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Introduction
1

Welcome to The Encountered: Volume I Preview. In the following pages 
you will find a small sample of the creatures on their way in The 
Encountered: Volume I.

The Encountered is one of the most important supplements for the 
Alpha Omega roleplaying game (RPG) as it offers Game Moderators 
(GMs) hundreds of recently discovered New World creatures. All crea-
tures are presented with a description of their physical appearances 
and behaviors, as well as everything else needed to bring them to life 
in your games.

Using The Encountered
1.1

The Encountered has been designed to be user-friendly. Each creature 
is presented using the NWSEC Standard Organism Presentation 
Template. The various elements of the template are explained in 
detail in the following pages and allow GMs to make use of creatures 
with minimal preparation.

For simplicity’s sake, the terms “creature” and “creatures” are used 
throughout this book to refer to everything from plants and animals, 
to spirits and personalities.

This book can be used in a variety of ways, and the information 
contained within its pages has the ability to add dangerous chal-
lenges to your campaigns. The Encountered is designed to provide 
all the important information and statistics needed to incorporate 
the creatures into your Alpha Omega campaigns and game sessions. 
The Encountered also provides readers with the knowledge to create 
their own creatures, and competently employ them in challenging 
encounters.

Advice on how to use this book is provided to players and GMs 
throughout the text, and examples are given to show how specific 
game situations can arise. This may seem unnecessary by experienced 
gamers and GMs, but it is not meant to be patronizing. Advice and 
examples are provided to give new players and GMs an understand-
ing of the depth a supplement, such as The Encountered, can add to a 

RPG campaign. Experienced gamers will already be intimately aware 
of what a supplemental manual can offer them, and they will also 
already have an idea of how heavily they will rely on the information 
contained within.

The Encountered is divided into twelve sections, each dealing with a 
specific element of the game. The book is designed for easy naviga-
tion, with features to help you find your way around.

naVBar
Along the outside edge of each page, you will notice a vertical naviga-
tion bar, or NavBar, for short. The NavBar includes a set of twelve 
icons, each representing one of the book’s primary sections, with 
the final icon representing the book’s index and appendices (see 1.2 
Section Guide). The highlighted icon indicates which section you are 
currently reading. The NavBar enables you to locate and reference 
different sections quickly by flipping through the pages.

FolIo numBErIng
Folio numbers and topic titles are displayed on the top left and right 
corners of each two page spread. The left folio number and topic title 
tell you which topic is being discussed on the left page, while the right 
folio number and topic title tell you which topic is being discussed on 
the right page. These are useful when topic explanations run across 
several pages and you arrive somewhere in the middle of a particular 
topic while flipping pages.

TaBlE and dIagram numBErs
This book includes a number of tables and diagrams, all of which 
are numbered sequentially within each section for easy reference. 
Furthermore, the most important tables are presented together at 
the back of the book for quick access.

Section Guide
1.2

1 Introduction

2 anatomy of a Creature

3 Freaks of nature

4 Tech Fiends

5 spiritual Creatures

6 abominations

7 demons

8 Factions

9 Creature Creation

10 Encounter management

11 Creature modification Templates

12 appendicies
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Abusing The Encountered
1.3

This book is designed to help GMs create exciting games. Most GMs 
will prefer to keep knowledge of the mysterious and deadly creatures 
of the New World from their players, allowing for fantastic and 
terrifying surprises at every opportunity. However, players will be 
curious about the creatures contained within this manual and will 
inevitably peruse its pages. Situations will arise where characters 
encounter creatures for the first time and, based on the creatures’ 
description and stats, they should have no idea how to contend 
with them. Experienced players and those who have read the book, 
however, may know precisely how to deal with the creatures being 
encountered. In these situations, their knowledge or suggestions for 
dealing with the encounter, especially if their character should not 
be privy to this information, could diminish enjoyment of the game. 
Although the maturity and level of experience of a player will limit 
this sort of behavior, GMs are ultimately responsible for gauging the 
level of creature knowledge a character should have regardless of the 
level of creature knowledge of the player.

The Findings of the NWSEC
1.4

The New World Science and Engineering Commission (NWSEC) is very 
pleased to see the release of The Encountered: Volume I. This is a truly 
momentous step for research and documentation of the plant and animal 
species of the New World. Countless researchers, field investigators, and 
documentarians have poured thousands of hours and boundless energy, 
risking life and limb, into this volume. It is clear from even a cursory 
glance at these pages that the last two centuries have thrown us into a 
marvelous, beautiful, treacherous and deadly new world.

Since its inception in 2137, the NWSEC has worked hard to extend 
our research and role in the world at large, not only discovering and 
studying new plants and animals but delving deep into the com-
plex array of new social groups and factions which dot the globe. 
The number of highly intelligent species with well established 
communities is significantly greater than previously believed and 
this volume offers our readers a first look into some of these.

Research and study are ongoing and new discoveries are made 
everyday. The creatures documented here have been chosen for first 
release because it is our feeling that they offer a sound look at the work 
undertaken by the NWSEC in recent years and demonstrate our commit-
ment to aggressive exploration and discovery, and to providing our users 
with the most relevant, accurate and current information available.

In addition to The Encountered: Volume I, we invite you to join the NWSEC 
Collaborative Workspace at www.nwsecom.com/cw. The Collaborative 
Workspace is home to a growing community of researchers, explorers, 
scientists and inventors who push the limits of science and engineering 
each day, contributing to the global body of knowledge and advancing 
our understanding of the New World.

We invite you now to delve deep with us into the fantastic and startling 
New World. We hope you will find these pages not only useful, but inspir-
ing. The discoveries in this volume, though incredible, only scratch the 
surface of what the New World has to offer and what waits in its darkest 
reaches. Only through discovery, research and study will we truly know 
our world and our place in it.

Enjoy The Encountered: Volume I! 
Paul Silvine—NWSEC Director
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Anatomy of a Creature
2

The New World is home to countless creatures of a mind-boggling 
array. Classification and categorization is a staggering task. There are 
several elements that are currently used to describe, define and place 
creatures into appropriate groups, each of which is presented and 
explained in the following sections.

To assist GMs during preparation and game play, every creature is 
classified and categorized based on the approximate level of danger it 
presents, in addition to its attacks, defenses and general capabilities. 
The statistics and game mechanics that enumerate the capabili-
ties of each creature are divided into 16 distinct creature elements. 
On the opposite page you can see a sample of an NWSEC Standard 
Organism Presentation Template. The red circles with white numbers 
Correspond with the numbers in parentheses that indicate the loca-
tion of the creature elements found below.

Creature Type
2.1

Five primary Creature Types have been discovered thus far in the 
New World. Generally speaking, these Types provide insight into the 
creation, conception, nature, motivation or needs of creatures as 
described below.

Freaks oF Nature
2.1.1

Freaks of Nature are creatures that have developed, or were created, 
through unnatural or accidental means. In some cases they developed 
as a result of devious genetic alterations. Freaks of Nature are often 
produced through accelerated evolution or mutation caused by the 
effects of mutagenic viruses, or exposure to biological, chemical or 
genetic weapons. This Creature Type also includes the unnatural 
development of sentient entities comprised of a single form of energy 
or matter.

tech-FieNds
2.1.2

Tech-Fiends are creatures that are partially or completely comprised 
of machinery. Tech-Fiends consist of Cyborgs, robots, mechanical 
automatons or any mix of organic and mechanical materials that 
have been animated, constructed or brought to life. Tech-Fiends are 
typically designed to serve specific functions, usually dangerous or 
unsavory ones. However, some Tech-Fiends become obsolete, dam-
aged or malfunction over time. Unable to perform their duties, some 
are deactivated or destroyed. Others are abandoned, and an even 
smaller few are set free - released of whatever bond held them to 
their task. Occasionally, Tech-Fiends are found wandering aimlessly, 
unable to fulfill their designed purpose and trying to adapt to the 
freedom they were never designed for.

abomiNatioNs
2.1.3

Abominations are creatures that have been forced into existence 
unnaturally through perverse and deliberate experimentation, 
genetic manipulation or necromancy. Abominations of lower 
intelligence are inherently driven to destroy and kill living things. 
Abominations of higher intelligence may be powerful minions or 
self-serving, malevolent creatures that have somehow liberated 
themselves from their created purpose.

spiritual creatures
2.1.4

Spiritual Creatures are predominantly comprised of Alpha or Omega 
energy. The uneducated often refer to them as ghosts, but research-
ers have already discovered numerous types of Spiritual Creatures, 
a few of which could be called ghosts. Generally speaking, Spiritual 
Creatures can only be affected by spiritual energy; however, some are 
capable of interacting directly with the physical world and may be 
vulnerable to a larger variety of damage types. Alpha spiritual crea-
tures are typically only able to harm creatures comprised of Omega 
energy and can heal physical organisms. Conversely, Omega creatures 
are unable to heal other organisms or creatures, but are capable of 
damaging all creatures, including other Omega creatures.

demoNs
2.1.5

The term “Demon” is often contested and still debated, but NWSEC 
researchers now universally use the term to describe a type of 
creature that is organic, although heavily corrupted by the dark 
energy of Omega. Some are sentient, intelligent creatures that lust for 
power, and thrive on murder, destruction and the fear they instill in 
those around them. Others are non-intelligent monsters, twisted and 
distorted by Omega,  that crave nothing but chaos and the destruc-
tion of all life.

