New Empathic Discipline : Psychokinetics

Psycho : Relating to the mind 

Kinetic : relating to motion

Psychokinetic : the ability to use the mind to control motion

Overview

Psychokinetics exists in many forms, the most common form being the ability of “mind over matter”, or telekinesis, however, the Psychokineticists are less concerned with this ability than with the ability to control the motion of their own bodies.

Psychokinetics rigidly train their minds for years to achieve the control they have over their minds and bodies. Due to this training, they have some trouble believing in the impossible, but also can force themselves to ignore it for a very short time, in order to achieve their results.

A Psychokinetic uses his mind to boost his reflexes, increase his strength and speed, and change the way he moves within his environment, as well as minor talents in other areas.

History

Historically, Psychokinetics were the stuff of legends, using their wits and abilities to defeat evil. Wherever there was a story of someone incredibly fast or strong, there is a good chance it was a latent psychokinetic ability that was somehow permanently “switched on” in that person – assuming of course that they really existed.

Psychokineticists are a rare breed – not everyone has the ability or determination to do what a Psychokineticist does. The trouble is, they are also one of the most hunted empathic sects – the Dark Minions greatly fear the abilities of the Psychokineticists.

Game Details

Becoming a Psychokineticist.

Required

Foreign or Empathic Contact

No greater than 24 yrs old

Intelligence of 6 or greater

Becoming a Psychokineticist requires years of dedicated training, and the training works best on the young. First, an empath must locate an existing Psychokineticist, which is never easy. They must be then tested by either that Psychokineticist, or taken before a Master to be tested. The tests consist of a test of Talent, Ability and Discipline, which require the empath to make a DIFFICULT test of Empathy and Intelligence. A failure increases the following test to FORMIDIBLE, a Critical failure is a complete failure. A Critical success makes the subsequent rolls AVERAGE, and so forth.

If the rolls are made successfully, the empath may elect to become a Psychokineticist. It requires at least 2 terms to become a Psychokineticist, studying under a Master. A Psychokineticist may only study for a total number of terms equal to his or her Empathy -1, which means that to become a Psychokineticist, a minimum Empathy of 3 is required.

The first Term for a Psychokineticist MUST be the basic training – without this, the empath cannot continue on to learn the psychokinetic disciplines. This rigid training of the mind is the way a Psychokineticist focuses his or her power, and must be taught and practised over and over until it is second nature.

Term 1

Skills :

Willpower

4

Foreboding

1
Peace of Mind

1

Contacts : 1 Specialist (Master Psychokineticist)

Secondary Activities : None Allowed

Special : At the end of this term, it is not required to roll for the next term, as Psychokinetics takes a minimum of 2 terms to learn. This first term is simply the disciplining of the mind to be able to learn the Psychokinetic abilities. No income is gained during any part of the training.

Term 2

Skills :

A total of 12 levels in any of the Psychokinetic disciplines

Contacts : None

Secondary Activities : None

Special : At the end of this term, the Psychokineticist must make an AVERAGE test of Willpower. Failure indicates that the person may not learn any more of the Psychokinetic discipline, and has reached their limit. Success means that another term may be taken (without the need to roll for it) as a Psychokinetic.

Subsequent Terms:

A total of 8 levels in any of the Psychokinetic disciplines

Contacts : None

Secondary : None

Special : To continue, a DIFFICULT test of Willpower must be successfully made. This increases by one difficulty level for each subsequent term, until it reaches IMPOSSIBLE. After this test is passed, the character makes no more rolls against Willpower – they are assumed to be able to continue to their maximum terms from here on in. If a character completes 4 terms as a Psychokineticist, they are awarded the title of Master (this counting includes the first term of training). If the character completes the 4 terms, their Master Psychokineticist contact from Term 1 becomes 2 Specialist (Psychokineticist) contacts.

The Psychokinetic Disciplines

The Disciplines are broken up into major and minor disciplines. Minor disciplines are generally easier to master and require less concentration.

Major Disciplines

Speed of Thought

This ability allows the Psychokineticist to increase his reflexes and physical speed by an order of magnitude. This affects either physical (foot) speed, or reflexes.

