[Q] Psionic Progressions

Wild Talent Psi1 Calculation:

64+Level+(Int+Wis+Chr-36)*(Exc+1); where Exc is # of (Int,Wis,Chr) of 16 or above
Wild Talent Psi2 Calculation:

Int+Wis+Con+4*Level

Wild Talent Psi3 Calculation:

Stat+Level-12

Int+Wis

Psi1 Wild Talent


Int+Wis

Psi2 Wild Talent




Psi3 Wild Talent  (no bonus)
 +Chr+Lvl
Min
Maj
Gra



 +Con+Lvl
Min
Maj
Gra



Lvl

1
2
3
4
5
6
7


0-27

-
-
-



0-27

-
-
-



0-2

1
-
-
-
-
-
-

28-31

1
-
-



28-31

1
-
-



3-5

2
-
-
-
-
-
-

32-35

2
-
-



32-35

2
-
-



6-8

2
1
-
-
-
-
-


36-39

2
1
-



36-39

3
-
-



9-11
3
2
-
-
-
-
-

40-43

3
1
-



40-43

3
1
-



12-14
3
2
1
-
-
-
-

44-47

4
1
-



44-47

4
1
-



15-17
4
3
2
-
-
-
-


48-51

3
2
-



48-51

5
1
-



18-20
4
3
2
1
-
-
-

52-55

4
2
-



52-55

5
2
-



21-23
5
4
3
2
-
-
-

56-59

4
2
1



56-59

6
2
-



24-26
5
4
3
2
1
-
-


60-63

4
3
1



60-63

6
3
-



27-29
6
5
4
3
2
-
-

64-67

4
4
1



64-67

6
3
1



30-32
6
5
4
3
2
1
-

68-71

4
3
2



68-71

6
4
1



33-34
7
6
5
4
3
2
-


72-75

4
4
2



72-75

6
5
1



36+

7
6
5
4
3
2
1

76-79

4
4
3



76-79

6
5
2





80+


4
4
4



80+


6
6
2



(Psi3 wild can trade one 1st for four 0th)

Psionicist1 Calculation:


(Int+Wis+Chr)/3*(Level+9)


Psionicist2 Calculation:


2*Wis+Int+Con-40+(Wis-5)*(Level-1)

Psion3 Calculation:



(2*Level*Level-Level+1)/4+Stat/4

PsychicWarrior3 Calculation:

(Level*Level+2*Level-3)/3+Stat/4



Psionicist1

Psionicist2

Psion3  (apply stat bonus)