Creature Category
2.2

Creature Categories are a general way to describe the level of danger a 
creature poses when encountered. There are ten categories: Category 
one being the least dangerous, and Category ten the most dangerous. 
Generally speaking, as the Category number increases, the amount of 
damage the creature can inflict, the size of its Health Pool, the num-
ber of Segments it is active in and the number of special attacks and 
defenses it possesses also increase. A detailed explanation of Creature 
Categories can be found in Section 10.3.

Name
2.3

The official name for the creature, as dictated by the NWSEC, is listed 
here. Nicknames, pseudonyms and acronyms may also be listed here.

Physical Dimensions
2.4

The Physical Dimensions of a creature include the average height and 
weight of a typical specimen. It is possible for a creature to be shorter, 
taller, lighter or heavier than the presented averages.

Core Qualities
2.5

The Core Qualities of a creature provide a numerical representation 
of the physical and mental composition of the creature. The seven 
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Anatomy of a Creature 2

Core Qualities are Strength, Agility, Conditioning, Vitality, Discipline, 
Intelligence and Charisma. A more thorough description of each Core 
Quality can be found in Section 6.3 of the Core Rulebook.

Secondary Qualities
2.6

Secondary Qualities are the round up averages of two Core Qualities 
that represent the more complex elements of a creature’s mental and 
physical capabilities. The seven Secondary Qualities are Athleticism, 
Physical Acumen, Fitness, Will, Wisdom, Wit and Presence. A more 
thorough description of each Secondary Quality can be found in 
Section 6.4 of the Core Rulebook.

Tertiary Qualities
2.7

Tertiary Qualities are the numeric representation of several aspects 
of a creature that are relevant to their survivability, instincts and 
natural combat abilities. The Tertiary Qualities are Reaction, Physis 
and Defense Rating. A more thorough description of each Tertiary 
Quality can be found in Section 6.5 of the Core Rulebook. It is 
important to note that, although clear definitions are provided in the 
Core Rulebook for these elements, they may be artificially inflated or 
deflated as required and may not prescribe to the formulas used for 
Player Character creation found in the Core Rulebook.

Vitals
2.8

A creature’s Vitals include their Endurance and Health Pool. Endurance 
represents how much physical activity can be endured before exhaus-
tion sets in, and determines how many times a particular Special 
Ability can be used. More information on Endurance can be found in 
Section 6.5 of the Core Rulebook. Health Pool represents how much 
damage can be endured before dying. More information on Health 
Pools can be found in Section 6.6 of the Core Rulebook. It is important 
to note that although clear definitions and calculations are provided 
for these elements, it is possible that they may be artificially inflated 
or deflated as required.

Movement Rates
2.9

A creature’s Movement Rate represents the distance it can travel in a 
single Segment in the various Dynamic Stances: Swimming, Crawling, 
Walking, Climbing, Running, Sprinting and Flying. More informa-
tion on Movement Rates can be found in Section 7.2.3 of the Core 
Rulebook. Note that creature Movement Rates may be different than 
those of a character with an equal Athleticism score (see Section 7.2.3 
of the Core Rulebook) due to the creature’s means of locomotion and 
size.

This page would have a blank template with numbers in locations 
corresponding to the appropriate description for that part of the 
template.

Armor
2.10

Armor represents the amount of damage that is negated according 
to the respective Damage Threshold values of the creature. More 
information on Damage Thresholds can be found in sections 7.11.4 
and 7.11.5 of the Core Rulebook.

Attacks
2.11

All known methods of attack and relevant statistics are presented 
here, including: Skill, Associated Dice Pool, Exertion Rating, Maximum 
Number of Attacks per Segment, Damage inflicted, Maximum and 
Minimum Ranges, Range Rating and Range Penalties for all Ranged 
attacks. Ranged and Melee attacks are explained in detail in Sections 
7.9 and 7.10 of the Core Rulebook. 

It is important to note that whenever multiple Damage Types are 
listed for an attack, only the most effective Damage Type is used. For 
example, if an attack does “1d6 Melee Kinetic (MK), Alpha Spiritual 
(AS)” and the target has a higher Damage Threshold against Melee 
Kinetic than it does against Alpha Spiritual, then the attack would be 
calculated using Alpha Spiritual Damage.

Special Attacks
2.12

For those creatures that have Special Attacks, the critical parameters 
and statistics are listed in an abbreviated format. The various aspects 
of a Special Attack are described as:

Name: The Name of the attack.

Function (Func): Special attacks have several different functions, 
the most common of which are described below:

Damage/Healing (Dam/Heal): This effect damages or 
heals the target’s Health Pool or Structural Integrity. The 
amount of damage or healing, and the Damage Type is listed in 
parentheses

For example, “Func: Dam (2d4 MK)” indicates that this attack 
causes 2d4 Melee Kinetic damage.

Damage over Time (DoT)/Healing over Time (HoT): This 
effect damages or heals the Health Pool, or damages the 
Structural Integrity of the target(s) by the amount indicated 
over the listed period of time. The amount of immediate dam-
age or healing, and the Damage Type is listed in parentheses 
followed by the frequency at which the subsequent damage or 
healing occurs.

For example, “Func: DoT (3d6 AS, 1d8 AS per 3S)” indicates 
that this attack does 3d6 Alpha damage, and an additional 1d8 
Alpha damage every 3 Segments after the initial damage.

Alter Stat or State (Alter): This effect may raise or lower Core 
Qualities, State Component Levels, Endurance Pool, Defense 
Rating, Movement Rates or Check Rolls.

For example, “Func: Alter (Strength -5)” indicates that the 
victim’s Strength Core Quality Score is reduced by five through-
out the duration of the effect, while “Func: Alter (Fear +2)” 
indicates that the victim’s Fear State Component is increased by 
two Levels throughout the duration of the effect.

Grapple (Grap): Grapple attacks follow the standard rules 
for grappling outlined in Section 7.10.4 of the Core Rulebook. 
Typically, a creature will have to gain control of their victim 
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before using any other grapple attacks, but this may not always 
be the case. The various Grapple attacks are:

Control (Cont)

Joint-lock (JL)

Choke (Cke)

Slam (Slm)

Throw (Throw)

Chemicals (Chem)/Toxins (Tox)/Diseases (Dis)/Biological 
(Bio): These attacks introduce a harmful chemical or biological 
agent into the target, and have one or more effects. For simplic-
ity, they are referred to as toxins, but may be chemicals, toxins, 
poisons, microorganisms, biological weapons and/or diseases. 
There are several important factors that dictate the effects of 
these attacks:

Dispersal (Disp): This is the method used to deliver the 
toxin. There are four toxin dispersal methods.

Airborne (ABN): Airborne toxins must be inhaled into 
the respiratory system to take effect. Various pieces of 
equipment are designed to filter harmful particles out 
of the air and prevent gaseous toxins or microorganisms 
from being inhaled.

Ingested (ING): Some toxins, typically liquid, but 
occasionally solid, must be ingested into the digestive 
system to take effect. As long as they are not ingested, 
they are harmless.

Transdermal (TDL): Some toxins are able to penetrate 
the epidermal layer and reach the blood stream. Toxins of 
this nature take effect as soon as they come into contact 
with exposed skin.

Direct delivery (DD): Some toxins are injected directly 
into the blood stream through the use of a delivery 
medium capable of bypassing the protective layers of 
a target. These delivery vehicles may include syringes, 
stingers, sharp teeth, claws, spines, etc. In order for these 
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toxins to take effect, the attack must Puncture or bypass 
all protective equipment and abilities and lower the 
target’s Health Pool by at least one point.

