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Truthen Lianmosh,  Peasant Hero, Psionicist, and Worshipper of Ithlyn
Str
17  +1 to hit / +1dam <10doors 13%bars
Int
18
Wis
18  +4 magic def
Dex
14
Chr
15
Con
16  +2hp  95% system shock
Appearance

6’ 3” Blonde, blue eyes. Husky “Healthy” farm boy type

Frequently seen with a piece of straw in mouth and what might be confused with a dumb look. Doesn’t show his god’s symbol outwardly. 2 necklaces can be seen around neck (holy symbol & mind of Ithlyn)

Level 6   5-15-96 (level 7 at 55,000XP)

Studded Leather Armor

AC 7
Psionic  Strength Points (+13/level)
PSP 111
Hit Points (d6+2/level)
HP 28

Adjusted THAC0 (+1 to hit)
	Level
	5-6
	7-8
	9-10

	THAC0
	17
	16
	15


Adjusted Saving Throws (+4 magic def)  Psionisists also get +2 save vs enchantment & charm spells
	Level
	Paralyz, Poison, Death Magic
	Rod, Staff, or Wand
	Petrifaction or Polymorph
	Breath Weapon
	Spell

	5-8
	8
	9
	5
	11
	10

	9-12
	7
	7
	4
	9
	8


Nonweapon profs 
(every 3 levels)

firebuilding
wis-1

blindfighting
-2 instead of -4, -1 in moonlight, keep

agriculture
int
special abilities in melee range

animal lore
int

heraldry

int

rejuvenation
wis-1

meditative focus
wis+1

(1 free slot)

Weapon Profs
(every 5 levels)

short bow

scimitar

blow gun

Languages
Common

Dwarf

Recover PSP at:
Hard Exertion 
0

Walking/Riding
1/ 2 turns

Sitting, reading
1/ 1 turn

sleep, rejuvenate
2/ 1 turn

Psionic Abilities:

Telepathy

Sciences


Mindlink

Domination

Devotions
Attraction

Contact

Empathy

ESP

False Sensory Input

Mind Bar

Send Thoughts

Truthear

Defense Modes
Mind Blank

Thought Shield

Tower of Iron Will

Attack Modes
Id Insinuation

Psychoportation 

Science
Teleport

Devotion
Dimension Door

Psychokinesis
Devotion
Molecular Agitation

level
disciplines
sciences

devotions
defense modes

6
3

3

11

3

7
3

4

12

4

8
3

4

13

4

9
3

5

14

5

next powers:
level 7--TK and Inertial Barrier, Intellect Fortress

level 8—(free devotion)

level 9--Detonate (free devotion)  Mental Barrier

The possessions of Truthen Lianmosh





speed
vs small
vs large
Scimitar




5
1d8
1d8         (don’t forget +1 damage from strength)
Short Bow       15 arrows

7
1d6
1d6

Blowgun
100 needles

2/1rnd
range short=10yd   med=20yd   long=30yd 

Cheap backup blowgun


THAC0 vs sm =0  med=-2  vs large=-5

2 flasks of Greek oil in a very small leather sack  (there’s more in my sack

Studded Leather Armor

Holy symbol of Ithlyn- worn around neck under clothing

Amulet of protection vs ESP and Location,  AoE= the Mantle. Inscription, “No one may know the mind of Ithlyn”

Kobold nametag “Truthen”

146 gold pieces

continual light finger

Ystus' "Dream Chasers" badge
Backpack

Large sack


3 bottles blue liquid- healing potion


1 steel bottle with blue liquid


0 empty glass bottles, 8oz.


50’ silk rope

continual light finger


Flint and steel


3 shiny rocks

food
3 weeks iron rations


1 flask of  water



1 flask of wine


2 Jinglu balls


1 pair red and black plaid size 13 pointy slippers with bells


Generic gray cloth cloak (for when my armor blows up)


small sack



2 gray potions-  gaseous form



1 flask lamp oil



4 flasks of Greek oil


1 bag of pixie dust- “with it, I can do what the pixies do”  fly?



oar lock-  formerly Bugby’s


1 silver from Bugby’s pouch



1 un-looked-at book from that first temple that had Ystus’s Bedtime Stories



3 flasks icky slime from the sandworm



blowgun cleaning/ poison application kit

Pink Slippers of Absolute Monarchy- from King Leshrack, from Charnavia


scroll roll


Permit to bear arms in Cabot



Permit to be a Psionicist in Cabot

================================================================================

Experience Points
110

3500

1000

200

 580+10% 5800

7100

600  9-22-95

100

 7800

1100  10-30-95   Buelets over Broadway
8900

660 11-10-95 -missed
9560

1120     missed
10880

3960 missed
14800

1150   ???
16450

1210 mon 1-15-96

17660

2200
19860 3-6-96

3300 4-2

2200 4-16

25360

2200 5-7

2750 5-15
30310

1750  6-11-96

32060

1750  6-24

6600  8-6-96

-

Important Notes for Truthen Lianmosh
The Comisery of Tales.  A place with a kin shopkeeper, Bandiopattia.

