 28, 78.

Astral Travel ability, 28-29, 78.
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Aura Reading ability, 46, 72, 80.

Autoteleport ability, 68, 81.

Avatar perk, 63.

Awareness ability, 39-40, 79.

Bamf perk, 69.

Barrier Breaking technique, 29.

Based on (Different Attribute) enhancement,
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Beast Control ability, 72, 78.

Binary Translation technique, 30, 31.

Biokinesis power, 72-73, 79.
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Blink Only limitation, 18.

Blood Healing perk, 51.
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Brute force attacks, 65.
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Card Sharp perk, 42.

Careful technique, 68, 69.

Castling perk, 69.

Channeling technique, 43.

Chill Factor perk, 56.

Cinematic psis, 76.

Clairaudience ability, 40, 79.

Clairsentience advantage, 13.

Clairvoyance ability, 40-41, 79.

Cloaking technique, 29.

Coincidence ability, 44, 79.

Coin Trick perk, 69.

Combat Sense ability, 37, 45, 79.

Combat Teleport ability, 68-69, 81.

Communication power subset, 57-60.

Common Sense ability, 43, 79.

Compartmentalized Mind advantage, 13-14,
66.

Confuse ability, 32-33, 79.

Contact Agent limitation, 19.

Contact bonus, 6.

Control power subset, 60-64.

Controllable Lifebane perk, 51.

Creating new psi techniques, 9.

Crippling Attack technique, 23, 24.

Crippling rules, 7.

Cross-World Communication technique, 29.

Crowded, areas and noticing psi use, 12;
minds and noticing psi use, 12, 59.

Cryokinesis ability, 55, 80.

Cure ability, 46, 72, 80.

Cure Affliction technique, 47.

Cure Disease ability, 47, 72, 80.

Cure Injury ability, 47, 72, 80.

Curse ability, 45, 79.

Cursing technique, 44.

Cyberpsi and digital minds, 32.

Cyberpsi power subset, 30-32.

Damage Control ability, 75, 81.

Damage modifiers, 19.

Damage Resistance advantage, 14.

Dampen ability, 33, 79.

Danger Sense ability, 43, 79.

Dark Vision technique, 41.

Data Retrieval ability, 30, 79.

Daze technique, 33.

Decreased Immunity enhancement, 21.

Detecting psi use, 11-12, 38-39, 41-42, 59.

Deep Probe technique, 59.

Deep Scan technique, 33, 40.

Deep Sleep technique, 49.

INDEX

Deep Study perk, 63.

Defenses against attacks, 8-9.

Delayed Effect technique, 45, 48.

Derangable enhancement, 16.

Designating psionic advantages, 4.

Destabilizing technique, 51.

Detect (Life) ability, 51, 80.

Detect advantage, 14.

Difficulties, varying, 8.

Digital minds and Cyberpsi, 32.

Directed technique, 38.

Disease Shield ability, 48, 72, 80.

Distant Use technique, 38, 62, 64.

Divination power subset, 37-39.

Doesn't Eat or Drink ability, 30, 78.

Doesn't Sleep ability, 30, 78.

Double Strike technique, 66.

Dowsing perk, 42.

Drain (Attribute) ability, 50, 72, 80.

Drain Emotion ability, 50, 80.

Dream Control power, 73-74, 79.

Dream Projection ability, 73, 79.

Dreaming limitation, 16.

Eavesdropping, 12.

Ecstatic Psi perk, 19.

EK Shield ability, 33, 79.

Electric Vision ability, 33, 79.

Electrokinesis power subset, 32-34.

Emotion Control ability, 61, 80, 81.

Emotion Sense ability, 58, 81.

Empathy ability, 49, 72, 80.

Enhanced Power Defense advantage, 18.

Enhancements, for techniques, 10; new,
13-18, 21.

Ergokinesis power, 30-37, 79; perks, 35;
Talent, 19.

ESP power, 37-43, 79; perks, 42; Talent, 19.

Event Search technique, 38.

EVP perk, 35.