PsychicWarrior3  (apply stat bonus)
Level
Min
Maj
Gra

Min 
Maj
Gra

(0)
1
2
3
4
5
6
7
8
9
(0)
1
2
3
4
5
6
7
8


1

1
-
-

3
-
-

(2)
0
-
-
-
-
-
-
-
-
(2)
-1
-
-
-
-
-
-
-

2

2
-
-

5
-
-

(2)
1
-
-
-
-
-
-
-
-
(3)
0
-
-
-
-
-
-
-

3

3
-
-

7
-
-

(2)
2
-
-
-
-
-
-
-
-
(3)
1
-
-
-
-
-
-
-


4

4
-
-

9
1
-

(3)
2
0
-
-
-
-
-
-
-
(3)
2
0
-
-
-
-
-
-

5

4
1
-

10
1
-

(3)
2
1
-
-
-
-
-
-
-
(3)
3
1
-
-
-
-
-
-

6

5
1
-

11
2
-

(4)
2
1
0
-
-
-
-
-
-
(3)
3
2
0
-
-
-
-
-


7

5
2
-

12
2
-

(4)
3
2
1
-
-
-
-
-
-
(3)
3
2
1
-
-
-
-
-

8

6
2
-

13
3
-

(5)
3
2
1
0
-
-
-
-
-
(3)
3
3
1
-
-
-
-
-

9

6
3
-

14
3
1

(5)
3
2
2
1
-
-
-
-
-
(3)
3
3
2
0
-
-
-
-


10

7
3
-

15
4
1

(6)
3
2
2
1
0
-
-
-
-
(3)
3
3
2
1
-
-
-
-

11

7
4
-

16
4
1

(6)
3
3
2
2
1
-
-
-
-
(3)
3
3
3
1
-
-
-
-

12

7
4
1

17
5
2

(7)
3
3
2
2
1
0
-
-
-
(3)
3
3
3
2
0
-
-
-


13

8
4
1

18
5
2

(7)
4
3
3
2
2
1
-
-
-
(3)
3
3
3
2
1
-
-
-

14

8
5
1

19
6
2

(7)
4
3
3
2
2
1
0
-
-
(3)
3
3
3
3
1
-
-
-

15

8
5
2

20
6
3

(7)
4
3
3
3
2
2
1
-
-
(3)
3
3
3
3
2
0
-
-


16

9
5
2

21
7
3

(7)
4
4
3
3
2
2
1
0
-
(3)
3
3
3
3
2
1
-
-

17

9
6
2

22
7
3

(7)
4
4
3
3
3
2
2
1
-
(3)
3
3
3
3
3
1
-
-

18

10
6
2

23
8
4

(7)
4
4
4
3
3
2
2
1
0
(3)
3
3
3
3
3
2
-
-


19

10
7
2

24
8
4

(7)
4
4
4
3
3
3
2
1
1
(3)
4
3
3
3
3
2
-
-

20

10
7
3

25
9
4

(7)
4
4
4
4
3
3
2
2
1
(3)
4
3
3
3
3
3
-
-

21

11
8
3

26
9
5

(7)
4
4
4
4
3
3
2
2
2
(3)
4
4
3
3
3
3
-
-


22

12
8
4

27
10
5

(7)
4
4
4
4
3
3
3
3
2
(3)
4
4
4
3
3
3
-
-

23

13
9
4

28
10
5

(7)
4
4
4
4
4
4
3
3
3
(3)
4
4
4
4
3
3
-
-

24

14
9
5

29
11
6

(7)
5
4
4
4
4
4
4
4
4
(3)
4
4
4
4
4
3
-1
-


25

15
10
5

30
11
6

(7)
5
5
5
5
5
5
4
4
4
(3)
4
4
4
4
4
4
0
-

26

16
10
6

31
12
6

(7)
6
6
6
5
5
5
5
5
5
(3)
4
4
4
4
4
4
1
-

27

17
11
6

32
12
7

(7)
7
6
6
6
6
6
6
6
6
(3)
5
4
4
4
4
4
1
-


28

18
11
7

33
13
7

(7)
7
7
7
7
7
7
7
7
7
(3)
5
5
4
4
4
4
2
-

29

19
12
7

34
13
7

(8)
8
8
8
8
8
8
8
8
7
(4)
5
5
5
4
4
4
2
-

30

20
12
8

35
14
8

(9)
9
9
9
9
9
9
9
9
8
(5)
5
5
5
5
4
4
3
-


31

21
13
8

36
14
8

(10)
10
10
10
10
10
10
10
10
10
(6)
5
5
5
5
5
4
3
-2

32

22
13
9

37
15
8

(12)
12
11
11
11
11
11
11
11
11
(7)
5
5
5
5
5
5
4
-1

33

23
14
9

38
15
9

(13)
13
13
13
13
12
12
12
12
12
(8)
5
5
5
5
5
5
5
0


34

24
14
10

39
16
9

(14)
14
14
14
14
14
14
14
14
13
(9)
5
5
5
5
5
5
5
1

35

25
15
10

40
16
9

(16)
16
16
16
15
15
15
15
15
15
(10)
6
5
5
5
5
5
5
1

36

26
15
11

41
17
10

(17)
17
17
17
17
17
17
17
17
17
(11)
6
6
5
5
5
5
5
2

DM’s AD&D Collective, version 1.1
by Donald Miller  (smileylich@smileylich.com)
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[P4.5] Psionicist Group Classes







(07/29/02)
     
