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3 Introduction

About GURPS
Steve Jackson Games is committed to

full support of the GURPS system. Our
address is SJ Games, Box 18957, Austin, TX
78760. Please include a self-addressed,
stamped envelope (SASE) any time you
write us! Resources include:

Pyramid (www.sjgames.com/pyramid/).
Our online magazine includes new GURPS
rules and articles. It also covers Dungeons
and Dragons, Traveller, World of Darkness,
Call of Cthulhu, and many more top games
– and other Steve Jackson Games releases
like In Nomine, Illuminati, Car Wars,
Toon, Ogre Miniatures, and more. Pyramid
subscribers also have access to playtest files
online!

New supplements and adventures.
GURPS continues to grow, and we’ll be
happy to let you know what’s new. For a cur-
rent catalog, send us a legal-sized or 9”×12”
SASE – please use two stamps! – or just visit
www.warehouse23.com.

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

Gamer input. We value your comments,
for new products as well as updated printings
of existing titles!

Internet. Visit us on the World Wide
Web at www.sjgames.com for errata,
updates, Q&A, and much more. GURPS
has its own Usenet group, too:
rec.games.frp.gurps.

GURPSnet. This e-mail list hosts much
of the online discussion of GURPS. To join,
send e-mail to majordomo@io.com with 
“subscribe GURPSnet-L” in the 
body, or point your web browser to 
gurpsnet.sjgames.com.

The GURPS Psionics web page is
www.sjgames.com/gurps/books/psionics/.

Page References
Rules and statistics in this book are

specifically for the GURPS Basic Set,
Third Edition. Any page reference that
begins with a B refers to the GURPS Basic
Set – e.g., p. B102 means p. 102 of the
GURPS Basic Set, Third Edition.

T elepathy. Teleportation. ESP. The powers of the mind . . . Once the stuff of
superstition, these abilities are now a recognized part of science fiction,
and many serious researchers are working to prove that they are real.

This book owes a great debt to the scores of science fiction writers who
developed and codified the concept of psionics, John Campbell’s name for the
mighty science of mind that would come into being when these powers were
understood as thoroughly as electronics or nuclear physics.

GURPS Psionics is designed for flexibility – it lets you create anything
from the superminds of science fiction to psis with the more fickle powers of
the “real world.” It will let you add psionic powers to a multitude of possible
worlds, from four-color comics to the depths of space and the dark fantasies of
modern horror.

As well as making this a useful sourcebook for existing campaigns, I’ve also
tried to show that psi can be the focus of an adventure, rather than just another
superpower. Why not explore the mysteries of the human mind, the enigmatic
astral plane, or the depths of a sleeper’s dreams? The world of the Phoenix
Project described in Chapter 8 presents some of these possibilities.

Welcome to the realms of the mind! – David L. Pulver
About the Author

David L. Pulver grew up in Canada, England, and New Zealand. He has
been a science fan for most of his life, and an avid gamer since 1978. He began
writing in 1988, and is the author of over 50 RPG books, including Transhuman
Space and GURPS Ultra-Tech. David presently lives in Victoria, British
Columbia. He has yet to manifest any major psionic abilities.

pyramid.sjgames.com
www.warehouse23.com
www.sjgames.com
mail.sjgames.com/mailman/listinfo/gurpsnet-l/
mail.sjgames.com/mailman/listinfo/gurpsnet-l/
www.sjgames.com/gurps/books/psionics/


(Telepathy Power + Mind Shield skill) or (Will+10), whichever is
better, vs. his (attacking Power + attacking Skill). Even if you lack
a Mind Shield, you can try to evict an intruder in this way – roll
vs. Will+10; if so the attempt counts as your action for the turn.

If you win, you drive the intruder out of your mind, and he
will suffer the normal repeated-attempt penalties if he tries to
return.

But if you lose, the enemy psi is in your mind for as long as
he maintains his attacking skill. If you want to keep your
thoughts a secret, you must make an IQ+4 (or Mind Block+4)
roll to control your own thoughts, or you will immediately think
of whatever it is you fear he is trying to learn – which can give
your secrets away even to an unskilled attacker. If the enemy
stays in your mind for long, your chance of keeping your secrets
will decrease: see the Mind Block skill (p. 100) for details.

Mindswitch "n/a Prerequisite: Telereceive-14+
and Telesend-14

This ability enables you to switch your mind with a sub-
ject’s, and vice versa. It may only be used after you have
already made contact with the subject’s mind using Telereceive.
If successful, Mindswitch always costs both bodies 3 fatigue!

To use Mindswitch, take the Concentrate maneuver. At the
beginning of your next turn, roll a Quick Contest of your
Mindswitch skill vs. the subject’s Will+5. A Mind Shield does
not protect, since it has already been penetrated. If you win the
contest, your mind enters the subject’s body, and the subject’s
mind enters yours. If you make the skill roll but lose the con-
test, the subject will be aware of a “presence” in his mind.

Mindswitch is permanent – the only way to return to your
body is to Mindswitch back. However, a critical failure on any
Mindswitch attempt prevents you ever trying to switch into that
body again – which may lock you out of your original form.

A person in a new body has that body’s ST, DX, HT and all
its physical advantages and disadvantages. He does not get the
body’s IQ, mental advantages and disadvantages, skills, or psi
powers – he retains his own. (Exception: Combat Reflexes will
be retained if either the mind or the body had the advantage!)

