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Mok man monk—”I was forged in 

winter.  You are not” 

· Claws (STR+D6)

· Thick hide (+2 toughness)

· Large (+1 toughness)

— —

· Outsider (major): -2 to persuasion rolls to influence non-mok.  Feared and mis-
trusted by others.

· Vow (minor): protect the innocent—even though you are feared and shunned,
there are those that cannot protect themselves.

· Brawler: +1 Toughness, +1 Die type to claws

· Martial artist: +1 Fighting, +1 Die TYPE to claws

· Sweep: as a limited action, make a single fighting attack

Ironwood bo staff (STR +d4, Reach 1, Parry +1), traveler’s harness* (+1 Armor Torso), 
healing poultices (3) heal one wound once per day, ooo, rope 50’, throwing stones, 
(Str+d4, 3/6/12) 
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The energies beneath Old Geneva disturb the natural balance. The energies beneath 
Old Geneva disturb the natural balance.  

Korvak Ironbound 
Korvak is iron and fury wrapped in a man’s shape. I have seen him hold a battle line 
alone—such strength deserves respect. 

Lysara of the Shattered Tower 
Lysara walks the path of strange knowledge. Her magic unsettles me, but her inten-
tions appear honorable. 

Kestrel-Arc 
The machine warrior is precise and disciplined. I do not fully understand ITs kind, 
but they fight with purpose. 

Dr. Vektis Halcyon 
The armored human believes the past can be rebuilt. His confidence is strong, 
though I wonder if the old world deserves revival. 

Nyx Quickshard 
Nyx moves like wind through the trees—swift and unpredictable. She reminds me of a 
hunting cat. 

Sable Mindreach 
Sable’s mind touches places I cannot see. I sense great calm in her, though her 
powers are unsettling. 

Razorbeak 
Razorbeak sees the world from the sky and speaks with sharp humor. He is a loyal 
companion in dangerous lands. 
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Cyborg gladiator—”You hear 

hydraulics, I hear surrender” 

· Armor +2: subdermal plating*

· Reinforced Cybernetic Arm (Str +d8)

· Minor dependency (maintenance)

—

· Outsider (minor): -2 to persuasion rolls to influence non-gladiators.  Feared and
mistrusted by others.

· Code of honor (major):  keep your word, doesn't abuse prisoners.

· Habit—Battle stimulants (MINOR)

· Brawny: cyber body enhancement—Size +1 (toughness +1), Str as d12 for enc and
minimum str

· Frenzy: Code red: A limited action, get a 2nd fighting attack.  Resolve separately.

· Hard to kill: ignore wound penalties when making vigor rolls.

Heavy revolver (2d6+1, AP1, 12/24/48, six (6) shots oooooo), combat knife (STR+d4), 
Repair kit, battle stimulants (1 week), emergency stim patch (remove Shaken once) 
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The Sorcerer once purchased fighters from the arena Korvak escaped. 

Korvak wants revenge. 

“I have broken chains before. I will break this sorcerer.” 

 

Brother Ursa-9 
The bear fights with honor and strength. If the battle turns grim, I want him at my 
side. 

Lysara of the Shattered Tower 
Sorcerers are rarely trustworthy, but Lysara seems different. Her knowledge may 
save us all. 

Kestrel-Arc 
The machine calculates everything. I prefer instinct—but their aim is undeniable. 

Dr. Vektis Halcyon 
Vektis carries the arrogance of the old world. Still, that armor of his can turn a 
battlefield. 

Nyx Quickshard 
Nyx moves fast and talks faster. I keep an eye on my gear around her—but she’s 
useful in a fight. 

Sable Mindreach 
I do not like anyone wandering through my thoughts. Still, Sable’s calm keeps the 
others steady. 

Razorbeak 
The bird-man sees things the rest of us miss. A good scout is worth his weight in 
steel. 
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Human mutant—”your will is a 
door.  I have the key” 

· psionics

—

· Secret (Psychic abilities) - when sable uses her powers she pretends that they are
technological in nature and related to her guns as people don’t trust themselves
around someone who can bend their will

· Cautious (minor) - This planner personifies restraint and carefulness.  If forced
to make a decision quickly, make a spirit check or be stunned.

· Arcane background: Psionics

· Mentalist—Add +2 to opposed psionics rolls

Light pistols (2) 2d6 12/24/48, 15 shots ooooooooooooooo, concealed blade 
(STR+d4). Psychic mesh vest (+1 Armor). neural stun grenade o Range 5/10/20, Blast 
SBT, Targets vigor roll (-2 with a raise), or be stunned), psionic boost drink (2) oo 
restores 5 power points 
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The awakening beneath the lake screams across the psychic plane. 

“Something below the water is thinking… and it is not human.” 

Brother Ursa-9 
Ursa’s thoughts are steady and focused. His presence brings calm to chaotic mo-
ments. 

Korvak Ironbound 
Korvak’s mind burns with determination. Beneath the metal, there is surprising disci-
pline. 

Lysara of the Shattered Tower 
Lysara and I share a curiosity about the unknown. Our paths to knowledge are simp-
ly different. 