Effect Onset (Onset): This is the amount of time it takes 
for the toxin to take effect. The Effect Onset is represented 
by a number of Segments “S”, Cycles “C”, Minutes “M”, Hours 
“H” or Days “D”. If no Effect Onset is listed, the effect is 
immediate.

Effect: This describes what effect the toxin has on the 
victim, mirroring the Functions listed above. For example, 
“Effect: Dam (2d4 CH) would indicate that the effect of the 
toxin would cause 2d4 Chemical Damage.

Duration (Dur): This is the amount of time the effects 
of the toxin last. Duration is represented by a number 
of Segments “S”, Cycles “C”, Minutes “M” or Hours “H”. If 
no duration is listed, the effect is instantaneous and the 
effects are felt instantly, but do not persist over a particular 
Duration.

Potency Level (PL): This is a measurement of how potent 
the toxin is. To neutralize the toxin, a curing agent must be 
of equal or greater Potency Level.

Resist Check (RC): This lists the type of Resist Check, the 
DR and the result of a successful Resist Check against the 
effects of the toxin. More information on RCs can be found in 
section 7.1.5 of the Core Rulebook

Action (Act): Denotes the type of attack action as Free, Half or 
Full. Actions are described in detail in Section 7.7.1 of the Core 
Rulebook.

Range (Rng): The maximum distance, measured in SIM, at which 
the attack can be performed. “SIMs” are described in detail in 
Section 7 (Game Mechanics Lingo) of the Core Rulebook.

Scope (Sc): Scope describes the number of targets, or area 
affected by the attack. Scope can be one of the following:

Single Target (1): The attack only affects a single target.
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Multiple Targets (MT): The attack affects the number of 
targets listed in parentheses simultaneously.

Area of Effect (AoE): AoE attacks affect all targets within the 
defined area. The shape of the AoE can be one of the following: 

Cone (C): A Cone attack begins immediately in front of the 
creature’s attack mechanism and spreads as it travels from 
its point of origin away from the attacker. The Diameter “D” 
is the width of the effect at its maximum range.

Sphere (S): A Sphere attack affects all targets within 
a sphere of Radius “R.” Sphere attacks can be centered 
anywhere within the attack’s Range.

Hemisphere (H): A Hemisphere or “Half-sphere” attack 
affects all targets within a hemisphere of Radius “R any-
where within the attack’s Range.

Nature (Nat): The nature of an attack will indicate how the attack 
is created, and what general effect it will have on a target. There 
are currently seven known attack natures. They are:

Sonic (Sn): Sonic attacks generate audible noise. Sonic attacks 
are only effective if the target is able to hear the noise. If the 
target is deaf, hearing impaired or is wearing appropriate 
protective gear, the potency of the attack may be significantly 
reduced or rendered completely harmless.

Visual (Vs): Visual attacks produce an effect that must be seen 
in order to be effective. A visual attack could be initiated by 
illusions, the physical appearance of a creature or some other 
phenomenon that the target sees. Protective eyewear and 
darkness could suppress visual attacks. Some visual attacks, 
like Flashbangs grenades, explode, producing brilliant light 
that negates darkness entirely.

Smell (Sm): Smell attacks produce an effect that must be 
smelt in order to be effective. A smell attack could be initiated 
by hormonal or biological secretions that may be passive or 
deliberate. Certain pieces of protective equipment that elimi-
nate, reduce or protect one’s sense of smell will protect a target 
from smell attacks.
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Special Attacks 2.12

Gaze (Gz): Gaze attacks require the target to be within the Line 
of Sight (LoS) of the attacker. Some attacks only require the 
target be seen by the attacker, while others require that the 
attacker and target make eye contact. Gaze attacks that require 
eye contact are indicated with the Eye Contact (EC) abbrevia-
tion and the Difficulty Rating (DR) required for a successful 
Resist Check. Resist Checks are explained in detail in Section 
7.1.2 of the Core Rulebook. Some protective eyewear may shield 
wearers from gaze attacks.

Physical (Ph): Physical attacks are the simplest attacks of all, 
requiring the attacker to make a successful Attack Attempt to 
strike their target with a melee or ranged attack. The number 
in parentheses indicates the bonus or penalty which is added to 
the Attack Attempt.

Aura (Au): Aura attacks affect any target that is within the 
listed distance from the attacker. They do not require an Attack 
Attempt roll.

Blast (Bl): Blast attacks affect all creatures within range of the 
blast, and do not require an Attack Attempt Roll.

Endurance Cost (EC): This is the amount of Endurance the Special 
Attack costs to initiate.

Duration (Dur): The Duration of an attack is defined by the num-
ber of Segments “S”, Cycles “C”, Minutes “M” or Hours “H” the Effect 
lasts for. If no duration is listed, the effect is instantaneous and 
the effects are felt instantly, but do not persist over a particular 
Duration.

For example, a Duration of three Segments would be written as 3S, 
while a Duration of four hours would be written as 4H.

Resist Check (RC): This lists the type of Resist Check, the DR and 
the result of a successful Resist Check against the Special Attack.

For example, “RC: Vitality, 45, Negates” means that a Vitality RC 
with a roll of 45 or higher would negate the effect, while “RC: 
Conditioning, 22, Half Damage” means that a Conditioning RC with 
a roll of 22 or higher would reduce the damage suffered by the 
target by half.

›
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Charge/Recharge (Ch/Rech): Charge/Recharge dictates the 
number of times a special attack can be used successively and the 
amount of time that must pass to regain a charge. 

For example, “Ch/Rech: 4, 1H” indicates that this particular attack 
can be used up to four times before requiring a Recharge. After a 
period of one hour, one spent charge will be regained. If no Ch/
Rech is listed, the attack can be used an infinite number of times.

Cumulative (Cuml): Cumulative indicates whether or not the 
effects of multiple attacks are cumulative. If no value is given, the 
effects are not calculated over time.

For example “Cuml: Yes” indicates that the effects of a particular 
attack stack are added together each time the attack is success-
fully executed. If a creature has an attack that lowers a target’s 
Fear State by 1 Level and the effect is Cumulative, then multiple 
attacks would result in the Fear State being lowered 1 Level per 
successful attack. If the effect is not Cumulative then the Fear State 
Level would only be lowered by 1 despite the number of successful 
attacks.

Sample Special Attacks
The following examples illustrate the information that will be 
provided in the descriptions of Special Attacks.

sample special attack 1:

Sonic Cone

Act: Full 
Rng: 20 
Sc: AoE, Cone, D6 
Nat: Sn 
EC: 4 
Func: Dam (4d6 Energy) 
RC: Vitality, 22, Half Damage 
Ch/Rech: 2, 6H

The first line tells us the name of the Special Attack is “Sonic Cone.”

The second line tells us the Sonic Cone attack is a Full Action.

The third line tells us the attack has a maximum range of 20 SIM.

»

»
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The fourth line tells us the attack is an AoE attack with a cone 
shape that is 6 SIM in diameter at 20 SIM.

The fifth line tells us the nature of the attack is Sonic and follows 
all relevant rules as explained above.

The sixth line tells us the Endurance Cost needed to initiate this 
attack is 4 Endurance Points.

The seventh line tells us the function of the attack is to deal 4d6 
Energy damage to all creatures within its AoE.

The duration is not addressed, so the attack is instantaneous.

The eighth line tells us that a Vitality RC at DR 22 will reduce the 
damage suffered by the target by half.

The ninth line tells us that a Sonic Cone can be used twice as 
desired, but the creature must wait six hours to regain a charge.

sample special attack 2:

Diseased Bite

Act: Half 
Rng: 1 
Sc: 1 
Nat: Ph 
EC: 0 
Func: Dam (2d6 MK)

Disp: DD

Onset: 1H

Effect: DoT (3d6, 1d6 1S)

Dur: 2D

PL: 4

RC: Vitality 30, Negates

Cuml: No

The first line tells us the name of the Special Attack is “Diseased 
Bite.”

The second line tells us the Diseased Bite is a Half Action.

»
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The third line tells us the attack has a range of 1 SIM.

The fourth line tells us the attack is a Single Target attack.

The fifth line tells us the nature of the attack is physical and fol-
lows all relevant rules as explained above.

The sixth line tells us the Endurance Cost of initiating the attack.

The seventh line tells us the Function of the attack is to deal 2d6 
Melee Kinetic damage and to infect the victim with a disease.

The eighth line tells us the disease is dispersed through Direct 
Delivery and follows all relevant rules as explained above.

The ninth line tells us the effects of the disease begin to take affect 
after 1 hour.