ArchM
ArchPsi

HiFreqS
Ment
PolyPs
Psi0
Psi1  

Psi1A
Psi2    
Psi3

Level
mMGSU
mMGS dsHS A+D
mMGSUVWX
mMGS
mMGS
mMGS
mMG AD

mMGS 
Dv Sc AD
0123456789

  1  
1----
21-- 1---  2
1-------
3---
1---
1---
100 10

1--- 
 3  1 01
20--------

  2  
2----
32-- 1---  3
2-------
4---
2---
2---
200 11

2--- 
 5  1 11
21--------

  3  
31---
43-- 2---  4
21------
51--
31--
3---
300 21

3--- 
 7  2 12
22--------

  4  
42---
541- 21--  5
31------
52--
42--
4---
400 22

4--- 
 9  2 22
320-------

  5  
531--
652- 31--  6
32------
53--
53--
5---
410 32

5--- 
10  3 23
321-------

  6  
631--
763- 31--  7
321-----
54--
641-
51--
510 33

51-- 
11  3 33
4210------

  7  
742--
864- 42--  8
421-----
65--
752-
52--
520 43

52-- 
12  4 34
4321------

  8  
852--
874- 42--  9
431-----
751-
863-
53--
620 44

53-- 
13  4 44
53210-----

  9  
9631-
9751 521- 10
432-----
852-
974-
54--
630 54

54-- 
14  5 45
53221-----

 10  
A631-
9852 531- 10
4321----
953-
A851
55--
730 55

55-- 
15  5 55
632210----

 11  
B741-
A862 631- 11
5321----
A54-
B962
651-
740 55

66-- 
16  6 55
633221----

 12  
C741-
A963 631- 11
5421----
A65-
CA73
652-
741 55

77-- 
17  6 55
7332210---

 13  
D952-
B973 742- 12
5431----
A75-
DB84
653-
841 55

88-- 
18  7 55
7433221---

 14  
E952-
BA74 742- 12
5432----
A85-
EC95
654-
851 65

881- 
19  7 65
74332210--

 15  
FA62-
CA84 842- 13
54321---
A95-
FDA6
655-
852 65

882- 
20  8 65
74333221--

 16  
GB62-
CB84 8521 13
64321---
BA5-
GEB7
7651
952 65

883- 
21  8 65
744332210-

 17  
HC73-
DB85 9531 14
65321---
CA61
HFC8
7652
962 65

884- 
22  9 65
744333221-

 18  
IC73-
DC95 9531 14
65421---
DA72
IGD9
7653
A62 66

885- 
23  9 66
7444332210

 19  
JD83-
EC95 A631 15
65431---
EA83
JHEA
7654
A72 66

886- 
24 10 66
7444333211

 20  
KE83-
EC96 A631 15
65432---
FA94
KIFB
7655
A73 66

887- 
25 10 66
7444433221

 21  
LF94-
FDA6 B642 16
654321--
FBA5
LJGC
7665
B83 66

888- 
26 11 66
7444433222

 22  
MF94-
FDA6 B742 16
754321--
FCA5
MKHD
7666
C84 76

999- 
27 12 67
7444433332

 23  
NGA4-
GDA6 C742 17
764321--
FDA5
NLIE
7766
D94 76

AAA- 
28 13 67
7444444333

 24  
OHA4-
GEB7 C742 17
765321--
FEA5
OMJF
7776
E95 76

BBB- 
29 14 67
7544444444

 25  
PIB5-
GEB7 D852 18
765421--
GFA5
PNKG
7777
FA5 76

BBB1 
30 15 67
7555555444

 26  
QIB5-
HEB7 D853 18
765431--
HFB6
QOLH
8777
GA6 77

BBB2 
32 16 77
7666555555

 27  
RJC51
HFC7 E853 19
765432--
IFC7
RPMI
8877
HB6 77

BBB3 
34 17 77
7766666666

 28  
SKC51
HFC8 E953 19
7654321-
JFD8
SQNJ
8887
IB7 77

BBB4 
36 18 77
7777777777

 29  
TLD61
IFC8 F963 20
8654321-
KFE9
TROK
8888
JC7 77

BBB5 
38 19 77
8888888887

 30  
ULD61
IGC8 F963 20
8754321-
KGFA
USPL
9888
KC8 87

BBB6 
40 20 78
9999999998

 31  
VME61
IGD8 GA64 21
8764321-
KHFA
VTQM
9988
LD8 87

BBB7 
45 22 78
AAAAAAAAAA

 32  
WNE61
JGD8 GA64 21
8765321-
KIFA
WURN
9998
MD9 87

BBB8 
50 24 78
CCBBBBBBBB

 33  
XOF71
JHD9 HA74 22
8765421-
KJFA
XVSO
9999
NE9 87

BBB9 
55 26 78
DDDDDCCCCC

 34  
YOF71
JHD9 HB74 22
8765431-
LKFA
YWTP
A999
OEA 88

BBBA 
60 28 88
EEEEEEEEEC

 35  
ZPG71
KHE9 IB74 23
8765432-
MKFB
ZXUQ
AA99
PFA 88

BBBB 
65 30 88
GGGGFFFFFF

 36  
[QG72
KIE9 IB75 23
87654321
NKGC
[YVR
AAA9
QFB 88

CCCC 
70 32 88
HHHHHHHHHH

     
Psi4A
Psi7A

Psi9
Psi9alt Psi9A
P9Aalt
Psi18
Psi27
Psi29

Level
mMGS
2345678
mMGS 
mMGS    mMGS
mMGS
mMGS
mMGS
mMGSUV

  1  
1---
1------
1--- 
1---    1---
1---
1---
1---
1-----

  2  
2---
2------
2--- 
2---    2---
2---
2---
2---
2-----

  3  
11--
3------
3--- 
3---    21--
3---
3---
31--
3-----

  4  
21--
4------
31-- 
31--    31--
4---
41--
41--
31----

  5  
12--
5------
32-- 
32--    32--
5---
51--
52--
41----

  6  
111-
6------
33-- 
33--    321-
6---
61--
62--
42----

  7  
211-
7------
44-- 
43--    421-
7---
62--
731-
52----

  8  
121-
8------
55-- 
44--    431-
8---
72--
831-
53----

  9  
112-
81-----
551- 
441-    432-
81--
721-
941-
531---

 10  
1111
82-----
552- 
442-    532-
82--
731-
A42-
631---

 11  
2111
83-----
553- 
443-    542-
83--
831-
B52-
641---

