Below are some basic notes on the Rebirth chemical. When a player is exposed they must make a
CON check difficulty 18 or become contaminated by Rebirth. If a player is contaminated roll on
the following table:
Roll 1d6
1-2
Psychotic fit (player becomes homicidal and may attack fellow players if they
interfere with his actions)
3-4
Player slowly mutates into Zombie (player may use powers for up to 1 hour
before they die and return as a zombie)
5-6
Player dies and returns in 1d6 turns as a zombie
Symptoms
A player who becomes contaminated and is alive will show signs of fatigue. Dark bags will form
under their eyes and a green glaze will form on their skin. Their behavior becomes violent and
agitated until they die. After death, the victim’s body goes cold and they will remain dead for
about ten minutes to an hour. (For Zombie stats see our NPC section)
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Lab Heir
The doctors of Phoenix International are dedicated to the advancement of the REBIRTH legacy,
no matter the cost. They are cold blooded and very intelligent. Each PI Proving Ground has one
Lab Heir who oversees the research and function of the facility. They are almost independent
from PI, making their research unique in some aspects, while still data sharing common material.
This is seen in the forms of generic PI weapons and unique powerhouses in each Proving Ground
location. Lab Heirs have been treated with a special vaccine that offers them immunity to basic
Rebirth exposure. This, however, has not stopped some Lab Heirs from experimenting on themselves in order to advance in the company. This has led to lockdowns at two PI locations
(Aquatica and Antarctica).
Characteristics
Smarts: 10
Willpower: 8
Presence: 10
Hand-Eye Coordination: 6
Reflexes: 6
Strength: 4
Body: 4
Constitution: 4
Movement: 4
Derived
STUN: 40
HITS: 40
Initiative: 16
Actions: 5
Attack: 14
Evade: 14
Education: 20
Perception: 20
Skills: Basic Civilian: 8, College <Medicine>: 10, College <Bio-Engineering>: 10, College
<Chemistry>: 10, College <Engineering>: 10
Gear:
Under-Armor: 5 KD
Pistol: 3d6 LETHAL Damage
Bodyguards (2)
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The Vixen
Lab Heirs are a valuable asset to Phoenix International. In order to protect them, PI has created
the Vixen. This female bodyguard is equipped to handle most Rebirth outbreaks, or at least protect the Lab Heir from threats until they are able to escape. The Vixen is female, acting as a concubine in addition to other duties. This keeps Lab Heirs from bringing in women from off-site
and risking security breaches. While one might not find it ethical to have a walking corpse as a
love doll, they serve their purpose. Vixens are usually taken from strip clubs. They are lobotomized, programmed using cybernetics, and then injected with a dose of Rebirth to keep the body
fresh and living. They are combat trained. Agent M, from Storm Front, has referred to the Vixen
as a “Walking Bitch” because they just keep going no matter how many times you shoot them.
Characteristics
Smarts: 5
Willpower: 10
Presence: 10
Hand-Eye Coordination: 8
Reflexes: 8
Strength: 10 (20 Rank Super STR)
Body: 10
Constitution: 10
Movement: 8
Derived
STUN: 100
HITS: 100
Initiative: 13
Actions: 8
Attack: 16
Evade: 16
Education: 13
Perception: 13
Powers:
REBIRTH
Regeneration: 10 Rank
Natural Toughness vs. STUN damage: 10 Rank
Night Vision: 30 Rank
Gear:
Body Armor: 15 KD
Combat Pistol: 4d6 AP LETHAL Damage
Combat Shotgun: 6d6 LETHAL Damage
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Dissector
During the peak success of the Aquatica Underwater Habitat, the people behind Rebirth managed
to keep their experiments under wraps. The first of their bio-weapons was a cyborg called the
Dissector. Using a combination of surgical genius and engineering, added with a good dose of
Rebirth, the scientists were able to make what they thought was a perfect killing machine. It wasn’t that they were wrong, but when they let it loose in Aquatica, dozens of civilians were killed
and a Rebirth outbreak occurred. The Dissector ended up being the reason why Aquatica was put
into quarantine. The Dissector is mostly machine, with flesh added to different sections to test
how Rebirth integrated with technology. What made the Dissector so dangerous were two large
robotic arms with massive knuckle blades and bladed fingers making it easy to dissect their prey.
It is possible that the Dissector might have been reproduced, but no one can be sure for certain.
The original Dissector still roams the underwater Proving Grounds.
Characteristics
Smarts: 2
Willpower: 8
Presence: 8
Hand-Eye Coordination: 5
Reflexes: 5
Strength: 10
Body: 11
Constitution: 11
Movement: 6
Derived
STUN: 110
HITS: 110
Initiative: 7
Actions: 5
Attack: 11
Evade: 11
Education: 8
Perception: 8
Powers:
REBIRTH
Regeneration: 10 Rank
Natural Toughness vs. STUN: 10 Rank
Mixed Cybernetics: 30 Rank under chasse.
Cybernetic Arms Claws: 20 AP LETHAL Damage, 20 Rank STR, 150 HITS
-REBIRTH Coated
Night Vision: 30 Rank
WEAKNESS: Doing 20 points of direct damage to the spine will sever the cybernetic controls to
the claws rendering them useless.
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Trog
Genetically engineered from elephant and human DNA, the Trog was one of the first bioweapons 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 symbols 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 person inside the suit will rapidly decompose into a pile of goo.
Meat Hook: 1d6+20 AP LETHAL Damage
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