Physical Speed

To boost physical speed in a non-combat situation is an EASY task, in combat this rises to AVERAGE. Boosting this allows the Psychokineticist to run must faster than normal for each stage of success. Stage One gives a slight boost, Stage 3 is effectively double speed, and Stage 6 is 4 times speed, allowing the empath to literally run like the wind. This lasts for as many minutes as the empath has levels of Willpower.

Reflexes

Boosting reflexes is an AVERAGE task out of combat, and DIFFICULT in it. Boosting reflexes gives faster reactions depending on the level of success. A Stage One success gives a bonus +1 to Initiative, a Stage Three success gives a futher +1 bonus to this (for a total of +2),  Stage Five giving another +1 bonus (total of +3) while a Stage Six success gives a formidible total bonus of +4 to Initiative. This bonus lasts for as many combat rounds as the empath has levels of Willpower.

Mental Leap
This power allows the empath to use their mental power to focus their muscular power to throw themselves high into the air. It is not levitation, for that would break the rules of the Universe, rather than just bend them for a few moments. To perform the Mental Leap out of combat is an EASY task, to do it in combat is a DIFFICULT task. The height attained is dependant on the stage of success. For ease of calculations, assume a Psychokineticist can leap half a metre up from a standing start without using this power. The height given is the maximum height attainable at that stage of success, not a fixed value. Thus, an empath trying to leap 4 metres high who scores a Stage 5 success does not overshoot by 4 metres, he or she simply makes the jump easily.

Basic Success : 1 metre

Stage 1 : 2 metres

Stage 2 : 3 metres

Stage 3 : 5 metres

Stage 4 : 6 metres

Stage 5 : 8 metres

Stage 6 : 10 metres

Of course, this power is not without its drawbacks if the empath miscalculates – they can’t stop themselves from falling.

Force of Will
Force of Will allows the empath to increase his physical strength by the power of his mind. To do this out of combat is an AVERAGE task, to do this in combat is DIFFICULT. The effect of Force of Will is dependant on the stage of success – for each stage of success, the empath can shift 1 point of Willpower directly to Strength – 1 at Basic Success to as many as 6 at Stage Five, then 8 at Stage Six. This ability has two limitations – firstly the amount of willpower to be transferred cannot be greater than the willpower that the empath has. Secondly, the effect only lasts as long as the willpower remaining. If the empath pushes their willpower to 0, the effect will last only for one phase. In combat, this effect is measured in rounds, out of combat, in minutes.

Rigid Thinking
Rigid Thinking is the most powerful, yet most difficult ability of the Psychokineticist. Rigid Thinking allows the empath to push their control to its limit, so that when something happens, they are so tuned to themselves that they can react immediately, giving maybe a mere second extra to prepare for it. Rigid Thinking is treated as a combat skill, due to the time frame it operates on. It is a DIFFICULT task at its easiest time, the more stress and activity happening when it is used pushing this higher.  Rigid Thinking has two uses – one is to react to a surprize better than anyone else, and the other is to use it to turn the empath’s body into a living weapon.

The surprise counter use of Rigid Thinking allows a split-second reaction time to counter the effects of the surprise. Rigid Thinking’s effects depend on the stage of success. To use Rigid Thinking, a successful AVERAGE Foreboding roll must be made first.

Success Level


Effects of Rigid Thinking

Basic



No appreciable effect

Stage 1


+1 to dodging/evading rolls

Stage 2


+1 to quickdraw or other counter-striking roll

Stage 3


additional +1 to whatever counter-measure used

Stage 4


make DIFFICULT Foreboding to take action first

Stage 5


make EASY Foreboding to take counter first

Stage 6


Able to act before and counter the action

Countering the detected action does rely on being able to counter it. For example, if Wilhelm the Psychokineticist is ambushed, he could make the foreboding roll (despite the fact that the ambush has been sprung on him), then the DIFFICULT test of Rigid Thinking. He succeeds with both, and rolls a Stage Six success. He knows he is being shot at, but since he has little acrobatic skills of note, he could block the firer’s shots IF he had something on hand that he could get in the way in time, such as a sheet of metal, but not a book, as the bullets would go through the book and into him.