Pagoris enslaved Slor's people with Mind Magic.  He is a big time Psi-boy

Anson Paragon Cablis Rook sold King Leshrack his "vacation" package in Charnavia

Tell everyone that Jin's Ferry is a place where worshipers of Gaera can come to

King Leshrack Cablavera is the undeadified guy we have to save in the Test in Charnavia

Calabis is our Dream Guide in Ystus' Dream World

I have the directions to the warrens in the old city  (I forget how I have them!)

“5 to bind one imprisoned god, 5 to free him”  a poem from ???

Lord Aeros knows what this means (truthhear)

Someone in another mantle asked: How many people are in our group       what are our professions      where we are

We asked: Who are the imprisoners?        Caster, Pollus, Glantry, Corvin, Lovenar the All Father

Who are the possessors of the New God Mantle

Parselonious the Perfect (Glantry) 


Embothwar the Onslaught

Emphes Tusha




Oridion Demethor (an Ication name)

Neralon Syzygy  (name of a powerful thieves guild)
Dimos Syzygy

Xex Ravenwing


Godposs the Pure    (Truthen is sure he’s Deneb, Neal pretty sure Vaaladus, Vakandis-Gaera)
Talking with Lord Aeros on 3-1-96

He probably worships Lovanar the All Father.   Lovanar participated in the binding of the gods for the sake of stability but Aeros admits that the stability is faltering now.

The reborn have done something over the past 1,000 years (that’s somehow related to the arbiter) that can’t be tolerated.  Something like the new gods trying to overthrow the All Father.

-Every 1,000 years, the All Father puts forth “games”

-Gods can become mortal and vis-versa

13 gods, 4 for each pantheon

Corven betrays and tricks the heart


Kastre’s wrath web of pain

Gaera cries while torn apart


Deneb is bound as sunset wanes

Ystus rest and sleep eternal


forever lost Vaaladus to the vine

while Glantri’s herals unfolds infernal

as Pollus sits on the throne of time

There is a temple to Ithlyn in the Cabot citizen’s quarter

The mind of Glantry is in Cabot

The High Court in Cabot

Taltos Valkimir (father)

Cabot Valkimir (son)
Aeros Harkimir

Lord Father Requin Mortfaire
Tamerais Tarkimir

Lord Kendra Tarkimir

Contacted people
Captain Blowkey

Dayguard in Cabot

Guardian Daemon from mortician’s house in Cabot
(contacted)
immune to ‘charm’

Lord Aeros

Cabot Vulkamer

Raye, Taz, Vakandis, Krokus, Evoe, Belgar, Dabor,  Aaron, Slock

Sam, 12 yr old tour guide from Cabot citizen’s quarter

my sisterKing Leshrack

 Less Important Notes for Truthen Lianmosh

Jasm: Guy in Gaera's Temple in Jins Ferry

Bugby’s Wand of Wonder keyword was “Twittospaz”

Emphes Bana of the 2 heads tested us with combat.  She doesn’t show signs of a god, has PSI, is a black Dragon.

The Black Tower is 200’ high 100’ wide.  Sign in front says, “This place is under interdiction from Lord Father Requin Mortfaire”

The City of Cabot’s colors are:  black tabards, grey ravens and black ravens

Belgar will die for another 1,000 years,  Devor is on the run, Aaron wasn’t always human, Truthen has the key to the black tower, Someone is hunting Krokus.

Hotels in Cabot Visitors Quarter:  Headless Psionisist, Grimacing Gryphon, The Ebon Fly

The Brown sewage water under our house (sortof) in Cabot can cure Flesh to Stone.