The tenth line tells us the effect of the disease is a DoT that deals 
3d6 damage at onset and an additional 1d6 damage every subse-
quent Segment throughout the duration of the disease.

The eleventh line tells us the duration of the disease is two days.

Since no Ch/Rech is listed, the Diseased Bite can be used for every 
successful Bite attack.

The twelfth line tells us that the effects of the bite are not 
cumulative.

Description
2.13

Creature Descriptions are straight forward; they offer information 
about the creature’s appearance, how it might smell, its physiology, 
offensive and defensive capabilities, etc. In most creature descrip-
tions, you will find some information about how the creature came 
into existence, and how it has survived since then.

Behavior
2.14

The Behavior field provides information regarding the creature’s 
instincts, diet, prey, hunting strategies and any distinguishing or 
important aspects of its activities and habitat. Depending on the 
creature, the Behavior section also provides information about the 

»

»

»

»

»

»

»

»

»

»

creature’s ecology and may discuss things like the environments it 
thrives in or avoids, the time of day or season it is more likely to be 
encountered and any unusual characteristics it may have, such as 
an aversion to light or an attraction to certain smells. Information 
is typically provided about how the creature interacts with other 
creatures, especially as it relates to game play, combat and Encounter 
Management. Keep in mind that the presented behaviors are only 
suggestions and GMs should feel free to use creatures in a manner 
which fits the encounter they have planned. The Behavior section is 
also where the description of a creature’s Special attacks and defenses 
can be found.

Roll Bonus
2.15

The Roll Bonus is a powerful game element unique to the creatures of 
the Alpha Omega world. This bonus is added to all of a creature’s Skill 
Checks, Reaction Checks and Attack Attempts. It is not added to Resist 
Check rolls or Damage Rolls.

For example, a creature with a Roll Bonus of 3, would add 3 to the 
total of the rolled dice from the Associated Dice Pool for that Skill 
Check.

Ranks
2.16

This area of the template lists any Skill and Wielding Ranks that a 
creature possesses. Whenever Ranks are listed here, they supersede 
the general Roll Bonus for that creature.

For example, if a creature has a Roll Bonus of +4, but has five Ranks 
in Tumble, it would receive a bonus of +5 for the number of Tumble 
Ranks to all Tumble Skill Check rolls, neither a bonus of +4 for the Roll 
Bonus nor a combined bonus of 9 for both would be used.

In situations where the Roll Bonus is greater than the number of 
Ranks for a particular Skill or Wielding Source/Intention, the Ranks 
that are most applicable to the Check would be used. For example, 
if a creature has 3 Ranks in Tumble, but its Roll Bonus is 4 and it is 
attempting a Tumble Check, a bonus of 3 for the Tumble Ranks would 
be used rather than the Roll Bonus of 4.

Special Attacks2.12



Augmented Sentience Killer
tech fiend

4.5.2

Killers are large robots that act as the sharp end 
of any attack orchestrated by the Augmented 
Sentience. They are bipedal, but are not as fast as the 
hunters of their faction, being designed to stand and 
fight rather than chase down fleeing enemies. Killers 
can rotate freely at the waist, their chassis designed 
to give them maximum range of motion. They have 
two arm-like appendages that house their weapons; 
a semi-automatic flechette shotgun that replaces 
their left forearm and a modified assault support 
weapon in place of their right arm. Their left and 
right arms also respectively house a circular saw and 
a reciprocating blade used in melee combat. Killers 
have targeting and visual recording suites that 
provide them with infravision and low-light vision in 
addition to their suite of standard daylight operating 
equipment. They have enhanced audio detection 
and recording suites as well, with directional micro-
phones and sound amplifiers. Killers receive orders 
through burst transmissions and are not equipped 
with any interactive speech programs. Each arm is 
also equipped with twin two-million candle power 
lights for illumination of targets or areas of interest.

behavior
Killers are designed to neutralize all targets that 
pose a threat to the mission. During missions in 
which community residents are being salvaged as 
slave labor, they eliminate pre-assigned targets 
known to have effective weapons, destroy defensive 
infrastructure that might pose a problem to other 
members of their faction and, of course, attack any 
enemy that attacks them. During extermination 
missions, they simply destroy every living thing they 
encounter so long as it falls within the parameters 
of the current operation. In combat, they use their 
high-power lights to distract their targets and 
disrupt their vision (see Distracting Lights). They 
engage targets with their shotgun and assault sup-
port weapon at range and switch to their circular and 
reciprocating blades for melee combat.

specials

Distracting Lights
Func: Induces Blindness;
Act: Half;   Rng: 15 in Darkness, 3 in daylight;   
Sc: ST;   Nat: Vs;   EC: 0;   Dur: 1C;   
RC: Intelligence or Agility 21 (in Darkness, 11 
in Daylight), Negates;   Cuml: Yes

core qualities

QuALITY SCoRE DICE PooL
Strength 41 2d10, 4d8
Agility 32 4d8,2d6
Conditioning 43 2d10, 4d8
Vitality 40 1d10, 5d8
Discipline 44 3d10, 3d8
Intelligence 19 3d6, 3d4
Charisma 35 5d8, 1d6

secondary qualities

Athleticism 37 6d8
Physical Acumen 38 1d10, 5d8
Fitness 42 2d10, 4d8
Will 42 2d10, 4d8
Wisdom 32 4d8,2d6
Wit 27 1d8, 5d6
Presence 38 1d10, 5d8

tertiary qualities

Physis 36 —
Reaction 34 5d8, 1d6
Defense Rating 17 —

attacks DICE PooL DAmAgE ExERTIoN mAx
ATTACkS

RANgE
RATINg mIN mAx PENALTY

Reciprocating Blade 6d8 1d10+4 mk 6 3 — — 1 SIm —

Circular Saw 6d8 3d8+4 mk — 1 — — 1 SIm —

Flechette Shotgun 1d10, 5d8 2d8+2 HV 8 2 2 — 50 SIm —

Heavy machine gun 1d10, 5d8 1d10+2 HV 6 4 3 4 SIm 800 SIm +3/SIm

SI 83
EP 87

movement rates

— — — — 4 8 12 —

Sw
im

Cr
aw

l

mn
ky

-R
un

Cl
im

b

Wa
lk

Ru
n

Sp
rin

t

Fly
armor

DAmAgE TYPE THRESHoLD
High Velocity kinetic 4
melee kinetic 5
Energy 3
Chemical 4
Void 0
Alpha Immune
omega Immune

ACTIVE SEgmENTS 2, 3, 5, 6
RoLL BoNuS 16

ranks

HEIgHT 2.0 m (6'5")
WEIgHT 172.4 kg (380 lb)
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Colonial Drox
freak of nature

3.3.1

a.k.a Clear-cutters

Colonial droxin are large flying insects that clear 
areas for colonial infestation, and act as a form of 
close air support when a hive is under attack. They 
closely resemble the common dragonfly; however, 
their abdomen is significantly shorter and rounder. 
Droxin have three pairs of wings centered above 
their bulbous abdomen and three pairs of legs that 
extend out from their thorax. A pair of antennae sits 
on top of their heads, along with two massive com-
pound eyes that provide them with a wide viewing 
angle. They have a pair of long, bladed appendages 
used like saws for cutting down trees and brush. 
The bottom of the abdomen is home to a sphincter 
that opens to release a highly pressurized stream 
of concentrated acid. This searing cone of deadly 
acid is used to burn vegetation and erode the soil to 
create the dry, desert dirt in which the droxin build 
entrances to their subterranean nests. Droxin use a 
long, spongy tongue to draw moisture and nutrients 
out of vegetation and soil. This blend quickly 
becomes a deadly acid in their abdomen which they 
release in a toxic spray.

behavior
Aside from drones and reavers, droxin are the most 
commonly encountered members of the colony 
above ground. They release their acidic spray to 
kill plant life and weaken trees before descending 
to use their serrated arms to clear any remaining 
vegetation. A single drox will not engage an intruder 
in their territory unless victory is assured, instead 
withdrawing while emitting a shrill, alarming 
whistle to summon reinforcements. In combat, 
they fly over targets, releasing their concentrated 
acid payload to attack their opposition en masse, 
assisting the drones and reavers of the colony as they 
engage the enemy in melee combat (see Acid Spray). 
Once droxin have expended their supply of acid, they 
descend into the fray, cutting at their enemies with 
their saw-like appendages.

