Theurgy and Psi

Theurgy and Psi represent powers and abilities beyond the pale of most citizens of the Empire.  Because these abilities are optional, a player who wishes his character to have these powers must pay bonus points for them.

Trait

Bonus Point Cost

Experience Cost


Attribute
5


Current Rating x 4


Psychic Path
5


Current Rating x 5 


Theurgy Ritual
6


Ritual Rating x 3
A psychic or theurgist has an extra attribute. A psychic has Psi, while a Theurgist possesses Theurgy.  These attributes are rolled in conjunction with a skill when attempting to use a power, and the initial rating doe not cost any bonus points.  When Psi or Theurgy reaches a rating of four, it receives a quality; this should be the character’s primary path, to reflect his greater understanding of that facet of his power.

Psi and Theurgy begin with a rating of 1.

Theurgy

Components:

Liturgy (L): Words must be spoken, either simple prayer or a long speech.

Gestures (G): The priest must make symbols and signs.

Prayer (P): The priest must meditate for the rite.

All rituals require the expenditure of willpower to use.  Since a character can only expend a single point of willpower per round, this prevents him from guaranteeing automatic successes.  Theurgy is an act of faith; demanding that the Pancreator do your bidding is an act of the greatest Hubris.

To learn a new ritual, a Theurgist must possess a Theurgy rating of at least the same level.  Rituals may be learned in any order.

Vestments: These blessed garments grant one die to Theurgy rolls needed to complete rituals.

Wyrd Tabernacle: Stores willpower, allowing the theurgist to draw from it’s store rather than his own.  Replenishing a tabernacle’s store of Willpower takes eight hours of prayer.  At the end of this time, a character expends a point of Willpower and makes a Faith roll.  Each success restores one point of Willpower to the Tabernacle, up to its maximum rating.

Paths

Church
 (Theurgy + Lore: Theology)

1 Blessing (+1 die to all actions for scene)

2 Pulpit’s Gift (+2 dice on social rolls)

3 Lay on hands (bashing)

4 Censure (+1 difficulty to all actions for [Faith + successes] rounds

5 Shield of faith (self only)

Orthodox (Theurgy + Lore: Doctrine)

1 Consecrate (removes taint from objects; target is Vestment for scene)

2 L:ight (creates light)

3 Faithful heart (successes are subtracted from attempts to invade mind)

4 Cast out darkness (opposed faith + presence vs. ego + presence for servants of darkness to enter area)

5 Exorcism (Casts out demons

Brother Battle (Theurgy + Stoic Body)

1 Body and Soul (+2 dice to physical actions)

2 Guided hand

3 Armor of the Pancreator (soak lethal damage with Stamina)

4 Fervor (ignore wound penalties)

5 Majesty (willpower [diff. = Brother’s Presence] or flee in terror)

Eskatonic Order (Theurgy + Lore: Occultism)

1 Celestial Alignment

2 Divine Revelation (prophecy)

3 Second Sight (see auras, detect theurgy)

4 Refinement of Essence

5 All-Seeing Eye (scrying)

Temple Avesti (Theurgy + God knows what)

1 Know the false heart (detects lies)

2 Scent of Evil (sense Urge, Anitmonists, demons, negative artifacts )

3 Torchbearing (create flame)

4 Inquisitory Commandment (subject must answer inquisitor)

5 Tortures of the Damned (images of Hell fill target’s mind; suffers bashing damage equal to Avestite’s Passion + Faith )

Sanctuary Aeon (Theurgy + Medicine)


1
Remove pain


2
Lay on hands (bashing)

3 Lay on hands (lethal)

4 Cast out plague5

5 Manna from heaven

Rituals

Church Rituals: Minor healing, dedications and consecrations, protection.

1 Blessing: target gains an additional die on all rolls.

2 Pulpit’s Gift (+2 dice on social rolls)

3 Laying on of hands: Each success heals a level of Bashing damage.

4 Prophet’s Censure: the opposite of the holy blessing; subtracts one die from all rolls.

5 Shield of Faith: the most devout theurges are sheltered in the Pancreator’s hand.  Functions as an energy shield, with the following statistics:

3 – meter radius, Activation Threshold: Hubris (minimum 1), maximum threshold: 5 + successes, Hits: Faith + successes

Psi

Psi is the power of the mind over the universe; the conquest of self over the universe.  Use of psychic abilities require the expenditure of willpower.  Psi powers require force of will just to attempt, and their use weakens the wielder spiritually, if not physically.

Paths

Far Hand (Psychokinesis): Psi + Focus

Omen (Precognition): Psi+ Alertness

Psyche (Telepathy): Psi + Empathy

Sixth Sense (ESP): Psi + Focus

Soma (Biocontrol): Psi + Meditation

Psychics gain the Mind shields path at their Psi rating.

A character’s Psi stat has no bearing on what level powers a psychic may have; Psi represents control, while paths represent power.

Paths must be learned in order; to gain a higher rated power, you must possess the one below it.