Example character, 5, 77.

Exclusion technique, 38, 41, 66.

Exclusive limitation, 17.

Exemption, 25.

Exo-Draw perk, 69.

Exoteleport, ability, 69-70, 81; limitation, 18.

Expanded Area technique, 55, 57.

Expansion technique, 24-26, 33, 36, 56, 67.

Exposition Sense perk, 42.

Expulsion perk, 69.

Extended Arc technique, 34, 40.

Extended Duration enhancement, 20.

Extended Range technique, 42.

Extra effort, 7.

Extra-Sensory Awareness advantage, 17.

Extra ST without HP ability, 57, 80.

Familiarity penalties and using psi, 8.

Far Draining technique, 50.

Far Reach technique, 70.

Far Theft technique, 51.

Fast Activation technique, 40, 41.

Fast-Draw skill, 69.



Fast Mold technique, 73.

Faster Concentration enhancement, 15.

Faster Learning technique, 58.

Faster Onset technique, 46.

Feats, multiple, 6; see also Psi Techniques.

Feedback limitation, 15.

Fixed Duration enhancement, 21.

Fixed Range limitation, 13.

Flash ability, 35, 79.

Flat Edge technique, 53.

Flight advantage, 14.

Forecast perk, 42.

Full Communion, enhancement, 17;
technique, 60.

Fun with TK Grab, 55.

Gaze Into the Abyss perk, 24.

Gecko Grip perk, 56.

Gestalt Familiarity perk, 19.

Gestalts, 9-11.

Getting tricky, 7, 10.

Ghost Air enhancement, 14.

Glamour limitation, 20.

Good Neighbor perk, 44.

Group Scare technique, 65.

GURPS, 19, 53; Atomic Horror, 32; Basic
Set, 3, 18, 22; Bio-Tech, 46, 49; High-
Tech, 35; Magic, 72; Martial Arts, 63;
Powers, 3-6,9, 12, 14-20, 22, 26, 33, 43,
53, 54, 63, 74; Psionics, 3; Supers, 37,
Ultra-Tech, 35.

Gyroscopic enhancement, 18.

Hallucinations limitation, 14.

Halt Aging enhancement, 18.

Harden Bone technique, 75.

Hazard enhancement, 19.

Heal Limb technique, 47.

Healing advantage, 14.

Healing Bond perk, 48.

Hide Signature technique, 41.

Hologram ability, 35-36, 79.

Honest Face perk, 51.

Hostile Dampening perk, 24.

How psi works, 6-11.

Hydrokinesis perk, 56.

Hyperspectral Vision ability, 37, 79.

I Know What You Mean perk, 63.

/O Tap ability, 30-31, 79.

Ignition perk, 56.

Tluminated ability, 43, 79.

Tlusion advantage, 14.

Improved enhancement, 15.

Improved Theft technique, 52.

Inanimate objects and resistance, 12.

Increased Immunity limitation, 21.

Increased Range, enhancement, 20,
technique, 39, 42.

Increased Size technique, 36.

Independent technique, 36, 61, 64, 72.

Indirect technique, 65.

Inertia Control perk, 69.

Infravision ability, 37, 79.

Innate attacks and partial dice, 53.

Inner astral plane, 28.

Innerportation ability, 70-71, 81.

Insider Glance perk, 42.

Instill Fear ability, 64-65, 81.

Insubstantiality advantage, 14-15.

Interface perk, 35.

Interruption, ability, 23, 78; limitation, 16.

Intimidation Factor perk, 63.

Invigoration perk, 51.

Jam technique, 31.

Jumper Advantage, 15.

Karma Bank perk, 44.

Know-It-All perk, 42.

Lasting Blow technique, 65.

Lasting Effect technique, 50.

Lend Intelligence technique, 71.

Lethal Attack technique, 76.

Levitation ability, 55, 80.

Life Extension, ability, 48-49, 75, 80;
limitation, 18.

Life Support perk, 48.

Light Amplification perk, 35.

Lightning ability, 33-34, 80.