specials

Acid Spray
Func: DoT (2d8+1 CH, 1d6 CH per 1S);
Act: Half;   Rng: 6;   Sc: AoE (Cone, D4);    
Nat: Bl;   EC: 8;   Dur: 3S;    
RC: 23 Agility, Half Damage;   Ch/Rech: 3, 5M

core qualities

QuAliTy SCoRE DiCE Pool
Strength 22 5d6, 1d4
Agility 24 6d6
Conditioning 25 6d6
Vitality 21 4d6, 2d4
Discipline 23 5d6, 1d4
intelligence 5 2d4
Charisma 19 3d6, 3d4

secondary qualities

Athleticism 23 5d6, 1d4
Physical Acumen 25 6d6
Fitness 23 5d6, 1d4
Will 22 5d6, 1d4
Wisdom 14 1d6, 5d4
Wit 12 6d4
Presence 21 4d6, 2d4

tertiary qualities

Physis 20 —
Reaction 19 3d6, 3d4
Defense Rating 9 —

attacks DiCE Pool DAMAgE ExERTioN MAx 
ATTACkS

RANgE
RATiNg MiN MAx PENAlTy

unarmed 5d6, 1d4 1d6+2 Mk 5 5 — — 1 SiM —

HP 46
EP 48

movement rates

— 2 — 2 4 — — 16
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High Velocity kinetic 3
Melee kinetic 3
Energy 2
Chemical 5
Void 0
Alpha immune
omega immune

ACTiVE SEgMENTS 3, 6
Roll BoNuS 6

ranks

HEigHT 1.8 m (6')
WEigHT 104.3 kg (230 lb)



Squick
freak of nature

3.1.6

specials

Immune to all PL 1 Toxins, Chemicals  
and Diseases.

a.k.a Cabbage Patchers, Carnies

Squicks are small humanoid creatures with limited 
intelligence and questionable hygiene. They 
resemble short, angry, uneducated children in 
need of a bath. Their name was coined by an NWSEC 
explorer who compared it to the sound their over-
sized head makes when bullets or blunt objects pass 
through it. Squicks have beady little eyes and are 
covered in hundreds of tiny scars. The scars are the 
marks of their form of conflict resolution: scratching, 
biting and slapping until the weaker squick concedes. 
Squicks wear whatever clothes they can scavenge 
and eat anything dense enough to be held in their 
grubby little hands, so long as it is not too hard 
for their rotten teeth. These little scavengers live 
in areas long ignored by more intelligent beings, 
including garbage dumps, sewage tunnels and the 
abandoned levels of any arcology foolish enough to 
let them take root.

behavior
Squicks have no true leaders or organized society, 
though they do often congregate in great numbers 
for safety. Squick packs are kept in relative order by 
the least mentally stunted specimen who is able to 
intimidate, threaten and trick other squicks to do 
his or her bidding. A few squick packs have learned 
to properly clothe themselves, use tools and even 
firearms. However, these groups are the exception 
rather than the norm. For the most part, squicks are 
territorial, cannibalistic savages capable of extreme 
aggressiveness when defending their turf. They 
attack with simple melee weapons in overwhelming 
numbers, but are skittish and scare easily. A favored 
tactic of the squick is to retreat and then leap from 
ambush again and again, wearing out larger and 
better armed targets. Some people have attempted 
to keep these disgusting little wretches as pets, with 
limited success. In most cases, squicks perceive kind-
ness as a weakness and spring violently into action, 
murdering and eating their would-be advocates.

ranks

attacks DICe PooL Damage exerTIon max 
aTTaCks

range
raTIng mIn max PenaLTy

Unarmed 6d4 1d4+1 mk 4 5 — — 1 sIm —

melee Weapon 6d4 Weapon+1 Dependant upon Weapon

core qualities

QUaLITy sCore DICe PooL
strength 12 6d4
agility 12 6d4
Conditioning 14 1d6, 5d4
Vitality 10 5d4
Discipline 8 3d4
Intelligence 6 2d4
Charisma 2 1d4

secondary qualities

athleticism 12 6d4
Physical acumen 13 6d4
Fitness 12 6d4
Will 9 4d4
Wisdom 9 3d4
Wit 4 2d4
Presence 7 3d4

tertiary qualities

Physis 9 —
reaction 10 5d4
Defense rating 8 —

movement rates

1 2 2 2 2 3 5 —
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Damage TyPe ThreshoLD
high Velocity kinetic 0
melee kinetic 1
energy 0
Chemical 1
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hP 22
eP 20

aCTIVe segmenTs 3
roLL BonUs 1

heIghT 1.1 m (3'6")
WeIghT 34.0 kg (75 lb)



Tech-Kid
tech fiend

4.1.3

Tech-kids are small artificial intelligence products 
that unknowingly act as surveillance and reconnais-
sance assets for those that employ them. They have 
been designed to resemble human children between 
the ages of 4 and 6 and are carefully programmed 
to behave accordingly. Tech-kids feature charac-
teristics common to young children like messy hair, 
freckles, cute laughs and bright smiles. All are given 
believable stories about their parents and home 
life which they share readily. Like most high end AI, 
their hair is real, their skin is warm and soft, they 
can produce sweat and blood and are designed to 
simulate all bodily processes required to hide their 
true identity. To outside observers, there is nothing 
to distinguish a tech-kid from a normal child until 
its programming is activated. Once activated, their 
child-like expressions and movements are replaced 
with a stern dedication to their task, a frightening 
shift from child-like glee to deadly serious robotic 
precision, unnerving to most onlookers.

behavior
Tech-kids have little difficulty injecting themselves 
into groups of playing children. They even exhibit 
fear, excitement, anger, frustration and all other 
emotions expected from a child of their age. 
However, when activated for reconnaissance duties, 
they immediately lose their child-like innocence and 
clumsy movements, becoming agile and versatile 
surveillance machines capable of operating for 
extensive periods of time under harsh conditions. 
They are equipped with the hardware and program-
ming necessary to be capable surveillance assets 
and have a range of subroutines that provide them 
with stealth, athleticism, heightened awareness 
of their surroundings, significant environmental 
knowledge and child-like behaviour (see Blend In). 
Although they are not designed for combat, they 
have been known to be equipped with low caliber or 
specialized weapons meant for disabling or neutral-
izing humanoid targets. When not executing their 
programming, tech-kids have no memory of any 
surveillance activities they may have undertaken.

specials

Blend In
If spotted during reconnaissance, Tech-kids 
can make an untrained Deceive Skill Check as 
an Opposed Roll against their target(s)’ Read 
People Skill. If successful, their activities are 
considered innocent, failure results in their 
activity being perceived as unusual and/or 
suspect. Bonuses should be applied for 
checks in a playground or area where chil-
dren are expected or penalties for areas such 
as underground caverns small, unsupervised 
children should not be.

Weapon
Tech kids can be equipped with weapons 
that are easily concealed or contained in 
sub-dermal storage areas. The majority of 
armed Tech-kids are provided with dart-guns 
or some form of toxin delivery weapon and 
used in surprise attacks.

core qualities

QualITy SCORe DICe POOl
Strength 14 1d6, 5d4
agility 12 6d4
Conditioning 10 5d4
Vitality 10 5d4
Discipline 10 5d4
Intelligence 10 5d4
Charisma 14 1d6, 5d4

secondary qualities

athleticism 13 6d4
Physical acumen 11 5d4
Fitness 10 5d4
Will 10 5d4
Wisdom 10 5d4
Wit 12 6d4
Presence 14 1d6, 5d4

tertiary qualities

Physis 11 —
Reaction 12 6d4
Defense Rating 9 —

attacks DICe POOl Damage exeRTIOn max 
aTTaCkS

Range
RaTIng mIn max PenalTy

unarmed 6d4 1d4+1 mk 4 5 — — 1 SIm —

melee Weapon 6d4 Weapon+1 Dependent on Weapon

Ranged Weapon 5d4 Dependent on Weapon

SI 20
eP 20

movement rates

1 2 2 2 2 3 6 —
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Damage TyPe ThReShOlD
high Velocity kinetic 0
melee kinetic 1
energy 0
Chemical 1
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aCTIVe SegmenTS 3
ROll BOnuS —

ranks

heIghT 0.9 m (3')
WeIghT 22.7 kg (50 lb)



Garra Zenteer Mauler
tech fiend

4.7.3

specials

Sweeping Strike
Func: Damage (3d10+5 MK to each target);
Act: Full;   Rng: 4 SIM;   Sc: AoE (All targets, 
in range, within one of either the Front, Left or 
Right Facing);   Nat: Ph;   EC: 15;    
RC: Agility 24, Half Damage

