Glove

Must be worn on one hand. It can be
attached to a suit with a Technical action.

Q Multipurpose

Reduce the number of cards played by a
damaged device by two.

It has a drill, a screwdriver, a soldering torch,
and a power claw. Other tools can be added
with Technical actions
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Illus. Milan Nikolic

Corvo technicians are so used to this tool, that they
even sleep with it on.

NEURAL GRENADE 1 Throwable

U Action (Athletic/EVA). May be thrown up to 50
metres away. It provides one advantage if
thrown within 10 metres and it suffers one
disadvantage every 10 metres further,
rounded up.

4
@ Neural wave

Causes 4 neural damage up to one metre
away, with 1 less damage for every metre
further, rounded up.

lllus. Vukasin Bagic

Those with weak minds will find themselves on the
floor. Those with weak throwing arms are advised to
avoid use.

3)« Neural wave

MEDSTATION " Q Recovery kit

Action (Medical). Double the rate at which
the patient recovers his physical health.

@ Medikit

Reduce the number of cards played by a
wound by two. It allows the doctor to
perform surgery actions.

| illus. Vukasin Bagic

b/ . 7 The quintessential gear of every field doctor. It
\ ) [%9 RECOVEI’Q kit contains a multitude of instruments and medical
e supplies that are usually restricted to pricy

\ R contracts for medical wagons with armed escorts.
edikit g
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CRrRY~PSIS SUIT

Cortex connected

Illus. Milan Nikolic

E/- Ghost

=\ Optical camouflage
N\’

Ghost

Does not appear on LinkWave radars. It can
still be hacked using other methods or
through LinkWave if the hacker has line of
sight.

/

Optical camouflage

Receive one advantage towards a Hiding
action if hidden in an adequate place.

Characters further than 20 metres away
suffer one disadvantage towards all their
actions that require line of sight on you.

S\

The miners of remote Corvo colonies tell each other
stories about evil Iz'kal ghosts that hunt their
enemies anywhere at any time of the day.




