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Introduction and Purpose

This rulebook contains the information 
needed to incorporate psionic combat into 
your OSRIC game. It is intended for both 
players and game masters. The goals of this 
Psionic Combat system are: to be simple to 
understand, fast to perform, and integrate 
seamlessly into the OSRIC combat round. 
It does not contain descriptions of psionic 
powers, disciplines, sciences, feats, etcetera. 
These topics are available in books by other 
authors. This combat system is designed to be 
a drop-in replacement for the often complex 
psionic combat systems in those books. It is 
also for those who want a fast, simple psionic 

combat system that works seamlessly along 
side of melee combat, without causing long 
interruptions to the flow of combat for the 
players of non-psionic characters.

In the spirit of OSRIC, this document is 
intended for use for old-school fantasy gaming. 
It is intended to present new psionic combat 
rules compatible with those used in the late 
1970’s to early 1980’s without using any of the 
copyrighted “artistic presentation” originally 
used to convey them. In creating this “artistic 
presentation” we have also made use of the 
System Reference Document produced by 
Wizards of the Coast.

Valiant the Griffon
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Psionic Ability

What are Psionics?
Psionics are a broad category of fantastic 
abilities originating from the mind. Psionic 
characters may use their minds to induce a 
variety of phenomena, experiences, events, 
miracles, spectacles, portents, and sensations. 
The term “Psionics” also refers to the study 
and practice of using the mind to induce such 
phenomena.

Psionics and Magic
Psionically generated phenomena are not 
magical, nor can they be dispelled by Dispel 
Magic or similar spells. Instead, psionic 
phenomena are created and maintained 
through the use and manipulation of mental 
energy from the psionic’s brain.

Is My Character Psionic?
Every character has at least a 1% chance of 
being psionic. Characters with at least one 
ability score of 16 or greater in Intelligence, 
Wisdom, or Charisma have an increased 
chance. To determine your character’s chance, 
apply +3% to the base chance for every point 
of Intelligence, Wisdom, and Charisma above 
16.

During a character’s career, whenever his 
Intelligence, Wisdom, or Charisma are 
permanently raised by a full point or more, 
another check may be subsequently made.

Finally, psionic persons may assist others in 
finding and unleashing their psionic potential. 
For every week of mental exercises and 
training endured by a non-psionic student 
under the tutelage of an experienced psionic 
mentor, there is a 2% chance per week 
their psionic talent will be discovered and 
unleashed. The maximum chance in this case 
is 30%.

Strength of Mind - My 
Psionic Ability
Psionic Ability Points (PAPs) are the total 
amount of mental energy a psionic can 
generate using his mind. After using all one’s 
PAPs, one is considered a defenseless psionic. 
Until that point, however, a psionic may utilize 
his PAPs to attack/defend in psionic combat, or 
execute psionic powers to induce phenomena.

The terms Psionic Attack Strength or Psionic 
Defense Strength both refer to the same thing, 
one half of a character’s current Psionic Ability 
Points.
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The formula to calculate a character’s PAPs is:

PAPs = 2 x ( 10d10 + Bonuses)
where Bonuses are determined according to a 
character’s ability scores per below.

Bonuses
Step 1: Award 1 Bonus Point for every point of 
Intelligence, Wisdom, or Charisma above 12.

Step 2: Award double the total from Step 1 if 
two of the ability scores (Intelligence, Wisdom, 
Charisma) are 16 or above, quadruple the total 
from Step 1 if all three ability scores are 16 or 
above.

Psionic Ability

Brain Mole
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Psionic Attacks and Defenses

Psionic Abilities –         
The 5 Psionic Attack 
Modes
There are 5 psionic attack modes:

1. Psionic Blast

2. Id Insinuation

3. Mind Thrust

4. Ego Whip

5. Psychic Crush

Table 1. The Psionic Attack Modes

Two modes of psionic attack harm multiple 
victims. These are Psionic Blast and Id 
Insinuation. All other attacks only damage one 
psionic individual.

Psionic Blast: The psionic creates a 
telepathic concussive cone of force that can 
affect both psionic and non-psionics alike. 
It affects all intelligent creatures within the 
cone. The cone originates at the center of the 
psionic’s brain and terminates 60 yards away 
in a 20-foot diameter. 

Id Insinuation: The psionic seeks to 
penetrate, circumvent, destroy and replace 
components of the lowest level of the 
opponent’s identity, the id. The psionic 
insinuates constructed false instincts into the 
opponent’s id to eliminate the opponent’s real 
and natural instinct to mentally defend himself 
and fight back. This attack affects all psionic 

creatures within a 20 x 20 foot square area, up 
to180 yards away.

Three attacks affect only a 
single, targeted psionic.
Mind Thrust: The psionic jabs piercingly-
shocking thoughts, images, and memories 
through the opponent’s consciousness to 
shock and harm their mind, overloading their 
ability to cope with the content. This attack 
affects a single, targeted, psionic creature up 
to 90 yards away.