All mental and psi skills remain unchanged, but all physi-
cal skills are based on the new body’s DX or HT. Thus, if
someone with DX 11 and Broadsword-13 switched into a body
with DX 15, he would now have Broadsword-17, since the new
body has a DX 4 points higher.

Until the switcher becomes used to his new body, DX-and
HT-based skills are temporarily reduced: -3 for the first hour, -2
until a day has passed, and -1 until a week has passed.

You can Mindswitch into an animal’s body, providing it
has IQ 5 or better. If a person switches into a body with a lower
starting IQ, the GM may reduce the higher IQ by half the dif-
ference between the average intelligence of the races, and vice
versa. Example: human starting IQ is 10; an average wolf has
IQ 6, so the difference is IQ 4. If an IQ 13 man’s mind is trans-
ferred into a wolf’s body, his intelligence will drop by half of
that normal difference, to IQ 11. Similarly, the wolf-mind now
has the potential to gain 2 points of intelligence from the human
brain. Any increase in IQ should be gradual (one IQ per week).
A decrease in IQ will be instant.

If a character’s point total increases as the result of a
Mindswitch and he decides to remain in his new body, any
points earned must first go to paying off the difference.

Special Limitation: The psi can only transfer to one specific
body (e.g., a pair of telepathic twins who can shift their minds
around, or a person who can swap minds with his animal com-
panion). -50%.

Mindsword "n/a Prerequisite:
Mental Blow 12+

You can create a visible blade of concentrated mental ener-
gy. To do so, take the Concentrate maneuver. At the beginning
of your next turn, roll against Mindsword skill (the only modi-
fiers that apply are those for Multiple Feats, p. 7). If you suc-
ceed, the Mindsword appears in your hand. It vanishes immedi-
ately if dropped; otherwise no concentration is required to
maintain the Mindsword, but a new skill roll is required each
minute. If the roll fails, the user can try again with the usual
penalty and fatigue cost for Repeated Attempts.

The Mindsword is used exactly like a melee weapon – use
Force Sword skill to wield it. Determine damage from the
Weapon Damage Table in the Basic Set, basing damage on the
wielder’s Telepathy Power in place of ST. The user can thrust
or swing: it does thrusting damage as actual impaling injury, or
swinging damage to fatigue, like a Mental Blow.

A Mindsword’s blow can be Dodged, but not Blocked.
Only another Mindsword can parry it. Normal weapons (even
energy blades like Force Swords) are useless. However, a
Mindsword cannot parry a normal weapon either, only another
Mindsword. Similarly, normal PD and DR (or Toughness) give
no protection against a Mindsword. A Mind Shield has DR
equal to half its Power. Psionic Resistance has DR equal to half
its level.

A Mindsword can reach into or out of the astral plane, at -5 to
hit. An astral entity uses its astral PD and DR against the blade.

The wielder of a Mindsword may aim at specific hit loca-
tions, at the usual penalties: blows to the vitals do double dam-
age after DR, and strikes at the brain do triple damage, while
blows to the limbs may numb (if fatigue damage is over half
ST) or cripple (from HT damage), but limb damage in excess of
half HT (or half ST) is lost.

Note to GMs: This power is definitely cinematic, if not
actually “comic book.” It’s out of place in a hard-science cam-
paign, and may be dropped.

Mindwipe "n/a Prerequisite: Telesend and
Telereceive at 12+

This is the ability to edit or remove a subject’s memories.
To try it, the telepath must have already entered the subject’s
mind using Telereceive. Most attempts take at least an hour of
solid concentration; if you are interrupted and fail a Will-3 roll,
you must start again. Mindwipe is always resolved as a Quick
Contest between your Mindwipe skill and the subject’s Will
(once per hour for long processes). If the user fails, the subject
will be aware that someone is trying to tamper with his mind. If
the user succeeds several times but then fails, the subject’s
memory will reappear in 3d days.

Since it takes so long, Mindwipe is best performed on a
subject who is sleeping or restrained. The time required to do
(or undo) a memory change, or to find traces of a change in the
subject’s mind, varies with the complexity of the change. The
more subtle the change, the harder it is to make, repair or find:

Delete all the subject’s memories permanently (leaving a
babbling idiot): 1 hour.

Delete all the subject’s memories, but in such a way that
they could be restored: 2 hours.

Delete all the subject’s memories but retain skills and abili-
ty to function day-to-day (a classic amnesia victim): 4 hours.

Delete a group of memories (e.g., several weeks of time): 3
hours.

Replace a group of memories with a false memory: 5 hours.
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47 Psychic Phenomena

Triggering Events
Uncontrollable psi can be triggered by

any of the following stressful events:
A psi suffers an emotional shock. In

game terms, this includes failure of a
Fright Check, the death of a Dependent,
being exposed to a phobia and similar sit-
uations. However, a happy shock, such as
a roomful of people yelling “Surprise!” on
the psi’s birthday, could also be a trigger.

The psi fails a Will roll to control a
disadvantage like Bad Temper or Berserk.

The psi is in danger, or someone he
cares about is threatened.

The psi has a nightmare.
The psi is engaged in sexual activity.
The psi is intoxicated or drugged,

especially if hallucinating.
Under any of these circumstances, a

psi with an uncontrollable ability should
make a Will roll to avoid triggering it.

Out of Body
Experiences

An out of body experience is a sponta-
neous case of astral projection. The char-
acter finds himself outside his body, often
looking down on it. “OOBEs” are related
to crisis apparitions. Although they some-
times occur in dream or trance-states, they
most often take place during death or
near-death experiences (sidebar, p. 48).
Dying seems to serve as a catalyst for psi
abilities!