Kestrel-Arc 
Kestrel’s mind operates like a precise machine. It is strangely quiet in the psychic 
sense. 

Dr. Vektis Halcyon 
Vektis believes the past holds answers. I admire his determination to rebuild. 

Nyx Quickshard 
Nyx’s thoughts move as quickly as her feet. She thrives on momentum. 

Razorbeak 
Razorbeak’s mind is sharp and observant. He notices details others miss. 

psionics 

Power Points:  20 oooooooooooooooooooo 

Mind probe (Mind reading) 

Dominate will (Puppet) 

Neural Shock (Stun) 

Telekinetic grasp (telekinesis) 
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Mok man—raven —”from above, 
you look fragile” 

· Flight (Pace 12)

· Beak attack (STR +d6)

· Can’t Swim: -2 to athletics, each inch costs 3”, Frail: -1 toughness

— —

· Curious (major) - it killed the cat, and might just kill the crow.  You want to
check out everything.

· Quirk—Collects Shiny objects

· Loyal (minor) - you’ll risk your life to protect your friends (Brother Ursa-9—
saved your life and dr vektis—hired you as a scout and has shiny things)

· Luck: You get one extra benny at the beginning of each session.

· Dodge: -2 on ranged attacks against you unless surprised.

· Scavenger: once per encounter you “Suddenly remember/find a needed device, am-
mo, etc.

Repeating crossbow (2d6, range 10/20/40, AP 2, ROF 1), talons (Str +d6), Spyglass, 
Signal flares, Flash Grenades (3) ooo (Range 5/10/20, Blast LBT, Targets vigor roll 
(-2 with a raise), or be stunned) 
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The skies above Old Geneva are wrong. 

Birds avoid it. 

“The wind tells me storms are coming.” 

 

Brother Ursa-9 
Ursa is solid as a mountain. If trouble starts, I know he’ll be there. 

Korvak Ironbound 
Korvak’s metal arm can break almost anything. Useful friend to have. 

Lysara of the Shattered Tower 
Lysara studies ruins like they’re treasure maps. She usually finds something inter-
esting. 

Kestrel-Arc 
The android is quiet and watchful. Makes a reliable ally in dangerous places. 

Dr. Vektis Halcyon 
Vektis brings heavy firepower and big ideas. Both are helpful in a crisis. 

Nyx Quickshard 
Nyx moves faster than most people think. Good when you need something grabbed 
quickly. 

Sable Mindreach 
Sable listens more than she speaks. That kind of patience is rare. 
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Human mutant —”try to keep up” 

· Quick on your feet—Pace +2

· Lightning reflexes—natural parry is increased by one

—

· Greedy (minor) - Argues bitterly for more than your fair share of loot

· Impulsive (major) - you are the poster child of “look before you leap”

· Enemy (Bounty Hunters) - you ripped off some tribal relics from a badder clan

· Fleet-Footed: Pace increased by +2 and running increases to d8

· First Strike: once/Round, as long as you’re not shaken/stunned—free fighting at-
tack against foe that moves into reach

· Level Headed:  Extra action card, you choose which to use.

Twin energy knives (Str +d6, AP2), throwing knives (8) (STR+d4, 3/6/12, ROF 1  
oooooooo, Smoke Grenades (2) RNG 5/10/20, LBT that obscures vision (-4) oo, Grap-
ple launcher (+2 to athletics roll and climbing costs 1" of pace, lockpicks 
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She stole an artifact from badders who worked for a sorcerer who claimed it came 
from Old Geneva. 

Now others are hunting her for it. 

“If something this dangerous exists… I’d rather see it destroyed.” 

Brother Ursa-9 
Ursa is big, calm, and surprisingly thoughtful. You feel safer when he’s nearby. 

Korvak Ironbound 
Korvak looks like a walking war machine. Thankfully, he usually points in the right 
direction. 

Lysara of the Shattered Tower 
Lysara talks like every sentence is a lecture. Still, her spells come in handy. 

Kestrel-Arc 
The android watches everything. Makes me wonder what she’s recording. 

Dr. Vektis Halcyon 
Vektis walks around in a tank suit. Hard to argue with that kind of firepower. 

Sable Mindreach 
Sable is quiet but sharp. I suspect she knows more than she says. 

Razorbeak 
Razorbeak’s jokes are terrible—but his scouting is excellent. 
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Android tactical unit —”Threat 

probability: declining” 

· artificial body (+2 Armor)

· Construct body—Immune to poison/Disease, no
need to breath, +2 recover from shaken 

—

· Dependency (minor) Requires Power Cells

· VOW (Major)—programming—the reality engine must be destroyed

· Curious (minor)

· Marksman (HUD Display)—on first attack only.  Don’t move or fire NOT > ROF 1 as
first action then +1 to throwing/shooting or ignore 2 points from called shots,
cover, range, scale or speed

· Rapid fire—increase ROF of weapon as long as it’s a semi-auto/revolver, and
enough ammo

· combat reflexes—+2 to recover from shaken or stunned

Pulse rifle (3d6, Range 15/30/60, ROF 3, AP2, shots 30), Tactical hud targeting(+2 to sight 
based notice rolls and negates 4 points of illumination penalties, spare power cells (3) 
ooo 
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my ancient directive resurfaced when the reactor awakened: 

“Protect the Reality Engine.” 

