
UNHD CYOA v0.4 (I think) 
 
CHANGES 

- Added a few squadmates. Many more to come. 
- Added advantages 

UPCOMING 
- Enemy factions 
- A ton more gear 
- A ton more squadmates, I’m aiming for around 10 in each mark. I’m just not very 

creative. 
 
Hello, welcome to United Nations human defence force. The year is 2039. You have exhibited 
both the required emotional stability and the required genes to be upgraded to a super human 
level. These upgrades are permanent, so choose wisely. And of course that goes without 
saying that you can choose to refuse. Go home, brag about this chat, whatever. But if you do 
choose to continue, we’ll let you divide on the upgrades. You’ll be staying at our little pacific 
ocean fortress, unless a mission calls you out. We’ll probably be erasing the parts of your 
families' and friends’ minds that relate to you. All records of you will be destroyed. We’ll be 
giving you a new name and face, your choice on both. The first decision of the day is what 
kind of upgrades you want, and what class of super human body you want. 
 
CLASSES - Note all changes given for body do not cost or give points. Any starting 
downsides need to be upgraded through level 0 to get any benefit, downsides an be made to 
go away with the application of points into those skills. 
• Mark 1 - This mark was the first, invented in 2018, and the oldest type out there. Its the 

most powerful though, physically at least. Any upgrades you choose will be extremely 
obvious, so strength will make you 8 feet tall and as thick as a tree. Due to the expense 
of this body, we’ll have to cut some of your funds. The intelligence of mark 1s also 
suffers from the development of the body, though this can be remedied through 
upgrades. (25 upgrade points, Strength 1, Regeneration 1, Toughness 1, Intelligence -
2, $3000, 2 Advantages) 

• Mark 2 - This mark was designed as a followup to the semi-success of the mark 1. The first 
Mark 2s rolled out in 2021, and the shortcuts taken during development, to keep in 
budget were immediately obvious. Mark 2s were quite weak, barely above the average 
human, so were often used for guard duties or training. You will probably find that 
you’re more able to gain rank in our military, due to your relatable nature with us mere 
mortals, y'know. The body is super cheap though, so if you choose this body we can 
give you some extra funds. Just hope you don’t get sent on anything too intensive. (10 
upgrade points, Longevity -1, Charisma 1, $15000, 3 advantages) 

• Mark 3 - This was the first successful mark, and often seen as the beginning of the great 
age of super humans. Mark 3s had it tough having to handle most of the fighting in the 
world without the extra powers of later marks. Most Mark 3 veterans will tell you that 
their fight was the hardest because of the limited technology at the time. Mark 3s rolled 
out on 2027, and became part of an underfunded military. Hardly any are left, and 
people rarely choose this option, as Mark 3s are considered outdated by many. The 
advantage that mark 3s have over the others is that they can specialise better then 



mark 4s and don’t have to take medication like the mark 5s and 6s. They are normally 
used as long range recon units because of this, and go long periods of time without 
support. (15 upgrade points, $10,000, 3 advantages) 

• Mark 4 - This is the current main stream mark in out army. They are more generalised then 
other marks, and can’t reach the full potential of their upgrades. Rolled out in 2034, they 
became the peacekeepers across the world and are the most recognisable mark. They 
are starting to be replaced by the growing mark 5 unit, with which they hold a solid 
rivalry. (20 upgrade points, cannot take more then 4 level 3 upgrades or downgrades, 
$7500, 2 advantages) 

• Mark 5 - The new growing stars among the military, the mark 5s were developed as an 
answer to terrorists making a grab at some of the upgrading technology and making 
some of their own soldiers in 2037. The military realised the specialisation of the mark 
3s was needed to met the growing force of rebel mark 4s and so the mark 5s were 
developed to provide a solution to this issue, while still being able to go toe to toe with 
mark 4s. Most of our recruits go into this mark, causing the widespread of change from 
mark 4s to mark 5s on the battlefield. The mark 5s cost more to make though, and 
require special military grade suppressants that can only be issued at base, and have 
to be issued once a month, to not have their body tear itself apart. (20 upgrade points, 
$2500, 2 Advantages) 

• Mark 6 - This mark is a highly classified mark that is beginning to draw public attention. The 
mark 6s can match mark 1s in power, but require a suit to be worn at all times to ensure 
that their bodies do not self destruct. This suit is a delicate thing, and while heavily 
armoured, can be damaged by armour piecing rounds. If too much damage is sustained 
the body melts as it begins mutating at an accelerated rate, or the plasma inside the 
suit to power it will vent onto the users body. Not good. The suit can repair minor 
damage though, and has several backup systems to ensure this doesn’t happen. You 
won’t be able to pass as anything but a mark 6, as the suit cannot be taken off except 
during unit maintenance, with special machinery. The suit is completely self sustainable 
otherwise, and will be upgraded as time goes on. The user can access an energy boost 
for a few hours a day at the risk of the suit venting as mentioned before. (25 upgrade 
points, Exo-Skeleton 1, $1000, 2 advantages) 

• Mark 7 - You seem a special type, so we’ll give this option as well. This mark was 
developed this year, and is our answer to rogue marks within our ranks. Effectively like 
the military police, exept classified until the end of time. You won’t get any personal 
funding as all your needs will be seen to by us. I doubt you’ll get ant time out except on 
mission and if you tell anyone what you are you will be executed immediately. No buts. 
I doubt there’ll be any social, interaction for you exept with your handlers and other 
mark 7s. If you don’t choose this option your memory will be wiped and you will be sent 
on your way. But you’ll choose this won’t you? We need more mark 7s, now more then 
ever. We only have 32 to divide between over 8,300 other marks. (30 upgrade points, 
Mutation 1, $500, Free access to super powers, cannot take any non mark 7 squad-
mates, 3 advantages) 

 
POWERS 
• You can gain points by taking negative options. All options cost one point, so to max out a 

skill it takes 3 points. You also only gain one point for each negative, so a maximum of 



3 points per negative skill. 
 
Physical Traits 
 
STRENGTH 
• Level -3 = Your become bedridden. Keeping your heart beating is an achievement, and 

theres no hope of you ever being anything other then a skeleton, that has to be 
hospitalised. Could probably stay on the move with a vehicle or an exoskeleton. 

• Level -2 = You become extremely frail. Your too weak to stand and are wheelchair bound. 
Making gains is a joke, and keeping them is even harder. 

• Level -1 = You become more physically feeble. You can only lift 3/4 of what the average 
human can. You make gains slightly slower, and lose them twice as fast. 

• Level 0 = As strong as a human in peak physical condition. Can bench as much as a 
bodybuilder, and while you don’t start at this stage if you are overweight or unfit you 
make gains twice as fast, and don’t need to train as much to keep the physic. 

• Level 1 = You can bench 300 kilos and can easily throw large objects. You make gains 4x 
faster and any physical gains are permanent unless you directly contribute to gaining 
weight (such as eating an exorbitant amount of junk food). 

• Level 2 = You can almost bench over several tons ton and can throw cars with the ease that 
someone else throws a tennis ball. You can do things like jump over five story buildings 
with ease. You make gains 10x as fast and it is impossible to lose muscle mass that 
has accumulated. 

• Level 3 = Your strength is almost unlimited, you  can jump up 20 story buildings, and make 
gains so easily that you’ll be ripped in no time. 

• NOTES = Strength does nothing to protect you muscles and limbs from damage. So while 
you can punch through metal, I wouldn’t recommend it if you like that hand. 

IMPROVED SENSES 
• Level -3 = Your senses are completely dulled, and there is no way for you to interact with 

the outside world without technological help. 
• Level -2 = Your senses are very dulled, and you can’t see more then 10 feet, and not in any 

detail. You can’t smell anything, and you can’t hear anything. Your pain resistance is 
complete though. But is that a good thing? 

• Level -1 = Your senses are dulled, and you require glasses to see properly. You’re a bit 
deaf, and can’t feel much sensation either. One advantage is a little bit of pain 
resistance. 

• Level 0 = All your senses are about twice as powerful as the average human’s and all 
eyesight problems and the like are fixed. 