 12  
1211
84-----
554- 
444-    543-
84--
832-
C52-
642---

 13  
1121
85-----
555- 
544-    643-
85--
842-
D631
742---

 14  
1112
86-----
666- 
554-    653-
86--
942-
E631
752---

 15  
2112
87-----
777- 
555-    654-
87--
943-
F731
753---

 16  
1212
88-----
888- 
655-    754-
88--
9531
G741
7531--

 17  
1122
98-----
999- 
665-    764-
98--
A531
H842
8531--

 18  
2222
981----
AAA- 
6651    765-
981-
A541
I842
8631--

 19  
3222
982----
AAA1 
6661    7661
982-
A642
J952
8641--

 20  
2322
983----
BBB1 
7661    7761
983-
B642
K952
8642--

 21  
2232
984----
BBB2 
7761    7771
984-
B652
LA53
9642--

 22  
2223
985----
CCC2 
7771    8771
985-
B753
MA63
9742--

 23  
3223
986----
CCC3 
7772    8871
986-
C753
NB63
9752--

 24  
2323
9861---
DDD3 
8772    8882
987-
C763
OB73
9753--

 25  
2233
9862---
DDD4 
8872    9882
988-
C864
PC74
97531-

 26  
3333
9863---
EEE4 
8882    9982
998-
D864
QC74
A7531-

 27  
4333
98631--
EEE5 
9882    9992
9981
D874
RD84
A8531-

 28  
3433
98632--
FFF5 
9982    9993
9991
D975
SD84
A8631-

 29  
3343
98633--
FFF6 
9983    9994
A991
E975
TE85
A8641-

 30  
3334
98643--
GGG6 
9993    9995
AA91
E985
UE95
A8642-

 31  
4334
98644--
GGG7 
A993    9996
AAA1
EA86
VF95
B8642-

 32  
3434
98654--
HHH7 
AA93    9997
BAA1
FA86
WF95
B9642-

 33  
3344
986541-
HHH8 
AAA3    9998
BBA1
FA96
XGA6
B9742-

 34  
4444
986542-
III8 
BAA3    9999
BBB1
FB97
YGA6
B9752-

 35  
5544
986543-
III9 
BBA3    AAAA
CBB1   GB97
ZHA6
B9753-

 36  
5555
9865431
JJJ9 
BBA4    BBBB
CBB2
GBA7
[HB6
B97531

[P4.5] Psionicist Group Classes

ARCH-MUTANT

Gets +LVL to each track (per Psi9) and recovers LVL track points/rd (per Psi 18)

Can buy Super Str or Con for 1 slot each

Level 1: has Freq 9 and 18

Level 1: 1V, lose 1 to a track: gain 1 to a track

Level 1: pick a minor power: track cost to use is 1/2 normal (change at reset)

Level 1: pick a minor power: takes 1/2 M to use (change at reset)  

Level 4: pick a major power: track cost to use is 1/2 normal (change at reset)

Level 4: pick a major power: takes 1/2 M to use (change at reset)

Level 9: add a frequency; pick from 6E, 12C and 27

Level 9: pick a grand power: track cost to use is 1/2 normal (change at reset)

Level 9: pick a grand power: takes 1/2 M to use (change at reset)

Level 16: pick a super power: track cost to use is 1/2 normal (change at reset)

Level 16: pick a super power: takes 1/2 M to use (change at reset)

Level 18: pick another frequency from the L9 list

Level 27: gain the last frequency from the L9 list or Freq -9

ARCH-PSIONICIST
Psionic Strength = (lowest of Int,Wis,Chr)*(level+19)

Level:

1
2
3
4
5
6
7
8
9
10
11+

HD gained:
d12
d12
d12
d10
d10
d10
d8
d8
d8
d8
d6

Level 1: Duplicated Psi2 Powers: Pick Psi2 powers using the "Duplicated" progression.

These powers cost twice the number of points to use (in Psi1 points, you do not get nor can use a Psi2 PSP pool for these powers).  They do not require an ability score check; but you may choose to roll it in the hopes to get a power score, if you roll a natural 20 or fail, the power fails and you lose half the number of (adjusted) points.  These powers pick up as Psi1under Detect Psionics and are resisted as Psi1 powers, not Psi2.

Level 1: Can convert Physical to Mental actions.  This can be done only if the Arch-Psionicist class is the highest (or tied for highest) level class the character possesses.  At level 9, this restriction is removed.

Level 1: Material Componenting for Minor powers, just like Wizard spells (spend 1V action to get double effect).  Only one instance of Material Componenting per power used.

Level 9: Material Componenting for Majors.

Level 9: Can write psionic scrolls, which others may read (as 1M action) to have the psionic effect go off.  The reader takes the lowest of Int,Wis,Chr, and if that stat is below the limits listed, he "blows his head off":  Minor=9, Major=18, Grand=27, Super=36.  A Read Psionics spell or effect would remove this restriction.

