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0 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

Extreme
Difficultly [3] 3 Successes

Impossible [4] 4+ Successes

• A Roll

• A Teammate failing a Career roll

• The GM giving you Stress

3-4 +1 to all rolls for
1d10 hours

5-6 +1 to all rolls for
1d10 minutes

7-8 -1 to all rolls for
1d10 minutes

9-10 -1 to all rolls for
1d10 hours

11-12
+1 stress when a
teammate fails a
roll for 1d10 hours

13-14
Gain 2 stress.
Nearby
teammates gain 1
stress

15-16 +1d10 stress

17-18 Attack the nearest
teammate

19-20
-1 Health when
you gain stress for
1d10 hours

Roll < current Stress:
Add roll + Stress
Compare with Burnout
Effect table

ATTACKER DEFENDER

You have decided to join the ranks of Wuhan-Baxter’s
Executive Management program. This is a noble
undertaking. WB managers lead our various teams and
departments to success and beyond. Under your
guidance, employees will achieve and contribute to the
grand tradition of greatness that this company has
stood for over the past three hundred years. Who knows,
some of those employees may become managers
themselves one day.

On behalf of myself, The Board of Directors, and
everyone at W-B, we salute you on your continued
journey of leadership and innovation.

L. Sinclair
Lydia Sinclair
Director of Operations
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- Jonas Baxter returns after being lost at sea for 17 years with a
strange ship full of riches. He founds the Jonas Baxter Shipping and
Acquisitions Company in Crestmouth, England.

- The Baxter Company becomes the richest company in the world
by shipping arms and supplies to both sides during the American
revolution. Expeditions are launched to find what Jonas Baxter had
called “Avenues to Glory”. The first Legacy Projects are launched.

- The Company buys into, and improves upon, emerging
industrial technologies and applies them to its operations worldwide.
The ‘Echelon Device’ is discovered floating above the Atlantic Ocean.

- A Company sponsored archaeological dig discovers site 55b in
the Andes. Legacy Projects and Avenue Expeditions are combined into
the Research Department.

- The Pyramid finishes its 112th sequence. Head of Research
Crenshaw’s device is able to stabilize the gate, causing the first
incursion. Security teams at the Pyramid facility hold the line. ARC
division is established in the aftermath of the Pyramid facility
incident.

- A number of prominent emerging technology companies unite
to form the Wuhan Consortium.

- A Consortium alternative energy experiment breaches the Veil.
Representatives from the Great House on the Hill meet with
Consortium board members and establish The Trust.

- After competing for years in numerous industries and clashing
over more esoteric endeavors, The Baxter Company and The Wuhan
Consortium announce their merger. Wuhan-Baxter becomes one of the
largest corporations in the world overnight. The Board is re-seated and
The Trust updated.

- WB has its fingers in virtually every industry worldwide
including pharmaceuticals, munitions, gene therapy, alternative
energy, and entertainment. The company’s holdings span the globe
with operations on every continent and a presence in nearly every
country.

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. The Game Manager
(GM) is the backbone of this experience. They carry the
following responsibilities:

: Be familiar with the contents of the Employee
Handbook in order to understand employee abilities and resolve
rules clarifications.

: Create missions for ARC teams to respond to or use
pregenerated missions like the one in this manual (Pg. 06).

: Utilize and control Non-Player Characters
and enemies encountered by ARC teams on missions.

: Keep track of awarding drive for job
execution, administer stress, and call for Burnout.

: Pay attention to the passage of time in-game and
inform employees of elapsed and remaining time to complete
objectives.
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Challenges in The Company are overcome by making skill rolls. It
is up to the GM to determine the difficulty of these rolls on a scale
of 0-4 with 0 being trivial and 4 being impossible. Employees
will need to roll a matching number of successes on their skill
rolls in order to succeed. Pre-written skill rolls are represented by
the skill followed by the difficulty (ex: First Aid [2]).

Throughout the game, employees will gain stress. Stress is gained
in some of the ways stress can be gained include:
+ 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). Usually after taking a large amount of stress (3 or
more), failing a difficult task or witnessing something horrific or
mind-altering. Burnout is a tool to build tension, not to punish
players.

Missions should have time limits, changes in the environment
after the over time, and consequences for wasting time. This
helps to heighten the tension and keeps the proceedings moving
along. Clocks or dice can be used to track this. Complex actions
and investigations may take longer to accomplish than others.
Mission clocks are not secret and should be shared with
employees often. Other timers, clocks or counters (such as the
infection tracker on pg 20) may be kept secret.