• Level 1 = Your senses are about four times as powerful as the average human’s. You also 
gain the ability to remember smells perfectly, allowing you to follow a scene like a dog. 

• Level 2 = Your sense are about eight ties as powerful than the average human’s. You gain 
telescopic vision that can be zoomed in and out at will. 

• Level 3 = Your senses are well over 20 times as powerful as a normal humans and you gain 
the ability to feel heat and the presence of a heat source through your skin for up to 50 
meters. 

ENDURANCE 
• Level -3 = Your body is like that of a severely obese man, without the fat. You need to sleep 



16 hours day to be fully rested. The smallest of injuries feel like broken bones, and you 
need to eat ludicrous amounts of food to avoid passing out. 

• Level -2 = Basic activities tire you out fast. You need to sleep 12 hours a day to be fully 
rested. You feel pain much more acutely and a small cut will burn like fire. You need to 
eat double what a normal person would. 

• Level -1 = Your endurance is not improved and your body will be like it was if this augment 
was never taken. 

• Level 0 = You only require 6 hours of sleep to feel fully rested, you can go a week without 
water and over a month without food. Your pain sense is dulled but you will still feel 
most injuries. The pain reduction can be turned on and off with will. You can run for 24 
straight at jogging speed, and can go 3 days without sleep before your body begins to 
suffer the normal effects of exhaustion. 

• Level 1 = You require 3 hours sleep per night, you can go 10 days without water and 2 
months without food. You gain the ability to enter a trance like state, extending our time 
without food or water to 6 months. In this state you will be self aware, but unable to do 
anything but the smallest movements. Your pain resistance becomes so great that you 
can ignore anything less serious than a severed limb. You can run for a 72 hours 
straight at a jogging speed, and go a week without sleep before your body begins to 
suffer the normal effects of exhaustion. 

• Level 2 = You require half an hours sleep or 3 hours of trance-like rest, where you are still 
self aware. You can go 3 weeks straight without water and 6 months without food. Your 
trance can suspend you for up to a year, and your pain resistance is complete, allowing 
you to ignore all injuries. You can jog for a week straight, and can go a month without 
sleep before suffering exhaustion. 

• Level 3 = You require no rest or sleep. You never need food or water either. Your trance 
can be used to move forward in time as you do not age while in it. You pain resistance 
is selective, so you can control it so you can feel yourself bumping your toe, but not the 
mortal wound. You can jog indefinitely and never suffer from exhaustion. 

• NOTES = Your body may have enough energy to keep going, but your muscles may give 
out if you go for long enough. 

REGENERATION 
• Level -3 = Your body does not heal. Like, at all. Hope you have some way to seal all your 

paper cuts, or a way to straiten your little toe after you kick it. 
• Level -2 = You heal half as fast as a normal human, and you make blood far slower. Small 

wounds can be life threatening if not treated. 
• Level -1 = You heal as a normal human would and gain no benefit. 
• Level 0 = You heal 2x as fast as a normal human, though you can’t grow back limbs or 

organs, you aren’t at risk of dying from blood loss if a limb is cut off. You will die if too 
much damage is sustained, and you won’t come back to life after death. 

• Level 1 = You heal much faster than a normal human, enough that bullet holes will hurt but 
mostly be a minor problem. You can grow back limbs but at a very slow rate which may 
take weeks or months. You still cannot survive death. 

• Level 2 = You heal so fast that a bullets entry hole will have closed before the exit hole is 
made. You can grow back limbs and organs in days and you can come back from death 
if your body is mostly in one piece and the brain isn’t completely destroyed. Blown up 
by a mine? That probably won’t heal. Shot trough the heart? May take some time but as 



long as no-one damages your body anymore you should make a full recovery. 
• Level 3 = You heal so fast that limbs grow back in seconds. Death is momentary for you, 

meaning that you can get shot repeatedly and still get up over and over again. If your 
body is blown into smaller pieces then you regenerate from the largest part of the brain. 

• NOTES = Regeneration does not protect you from diseases or ageing. The effect also 
requires a bit of extra energy, about an extra energy-bar each day. The effect cannot be 
turned off, so if you run out of energy the body will start to cannibalise itself to keep the 
major organs running, which can result in death. If you take endurance, you will only 
need to get the extra energy every time you sleep. This does not cure diseases or 
poisons unless they kill cells or parts of your body. You can also be killed if all organic 
material of you body is destroyed. In a stretch, your nerve endings can act as your brain 
for regeneration. Your blood will heal people of the same blood type, with a lessened 
effect before losing the power in a week. All other blood types will suffer rejection as the 
blood tries to ‘fix’ the body. Make sure you know who you’re giving it to. 

LONGEVITY 
• Level -3 = I hope you know what your doing. I doubt you’ll live another 5 years from your 

current age. Useful if you’re a suicide bomber or something. 
• Level -2 = You’ll live another 40 years at the most. At this point your heart will stop beating, 

and people will be unable to resuscitate you. 
• Level -1 = You’ll live a normal human life span, with no disease resistance, as long as you 

aren’t killed. 
• Level 0 = You will probably live to around 200 years old if you aren’t KIA. Diseases are 

slowed by your immune system making things like cancer take twice as long to kill you. 
• Level 1 = You will live to 1000 years old if you aren’t KIA. Diseases are greatly slowed by 

your immune system making things like cancer take 10x as long to kill you. 
• Level 2 = You will live to around 100,000 years old if you aren’t KIA. Diseases are slowly 

cured by your immune system, and only the most powerful will be able to kill you. 
• Level 3 = You will live indefinitely if you aren’t KIA. You are completely immune to diseases 

and will never suffer their effects. 
• NOTES = Your body will stop ageing at 23, so you’d better make sure you’re happy with you 

face. The disease resistance will not protect you from dedicated poisons. If you are 
older then this you’ll age backwards until you reach this stage. 

TOUGHNESS 
• Level -3 = Your skin can be cut like cheese, and a small fall will probably break half the 

bones in your body. 
• Level -2 = Your skin is very easy to piece, and your bones are quite soft. I’d recommend 

being careful so you don’t hurt yourself. 
• Level -1 = You gain no benefit and your flesh is like a normal humans. 
• Level 0 = Knives and clubs will have a hard time piercing your skin as it goes leather like in 

its quality. 
• Level 1 = Small bullets will just bounce off, and you become immune to most impacts. This 

is the level where being hit by a car wouldn’t faze you. 
• Level 2 = Small arms fire can’t hurt you. It would take tank rounds to do any damage that 

isn't just superficial. Your bones gain a great level of hardness, and you can fall up to 
100 meters to the ground without them breaking. 

• Level 3 = Yeah, good luck hurting you. Your skin is like steel, your flesh is tougher. You can 



jump out of a plane and hit the ground running. Breaking you bones, even at the joints 
is like trying to bend a steel bar. While not invincible, I’d like to see someone try to hurt 
you. 

MUTATION 
• Level -3 = Your whole body mutates. The mutations will never directly result in your death, 

but you’ll stick out like a sore thumb. Blue skin, extra legs and hair all over are probably 
somewhere in your future. 

• Level -2 = Your face will start to mutate at random. The changes will only be slight, but they 
might not always be desirable. You might wake up one morning to find yourself with red 
eyes or extremely long eyelashes. 

• Level -1 = You gain no benefit form this advancement. 
• Level 0 = You gain the ability to change your appearance slowly. Once you think about it the 

change will start automatically and you will know when its completed. you can only 
make one change at a time though and only to your face. Changing eye colour will 
probably take around a week. 

• Level 1 = You gain the ability to change you appearance quickly. You can now change any 
part of your body, though you can’t just make fat disappear or muscles appear. You can 
make multiple small changes at the sometime or one big one. Changing eye colour only 
takes a day. 

• Level 2 = You gain the ability to change you appearance instantly, though only in a plausible 
human form. You can alter anything, from muscles to gaining weight. Any mass that 
you lose will be turned into energy, acting like a sugar rush with no low afterwards. Any 
mass gained will make you tired and large scale changes will require you to eat a large 
meal afterwards. 