A dying person will sometimes find
himself drawn upwards into a “tunnel,”
toward a “white light.” He may even hear
voices or see images associated with dead
relatives or friends, or may simply hover
over his body while doctors struggle to
repair it, snapping back into it when they
are successful.

In game terms, most OOBEs are an
example of spontaneous astral projection.
A character with latent ESP abilities has
them activated in a crisis point (see Latent
Powers, p. 86). The “tunnel” experience
associated with a narrow escape from
death may simply be a physiological reac-
tion to death or a flashback to the birth
canal unrelated to astral projection, or
could represent the character finding his
way into the inner astral plane.

On the other hand, it could be some-
thing more . . .

Some possibilities:
A buried trauma or psychosis is calling attention to itself through psi.
A frightened or intimidated person is subconsciously reaching out for help

by trying to attract attention.
The psi is going through hormonal changes at puberty, or is sexually

repressed.
The psi has a difficult personal life, and is unconsciously “striking back”

through psi.
The psi is dead, and died in the grip of some strong emotion – see Ghosts,

p. 49.

For example, Eric is a teenage pyrokinetic who has burned down three
orphanages in as many months. The PCs investigate the mysterious fires and
trace the cause to Eric. Probing his origins, they discover he lost his parents in a
fiery auto crash. He was pulled unharmed from the burning wreckage, but was
only an infant and does not consciously remember the accident or his parents.
But Eric has been having nightmares about the accident, and with his psi powers
triggered by the onset of puberty, the buried trauma has manifested as pyrokinet-
ic activity. The investigators could use Telereceive, Dreamshaping (p. 65), or
conventional detective work to discover his condition, then provide counselling
and teach him to control his abilities, enabling him to buy off his limitations.

Poltergeists
Poltergeist means “noisy ghost,” but few parapsychologists believe there is

anything supernatural about them.
Poltergeist effects are random psychokinetic manifestations brought on by

disturbed psis who are (usually) unaware of what they do, or at least how they
are doing it. Psychic researchers often refer to poltergeist phenomena as
“RSPK,” or recurrent spontaneous psychokinesis.

Poltergeist effects typically manifest out of sight of observers, with only
their results (loud noises, or the residue of damage) visible. Poltergeist manifes-
tations have the normal Power of the source character, and are thus limited in
range and effect. This usually means either that the source can be found in close
proximity to the point of manifestation . . . or that he’s extremely powerful.
Manifestations are usually cryokinetic, photokinetic, pyrokinetic or telekinetic.

Cryokinesis might cause someone’s soft drink to freeze solid, or turn a plate
of hot food suddenly cold, or cool down a pocket of air to send a chill down
someone’s back.

Photokinetic manifestations are rarely recognized as the work of polter-
geists. The floating images or lights usually are mistaken for ghosts.

Pyrokinesis might bring a glass of milk or a pot to a boil, set fire to paper or
cause a moth to burst into flame. Some poltergeists are far more violent, and
are responsible for cases of spontaneous combustion in humans (or, more com-
monly, their clothing). A pyrokinetic poltergeist is especially dangerous, since
even non-malevolent manifestations have the potential to start a fire.

Telekinesis is the most common skill used by poltergeists. A powerful pol-
tergeist can lift up objects and move or throw them around with great violence.
But even a weak poltergeist can manifest in numerous ways with telekinesis.
TK can make tapping sounds or stack objects like match boxes, books or dish-
es. Toy cars and trains are easy to move, since they are on wheels. Dolls and
stuffed animals can be made to march about. Lights can be switched on or off,
and controls on electronic devices like radios, televisions and dishwashers can
be manipulated. Doors (and drawers) might slowly open or close on their own,
or the pages could turn in a magazine. A bystander may find his shoelaces inex-
plicably tied together.



psis, and the careful categorization of the different Powers and their associated
psi skills. An effective means of testing for psi is developed, along with a full
understanding of the genetic basis (if any) of the powers. If orthodox physics
and psionics are reconciled, technology designed to duplicate or amplify psi
abilities may be also be invented.

This premise can be used to explain the development of standard psionic
abilities in a campaign set in the future, providing a simple rationale for the
development of psi in any GURPS Space campaign at any TL. By assuming
that successful research has remained secret, GMs can also use it to explain
powerful psi abilities within a contemporary or historical setting. An example
of this is the world background in the next chapter.

Mutant Powers
If no normal humans have the potential for psionic abilities, then psis might

be mutants born with a genetic “x-factor” not found among the rest of humani-
ty. But a successful mutation could spread through the gene pool; if the psis
survive and have children, mankind could eventually evolve into a psionic
species. In fact, a campaign could be set at that “critical point,” where psi-
mutants exist in numbers large enough to threaten Homo sapiens’ dominance
(as in A. E. Van Vogt’s Slan).

Psionic mutations could be freaks of natural evolution, as in Olaf
Stapleton’s classic novel Odd John, or might be triggered by man-made cata-
strophes. This may be radiation from a nuclear war, as in John Wyndham’s The
Chrysalids, but there are many other possible mutagenic agents. These include
a genetic virus, supernova radiation, the decline of the ozone layer resulting in
increased exposure to solar flares, or even the unforeseen mutagenic properties
of food additives, drugs or chemical waste.