Limitations, new, 13-18, 21.

Limited limitation, 13.

Loaded Dice perk, 44.

Lockdown enhancement, 15.

Lock-On, enhancement, 14; technique, 34.

Low or No Signature enhancement, 20.

Low Psychic Signature enhancement, 20.

Lucky Break perk, 44.

Malediction-Proof enhancement, 14.

Maneuvers, mental, 11.

Mass Drain technique, 50.

Mass Grab technique, 55.

Mass Port technique, 70, 71.

Mass Surge technique, 34.

Mass Wipe technique, 62.

Megadose technique, 48.

Melee Attack limitation, 20.

Mental Blow ability, 65, 81.

Mental maneuvers, 11.

Mental Separation Only limitation, 13.

Mental Stab ability, 65, 81.

Mental Surgery ability, 61, 81.

Mentalism limitation, 14.

Metabolism Control ability, 49, 75, 80.

Micro-PK Talent, 19.

Micro-PK, see Probably Alteration Power.

Mind Clouding ability, 66, 81.

Mind Control advantage, 15.

Mind Shield, ability, 65-67, 81; advantage, 15.

Mind Swap ability, 62, 81.

Mind Trap technique, 25, 67.

Mind Tricks limitation, 15.

Mindlink ability, 67, 81.

Mindwipe ability, 62, 81.

Mirror technique, 30.

Misfire Master perk, 44.

Modified Capacity limitation, 18.

Modifiers to advantages, existing, 19-20;
minimum costs and, 19; new, 13-18, 20.

Modular Abilities advantage, 15-16.

Mold Flesh ability, 72, 79.

Moneyclip Magnet perk, 44.

Multichannel Attack technique, 73.

Multiple feats, 6.

Multiplicity technique, 59.

Natural Doctor perk, 48.

Near-Death Projection perk, 29.

Nerve Damage technique, 56.

Netrunning ability, 31-32, 79.

Neurological Damage technique, 65.

Neutralize advantage, 16.

INDEX

New Approach technique, 59, 62, 64, 65.

No Contact technique, 52.

No Mental Separation limitation, 14.

Nonthreatening perk, 24.

Normal Sight limitation, 13.

Noticing psi use, 11-12, 38-39, 41-42, 59.

Obedience technique, 72.

Obscure advantage, 16.

Offense power subset, 64-66.

Omnicast technique, 76.

Omniscan technique, 67.

One Power limitation, 17.

Optional rules, for psionic advantages, 6-11;
normal advantages and, 6.

Oracle ability, 43, 79.

Outer astral plane, 27.

Overwhelm technique, 35.

Painful Draining technique, 50.

Para-Invisibility ability, 23-24, 78.

Particle Beam technique, 34.

Penetrate Disguise technique, 28.

Penetrating Blow technique, 28.

Perks, new, 19, 24, 29, 35, 42, 44, 48, 51, 56,
63, 69.

Permanent Effect technique, 76.

Personal Awareness perk, 24.

Pharmaceutical Probe perk, 48.

Photokinesis power subset, 34-37.

Photorefraction ability, 36, 79.

Phreaker perk, 35.

Piggyback technique, 26, 29, 74.

Ping perk, 63.

Pinpoint technique, 43.

PK Shield ability, 56, 80.

Pleasant Theft perk, 51.

Poison Charm perk, 51.

Poor Control limitation, 16.

Portersense ability, 71, 81.

Possession advantage, 16.

Postmortem perk, 48.

Power defenses, 8-9.

Power modifiers, definition, 4-5; examples,
23,26, 30, 37, 43, 46, 49, 53, 57, 68, 71.

Power Source perk, 35.

Power Talent advantage, 18-19.

Power Theft, Weak enhancement, 16.

Powers, components of, 4-5; definition, 4;
example character, 5, 7.

Precise, Nontargeting enhancement, 14.

Precision Attack technique, 23, 24.

Precision technique, 52.

Precognition advantage, 16.

Preparation Required limitation, 20.

Pressed Attack technique, 61, 64, 72.