Level 18: Material Componenting for Grands.

Level 18: Can convert Movement to Mental actions, under the same restriction as the Level 1 ability until level 27.

Level 18: All of your psionic powers which are Range 0 become Range touch.

Level 27: Material Componenting for Attacks & Defenses (a doubled Defense protects either 2 people or halves damage taken).

Level 27: All of your psionic powers are Range sight.

Level 27: You can effect creatures immune to psionics due to their status; i.e. you can effect golems, Int+Wis=0 creatures, undead, and anything else that doesn't specifically have a power to be immune to psionics.

Level 36: Material Componenting for Supers and all of the Psi2 Duplicated powers except SSci.

Level 36: All of your psionic powers are Range same plane (sight not necessary).

HIGH FREQUENCY SAMPLER

HiFreqSamp power calculation: (level)*(Str/6+Dex/5+Con/4+Int/3+Wis/2+Chr)

You start with "open slots".  Open slots can be used once per reset, then are reverted to blank next reset.

You may permanently assign a slot to be a certain power, then it uses that power forever at the cost you gave. 

Note that powers may not work exactly the same way each time you use them.

The power cost is variable, but generally:

power
minor
major
grand
super
ultra

ultra+1 (V)

cost 
1-10
1-50
1-100
1-200
1-300
1-400 

[P4.5] Psionicist Group Classes

MENTALIST

Mentalist Psionic Pool (MPPs) = (Str+Con+Int*2+Wis*2+Chr)*level/2.

This entire class counts as 1 towards Max Number of Frequencies, regardless of other Psionic Wild Talents and classes.  Note this class gives access to many frequencies, however.

The following frequencies are included in the Mentalist: Psi1, Psi2, Psi30, Psi9, and Psi18.

At level 1, you get 1 Psi1 defense and 1 Psi2 defense.  Pick 1 attack or defense from Psi1 or Psi2 every level starting at level 1.

When you get a power on the Mentalist progression, pick any power from those 5 frequencies.  If you pick a Psi30 power, Minor = level 3, Major = level 6, Grand = level 10, and Super = level 15.

MPPs are recovered at your level in points every round.  Rejuvenation and the like may improve this point recovery rate.

These MPPs are precisely 1 point in Psi1 and Psi2.  (1 MPP is actually 1 attack/1 defense in Psi1)

For Psi30, each 10 points spent is 1 Sorcery for the entire day, with a limit of Sorcery equal to your Mentalist level plus 3.  These points cannot be recovered unless you turn the Sorcery off.  (Example: You have 200 MPPs and get a Sorcery of 5, lowering you to 150 MPPs.  You cannot regain the 50 lost MPPs until you choose to drop the Sorcery).  Using a Psi30 power costs no MPPs, but you still must resist drain as per normal.

Mentalist can use Psi30 Astral Perception, but not Psi30 Astral Projection (unless that character also has Psi30 as a class or wild talent).

10 MPPs is 1 "track point" for Psi9 and Psi18.  You do not have actual tracks, however, and cannot  "burn" anything after you have 0 MPPs.

If you have an source of a frequency other than Mentalist, your Mentalist may use points from the appropriate frequency instead of MPPs, and your other class/Wild Talent may use MPPs instead of its own points.

Level 9: Pick another frequency to add to Mentalist availability.  The frequencies allowed are:  Psi5, Psi6 & Psi12(as a combo), Psi8, Psi10.

Level 18: Pick another frequency to add, as per Level 9.

Level 27: Pick another frequency to add, but it can be ANY frequency (Psi7 and the like are allowed).

POLYPSIONICIST

PolyPsionicist Psionic Power Point Pool (PPPPPP's) = (Str*2+Dex+Con*3+Int*5+Wis*4+Chr*6)*(X+1)*(level)/10, 
    rounded up, where X is the number of ability scores of 23 or above. 
This entire class counts as 1 frequency towards maximum number of frequencies limit. 

Each level, you gain 1 attack or defense for Psi1/Psi2/Psi6 (or any other frequency that uses attacks & defenses). 
When you gain a power on the Poly-Psionicist progression, pick any power from any frequency. 
Your caster level (CL, CH, KiL, etc.) is equal to your experience level. 

This is the same as Psi1/Psi2 PSPs.  See [Q11] for conversion system between frequency point systems. 


PSI(-1)

Anti-Psionic Strength = (Str+Dex+Con)/3*(level+9).

Level:

1
2
3
4
5
6
7
8+

HD gained:
d4
d6
d6
d6
d8
d8
d8
d10

Power progression is per Psi1.

Level 1: May use Anti-Psionic Enchantments, which divide 1 spell into several smaller lower level spells.

PSI0

KiL (Ki Level) = (highest Psi0 level)*3 + (highest Monk1 level)*2 + (highest Wild Talent level).