Ego Whip: The psionic flagellates the 
opponent’s ego with thoughts and feelings 
of self-doubt, hopelessness, and despair, 
attacking their self-respect, pride, and ability to 
command their emotions. Ego whip causes the 
recipient to doubt his own mental judgments 
and beliefs about reality. At the worst, the 
opponent will lose intellectual functioning, 
self-control, planning ability, the ability to 
synthesize information, memory, and mental 
defenses. This attack affects a single, targeted, 
psionic creature up to 120 yards away.

Psychic Crush: The psionic utilizes their 
force of will to squeeze the opponent’s 
conscious and subconscious mind, i.e. Id, 
ego, and super-ego. This attack at its worst 
can cause physical brain death, followed by 
physical death of the body. This attack affects 
a single, targeted, psionic creature up to 50 
yards away.
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d100 Score # of Defense 
Modes

1 - 25 2

26 - 75 3

76 - 90 4

91 - 100 5

Table 4. Number of Psionic Defense 
Modes

During a character’s career, whenever his 
Intelligence, Wisdom, or Charisma are 
permanently raised by a full point or more, 
another check may be subsequently made to 
see if they gain more attack and/or defense 
modes (but they can never lose acquired 
modes).

Psionic Attacks and Defenses

Kalak the Minotaur
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Psionic Combat

The decision to engage in psionic combat 
is difficult and involves evaluating risks and 
probabilities. This is because once a psionic 
has engaged in combat, they can do nothing 
else. They cannot walk, spellcast, or even 
speak aloud, until the contest is over. This is 
because psionic combat requires every bit 
of their intellect, will, and concentration. A 
psionic who is physically struck while he is 
locked in psionic combat is unable to even 
raise an arm in defense or right himself if 
knocked down. To momentarily distract one’s 
self to do so, would result in immediate loss of 
the psionic battle, with immediate disastrous 
consequences.

Psionic Combat Speed 
and the Combat Round
How fast is psionic combat? Very -- at the 
speed of thought! Unlike regular combat, 
psionic combatants exchange mental “blows” 
10 times faster than physical melee strikes. 
However, the psionic combat system 
presented here accounts for this. The result 
it provides is the summary of the status of 
the psionic combatants at the conclusion of a 
standard combat round. Any PAPs reduction 
represents the aggregate damage of the 10 
mental combat exchanges. It must be stressed 
this psionic combat system does NOT provide 
an individual, blow-by-blow, account of the 10 
exchanges that occur within a combat round. 

Rather, it provides the final result of those 10 
exchanges. Therefore, an individual in psionic 
combat will roll only one d20 per combat 
round.

Psionic Combat System
There is a base cost to engage in psionic 
combat. Each attack and defense expends an 
amount of mental energy. Attacking is more 
costly than defending. The cost to attack 
in a psionic battle is 80 PAPs per combat 
round and is optional. Defending costs 20 
PAPs per combat round and is not optional. 
A psionic who chooses both to attack and 
defend expends 100 PAPs for the privilege of 
participation. A psionic who opts to defend 
only expends 20 PAPs in total. This base cost 
is subtracted at the end of the combat round 
along with any other PAPs reductions due to 
combat.

After a psionic has decided to engage in 
psionic combat, he selects which opponent(s) 
he intends to attack. All individuals engaged in 
psionic combat or defense will roll 1d20. This 
roll is called the Psionic Combat Roll. Those 
individuals who choose only to defend add +5 
to their die roll. Individuals with strong psionic 
power add +2 to their die roll. Individuals 
considered exceptional in psionic power add 
+5 to their die roll. Individuals with awesome 
psionic power add +10 to their die roll. 
Current psionic strength should be used when 
consulting the following table for a breakdown 
of bonuses as described above.
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CURRENT PSIONIC ABILITY POINTS (CPAPs)
Table 5. Psionic Strength Ratings and Roll Modifiers

Psionic Strength Rating Psionic Combat Roll Modifier

< 1 Defenseless 
Psionic

Automatic Failure

1 - 99 Weak -5

100 - 235 Average +0

236 - 275 Strong +2

276 - 325 Exceptional +5

> 325 Awesome +10

The psionic with the highest modified roll 
is the winner of the round. All individuals 
defeated in psionic combat suffer the loss 
of 10d20 PAPs. In the result of a tie, neither 
combatant is considered the winner, and 
no loss of PAPs occurs. Any psionic that is 
reduced to zero or negative PAPs becomes 
a defenseless psionic. Any psionic reduced 

to this degree directly from defeat in combat 
must roll on the following table for the specific 
consequence of his loss. The victor can be 
reduced to zero or fewer PAPs as a result 
of base cost reductions and will become a 
defenseless psionic in further rounds but does 
NOT roll for consequences of loss since he has 
not been defeated.

Psionic Combat
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Table 6. Consequence of Loss of a 
Psionic Battle (1d20)�

1.	 Permanently Babbles - Victim speaks 
randomly and continuously in a stream-
of-consciousness manner without 
ever stopping. Victim is incapable of 
coherent speech.

2.	 Permanently Blinded - Victim cannot 
see.

3.	 Brain death - Victim’s brain neurons are 
all dead. His soul (or spirit) departs his 
body immediately. The victims’ body 
may survive 1d6 days before death of 
the body.