• Level 3 = You gain the ability to change your form into something that isn’t human. It still 
has to contain all necessary organs, and while you may choose to look like something 
inanimate, like a desk, your innards will be obvious in someway to anyone that looks. 
Boxes don’t have normally beating hearts in them. 

• NOTES = Although at level 3 you can shape shift into anything, most things that are larger 
than a room will cause you to sleep so long you starve to death. Similarly turning into 
anything smaller then a baby will probably cause your heart to explode with all the 
energy running through your veins. You can take changes in steps though, with an hour 
between, giving you time to recover. While you may look like a material, you’ll still be 
made out of flesh. This flesh may take on a hard quality to imitate something like wood, 
but is still meat in the end. You cannot take the form of a gas or a liquid. You can get 
new organs or limbs which will have to be worked out like normal, but will work as 
intended if designed right. 

CAMOUFLAGE 
• Level -3 = You skin is extremely affected by your emotions. The slightest emotion other then 

a meditative state of calm will light you up like a rainbow. 
• Level -2 = Your skin is affected by emotions, as in level 1, without the camouflage. I doubt 

people will ignore the blue man walking down the street. 
• Level -1 = You gain no benefit from this advancement. 
• Level 0 = You skin can go a little darker or lighter depending on the lighting. You do not 

change colour, just the tint of you skin. In direct sunlight your skin will look like it 
normally does. 



• Level 1 = Your skin can now change colour to match the environment. It does look pretty 
fake though, as it looks like the average colour of all the colours around you. This an be 
turned off at will, though strong emotional responses will cause you to take a certain 
colour. Anger: red, sad: blue, and so on. 

• Level 2 = You can take the form of anything behind you. You can turn this on and off at will. 
Your emotions only affect your colour if you experience extraordinary amounts of 
emotion. While your camouflage will trick most people at range, it will be pretty obvious 
that your not a bush if people get up close. It also doesn’t conceal clothes. 

• Level 3 = Perfect invisibility. You can turn this on and off at will, and you can also change 
your skin colour whenever and however you want. It still doesn’t conceal clothes 
though. 

• NOTES = This only conceals you from sight. The other senses can still detect you. 
 
Mental Traits 
 
REACTION TIME 
• Level -3 = You have a one track mind. Once you have chosen a course you can’t back out, 

even if it results in you death. You don’t notice anything new in an environment except 
what directly relates to your objective. 

• Level -2 = Your reaction times are halved, it takes you far longer to notice things that others 
do in seconds. 

• Level -1 = You reaction times are that of a normal human. 
• Level 0 = Your reaction times are doubled. You will notice things a lot quicker then everyone 

else. 
• Level 1 = Your reaction times are fast enough to dodge a bullet at moderate range. You 

notice new things in your environment much quicker. 
• Level 2 = You gain an extra level of concentration. Trying to listen to a conference, while 

also watching a youtube video? Child’s play. 
• Level 3 = You become capable of being completely aware of everything around you. You 

can listen to everything, or watch multiple screens at once. Of course I doubt you’ll 
remember everything later if you don’t get some mind upgrades. 

QUICKER LEARNING 
• Level -3 = You are almost incapable of learning new skills, anything above caveman level 

will confuse you to the extreme. 
• Level -2 = You learn new skills half as fast as a normal human. Skills that are to 

complicated for a person in the middle ages to understand will take you months to learn 
the basics of. 

• Level -1 = You learn skills slightly slower then a normal human. There isn’t any limit on the 
types of skills you can learn though. 

• Level 0 = You learn skills slightly faster and have a better grip on the intricacies of complex 
tasks. 

• Level 1 = You learn things four times as fast. Learning new languages is trivial.  
• Level 2 = You can pick up any skill with ease. You can learn new languages by listening to 

a conversation, and gain the ability to fill in the gaps of knowledge you don’t know much 
easier. 

• Level 3 = You can pick up any skill instantly. You can learn a new language without ever 



having heard it, and your reasoning skills become super-human. Most things you can 
guess with a general knowledge of the subject. 

• NOTES = While you pick up skills super fast, you don’t have any super memory powers 
unless you purchase it. 

PSYCHIC ABILITIES 
• Level -3 = You have the power to lift and crush as in level 3, but, again, you have no control 

over it. Your power could come on at any moment and there is no way to control it. 
Anything within line of sight is in danger. It can even happen in your sleep. Hope your 
not close to anyone. Expect a little isolation. 

• Level -2 = You have the power to lift and crush as in level 2, but you have no control over it. 
You have to keep yourself calm to ensure that objects don’t go flying round the room. 
Of course its quite a week effect so I doubt too many people will get hurt. 

• Level -1 = You only have what a normal human does. 
• Level 0 = You gain the ability to sense what others are feeling if you come into skin contact 

with them. This isn’t a magical ability, its simply letting your brain read things like the 
persons blood pressure. This isn’t 100% accurate. 

• Level 1 = Your ability is extended to a 5m range, though the inaccuracy factor still exists. 
• Level 2 = Your ability is extended to a 50m range (still inaccurate), and you gain minor 

telekinetic abilities. You can lift objects up to 5 kg. This isn’t magic either, just changing 
your brain so that it can affect electrical, you know fuck it, it may as well be magical 
cause I ain’t writing the whole theory. You can exert as much pressure as you can 
squeeze you hand. 

• Level 3 = Your emotional feeling is still at 50m though you can feel people and animals 
around you up to 100m. This means that you can only feel peoples emotions if they are 
at half your maximum range. You ability to lift objects is increased to 20 kg, though that 
weight is like carrying a 50 kg pack, and requires all of your concentration. You can 
exert enough pressure to feel like a punch. 

• NOTES = You ability to lift objects can grow with time, though it will take years to master, 
and no one can hope to lift more then 500 kg with no difficulty. Your emotion reading 
doesn’t tell you what a person is thinking, only their current emotions. 

TECHNOLOGICAL PROWESS 
• Level -3 = This is as below except you don’t understand anything above cave man ages. 

Take this and negative quicker learning and you can become the caveman you’ve 
always dreamed of being. 

• Level -2 = Things of technology confuse you. Its harder for you to comprehend technology 
above middle ages level. Its not harder for you to use or make, just understand what 
everything does. 

• Level -1 = You gain no benefit from this. 
• Level 0 = Your problem solving skills are increased if technology is involved. You become 

better at doing things with technology. Building primitive objects like crossbows is easy, 
and come naturally to you. 

• Level 1 = Your problem solving skills are greatly increased if technology is involved. You 
become far better at doing things with technology. Building things like basic computers 
comes as easily as thinking up the components. 

• Level 2 = You can build anything, from a car to a spaceship, given enough time and 
recourses. This doesn’t give you any bonus creativity though, and you still have to learn 



how to make them. 
• Level 3 = You gain an insight to technology, and can tell what something is made of and 

what parts are inside of it just with a glance. Innovation comes easy, and you can 
expect to be building more ambitious inventions day to day. 

CHARISMA 
• Level -3 = You are so unconfident that you can’t interact in any face to face interactions 

without having a panic attack. Perfect if you communicate through a computer. 
• Level -2 = Your lack of self confidence is crippling. You will suffer quite a lot of emotion 

problems if you take this, and it will be far harder for you to make friends. 
• Level -1 = Your confidence is decreased. You become a little more awkward at 

conversations. So for most of you fa/tg/uys out there this will be an improvement. 
• Level 0 = Your confidence is boosted. You become an alpha male/female over night. You 

may get over confident though, and think your top-shit. Even, no, especially if you 
aren’t. People will view you as a leader and you prowess in social situations grows. 

• Level 1 = Your confidence is boosted though no more or less then level 0. The difference is 
that you gain a little more control over your alpha urges. You become even more skilled 
at social interaction. 

• Level 2 = Your confidence is as of Level 1. You have complete control over your emotions. 
You are at the level of a skilled diplomat in social interactions, and are even able to win 
arguments in which you are wrong. 

• Level 3 = You gain a new ability to guess peoples intentions with a 85% accuracy rate. You 
can tell if a person is lying or not by listening. Using your social skills you should be 
able to convince anyone of anything. 

