Overview

Mentalists are mind-gifted beings that use the power of their superior minds to create effects and accomplish subtle or extraordinary tasks by simply tapping into the inner potential of their very beings. As opposed to magic, the shaping of magical energy that surrounds everything, a psychic character uses their inner energy and projects this force to change the world that surrounds it.

The Mentalist develops mental powers as they gain experience. Gifts, as mental powers are commonly recognized among the initiated, they are learned as ordinary skills, although the word learn is somewhat misleading as psychic powers aren’t learned, they are developed as the mind-gifted self-knowledge grows.

The Gifts are divided along Pathways of Power, known simply as Pathways. To develop a power a Mentalist must first have access to the Pathway the power belongs to. A Pathway is a Feat as set forth in the core rulebooks.

By using the standard rules of the Feat and Skill systems to control the growth of a psionic character we automatically created a psionic system every player and GM are very xxxxx (acostumado) with.

To manifest a Gift a Mentalist must have enough Power Points to pay its Power Cost (listed along with the Gift Description). Power Points (PP) is the total pool of Psychic Strength a mind-gifted character has available to use. It is the raw measure of its mind power.

A Mentalist starts with a free Pathway of his choice, and uses Skill Points to develop Gifts (get Rank 1 on a Gift) and enhance gifts following the same rules for ordinary Skills. The power of each gift grows as the character increases his Rank on it using Skill Points, it doesn’t grow automatically as he reaches a new level. 

The Mentalist PP score is also developed by means of a Skill: Power Reserve. Every Rank on this skill raises the PP score of a character by his Wisdom modifier. Remember that the maximum Rank a character can have on a Skill is his level + 3, so a 1st level character could only reach Rank 4 on Power Reserve, and his total PP score would be his Wisdom modifier multiplied by four.

Most Gifts are linked to an ability score. When a gift isn’t linked to a specific ability it is an automatic Gift (skill), and no Skill Check is necessary to manifest it. When a Gift is linked to an ability score it is necessary to make a Skill Check to manifest it properly.  Roll d20 + Gift Rank + Ability Modifier to make the check (as you would do for an ordinary skill), if the Mentalist roll is greater than the Gift DC the power manifests correctly. The DC for a specific Gift is listed in the Gift Description. 

When a Gift affects other characters or objects, the object or creature must Will save vs. d20 + Gift Rank + Ability Modifier of the manifester roll. The effects of failing or passing its save are defined in the Gift description, and follows the same guidelines set forth for saves against magical spells (negates, half damage, etc.)

The Gifted

 To be included in future releases…

Class Descriptions

This chapter describes the gifted classes available. It also defines the rules for wild talented characters which are characters from any other class that are touched with some psychic potential but who didn’t have the ability, guidance, talent, knowledge or will to develop themselves as full fledged mentalists or psifigthers.

The Gifted

Gifted are the respected, feared and hated mind-masters. Ancient tales speaks of lonely men and women capable of extraordinary feats of power with the sole whim of their thoughts. These are the tales of the gifted, extraordinary beings with powerful minds that uses their inner strength to change the shape of the outer world. Gifted are also known as mentalists.

Character description to be expanded in future releases…

Adventures: To be included in future releases…

Characteristics: To be included in future releases…

Alignment: To be included in future releases…

Religion: To be included in future releases…

Background: To be included in future releases…

Races: Every race has its fare of gifted. Humans and half-elves gave extremely talented mentalists due to their greater flexibility and learning potential. The dreaded Illithids are among the most powerful and deadly mindbenders one could ever hope to face. The very nature of the Mind Flayers is imbued with psychic potential and even non-gifted Illithids are usually wild talented.

Other Classes: To be included in future releases…

Game Rule Information

These are game statistics for the gifted.

Abilities: Certainly the most important abilities for a mentalist are those affecting its mental potential. Wisdom and Intelligence are key abilities for the development of the gifted mind. The other abilities are also important to the mentalist as many Gifts (mental powers) are linked to ability scores that affect the gift manifestation (and could even make it unavailable to the gifted character).

Whenever a gift is linked to an ability score (gifts requiring gift checks) the character must meet the minimum ability score requirement to be able to manifest it (the use of a mental power is commonly known as manifesting a gift). Minimum ability score requirements are listed in the gift description under the prerequisite section.

Every gift takes its toll on the mentalist mental reserve. When a mentalist manifests a power he must pay its power cost (PC). This cost is subtracted from the character’s power point (PP) total.