4.	 Coma for 1d6 weeks - Victim’s brain 
neurons have sustained trauma. He will 
remain unconscious until they heal. 
Without another person to feed and 
nourish him, he will die.

5.	 Stunned for 1-8 turns - Victim is reeling 
and unable to act.

6.	 Berserk for 2-12 rounds - Victim 
physically attacks all nearby creatures 
mercilessly and furiously. Enemies 
are ignored unless there are no allies 
nearby to attack.

7.	 Feebleminded - Refer to the the magic-
user spell for details.

8.	 Short-term Insanity - Victim will 
continuously see and fully believe 
illusionary monsters and hear non-
existent whisperings. 

�   Note: Proper magical healing and appropriate magics can 
negate or rectify the above effects.

9.	 Permanently insane - The condition 
described above remains indefinitely. 
However, the victim may be still be 
healed of this condition by magic.

10.	Fear - Victim will cower from all beings, 
often taking a fetal position. 

11.	Panic - Victim will flee for 1-10 turns 
without stopping.

12.	Permanent Deafness - Victim cannot 
hear.

13.	Amnesia - Victim suffers serious 
memory loss which may include details 
of their personal identity, knowledge, 
and history.

14.	Ethos Change - Victim suffers alteration 
within his super-ego resulting in totally 
different, random alignment.

15.	Neurosis - Victim develops habitual 
dysfunctions or minor phobias (DM’s 
discretion).

16.	Psychosis - Victim develops serious 
mental dysfunctions or major phobias 
(DM’s discretion).

17.	Schizophrenia - Victim’s psyche splits 
into 1d20 multiple personalities.   

18.	Permanent loss of 1 attack mode and 
roll again (1 to 17 valid)

19.	Permanent loss of 1 defense mode and 
roll again (1 to 17 valid)

20.	Permanent loss of 2d10 PAPs and roll 
again (1 to 17 valid)

Psionic Combat
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Combat Involving Multiple 
Psionic Opponents
When multiple psionic combatants are 
engaged in mental battle, each psionic must 
select his attack and defense strategy. Some 
attacks affect multiple targets while some 
affect only one targeted individual or creature. 
Likewise, certain defenses can be extended to 
cover multiple allies while others protect only 
the psionic himself. Therefore, each attack and 
defense has a particular use or purpose which 
should be carefully considered. Only one d20 
roll is made per combatant regardless of the 
number of actual contests any given individual 
may face. The same modified roll is compared 
for each contest that psionic may face.

Figure 1. Example of Psionic Combat 
Involving Multiple Psionic Opponents

His total modified roll is 6. Theodore rolls 
20, and adds +0 for being Average. His total 
modified roll is 20. Frederick defeats Bob (17 
versus 6). So Bob takes 10d20 PAPs reduction 
from the defeat. Since Frederick used psionic 
Blast which affects multiple opponents, he 
could have also affected Theodore. However, 
Theodore defeats Frederick (20 versus 17). 
So, Frederick takes 10d20 PAPs reduction 
from this defeat. Finally, all three participants 
subtract 100 PAPs base cost for engaging in 
psionic combat. At the conclusion of the first 
combat round, Frederick’s Current Psionic 
Ability Points (CPAPs) total is 

266 - 95 (damage) - 100 (base cost).
His CPAPs is now 71. Bob’s CPAPs is 

128 - 84 (damage) - 100 (base cost). 
His CPAPs is now negative making him 
a defenseless psionic. Because he was 
defeated in psionic combat AND is now 

Psionic Combat

Please refer to Figure 1. Frederick (PAPs 266) 
is fighting 2 psionic thieves, Bob (PAPs 128) 
and Theodore (PAPs 220) in psionic combat. 

Frederick opts to attack 
with Psionic Blast and 
defend with Mind Blank. 
Bob attempts to attack with 
Ego Whip and defend with 
Mental Barrier. Theodore 
attempts to attack with Id 
Insinuation and defends 
with Thought Shield. Each 
combatant rolls 1d20 and 
adds their modifiers as 
follows: Frederick rolls 
15, and adds +2 for being 
Strong. His total modified 
roll is 17. Bob rolls 6, and 
adds +0 for being Average. 

Bob the
Thief
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will roll their individual d20; however, they 
receive a +1 bonus to their roll for each 
additional psionic participating in their 
pool. This represents the beneficial effect of 
coordinating one’s attacks and defense with 
others. Individuals that pool their psionics 
must physically be within 120 feet of each 
other. Intervening obstacles such as walls 
do not adversely affect the link; however, 
all participants in a pool must be within the 
required range for their chosen attack modes.

Attacking a Non-psionic 
Creature
Psionic Blast is the only attack that can be 
used against the psionically insensitive mind 
of a non-psionic. When attacked, the victim 
is allowed a saving throw. Despite the fact 
that psionics are not magic, their effects are 
similar, and the save versus magic (with 
Wisdom bonuses applied) is applicable. Magic 
resistance, however, has no effect on psionic 
effects.