The concept of psi powers as mutations is very appropriate for Supers and
post-holocaust Survivors campaigns, especially if the “new humans” are
opposed by the jealous remnants of “normal” humanity.

Alien Intervention
In this campaign, extraterrestrials teach us how to properly use our psi abil-

ities. If some humans have psionic potential, the aliens may want us to join
them in mental fellowship as part of a “galactic mind.” Or there might be more
pragmatic motives behind their actions. Perhaps they want us for allies in an
interstellar war, or need human brains as living engines for their FTL drives!

Alien visitors may even find that humanity has powerful dormant abilities,
perhaps greater than their own: maybe all of humanity has an innate potential
for psi, whereas only a few special talents exist among the aliens.

If aliens can mate with humans (possible if both races sprang from com-
mon ancestors eons ago) then the half-breed children may inherit some or all of
the alien psi potential.

Another kind of alien inter-
vention is symbiosis. An alien life
form joins (mentally, physically
or both) with a human host or
partner. This may be a catalyst
creature (p. 54) which telepathi-
cally bonds with its companion.
Perhaps people with psi power
are hosts for invisible energy
beings that give them their abili-
ties while deriving mental suste-
nance from human emotions,
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Gender, Sex and Psi
Science fiction has often entertained

the idea that gender or sexual activity may
be related to psi. Some possibilities of this
sort are described below, but remember:
each is optional, and some are mutually
exclusive.

No Psionic Children: All psi powers
manifest during puberty. As a result, pre-
adolescent psis are rare or nonexistent,
and most people discover their psychic
abilities while still teenagers. This is a
stock feature of many “mutant” stories
involving psis, and works well with what
is known of poltergeist phenomena.

No Psionic Adults: Psi powers disap-
pear at puberty – only preadolescent chil-
dren have psi powers! See Timothy
Zahn’s A Coming of Age as an example of
how this might affect a society.

Gender-Based Abilities: Some or all
powers could be made gender-specific –
perhaps only males can be espers and only
females may have Teleportation, or some
such combination. This division could
apply instead to psi skills within a Power
Group – see Christopher Stasheff’s The
Warlock In Spite of Himself and sequels.
Or perhaps psi power itself is sex-linked,
so that (for instance) all psis with signifi-
cant Power are female.

Sex and Psi: Maybe sexual activity
interferes with psi powers. For instance,
12 hours of abstinence are required to use
psi without penalty; any sexual activity
results in a -4 penalty to all psi skills, a
result of increased hormonal levels inter-
fering with the centers of the brain gov-
erning psi. This may explain the vows of
certain mystic orders, and the legend that
witches who lose their virginity also lose
their powers! See Marion Zimmer
Bradley’s Darkover series for an example
of a society with this sort of psi.



Hundreds of books and dozens of
movies and television shows have dealt
with psi powers. This list concentrates on
the treatment of psi in science fiction,
along with related topics like mind trans-
fer and dream-shaping machines.

Only a few nonfiction books are
mentioned – those which the author found
most helpful in researching Psionics. Any
good library should have a parapsycholo-
gy section for those interested in delving
into the subject.

* Highly recommended.
** Not directly concerned with

psionics, but deals with a related subject
like dream-scanner technology.

BOOKS
Adams, Robert: Horseclans series
Anderson, Poul: Agent of the Terran

Empire
Anthony, Piers: Cluster series, especially

Chaining the Lady
Asimov, Isaac: Foundation and Empire,

Second Foundation
Bester, Alfred: The Demolished Man,*

The Stars My Destination (a.k.a. Tiger!
Tiger!)

Blish, James: Jack of Eagles,* The
Warriors of Day

Bradley, Marion Zimmer: Darkover
series, especially The Forbidden
Tower,* Stormqueen* and Sharra’s
Exile

Brin, David: Startide Rising, The Uplift
War

Brunner, John: The Whole Man
Cadigan, Pat: Mindplayers*
Chalker, Jack: Four Lords of the

Diamond** and Soul Rider series
Cherryh, C.J.: Hunter of Worlds
Clarke, Arthur C.: Childhood’s End
Collins, Nancy: A Taste of Blood,

Sunglasses After Dark*
Cowper, Richard: Breakthrough
De Lint, Charles: Yarrow
Del Rey, Lester: Pstalemate*
Dick, Philip K.: Ubik
Foster, Alan Dean: Humanx series
Friedman, C.S.: In Conquest Born
Harrison, Harry: Deathworld
Heinlein, Robert: Stranger in a Strange

Land, Time for the Stars
Herbert, Frank: Dune,* Dune Messiah
Hamilton, Virginia: The Justice Cycle,

especially Justice and Her Brothers

Hansen, Karl: Dream Games,* War
Games

Henderson, Zenna: Pilgrimage: The Book
of the People,* The People: No
Different Flesh

Klaper, Steven: Agents of Insight
King, Stephen: Carrie, The Dead Zone,

Firestarter
Kurtz, Katherine: Deryni series
Kutner, Henry: The Dark World,* Mutant
Lackey, Mercedes: Diana Tregarde series
Lang, Simon: All The God’s of Eisernon,