P0Ps = Str + Dex + Con + Wis - 40 + KiL

These are restored at 1 per round until the maximum per turn (equal to KiL) is reached.

1 P0P = 20 Psi1 points = 2 Psi9 track points for purposes of Psi11 conversion.

PSI1

Psionic Strength = (Int+Wis+Chr)/3*(Level+9)

Level:

1
2
3
4
5
6
7
8+

HD gained:
d10
d10
d8
d8
d6
d6
d6
d4

Psi1 class gets 1 Super at 18th, a 2nd Super at 27th, and a 3rd Super at 36th.

Level 1: May use Psionic Enchantments, which convert several low-level spells to a higher level one.

Level 1: Spend 1 Non-Weapon proficiency: Permanently raise two abilities' CL by 1 (or +2 CL to one ability).  You may not more than double your level doing this.

PSI 1A  (ANIMAL/LOWER HUMANOID PSIONICIST)

Psionic Strength = (highest of Int,Wis,Chr)*2/3*(level+9)

Level:

1
2
3
4
5
6
7
8+

HD gained:
d8
d8
d6
d6
d4
d4
d4
d2

Needs only an Int of 6 and a Wis of 6 to qualify (no Chr requirement at all).

Hit Dice are as follows (starting at 1st level): d8, d8, d6, d6, d4, d4, d4, then d2's every level.

Gets 1 Attack or Defense every level.

Level 1: May use Psionic Enchantments, which convert several low-level spells to a higher level one.

Level 1: Spend 1 Non-Weapon proficiency: Permanently raise two abilities' CL by 1 (or +2 CL to one ability).  You may not more than double your level doing this.

[P4.5] Psionicist Group Classes

PSI 2

PSPs = Wis*2+Int+Con-40+(Wis-5)*(level-1)

Level 1: +1 Nonweapon Proficiency per level.  These slots may be spent on existing Psi2 powers (not additional ones).  Each slot increases a power's check score both by 1, or you can roll an extra 1d20 (choose better result).

PSI 3

Lvl:
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27

Pts:
2
3
4
6
10
15
20
27
34
43
52
63
74
87
100
115
130
147
164
183
202
223
244
267
290
315
340
PSI 4A  (Superstition User)

P4Ps = Level - Wis +20.

1 P4P = 100 PSPs (Psi1 or Psi2) for conversion.

Minor = x1.5 in one effect (chosen from the list in the original Psi4 writeup or in Psi4A writeup)

Major = x2 in one effect ( " )

Grand = x3 in one effect ( " )

Super = x4 in one effect ( " )

When you get a Major, it must be converted from a Minor you already have (see progression).

There's only one power in Psi4:

1M, 1 P4P: Multiply the chosen effect by the power's multiplier (x1.5,x2,x3, or x4).

PSI 5

Imagination Points (IPs) = Int + Chr - 24 + 2*Level

Int+Chr+lvl

Minor
Major
Grand
Super


  0-9


1

-

-

-


10-19


2

-

-

-


20-29


3

1

-

-



30-39


4

2

-

-


40-49


5

3

1

-


50-59


6

4

2

-



60-69


7

5

3

1*

70-79


8

6

4

2*

80-89


9

7

5

3



Minimum lvl:
1

3

6

10

PSI 6E

Demon Psionic Points (DPP) = [Con+Wis+Int] * Level.

Level 1: Summon/Gate = level*6% from levels 1-11, then 55+level% from levels 12 and up. This is the chance of bringing in a demon from the lower planes to assist the PC.  The creature is initially of 1st Gloom.  The PC then rolls the chance again, and if it succeeds the creature is of 2nd Gloom.  In this case the PC rolls yet a third time to see if the creature is 3rd Gloom, and so on.  The additional rolls are not optional.

Level 1: level*6% MR.

Level 1: Stats Adjustment.  This is per level:

 
Devils(LE): (Dex+1 or Con+½ or Int+½) and (Str-½ or Chr-½ or Wis-1)

     
Daemons(NE): (Str+1 or Con+½ or Wis+½) and (Dex-½ or Chr-½ or Int-1)

     
Demons(CE): (Con+1 or Dex+½ or Str+½) and (Int-½ or Wis-½ or Chr-1)

Level 9: level*6-50% RR.

Power type:
Minor
Major
Grand
Super

# powers:
level+2
level-3
level-8
level-13

PSI 6G

Deva Psionic Points (DPPs) = (Chr+Wis+Int)*level,

  regained at a rate equal to Chr score each hour.

Level 1: Deva Intervention: 1st = 1%, 2nd = 2%, 3rd = 3%, 4th&up = (level*3-8)%.

This percentage is the chance that a deva/aasimon will respond to a character's plea of help.  Aid will come in the form of more DPPs, greater access to powers, or a direct summoning of a deva.  This takes no actions and may be attempted once per day.

