The Malevolents
The brights and feasters have a criminal element too. Those that commit horrendous crimes such as feeding off of another bright or a sentient being are known as malevolents. The attacks of these criminals are why the tribal humans are confused whether the brights are good or evil creatures.

They have the same Mentalist powers as normal Brights but with the addition of the Confusion and possibly the Illusion powers. 

Some Brights believe their fallen brethren have turn twisted because they’ve frequented places where Scarlett Ghosts have been imprisoned. Although the evil creatures are not supposed to be able to affect anything from their confinements, maybe they can communicate somehow. 

Confusion *

Type: Empath, Telepath
Success Rate: ¼ LDR + 10% per level
Limit: Two successful uses per level per day
Range: 10 meters per level
Duration: 1d10 turns
Pr: None 
This discipline allows a character to try to confuse the enemy; the target must be within a line of sight. The player must roll 1d10 and the referee consults the Confusion Table to determine how that confusion will manifest itself. The duration of the confusion is 1d10 turns. This discipline can only be used to affect a single target.
	Roll
	Confusion Result

	01
	The target sits down to think things over. He does nothing else.

	02
	The target begins weeping or laughing uncontrollably; he gets a -10 percent modifier to all actions and skill checks. 

	03
	The target walks around randomly as if he is lost. Use the Area Effect Weapon Miss diagram every turn to determine what direction the target is walking.

	04
	The target becomes fascinated with one action and will perform or watch it to the exclusion of all else.

	05
	The target attacks the nearest character, no matter who it is.

	06
	The target attacks everyone (a different character each turn).

	07
	The target attacks the nearest large machine or creature.

	08 
	The target walks up to the nearest character, throws his arm around his shoulder (or an equivalent action), and begins discussing the philosophy of life.

	09
	The target is so confused he begins to swoon; he receives a -20 percent modifier to all actions.

	10
	The target rolls over and falls asleep.


A critical success roll means that the target is confused for twice the normal duration. A critical failure means that the Mentalist is stunned for 1d5 turns.
Illusion

Type: Telepath
Success Rate: ½ LDR + 10% per level
Limit: One successful use per day plus one extra use per level

Range: 5 meters per level]

Duration: 20 turns
Pr: Confusion 2 

This discipline gives the user the ability to create illusions in the mind of those creatures within the area of effect. The illusion they see must be the same. Such illusions have all the verbal, visual and olfactory aspects they normally would, but can cause no damage. It automatically fades after 20 turns. 
The user must concentrate on the illusion for the entire duration of its existence to be believable but can perform other non-strenuous activities. If the illusion is of something silly, confusing, or extremely contradictory, then the referee should secretly roll an Intuition check for the target to disbelieve it. 
Many Malevolents are not skilled enough to use Illusion, but some can. 
