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LEVEL PLAYING FIELD. Literally, to an extent. You can

lower or raise small, natural landscapes, such as small hills,

ponds, or even parts of an incline. As an action, with a successful
Mind check, you can affect a structure within a short distance. The
difficulty of the check ranges from 5 to 20, depending on the material.
The GM will tell you before you use the power. You take Mind damage
equal to the largest of the height/depth or width dimension of the
affected landscape in meters. For example, to flatten a hill that is 3
meters high and 5 meters wide, you would need to succeed at an Mind
check, and take 5 points of Mind damage. If you fail the Mind check, the
affected landscape will instead alter in interesting ways.

PHASE. You can co-inhabit the same space as other matter for short
periods of time. This allows you to walk through walls, or to stay still but
essentially become insubstantial. For each 1 meter that you travel out of
phase, you take 1 point of Mind damage. Alternatively, you may remain
insubstantial and immobile for 1 round (approximately 6 seconds) per
point of Mind damage. If you become insubstantial for shorter times or
smaller distances, you will still take 1 point of Mind damage.
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on command

A MIDNIGHT DREARY. Dramatically curse a target that can
hear and understand you, by succeeding at an opposed Mind
check, and take 1d4 Mind damage. Choose an option below:

¢ Give them nightmares and disturb their rest.
* Make them forget a mundane skill.
* They gain a harmless, irrational fear, like of spoons.

How to break the curse? Love’s true kiss? Add a fun clause in during the
cursing.

VOX FURORE DEI. Your voice possesses a divine might, and it can
compel reality. With but a thunderous word you lash out at an enemy
and lacerate them, up to a long distance away, so long as they can hear
you. Make an opposed Mind check. If you succeed, take 1 Mind damage
to inflict 1d4 psychic damage, and—if it makes sense for their size and
physiology—they drop to their knees.

TELEKINESIS. Move small, unattended objects with your mind. Or
move people by succeeding at an opposed Mind check against them. Each
use of this power inflicts 1d6 Mind damange on you.
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