Probability Alteration power, 43-46, 79-80;
perks, 44; Talent, 19.

Profiling enhancement, 15.

Prognostication ability, 37, 79.

Projected Senses ability, 75, 81.

Projection Clock perk, 29.

Projection technique, 25, 33.

Protected Power ability, 30, 37, 43, 46, 49,
51,57, 67,172,175, 718-81.

Protected Vision ability, 37, 79.

Psi, game mechanics, 6-11.

Psi Sense ability, 41, 79.

Psi Static, ability, 26, 78; advantage, 17.
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Psi techniques, 8-10, 76; designing, 9; see also

specific abilities.

Psidar ability, 41-42, 79.

Psionic abilities, write-up explained, 22.

Psionic advantages, 4.

Psionic Overload ability, 24, 78.

Psionic powers, see Powers.

Psionic range table, 22.

Psionic Shield ability, 24-25, 78.

Psychic Armor ability, 25, 78.

Psychic Healing power, 46-49, 72, 75, 80;
perks, 48; Talent, 19.

Psychic Hunches ability, 42, 79.

Psychic Surgery perk, 48.

Psychic Vampirism power, 49-52, 80; perks,
51; Talent, 19.

Psychokinesis power, 53-57, 80; perks, 56;
Talent, 19.

Psychometabolism power, 75, 81.

Psychometry advantage, 17.

Psychosomatic technique, 63, 74.

Publication history, 3.

Pyrokinesis ability, 56-57, 80.

Quick and Dirty technique, 61-62.

Quick Shot, technique 76.

Racial Memory ability, 43, 79.

Radar Sense advantage, 34.

Range-Limited Exoteleport ability, 70, 81.

Range table, 22, 68.

Ranged enhancement, 20.

Rapid Fire technique, 53.

Rapid Launch technique, 55.

Rationalization enhancement, 15.

Reactive Use technique, 37.

Recovery ability, 49, 75, 80.

Reduced Duration limitation, 21.

Reduced Fatigue Lost enhancement, 10.

Reduced Time enhancement, 17.

Reflection enhancement, 15.

Reflective Shield technique, 25, 67.

Regeneration ability, 49, 75, 80.

Regrowth ability, 49, 75, 80.

Reliable enhancement, 10, 20.

Remote Control ability, 32, 79.

Remote Senses power subset, 39.

Remove Curse technique, 45.

Repeated attempts, 6.

Reprogramming technique, 32.

Requires (Attribute) Roll limitation, 20.

Reshape Dream ability, 74, 78.

Resistance of inanimate objects, 12.

Resistant to Disease ability, 49, 75, 80.

Resistant to Ingested Poison ability, 49, 75,
80.

Resistant to Poison ability, 49, 75, 80.

Resistant to (Power), 26, 78.

Resistant to Psionics ability, 26, 78.

Resistant to Sickness ability, 49, 75, 80.

Restore Limb technique, 47.

Restore Limbs enhancement, 14.

Retention technique, 58.

Retractable Cord perk, 29.

Retrocognition ability, 38, 79.

Retrocognitive Flashbacks ability, 38, 79.

RL Exoteleport ability, 70, 81.

Samantha Jo, 5, 77.

Sanitized Metabolism perk, 48.

Scanning Sense advantage, 17.
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Schadenfreude perk, 51.

Screaming ability, 25, 78.

Second Chance ability, 45, 80.

Secondary Senses technique, 32, 41, 64.

Secure technique, 59, 60.

See Invisible advantage, 17.

Seekersense ability, 42-43, 79.

Selective technique, 23.

Self-Healing technique, 47.

Send Senses technique, 60.

Sense and Defense power subset, 66.

Sensory Control ability, 62-63, 81.

Shared Hunches technique, 42.

Shared Sight technique, 25.

Sharp Edge technique, 53.

Shopper’s Blessing perk, 44.

Signature Sniffer ability, 38-39, 79.

Silencer technique, 54.

Simple Defense perk, 24.

Situational modifiers, 6.