Beaten Zone
Func: Damage (5d10+3 HV);
Act: Full;   Rng: 400 SIM;   Sc: AoE, H, R 5;   
Nat: Ph;   EC: 10;   RC: Agility 30, Half Damage

Maulers are hulking, four-limbed creatures whose 
immense size, power and weaponry make them an 
incredible asset to Garra Zenteer forces. Their body 
is ape-like and they use the knuckles of their front 
claws to support their weight as they move. Their 
lower arms are clearly cybernetic and consist of a 
thick wrist and fingers that form huge razor sharp 
claws. Their claws lay flat on the ground as they walk, 
leaving distinctive tracks which give away their 
presence to scouts and trackers familiar with the 
beasts. Maulers have an extremely thick hide that 
covers their entire body. This is augmented by a layer 
of segmented plating that protects the front of their 
legs, underbelly, shoulders and head. They use twin 
chain guns that are mounted to their shoulders to 
inflict significant damage on their adversaries, blast-
ing away from their hunched position, using their 
rear legs to hold them firmly in place. Their head is 
wide and densely boned with two large horns that 
protrude from the sides, curving down and forward. 
Maulers have a pair of clawed, finger-like mandibles 
in the corners of their large mouth that assist with 
eating and add to their frightful appearance. 

behavior
Maulers are devastating adversaries. Their powerful 
limbs, deadly metal claws and their fearsome 
firepower are more than a match for most enemies 
of the Garra Zenteer. They are often sent to the front 
lines of battle where they serve as the spearhead 
for assaults, ripping and smashing through enemy 
forces to make room for the rest of the Garra Zenteer. 
The immense reach and size of their claws allows 
them to perform sweeping attacks against multiple 
targets simultaneously (see Sweeping Strikes). On 
command, they rear up on their hind legs, push 
their chest forward, and unleash the full fury of 
their chain guns to inflict damage across a wide area 
(see Beaten Zone). Maulers have also been known to 
charge a target, goring it with their thick horns in a 
violent and terrifying display of strength and ferocity.

ranks

attacks DICE PooL DAMAgE ExERtIoN MAx 
AttACKS

RANgE
RAtINg MIN MAx PENALty

Claws 6d10 3d10+5 MK 11 3 — — 4 SIM —

Chain gun 4d10, 2d8 2d8+3 HV 7 5 5 5 SIM 800 SIM +3/SIM

core qualities

QuALIty SCoRE DICE PooL
Strength 65 4d12, 2d10
Agility 42 2d10, 4d8
Conditioning 55 6d10
Vitality 60 2d12, 4d10
Discipline 50 5d10, 1d8
Intelligence 16 2d6, 4d4
Charisma 56 1d12, 5d10

secondary qualities

Athleticism 54 6d10
Physical Acumen 49 4d10, 2d8
Fitness 58 1d12, 5d10
Will 55 6d10
Wisdom 33 4d8,2d6
Wit 36 6d8
Presence 61 2d12, 4d10

tertiary qualities

Physis 49 —
Reaction 43 2d10, 4d8
Defense Rating 22 —

movement rates

— — — 4 6 13 20 —
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DAMAgE tyPE tHRESHoLD
High Velocity Kinetic 5
Melee Kinetic 7
Energy 5
Chemical 6
Void 0
Alpha Immune
omega Immune

HP 115
EP 105

ACtIVE SEgMENtS 2, 3, 5, 6
RoLL BoNuS 26

HEIgHt 6.4 m (21')
WEIgHt 6804 kg (15k lb)



Augmented Sentience Killer
tech fiend

4.5.2

Killers are large robots that act as the sharp end 
of any attack orchestrated by the Augmented 
Sentience. They are bipedal, but are not as fast as the 
hunters of their faction, being designed to stand and 
fight rather than chase down fleeing enemies. Killers 
can rotate freely at the waist, their chassis designed 
to give them maximum range of motion. They have 
two arm-like appendages that house their weapons; 
a semi-automatic flechette shotgun that replaces 
their left forearm and a modified assault support 
weapon in place of their right arm. Their left and 
right arms also respectively house a circular saw and 
a reciprocating blade used in melee combat. Killers 
have targeting and visual recording suites that 
provide them with infravision and low-light vision in 
addition to their suite of standard daylight operating 
equipment. They have enhanced audio detection 
and recording suites as well, with directional micro-
phones and sound amplifiers. Killers receive orders 
through burst transmissions and are not equipped 
with any interactive speech programs. Each arm is 
also equipped with twin two-million candle power 
lights for illumination of targets or areas of interest.

behavior
Killers are designed to neutralize all targets that 
pose a threat to the mission. During missions in 
which community residents are being salvaged as 
slave labor, they eliminate pre-assigned targets 
known to have effective weapons, destroy defensive 
infrastructure that might pose a problem to other 
members of their faction and, of course, attack any 
enemy that attacks them. During extermination 
missions, they simply destroy every living thing they 
encounter so long as it falls within the parameters 
of the current operation. In combat, they use their 
high-power lights to distract their targets and 
disrupt their vision (see Distracting Lights). They 
engage targets with their shotgun and assault sup-
port weapon at range and switch to their circular and 
reciprocating blades for melee combat.

specials

Distracting Lights
Func: Induces Blindness; 
Act: Half;   Rng: 15 in Darkness, 3 in daylight;   
Sc: ST;   Nat: Vs;   EC: 0;   Dur: 1C;    
RC: Intelligence or Agility 21 (in Darkness, 11 
in Daylight), Negates;   Cuml: Yes

core qualities

QuALITY SCoRE DICE PooL
Strength 41 2d10, 4d8
Agility 32 4d8,2d6
Conditioning 43 2d10, 4d8
Vitality 40 1d10, 5d8
Discipline 44 3d10, 3d8
Intelligence 19 3d6, 3d4
Charisma 35 5d8, 1d6

secondary qualities

Athleticism 37 6d8
Physical Acumen 38 1d10, 5d8
Fitness 42 2d10, 4d8
Will 42 2d10, 4d8
Wisdom 32 4d8,2d6
Wit 27 1d8, 5d6
Presence 38 1d10, 5d8

tertiary qualities

Physis 36 —
Reaction 34 5d8, 1d6
Defense Rating 17 —

attacks DICE PooL DAmAgE ExERTIoN mAx 
ATTACkS

RANgE
RATINg mIN mAx PENALTY

Reciprocating Blade 6d8 1d10+4 mk 6 3 — — 1 SIm —

Circular Saw 6d8 3d8+4 mk — 1 — — 1 SIm —

Flechette Shotgun 1d10, 5d8 2d8+2 HV 8 2 2 — 50 SIm —

Heavy machine gun 1d10, 5d8 1d10+2 HV 6 4 3 4 SIm 800 SIm +3/SIm

SI 83
EP 87

movement rates

— — — — 4 8 12 —
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DAmAgE TYPE THRESHoLD
High Velocity kinetic 4
melee kinetic 5
Energy 3
Chemical 4
Void 0
Alpha Immune
omega Immune

ACTIVE SEgmENTS 2, 3, 5, 6
RoLL BoNuS 16

ranks

HEIgHT 2.0 m (6'5")
WEIgHT 172.4 kg (380 lb)



Flesh Fiend
abomination

6.3.3

specials

Fetid Odor
Func: Alter State (Thought -2, NLT Confused);
Act: Free;   Rng: 5;   Nat: Sm;   EC: 0; 
RC: Vitality 15, Negates (Check made once)

*Paralytic Bite
Func: Toxin (Disp: DD,  Onset: Immediate,  

Effect:  DoT [1d4, 1 per 1S],  Dur: 10 M,  
PL: 3,  RC: Vitality DR 18, Negates);

Act: Free (Bite must Puncture);   Sc: 1;    
Nat: Ph;   EC: 0;   Dur: Instant;    
Ch/Rech: 2, 1 per 1 H;   Cuml: No

Flesh Fiends are Undead and adhere to the 
general rules listed in the Glossary.