When Psionic Blast is used as an attack against 
a psionic, this attack is similar to the other 
psionic attack forms in that it occurs at a rapid 
speed, up to 10 times in a combat round. 
However, when used against non-psionics, 
due to the insensitivity and relative slowness of 
the neurons in the “potential” psionic area of 
their minds, the Psionic Blast has only a single 
effect per combat round and requires only a 
single saving throw. Failure of the save causes 
the victim to roll on Table 6. Consequence of 
Loss of a Psionic Battle table.

defenseless, this necessitates a roll on Table 
6. Consequence of Loss of a Psionic Battle. 
Bob cannot participate in any further psionic 
battle. It is possible for him to be attacked 
again, however, forcing him to roll again on 
the Consequence of Loss Table in later combat 
rounds should he survive. Theodore’s CPAPs is 

220 - 110 (damage) - 100 (base 
cost). 
His CPAPs is now 10. Both Frederick and 
Theodore are currently considered Weak 
Psionics.

Psionic Combat

Group Psionic Combat
Psionic individuals may decide to attack and 
defend in unison, as “one-mind” against a 
single opponent or against multiple opponents. 
This is called a mind-link or pooling. Each 
individual who participates in a mind-link 

Theodore
the Thief
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Optional Rules

The following Optional Rules will slow down 
game play because you will need to consult 
tables during psionic combat. However, they 
do retain more of the old-school feel. A GM 
who uses Optional Rule 1 or 2, may also want 
to use Optional Rule 4.  Otherwise, he retains 
the Psionic Combat System’s base assumption 
that the 10 mental combat exchanges within 
a combat round utilize the same attack and 
defense modes for each exchange.

GM’s Optional Rule 1: 
Best Attack Versus a 
Defense
Certain attacks are more effective and 
damaging against particular defenses. Please 
refer to the following table:

mode, the opponent’s PAP reduction is increased 
50%. (This does not apply to the PAP reduction 
from defending, only to the PAP reduction from 
losing in a combat round). If Optional Rule 3 is 
used, the chance of instant death from Psychic 
Crush receives an additional 5% adder. A GM who 
uses this rule may also want to use Optional Rule 4.

GM’s Optional Rule 2: 
Best Defense Versus an 
Attack
Certain defenses are more effective against 
particular attacks. Please refer to the following 
table:

Table 8. Best Defense Mode Versus a 
Psionic Attack Mode

Opponent’s 
Defense Mode

Best Attack Mode to 
Use

Mind Blank Ego Whip

Thought Shield Psionic Blast

Tower of Iron 
Will

Mind Thrust

Intellect Fortress Id Insinuation

Mental Barrier Psychic Crush

Opponent’s Attack 
Mode

Best Defense Mode 
to Use

Psychic Crush Thought Shield

Id Insinuation Mind Blank

Ego Whip Mental Barrier

Mind Thrust Intellect Fortress

Psionic Blast Tower of Iron Will

Table 7. Best Attack Mode Versus a 
Psionic Defense Mode

When a defender uses the defense mode that 
is shown as the best versus the opponent’s 
attack mode, the defender receives only half 
(50%) of the normal PAP reduction. (This does 
not apply to the PAP reduction from defending, 
only to the PAP reduction from losing in a 

When an attacker uses the attack mode that is 
shown as the best versus the opponent’s defense 
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combat round). If Optional Rule 3 is used, the 
chance of instant death from Psychic Crush is 
reduced to zero (0%). A GM who uses this rule 
may also want to use Optional Rule 4. 

GM’s Optional Rule 3: 
Psychic Crush Can Kill 
Instantly
When an attacker uses Psychic Crush, there 
is a 10% chance the attack instantly kills the 
victim. This increases by 5% for each Psionic 
Strength Rating (see Table 5: Psionic Strength 
Ratings and Roll Modifier) the attacker is 
above Average.  This decreases by 5% for each 
Psionic Strength Rating the defender is above 
Average.

GM’s Optional Rule 4: 
The Psionic Combat Roll: 
Ten d20 Rolls Rather 
Than One 
The base combat system does NOT provide 
an individual, blow-by-blow, account of the 10 
mental combat exchanges that occur within a 
combat round. The 1d20 Psionic Combat Roll 
is used to determine the combined final result 
of those 10 exchanges. The GM may allow 
players to roll 10 separate d20’s, one for each 
mental combat exchange, to be compared 
individually against the 10 separate d20’s of 
their opponents. This works best if the GM has 
chosen to include either Optional Rule 1 or 2 
as part of their game. It also is recommended 
for those who, frankly, enjoy rolling the dice!

Optional Rules

Ygge the
Intellect
Devourer
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Appendix 1 - 
Example: A Psionic Uses 

Nogget the Shadow (PAPs 112) decides 
to attack Frederick the Rich (PAPs 266). 
Frederick sees Nogget coming and attacks 
him psionically before Nogget gets close 
enough to use his chilling touch attack. Nogget 
decides to defend only because he is unsure 
of Frederick’s power and hopes he can survive 
Frederick’s attacks. Please refer to Figure 2. 

Frederick attacks with Mind Thrust and 
defends with Intellect Fortress. Nogget only 
defends with Mind Blank. Frederick rolls 
16, and adds +2 for being Strong. His total 
modified roll is 18. Nogget rolls 13, adds 
+0 for being Average, and adds +5 for only 
defending. His total modified roll is 18. 
Frederick ties Nogget (18 versus 18). Frederick 
subtracts 100 PAPs base cost for engaging 
in psionic combat, attacking and defending. 