INTELLIGENCE 
• Level -3 = You find it 4 times harder to think then you do now. Small details pass you by. 
• Level -2 = You find it 3 times harder to think then you do now. You find it hard to 

concentrate on things for extended periods of time. 
• Level -1 = Your find it 2 times harder to think then you do now. 
• Level 0 = Your mind remains unchanged by this upgrade. 
• Level 1 = Your intelligence is raised to that of the average genius. Yes I know there is no 

average genius, trying to give an example is all. 
• Level 2 = Your intelligence is raised beyond human levels. You understand basically 

everything around you. 
• Level 3 = Your intelligence is ridiculous. I mean seriously, your smarter then 20 scientists 

put together. 
PHOTOGRAPHIC MEMORY 
• Level -3 = You suffer from complete memory loss at least once a year. So be ready for it, 

keep a diary. 
• Level -2 = You suffer form short term memory loss constantly. You can’t remember farther 

back then 80 or 90 years. 
• Level -1 = Your memory is as it was before. 
• Level 0 = Your memory is a lot stronger then most people, and while not photographic, 

you’ll be able to remember the last 100 years with clarity. 
• Level 1 = Your memory is photographic. You can remember everything that has happened 

in your life. I’m not sure you want this if your going to live forever. 
• Level 2 = When you think back to an event, you can recall more information then you 



originally saw. You might suddenly remember that the delivery man had a rose tattoo 
on his arm if you think back to getting your parcel, and stuff like that. Unfortunately its 
quite random, though the information will normally be about the subject you’re on. 

• Level 3 = You gain a mental library of all your memories. You can go back and replay 
memories in your head to watch events unfold again. You have no trouble finding 
memories that you want to find, even if you’ve been alive for millions of years. 

ESCAPE MECHANISM 
• Level -3 = Your brain is a separate creature. These brains are of human intelligence and 

have minor control over the body. Don’t expect much conversation except when you’re 
about to do something dangerous. 

• Level -2 = Your brain is a separate organism that lives inside your head. It cannot leave or 
have any control over your body. It requires a bit of extra energy, and may sometime 
conflict with your thoughts if the action you are planning will put you in danger. It is 
about as intelligent as a dog. 

• Level -1 = Your brain requires additional nutritional intake, and although you won’t notice it 
normally, you will start to have a hard time to think if you go long periods of time without 
food. 

• Level 0 = You gain no benefit. 
• Level 1 = If your brain is destroyed, you take control of the largest piece. You can grow 

tentacles to about 1 foot. Useless if you don’t have regeneration, as you’ll die from no 
nutritional intake. 

• Level 2 = Your brain is now capable of acting independently. You can grow working organs, 
gills, and senses. You can survive quite a lot of pressure. You are highly adaptable, and 
are capable of acting on your own without a body. Of course who wants to live in some 
weird tentacle body? There is no real way to protect yourself if you come under attack. 

• Level 3 = Your brain is capable of hardening on the outside, and regenerating if destroyed 
(again). You can grow more specific appendages such as claws or primitive hands in a 
short amount of time. Is this really your second chance? Living in a mutated crab body 
with no hope of getting your old one back. Unless you have regeneration of course. 

 
Technological Traits - Gain no benefits on level 0 as they have not been installed. These 
technological marvels run off nano machines, which can repair any damage through self 
replication. There is a cache of these machines inside your brain meaning they can rebuild 
after a level 3 regeneration. These nano machines are preprogrammed and cannot be 
removed. As they operate on a closed circuit, they cannot be hacked and their programs 
cannot be altered. These are the only upgrades that may require items to be bought. Weapon 
and utility implants, as well as robotic eyesight have no downsides. 
 
EXO-SKELETON 
•  Level -3 = Your exoskeleton is designed to drain a massive amount of energy to dedicate 

to other things. You have to sleep an extra 4 hours and eat an extra breakfast sized 
meal a day. 

•  Level -2 = You exoskeleton is designed to take a large amount of energy from you body. 
You need to sleep 2 extra hours and eat an extra breakfast sized meal a day. 

•  Level -1 = Your exoskeleton drains energy instead of giving you any benefits. You need to 
eat an extra breakfast sized meal a day. Useful if you plan on staying near a decent 



food source for your whole life. 
•  Level 0 = X 
•  Level 1 = Your suit gives you extra strength, equivalent to about twice your strength, 

including any upgrades. This is bulky though, and sticks out all over your body. It’ll be 
hard to hide and harder to wear proper clothes over the top. 

•  Level 2 = Your suit gives you 2x strength, including upgrades taken earlier. It is also less 
clunky and can be fitted under clothes. It is still on the outside of your skin though so 
your hands and back of your neck may stick out to civilians. 

•  Level 3 = Your Suit gives you 4x strength, including upgrades taken earlier. It is completely 
concealed underneath your skin, though you can make it come out to look like either of 
the two above. It can also supply you with a weeks worth of food pumped directly into 
your system, incase of an emergency. It also has stimulants to keep you awake for up 
to 72 hours longer then normal, though once turned on you can’t turn it off. These need 
a week to be refilled. 

MIND IMPLANT 
• Level -3 = The downsides are as before, but now hackers are completely undetectable to 

you, and those urges become commands that you can’t resist. Coding a firewall could 
take years. The military will probably help rectify this, but do you really want them in 
your head? 

• Level -2 = The downside is as before, but now your mental capacity is decreased. You 
aren’t any dumber, but think half as fast as a normal human, making it difficult for you to 
adapt or react. 

• Level -1 = The implant allows you to drain energy for other parts of you body for little cost, 
at the danger that it can be hacked. Hackers can access information on your body, 
abilities and can insert urges that you have to have a strong mind to resist. You won’t 
always know if someone is in your head. These urges can never kill you, and you can 
have software installed to prevent this. This software will take time and a skilled coder 
to make. The military can supply both. 

• Level 0 = X 
• Level 1 = You gain the ability to download information off the internet. This mostly revolves 

around skills, such as mechanical engineering and learning languages. Finding 
information that fits to the format of your brain is tricky though, and downloads take 
quite a long time to finish. You are immobile during this time, but you can download 
stuff while you sleep. This upgrade is downloading information only, you can’t watch 
youtube or update a Facebook status. Your mind is connected to a network that is 
untraceable. 

• Level 2 = This allows you to really access things on the internet. The downside is you can 
only see things in binary, and while you can read this, it doesn’t allow for you you watch 
things or to interact with things on the internet. Again you can read while you sleep, but 
I doubt it’ll be a restful night with you half awake. You can upload writing and literature, 
but not videos, as you have no way of recording them or storing information. 

• Level 3 = ACTIVATE THE INTERNETS. You effectively have a computer in your head. It 
has the processor of a super computer, and downloads take next to no time. There is 
no detriment to sleep for using it and you can view videos and other media. You have 
no storage space though, and no way to save links to your mind. You can upload 
videos, using your eyes as cameras. 



MELEE WEAPON IMPLANTS 
•  Level 0 = X 
•  Level 1 = This adds a variety of small knives tat can be constructed in slots in your arms. 

These weapon are formed by the nanobots inside your body, and you can choose what 
kind of weapon you want. The weapons will disintegrate if they leave your grip for more 
then a minute, and summoning too many knives will seriously drain your energy. These 
weapons can also have a few small technological upgrades, such as electricity and fire. 
These weapons can have any amount of moving parts, as long as they are designed 
with a way of moving them. 

•  Level 2 = This upgrade adds a large variety of one handed weapons as well as the knives. 
They can be upgraded like knifes and follow the same rules as before. They gain the 
ability to be infused with acid (which will not burn you), or a violent poison that will kill 
any normal human within an hour. 

•  Level 3 = This upgrade allows you to pull any kind of melee weapon out of your arms. 
Wanted a 10 foot tall war hammer that sprays fire, its yours. These still follow the same 
rules as before, but can now be infused with a tranquilliser strong enough to take down 
an elephant or a special kind of blade that vibrates at a microscopic level to cut through 
steel. 