Level 1: MR=(level*5)%; RR=(level*5-30)%; CR=(level*7)%; NR=(level*7-50)%

Level 1: Deva psionicists get triple normal XP when defeating a creature from the Lower Planes.  Upon gaining enough experience to increase in level, many psionicists are judged to see if they are following the principles of good.  The restrictions at first are simple: aid the needy, avoid the lower planes, and do not oppose another deva.  At higher (9th+) levels the restrictions become more severe and gaining of a level may be delayed until the wrongs the PC has committed have been corrected.

Power type:
Minor
Major
Grand
Super

# powers:
level+3
level-3
level-9
level-15
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PSI 6N

Concordant Psionic Points (CPPs) = (Wis+Dex)*level

Level 1: RR, MR, AntiMagicR, and PsiR = level*4%

Level 1: InnateR = level*2%

Power type:
Minor
Major
Grand
Super

# powers:
level+4
level-3
level-10
level-17

PSI 8

The following technological proficiencies are available.  You can manipulate an object with TechF equal to your level or less.

In addition, Psi8 gets "Netrunning" type powers which allow the Psi8 to physically connect to a machine or object; see [Q8].

Astrogation Skill - Pilot Interstellar Jump

Astrogation Skill - Risk Jumping

Atmosphere Craft Pilot

Beam Weapons

Communications Systems Operation

Communications Systems Technology

Computer Operation

Computer Skill - Bypassing Security

Computer Skill - Defeating Security

Computer Skill - Displaying Information

Computer Skill - Interfacing Computers

Computer Skill - Manipulating Programs

Computer Skill - Operating Computers

Computer Skill - Repairing Computers

Computer Skill - Writing Programs

Computer Technology

Damage Control Procedures

Deflector Shield Operation

Deflector Shield Technology

Demolitions - Defusing Charges

Demolitions - Setting Charges

Electronics Technology

Environmental - Analyze Ecosystems

Environmental - Analyzing Samples

Environmental - Concealment

Environmental - Finding Directions

Environmental - Making Tools/Weapons

Environmental - Naming

Environmental - Stealth

Environmental - Survival

Environmental - Tracking

Environmental Suit Operation

Ground Vehicle Operation

Gyrojet Weapons

Holodeck Technology

Languages - Computer

Life Sciences - Bionics

Life Sciences - Botany

Life Sciences - Ecology

Life Sciences - Exobiology

Life Sciences - Genetics

Life Sciences - Zoology

Life Support Systems Technology

Marksmanship - Archaic Weapon

Marksmanship - Modern Weapon

Martial Arts - Defensive Throwing

Martial Arts - Melee

Martial Arts - Nerve Combat

Martial Arts - Tumbling

Mechanical Engineering

Medical Science - General Medicine

Medical Science - Pathology

Medical Science - Psychology

Medical Science - Surgery

Medical Skill - Activating Freeze Fields

Medical Skill - Administering Drugs

Medical Skill - Controlling Infection

Medical Skill - Curing Diseases

Medical Skill - Diagnosis

Medical Skill - First Aid

Medical Skill - Major Surgery

Medical Skill - Minor Surgery

Medical Skill - Neutralizing Toxins

Melee Weapons

Personal Weapons Technology

Physical Science - Chemistry

Physical Science - Computer Science

Physical Science - Mathematics

Physical Science - Physics

Piloting Skill - Evasion

Piloting - Increase Accuracy of Weapon

Piloting - Increase Maneuver Rating

Planetary Science - Geology

Planetary Science - Hydrology

Planetary Science - Meteorology

Planetary Survival

Projectile Weapons

Psycho-Social Skill - Communication

Psycho-Social Skill - Empathy

Psycho-Social Skill - Hypnosis

Psycho-Social Skill - Persuasion

Psycho-Social Skill - Psycho-Pathology

Replicator Technology

Robotics - Activate / Deactivate

Robotics - Adding Equipment

Robotics - Altering Mission

Robotics - Identification

Robotics - Listing Functions

Robotics - Removing Security Locks

Robotics - Repairing Robots

Security Procedures

Shuttlecraft Pilot

Shuttlecraft Systems Technology

Small Equipment Systems Operation

Small Equipment Systems Technology

Small Unit Tactics

Social Science - Archaeology

Social Science - Economics

Social Science - Law

Social Science - Political Science

Social Science - Racial Culture/History

Space Science - Astrogation/Navigation

Space Science - Astronautics/Engineer

Space Science - Astronomy

Space Science - Astrophysics

Starship Combat Strategy/Tactics

Starship Communications Procedures

Starship Engineering

Starship Helm Operation

Starship Navigation

Starship Sensors

Starship Weaponry Operation

Starship Weaponry Technology

Technician - Deactivate Alarms/Defense

Technician - Detect Alarms / Defenses

Technician - Opening Locks

Technician - Operating Machinery

Technician - Repairing Machinery

Thrown Weapons

Transporter Operational Procedures

Trivia

Vehicle Operation

Warp Drive Technology

Water Vehicle Operation

Zero-G Operation
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PSI 9

Get +1 to each track for each level.