The Defend Only Option 

Nogget subtracts 20 PAPs base cost for only 
defending. At the conclusion of the first 
combat round, Frederick’s Current Psionic 
Ability Points (CPAPs) total is 

266 - 0 (damage) - 100 (base cost).
His CPAPs is now 166. Nogget’s CPAPs is 

112 - 0 (damage) - 20 (base cost). 
His CPAPs is now 82. 

For the next combat round, Nogget continues 
to defend only. Frederick attacks with Psionic 
Blast and defends with Mind Blank. Frederick 
rolls 6, and adds +0 for only being Average 
(currently) in psionic strength. His total 
modified roll is 6. Nogget rolls 14, subtracts 
5 for being Weak (currently), and adds +5 for 
only defending. His total modified roll is 14. 

Figure 2 (Round 1)

Figure 2 (Round 2)
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Nogget successfully defends against Frederick 
(14 versus 6). Frederick subtracts 100 PAPs 
base cost for engaging in psionic combat, 
attacking and defending. Nogget subtracts 
20 PAPs base cost for only defending. At 
the conclusion of the second combat round, 
Frederick’s Current Psionic Ability Points 
(CPAPs) total is 

166 - 0 (damage) - 100 (base cost). 
His CPAPs is now 66. Nogget’s CPAPs is 

82 - 0 (damage) - 20 (base cost). 
His CPAPs is now 62.

For the next combat round, Nogget continues 
to defend only. Frederick opts to attack with 
Psionic Blast and defend with Mind Blank 
again. Frederick rolls 4, and subtracts 5 for 
being Weak (currently) in psionic strength. 
His total modified roll is -1. Nogget rolls 8, 
subtracts 5 for being Weak (currently), and 
adds +5 for only defending. His total modified 
roll is 8. Nogget successfully defends against 
Frederick (8 versus -1). Frederick subtracts 100 
PAPs base cost for engaging in psionic combat, 
attacking and defending. Nogget subtracts 
20 PAPs base cost for only defending. At 
the conclusion of the third combat round, 

Frederick’s Current Psionic Ability Points 
(CPAPs) total is 

66 - 0 (damage) - 100 (base cost). 
His CPAPs is now -44; so he is a defenseless 
psionic and stops attacking. Nogget’s CPAPs is 

62 - 0 (damage) - 20 (base cost). 
His CPAPs is now 42. Nogget abandons 
psionic combat and flies towards Frederick to 
engage in physical melee combat. (He may do 
so because Frederick can no longer psionically 
attack.)

Appendix 1

Figure 2 (Round 3)
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Appendix 2 - 
Example: Multiple Psionics 
Use Defenses That Protect 

Multiple People

This example is similar to the one in the text in 
the section Combat Involving Multiple Psionic 
Opponents. However, this case will differ from 
that one. The difference is that Bob the Thief 
will use Tower of Iron Will to extend additional 
psionic defense to his buddy, Theodore.

Please refer to Figure 3. Frederick (PAPs 266) 
is fighting 2 psionic thieves, Bob (PAPs 128) 
and Theodore (PAPs 220) in psionic combat. 
Frederick opts to attack with Psionic Blast 
and defend with Mind Blank. Bob chooses to 
attack with Ego Whip and defend with Tower 
of Iron Will, extending this protection to his 
accomplice, Theodore. Theodore decides to 
attack with Id Insinuation and defend with 
Thought Shield. Each combatant rolls 1d20 
for their Psionic Combat Roll (PCR) and adds 
their modifiers as follows: Frederick rolls 
15, and adds +2 for being Strong. His total 
modified roll is 17. Bob rolls 18, and adds +0 
for being Average. His total modified roll is 
18. Theodore rolls 2, and adds +0 for being 
Average. His total modified roll is 2. Bob 
defeats Frederick (18 versus 15), so Frederick 
takes 10d20 PAPs reduction. Frederick used 
Psionic Blast which potentially harms Bob 
and Theodore. As already stated, it didn’t 
harm Bob, but did it harm Theodore? Despite 
Theodore’s adjusted Psionic Combat Roll of 

2, he is not harmed by Frederick, because 
Bob’s Tower of Iron Will is protecting him (and 
Bob’s PCR was 18). However, this does not 
mean that Theodore defeats Frederick, only 
that Theodore takes no PAPs reduction from 
“losing”.

Figure 3: Multiple Psionics Use 
Defenses That Protect Multiple 
People
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Appendix 3 - 
Example: Multiple Psionics 

Use Pooled Attacks

Kalak the Minotaur has befriended the 
escaped, royal, griffon, Valiant, that lives near 
his hut. He had found the griffon residing in an 
eyrie on the cliffs above his village. Kalak has 
plans to one day make the griffon his steed.

