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PLAYTEST
Ebbi Ulwa is a talented mechanic with an obsessive 
interest in Precursor and Human technology that rivals 
Doctor Alkaev’s own. She is very creative, able to think up 
mechanical solutions on the spot. She is very cautious, 
always taking her time until she sees something that 
catches her eye; An interesting piece of tech will make her 
rush ahead haphazardly.

Choose Ebbi Ulwa if you want to play as a caster who 
can buff her allies, hinder her enemies and attack at a 
range.

Background:
 Ebbi inherited a small music box when she was little, a 
gift from her parents that had been in their family for as long 
as they remembered. Ebbi loved the thing, until one day it 
broke - a small sliver popped out when she pushed a button 
she hadn’t noticed before. It was a simple fix - just pushing 
the thing back in, but later she found a similar looking sliver, 
and found that it fit - when she put it in it played different 
music.
 Since then, she’s been obsessed with finding more 
slivers (She calls them Music Shards) and more technology 
in general. When the humans fell from the sky, she noted 
that their technology looked different from the precursor 
tech, but was still fascinating in how it differed from the 
Mikwa and Fulgori’s own.
 She’s joined the Voyager Patrols in hopes of finding 
more interesting bits of tech; Her knowledge of what can be 
found in the ruins continues to help them today.

Follow us at www.Demonskunkstudios.com for more
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Utility Blade
A sturdy multipurpose knife.
Damage: Str+d4 (2d4)
Notes: AP2
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Technophile (Major)
Ebbi has an obsession with Precursor 
and Human technology, and will throw 
herself into harm’s way if it means 
getting her hands on some.

Cautious (Minor)
Ebbi is frail and she knows it. She 
is slow to take risks and likes to let 
others go first.

Bad Eyes (Minor)
Ebbi’s eyesight isn’t very good. 
Without her glasses she suffers a -2 
Penalty to Notice or Shoot anything 
over 5” away.

Small Stature (Minor)
Like other Mikwa, Ebbi is very small, so 
her Toughness is reduced by 1.

Towny (Minor)
Ebbi spends most of her time in town, 
and as such would have had to spend 
twice the points to gain Survival.

Arcane BG: Nanotech
Ebbi has learned how to use a 
Nanotech Amp, and can perform magic-
like powers using it.

McGuyver
Ebbi has a knack with technology, and 
can scrounge useful things together 
when the situation calls for it.

Naturally Agile
Ebbi, like other Mikwa, is naturally very 
light and agile. She began with a d6 in 
Agility.

Home Repairfolk
Ebbi helps to maintain the technology 
aorund her town. She gains a +2 bonus 
to repair Fulgori and Mikwa technology.

Scavenger
Ebbi likes to keep hold of things she 
might need in the future, meaning 
sometimes she has just what she 
needs without even realizing it.

Nanotech
Ebbi can use her Nanotech Amp to 
manipulate tiny nanoparticles to 
produce magic-like effects like creating 
armor and shooting bolts of energy.
To use a power, select which power 
you would like to use and make a 
Nanotech skill roll. Subtract the power’s 
Penalty from your roll. If your final total 
is 4 or higher, you successfully use 
the power. If it is 8, you get a raise.
If you roll a 1 on your skill die, your 
Nanotech Amp malfunctions.

McGuyver
Ebbi does not suffer penalties on Trait 
rolls for lack of equipment in most 
situtations.
In addition, given a few simple tools she 
can rig devices to escape from death-
traps, weapons to match some bizarre 
need, or otherwise create something 
that’s needed out of spare junk.

Savenger
Once per session, Ebbi can ‘suddenly 

remember’ that she has a much-
needed piece of equipment in her bag. 
It must be something that would fit in 
the bag, and the GM has final word on if 
it’s possible.

Change Element
Ebbi can use her action to switch the 
current element of her Nanotech Amp, 
changing from Neutral to Electricity, for 
instance.

Nanotech Malfunction
If you roll a 1 on your Nanotech Skill Die, 
you must draw a card from the deck, 
the suit determines what happens.
Clubs - Grey Goo: One piece of non-
precursor equipment is destroyed.
Hearts - Radial Splash: Each 
creature within 5” takes damage equal 
to your Nanotech die + 1d4.
Diamonds - Elemental Shift: Your 
Nanotech Element changes randomly.
Spades - Fritz: Your Nanotech amp is 
broken! It must be repaired with a repair 
roll at a -2 penalty.

Pocom
A pocket-sized computerphone

Nanotech Amp
Arm computer for using Nanotech

E-Canteen
Self-cooling/heating canteen.

Comm Bit
A short-range in-ear communicator

Utilitorch
A flashlight that can become a lantern

E-Ration
A self-heating meal ready-to-eat

Precursor Music Box
A small sphere that plays music when 
you push one of the buttons on top.

Armor Power
Armor granted by Ebbi’s Armor power. 
The power must be activated in order 
to take effect.
Armor: +2, +4 with a raise



POWERS

NANOTECH ELEMENTS
Ebbi’s Nanotech Amp can be 
configured to charge her powers with 
one of 2 elements.

Neutral
Neutral element does not have 
any special effects. Spells behave 
normally and do not have an 
additional penalty.

Electricity
Electricity element causes damaging 
powers to do an additional die of 
damage to Robots and Machines, and 
has other effects depending on the 
power.

Nanotech
Ebbi can use her Nanotech Amp to 
manipulate tiny nanoparticles to 
produce magic-like effects like creating 
armor and shooting bolts of energy.
To use a power make a Nanotech skill 
roll. Subtract the power’s Penalty from 
your roll. If your final total is 4 or higher, 
you successfully use the power. If it is 
8, you get a raise.
If you roll a 1 on your skill die, your Amp 
malfunctions. Draw a card.
CLUBS: Nanoparticles eat one non-
precursor item on your person.
HEARTS: Deal damage equal to your 
Nanotech skill + 1d4 to all within 5” of 
you. Damage type is same as element.
DIAMONDS: Your Amp element changes 
to another random available element.
SPADES: Amp breaks and cannot be 
used until you take 10 min to repair

Bolt
Penalty: 0
Range: 12/24/48
Shoot a bolt of energy at your target, 
dealing 2d6 damage.
You may shoot up to 3 Bolts. Bolts may 
target different enemies by increasing 
the Penalty by 1 for each. Roll a 
Nanotech skill for each bolt separately.
You may shoot a single, powerful bolt 
with a penalty of 1. This bolt deals 3d6 
damage.
Electricity
Increase Penalty by 1, add AP2 if target 
has metal armor.

Armor
Penalty: 1
Range: Touch
Duration: 3
Glowing, translucent armor forms 
around you or an ally. Success grants 
+2 armor. A Raise grants +4 armor. 
Electricity
Increase Penalty by 1. If anyone attacks 
a character with electrical armor, They 
must make a Vigor roll or become 
Shaken.

Entangle
Penalty: 1 - 2
Range: Smarts
Duration: Special
Glowing, translucent lines wrap around 
your target and anchor them to the 
ground.
Roll Nanotech against your opponent’s 
Agility. Success causes them a -2 
penalty to Pace, Agility and Strength 
skills. A Raise restrains the target 
completely. He cannot move or use 
Agility or Strength skills.
Each turn, the enemy may attempt 
Strength or Agility to break free.
For 1 Penalty it hits one target. For 2 
Penalty it hits a medium burst area.
Electricity
Increase Penalty by 1. A creature under 
the effects of Electrical Entangle suffer 
a -2 penalty to their Agility or Strength 
roll to break free.


