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Precognition 
Power THR. Action Range Description 

Danger sense 15 Full Self Expanded senses. 

Divine shot 15 Free Self Make bullshit shot. 

Dowsing 10 Full 100 m Unerringly find something specific. 

False Future 25 Free Self Undo and redo a round. 

Far sight 15 Full 100 m See from offset location. 

Glimpse 10 Full Self Read future, gain bonus. 

 

Danger Sense 

You broaden your senses beyond the 

mortal world. Gain a +20 to all 

perception-based tests. Each 5 points 

of overbleed either increases the bonus 

by +10 or expands your range by 20 m. 

Divine Shot 

Reading thousands of threads of 

possible futures, you automatically 

strike home with one shot, no matter 

how unlikely. Each 10 points of 

overbleed allows you to hit with an 

additional shot, if you have a rate of 

fire to support it. 

Dowsing 

Test Psyscience: on a success, 

unerringly find clearly specific item 

or person. 

• Intimately familiar: +10 

• Within 100 meters: +10 

• Holds part of target: +10 

• Over 500 meters away: -10 

• Target surrounded by other of its 

kind: -10 

• Each 5 points overbleed: +10 

False Future 

At the end of one of your rounds, cancel 

everything that happened and go again. 

This applies to everything that took 

place, and new rolls are made. If you 

overbleed by 10+ points, you can use it 

on another person’s round.  

Far Sight 

Move your perception (including all 

senses) to a space within 100 meters. 

Except for turning some 90 degrees, you 

cannot move that location except for 

cancelling the power. Each 5 points of 

overbleed allows you to expand the 

range by 100 meters or turn 90 degrees 

more.  

Glimpse 

By reading the immediate future, gain 

a +20 bonus to the next test you make 

within one round’s time. Each 5 points 

of overbleed allows you to either 

increase the duration by 1 round or the 

bonus by +10. 
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Pyrokinesis 
Power THR. Action Range Description 

Charge 10 Full Self Electric hand. 

Douse 15 Half 10 m Put out fires. 

Firestorm 20 Full 10 m Fire burns everywhere. 

Flame 5 Half Self Fire hand. 

Flash 10 Free 10 m Human flashbang. 

Plasma Blade 25 Full 25 m Ultra-laser flame. 

 

Charge 

You gather an electric charge in your 

hand. It can be discharged in an 

unarmed attack dealing 1d10+2 Energy 

damage or used to charge or power a 

battery. Each 5 points of overbleed 

increases the damage by +2. 

Douse 

Absorb the heat of a flame, removing 

it. Can be used as a free action to 

reduce a single instance of Energy 

damage by 2 points. Each 5 points of 

overbleed allows you to put out larger 

fires or increases the damage absorbed 

by 2 points. 

Firestorm 

Release devastating waves of fire 

around you, dealing 1d10+6 Energy 

damage within the area. Each 5 points 

of overbleed increases the damage by +2 

or the area by 10 meters. 

Flame 

Create a flame the intensity of a good 

torch in your open hand. It adds +2 

damage to your unarmed attacks, and 

allows you ignite things. Each 5 points 

of overbleed adds +2 additional damage 

or allow the flame to be thrown 10 

meters. 

Flash 

You release a burst of bright light. 

Everyone in range must make an Agility 

test or be blinded for 1d5 rounds. Each 

5 points of overbleed adds a -10 

penalty to the test. Sufficient amounts 

of light might blind permanently. 

Plasma Blade 

Launch a brief arc of pure energy, 

dealing 4d10 Energy damage to one 

target. Can be used to cut through 

metal or other materials. 
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Relinquish the Flesh 
Limb (200 thrones) 

Basic mechanical limb with regular functionality. 

Improvement  Cost 

Power Booster Limb as +10 strength (stacking) ×2 

Hidden Gun Folds out of limb. Gun bought separately. ×1.5 

Hidden Tool Folds out of limb. Toll bought separately. ×1.5 

 

Respirator (200 thrones) 

Basic respiratory system replacement. 

Improvement  Cost 

Air Purifier Ignore most toxic gasses. ×2 

Vox Booster Can use a REALLY LOUD VOICE. ×1.5 

Translation Unit Has +1 language (stacking) ×2 

 

Visual Sensors (200 thrones) 

Improvement  Cost 

Spectrum Broadener See IR or UV light. Get twice for both. ×2 

Light Enhancer Toggleable night vision. ×2 

Flash Shields Ignore blinding. ×3 

Zoom Built-in binoculars. ×2 

Tracker Unit Halve penalties vs. fast targets. ×4 

 

Organs (400 thrones) 

Improvement  Cost 

Detoxer +30 to Toughness vs. poisons. ×2 

Defrib Built-in heart starter, triggers on death. ×2 

Blood Director Emergency valves stop bleeding. ×4 

 

Cortex Unit (1000 thrones) 

Improvement  Cost 

Emotion Remover Ignore fear, charm, etc. ×1.5 

Thought Accelerator Think at twice normal rate. ×5 

Memory Unit Can plug data-pads directly to brain. ×1.5 
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MECHADENDRITES 
Mechanical snake limbs. 

Type Description Cost 

Ballistic Attach any gun (bought separately). 500 

Scanner Reads different materials. 300 

Manipulator As another arm, at Strength 30. 300 

Medical Surgery knives and injectors. 500 

Optical You can see from this. 400 

Utility Holds bits and pieces. Clumsy hand. 200 

 

MAGLEVS 
Built-in magnetic and electrical systems. 

Type Description Cost 

Mag-pull Drags 5 kg of ferric materials towards you. 500 

Mag-push Pushes 5 kg of ferric materials away. 500 

EMP Burst Destroys unshielded electronics within 1 m. 1000 

Read Signal Read wireless transmission within 10 m. 250 

Disruptor Jams weapons within 5 m. 750 

Each doubling in cost doubles the quantifiable power of the Maglev (e.g. double Mag-

pull allows you to move 10 kg, etc.). 

  