The mentalist power reserve is a measure of his mental strength. It grows with countless years of self-discipline and hard mind working. Self-knowledge and willpower are the keys to a strong mind and as so Wisdom is the key ability for gaining power points. Every time the character increases his rank in the skill Power Reserve he adds his Wisdom ability modifier to his PP total.

As the mentalists gains skills he can use them to develop gifts. A high intelligence score gives the character access to more skills, which could also be used to develop gifts. For this reason Intelligence is the key ability for gaining mental powers. Given their inherent flexibility humans and half-elves gains extra skills and as so have the potential to develop more diversified gifts as mentalizers.

In short, Wisdom dictates the innate mental strength of the gifted while Intelligence gives the mentalist broader access to and faster development of gifts.

Race: Any.

Hit Die: d6.

Gifts: Gifts are the foundation of a mentalist power. They are developed using skill points and all rules applying to ordinary skills also apply to gifts.

Gifts are a part of the gifted mind. The powers lay dormant until the gifted finds the way to unleash them. This is the reason why they use the term to develop instead of learning when speaking of gifts.

Every gift falls into one of six Foci. A Focus is a feat, which opens the mind of the gifted to a broader range of mental powers. A character can only develop a gift if he has previously acquired its related feat. The six Foci are:

	Focus
	Description

	Psychomentalism
	Assaults the gifted mind

	Psychotelepathy
	Contact, protect and control the mind of others

	Psychoportation
	Move through space and time

	Psychometabolism
	Mind over body

	Psychokinesis
	Mind over matter

	Psychosense
	Sixth sense


The mentalizer can manifest any gift he had previously developed (by allotting at least one skill point to it) provided he meet all the gift’s prerequisites at the very moment of manifestation, has sufficient power points to pay its cost and succeeds at a manifestation check if the gift requires one (all gifts linked to ability scores requires this check).

The DC for saving throws to resist a gifted manifestation is 1d20 + gift rank + the gifted intelligence modifier. It is the manifester that rolls 1d20 when manifesting a gift.

Whenever manifestation checks are required the mentalizer must make a skill check of 1d20 + gift rank + key ability modifier against the gift DC. Success means the gift is manifested correctly. Failure means the manifestation failed. Any power points used are wasted. 

Some gifts can require a manifestation check prior to the determination of the DC to resist the gift effects. This will require two separate 1d20 rolls made by the manifester. 

Example: Orium tries to use Suggestion on Ragnar. This gift is linked to Wisdom (requires a manifestation check) and its the DC is 12. He rolls 1d20 and takes a 10. Orium ranks 1in this gift so he adds +1 to this result. Orium adds +4 for his wisdom score of 18.  The final result of 15 is enough to manifest the power successfully. Ragnar will now try to resist the gift’s effect. Orium determines Ragnar DC with a second 1d20 roll + gift rank + Int modifier. He gets 7 this time, adds +1 for his Suggestion rank and +3 for his Intelligence score of 16. The power DC for Ragnar to resist is 11. He makes a Will save (this gift is negated on a successful will save) and gets 15, actually rendering Orium’s manifestation ineffective.

Power Points: The measure of a gifted raw power is his mental energy reserve. In game terms this is represented as power points (PP). The more power points a character have the more powerful his mind is. 

The raw energy of a mentalist mind is developed through hard training and years of self-discipline. In game terms the character must increase his Rank on the skill Power Reserve to raise his PP total. For every Rank on this skill the character adds his Wisdom modifier to his current PP total. Characters with Wisdom scores bellow 13 can’t develop the mental energy to use gifts, even if they buy ranks on power reserve it wouldn’t add any PP’s.

The character PP score could change whenever his Wisdom score changes permanently (one that lasts for more than 24 hours). This can be the result of character development, a power or spell that affects ability scores, a curse, a magical or psychic device, etc. The PP score must be recalculated only if the character’s Wisdom modifier changes. Simply multiply the ranks in power reserve by the Wisdom modifier to get the character’s new PP score. This change isn’t immediate; taking effect the next time the character rests or meditates to restore used power points, when he realizes his PP total is now greater or lower than before. Keep in mind that if a character’s Wisdom score drops bellow 13 he will be unable to restore any power points regardless of his power reserve rank. This actually prevents the character from using any gifts until his Wisdom score returns to 13 or over.

IDEAS FOR DEVELOPMENT

Gifts for the Planes (GM’s discretion)

Metagifts (10th level gifts)
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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;

artifacts; creatures characters; stories, storylines, plots,

thematic elements, dialogue, 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 sufficient 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.

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 authorized 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
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extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
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