RANGED WEAPON IMPLANTS 
•  Level 0 = X 
•  Level 1 = This upgrade allows you to create a variety of ranged weapons in the same 

format as the Melee implants. This level allows you to make any pistol sized gun, or 
sub-machine gun. This weapons can look however you want, and have an infinite 
supply or ammo. If you don’t touch them for a minute they disappear. These weapons 
can have any sight or add ons and can fire any ammunition you choose. The ammo 
type can be changed while firing. These weapons cannot have any blade or club like 
attachments though. These weapons will not fire for anyone else. 

•  Level 2 = This upgrade allows your weapons to reach rifle size. These weapons are the 
same as before. Pretty simple. 

• Level 3 = These weapons can be any size, as long as they aren’t bigger then you. This 
includes rocket launchers and miniguns. Again, pretty simple, don’t have to explain this, 
go crazy. 

UTILITY IMPLANTS 
•  Level 0 = X 
•  Level 1 = This upgrade is used to create any item that is needed. It can create any item 

with any amount of moving parts as long as the item is smaller then a pocket knife, and 
isn’t a gun, ammunition, an explosive, or a bladed implement. The items at this level 
cannot be electronic in nature. Items dissolve after 1 minute of leaving the owners grip. 
The items are formed inside slots in the arms of the person. This item can be made out 
of any material as long as it was not stated before. 

•  Level 2 = This allows objects to be up to as big as a backpack. It now allows electricity as 
long as it isn’t more advanced then the original macintosh computer. Making things like 
tents out of a lot of smaller parts won’t work because of the dissolving factor. 

• Level 3 = This allows items of up to the size of a suit case. You can now choose when items 
dissolve allowing you to make large objects out of smaller ones. 

DIRECT VEHICULAR LINK 



•  Level -3 = You cannot exit the vehicle. You are locked in to continue your existence. If you 
get off the vehicle without the proper equipment you will instantly go into a coma. 

•  Level -2 = Your vehicle may not be smaller then a car. It is capable of siphoning more 
power then a level 1 vehicle, and as such you brain has less time before going into a 
coma. About 12 hours. The range is increased to 15 kilometres. 

•  Level -1 = Your vehicle can be any size, but must stay within 10 kilometres of you for you to 
stay coherent. Your vehicle siphons power form it to you via implants so that you may 
purchase other powers, but it does have a minimum range. You vehicle is quite 
armoured for something of its class, and is capable of repairing small damage. If it is 
destroyed or you exit range, you have about 24 hours to get back in range or get back 
to one of our outposts before you enter a coma. While this won’t kill you, it wouldn’t be 
good for your health, or continued existence if you’re in combat. 

•  Level 0 = X 
•  Level 1 = You gain a mental link to a vehicle of your choice. This may only be used for one 

vehicle, even if multiple are purchased. You are capable of controlling small things like 
turning on the engine, starting the air-conditioners, and always knowing where your 
vehicle is parked. This will work worldwide, and is very hard to block the signal. 

•  Level 2 = You are now capable of driving your vehicle with your mind. Unless you upgraded 
reaction time you’ll have a hard time concentrating on the world around you while 
driving. You can do anything in the vehicle as if you were in the drivers seat. 

•  Level 3 = Your vehicle now has an A.I that you can interact with. It has a helpful attitude, 
and will do most things you ask for. But it is an individual, so keep that in mind. Might 
also be a little Yandere for you. 

ROBOTIC EYESIGHT  
•  Level 0 = X 
•  Level 1 = You gain improved eyesight, as your eyes are now robotic. You never have to 

blink again! You also gan the ability to zoom in up to 20x on an object and also see in 
night vision. You can turn this on and off at will. These eyes are powered by you heart 
beat and cannot be turned off or EMPed. 

•  Level 2 = Your eyes now give you a basic hud, and you can see into the inferred spectrum 
and the ultra violet spectrum. The hud covers personal things, like a GPS map, how 
your body is holding up, and calorie tracker. This hud is customisable back at base, so I 
won’t go into all the detail on all the apps here. 

• Level 3 = Your eyes can see in all spectrums, and you can see into space like a telescope. 
Your hud has millions of functions, and if you can think of something, your hud can 
probably display it. Still needs to be changed at base, and can only hold about 50 
functions. 

AI 
•  Level -3 = The A.I has complete control over your body. You are now the one at the back of 

its head, giving it suggestions. It is in its best interest to stay alive, so don’t worry about 
your body being killed, The A.I will listen to you though, and you speak by thinking so 
communication and suggestions are instant. 

•  Level -2 = The A.I and you have shared control of your body. Better learn to cooperate or 
your going to be quite dysfunctional. It will have a personality the opposite of yours, but 
will submit control to you if the body is in serious danger. 

•  Level -1 = The A.I at the back of your head has an extremely negative attitude towards you 



and your actions, and will try to convince you to give control to it. If you give in the effect 
of level 3 comes into effect without the extra points. The A.I won’t annoy you if you’re in 
real danger though. 

•  Level 0 = X 
•  Level 1 = The A.I has the intelligence of a dog, and will supply you with information through 

a mental link. It gives you updates on information on anything you can think to ask 
about. Its usefulness is lessened without wifi, but it can still give battle information and 
suggestions. 

•  Level 2 = The A.I has human intelligence but no emotions. It is not truly alive. It will do the 
same as the level 1 A.I, but is smarter and will give you information of its own accord 
instead of supplying you with information you ask for. 

• Level 3 = The A.I is a separate mind in your head. It has the processing power of a super 
computer, and has a personality to match your own. You can give the A.I control of your 
body to improve effectiveness, but it may decide to keep it for a bit longer then you 
want. It will help you in most ways you ask, but it is its own person and so may take 
interest in trivial activities or hobbies. It kills at MMOs. 

 
Misc Traits - 1 point each (1 rank) 
 
NUMBER SENSITIVITY 
• You find doing maths extremely easy. You can do almost any equation instantly, even if you 

aren’t that smart. You can do any kind of calculation in your head. 
IMMUNITY 
• You are immune to all kinds of poisons, from snake poison to radioactivity. This will not 

protect you from natural diseases. 
EXTRA LIMBS 
• This can be purchased multiple times (up to 4). You gain an extra pair of arms or legs or 

wings or another appendage of your specifications with each purpose. All act like you 
offhand, so nothing too dextrous. Wings can take whatever appearance you wish. 

ADHESION 
• This makes your skin grow small spines that allow you to stick to all but the flattest surfaces. 

This can go through thin clothes, but nothing thicker then a few millimetres. This may 
make yourskin feel hairy though. 

RESPAWN 
• This allows you to have your choice in where you regenerate if you have level 3 

regeneration. It also allows you to regenerate from just blood instead of the brain. You 
choose what part of the body you regenerate from. Kind of useless if you haven’t 
maxed out regeneration. 

TEMP PROTECTION 
• Your body becomes resistant to temperature. You can resist up to 200 degrees above and 

below zero. Your body can stay at a moderate temperature, keeping you cool or warm 
as required. This won’t protect you from damage though, so you can still get burnt from 
fire, and frostbite from cold. 

GILLS 
• Simple enough, it allows you to breath underwater. It also allows you to filter poisonous or 

chemical gas out of the air, and breath normally in smoke. Pretty irrelevant if you don’t 



have to breath. 
SPACE PROTECTION 
• This allows you to survive the vacuum of space, or any vacuum really. You can’t hold your 

breath any longer, and it won’t protect you from the temperature, but it will mean that 
your lungs won’t be torn out of your throat while you body is turned inside out. Basically 
protects you from all the dangers of a vacuum other then temperature and the lack of 
air. 

FINS 
• These fins can grow anywhere on you body, including becoming extra limbs, and allow you 

to glide through the water like a bird does air. 
MIMIC 
• This allows you to copy any behaviours of a person down to the finest detail just from 

having a look at them. This one effects knowledge on physical behaviours. Useful if you 
want to imitate someone. 

BESERK 
• You can enter a berserk rage that blocks out al pain from your body, and pumps enough 

adrenaline to keep you running until it wears off. You have about ten minutes before the 
effect stops. You lose some control while doing this, becoming more like a rabid animal. 
You can choose to enter this state, though strong feelings of anger can bring it upon 
you as well. Takes and hour to recharge. 