What makes Rigid Thinking so useful is its second use. Using a combination of Rigid Thinking and Foreboding, the empath can enter melee combat (armed or unarmed) and use his ability over his reactions and body to gain an advantage. To use this ability, the Psychokineticist must make the following successful rolls for each phase of the combat. The actual results depend on the action taken by the empath, and the stage of success. This does NOT allow the Empath to make a diving blow.

Empath is Attacking


Success Stage
Empath is Defending

Empath acts first if AGL is same
Basic Success

Empath acts first if AGL is same

+1 to attack



Stage 1

+1 to defence

+2 to attack



Stage 2

+2 to defence

+3 to attack



Stage 3

Defence does not cost action

can strike twice in one phase
Stage 4

can attack after the defence


no penalty for 1 aimed strike
Stage 5

defence is automatically successful

no penalty for both aimed strikes
Stage 6

attacker loses next phase

Minor Disciplines

The Minor Disciplines are fairly standard skills and abilities that a Psychokineticist can put some or all of his skill points into.

Peace of Mind
Mental Peace is the ability to not panic, to keep the mind focused on the task at hand, and generally to stay cool under pressure. If the empath is ever surprised, panicked or under the effects of fear, a DIFFICULT task against Mental Peace will enable them to ignore the effects. This differs from Rigid Thinking in that Rigid Thinking allows earlier action, whereas Mental Peace can prevent the loss of action at all.

Mental Health
Mental Health allows the empath to accelerate their own natural healing processes. The effect of this however is to lower their overall effectiveness with their powers whilst their mind focuses on the body. The stage of success is below. Increase the difficulty by 1 level if the wound being affected is to the head.

Wound Level

Task of Mental Health

Scratch

Easy

Slight


Average

Serious

Difficult

Critical


Formidible

Success Level

Effect

Basic


.5 pt/per day acceleration, 1 wound

Stage 1

1pt/per day acceleration, 1 wound

Stage 2

2pts/per day acceleration, 1 wound

Stage 3

2pts/per day acceleration, 2 wounds

Stage 4

3pts/per day acceleration, 3 wounds

Stage 5

wound level down by 1, 1 wound

Stage 6

wound level down by 1, all wounds

The limitations for Mental Health is that for each day Mental Health is used, the empaths Willpower drops by 1 if they take no other actions (besides a slow walk, car ride – nothing that seriously involves the mind). If they do other things, the cost jumps to 2 pts. Activities with high stress levels (ie : combat) raise this to 4 points. If the empath does not have the willpower for the entire day, the Mental Health has no effect. The willpower lost in this way comes back after a properly restful period (ie : a solid 12hr sleep). Whilst using Mental Health, the empaths Intelligence is effectively halved. This returns as soon as the empath stops using Mental Health. 

Other Abilities

A Psychokineticist’s control over his mind gives him an opportunity to improve himself in other ways apart from his disciplines. The following list of skills can also be studied during the training.

Foreboding


These skills are identical to those given in the Rulebook.
Melee Combat (Armed)

Melee Combat (Unarmed)

Observation

Acrobatics

Willpower

A Psychokineticist who studies for more than 2 terms (ie : 3 or more) gains a +1 to his initiative. This is not because he has trained in combat, but to reflect the lack of freezing and pausing due to increased mental control. This bonus is lost if the empath has spent, or goes on to spend, time in the military, where thinking for ones self is not encouraged.

Penalties

There are several drawbacks to being a psychokineticist.

The most obvious one is that the rigid disciplining of the mind makes them easier to locate via Empathic skills. Any Empath attempting a mind scan of an area containing a Psychokineticist makes the roll at one level of difficulty easier. This also applies to Darkling empathic abilities. The Psychokineticist may or may not be aware of this detection.

The second is the lack of ability with firing weapons. These weapons are not controlled by the body and mind, and are affected by wind, range, gravity and the like. Psychokineticists make all Small Arms and Heavy Weapons rolls at one degree of difficulty higher than normal.

Finally, Psychokineticists are among the top of the Darkling hit list, so trouble tends to find them without them trying to look for it.

Being a Psychokinetic is not always an easy task, as the study forces them into a very narrow pattern. However, a well trained Psychokinetic is a valuable asset to any Minion Hunter group, and the results are there in history.