The Eisernon Gift
Lanier, Sterling: Hiero’s Journey, The

Unforsaken Hiero
Lee, Sharon and Steve Miller: Agent of

Change, Conflict of Honors, Carpe Diem
Lee, Tanith: The Birthgrave, Don’t Bite

the Sun,** To Kill the Dead**
LeGuin, Ursula: City of Illusion, The

Lathe of Heaven
Lorrah, Jean: Savage Empire trilogy
Martin, George R.R.: Nightflyers antholo-

gy, A Song for Lya anthology, Wild
Cards series (editor), Tuf Voyaging

Maxwell, Ann: A Dead God Dancing,
Timeshadow Rider

May, Julian: Galactic Milieu* trilogy,
Intervention* series, The Saga of
Pliocene Exile* series

McCaffrey, Anne: Dragonriders of Pern
series, To Ride Pegasus, The Rowan

Niven, Larry: A Gift From Earth, The
Long ARM of Gil Hamilton,* Neutron
Star, World of Ptavvs

Norton, Andre: Moon of Three Rings,*
Exiles of  the Stars,  Perilous
Dreams,* Star Rangers,* The Zero
Stone,* Uncharted Stars,  Witch
World series

Nourse, Alan E.: Psi High and Others*
Pohl, Frederick: Drunkard’s Walk
Robinson, Spider: Callahan’s Crosstime

Saloon, Mindkiller,** Telempath
Russ, Joanna, And Chaos Died
Saberhagen, Fred, and Roger Zelazny:

Coils
Schmitz, James H: The Witches of

Karres, also The Universe Against
Her, Novice and other Telzey
Amberdon stories

Shepherd, Lucius: Life During Wartime
Siodmak, Curt: Donovan’s Brain
Silverberg, Robert: Dying Inside
Smith, E.E. “Doc”: Lensman series, espe-

cially Gray Lensman*
Stasheff, Christopher: The Warlock in

Spite of Himself

Sturgeon, Theodore: More than Human
Van Vogt, A. E.: Slan, Voyage of the

Space Beagle, Null-A series.
Vinge, Joan D.: Catspaw, Psion
Vinge, Vernor: The Witling
White, Ted, and Wolfman, Marv: Doc

Phoenix**
Wurts, Janny: Cycle of Fire series
Wyndham, John: The Chrysalids,* The

Midwich Cuckoos*, Chocky
Zahn, Timothy: A Coming of Age
Zelazny, Roger: The Dream Master,**

Eye of Cat, Lord of Light,* This
Immortal

Non-fiction
Auerbach, Loyd: ESP, Hauntings, and

Poltergeists
Bonewits, Philip: Real Magic
Nichols, Peter, Dave Langford and Brian

Stableford: The Science in Science
Fiction

Panati, Charles: Supersenses
Rogo, Scott: Parapsychology: A Century

of Inquiry
Ostrander, S. and Schroeder, L: Psychic

Discoveries Behind the Iron Curtain
Wilson, Colin: Mysteries

Comic Books
Although most comics deal more

with superpowers then psi abilities, there
are some that deal explicitly with psychic
powers, and do it well:

Akira, ESPers, Interface, Mai the
Psychic Girl, Lejentia series, Justy, The
Uncanny X-Men.

MOTION PICTURES
AND TELEVISION
Psi has generally fared better in nov-

els and short stories than on celluloid, but
the following movies or TV shows can be
inspirational viewing:

Akira,* Babylon 5,* Brainstorm,
Carrie, The Dead Zone,* Dreamscape,
Donovan’s Brain, Firestarter,* The
Fury,* Ghostbusters,* Genocyber,* Locke
the Superpower,* The Medusa Touch,
Minority Report, Mobile Suit Gundam,
Night Flyers, Orange Road, The People,*
The Prisoner TV show, Scanners,* Star
Trek TV show, Star Wars trilogy, The
Tomorrow People,* Village of the
Damned.

127 Bibliography



Index 128

Accessibility limitation, 28.
Active skill, 5.
Actuality shield, 69.
Addiction disadvantage, 97.
Advantages, 95-96.
Agent, 88.
Aging, 15.
Alien technology, 58.
Aliens, 103.
Amplifier throne, 61.
Animal Empathy advantage, 95.
Animals, 53; animal psi, 54.
Antipsi, 5, 43; power, 10; technology, 73.
Apports, 48.
Armoury (Neural) skill, 99.
Aspect psi skill, 20.
Astaroth, 4.
Astral, body, 10-11; DR, 11; entities, 52;

Entity disadvantage, 98; plane, 51.
Astral Projection, 51; psi power, 10; psi

skill, 10.
Auric scanner, 68.
Autoteleport psi skill, 27.
Beam Weapons (Neural) skill, 99.
Being of Pure Thought advantage, 96.
Bio-Psi technology, 77.
Biointensifer, 68.
Biotech Chulan, 125.
Blind jumps, 42.
Blinksat system, 69.
Blue Fire, 77-78.
Body Sense skill, 27, 42, 100.
Bodyshield, 71.
Brain tissue grafts, 83.
Brainscanner, 60.
Brainstorm, 78.
Brute force attacks, 22.
Campaigns, 101.
Campbell, John, 3.
Castling, 42.
Catalyst, creatures, 54-55, 103; drugs, 79,

90.
Characters, 85-100.
Clairaudience psi skill, 14.
Clairsentience psi skill, 14.
Clairvoyance psi skill, 13.
Clerical Investment advantage, 95.
Combat, 6; exoteleport, 43; Sense psi skill,

