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Trog 
Genetically engineered from elephant and human DNA, the Trog was one of the first bio-
weapons of the Rebirth age. It took the Trog about 5 years to fully grow with the help of steroids 
and hormones. While it’s not too bright, the Trog is a physical powerhouse. The first Trog was 
grown in Aquatica by the Lab Heirs. They pumped it full of Rebirth and ran several endurance 
tests using underwater pressure. When all hell broke loose, the Trog was sealed in the cargo 
docks by Rebirth agents. The Trog stands about ten feet tall and has large claws that can rips 
through the toughest steel, which is one of the reasons why Aquatica hasn’t been reopened by PI. 
It’s extremely dense both physically and mentally. When it comes to sheer instinct, the Trog is it.   
Characteristics 
Smarts: 1 
Willpower: 4 
Presence: 10 
Hand-Eye Coordination: 3 
Reflexes: 3 
Strength: 10 (40 Rank Super STR) 
Body: 15 
Constitution: 15 
Movement: 2 
Derived 
STUN: 150 
HITS: 150 
Initiative: 4 
Actions: 2 
Attack: 10 
Evade: 10 
Education: 8 
Perception: 8 
Powers: 
REBIRTH 
Regeneration: 10 Rank 
Natural Toughness vs. STUN Damage: 30 Rank 
Claws: 40 AP LETHAL Damage 
-Secretes REBIRTH 
Cybernetics: 
-Control Implants (Shoulders, 150 HITS. Destroy these and the Trog shuts off) 
-Armor Plates: 20 KD 
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Guido (The Bouncer) 
Aquatica was one of the first Rebirth Proving Grounds to integrate civilians into the equation. To 
help maintain moral, a large restaurant was opened. Nightly dances and events made more and 
more people want to travel to Aquatica. To help keep things under control, bouncers were hired 
to guard the doors. Eventually, they became the security force for the whole Aquatica facility. 
When the Dissector broke loose, dozens of bouncers were killed and brought back to life by the 
Rebirth contamination. One Lab Heir labeled these new Rebirth mutations “Guidos”. While they 
are Rebirth mutated, the Guidos have some sense of their old duties. They follow the orders of 
the Lab Heirs without question and still carry out security tasks. The few refugees who didn’t 
mutate in Aquatica fear the Guidos and their skinless form. The only downsides to Guidos are 
their need to feed on human flesh and their ability to contaminate others. Most Guidos stand 
about 7 feet tall and are all muscle. They even can manage basic spoken English.  
Characteristics 
Smarts: 2 
Willpower: 6 
Presence: 8 
Hand-Eye Coordination: 2 
Reflexes: 2 
Strength: 10 (20 Rank Super STR) 
Body: 8 
Constitution: 8 
Movement: 2 
Derived 
STUN: 80 
HITS: 80 
Initiative: 4  
Actions: 2 
Attack: 6 
Evade: 6 
Education: 6 
Perception: 6 
Powers: 
REBIRTH 
Natural Toughness vs. STUN Damage: 20 Rank 
Bite: 20 Rank STUN Damage 
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Preachers 
As the population of Aquatica became contaminated by the Rebirth chemical, they turned to God 
for salvation. Yet, even the masses of prayers went unanswered and soon they silenced. Those 
who were dedicated the most to God, the preachers, did not suffer the same damnation as others. 
They maintained some form of sanity, but their bodies began to rot. The preachers became sym-
bols of hell in Aquatica. They locked themselves away in the chapel and were never seen again. 
But their life inside the chapel became dark. Most died in the pews while others fed off the dead 
of their fallen comrades, causing even more mutation. As life was restored to some normality, 
the preachers became watchers of the people. Eating the weak and allowing the strong to live, 
not like they had a choice. The survivors whisper the name of the preachers, but dare not speak 
of them aloud. The Lab Heirs are mostly to blame for the contamination of the preachers. They 
poisoned the preachers’ food with Rebirth and monitored their mutation. Considered a failed 
experiment, the data on the preachers was never sent to the main offices of PI. Preachers usually 
wear religious garb. They can speak broken English and use sign language. What makes them 
dangerous is their sheer presence. People literally fall to their knees when they see one. Of 
course this usually leads to brain eating.  
Characteristics 
Smarts: 3 
Willpower: 10 
Presence: 10 
Hand-Eye Coordination: 3 
Reflexes: 3 
Strength: 4 
Body: 4 
Constitution: 4 
Movement: 4 
Derived 
STUN: 40 
HITS: 40 
Initiative: 6  
Actions: 3 
Attack: 7 
Evade: 7 
Education: 7 
Perception: 7 
Powers: 
REBIRTH 
Mind Control: 20 Rank 
Brain Eater: To help power their Mind Control, Preachers must consume human brains.  
Bite: 1d6+4 LETHAL Damage 
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The Diver 
When the Lab Heirs of Aquatica first presented their mission for the underwater Proving 
Grounds they offered up an experiment on making humans better divers. So the first thing they 
produced was the Divers. Taking sickly humans and grafting them into deep sea diving suits, the 
Lab Heirs produced a dozen Rebirth divers. Unfortunately, the divers mutated and went mad, 
going on a killing spree in Aquatica. The Lab Heirs captured them and locked the divers in a 
vault. It wasn’t long before the divers expired, but the Rebirth didn’t take long to bring them 
back. Sealed in the suits with no air, only a Rebirth mist, the divers slowly regained sentiency 
and begged the Lab Heirs to let them go. But their cries fell on deaf ears. The Lab Heirs didn’t 
want another accident and left the divers there to live out their Rebirth existence in isolation. 
After Aquatica was sealed off, several refugees managed to free the divers, hoping that they 
would help the survivors escape from the city. But being locked away for over a decade is 
enough to drive anyone mad. The divers killed the survivors that freed them and then went on a 
short rampage before coming across orphaned children, who managed to tame the beast. Now the 
divers act as protectors of the children of Aquatica, doing anything they ask.  
Characteristics 
Smarts: 3 
Willpower: 6 
Presence: 8 
Hand-Eye Coordination: 4 
Reflexes: 4 
Strength: 10 (20 Rank Super STR) 
Body: 10 
Constitution: 10 
Movement: 4 
Derived 
STUN: 100 
HITS: 100 
Initiative: 7 
Actions: 7 
Attack: 10 
Evade: 10 
Education: 8 
Perception: 8 
Powers: 
REBIRTH 
Natural Toughness vs. STUN Damage: 20 Rank  
Gear: 
Diving Suit: 30 KD 
-REBIRTH Tank 
-REBIRTH Dispenser: Sprays REBIRTH from hand vents.  
-Exterior Lights 
-Suit Patches (4): In case of a leak the Diver can patch the hole up to 4 times.  
*If the suit is ruptured the area around the Diver will be filled with a gaseous form of REBIRTH. The per-
son inside the suit will rapidly decompose into a pile of goo.  
Meat Hook: 1d6+20 AP LETHAL Damage 
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