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Data Storage: Holds unlimited data on one subject.
One Shot: Can unleash a pulse of raw energy
causing 8 (4/8/12). Against Cybermen, armour is
ignored.

Backfire: If a roll fails with a Bad

or Disastrous Result when trying

to use an Infostamp, the

information can backfire and

actually replace some of

the user’s own memories.
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Possess - The Cyberman
in control gains +4 on
their roll to assume
control of the victim.

Traits: Possess, Transmit

Can scan a life form and identify its point of origin.

Trait: Scan
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Cyber-Conversion: Takes 5 minutes to convert a
human into a Cyberman in rushed conditions, or 10
minutes during normal operation.

Fear Factor (3): Terrifying to behold unless you
are well trained in self control or have seen alien
technology. Characters seeing the table in action
receive a -6 penalty to avoid being frightened.
Weakness (Major): The conversion table requires a
lot of power. Without it, the Cyber Conversion Table
will not function.
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This high-tech weapon has various settings:

Imprison a target in one of various dimensions
or worlds (Limbo is the preferred choice).
Stun a target.

Freeze a target in time (temporarily) lasting 60
(30/60/90) seconds.

The weapon does have a damaging attack

5 (2/5/6), but the Graske prefer not to kill
unless absolutely necessary.
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The Translator works
on all languages after it
has been identified. The
genetic scan provides

a +3 bonus when
identifying species.

Traits: Scan, Transmit
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Novice Hame used a
teleportation bracelet

to retrieve the Doctor
from the Motorway
beneath New New York.
It could also control local
electronics.

Traits: Open/Close,
Transmit, Teleport
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