The Art of Telepathy (or it isn’t done with mirrors anymore).

Telepathy is broken into 3 areas; scanning, broadcasting and blocking.


Scanning in broken down into 4 separate levels of strength: Accidental scans; Surface scans; Probes; Deep scans. 


Accidental scan: When someone is feeling strongly about something, the nearby telepath can easily “hear” those thoughts without trying. Modifier to task is -2.


Surface scan: The most common type of scan allowing the telepath to easily pick up what the target is actively thinking. This level gives specific details clearly, unlike accidental which merely gives vague impressions.

Modifier to task is 0.


Probe: Telepath is able to burrow deeply into the target’s mind noting many of the prominent concerns of the character. Cons: Target can feel probe and if telepath is within visual range, the target being scanned will be able to recognize the telepath as the one launching the Probe; Some people are able to hide secrets from telepaths. Modifier to task is 2.


Deep Scan: Most difficult scan for the telepath. Successful Deep Scans, during which the telepath forces through the target’s thoughts in search of a specific piece(s) of information, results in the finding of said information. Deep scans are painful to the target, as the mind can feel the telepath invading areas normally sacrosanct. Target may also suffer permanent damage if s/he tries to resist. Modifier to task is 4.


Resistance is not futile. The Psi must get through the natural defenses that even “normals” have built up, overcoming the targets Resolve Attribute.  The Difficulty # for the telepath is the Resolve Attribute if there are no other modifiers, i.e. distractions like a fire-fight -4, ship breaking up 

-4, phobias against the target’s race-2, noisy room or area -1; the situation is best dealt with when there are no distractions. Other modifiers include level of scan, as stated above, and touching, which results in a -2 to difficulty. Familiarity of target’s mind, having done at least a surface scan on the target’s mind before, makes the difficulty further reduced by another 2. Factors that modify this Difficulty are cumulative.


Broadcasting: In order for a telepath to Broadcast, the telepath must (given line of sight and no distractions) succeed in a task with a Difficulty # that’s 2 higher than the Resolve. Broadcasting generally only  reaches one target, but with a +2 difficulty mod per target, more can be reached if the roll is successful. As with scanning, mods for distractions and physical contact apply.


Blocking: This allows a telepath to block out another telepath. In this case the telepathy is contested, as “normals” have no ability to actively defend themselves against telepaths. If successful the telepath being blocked gets no information at all, i.e. unless the target is a known telepath, the scanning telepath will merely think that the target is merely a strong willed individual. If successful, the telepath need only perform a static task roll against the target’s Resolve Attribute as if s/he was a “normal”. Minor consequences on either side include headaches and a temporary reductions of the Wit Attribute. Major consequences can include temporary loss of telepathic ability or even unconsciousness or permanent brain damage.

PSI-Corps is mother, the Psi-Corps is father (helluva family ain’t it).

