
NEW ABILITY(to offset overuse of Presence)

TECH Hack systems, use alien technology, pilot

LOST TECHNOMANIAC Visionary 3d6+2 Tech, Frail 3d6−2 Strength.
 • MAINFRAME MASTER skill TECH DR10 TEST
 • DIALED IN skill TECH DR10 TEST

TWISTED BIOCHEMIST Educated 3d6+2 Tech, Puny Scholar 3d6−2 Strength, 
Inner Fortitude 3d6+1 Toughness.

EMO|BOT
 • DATA SAP skill TECH DR9 TEST Highly encrypted files can be accessed with a 
       TECH DR17 TEST

STARTING EQUIPMENT 
Med kit. Tech + d6 uses, stops bleeding, heals d4 HP.

ARMOR 
Self-repair TECH DR14 TEST

NEUROC 
 • SCRAMBLED CIRCUIT Agility becomes Presence, Presence becomes Tech, Tech    
      becomes Strength, Strength becomes Toughness, Toughness becomes Agility.

 • HYPERFOCUSED All Presence and Tech tests are DR −3.

TERGUS 
 • OH IT BURNS Presence and Tech tests DR +2

DEATH ABOARD THE CONUNDRUM
LOCKED HATCH: TECH DR14 TEST

ADVANCEMENT 
On the third improvement and every third after that, select a new Skill from your class or 
roll a random Skill from a different class. 

SKELETON CREW Rules Revisions

Take these or leave these. The rules work as-is; this just adds a bit more fun. 

© 2024 Creature Curation || GrimmExpanse.com