Teleport Spots

Various points in my hometown of Perifery

Front door of our first temple, by the WhiteHill

outside room where Amphesbana decided to lightning bolt us

River bank of old city near Cabot

In the Naga’s Lair Near Raye’s dead Dads room in the Old City in Cabot

Raye’s undead dad’s room

our inn room, cabot

our rental house in citizen’s quarter, cabot:  roof, my bedroom closet, front door

Vicandis’ mom’s skull room

the grimacing gryphon room

entrance to Vicandis’ test by Vaaladus Temple in the Warrens in Old City

entrance to Vicandis' test of fire

inside Vicandis' test of fire: door #1  outskirts of Jins Ferry  across the river from Malcairn


Entrance to Gaera's temple (with the fish people and Jasm) in Jin's Ferry

in water room in Gaera's temple in Jin's Ferry

The Dreamworld Cave with Calabris

Charnavia 'Visitor Center'

King Leshrack's Garden Center

The Galenteer Forest

The Comisery of Tales

-

Items of note in the Party
Slippers of Absolute Monarchy    Truthen
+ to charisma for Leadership and Authority
Quiver of Oleana
new Krokus

"instant evolution"

The Sickle of Lamson  
Krokus
+?/+?

unholy blessing 1xday

Shadowform 3xdays

Decanter

Truthen

2x day makes healing elixer

keyword Sorvor

from Sorvor, healer in Oleana, 434 years ago

Kasnis’ Cube of Phantasms
Raye

1x day Phantasmal Force, limited

Kasnis’ cube of phantasms

keyword Facade

Wand of Synaptic Cleansing
Truthen

or “Hemorage”

change 1PSP for 1Body of victim, save vs Paralyz for 1/2

if used on a psi-boy, it might get returned

when used, enemies might detect user

Mind of Ithlyn amulet

Truthen
protection vs ESP and location, AoE = the mantle

key to the black tower, important to the mantle

inscription, “no one may know the mind of Ithlyn”

used by the master of the black tower for generations, 

Iron Flask


Mike
Trap extra-planar creatures

keyword god bind  

will hold for 1 day unless specially bound with mithril

Wand of Conjuration

???
Unseen Servant 1

Monster Summoning 1-6

Curtain of Blackness 2

Prismatic Sphere 1 per color red(violet

Sword +0 to hit


???
Destroys Barriers

made by king Agarath of Bandor

inscription reads Sunder

6’ Healing Staff

Made by the Matriarch Priestess of a house of Vaaladus

cleric of any “faithful” religion may wield

cures: blindness, insanity, large wounds (3d6+3)

may be used 1x/day per person, and 2x/day

uses charges, Rise and fight again

20 charges remain 6-17-96

Beaker of Plentiful Potions

Magic Harp- Evo

Bastard Sword +3

Plate mail +1 +3 Saves vs magic vicandis

Speedum +1/ +3vs giants Slore

Ring of Moving Silently - Mike

Wand of Magic Missiles- Cingin

21 charges remain 6-17-96

Rod of Terror- Keldon-

14 charges left

potion colors
light blue- healing

dark blue- extra healing

metalic green- super heroism

dark green- oil of elemental invulnerability

silver- oil of disenchantment

purple- polymorph self

black- growth

gold- speed

chartreuse- invisibility

yellow- mind calming- rememorize spells immediately

red- master thievery

orange- oil of fiery burning

gray- gaseous form

brown- horse medicine

the end

Attraction        Page 79

Power Score:

Initial Cost:

Maintenance:

Range:

Wis -4

contact

8 / round

200 yards

The victim gains an overwhelming attration to a thing.  They will do whatever seems "reasonable" to get close to the object.  He won't go obviously suisidal.

Rolling Power Score:
no additional effect

Rolling 20:

no additional effect 

Contact        Page 80

Power Score:

Initial Cost:

Maintenance:

Range:

Wis

varies

1 / round (if another power is used, Contact is free)

special

Initial Cost=

1-5 level or HD
3 PSP

6-10    "        "
8    "

11-15  "        "
13  "

16-20  "        "
18  "


Distance modifier= If Psionisist can see victim, no modifier

Line of Sight
-0

1 mile

-1

10

-3

100

-5

1000

-7

10,000

-9


Victim modifier

mammal

-1

marsupial
-2

bird

-3

reptile

-4

fish

-5

arachnid, insect
-6

monster

-7

plant 

-8

Rolling Power Score:
contact is free for 4 rounds

Rolling 20:

I can't contact that victim again until next level

non-psionisists can get a -2 modifier if they concentrate only on resisting psi attack

Dimension Door        Page 69

Power Score:

Initial Cost:

Maintenance:

Range:

Con -1

4

2 / round

50+ yards

Opens a vaguely outlined portal in front of Psionisist, at same time, an identical portal appears wherever he wants it within range.  Transport is nearly instantanious.