One day, while visiting Valiant (PAPs 170) 
to deliver some fresh food, Kalak (PAPs 114) 
is psionically attacked by Ygge, the Intellect 
Devourer (PAPs 200), that has wandered into 
the area. Kalak is surprised to discover that the 
Griffin is psionically contacting him to pool 
their attacks. So Kalak and Valiant pool their 
attacks against Ygge. Please refer to Figure 4. 
Ygge attacks both of them with Psionic Blast 
and defends with Mental Barrier. Kalak attacks 
with Mind Thrust and defends with Mind 
Blank. Valiant attacks with Id Insinuation and 
defends with Tower of Iron Will, extending 
protection to Kalak. Kalak’s Psionic Combat 
Roll (PCR) is 15. Since he is pooling his attack 
with Valiant, he receives +2 to his PCR, one 
point for each psionic in the pool (himself and 
Valiant). Kalak’s modified PCR is 17. Valiant’s 
PCR is a 16. He also receives +2 bonus for 
pooling, so his modified PCR is 18. Ygge’s 
modified PCR is 15, so he takes 10d20 + 
10d20 PAPs reduction, that is, 10d20 for each 
combatant to whom he lost. Additionally, all 

take 100 PAPs reduction for participating in 
psionic combat. Unfortunately for Ygge, at the 
end of this combat round he is at -102 PAPs, 
so he rolls on Table 6. Consequence of Loss of 
a Psionic Battle. Since he rolls 11, he flees at 
high speed from Kalak and Valiant. Luckily for 
him, Kalak and Valiant quit psionic battle and 
let him flee.

Figure 4: Multiple Psionics Use 
Pooled Attacks
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Appendix 4 - 
Example: A Psionic Protects 

A Non-Psionic

Nogget the Shadow (PAPs 112) has captured 
and caged a house cat which he is examining. 
Ygge the Devourer of Intellect (PAPs 200) 
attacks Nogget and the cat with Psionic Blast. 
He defends with Mind Blank. Nogget, not 
wanting his cat mentally damaged, uses Tower 
of Iron Will to defend both himself and the cat. 
He also attacks with Ego Whip. Please refer to 
Figure 5. 

Each combatant rolls 1d20 for their Psionic 
Combat Roll (PCR) and adds their modifiers as 
follows: Ygge rolls 15, and adds +0 for being 
Average. His total modified roll is 15. Nogget 
rolls 18, and adds +0 for being Average. His 
total modified roll is 18. Nogget defeats Ygge 
(18 versus 15), so Ygge takes 10d20 PAPs 
reduction. Since the cat was protected by 
Nogget’s psionic defense and Nogget won, the 
cat does not have to defend against the attack 
by Ygge. (The cat, a non-psionic, would have 
had to make a successful saving throw versus 
magic if Nogget hadn’t protected him, because 
Psionic Blast affects even non-psionics in the 
area of effect.)

Figure 5: Psionic Protects Non-Psionic

Nogget the
Shadow
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Appendix 5 - 
Example: Two Psionics 
Protect a Non-Psionic

Frederick the Rich happens upon the situation 
described in Appendix 4. He sees his poor cat 
has been trapped by the Shadow, and assumes 
the Intellect Devourer is attacking them 
both. Frederick decides to defend only using 
Intellect Fortress. He extends his defense to 
protect himself and his captured cat (but not 
the Shadow). 

Please  refer to Figure 6.  Nogget the Shadow 
uses Tower of Iron Will to defend both himself 
and the cat from Ygge. He also attacks with 
Ego Whip. Ygge attacks Nogget and the cat 
with Psionic Blast. He defends with Mind 
Blank. Nogget’s modified Psionic Combat Roll 
(PCR) this time is a 2. Ygge’s modified PCR is 
a 12. Frederick’s modified PCR is 16. Frederick 
successfully defends himself and his cat 
against Ygge. Nogget loses to Ygge and takes 
10d20 PAPs reduction. However, the cat he 
was protecting was successfully protected by 
Frederick, so the non-psionic cat still does not 
have to defend against Ygge. (The cat, a non-
psionic, would have had to make a successful 
saving throw versus magic if both Nogget and 
Frederick failed their attempts to protect him, 
because Psionic Blast affects even non-psionics 
in the area of effect.)

Figure 6: Two Psionics Protect 
Non-Psionic
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Appendix 6 - 
The Optional Psionicist 

Class

Some GM’s may want to introduce the 
Psionicist as a character class. Psionicists are 
psionic individuals who train and practice their 
mental abilities. These devoted practitioners 
enhance their natural psionic ability through 
regular, rigorous psionic exercise. At the GM’s 
option, individuals that choose Psionicist 
as a class, rather than remaining a psionic 
individual of a standard class may receive an 
additional Psionic Combat Roll bonus of +1 
per Psionicist Class Level to a maximum of 
+10. (After 10th level, no additional benefit 
is gained.) They also receive an additional 10 
PAPs per Psionicist level beyond their natural 
PAP total, provided they daily maintain their 
mental training regimen.

Additionally, Psionicists can assist non-psionics 
in discovering their latent psionic ability, and 
unlocking their mental powers. See section: 
Psionic Ability, Is My Character Psionic?

Psionicists may use any weapons and wear any 
armor, except they may not use lead helmets 
(which would block their abilities). They may 
use magical items normally available to the 
fighter class. Proficiencies are gained as per 
the fighter class, also.

