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The Diver 
When the Lab Heirs of Aquatica first presented their mission for the underwater Proving 
Grounds they offered up an experiment on making humans better divers. So the first thing they 
produced was the Divers. Taking sickly humans and grafting them into deep sea diving suits, the 
Lab Heirs produced a dozen Rebirth divers. Unfortunately, the divers mutated and went mad, 
going on a killing spree in Aquatica. The Lab Heirs captured them and locked the divers in a 
vault. It wasn’t long before the divers expired, but the Rebirth didn’t take long to bring them 
back. Sealed in the suits with no air, only a Rebirth mist, the divers slowly regained sentiency 
and begged the Lab Heirs to let them go. But their cries fell on deaf ears. The Lab Heirs didn’t 
want another accident and left the divers there to live out their Rebirth existence in isolation. 
After Aquatica was sealed off, several refugees managed to free the divers, hoping that they 
would help the survivors escape from the city. But being locked away for over a decade is 
enough to drive anyone mad. The divers killed the survivors that freed them and then went on a 
short rampage before coming across orphaned children, who managed to tame the beast. Now the 
divers act as protectors of the children of Aquatica, doing anything they ask.  
Characteristics 
Smarts: 3 
Willpower: 6 
Presence: 8 
Hand-Eye Coordination: 4 
Reflexes: 4 
Strength: 10 (20 Rank Super STR) 
Body: 10 
Constitution: 10 
Movement: 4 
Derived 
STUN: 100 
HITS: 100 
Initiative: 7 
Actions: 7 
Attack: 10 
Evade: 10 
Education: 8 
Perception: 8 
Powers: 
REBIRTH 
Natural Toughness vs. STUN Damage: 20 Rank  
Gear: 
Diving Suit: 30 KD 
-REBIRTH Tank 
-REBIRTH Dispenser: Sprays REBIRTH from hand vents.  
-Exterior Lights 
-Suit Patches (4): In case of a leak the Diver can patch the hole up to 4 times.  
*If the suit is ruptured the area around the Diver will be filled with a gaseous form of REBIRTH. The per-
son inside the suit will rapidly decompose into a pile of goo.  
Meat Hook: 1d6+20 AP LETHAL Damage 
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