AMBIDEXTROUS 
• Simple, both you hands are your primary hands. If you have multiple limbs the effect of the 

limbs being your off hand are gone. 
VOCAL CORDS 
• You are able to change the composition of your vocal cords, meaning you can mimic any 

voice you’ve heard, or make up your own. Also makes you a  great singer. 
FLEXIBILITY 
• Allows your joints to bend 30 degrees backwards, and allows your bones to bend 20 

degrees with no damage. 
UPGRADED DIGESTION 
• Your digestive system become capable of filtering out all but the most powerful toxins. It 

also means that your body absorbs all the nutrients in its food, meaning that you only 
have to eat half as much and you never have to go to the toilet if you don’t eat 
exorbitant amounts. 

CLEANING NANITES 
• These nanites act as the ones described in the technology section, and their task is to keep 

your body clean and smelling fresh. You never have to shower again. 
 
Mic Downsides - +1 point each (1 rank) 
 
BAD HYGIENE 
• Your body produces more sweat and waste, as well as become harder to clean. You’ll have 

to take a very lengthy shower after exercising. cannot be taken with Cleaning nanites. 
STICK OUT 
• Your body is subject to the obvious nature that mark 1s suffer from. You’ll probably never 

look completely normal again. Cannot be purchased if you’re a mark 1. 



SLOW GENERATION 
• You gain your powers slowly over time. You move in the order that you bought them, getting 

one rank at the end of each week. Hope you don’t have any urgent missions. 
BUILD UP 
• Your powers start off at rank 0 and over the cause of a month all purchased powers go p 

one rank. These powers stop ranking up at the rank you have purchased. 
FIXED 
• You can never have children. ‘Cause your sterile. 
AROUSAL CONTROLLERS 
• You are still capable of having children but you lose all interest in any kind of intercourse. 
EPISODES 
• You start having episodes of madness under extreme stress. The kind of madness changes 

each episode and wears off when the situation is solved. 
ANIMALISTIC INSTINCT 
• You gain animal instincts due to the addition of animal DNA in your body to boost your 

power. You can choose the animal, but there will always be a strong urge in your head 
to live your life like the animal lives its. Wolf DNA for example may make you want to 
stay close to your friends and eat meat from your kills. This will not change you 
physically however. 

 
Super Powers - These are the sorts of thing that you would expect to be used by real super 
heroes. They are quite powerful and as such cost a portion of your money to develop. 
 
ANIMALISTIC TRAITS - This allows you to gain the parts and behaviours of an animal. You 
can gain things like spider poison, or scorpion claws. There is no behavioural changes related 
to the developments. This trait can be purchased 5 times for different animals, and you select 
what parts of the animals yours mimics. Please don’t use this for your furry fetish. 
PORES - The sweat glands in your skin allow you to shoot liquid stored in an organ near your 
stomach onto opposing forces. This organ will refill automatically and has enough stored at 
maximum to shoot for 20 minutes straight. These liquids include: napalm, a strong acid, tear 
gas (does not affect you), mustard gas (does not affect you), highly pressurised streams of 
water. Each of these costs 1 point to upgrade totalling at 5 points if you buy everything. 
FLIGHT - This allows you to fly at 30km/h. Level 3 telekinesis has to have been bought to use 
this upgrade. This can be bought 5 more times, adding 30km/h to your top speed with each 
buy. This upgrade gives you no protection from wind or air pressure, but does allow you to fly 
in space or underwater. 
SUPER TELEKINESIS - This upgrade doubles your telekinetic power, including range and 
force extended. This requires level 3 telekinesis, and can be bought up to 5 times, doubling to 
current numbers each time. 
TECHNOLOGY NANITES - These nanites are linked directly into your brain, and can be 
inserted into a machine, mechanical or electronic, allowing you to operate the machine with 
your mind. Requires concentration, and you can only control 1 machine at once. Can be 
purchased 5 times adding another machine to be controlled by you. 
LASER FOCUSERS - This adds complex machinery into your lower arms, allowing you to fire 
a powerful laser out of your palm. The laser is capable of melting through steel, but only has a 
5 minute charge and takes 24 hour to recharge. This upgrade can be purchased 5 times 



adding 5 minutes into the lasers charge. You cannot fire this if your arm is seriously broken. Is 
installed in all arms you have. 
NOTES - TECHNOLOGY NANITES and LASER FOCUSERS follow the healing process that 
the upgrades in the technology section do. 
 
 
 
ITEMS 
 
Weapon rights - You will be issued with equipment before a mission, but the issued weapons 
may not always be something you want, or something you are used to using. This section 
allows you to book your weapons for future use and for you to take on missions instead of 
issued gear. 
 
BOOKED WEAPON - This allows you to bookmark any kind of weapon for future use. This 
weapon is not yours though and will be shared with others. We expect it back in the same 
condition we gave it to you in.  Weapons that are a variety of ballistic weaponry, from a glock 
to a 50cal sniper rifle ($200). Things like rocket launchers or mortars cost more then the 
smaller amount ($350). Add ons that you want booked will have to be bought as well ($25). 
Melee weapons are cheap, and can be any kind of melee weapon as long as it doesn’t have 
high tech components ($75). You can take high tech melee weans such as electrified swords 
for ($150). We can order things from our bases world wide so there is little limit to what we 
can acquire as long as it fits into these 5 categories. Booked weapons may not always be 
available, though the armoury will default spares to you over others. 
OWNED WEAPON - This weapon is now placed in a personal locker dedicated to you. We 
still want it back in the same condition but this weapon will always be available for your use. 
Weapons that are a  variety of ballistic weaponry, from a glock to a 50cal sniper rifle ($250). 
Things like rocket launchers or mortars cost more then the smaller amount ($450). Add ons 
that you want will have to be bought as well ($50). Melee weapons are cheap, and can be any 
kind of melee weapon as long as it doesn’t have high tech components ($100). You can take 
high tech melee weans such as electrified swords for ($200). This follows the ordering 
process as above. 
PERSONAL WEAPON - This weapon will be stored in your room, and repaired and handled 
by you. You are allowed to customise this, like draw a face or something. If this weapon 
breaks we will replace it every 6 months. Otherwise you’ll have to use issued weapons. 
Weapons that are a variety of ballistic weaponry, from a glock to a 50cal sniper rifle ($300). 
Things like rocket launchers or mortars cost more then the smaller amount ($500). Add ons 
that you want will have to be bought as well ($75). Melee weapons are cheap, and can be any 
kind of melee weapon as long as it doesn’t have high tech components ($150). You can take 
high tech melee weans such as electrified swords for ($250). We will be teaching you how to 
maintain a variety of weapons so don’t worry not knowing how to use and fix a weapon. 
 
Clothing rights - We will be issuing you with 5 military uniforms, and 2 ceremonial uniforms as 
well as any underwear and shoes you require. You will be expected to wear these around the 
station. All of these are flameproof and designed to help you survive in any climate. 
 



BASIC CLOTHING - As well as these uniforms you will be issued with 2 items of clothing 
(shirts, pants, jacket, shoes) that you will be allowed to wear on weekends. We will not 
replace them if they are damaged and you will have to clean them. We will give you 2 new 
items at the end of each month to put in your wardrobe with your other clothes. ($200) 
ADVANCED CLOTHING - The clothing situation is as above, but instead of 2 items you are 
issued 6. You will still only be allowed to wear these on weekends. ($500) 
PERSONAL ARMOUR - We will give you one piece of standard issue body armour for you to 
keep in your wardrobe. You can do what you want to it, but we will only repair it at the end of 
each 6 months. For if you want to go into battle with flames painted on. ($300) 
CLOTHING RIGHTS - This allows you to wear your personal clothes whenever you want, 
except during ceremonies. ($50) 
 
Pay rights - You won’t be getting paid by us normally. Any money you take here will let you 
buy stuff online to have shipped here and put in your room, or any properties you own. Money 
obtained from these upgrades does not stack with next weeks if not spent. 
 