Skeptic perk, 24.

Skills, for abilities, 5; using psionic, 6-7.

Sleep ability, 49, 66, 72, 81.

Slotted Cosmic Power advantage, 15.

Slow and Sure enhancement, 15.

Slow limitation, 14.

Small-Scale TK perk, 56.

Social Vampire perk, 51.

Soothing Touch perk, 48.

Spectral Dodge technique, 27.

Spirit Communication ability, 43, 79.

Static Control perk, 35.

Steal Dreams ability, 50, 73, 80.

Steal Energy ability, 51, 80.

Steal Life ability, 52, 80.

Steal Power ability, 52, 80.

Strike Exotic technique, 73.

Strike Sense ability, 73, 79.

Strong Blade perk, 56.

Subconscious Hand-Off technique, 63.

Subjective Navigator perk, 29.

Substantial Communication enhancement,
14-15.

Suggestion ability, 63-64, 81.

Super Jump ability, 57, 80.

Suppression technique, 33, 56.

Surge, ability, 34, 719; enhancement, 19-20.

Synchronize perk, 63.

Tactical Reading perk, 63.

Talents, for abilities, 18-19; psi powers and, 5.

Techniques, see Psi Techniques.

Telecommunication advantage, 17.

Telecontrol ability, 64, 81.

Telekinesis, advantage, 17; power subset,
53-54.

Telekinetic Control ability, 54, 80.

Telepathic Learning advantage, 16.

Telepathy power, 57-67, 71, 73, 80-81; perks,
63; Talent, 19.

Telepathy Sense ability, 67, 81.

Teleportation power, 68, 81; modifiers, 68;
perks, 69; Tulent, 19.

Telereceive ability, 58-60, 81.

Telescan ability, 67, 81.

Telesend ability, 60, 81.

Telespeak ability, 59, 81.

Temperature Tolerance ability, 57, 80.

That Extra Inch perk, 69.

Throat Squeeze technique, 54.

Thunderbolt technique, 34.

Tiring enhancement, 17.

Tiring Scream technique, 25.

TK Bullet ability, 53, 80.

TK Crush ability, 54, 80.

TK Grab ability, 54, 80.

TK Tether perk, 56.

Tolerance perk, 24.

Tracking technique, 68.

Transference technique, 45.

Trapping with Mind Shield, 66.

True Sight ability, 25, 43, 78, 79.

Uber-techniques, 76.

Ultravision ability, 37, 79.

Umbrella perk, 56.

Unaging advantage, 18.

Unified telekinesis, 54.

Universal Remote perk, 35.

Universal technique, 60.

Unsupervised Change technique, 46.

Using psionic skills, 6.

Varying difficulties, 8.

Visions, ability, 39, 79; enhancement, 17.

Visions (Aspected) ability, 39.

Visions (Aspected Dream) perk, 42.

Visions (Dream) ability, 39.

Visions (Full) ability, 39.

Visions (Overwhelming) ability, 39.

Visions (Second Sight) ability, 39.

Visual technique, 40.

Waiving skill rolls, 8.

Walk on Air ability, 57, 80.

Walk on Liquid ability, 57, 80.

Warp advantage, 18.

Weak Latency (Psi) perk, 19.

Weaponized limitation, 21.

Weather Control ability, 45-46, 80.

Wild Talent ability, 46, 80.

Wireless technique, 32.

Wrenching Journey technique, 70.

Xenohealing technique, 47.

Xeno-Reading technique, 46

On a bell curve, we're all born with certain skills.
Some people are better track runners than others, and
on and on, and everyone knows this. But there are
some people who are more psychic, more tuned in.
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS, In Nomine, and Traveller!

e Fun gaming accessories — shot glasses,
shirts, specialty six-siders, and more!

e PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games,
and many others - plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ -
to GURPS China and GURPS Ice Age. I >

@ Buy board games and roleplaying PDFs in 2
the same order! Download digital purchases
again whenever you need to.

STEVE JACKSON GAME

warehouse23.com
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