GM-controlled NPCs, enemies, and automated systems are
referred to as ‘Variables’. Variables provide everything from
assistance to adversity for ARC teams. Variables utilize three
traits representing multiple employee skills. As variables take
damage their traits can degrade, leaving them vulnerable.

Tracks strength and points remaining until unconsciousness.

Awareness of surroundings and ability to react.
:

Ability to asses conflict and inflict damage.

Most variables can be controlled effectively with these three
traits. If the need arises, other traits or skills can be improvised
or added.

Enemy variables often have abilities or weapons to give them an
edge in combat. Abilities are most often used to attack however,
some abilities may be utilized as actions if noted. Variables
cannot add dice to or push rolls without an ability or weapon.

The mechanics of combat for the GM are identical to those of
employees with the exception of Aware ties, in which the GM will
act first, followed by the tied employee. Enemy and creature
variables act aggressively unless otherwise noted.

ARC teams are deployed to company holdings to secure and
contain company property and personnel after accidents or
disasters. Occasionally, they are utilized to infiltrate rival
operations. Missions should have clear goals, time limits, and
variables for employees to encounter and exploit.
The following pages contain the introductory mission

HOUR 1 FIRE TEAM
ARRIVAL

BLOOD
COMPUTER
SENTIENCE
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Eurydice facility is a deep sea research facility located 20,000 ft
below sea level. It is owned and operated by WB pharmaceutical
subsidiary NOVERIUM and is supported by the Orpheus supply rig
and landing platform topside.

The facility is staffed by 4 research specialists working in 3-
month shifts. Each specialist wears a specially designed

that allows them to access systems, tracks their movements,
and acts as a digital research backup.

The facility's current research involves extracting and
experimenting on specimens from a vent located in the Tonga
Trench that exhibit abnormal cellular regeneration properties.
The company believes these experiments may help in the
development of numerous medical treatments. This research is
classified to all but executive officers and the research staff and
is not included in the ARC team briefing.

Dr. Z. Yang - Facility Administrator [Operations, Engineering]
Dr. C. Liggoti - Field Researcher [Marine Biology]
Dr. J. Shiveley - Field Researcher [Pharmacology, Medical]
Dr. K. Astoria - Field Support Specialist [Comms]

The facility is a series of self-contained sectors connected by
sealed walkways. Utility conduits deliver power, data, and life
support to each sector. Employees choosing to traverse conduits
take +2 stress. If a firearm is discharged within the facility and
misses its target, roll 1d10. On 00, the bullet punctures the hull,
compromising the sector. After 10 seconds, the sector is locked
down automatically as it implodes.

- Dr. Ligotti discovers that the most recent batch of
specimens brought aboard are exhibiting signs of accelerated
evolution and developing mutations. This is an extraordinary
breakthrough.

- Dr. Ligotti is bitten by one of the specimens. Dr.
Shiveley treats the wound and draws blood. Examining the
blood sample, they are able to isolate the mutagen and
produce both a concentrated sample as well as a vaccine using
the sequencer and centrifuge in S04. Shiveley, eager to
capitalize on this discovery, injects themselves with the
concentrated sample with the intention of injecting the
vaccine after recording the immediate effects. The
concentrated mutagen spreads through Shiveley’s system
rapidly, taking control of their mind. Yang confronts Shiveley in
the lab only to be attacked savagely and killed. Shiveley, now
controlled by the parasite, makes their way to drone control to
retrieves more specimens to create the hive that now occupies
S06. Ligotti’s infection enters stage 2. They make their way to

S03 to utilize the infirmary where they find Dr.
Astoria attempting to contact topside upon
discovering Yang’s body in Sector 04 . Ligotti’s
infection enters stage 3. Astoria is able to escape
and hides in Sector 08.

- Astoria sneaks around the facility
making preparations to escape via the sub in S09.
They download the footage and research from the
terminal in S03 onto their key and shut down the
cameras, intercoms and key tracking, not trusting
the company to be honest about what has
happened. On the way back to S08, they are
attacked by a hybrid in S02 and shelter in S2B
where they contemplate shutting down the life
support. They are able to escape quickly but forget
their key. They make their way back to S08 where
they weld the bulkhead to S01 shut. On their way to
S09 to prepare the sub they are accosted by the
Ligotti puppeteer. They barely evade the creature
before sheltering in S09.

�

�
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Mutation
During combat, the hybrid
may use an action to
mutate. The GM rolls 1d10
on the table below and
executes the listed effect.