BASIC PAY - $50 a week. Quite simple really. ($300) 
BETTER PAY - $100 a week. Also easy to understand. ($500) 
ADVANCED PAY - $1000 a week. Still easy. ($750) 
 
Housing rights - You will be placed in a 6x6 room, with a bed, a desk, a chair and cupboard. 
This room will be linked to toilets and showers that you share with your squad, and a common 
room and gym (including a pool) as well as a sparing ring, that is shared amongst all marks. 
You will get a week of leave each year, to visit places that the military allows. You cannot go 
on leave, or take any leave options on this list if you are a mark 7. 
 
ROOM IMPROVEMENTS - You can purchase the following items for your room. Each is 
bought separately. (Personal computer [capable of running games, infinite internet], Increase 
room size by 2 meter squared [maximum 3 times], Small weights set, recliner, mini-fridge, TV 
[with net flicks], larger bed [queen sized from single], picture hooks on the walls, wall sized 
window overlooking the ocean, display cabinet, shelves on the walls) ($25 each) 
OFF SIGHT HOME - This allows you to purchase a small house in any city you want. You’ll 
only be allowed to visit during your break though. This can be purchased multiple times. 
Furnishing your home is your job. ($500) 
PERSONAL ROOMS - This upgrade will give you a a personal bathroom and shower 
attached to your room. ($100) 
EXTRA HOLIDAY - With each purchase your leave is extended by 1 week. The can be 
purchased 3 times, totalling at a month. ($150) 
 
Extra abilities - This allows you to invest more money into making you and your squad 
stronger. 
 
EXTRA POWERS - This upgrade gives you 1 extra point, and can be taken up to 10 times, as 
this is how much power your body can take without upgrading to something better. ($300) 
SUPER POWERS - This gives you access to the super powers list. ($400) 
EXTRA SQUADMATE - This allows you to take 1 extra squad mate. ($350) 



 
 
ADVANTAGES - These are small things that will improve your time spent working for us. 
 
POSITIVE GENES - Your body was particularly responsive to the treatment. Your genes were 
better suited for he upgrades then most, allowing you to achieve higher level of power. (+3 
upgrade points) 
MEDIA ATTENTION - Your introduction to the force was a particularly interesting one, 
whether you stopped an assassination, fell out of the helicopter or something else, you have 
gained media and public attention. The military will probably let you off of the fortress more, 
as longs you use your fame to promote recruitment. (+2 weeks of leave a year, can go over a 
month) 
SOCIAL - You always knew how to make friends, and that skill has helped you here. (+1 
squad mate) 
PROBLEM SOLVER - Often you are able to quell anger and bring people onto your side with 
enough effort. (Can take 1 squad mate who wouldn’t normally side with you) 
PERSONAL WEAPONRY - You owned a few guns in your old life, and you’ve managed to 
bring one through with you onto the station. (Start with a free PERSONAL WEAPON, as per 
above) 
HIGH HOPES - You’ve done something to impress the military, you don’t know what, but 
they’re willing to lend you some extra funds. (+$500) 
FAMILY - Due to a glitch in the system, your families’ and friends’ memories were never 
wiped. You’ll only get to see them while on leave though, and I’d try to keep it low key. (Self 
explanatory) 
BETTER HOUSING - You walked into your room to find the last guy in it had left a ton of his 
stuff. He hasn’t come round to get it yet, so I guess its yours. (3 items from the ROOM 
IMPROVEMENTS list above) 
MARK 7 RIGHTS - You and your squad have been selected to work alongside mark 7s to 
bring some new skills to the table. You won’t be allowed to talk about this to others though, 
your just another grunt to them. (Can take mark 7 squad mates without restriction) 
SWEET, FREE HOUSE - We can give you a free house as above that you can visit on leave. 
Nothing too big though. (Free OFF SIGHT HOME) 
 
DISADVANTAGES - These are things that will make your life harder. You can take 1 of these 
for an extra advantage past the ones given by your mark. 4 disadvantages maximum. 
 
NEGATIVE REACTION - Your body did not react as positively as many had hoped and you 
were weakened from the start. (-3 upgrade points, cannot be taken with POSITIVE GENES) 
CRIMINAL HISTORY - Despite fighting for a good cause now, you’ve done some things in the 
past that many won’t forget. Although your criminal record will be destroyed, people will still 
recognise you. Don’t expect command to give you much leave if any at all. (-1 week of leave, 
cannot be taken with MEDIA ATTENTION) 
AWKWARD - You were never a people person (probably cause you spent so much time on 
computers). (-1 squad mate, Cannot be taken with SOCIAL) 
COCKY - You always had a habit of annoying people with your attitude. Many don’t want to 
be near you unless they have to be. (May only take squad mates from your mark, Cannot be 



taken with PROBLEM SOLVER) 
UNTRUSTWORTHY - You have a history of being a thief, something the armoury hasn’t 
forgotten. (You may not book, reserve or purchase any weapons above, cannot be taken with 
PERSONAL WEAPONRY) 
UNDER ACHIEVER - When the military recruited you they expected more. They are more 
reluctant to give you support and funding. (-$500) 
ACCIDENT - Something unexpected happened during the memory wipe process and one of 
your family or friends has died. The military refuses to tell you who though. Can you live with 
that? (Self explanatory) 
CRAMPED - You room is normal, except for an abnormally low roof. You have to crouch to 
walk around in your room, and the military refuse to raise it because of the pipelines above. 
Sorry. (Self explanatory) 
FOLLOWER - Although you may have the skills to lead, the military will not give you your own 
squad. You cannot opt to be the leader of a squad, and cannot opt to have one of your squad 
mates lead a squad. All your orders come straight from above. (Cannot lead a squad) 
OUTPOST - The only place you can go on leave is to outposts we have set up around the 
world. I’ve heard the middle of Alaska is beautiful this time of year. (Cannot be taken if you 
cannot go on leave for at least 1 week.) 
 
 
SQUADMATES - You may choose 3 squad mates, or more with upgrades above. Nominate 
one squad member to lead. This can be yourself if you think your up to it. This member will 
lead the the squad and make the important decisions, so choose wisely. (Please note this is 
only a few of the planned squad mates, I’m just not very creative and take time) 
 
MARK 1 
 
SASHA GRIEVES - One of the biggest Russian baddasses in our little army, Sasha has over 
400 confirmed kills on the battlefield... in one firefight. She’s set the record for how baddass a 
person can be in combat and constantly pulls things that would kill any other super human. 
Super tough and super strong, she takes a while to empathise with other ways of thinking, 
and her social skills suffer because of it. If she’s not fighting, she’s training and if she’s not 
training she’s helping (forcing) someone else to fulfil their potential. If your to buff when you 
enter the military you will be soon. 
AS a leader - As the head of a squad don’t expect any solutions other then shooting 
everything living. Sasha isn’t a big one for plans, or teamwork. She will often do her own thing 
in combat, so be ready to hold your own. 
AS a follower - As a follower Sasha is loyal enough, and while she will follow basic plans, 
don’t expect her to hold interest in plans with too many fine details. She does make a good 
bullet magnet though. 
REQUIREMENTS - None 
 
THOMAS ERWIN - Despite mark 1s being known mostly as a bunch of dumb musclemen, 
Thomas is one of the smartest people on the whole station. His telekinetic abilities are some 
of the strongest on the station. Unfortunately because of his mind his body is lacking 
compared to others. While still well above human average, he isn’t anything special in that 



regard compared to other super humans. He isn’t in any danger though, because he has 
mastered every fighting style, firearm and all the parts of his telekinetic abilities to make 
himself a formidable opponent. 
AS a leader - Don’t expect to make many moves against the enemy, except vitally important 
ones. Thomas enjoys spending more time planning then fighting. Often plans don’t make any 
sense to those participating except after it has been executed. After all, why kill an army when 
you can bury a landline under the generals desk and have it blow up his home? 
AS a follower - Expect Thomas to manage the team with extreme precision. Everything, from 
calories to the kinds of socks people wear. He doesn’t enjoy hastily put together plans, and 
may refuse plans that are dangerous when they don’t have to be. 
REQUIREMENTS - None 
 