“Mission parameters updated. Threat level: catastrophic.” 

Brother Ursa-9 
Ursa demonstrates high resilience and loyalty. Combat projections improve signifi-
cantly with him present. 

Korvak Ironbound 
Korvak exhibits aggressive combat behavior but strong tactical reliability. 

Lysara of the Shattered Tower 
Lysara’s magic does not follow measurable rules. Despite this inefficiency, it proves 
effective. 

Dr. Vektis Halcyon 
Vektis displays leadership tendencies and advanced technology integration. 

Nyx Quickshard 
Nyx demonstrates exceptional mobility but unpredictable decision patterns. 

Sable Mindreach 
Psionic activity cannot be fully analyzed. Sable’s abilities remain… intriguing. 

Razorbeak 
Razorbeak’s aerial scouting provides critical battlefield intelligence. 
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Human—Power Armor “Stand  

behind me. Or stand corrected” 

· Additional Novice Edge

—

· Arrogant (MAJOR): You don’t think you’re the best, you know you’re the best.  You
look for the greatest threat, hacking your way through lesser minions only be-
cause they are the way.

· Curious (Minor)

· Quirk—Speaks in technical jargon (see back of sheet)

· Level Headed—Draw and additional Action Card in combat and choose which to use

· Soldier—STR as one die higher for enc and minimum str.  Free reroll to survive en-
vironmental hazards

· Calculating-when your action card is 5 or less, ignore up to 2 points of penalties
on one action that turn.

Heavy laser rifle (3d6, Range 30/60/120, AP4, ROF 1, shots 20, Heavy Weapon, 
cauterize, overcharge, snapfire) , heavy power armor, retractable vibro blade, 
scanner goggles, three (3) spare power cells ooo 
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Pre-Fall records suggest the device under the lake is civilization-restoring tech-
nology. 

He wants to reclaim it. 

Brother Ursa-9 
Ursa represents the strength of the new world. His discipline is admirable. 

Korvak Ironbound 
Korvak’s cybernetics are remarkable relics of lost engineering. He is formidable in 
battle. 

Lysara of the Shattered Tower 
Lysara’s knowledge of arcane forces is invaluable to this expedition. 

Kestrel-Arc 
An intact android from before the Fall—an extraordinary technological survivor. 

Nyx Quickshard 
Nyx is reckless but undeniably effective. Speed like hers is difficult to replace. 

Sable Mindreach 
Sable’s psionic abilities challenge my understanding of science. Still, her insights 
are valuable. 

Razorbeak 
Razorbeak’s reconnaissance has saved us time and danger more than once. 

Technical Jargon—Quirks 

· “It’s quite simple, really—if you un-
derstand advanced energy theory.”

· “In layman’s terms: we are in dan-
ger.”

· “The phenomenon is a fusion of ar-
cane resonance and quantum instabil-
ity.”

· “You’re thinking too small. This is a
systems-level problem.”

· “I assure you, I am correct.”

Critical hits on power armor 
table 
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Human—Wizard “Magic is memory. 
And I remember everything” 

· Bonus novice edge

—

· Curious (major)

· Enemy—sorcerer of old Geneva (minor)

· Quirck—obsessed with lost knowledge

· Arcane background (Magic)

· Wizard—you can spend one (1) extra spell point to change a spells’ trappings.

Arcane staff—Str+d4, Parry +1, Light Crossbow (2d6, 15/30/60, ROF 1, 10 bolts  
oooooooooo. Spell component Pouch, Grimoire, Crystal Armor* (+1 Toughness) 
Two (2) Power Potions (restore 5 PP) oo, Torch crystal on staff (produces light) 
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The energy beneath the lake resembles the lost magic of the Grey Tower. 

She wants to study it. 

“Some doors should not be opened… but they must be understood.” 

Brother Ursa-9 
The bear fights with honor and strength. If the battle turns grim, I want him at my 
side. 

Lysara of the Shattered Tower 
Sorcerers are rarely trustworthy, but Lysara seems different. Her knowledge may 
save us all. 

Kestrel-Arc 
The machine calculates everything. I prefer instinct—but her aim is undeniable. 

Dr. Vektis Halcyon 
Vektis carries the arrogance of the old world. Still, that armor of his can turn a 
battlefield. 

Nyx Quickshard 
Nyx moves fast and talks faster. I keep an eye on my gear around her—but she’s 
useful in a fight. 

Sable Mindreach 
I do not like anyone wandering through my thoughts. Still, Sable’s calm keeps the 
others steady. 

Razorbeak 
The bird-man sees things the rest of us miss. A good scout is worth his weight in 
steel. 

Spells 

Power Points:  20 oooooooooooooooooooo 

Shard fire lance (BOLT) 

Cataclysmic detonation (BLAST) 

Sight beyond the veil (Detect Arcana) 

Unravel enchantment (Dispel) 

Hand of the shattered tower (Telekinesis)  




