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Null Compass

Passive: The needle does not point
north. Instead it tracks some other

thing (storyteller decides).

Ear Defenders
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Passive: You cannot hear any-
thing.
Passive: Subtract 30 from

perception.

Crampons
Pt

Passive: Automatically pass any
checks related to to moving
on ice.

Kick (action): Force vs. AC.
1d10 sharp dmg.

Dead Channel
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It plays with no power

Listen (Action): Insight check to

hear what has not happened




The Lullaby

Play (Action): Requires tape
recorder. All who hear take
1d10 psychic dmg and
roll Esoterica @ 75%.
On failure: Subtract 10 from

Insight until you sleep.

The Cold Mask

Passive: Add 20 to Deceit,

minus 20 Perception.
Passive: You are not recognised

while this is in your inventory.

Watch Pills
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Take (Action): Spend a count.
You do not sleep tonight gain

the following passive for one day
Passive: \Minus 5 to all

checks.

Counter:
(start
at 8)

A Tooth

Passive: Add 15 to Esoterica
while carried. Passive: Anyone
shown it forgets it within the

hour. So do you.




Storm Lantern

u

Passive: Lights 8 squares.
Passive: If struck, 1d10

thermal dmg within 1 square.

Storm Parka
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Passive: Ignore the cold and
add 10 AC against thermal

Avalanche Beacon
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Passive (recieve): Know bearing
and rough direction of any
beacon. in broadcast mode within
100 squares.

Passive (broadcast): broadcast
postition.

Toggle (Action): change device

mode between recieve/broadcast

Swing (action): Force vs.
AC. 1d10+Str sharp dmg.




Polaroid Camera
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Shoot (action): Spend a count.

The print develops next turn.

Counter:
(starts
at 10) AO

Flare Pistol

Fire (action): Spend a count.
Align vs. AC, range 20. 1d10
thermal dmg, and the target burns
for 1d10 more next turn.

Signal (action): Spend a count.
Lights 49 squares for 3 turns.

Counter:
(start
at 3)

Motion Detector

Sweep (action): Perception check,
range 6. Pings on movement

through walls.

Multimeter

Passive: Add 15 to any science
check to diagnose a fault in

and/or to fix faulty equiptment




Seismic Charge

Set (action): Spend a count. It
detonates where it was set at

the end of your next turn. 4d10

blunt dmg within 3 squares..

(starts

Anechoic Blanket
Shroud (action): Cover youself

and up to one other, become
immune to psychic and electrical
dmg while covered.

Passive: You cannot hear or

make Perception checks while

covered.

Pipe Wrench
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Strike (action): Force vs. AC
1d10 + Strength blunt dmg.
Lever (action): Add 20 to

force checks involving a lever.

Radio Handset

Passive: Reach any other

handset within 400 squares.




Bolt Gun
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Fire (action): Spend a count.
Force vs. Ac, range 1. 2d10
blunt dmg.

Counter:

. (starts

at 4)
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Tape Recorder

Action: Record or play

audio tapes.

Cryo pewar

Passive: Fuels the maser.
Vent (action): Spend a count.

2d10 thermal, 1 square.

. . Counter:
(starts at 4) A

Spare Klystron
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Passive: Activating it is a
Science check @ 60%.
Fire (action): Activated:
Align vs. AC, range 3,
cone. 3d10 radiation dmg.

The tube is spent.




Fire (action):Spend a count from an
adjacent Cryo Dewar and produce a

300 length, 1 width, beam. 6d10

radiation dmg.

Vacuum Flask

Pour (action): Spend a count.

You or an adjacent character
regain 1d10 Hp and hold an

extra action till your next turn.

Counter:
(starts at 3)
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Bear Rifle
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Fire (action): Spend a count.
Align vs. AC, range 40. 1d10
+ Dex sharp dmg.

Reload: One action, all

counts.

Counter:

(starts at 5)
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Theodolite

Sight (action): Align check.

Fix a target's bearing and
range. Add 20 to checks

to aim at it again.




Chalk Stub Flensing Knife
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Stab (action): Finesse vs.

Mark (action): Mark any suitable AC. 1d10 sharp dmg.

surface.. Passive: Add 20 to that
dmg if the target cannot see

you.
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