Flesh fiends are undead creatures compelled to 
cannibalize living beings not only for food, but to 
satisfy a deviant need to demonstrate their physical 
superiority. They retain the basic appearance of their 
former body, but have increased strength and agility. 
Their musculature is wiry, lean and powerful, a side 
effect of the corrupting Omega energy. Their eyes 
have an ill, jaundiced yellow tinge and their horribly 
oversized tongues usually hang from their mouths. 
Flesh fiend teeth are sharp and long, more animal 
than human, giving them the unmistakable appear-
ance of a predator. Their skin has a grey, leathery 
appearance, continues to rot and is devoid of all body 
hair. They are surrounded by a tremendous odor of 
rotting flesh, a putrid blend of their meals and their 
own rotting hide, capable of dropping those with a 
weak stomach to their knees (see Fetid Odor).

behavior
Flesh fiends hate the living with every fiber of 
their abominable being. They are predominately 
nocturnal creatures and are known to stalk subter-
ranean lairs, squat within the rubble or ruins of 
communities of the Old World or lurk in other dimly 
lit areas where prey might be found. In combat they 
attack with speed, strength and agility, attempt-
ing to subdue their prey and capture it alive using 
a powerful paralytic toxin delivered through their 
bite (see Paralytic Bite). If it becomes evident their 
prey will not be taken alive, they attack in a wild 
vicious rage that rends flesh, breaks bones, ruptures 
organs and leaves their victims a bloody mess. Alive 
or dead, flesh fiends carry their victim back to their 
lair, devouring them at leisure, reveling in the warm 
blood and basking in a feeling of malevolent superi-
ority. Flesh fiends select a few pieces of their victim, 
of sentimental value in their twisted and evil minds, 
which they clean as best they can with their hands 
and tongue. These trophies are used as decorations 
in their lair or worn as articles of disturbing jewelry.

ranks

attacks DICE POOL DAMAGE ExERTION MAx 
ATTACkS

RANGE
RATING MIN MAx PENALTy

Unarmed 6d6 1d6+2 Mk 5 5 — — 1 SIM —

Bite* 6d6 1d10+2 Mk — 1 — — 1 SIM —

core qualities

QUALITy SCORE DICE POOL
Strength 26 1d8, 5d6
Agility 24 6d6
Conditioning 27 1d8, 5d6
Vitality 25 6d6
Discipline 24 6d6
Intelligence 18 3d6, 3d4
Charisma 21 4d6, 2d4

secondary qualities

Athleticism 25 6d6
Physical Acumen 26 1d8, 5d6
Fitness 26 1d8, 5d6
Will 25 6d6
Wisdom 21 4d6, 2d4
Wit 20 4d6, 2d4
Presence 24 6d6

tertiary qualities

Physis 24 —
Reaction 23 5d6, 1d4
Defense Rating 12 —

movement rates

2 2 4 4 4 6 10 —
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HP 52
EP 51

ACTIVE SEGMENTS 2, 4, 6
ROLL BONUS 8

HEIGHT 1.8 m (5'10")
WEIGHT 70.3 kg (155 lb)

armor

DAMAGE TyPE THRESHOLD
High Velocity kinetic 3
Melee kinetic 4
Energy 2
Chemical 4
Void 0
Alpha 0
Omega 4



Freak Crawler
abomination

6.4.3

a.k.a Regan, Twisted Sister

Freak crawlers are horrifically deformed creatures 
created when Omega energy grabs hold of some 
unfortunate soul and warps and twists them into 
unnatural positions. Their horrific form forces freak 
crawlers to use bizarre methods of locomotion and 
dangerous natural tools for fighting. Freak crawl-
ers still look human, for the most part, but walk 
backwards on all fours in a bridge position. Their 
twisted head, neck and obviously severed spine 
seem to have no effect on their motor function. Their 
shoulders and arms are also twisted 180 degrees but 
maintain a surprising range of motion despite their 
extremely painful and uncomfortable appearance. 
Freak crawler eyes are consistently rolled back, with 
only the whites visible most of the time. Their teeth 
and nails are elongated and extraordinarily sharp. 
Large, sharp bones grow out of their knees and 
elbows, tearing through the twisted and stretched 
skin to form deadly weapons these terrors wield 
with startling ease and precision.

behavior
Freak Crawlers patrol the dark areas of the world 
searching for victims to attack. Their grotesque and 
horribly twisted form is terrifying and can have 
an unnerving affect on their prey (see Gruesome 
Appearance). In combat, a freak crawler’s favorite 
technique is to strike as they push off from the 
ground with their feet, propelling their deadly sharp 
knee spikes, toward their target with tremendous 
force. After springing forward to attack, freak crawl-
ers bite their victims with their sharp animal-like 
teeth while puncturing armor and flesh with the 
sharp bones protruding from their knees and elbows. 
These creatures have surprising balance and tremen-
dous strength in their shoulders that allow them 
to fight standing on their hands for long periods of 
time. Freak crawlers are quite versatile and flexible 
in combat and are capable of standing up, twisting 
their arms and head back around and fighting in a 
style more familiar, and less creepy, to humanoids.

specials

Gruesome Appearance
Func: Alter (Fear State Component -2,  

NLT Scared);
Act: Free;   Rng: 8;   Nat: Visual;   EC: 0;    
Dur: 1 M;   RC: Discipline 20, Negates

Undead
Freak Crawlers are considered Undead and 
are subject to the rules described in their 
Glossary entry.

core qualities

QUALiTy SCoRE DiCE PooL
Strength 28 2d8, 4d6
Agility 33 4d8,2d6
Conditioning 32 4d8,2d6
Vitality 27 1d8, 5d6
Discipline 27 1d8, 5d6
intelligence 16 2d6, 4d4
Charisma 29 2d8, 4d6

secondary qualities

Athleticism 31 3d8, 3d6
Physical Acumen 33 4d8,2d6
Fitness 30 3d8, 3d6
Will 27 1d8, 5d6
Wisdom 22 5d6, 1d4
Wit 23 5d6, 1d4
Presence 29 2d8, 4d6

tertiary qualities

Physis 27 —
Reaction 26 1d8, 5d6
Defense Rating 13 —

attacks DiCE PooL DAMAGE ExERTioN MAx 
ATTACkS

RANGE
RATiNG MiN MAx PENALTy

Unarmed 3d8, 3d6 1d8+3 Mk 6 4 — — 1 SiM —

knee/Elbow Spikes 3d8, 3d6 2d6+3 Mk 9 2 — — 1 SiM —

HP 59
EP 59

movement rates

2 4 4 4 4 8 12 —
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ACTiVE SEGMENTS 2, 4, 6
RoLL BoNUS 12

ranks

HEiGHT 1.8 m (6')
WEiGHT 83.9kg (185 lb)

armor

DAMAGE TyPE THRESHoLD
High Velocity kinetic 3
Melee kinetic 4
Energy 2
Chemical 3
Void 0
Alpha 3
omega 6



Black Tendril
demon

7.4.1

Black tendrils are the substance of nightmares. They 
are composed of writhing, undulating black tendrils 
of living tissue, corrupted by Omega energy. They are 
typically the size and shape of a large wolf, however 
other specimens have been observed that display 
boar or bear like qualities. It has been theorized that 
these terrors can assume any shape as long as their 
mass remains the same. Regardless of their current 
form, their eyes glow red, hinting at the dark energy 
that controls them. A few individuals claim to have 
witnessed the birth of one of these creatures and 
describe it as a morbid sight in which the blood 
vessels and intestines of a dead animal seem to come 
to life, rising from the gut of the slain animal and 
initially taking on the rough shape of their former 
body. After several hours, parts of the beast darken 
significantly, making them appear black or a deep 
purple, all the while maintaining an oozing, organic 
texture.

behavior 
Despite the fact that they are incredibly uncommon, 
black tendrils are believed to be solitary creatures 
that have no sense of family or camaraderie. In 
fact, they are inherently malevolent and aggres-
sive and mercilessly attack any living thing they 
encounter. They most commonly hunt under the 
cover of darkness, moving swiftly through the 
shadows. They attack at range by shooting tendrils 
at their targets. Once in melee range, they lash out 
with multiple tendrils, stabbing and slashing at their 
victims. Research has shown that they are intelligent 
creatures that often single out and attack what they 
perceive to be the weakest opponent first. If involved 
in a fight it knows it cannot win, it will inflict as 
much damage as possible before retreating to safety. 
Black tendrils do not take defeat lightly, and stalk 
targets that get the better of them, waiting for an 
opportunity to strike again.