14; Teleport psi skill, 27.
Complexity, 57.
Compulsion, 24.
Computer Hacking skill, 12.
Computers, 11, 13, 62-63.
Concentrate, 7.
Confuse psi skill, 11.
Continuing effects, 7.
Cost of psychotronics, 57.
Costs Fatigue limitation, 28.
Covert operations equipment, 67.
Criminals, 87.
Crossovers, 107.
Cryokinesis, 36, 47; psi skill, 17.
Curses, 53.
Cyberpsi, 34, 44; psi skill, 11.
Dampen psi skill, 12.
Danger Sense advantage, 14, 48, 96.
Death field, see Thanatos Field.
Deathblock, 40.
Deathscanner, 63.
Deathscream, 40-41.
Deepsleep box, 59.
Detection equipment, 64.
Differential Effect limitation, 28.
Disadvantages, 92, 97-99.
Disembodied Brain disadvantage, 98.
Displacement, 42.
Disruptor, 36.
Dowsing, 43.
DR and Hit Points, 58.
Drain (Attribute) psi skill, 16.
Drain Emotion psi skill, 16.
Dream technology, 65.
Dreamcorder, 66.
Dreamhunters, see Iassa.

Dreams, 49, 65.
Dreamscanners, 65, 100.
Dreamshapers, 125.
Dreamshaping, 65.
Drones, 81.
Ectoplasm, 53.
Effective ST, 33.
Electrodirection, 12.
Electrokinesis, 34, 36, 44; psi power, 11.
Electronic Operation skill, 99.
Electronics (Psychotronics) skill, 99.
Emergencies Only limitation, 28.
Emotion Sense psi skill, 20.
Empathic, mirror, 71; sink, 67.
Empathy advantage, 96.
Enemies disadvantage, 97.
Energy Sense psi skill, 12.
Energy Shield psi skill, 12.
Enhancements, 9, 27.
Erase Signature psi skill, 21.
ESP Power, 13.
ESP, see Eugenic Security Police.
Eugenic Security Police, 120-122.
Evil Eye, 53.
Exorcism, 50.
Exoteleport psi skill, 27.
Extended Duration enhancement, 27.
Extending shields, 38.
Extra effort, 7.
Eye Contact Only limitation, 28.
Faith healing, 53.
Fatigue, 8, 30.
Fear extractor, 72.
Feat, 5.
Fickle limitation, 28.
Gadget tables, 75.
Genetics, 102-103; genetic manipulation,

104.
Gestalt web, 37, 61.
Gestalts, 33, 37.
Ghosthunter, 89.
Ghosts, 49.
Gremlins, 48.
GURPS Cyberpunk, 12, 44, 63, 70.
GURPS Space, 57.
GURPS Supers, 57.
GURPS Time Travel, 15, 27, 43.
Healing, 44, 90; psi power, 15; psi skill, 15;

technology, 68.
Honesty disadvantage, 97.
Human Alliance, 126.
Hypnagogic, state, 51; web, 70.
Hypnotism, 51; skill, 99.
Iassa, 55.
Illusion psi skill, 21.
Implants, 84.
Improving psi abilities, 8.
Instantaneous enhancement, 27.
Interface technology, 60.
Invading dreams, 50.
Invisibility, 13, 21.
Izumi, Cassie, 4, 32, 37, 40-41, 120, 126.
Jobs, 106.
Jump beacon, 69.
Kinetic bubble, 68.
Kirlian photography, 16, 49.
Lasers, 36.
Latent powers, 5, 86.
Legality class, 58.
Levitation psi skill, 18.
Life Extension psi skill, 15.
Life field detector, 65.
Lightning psi skill, 12.
Limitations, 28, 100.
Limited Use limitation, 28.
Long-distance telepathy, 35.
Magic, 51, 109.
Mediums, 52.
Memory crystal, 63.
Mental, blow, 38, 40; Blow psi skill, 21;

signatures, 8; Stab psi skill, 22.
Metabolism Control psi skill, 15.
Millennium Council, 126.

Mind, Block skill, 100; control implant, 67;
Hype, 79; probe, 63; trap, 39.

Mind Shield, 5; offensive, 39; psi skill, 22.
Mind-transfer machine, 67.
Mindlink advantage, 53, 97.
Mindscanner, 65.
Mindseeker, 72.
Mindswitch psi skill, 23.
Mindsword psi skill, 23.
Mindwipe, 41; psi skill, 23.
Modifiers to skill, 7.
Monobloc, 79.
Movable Area enhancement, 27.
Multiple feats, 8.
Mutants, 103, 109.
Mystery and psi, 114.
Neural attacks, 35.
Neuro-psi implants, 84.
Neutralize psi skill, 10, 43.
Neutralizer, 74.
No Signature, see Signature, 27.
Nuisance Effect limitation, 28.
Null-field, 74.
Occultism skill, 100.
One-skill powers, 6.
OOBEs, see Out of body experiences.
Origin of psi, 102.
Out of body experiences, 47.
Overmind Institute, 77, 124.
P-web, 11, 73.
Pacifism disadvantage, 97.
Paraphysics, 100.
Parapsychology, 46, 59, 91.
Particle beams, 36.
Passive psi skills, 5, 7.
Phantoms, 48.
Phoenix Project, 5, 115-116, 124, 126.
Photokinesis, 36, 47; psi skill, 13.
PK Batteries, 68.
PK Defenses, 36.
PK Shield psi skill, 18.
Plant psi, 54.
Poison, 15.
Poltergeists, 47.
Power, 5, 6; catalysts, 90; cells, 58; level, 5;

Tap, 38.
Precognition, 48, 111; psi skill, 14.
Premonitions, 49.
Preparation Required limitation, 29.
Proteus Virus, 81.
Psi, in society, 104; scanner, 64; Sense psi

skill, 24; skills, 5; Skill Table, 30; Static
psi skill, 10.