After transit, you are dazed for 1 round: no walking attacking etc..

putting head only in: make system shock roll: 

  failure= lose 1/2 HP and pass out


Dist. bet.doors
Power Score Modifier

50 yards

0

75

-2

100

-5

150

-8

200

-12

Rolling Power Score:
no special effect

Rolling 1 or 2:

no special effect

Empathy                       Page 84

Power Score:

Initial Cost:

Maintenance:

Range:

AoE:

Wis

contact  (or 1.  Against non-psi characters, contact not required)

1 / round

unlimited

20ft x 20 ft

Sense the basic needs, drives, emotions generated by any mind.  Thirst, hunger, fear, fatigue, pain, rage, hatred, uncertainty, curiosity, hostility, friendliness, love, etc…


Rolling Power Score:
The subject of the emotion is revealed

Rolling 20:

Target senses attempt

ESP                       Page 84

Power Score:

Initial Cost:

Maintenance:

Range:

Wis -4

contact

6 / round

contact

The power to read someone's mind, surface thoughts or action thoughts.  Language may be a barrier but unintelligent creatures think in pictures.  Magical thought is recognizable but unintelligable




Rolling Power Score:
First round is free

Rolling 20:

Psionisist gets a splitting headache and a -1 penalty on all telepathic powers for 1 hour

False Sensory Input        Page 84

Power Score:

Initial Cost:

Maintenance:

Range:

Int -3

contact

4 / round

contact

Allows the psionisist to falsify someone's sensory input, affecting sight, sound, smell, taste or touch.  The falsehoods are rather limited.  Nothing can be hidden, things keep their same general shape and intensity.
  IE a human could become a dwarf but not a parrot.  Oil( Garlic but not Oil( Water.  Slamming door ( Thunderclap  but not Slamming door ( Rustling paper.

Rolling Power Score:
Almost any false perception is possible

Rolling 20:

I can't see hear or otherwise sense the intended victim for 1d4 rounds, except psionically

Id Insinuation        Page 85

Power Score:

Initial Cost:

Maintenance:

Range:

Wis -4

5

N/A

60/120/180 yards

Medium range
2 modifier

Long range=
-5 modifier

This pits the victim's id against their superego.  The victim is left in a state of moral uproar.

If used against a contacted mind, victim can do nothing for 1d4 rounds

Id Insinuation vs.

Mind Blank
-3

Thought Shield
+2

Mental Barrier
+4

Intellect Fortress
-1

Tower Iron Will
-3


Rules for Psychic Contest:

Attacker and Defender each roll d20.  If either rolled over their Power Score, they loose.  Subtract appropriate modifier (left) from attacker's Power Roll.  Now, whoever rolled higher without going over their Power Score wins.

Attacker gets 2 Psychic Contests per round.  Defender can re-use a good first Defence Roll for the second attack

Rolling Power Score:
Victim turns against his allies for 1d4 rounds

Rolling 20:

psionisist's attack rolls and power checks are -1 for 1 turn

Mind Blank        Page 88               Psionic Defense Mode

Power Score:

Initial Cost:

Maintenance:

AoE:

Wis -7

0

N/A

personal

Mind Blank vs.

Mind Thrust

+5

Ego Whip

+5

Id Insinuation
-3

Psychic Crush
+1

Psionic Blast
+2


Rules for Psychic Contest:

Attacker and Defender each roll d20.  If either rolled over their Power Score, they loose.  Subtract appropriate modifier (left) from attacker's Power Roll.  Now, whoever rolled higher without going over their Power Score wins.

Attacker gets 2 Psychic Contests per round.  Defender can re-use a good first Defence Roll for the second attack

Rolling Power Score:
no special effect

Rolling 20:

Cannot use Mind Blank for 1d4 hr

Mindbar            Page 88

Power Score:

Initial Cost:

Maintenance:

Int -2

6

4 / round

75% MR vs Charm, Confusion, ESP, Fear, Feeblemind, Magic Jar, Sleep, Suggestion.  Complete protection vs possesion of any sort. No telepathic power (except contact-attacks) can affect me unless they win a psychic contest

Rolling Power Score:
+5 bonus to Power Score when defending in psychic contest

Rolling 20:

My saves vs above spells have a -4 penalty for 1hr

MindBlank            Page 88

Power Score:

Initial Cost:

Wis -7

0

It attempts to hide the mind from attack, making its parts unidentifiable.