Level 1: May use Psionic Enchantments.

PSI 9A

This functions like a normal Psi9 class, except you do NOT get +1 to each track for each level, instead you get +1 to a single track each level (the track chosen may be different each level). This bonus would stack with the normal Psi9 class and Psi18.

You get the normal "track-length" for each stat; this does not stack with the Psi9 track-length. (i.e. if you have Psi9 and Psi9A, you get track-length only once).

This class gets Exceptional Str and Con (no Barbarian stats).

Level 3: Pick a mental stat.  Psi9 abilities that use the corresponding physical stat may use the track of the mental stat instead (i.e. if you pick "Int", you may use either your "Str" or your "Int" track for powers involving "Str").

Level 6: Get another pick just like Level 3.

Level 9: Get the last pick just like Level 3.

PSI 10

Sum up the multipliers of all living things (including yourself) within level*3' of you.

Take the lower of this and your level.  This is your maximum number of P10Ps.  

When someone leaves, you lose his contribution, when someone enters, you gain that amount.

Sum of Multipliers:

0-1

2-4

5-7

8-10
11+

Power Type:



None
Minor
Major
Grand
Ultra

Minimum Level:


0

1

3

6

10

PSI 11

Mana/round = (Casting Level) or (Int-10), whichever is lower.

You can only cast spells of the psionicist color you are (11B, 11U, 11G, 11R, 11W).

PSI 12C

Chaos Psionic Points (CPPs) = (Chr + Dex) * (Psi12C level)

PSI 12L

Law Psionic Points (LPPs) = (Int + Str) * (Psi12L level)

PSI 12T

True Psionic Points (TPPs) = (Wis + Con) * (Psi12T level)

PSI 17

Level 1: +½M Action

Level 1: Can transfer life-essence ("katra") to another once per lifetime

All of the following powers require 1M each to use:

Level 1: Mind-Link: Must touch target, no save, can ask 1 question of subject's mind per segment

Level 2: Regeneration: Lose 1P/1V per round for next 10 rounds, does a clerical Heal on self

Level 3: Suggestion: Target must be within (level*10)', no save, does a wizard Suggestion or any Illusion/Phantasm spell in target's mind

Level 4: Remove Pain: Target must be within (level)', level check to save, target is cured of all mental disorders and is Charmed

Vulcan Nerve Pinch (+2+Dex+Str bonuses TH/+0 dmg), dmg 1d2+unconsciouness (save vs. PPD at -8 to avoid) 

Vulcan Death Grip (+2+Dex+Str bonuses TH/+0 dmg), dmg 1d8+extra damage [80]  (save vs. PPD at -12 to avoid)

PSI27

You gain Comeliness, Luck, and HNCL tracks which function similarly to Psi9/Psi18 tracks.

You also gain tracks for the 6 standard ability scores if you don't have them already (they don't stack with Psi9/Psi18).

Psi27 regains points in the following perverse way: Each turn, CL/4 (round up) of your tracks get restored to full.

# Minors = (Combined Score) / 9, round down.

# Majors = (Combined Score) / 18, round down.

# Grands = (Combined Score) / 27, round down.

# Supers = (Combined Score) / 36, round down.
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PSI 30

P3Ps = Int + Wis + Chr - 36 +level*6.

1 P3P = 10 PSPs (Psi1 or Psi2) for conversion purposes.

Drain Code:


L

M

S

D

X

Type of Power:

Minor
Major
Grand
Super
Ultra

P3P multiplier:

x1

x2

x3

x4

x5

Multiply the P3P multiplier by the Drain Staging to get P3P cost.

For example, "Air Bolt" is an S3, so it's a Grand that costs 9 P3Ps.

# Successes  = Your level (or level/2 if wild talent).

Powers that do damage do 10% of max hp per success, with a save for half damage.

Power Progression:












Psi3 Level:
1

2

3

4

5

6

7

8

9

10

Wild Level:
1-2

3-4

5-6

7-8

9-10
11-12
13-14
15-16
17-18
19-20


Minor (L)
6

7

8

9

10

11

12

13

14

15

Major (M)
0

0

3

4

5

6

7

8

9

10

Grand (S)
0

0

0

0

0

2

3

4

5

6

Super (D)
0

0

0

0

0

0

0

0

0

1


You may "three for one trade" upwards (3 Minors can be replaced with 1 Major, even at level 1).

After level 10, get 1 power of each type per level. (assuming Psi3 class)

Psi3 class gets 1 Ultra (X) at each of these levels: 15,21,28,36.