Psi-bomb, 71.
Psi-booster, 79.
Psi-drugs, 78.
Psi-impeder, 74.
Psi-tech, see Psychotronics.
Psibercorps, 119, 122-123.
Psiberface, 60.
Psibermine, 72.
Psiberplas, 69.
Psiborgs, 59, 82.
Psicomps, 62-63.
Pside effects, 88.
Psionic, amplifiers, 61; combat, 113; shield,

73; stardrive, 70; terms, 5; testing
equipment, 59.

Psionic resistance, 5; advantage, 97.
Psionics institutes, 105.
Psitector, 64.
Psychic, lobotomy, 43; lock, 65; residues,

49.
Psychic Vampirism, disadvantage, 97;

Vampirism psi power, 16.
Psychogenetics, 80.
Psychokinesis, 33; psi power, 17; 

technology, 68.
Psychokinetic technology, 68.
Psychology skill, 100.
Psychometry, 112; psi skill, 14.
Psychosynaptic disruptor, 71.
Psychotronics, 56-76; devices, 60; 

weaponry, 70.

Pyrokinesis, 34, 36, 47; psi skill, 18.
Recurrent spontaneous psychokinesis, see

RSPK.
Reduced fatigue cost, 27.
Reduced Range limitation, 29.
Reflective shields, 40.
REM sleep, 50-51.
Remote viewing, 13.
Repeated attempts, 5, 8.
Resistance, 30; psionic, 5; psi advantage, 97.
Retrocognition, 14.
Retrogression psi skill, 15.
RSPK, 46-47.
Russian Sleep, 59.
Seances, 52.
Secret, agent, 88; disadvantage, 98;

Masters, 105.
Seekersense psi skill, 15.
Selective effect, 27.
Sense Aura psi skill, 16.
Sensory deprivation tank, 59.
Shatter, 80.
Shiver, 80.
Shout, 26.
Side effects, see Pside effects.
Signature Sniffer psi skill, 8, 21, 24.
Skills, 5-6, 99-100.
Slang, 119.
Sleep, 50; psi skill, 24.
Sleepjump, 49; disadvantage, 99.
Sleepwalker disadvantage, 99.
Social Stigma disadvantage, 97.
Soul, 51.
Split Personality disadvantage, 97.
Spontaneous psi, 46.
Stardrives, 70.
Status, 95.
Steal Dreams psi skill, 17.
Steal Energy psi skill, 17.
Steal Power psi skill, 17.
Strong Will advantage, 95.
Study, 8.
Subject, 5.
Suggest psi skill, 24.
Supers, 110.
Supersensitive disadvantage, 99.
Surge psi skill, 13.
Symbiotic crystal, 82.
Takes Extra Time limitation, 29.
Takes Recharge limitation, 29.
Tech level, 57.
Telecontrol psi skill, 25.
Telekinesis 33-34, 47; attacks, 35; grap-

pling, 35; psi skill, 19; throwing, 33-34.
Telepathic, Addiction disadvantage, 99;

area attacks, 39; combat, 40; eaves-
dropping, 37; questioning, 42; twins,
48; “switches,” 60.

Telepathy, 35, 90; psi power, 20; range
table, 20; skill modifiers, 20.

Teleportation 42, 49; psi power, 26; range
table, 20; technology, 69.

Telereceive, 42; psi skill, 25.
Telescan psi skill, 26.
Telesend psi skill, 26.
Telestatic field projector, 70.
Temperature, 19.
Temporary mindwipe, 41.
Thanatos Field, 73.
Thought globe, 64.
Touch Only limitation, 29.
Trance, 80.
Triggering events, 47.
Unconscious Only limitation, 29.
Uncontrollable limitation, 30.
Unreliable limitation, 30.
Untrainable limitation, 30.
Unusual Background advantage, 93, 96.
User, 5.
Weak Signature, see Signature, 27.
Wealth, 95.
Weapons with TK, 34.
World Jumper psi skill, 27.
World-web, 61.



STEVE JACKSON GAMES

STEVE JACKSON GAMES

e23.sjgames.com

STUCK FOR AN ADVENTURE?

NO PROBLEM.

e23 is part of Warehouse 23, the online store at Steve Jackson Games.
Warehouse 23 is also the official Internet retailer for Atlas Games, Ninja Burger, and many other publishers.

Visit us today at www.warehouse23.com for all your game STUFF!

e23 sells high-quality game adventures
and supplements in PDF format.

! Get complete sample adventures free for
GURPS, In Nomine, and Traveller!

! PDFs from the major players in online
publishing: Ronin Arts, Ken Hite,
Atlas Games, and 01 Games.

! New gems from up-and-coming publishers,
like Atomic Sock Monkey Press and
Expeditious Retreat Press.

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

! Fully searchable files of GURPS Fourth Edition
supplements.

! Original material for Transhuman Space and
In Nomine, with new GURPS supplements
from Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

! Buy it once, have it always. Download your
purchases again whenever you need to.