ranks

attacks Dice Pool Damage exertion max 
attacks

range
rating min max Penalty

Unarmed 3d8, 3d6 1d8+3 mk, os 7 5 — — 1 sim —

tendril 3d8, 3d6 2d6+2 mk, os 10 2 — — 1 sim —

core qualities

QUality score Dice Pool
strength 31 3d8, 3d6
agility 28 2d8, 4d6
conditioning 34 5d8, 1d6
Vitality 25 6d6
Discipline 35 5d8, 1d6
intelligence 15 1d6, 5d4
charisma 25 6d6

secondary qualities

athleticism 30 3d8, 3d6
Physical acumen 31 3d8, 3d6
Fitness 30 3d8, 3d6
Will 30 3d8, 3d6
Wisdom 25 6d6
Wit 20 4d6, 2d4
Presence 28 2d8, 4d6

tertiary qualities

Physis 28 —
reaction 27 1d8, 5d6
Defense rating 17 —

movement rates

2 3 — 4 4 8 12 —
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eP 69

actiVe segments 2, 4, 6
roll BonUs 12

HeigHt 1.2 m (4')
WeigHt 113.4 kg (250 lb)

armor

Damage tyPe tHresHolD
High Velocity kinetic 2
melee kinetic 3
energy 2
chemical 4
Void 2
alpha 3
omega 7



Lesser Spirit
spiritual creature

5.3.1

Lesser Spirits are concentrations of spiritual 
energy that initially manifest as small, shapeless, 
undefined forms. Lesser Alpha Spirits typically glow 
with a white, yellow, orange or other soft, warm 
luminescence. Lesser Omega Spirits are darker in 
color and appear as black, red, purple, blue or other 
intense colors. Their physical features and appear-
ance are determined completely by their spiritual 
source. Lesser Alpha Spirits instill feelings of peace 
and security and are generally reported to appear 
as gentle, harmless entities. Lesser Omega Spirits 
project an aura of negativity, hate and malevolence 
and are commonly described as dark, nightmarish 
monsters. Powerful Spiritual Wielders, unaffected 
by the auras these entities project, may simply see 
them as shapeless concentrations of energy with no 
discernable characteristics.

behavior
Lesser Spirits have significantly different behavior 
depending on the spiritual source of the energy 
they are comprised of. Lesser Alpha Spirits tend to 
stay out of the affairs of organic beings primarily 
due to a lack of interest in the affairs that concern 
physical creatures. They are capable of healing living 
creatures (see Spiritual Charge) and still provide the 
same secure, serene, peaceful feelings indicative of 
Alpha creatures (see Spiritual Effect). Lesser Alpha 
Spirits can use their bodies or Alpha weapons to 
attack Omega-based creatures, but are incapable of 
harming non-Omega-based creatures. Lesser Omega 
Spirits will attack all living or Alpha-based creatures 
whenever the opportunity presents itself. They are 
capable of attacking physical beings (see Spiritual 
Charge) and emit an aura of despair, malevolence 
and negativity that may have an adverse affect on 
the actions of those creatures (see Spiritual Effect). 
They delight in the terror they generate and the 
effect it has on the living.

specials

Spiritual Charge
Affects physical and spiritual creatures.

Func: Alpha Spirit (Heal [2d6 HP to biological 
creatures], Dam [2d8 AS to Omega 
creatures]); 
Omega Spirit (Dam [2d8 OS]);

Act: Full;   Rng: 10 SIM;   Sc: 1;   Nat: Ph;    
EC: 10;   RC: Vitality 23, Half Damage;   
Ch/Rech: 3, 1C

Spiritual Effect
Affects all organic and spiritual creatures; 
has opposite affect on opposing Spiritual 
creatures.
Func: Alter (Thought State Component Level, 

Alpha Spirit +2, NHT Perceptive;  
Omega Spirit -2, NLT Confused);

Act: Free;   Nat: Aura (10 SIM from center of 
creature;   EC: 0;   RC: Discipline 23, Negates

Summoning Lesser Spirits
See Summoning rules in Glossary.

core qualities

QuALITy SCORE DICE POOL
Strength 24 6d6
Agility 26 1d8, 5d6
Conditioning 27 1d8, 5d6
Vitality 23 5d6, 1d4
Discipline 25 6d6
Intelligence 16 2d6, 4d4
Charisma 23 5d6, 1d4

secondary qualities

Athleticism 25 6d6
Physical Acumen 27 1d8, 5d6
Fitness 25 6d6
Will 24 6d6
Wisdom 21 4d6, 2d4
Wit 20 4d6, 2d4
Presence 24 6d6

tertiary qualities

Physis 23 —
Reaction 23 5d6, 1d4
Defense Rating 11 —

attacks DICE POOL DAMAGE ExERTION MAx 
ATTACkS

RANGE
RATING MIN MAx PENALTy

unarmed 6d6 1d10+2 AS/OS 6 5 — — 1 SIM —

Ranged 1d8, 5d6 2d8+2 AS/OS 9 2 3 — 100 SIM —

HP 50
EP 52

movement rates

— — — — — — — 16
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ACTIVE SEGMENTS 2, 4, 6
ROLL BONuS 8

ranks

HEIGHT 2.0 m (6'6")
WEIGHT —

armor

DAMAGE TyPE THRESHOLD
High Velocity kinetic Immune
Melee kinetic Immune
Energy 3
Chemical Immune
Void Immune
Alpha 3
Omega 3



Damned Tormentor
demon

7.4.3

specials

Cry of Anguish
Func: Alter (Fear State -2 Levels,  

NLT Terrified);
Act: Half;   Rng: 20 SIM;   Sc: AoE (S, R 20 
around creature);   Nat: Sn;   RC: Discipline 25, 
Negates;   Dur: 10 C

Tentacle Drain
(Must Puncture)

Func: Damage (2d6+3 End);
Act: Half;   Rng: 4 SIM;   Sc:  1;   Nat Ph;   EC: 0;   
RC: Vitality 25, Negates

Tormentors are the terrifying result of the union 
of a human victim and a demonic parasite. The 
parasite consists of a small central nerve center with 
eight long tentacles extending from it, each ending 
with a razor sharp talon. These parasites attach 
themselves to the spine of the victim, creating a 
horrific symbiosis in which the parasite provides its 
victim with life-sustaining fluids and nutrients while 
the victim provides the anguish and suffering that 
empowers the demon. The central nerve center uses 
its small mouth to bite into the back of its victim, 
embedding itself firmly in place. It then penetrates 
the victim’s skin, reaching the spinal cord with a 
sharp tongue that is used to control the movement 
and speech of its unfortunate host. Tormentors use 
their tentacles to pull themselves forward, grasping 
any object or surface they can drive a tentacle into or 
wrap around for leverage. These terrifying creatures 
are so named because of the tears, tortured cries of 
sorrow and eerie pleading for forgiveness that spew 
forth from the hapless body of their victim as the 
demon attacks.

behavior
Tormentors are creatures of the depths and dark-
ness. They have found homes deep underground in 
caves, tombs, and long forgotten sub-structures of 
now ancient cities. They are drawn to fear and use 
this specialized sense to locate potential victims. 
Tormentors thrive on fear and constantly seek 
weakened souls they can latch on to and dominate. 
When prey is in the area they use one of their many 
tentacles to stab their current host, driving a sharp 
talon directly into a nerve bundle, causing the unfor-
tunate soul to cry out in an agonized blood-curdling 
scream (see Cry of Anguish). The fear generated by 
this scream allows a tormentor to sniff out their prey 
and rapidly stalk them until they are in range. All of 
their tentacles are capable of striking targets with 
their sharp talons and inflicting considerable dam-
age as well as draining the energy of their victims  
(see Tentacle Drain).

ranks

attacks DICE PooL DAMAgE ExERTIoN MAx 
AttACkS

RANgE
RATINg MIN MAx PENALTy

Unarmed 5d8, 1d6 2d6+3 MK, oS 6 4 — — 4 SIM —

core qualities

QUALITy SCoRE DICE PooL
Strength 35 5d8, 1d6
Agility 32 4d8,2d6
Conditioning 34 5d8, 1d6
Vitality 34 5d8, 1d6
Discipline 30 3d8, 3d6
Intelligence 18 3d6, 3d4
Charisma 33 4d8,2d6

secondary qualities

Athleticism 34 5d8, 1d6
Physical Acumen 33 4d8,2d6
Fitness 34 5d8, 1d6
Will 32 4d8,2d6
Wisdom 24 6d6
Wit 26 1d8, 5d6
Presence 34 5d8, 1d6

tertiary qualities

Physis 31 —
Reaction 29 2d8, 4d6
Defense Rating 14 —

movement rates

2 3 — 5 6 8 10 —
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HP 68
EP 64

ACTIVE SEgMENTS 2, 4, 6
RoLL BoNUS 13

HEIgHT 2.1 m (7')
WEIgHT 127 kg (280 lb)

armor

DAMAgE TyPE THRESHoLD
High Velocity Kinetic 4
Melee Kinetic 6
Energy 3
Chemical 5
Void 2
Alpha 2
omega 4