ERIC - Sometimes things don’t always go to plan in the upgrading process, and people don’t 
come out the other end who they were. Eric is one of those. A normal person when he went 
in, a heatless sociopath when he came out. He hardly ever talks anymore and disturbs many 
of the other people in this military. But if you need someone to do jobs no-one else is willing to 
do, Eric is your man. He’d probably burn down puppy shelters for fun if we let him out. While 
he won’t hurt any other Super humans, expect some interesting conversation. 
AS a leader - X 
AS a follower - There is a decent chance he will go off and do his own thing, like tearing out 
the spines of his kills, but he has a one track mind if he is motivated for something. There is 
no limits as to what he will do. 
REQUIREMENTS - Must be Mark 1,6 
 
MARK 2 
 
THE COMMANDANT - Despite his friendly demeanour, the Commandant is one of our most 
ruthless and efficient generals. His flawless track record and speedy rise through the ranks 
has earn’t him a hell of a reputation among the higher ups. But while is is a spotless general 
to those above, he is dangerous to those below. His track record is filled with many deaths 
under his command. Most of these have been for important causes, but that still doesn’t say 
you won’t have a higher risk dying serving under him then most. 
AS a leader - He is a golden boy to all those around, getting to know you, lending you things, 
even giving you a place to stay, but he will never truly care about your life. He would happily 
send you right into the meat grinder for a cause, while he stands back and watches. 
AS a follower - X 
 
KRISTIN WARREN - Riddled with Cybernetics, Kristin makes up for her lack of powers with 
an incredible amount of technology. She can match anyone in combat and is capable of feats 
that make head lines around the world. She has control of about 15 droids that assist her in 
combat, and although not very smart, you’ll be able to use them to carry out tasks you don’t 
want to. She does have a habit of replacing her fleshy parts with more technology. ‘The flesh 
is weak’ and all that jazz. Just be ready to deal with it. 
AS a leader - Expect using technology to your advantages and letting her droids do most of 
the heavy lifting. Any engagements that you are involved in will be of the utmost importance to 
her plans. She may also try to nail robotics to you while you sleep. 



AS a follower - She’s pretty lazy when you think about it. Her droids will be happy to do most 
of her work, and she won’t go on any missions where her droids can suffice. When she does 
take to the field though expect a fight like something out of star wars. Might creep out other 
members of the squad with her tech fetish. 
 
MARK 3  
 
QUENTIN COTTON - A Vietnam veteran who jumped at the chance to get back in the army, 
Quentin has years of experience fighting even before joining the force. He is one of the best 
tacticians we have, and has never failed a mission, even against impossible odds. A true 
force of nature, this man would happily charge straight into hell, if it wasn’t for the fact he still 
has the body of a 50 year old. The de-aging process isn’t moving along as fast as normal in 
Quentin. Excellent Gallows humour, though that may hurt some squad mates. 
AS a leader - Expect a lot of traditional military tactics, and a lot of ambushing. Quentin rarely 
enjoys a fight if the advantage isn’t with him from the start. He is fair and will listen to other 
plans and ideas though. Don’t expect too much socially though, as he will often op to train his 
squad then get to know them. 
AS a follower - He only follows the capable. You’ll have to prove yourself before he’ll follow 
you into battle, but when he does, he will follow everyone of your orders to the letter. 
 
CODY MANN - A member of the now disbanded Demon Squad, and one of the toughest 
motherfuckers around. Next to nothing can kill this guy. His body is so tough that he was used 
to find out if a super human could survive in space unprotected originally. In demon squad he 
acted as the muscle, busting into things, and taking artillery fire that would have killed other 
super humans. He is renowned around the world for being the first super human to make a 
halo jump without a parachute and live to tell the tale. Since demon squads disbandment, he 
has tried to convince command to put whats left back together with little success. 
AS a leader - Despite being geared for straight up assault, Cody normally prefers less direct 
conflict. If a conflict is inevitable though, expect something balls out crazy, that will look epic, 
but probably get everyone killed. He will also force you to celebrate Australia day with him. 
Hope you like steak. 
AS a follower - Often seen as the glue that held Demon squad together, Cody will act as a 
social focal point for the rest of the squad, organising parties and get togethers. In combat he 
is happy to follow orders, though may add his own spin. Like fire works attached to his boots. 
Or hitting things with trains. Actually, you better watch out for that, its happened more then 
once. 
REQUIREMENTS - Cannot align with anyone else from Demon Squad 
 
GWEN BRIGGS - A member of the now disbanded Demon squad, Gwen is a record breaking 
sniper, able to hit a target from a mile away with consistent accuracy. Despite her skills at 
range, she often utilises knives for close quarters combat with deadly efficiency. Socially she 
is distant, and will take time to warm up to you. She is quite caring once you get to know her 
though. Still bitter from the forced disbandment of Demon squad, she has a few problems that 
may need to be worked out in the near future if she is to be at fighting efficiency. 
AS a leader - X 
AS a follower - Quite and thoughtful are the two words that come to mind when describing 



Gwen. She prefers to utilise stealth to kill her enemies, and often wears camo, and carries her 
rifle, even outside of missions. Be careful letting her use her knives. Often she goes into a 
berserk fever and has to be pulled off her enemies. 
REQUIREMENTS - Cannot align with anyone else from Demon Squad 
 
MARK 4  
 
ISAAC VARGUS - A member of the now disbanded Demon Squad and the first mark 4 ever 
created. Isaac was the test subject of what would become the Mark 4 program. A soldier 
without compare, his martial skills are the best in the entire unit, despite having less powers 
then the average super human because of his prototype nature. Often used as an infiltrator 
due to his superb social skills and unarmed fighting prowess. He isn’t a stranger to more 
serious combat though, and knows his way around every weapon on this side of the universe. 
Since the disbandment of Demon squad, he has dedicated his life to hunting down the 
traitors. A lesser known fact is that he enjoys parties and raves, and often collaborated with 
Cody during their tie serving together to keep morale up. 
AS a leader - Expect plans that involve James Bond style fighting, car chases and more then 
one lady by the end of the mission. A  true gentleman he won’t allow actions that could hurt 
civilians, or his chances  with the ladies. 
AS a follower - Preferring to spend time to himself outside of social gatherings, he can act 
distant at times. This separation is made up for though by his excellent taste in music and his 
skills of infiltration and manipulation. 
REQUIREMENTS - Cannot align with anyone else from Demon Squad 
 
MARK 5  
 
RICARDO NORRIS - Despite lacking cybernetics, this guy is better with machines then 
anyone else. He could get you into space with a tin can and a lighter. He’s happy to build you 
anything you ask for, but is reclusive and is rarely seen outside of his workshop. While he will 
warm up to you, it will always be difficult to get him outside, even on missions. But if you 
manage to get him onboard he’ll tear through enemy ranks with sic-fi tech only seen in 
movies. Its too bad that most of his machines fail after one or two uses. Like spectacularly. 
And you’ll probably lose a few limbs by the end of your partnership. 
AS a leader - X 
AS a follower - despite not being very social, he’s happy to give you any tech you need, and 
any support he can give you from his workshop. Just be ready for the inevitable failure of this 
tech. I’d wear gloves.  
 
MARK 6 
 
MILHOUSE - Considered a failure, Milhouse is confined to a life-support chamber in our 
fortress. He can’t be moved, but he hasn’t let that get him down. He is one o the most fabled 
hackers of all time, and can get you anything you need in the digital world, from security 
camera footage, to the police chiefs grocery list. While friendly, he is a bit jealous of others 
able to move normally, and I doubt you’ll ever see him in the flesh. If you can get him into 
MMOs, theres a strong chance of you never losing. 



AS a leader - Expect extremely tactical plans. Like down to the finest detail. He won’t be 
comfortable sending you anywhere where he can’t see you and may outright refuse missions 
that he won’t be able to help in. Outside missions he’ll let you do your own thing. Not like he 
can participate anyway. 
AS a follower - He’ll give you all the information, tactical and otherwise, that you need.Just 
don’t expect a fighting body. He’ll give encouragement to your team through coms, but the 
fact that he can’t participate in battles is a sore point for him. He didn’t join the military to be a 
hacker, he joined to fight. 
MARK 7 
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