A character can recover PSP while using this power and can sleep, meditate, anything.  It's inactive if the player declares it or uses another defence mode.  It is still "psionic activity"

Rolling Power Score:
no special effect

Rolling 20:

can't use Mind Blank for 1d4 hours

Mindlink            Page 75

Power Score:

Initial Cost:

Maintenance:

Wis -5

contact

8 / round

Allows the user to communicate wordlessly with anything Int 5 or higher.  It's 2 way communication.  It's not mindreading, only intended thoughts get through.  Language is not a barrier.

Rolling Power Score:
One Probe question granted to the psionisist

Rolling 20:

Save vs Petrification or stunned for 1d4 rounds

Molecular Agitation        Page 48

Power Score:

Initial Cost:

Maintenance:

Range:

AoE:

Wis

7

6 / rnd

40 yards

1 item, 20 lbs.

Heat up paper, skin, water, etc.

If Magical Item, save with +10 penalty

Rolling Power Score: After round 1, rate of agitation doubles (3 rnds damage in 2, 5 rnds in 3)

Rolling 20: Random item on me is affected for 1 rnd


1 rnd: paper and grass light, skin reddens (1 point damage), wood gets dark

2 rnds: wood smolders, metal hot, skin blisters (1d4), paint shrivels

3 rnds: wood ignites, metal scorches (1d4), skin burns (1d6), water boils

4 rnds: steel grows soft, (1d6)

5 rnds: steel melts, (1d6)

Send Thoughts            Page 01

Power Score:

Initial Cost:

maintenance:

Int -1

contact

2 / rnd

Send thoughts to someone else's mind, or simply distract target.

To stop a caster:  wizard does a save vs. Spells modified by the difference between wizard's Int and Telepath's power score (Int -1).  If save fails, spell is spoiled.

To stop a melee opponent:  he gets an automatic -2 to hit.




Rolling Power Score:
Wizard automatically fails save

Rolling 20:

if receiver is a friend, he is distracted

Teleport        Page 67

Power Score:

Initial Cost:

Maintenance:

AoE:

Int

10+

N/A

personal

To a place I know and can picture mentally - even if I've never been there.  IE Crystal Ball, scanning a mind.  Always to a fixed location.  It makes a slight popping noise at both ends.

Carry equipment up to 1/5 body mass.

2X PSP buys 2 passengers or 3X body mass


Distance
Cost
Power Score Modifier

10 yards
10
+1

100
20
+0

1000
30
-1

10 miles
40
-2

100
50
-3

1,000
60
-4

10,000
70
-5

planet->planet
100
-6

Rolling Power Score:
PSP cost reduced by 20%

Rolling 1 or 2:

Disoriented for 1d6 rounds. -2 initiative, Power Checks, attack rolls etc…

Thought Shield        Page 92               Psionic Defense Mode

Power Score:

Initial Cost:

Maintenance:

AoE:

Wis -3

1

N/A

personal

Thought Shield vs.

Mind Thrust
-2

Ego Whip
+0

Id Insinuation
+2

Psychic Crush
-3

Psionic Blast
+3


Rules for Psychic Contest:

Attacker and Defender each roll d20.  If either rolled over their Power Score, they loose.  Subtract appropriate modifier (left) from attacker's Power Roll.  Now, whoever rolled higher without going over their Power Score wins.

Attacker gets 2 Psychic Contests per round.  Defender can re-use a good first Defence Roll for the second attack

Rolling Power Score:
no special effect

Rolling 20:

no special effect

Tower of Iron Will        Page 79               Psionic Defense Mode

Power Score:

Initial Cost:

Maintenance:

AoE:

Wis -2

6

N/A

1 yard

Tower vs.

Mind Thrust
-5

Ego Whip
-3

Id Insinuation
-3

Psychic Crush
-4

Psionic Blast
-2


Rules for Psychic Contest:

Attacker and Defender each roll d20.  If either rolled over their Power Score, they loose.  Subtract appropriate modifier (left) from attacker's Power Roll.  Now, whoever rolled higher without going over their Power Score wins.

Attacker gets 2 Psychic Contests per round.  Defender can re-use a good first Defence Roll for the second attack

Rolling Power Score:
Area of Effect = 10 feet

Rolling 20:

psionisist is "lost inside himself" and can't use Psi for 1d4 hours

Truthear            Page 92

Power Score:

Initial Cost:

Maintenance:

AoE:

Wis

4

2 / round

hearing

The Psionisist can tell whether people intentionally lie or not.

Rolling Power Score:
Psionisist recognizes falshoods even when the speaker doesn't

Rolling 20:

can't use this power effectively against the subject for 1d6 days
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