


10 Critical
Success +1 Success, -1 Stress

8-9 Success +1 Success

2-7 Failure +1 Stress

1 Critical Failure +2 Stress, Burnout
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The Company is a survival horror game centered around
corporate emergency response teams and the aftermath of the
situations they are assigned to deal with. Players take on the
roles of Employees assigned to response teams that quickly find
themselves in over their heads with one player facilitating play
as the Game Manager.

Any non-trivial task involves rolling a number of ten sided dice
(d10). The number of d10s rolled is determined by the
Employee’s score in the associated skill. Skills can be
combined to add dice if a logical argument can be made for it.
Items and Perks may add (+) dice to rolls whereas Burnout
effects may subtract (-) dice.

10 Critical
Success +1 Success, -1 Stress

8-9 Success +1 Success

2-7 Failure +1 Stress

1 Critical Failure +2 Stress, Burnout

Trivial [0] No Roll

Easy [1] 1 Success

Difficult [2] 2 Successes
Extremely
Difficult [3] 3 Successes

Impossible [4] 4 Successes



03

After constructing a pool of dice, Employees roll against an
action’s difficulty, executing their highest roll(s) by determining
if they were successful and taking any Stress incurred. Successes
that are rolled but do not succeed more difficult tasks may be
“banked” and the roll may be pushed (see below).

Employees can add dice to rolls through voluntary sacrifice in
order to survive.

-1 Drive (Any roll)
-1 Health (Physical, non-combat rolls)
+1 Stress (Intellectual/Technical rolls)

If an Employee does not have points in the requisite skill to
attempt a roll and does not want to add dice, they may roll a 1d10
and resolve the next tier down on the roll table.

Any failed roll may be reattempted, or pushed, at greater risk. If
a roll is pushed, the resulting roll doubles any stress incurred
and may lead to unforeseen consequences that the GM decides
upon. Dice added to a roll by taking stress, losing health or
spending drive are not added to a pushed roll pool. Combat rolls
(Fight, Dodge, Body) cannot be pushed.

Most rolls are done by individual Employees. However,
collaborating on rolls may prove to be more useful.
If an Employee adds their skill to roll another Employee is
making, they may roll their dice as if they were in the
Employee’s pool. This may result in the assisting Employee
taking Stress. This is useful for difficult tasks.
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After a successful First Aid or Medicine roll to heal an Employee
or Survivor (NPC), the target gains 1 health per success rolled

Employees may spend 1 DRIVE each to rest. During the rest period, any
mission clocks are advanced. Employees may remove 2 Stress and use
any first aid items available. At the end of the rest, the GM rolls 1d10.
On a ten, something unfortunate happens.

Throughout the game, Employees will take Stress. Stress is gained
in some of the following ways:
+ Failing a roll
+ A highly unusual or otherworldly event occurs
+ Another player fails a career roll
+ Adding dice to a pool

At any time, the GM can call for a roll from any
Employee(s). The Employee rolls a d10 against their current Stress
level. If the result is their current Stress level, they
Burnout. Add the Burnout roll result to the Stress level and
compare it to the table below.

+1 to all rolls for 1d10 hours

+1 to all rolls for 1d10 minutes

-1 to all rolls for 1d10 minutes

-1 to all rolls for 1d10 hours

+1 Stress when a teammate fails a roll for 1d10 hours

Gain 2 Stress. Nearby teammates gain 1 Stress

+1d10 Stress

Attack the nearest teammate

-1 Health when you gain stress for 1d10 hours
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You are now ready to build your
Wuhan-Baxter employee profile. The
process is simple:

1. Choose a from the
following pages. Each career
begins with skills and gear
assigned to it based on the role
they play in the company.

2. Assign two points into
skills

3. Choose one from either your
career perk list or the general perk
list.

That’s it! You are now ready to serve
the company as a member of our ARC
division!

Each Career has its own , or role
in the company’s operations. By
acting in accordance with these jobs
and completing missions, Employees
will gain . Drive can be used to
add dice to rolls, rest for a short
period or, in campaign play, secure
promotions.

Failing rolls associated with your
career causes others to gain stress.

Skills allow employees to accomplish
tasks in the field.

Strength and resistance

The art of avoidance

Combat and knowledge of
combat

Field medicine

Deception, Persuasion or
Intimidation

Computer and mechanical
manipulation

Fixing things/making new ones

Observation/critical thinking/
compiling

Look for clues/patterns/
connections

Moving quietly/
attempting to hide

Training helps in avoiding
fights as much as ending them

Buildings and machines are
organisms

Knowing how a body works is
the first step in fixing one

The universe operates as a set
of rules

Computers and Machines were
made by people and can break
just as easy









W-B engages in research and development
in virtually every emerging field known.
As such, our scientists are second to none.
Asset Protection employs scientists with
versatile knowledge in order to be
prepared for any situation.
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Research,
Search, Sneak

1

Recover
Company
Research data,
specimens or
prototypes

Other
employees
take stress
when the
Scientist fails
Research or
Science rolls

Field Research
Kit, Flashlight
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4
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1 Microscope Slide
2 Beat-up Notebook
3 Fountain Pen
4 Antique Snake Oil Vial
5 Laminated Scientific Method Card
6 Patch “Control Group”
7 Folded Textbook Page
8 Half of a Locket
9 Brass Pocket Ruler
10 Two Snake Vertebrae







Often, ARC teams are assigned to
situations at large facilities operated by
The Company. It is important to keep
operatives knowledgeable in structural
and mechanical engineering in order to
recover as much company property as
possible and keep our operatives safe.
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Dodge, Repair,
Search

1

Protect and/or
repair
Company
assets.

Utilize
infrastructure
to accomplish
goals.

Other players
take stress
when the
Engineer fails
Repair or
Engineer rolls

Compact
Toolkit,
Digital
Schematics
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Bypass digital
security
protocols.

Utilize digital
assets to
accomplish
goals.