The following table describes Psionicist levels 
and advancement:

Frederick the Rich
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OSRIC Open license:

Terms used herein are as defined in the OPEN GAME LICENSE Version 1.0a promulgated by Wizards of the Coast, Inc. Open Game Content may only be 

Used under and in terms of the Open Game License.

Subject to the other terms of this license, you may do the following:

1. Distribute this document for free or for profit, provided that no change or addition is made other than adding your name as publisher if the product is 

distributed in print, other than by print on demand.

2. Refer in your own products to the name of this document, and indicate compatibility with the OSRIC system.

3. Produce content that is derivative of the “Licensed IP” material in this document, provided that your product is not a complete game.

4. Include quotations from the rules set forth in the OSRIC system, provided that such quotes do not individually exceed 100 words or collectively 

comprise more than 10% of your product.

5. Identify parts of your Product Identity as “OSRIC™ Open Content” that may be used by other OSRIC publishers, but only OSRIC publishers, as if it 

were Open Game Content. Note that Open Game Content may not be limited to OSRIC publishers, only Product Identity.

6. Identify parts of your Product Identity as “OSRIC™ Reference Content,”in which case other publishers may refer to the OSRIC Reference Content 

provided that they identify the source of the reference (your work) and note on the cover of their product that your product is required in order to use 

their product.

7. If a publisher fails to identify OSRIC Open or Reference content, that content will be considered Product Identity, assuming that it is valid Product 

Identity under the OGL .

If you do any of the foregoing, you must:

1. Comply with the terms of the Wizards of the Coast (“WOTC”) Open Game License with respect to any use of Open Game Content.

2. Not violate or infringe upon any trademark of WOTC (moreover, note that the OGL currently prohibits any indication of compatibility with a trademark 

without written permission).

3. Include the following text prominently on the cover or cover page of your product:

This product uses the OSRIC™ System (Old School System Reference and

Index Compilation™). The OSRIC system text may be found at http://www.

knights-n-knaves.com/osric. The OSRIC text is copyright of Stuart Marshall.

“OSRIC” and “Old School Reference and Index Compilation,” are trademarks of Matthew Finch and Stuart Marshall and may be used only in accordance 

with the OSRIC license. This product is not affiliated with Wizards of the Coast.

Complimentary copies of OSRIC material need not be sent to the authors, but it would be nice.

“Licensed IP” means: all of the material herein, with the exception of the artwork, trademarks, and title.

Under no circumstance should this license be construed to violate the terms of the Open Game License, and any term that violates the Open Game 

License is to be construed as closely as possible to the original intent within the terms of the Open Game License.

Licensing Information
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Open Game license Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative Material” 

means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, 

addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 

“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open Game Content” means 

the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is 

an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered 

by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means 

product and product line names, logos and identifying marks including trade dress; artefacts; creatures characters; stories, storylines, plots, thematic 

elements, dialog, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and 

other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special 

abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any 

other  trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the 

Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products 

or the associated products contributed to the Open Game License by the Contributor (g) “Use”,”Used” or “Using” means to use, Distribute, copy, 

edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this 

agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under 

and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this 

License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-

exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are 

Your original creation and/or You have suffi cient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of 

any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to 

the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 

another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with 

any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent 

Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a 

challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest 

in and to that Product Identity.
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8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game 

Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorised version of this 

License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written 

permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content 

due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 

becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it 

enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System Reference Document copyright 2000, Wizards of the Coast, Inc.; Authors 

Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.

OSRIC copyright 2006-08 by Stuart Marshall, adapting material prepared by Matthew J. Finch, based on the System Reference Document, inspired by the 

works of E. Gary Gygax, Dave Arneson, and many others.

The following material was adapted back to the 1e system from the Tome of Horrors copyright 2002 by Necromancer Games, Inc: Aerial Servant from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material by E. Gary Gygax, Al-

Mi’Raj from the Tome of Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material by 

Roger Musson, Amphisbaena from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. 

Gary Gygax, Axe Beak from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary 

Gygax, Aurumvorax from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary 

Gygax, Babbler from the Tome of Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material 

by Jeremy Goodwin and Ian McDowell, Bat, Mobat from the Tome of Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and 

Clark Peterson based on original material by E. Gary Gygax, Beetle, Giant Boring from the Tome of Horrors copyright 2002 by Necromancer Games, Inc 

author Scott Greene based on original material by E. Gary Gygax, Beetle, Death Watch from the Tome of Horrors copyright 2002 by Necromancer Games, 