Bite
-1 Health on hit
Stage 1 Infection

The Hybrids have been using the facility’s utility conduits to
traverse the sectors. After employees encounter the first Hybrid
in Sector 2, roll 1d10 every 20 minutes on the mission clock.
Rolling the number of a sector currently occupied by an
employee causes a Hybrid to appear there and attack. Currently,
there are 5 active Hybrids in the facility with 4 gestating in the
Drone Control Hive (Sector 06).

03
01
02

HEALTH
AWARE
COMBAT

ABILITIES

d10 MUTATION EFFECT
01-02 Regeneration Regrow lost limbs
03-04 Ink Sacs Shoot Ink (Blinds target on hit, 1 min)
05-06 Electricity Shock nearest target (-1 Aware, 1 min)
07-08 Tentacles Constrict target (Body success to escape)
09-00 Camouflage Disappears

Hybrids and Puppeteers will infect
anyone they come into physical
contact with. Infection has three (3)
stages:

- Duration: One Hour
Begins on contact. No symptoms

- Duration: One Hour
Victim begins to feel odd pains in
their chest. Vision clouds. -1 Aware.

- The victim’s chest rips open
as a glowing red eye emerges. Tendrils
wrap around their limbs , seizing
control. An oily tentacle bursts from
the throat. The newborn Puppeteer
pauses for a moment before attacking.

This process can be halted by finding
(or concocting) the vaccine in the
primary lab and injecting it.

05
01
02

HEALTH 05
AWARE
COMBAT

ABILITIES

01
02

HEALTH 07
AWARE
COMBAT

ABILITIES

01
03

Tentacle Attack
10 ft range
-2 Health on hit
Stage 2 Infection

The husks of human beings now
serving as hosts for intelligent
parasites. A milky red eye gazes
from the chest cavity as small
tendrils creep out to manipulate
the limbs for movement. From the
host’s mouth protrudes a long,
barbed tentacle which causes the
head to jerk with each movement.

Tentacle Attack x2
20 ft range
-2 Health on hit
Stage 2 Infection

Mutated Puppeteers that are more
aggressive. A longer gestation
period allows the development of a
second tentacle.

Specimens taken from the trench by the
research team. Evolving at an accelerated
rate causing spontaneous mutations.

Fig. 01

Fig. 02
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1. Station Status - Sector 06 Alert
2. Cameras/Intercom - Offline
--> Personnel Tracking - Offline
3. Emergency Controls - RESTRICTED
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SECTOR CAMERA FEED CREW KEY

01 NORMAL -
02 NORMAL Astoria (2B)
03 NORMAL -
04 OBSCURED (BLOOD) Yang
05 NORMAL (WRECKED) -
06 OBSCURED (MOISTURE) Shiveley
07 NORMAL Ligotti
08 TAMPERED (DESTROYED) -
09 NORMAL (ASTORIA) -

04

!
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11.2 - Discovery of specimen’s accelerated
evolution prompts excitement among
scientists. Shiveley notes their jealousy of
Ligotti for the discovery.

11.5 - Ligotti bit by specimen. Treated in
infirmary by Shiveley. Shiveley synthesizes
vaccine sample and concentrated virus. Injects
self with virus to document findings. Leaves
Vaccine on lab counter in S04.

Scrawled in the margins is the formula for a
vaccine. Research [2] reveals 1 vaccine can be
made in the S04 lab in 2 hours using Ligotti’s
blood sample.

[The rest of the book is smeared with blood]

�
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Hour 1 Hour 2 Hour 3 Hour 4

Hour 5 Hour 6 Hour 7

Infection

STAGE 1:

STAGE 2:

STAGE 1:

STAGE 2:

Name:

Name:

78

1

2 2B

3 4

5

9

6

Crew Quarters
Puppeteer (Ligotti Key)

> Painkillers x1

Drone Control
Hive (Shiveley Key)

> Specimens

Wrecked Lab
> Research Notes

> Tranq Gun
> Tranqs x2

> Blood Sample

Primary Lab
Body (Yang Key)

> Vaccine
> Sample Kit

Ops/Infirmary
Terminal

> Med Kit x1

Diving Pool
Sub/Survivor Attack (Astoria)

> Diving Suits x4
> Flare Gun x1
> Flares x4

> O2 Tanks x3

Storage
> Hand Welder

(spent)
> Journal

Pod Bay
> Diving Suits x4

> Medkit x1

Server/Power
Specimen
Weird Goo

Life Support
> Astoria Key

Encounter/Item Map

Eurydice Mission Clock

Survive
Retrieve 4 keys
Squad survival

Soldier
No station damage

Engineer
Save Astoria

Medic
Recover specimen

Scientist
Recover digital assets

Technician

+1
+1

+2

+2

+2

+2

+2