Download ! Print ! Play

e23.sjgames.com
www.warehouse23.com

	Introduction 
	About GURPS 

	1. Psionic Abilities 
	Psi Powers 
	Psionic Terms 
	Power and Skill 
	Example of Psi Use in Combat 

	Using Psi Abilities 
	Continuing Effects 
	Modifiers to Skill; Extra Effort 
	Passive Psi Skills 
	Multiple Feats 
	Repeated Attempts 
	Fatigue Cost 
	Mental Signatures 
	Improving Psi Abilities 

	Enhancements and Limitations 
	Psi Powers and Skills 
	Antipsi Power 
	Astral Projection 
	Electrokinesis 
	ESP Power 
	Healing 
	Psychic Vampirism 
	Psychokinesis 
	Telepathy 
	Targeting Telepathy 
	Telepathy Skill Modifiers 

	Teleportation 
	Enhancements 
	Limitations 
	Psi Skills Table 

	2. Advanced Psionic Techniques 
	Availability of Advanced Techniques 
	Psychokinetic Techniques 
	Telekinetic Strength 
	Telekinetic Throwing 
	Psychokinesis in Combat 
	Throwing Damage Table 
	Direct Telekinetic Attacks 

	Telepathic Techniques 
	Long-Distance Sending 
	Two-Way Communication 
	PK Defenses 
	Energy Manipulation 
	Telepathic Eavesdropping 
	Telepathic Gestalts 
	Power Tap 
	Aiming Mental Blows 
	Extending Shields 
	Telepathic Assistance 
	Offensive Mind Shields 
	Telepathic Area Attacks 
	Deathblock; Deathscream 
	Telepathic Combat 
	Mindwipe Techniques 
	Telereceive in Battle 

	Teleportation Techniques 
	Blind Jumps 
	Tactical Teleportation 
	Teleporting Into Solid Objects 
	Combat Exoteleport 

	Other Psionic Techniques 
	Psychic Lobotomy 
	Dowsing 
	Cyberpsi and the Net 
	Healing Attributes 
	Using Psi With Normal Skills 


	3. Psychic Phenomena 
	A Timeline of Early Parapsychology 
	Spontaneous Psi Phenomena 
	Living Agents: Uncontrollable Psi 
	Triggering Events 
	Out of Body Experiences 
	Phantoms of the Living 
	Telepathic Twins 
	Sleepjumpers 
	Ghosts: Psychic Residues 
	Kirlian Photography 

	Dreams and Altered States 
	The Occult as Psi Phenomena 
	Mind and Soul 
	Magic and Ritual 
	The Astral Plane 
	Astral Constructs 
	Mediums and Seances 
	Curses and the Evil Eye 
	Faith Healing 

	Nonhuman Psi Powers 
	Animal Psi 
	Plant Psi 
	Catalyst Creatures 
	The Iassa 


	4. Psychotronics 
	Availability of Psi Technology 
	Tech Levels; Cost and Accessibility 

	Using Psionic Devices 
	Power Supply 
	DR and Hit Points of Equipment 

	Mundane Technology 
	Psychotronic Devices
	Interface Technology 
	Psionic Amplifiers 
	Other Augmentation Devices 

	Psionic Computers 
	Communication and Information Equipment
	Detection Equipment 
	Dream Technology 
	Adventures in Dreamspace 

	Covert Operations Equipment 
	Healing Technology 
	Psychokinetic Technology 
	Teleportation Technology 
	Psychotronic Weaponry 
	Anti-Psi Technology 
	Gadget Tables 

	5. Bio-Psi Technology 
	Availability of Bio-Psi 
	Psi-Drugs 
	Psychogenetics 
	Psiborgs 
	Surgically-Granted Powers 

	6. Characters 
	Point Level 
	The Importance of IQ 
	Latent Powers 

	Character Types 
	Instant Campaign: Just Add Psi 
	Pside Effects 
	Making Psi Expensive 
	Power Catalysts 
	Restrictions on Psi Abilities 
	Physical and Mental Disadvantages 
	Unusual Background 
	The Non-Psi in a Psionic Campaign 
	Rule Changes for Character Design 

	Advantages, Disadvantages and Skills 
	Status and Wealth 

	Advantages 
	New Advantages 
	Disadvantages 
	New Disadvantages 
	Skills 
	New Skills 

	7. Psionic Campaigns 
	Origin of Psi Powers 
	They Always Existed 
	The March of Science 
	Everyone’s a Psi 
	Racial Powers 
	Mutant Powers 
	Alien Intervention 
	Gender, Sex and Psi 
	Genetic Manipulation 
	Technological Powers 
	Primitive Psionic Cultures 

	Psi in Society 
	Mysterious Powers 
	Secret Masters 
	Special Talents 
	Psionics Institutes 
	Working Psis 
	Overlords 
	Outcasts 
	Ordinary Citizens 
	Psionic Crossovers 
	Psionics and Magic 

	Campaign Themes 
	Children of the Atom 
	Supers and Psi 
	The Guardians 
	Witch Hunt 
	Emergence! 
	Precognition and Destiny 
	Psychic Investigators 
	Handling Psychometry 
	Keeping Psis Prisoner 
	Aliens Among Us 
	Staging Psionic Combat 

	Handling Psi Powers 
	Mystery and Psi 


	8. The Phoenix Project 
	Welcome to the Real World 
	The Secret History 
	Glossary of Slang 
	People of Interest 

	Government Organizations 
	The Psiberocracy 
	The Eugenic Security Police 
	Psibercorps 
	The Psychic Population 

	Private Organizations 
	The Overmind Institute 
	The Phoenix Project 
	Biotech Chulan 
	The Dreamshapers 
	The Human Alliance 
	Cassie Izumi 


	Bibliography 
	Index