Inc authors Scott Greene and Clark Peterson based on original material by E. Gary Gygax, Beetle Giant Rhinoceros from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Blindheim from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original material by Roger Musson, Brownie from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Carbuncle from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by Albie Fiore, Caryatid Column from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by Jean Wells, Caterwaul from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by Albie Fiore, Coffer Corpse from the Tome of Horrors copyright 2002 by 
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Necromancer Games, Inc author Scott Greene based on original material by Simon Eaton, Crabman from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc authors Scott Greene and Erica Balsey based on original material by Ian Livingstone, Crypt Thing from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Roger Musson, Dakon from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc author Scott Greene based on original material by Ian McDowell, Dark Creeper from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc author Scott Greene based on original material by Rik Shepard, Dark Stalker from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original material by Simon Muth, Demon, Alu- from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Demon, Cambion from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Disenchanter from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by Roger Musson, Dracolisk from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Executioner’s Hood from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Eye of the Deep from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Flind from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Fly, Giant from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Gargoyle from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material by E. Gary Gygax, Gorgimera from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Groaning Spirit from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material by E. Gary Gygax, Jackalwere from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Leech, Giant from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Leprechaun from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Lurker Above from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Mongrelman from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Necrophidius from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Simon Tilbrook, Nereid from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Nilbog from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Roger Musson, Phantom from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Harold Johnson and Tom Moldvay, Piercer from the Tome 

of Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material by E. Gary Gygax, Poltergeist 

from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Lew Pulsipher, Quickling from 

the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Rot Grub from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc authors Scott Greene and Clark Peterson based on original material by E. Gary Gygax, 

Shedu from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Skeleton 

Warrior from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Nigel Morgan, Slithering 

Tracker from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Slug, 

Giant from the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Sprite from 

the Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Squealer from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Stunjelly from the Tome 

of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Tick, Giant from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Trapper from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material be E. Gary Gygax, Troll, Ice from the Tome of Horrors 
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copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Russell Cole, Troll, Giant Two Headed from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Oliver Charles McDonald, Vilstrak from the Tome 

of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Volt from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Jonathon Jones, Vulchling from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax, Yellow Musk Creeper from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Albie Fiore, Yellow Musk Zombie from the Tome 

of Horrors copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by Albie Fiore, Yeti from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Green based on original material by E. Gary Gygax, Zombie, Juju from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene based on original material by E. Gary Gygax. OSRIC Chapter I copyright 2006-08 by 

Stuart Marshall. OSRIC Chapter II copyright 2006-08 by Stuart Marshall. OSRIC Chapter III copyright 2006- 08 by Stuart Marshall, Trent Foster, James 

Boney and Vincent Fruge. OSRIC Chapter IV copyright 2006-08 by Stuart Marshall, Trent Foster, James Boney and Vincent Fruge. OSRIC Chapter V 

copyright 2007-08 by Stuart Marshall, Chris Hopkins, James Boney, Robert Ross, Jeremy Goehring, Mike Davison, Daniel Proctor, B. Scot Hoover, Chris 

Cain, Bill Silvey, Floyd Canaday, Vincent Fruge and Matthew James Stanham. OSRIC Chapter VI copyright 2007-08 by Stuart Marshall, Daniel Proctor and 

Vincent Fruge . OSRIC appendices copyright 2006-08 by Stuart Marshall and James D. Kramer.

End of License

All artwork, formatting, and text of this product is Product Identity. 
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Consequence of Loss of a Psionic Battle (1d20)

Permanently Babbles - Victim speaks randomly 
and continuously in a stream-of-consciousness 
manner without ever stopping. Victim is incapable 
of coherent speech.

Permanently Blinded - Victim cannot see.

Brain death - Victim’s brain neurons are all dead. 
His soul (or spirit) departs his body immediately. 
The victims’ body may survive 1d6 days before 
death of the body.

Coma for 1d6 weeks - Victim’s brain neurons have 
sustained trauma. He will remain unconscious 
until they heal. Without another person to feed 
and nourish him, he will die.

Stunned for 1-8 turns - Victim is reeling and unable 
to act.

Berserk for 2-12 rounds - Victim physically attacks 
all nearby creatures mercilessly and furiously. 
Enemies are ignored unless there are no allies 
nearby to attack.

Feebleminded - Refer to the the magic-user spell 
for details.

Short-term Insanity - Victim will continuously see 
and fully believe illusionary monsters and hear 
non-existent whisperings. 

Permanently insane - The condition described 
above remains indefinitely. However, the victim 
may be still be healed of this condition by magic.

1.

2.

3.

4.

5.

6.

7.

8.

9.

Psionic Strength Rating Psionic Combat Roll Modifier

< 1 Defenseless 
Psionic

Automatic Failure

1 - 99 Weak -5

100 - 235 Average +0

236 - 275 Strong +2

276 - 325 Exceptional +5

> 325 Awesome +10

Fear - Victim will cower from all beings, often 
taking a fetal position. 

Panic - Victim will flee for 1-10 turns without 
stopping.

Permanent Deafness - Victim cannot hear.

Amnesia - Victim suffers serious memory loss 
which may include details of their personal 
identity, knowledge, and history.

Ethos Change - Victim suffers alteration within his 
super-ego resulting in totally different, random 
alignment.

Neurosis - Victim develops habitual dysfunctions 
or minor phobias (DM’s discretion).

Psychosis - Victim develops serious mental 
dysfunctions or major phobias (DM’s discretion).

Schizophrenia - Victim’s psyche splits into 1d20 
multiple personalities.   

Permanent loss of 1 attack mode and roll again (1 
to 17 valid)

Permanent loss of 1 defense mode and roll again 
(1 to 17 valid)

Permanent loss of 2d10 PAPs and roll again (1 to 
17 valid)

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

Psionic Strength Ratings and Roll Modifiers
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Round  ________




